


X



[3.0] Gm. Equipm.nr

[3.2] Gan Chans .nd Tablcs
[3.3] Thc ?l.ying ?iec6
13.41 rf,ad{ Ranks

[4.0] S.qu.oc. ofPl.y

[5.1] Movenent Conditions rnd

[t.3] Addjtion.l Tsrai. Typ6
[5.4] cawl,y
[5-51 Exrended Aniuery Mov.nenr
15-61 RsrricredMovebedt

[6.]l caElry Fomdio.s
[6.2] Idantry Fomdions
[6.3] Anilleir For@tions
[6.4] Chdging Fomation

[?,1] EFects ofFrcins on Movement
I?.21 Erects ofFacing on Fire Codblt
[7.]l EIIecB ofFacing on MeLe
[7.4] F,cins and Cavalry Cnargs

18.01 stlc&ilg
[8.U Unit Stocting Rc$idions
[8.2] Efe$ ol Stacting on Cohbd
[3.3] Density and Fn. Conbat
(3.a1 sbc!.ins ordr

19.11 conbd st.en4h
19.21 welpon Tr?r .dd Range
[9.3] FiE Stenstn p.r lluside
[9.4] Multiple Udir Firc
19.51 T.frin E{Ietu on Fne Conbat
[9.6] llTcts ofFaci.s, Fornatior,

[9.7] Line of Sight (Lidc of Fne)
[9.8] Rsults orFne conbd
[9.9] AdMce After Fire Conbtt

ll0.0l zoma ofcorrrol
Il0.ll Withdr.w.l Firc
Il0.2l Reftcat Fne
ll0.3l Efect ofZOCon Amnunition

ll0.4l Ef.ct ofZOC on Com,nd Contol
Ilo.tl E E nt o r z o n 6 of c o n t o l

[1r.0] AtlmEitio! Supply
I l l.ll Supply Vlsors
Ill.2l Sndl-A@s AmEunion
ll l.3l Artilldy Amunirion

Il2.ll Detnition of Mele Stenglh
ll2-21 McLe. lnitiation .nd Rdticrions
ll2,3l The Melee Initi4ion Plocedure
112.4) Eilects of Te@in
[r2.5] Additional ElleG on M.lee

[]2-61 St.cting in Melee
ll2,7l Rdrear Before Melee
lr2.3l Rsulrs ofMelee
U2.91 Assault Conhat Resulis Gble

TABLE OF CONTENTS
[$.01 Cavar.y Cba4.

ll3.ll Charge Combat Stensth
[13.2] Charge Eligibilily
[r33] Chese Rans. and'rbrrain

R.$riciions
ll3.4l counterchdge
[11.t] Chrlse Avoidance
113.6l Charge Fne
[13.71 L.adeB dd Chds$
lr3.3l Charse R.snlts

Il4,0l MoEl., Rout, Rally
l14.lj MoEle R*ings
ll4.2l Monle che.ks
04-31 Efec of Stacldrs on

Morele Chects
04,,11 Ef.cts ofRout
ll4.5l E f<ts ofPin
04.61 Raliy

Il5.1l Rstidions on Rdrq$
Il5,2l Rereating Through Ededy zOCs
I5,31 Presence ofFriendly Units

md Retiear
ll5.4l The P.th of Rdear

UG.ol Antllcry MoveDedt ad Ftrc
116.ll Bftenes and SedioB
116.2l Anillery Cess
116.ll AitilLry Rms6
ll6.4l Explodins Caissons
116,5l Retne by Prclo4e
[16.6] Anillcry OveFhsr
lt6.?l R pid Fn

[]7.11 Brisade Conmandes
lr?.21 Division and OvfiaI Connrnd.n
[r?.31 Infdry Comand.s
lu.4l Blted of redea on Chdge,

Melee, dd Mo$le
lr?.tl Leader Stachns R6tictions
U7.61 Deiached Units
lr7.7l Leader Casualti.s
[17.8] Banlefi eld Promotions
lr?.91 Efteciivcd.$ R dins and

"In Colmn" Units
Ir8,0t B.i€.d. Comblt Ed.ctiv.!6s

lr8.Il Efre.$ ofBCE Lo$ on Infantry
and Cawlry

lr8-2t Brigade Ret.eat
lr3.3l OB Roser Sheer

119.01 R.irroF.h.ot3
ll9.ll Ent.y or Rei.forcendts
lr9-21 Blcked Reinioremcns

120.01 RiI. Pi& @{r BEateo.k
[20.r] Buildins dd D$rrcying

BEasMorks
[20,2] Ef.cts of Bcstvorr3
[20-3] Consrudion of Rinc lits
[20.4] EII<S ofRifle Pns

[21.0] srdmt3hc a.d D.bchm.nb
[2r.r] D.bcbsents
l2l.2l Formins Skimishe6
[2]-3] Skilmister Moven nt
[21.4] Ere.ts orSkirnishFordarion

on C,nbat
[21.5] Stilnist Units .nd Retreat

Before Mcle
[21.6] Stihisn Unns ad Rout

[22.0] Rapid Mmh aad Faiigu€
[22.11 \vhicb Units May R.pid Marcb
[22.21 Rapid Mdch Resridions
[22.3] Rapid March Fadsle

lnid ExhlustioD

[24-11 DuEtionoic.me
124.2) Mrp
[24.3] Ordea orBattl. and

Initill Deployment
124.41 Special Rul.s

[25.]l Drnrion ofG.De
[25,2] Mdps
{25.31 Orde6 of BftL, lnitial Deployment,

and Reinforcene6
[25,4] U.ior Oll-Map ebven..t
125.51 \4riable Union Entrt

[25.01 tloEc Soldi.6 at G.rty6bu.g
126,11 Lensth orcane

126.31 Ordds of Battle ald Initial
Deploy6ent

126.41 Speci.l Rules

127.01 Trev taa Sradon
I27.rl l*n8th ofc,be
127.21 Orddsof Battle, Deplotreht,

and R.inform.nt
12?.31 FiBr Dly Resfictions
127.41 Night Tins
[27.5] Butlels Brigadc

[27.7] Optioml Rules
I28.OI TERRTBLE SWIFT SWORD"

l23.ll TSS Cavalry Enta
[28,2] Scenario Emta otrd Chlnges

[29.0t TERRIBLE SWIFI SWORD/REBEL
SABERS" Adapi.tios
[29.1] subsituriors
[29.21 Clarindtons

[29.4] Mino! Rnes Moditc{ions
[29.t] Major Rules Modifietions
[29.6] Disnounrcd Caval.y Stapo.s



I

[1.0] TNTRODUCTTON
Thc REBEL SABERS" eame, part ofthe
"Great B0ttles ofthc American Civil whr"
8am. s.ries, simulat.s the cberSoce ofthe
Union cavalry as a viabl. coDbar fo.ce
rhrough sa.ral ofth. mjor evalry actioDs
foushr durins that v.i The REBEL SA'
BERS tm. provid.s d.finitive cavalry rd6
for rh. $ri$, rolB which €n b€ sFfted onto
snd u$d wirh prcvious gatnes in the sdies
CIERRIBLE SWIFT SVORD' sde,
BLOODY APRIL" gd., erc.). The slsr€o
ftsclf, for rhos. unfamiliar i{ith it, enablB
playcrs to rccr.atc, on a regimeotal lerel,
virtually my battlc iD rhc ADerican Civil
Vhr. Th. REBEL SABERS s@e provides
scvcral .dvanc.s in desien, in addition ro ibe
d.w and c .nsive cav.lry rules provided.
Th. battl.s h The REBEL SABERS gde
rang€ from small, onc-brig.de eigagements
ro thc lgrscar (and lsst) majo. cavalry battle
in North Amcrica: Kclly\ Fo.d (March 1?,
1863)j Horsc Soldiers at Gettysburs (the
battlc of Low Dutch Ro!d, July 3, 1863);
Tr€vilians Station 0une I l, 1864I dd the
big one, B.andy Station oDnc 9, 1863).
Alihough the "Great BattleJ' system is not
sinpl., play.rs lrlill Iin.l that the sDell nu-
bc.s ofunits involvcd natcs REBEL SA-
BERS !.cnarios much essier ro play thu

Note to V€t€rar Gan.rs: Th. REBEL sA-
BERS glmc cof,nins lbany rlioor chdSes
froo prcviour gaft.s in lhis s.ri6, inchding
chang.s to chans aod t.bl.s, as weU as ru16.
Warch for not6 such $ rhis, and a$ume

[2.0] GLOSSARY
Bri9adc Conbrt Effectiveres (BCE): L
m.asu.c of . brigade\ abililty ro tuncrioD ar
tull.ffcctivc.css in relarion ro casualties

ColuD" o.l, CoJuDr: One of the fo.M-
tioDs possible for units to rdopt. It e@bles
uoits to movc morc rapidly along roads at
some cost in cobbat abiliry See atso "Lioe"
ed "Skirmih Formation".
Conn.nd Points Ratins: A trumber based
on rhc .bility of o division cooDandei Each
division comnlnd.r hrs a nuotEr ofcom-
tund Poinrs .vEil.blc ach GaEeTuE.
ClhMnd Points src us.d ro irc.eas. the
Effedivcn.$ R.dius of brigadc coonmdeh
subo..linste to thc division cotmsder. One
poinr is dp.n.l.d for .3ch hd added ro the
Efr.cdv.ncas P€dis ofa brigade cod-
maDdcr. Thus, a command.r wirh a totd of
two Command Points could incr@se the
Effectiven$ Radius ofon€ brisade con-
nan.l.. by twq o. rwo b.iglde commandea

Corys Intcqrity Radits: L nmericel rating
of.ach Corps Commandcr representing the
ran8c in hcx€s over which th.i CoAs Con-

msnder my courroand his subordinsre Divi-

Cu...rt Sr.r!rn; A unil's cohb8t strcnsth
(nearured in Str.ngth Pointr) may be re'
duced .luring play whcn thc unit suflers
l(16g. Sucb los.s der.$c rh. cobbat .bil-
iry of rh. uoft; cach unir's c1lmnr $dgtb is
rh.r.for. tept track ofby uing s omb.rcd
mrk r (se also "rDitid Strcn8tb").
Curert SrcrStl Mrir.ipli.r A oumb.. by
whicb . uit's o.cdl srco8th is dultiplied
ro rcflet rhc .ficcE of @r. (rh. di$oe
beM..n rhe IirinS unh and rh€ targc0 on
tuc.
Diyisoral lrrcgrjrl R.3dius: A nurd.rical
nting ofcach divhioo command€r which
!€pr*nts thc ..trg. in hdd ov.r which rhar
division commander Inay co'nsard hb sub-
o.dinate b.ig.dc combandcrs. As long as a
b.ig.de comm.nd.. is within his divisioD
commander's radius in thc loitial CooDsnd
Phase, hc may move frccly in thc subsequent

Efactv.rcrs Radiusj A rating which mea-
surcs th€ rehtiv. lbility of.ach brigad€
co@d.r to control his troop!. Thc Efrec-
tiveness Rrdiu! is givcn in t.ms ofhdcs;
rbe highcr the numbcr, rh. glercr rbe dis-
tanc. over which that brigadc coImdder
6 effetiv.ly cont.ol his r.oops. Nore rbsr
divi5ion co!@ed.c h.vc no Efiediv.rs
Radiur sc. also "Divisional lncsrity Ra-
dius" snd "CrD@nd PoiDb R.tiotl'
E .ey G.. also "F.i.rdy"): T.m uscd to
di$iDgubh tbc unir3 !d .ctioos ofof,e
player froft thos. ofan opposing play.r
wh.n borh play.B ar. mcntion.d iD rhe
contqr ofth. s!e. rolc.
Frierdry Gee als "Encmy"): Term usu.ny
used rc disritrgubh rhc urits or sctions ofone
playcr flom an opposing plays when the
Frieddly Play.r is the Pb.sing Player o.
wh.tr both playcA csn aci if, a single Ph.se
(scc arso scction 4.0, Scqucnc. of Play).
Grd Xcgimcrrj A r.gide eitha"?"
moral. rating. A gren r.gi6cnr Dust use rhe
Sccing thc Elephant Thblc to detctui.. its
moralc rqtinS.vcry rimc it nafr6 a moral.
chcck Gee "MoElc Ch.ck").
I' CofiEardr A uit is iD cotmod rcl.riv€
ro a paniculat ledcr wh.n ir is .ith.r withiD
th.t leldclh Eff.aivcnc$ Radius or ia the
tuc hd wiih rh.r lc.d.r. Norc rhft s uir
will 8.!e.atly bc in cohbud ofrh. lqd€r to
which thet unit is subordil|!1., but ihat this
ir dor ncccssfily tru. (!.. aho "Subordin.r.
Unit" .nd "Effcctivcncss R!dis.")
Iltdal Srenrdr A unit's comblt strength
(nesur.d in Su.ngrb Poin$)at thc $.rr of
rhe g.m.j tbis vgluc is p.int.d on ahe counrcr
.ep.c$ntins thc uir (sc seDpl. sit9. Sec
sls "Current Strcngthl'
dorlJc Cleli A gamc tunction perfoned
by a play.r whcncvcr eD.thing hlppds
(usually casualtics) that brings into question

rhc relaiivc valuc of disretion sd valoi As .
.sult of@ utrsuca8stul moralc ch.ck, ! unit

n4orale Rz.iogr Thc numcricsl 6tirg of@ch
combat unit's ability to withstrnd rhc psy-
chologic.l eficcr3 ofba(le. Tbc oumt'.rs
ruse froD 6 (beso ro 2 (woB0. This nting
is rcferred ro whcn.vcr . pl.yc. is r.quircd to
check s uniCs mo.al.. Udits with a moral.
mti.g of"?" e Sreo rcgim.nts (see 'rcrccn
ResiEeDl').
Mov.tucat Nlow.n e: Th. rot.l Mov.m.rt
Points thar a unit or lcder bas available for
* ir thc oming pl.y.r's Moven rt Phas..
Movddr AUowd6 for ..ch t}?e of unit
arc liscd in th. T.rFin ElT.ct3 oD Mov.-
ment Chan 5.19r not od thc uniti thens€lv€s
(se arso "Movcmeni Poinr").
Moy@ot ?ofiri Us.d by units and l.aders
ro oove, sl$ used by units to changc fo.ma.
tion. The nunber ofMovement Poi s
needed io doss a herside o. cntcr a hea
depen<Is upon the temin cfolscd o. .nr...d.
Xrlt R?tid& This is thc numbcr ofunir8 in
a brigade co@nd.r'B Efrcctivcn.$ Radius
*hich he can rally in a giver Final Cot*
Dud Phase, in addition to .ny that are in
the ssEe hd wiih hio. Thus, if . brig.dc
coDmdder bad s Rally Ratiog of 2j he could
raUy two sits ofhis comm.nd which ...
witbin his Eff.criveo* R!di$ io .ddirioo ro
uy stack d eift rhar brigadc coED&dei
NOTE: Corps dd division o'mdd.B
havc !o RaUy Ratiry .nd m.y ooly ftlly
units with which rhcy a!. $acx.d.
Sti@sl FomstjoD: A spcci.l fom.rion
ucd by disbou(cd c.vllry units.
Slbordirafe Urn: A $lbordinatc unit is ore
wbich h.s thc n.me ofa le.dc. or nuDc.ic
dcsiEnation abbr€viatcd on it. Th.t udit is
co$idered to b€ subordinat. to the spccifi.d
leder (or successr). Also s.. "In Com-

Werpor T/pej A lertercode, such ss "R" or
"HB", prinred on a regimcnt o. anillcry
battcry to show (h. spccific wc.pon th. unir
uses. Mon cavalry regimcnr3 h!v. r9o
w4pon qes, ooe uscd whcn mountcd, thc
other ebeo disEour.d.

[3.0] GAME
EQUIPMENT

[3.1] GAME MA.PS
t3.rll Th.rc arc rwo 22' r 34' tuaP3 plG
on. lI' r 34' mop includcd *ith thL gsE..
Th. laser Eaps lre priDt.d on both sid6.

[3.l21All rhrc. MF arc us.d for th. Bnndy
Statio. scenario: thc sidcs arc labcl.d
"Brddy Station Map 4," "Map B," .nd
"Map C:' They ar. d.sign.d to overlap .ach
orhd whcn pl.ccd tog.thcr. By lining up lh€
Rlpp.h.nnck Rivcr thc ..st.mmGt pi@
oft€rrain or maP8 A & C) pl$ the vsrios
.oadsj runs, and oails playcrs will b. ablc ro

i
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[1.o] INTRODUCTION
The REBEL SABERS“ game, part of the
“Great Battles of the American Civil War"
game series, simulates the emergence of the
Union cavalry as a viable combat force
through several of the major cavalry actions
fought during that war. The REBEL SA-
BERS game provides definitive cavalry rules
for the series, rules which can be grafted onto
and used with previous games in the series
(TERRIBLE SWIFT SWORD" game,
BLOODY APRIL" game, etc.). The system
itself, for those unfamiliar with it, enables
players to recreate, on a regimental level,
virtually any battle in the American Civil
War. The REBEL SABERS game provides
several advances in design, in addition to the
new and extensive cavalry rules provided.

The battles in The REBEL SABERS game
range from small, one-brigade engagements
to the largest (and last) major cavalry battle
in North America: Kelly’s Ford (March 1?,
18453); Horse Soldiers at Gettysburg (the
battle of Low Dutch Road, July 3, 1863),
Trevilians Station (June 11, 1864); and the
big one, Brandy Station (June 9, 1863).
Although the “Great Battles“ system is not
simple, players will find that the small num-
bers of units involved makes REBEL SA-
HERS scenarios much easier to play than
previous games.

Note to Veteran Gamers: The REBEL SA-
BERS game contains many minor changes
from previous games in this series, including
changes to charts and tables, as well as mles.
Watch for notes such as this, and assume
nothing.

[2.0] GLOSSARY
Brigade Combat Effectiveness (BCE): A
measure of a brigade’s ahililty to function at
hill effectiveness in relation to casualties
suffered.

Column or In Column: One of the forma-
tions possible for units to adopt. It enables
units to move more rapidly along roads at
some cost in combat ability. See also “Line”
and “Skirmish Formation".

Command Points Rating: A number based
on the ability of a division commander. Each
division commander has a number of Com-
mand Points available each Game-Turn.
Command Points are used to increase the
Effectiveness Radius of brigade commanders
subordinate to the division commander. One
point is expended for each hen added to the
Effectiveness Radius of a brigade com-
mander. Thus, a commander with a total of
two Command Points could increase the
Effectiveness Radius of one brigade com-
mander by two, or two brigade commanders
by one.
Corps Integrity Radius: A numerical rating
of each Corps Commander representing the
range in heaes over which that Corps Com-

mander may command his subordinate Divi-
sional Commanders.
Current Strength: A unit’s combat strength
(measured in Strength Points) may he re-
duced during play when the unit suffers
losses. Such losses decrease the combat abil-
ity of the unit; each unit's current strength is
therefore kept track of by using a numbered
marker (see also “Initial Strength").

Current Strength Multiplier: A number by
which a unit's current strength is multiplied
to reflect the effects of range (the distance
between the firing unit and the target) on
fire.
Divisonal Integrity Radius: A numerical
rating of each division commander which
represents the range in hexes over which that
division commander may command his sub-
ordinate brigade commanders. As long as a
brigade commander is within his division
commander's radius in the Initial Command
Phase, he may move freely in the subsequent
Movement Phase.

Effectiveness Radius: A rating which mea-
sures the relative ability of each brigade
commander to control his troops. The Effec-
tiveness Radius is given in terms of hexes;
the higher the number, the greater the dis-
tance over which that brigade commander
can effectively control his troops. Note that
division commanders have no Effectiveness
Radius; see also “Divisional Integrity Ra-
dius" and “Command Points Rating.”
Enemy (see also “Friendly"): Term used to
distinguish the units and actions of one
player from those of an opposing player
when both players are mentioned in the
context of the same rule.
Friendly (see also “Enemy"): Term usually
used to distinguish the units or actions of one
player from an opposing player when the
Friendly Player is the Phasing Player or
when both players can act in a single Phase
(see also section 4.0, Sequence of Play).

Green Regiment: A regiment with a “P”
morale rating. A green regiment must use the
Seeing the Elephant Table to determine its
morale rating every time it makes a morale
check (see “Morale Check").
In Command: A unit is in command relative
to a particular leader when it is either within
that leader’s Effectiveness Radius or in the
same he-it with that leader. Note that a unit
will generally be in command of the leader to
which that unit is subordinate, but that this
is not necessarily true (see also “Subordinate
Unit" and “Effectiveness Radiusi’)
Initial Strength: A unit’s combat strength
(measured in Strength Points) at the start of
the game; this value is printed on the counter
representing the unit (see sample units). See
also “Current Strength."
Morale Check: A game function performed
by a player whenever something happens
(usually casualties) that brings into question
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the relative value of discretion and valor. As a
result of an unsuccessfitl morale check, a unit
may rout.
Morale Rating: The numerical rating of each
combat unit‘s ability to withstand the psy-
chological eifects ofbattle. The numbers
range from 6 (best) to 2 (worst). This rating
is referred to whenever a player is required to
check a 1mit‘s morale. Units with a morale
rating of “?" are green regiments (see “Green
Regiment").
Movement Allowance: The total Movement
Points that a unit or leader has available for
use in the owning player's Movement Phase.
Movement Allowances for each type of unit
are listed in the Terrain Effects on Move-
ment Chart 5.l9, not on the units themselves
(see also “Movement Point").
Movement Point: Used by units and leaders
to move, also used by units to change forma-
tion. The numher of Movement Points
needed to cross a heaside or enter a hes
depends upon the terrain crossed or entered.
Rally Rating: This is the number of units in
a brigade commander’s Effectiveness Radius
which he can rally in a given Final Com-
mand Phase, in addition to any that are in
the same hex with him. Thus, if a brigade
commander had a Rally Rating of 2, he could
rally two units of his command which are
within his Effectiveness Radius in addition to
any stacked with that brigade commander.
NOTE: Corps and division commanders
have no Rally Rating and may only rally
units with which they are stacked.
Skirmish Formation: A special formation
used by dismounted cavalry units.
Subordinate Unit: A subordinate unit is one
which has the name of a leader or numeric
designation abbreviated on it. That unit is
considered to be subordinate to the specified
leader (or successor). Also see “In Com-
mand.”
Weapon Type: A letter-code, such as “R” or
“HB", printed on a regiment or artillery
battery to show the specific weapon the unit
uses. Most cavalry regiments have two
weapon types, one used when mounted, the
other when dismounted.

[a.0] GAME
EQUIPMENT

[3.1] GAME MAPS
[3.ll] There are two 22" it 34“ maps plus
one ll" it 34" map included with this game.
The larger maps are printed on both sides.
[112] All three maps are used for the Brandy
Station scenario: the sides are labeled
“Brandy Station Map A," “Map B," and
“Map C." They are designed to overlap each
other when placed together. By lining up the
Rappahannock River (the easternmost piece
of terrain on maps A lit C) plus the various
roads, runs, and trails players will be able to



align the naps propcrly. Note rher D.p A
(rhe sall mep) does not .ligD slmerricsUy
with D.ps B ud Cj ir ovcrkps to thc west,

[3.13] Map C is also used fo. the Kcly's

[3.r4]The Dap for Hoe Soldid ar G.rrys
blr8 eligs wirb Map B ofthe TERRIBLE
SVIFT SVORD" gMe, qt€nding that battle
field to the e.n. C€s 28.0 fd 29.0 give
in$ruaions for integEri.g th4t @p into rhe
TERRIBLE SWIFT SWORD game.

[3.15] As an erpdiDetrr, ttuee distiDcr $yles
ofmaF wer. used in this game. TSR en-
courages playe$ to wite (c/o REBEL SA-
BERS Gae Editor) ed tell us wbich sryle

[3.2] GAME CHARTS
AND TABI.ES

Vdio$ rabl$ and chans alc provid€d with
rhc sam.. One set oftables ard chans is u!.d
for Bn y Statior, Kelly\ Ford, ed ,Iiwi-
lies Station. The Horse Soldiers at Gettys-
bIJg sccn{io $es slighdy diff..cnr vesions
ofthe StackiDg R$trictioN snd R.!ge Ef-
fects tables. All other tables ed chalts are
@hFon to all icenario6. Some tabl.s are
print.d on the @F, bur Dost are in the rule
book. A[ are €lpldn€d i! the .ules.

[3.3I TIIE PI.IIYING PIECES
13.3U Thre types ofcouots arc ued h the
Ca6q conbat units, non-conbat udts (lead-
€$ and supply s,.gons), dd markers. Con-
bat uits include calalry battalions, infant.y
regiro.tus, anilte.y s€dions, and cavalry
d.iacbmerts. IEdcrs .rc brigaale com-
mmds, divisioD cotllllEdeB, end ovc.dl
codrornders. (Sone sccnarios have only tFo
l€vds of com.Dde.s.) Sc. tle Surlnary of
Urirs for th. difl€reDt rpes of @rtes.

13.321Thc b.sic c.valry unit is the batialion;
teo blttalions nat. up one rcgiE€nr (sc€pt
i! sne cases wherc the unit was orly i
battalion to begin wirh as the 35rh Vtgidia
Banalion, or the uit w6 so wed< that it only
lad cnough compeies ro D.le up one bat-
talion). The battaliotr coutrt.r indietes
wnich rcsiment it belorgs to. The two battal-
ims of.sch reginent are destpated "a" aad
"b." In lddition, artillery batteries ue iD
kcrions oftwo guns. Each bettery usully
las two or three searons, ecb ofwhich may
opcrate iadcpendentlt These uit sizes more
accurat.ly rcflet how these uirs opemte4
espeirlly during csvalry eDgagcEmts.

[3.33] sone uoits are represenred by more
than ooe set ofbattalion or secrion count.6.
This cl:m because some units seFed bder
differenr coEdands in the different rce
narios. Thus, the I0 NY c.v.lry reginent
(dle worsi sch orender in rhc game) has sii
colntes: two (b.tterions) for.ach reginert
udo a dire.mt comm&d (l/3/C ai B..ndy
Shrionr 3/2/C at Gettysburs .nd l/2/C at
Trevilias Station). Players oust bc @retul to
use the corect regiment iD csch scen{io.
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align the maps properly. Note that map A
(the small map} does not align symmetrically
with maps B and C; it overlaps to the west.

[3.l3] Map C is also used for the Kelly’s
Ford scenario.

[3.1-'-l] The map for Horse Soldiers at Gettys-
burg aligns with Map B of the TERRIBLE
SWIFT SWORD“ game, extending that battle-
field to the east. Cases 23.0 and 29.0 give
instructions for integrating that map into the
TERRIBLE SWIFT SWORD game.

[3.l 5] As an experiment, three distinct styles
of maps were used in this game. TSR en-
courages players to write (cio REBEL SA-
BERS Game Editor) and tell us which style
is preferred.

[s.2] GAME ct-mars
AND TABLES

Various tables and charts are provided with
the game. One set of tables and charts is used
for Brandy Station, Kelly’s Ford, and Trevi-
lians Station. The Horse Soldiers at Gettys-
btu'g scenario uses slightly different versions
of the Stacking Restrictions and Range Efl
fects tables. All other tables and charts are
common to all scenarios. Some tables are
printed on the maps, but most are in the rule
book. All are explained in the r|.tles.

[3,3] THE PLAYING PIECES
[3.3l] Three types of counters are used in the
game: combat units, non-combat units (lead-
ers and supply wagons), and markers. Com-
bat units include cavalry battalions, infantry
regiments, artillery sections, and cavalry
detachments. Leaders are brigade com-
manders, division commanders, and overall
commanders. (Some scenarios have only two
levels of commanders.) See the Summary of
Units for the different types of marltes.

[132] The basic cavalry unit is the battalion;
two battalions make up one regiment (except
in some cases where the unit was only a
battalion to begin with, as the 35th Virginia
Battalion, or the unit was so weak that it only
had enough companies to make up one bat-
talion). The battalion counter indicates
which regiment it belongs to. The two battal-
ions of each regiment are designated “a” and
“b.” In addition, artillery batteries are in
sections of two guns. Each battery usually
has two or three sections, each of which may
operate independently. These unit sixes more
accurately reflect how these units operated,
especially during cavalry engagements.
[133] Some units are represented by more
than one set of battalion or section counters.
This occurs because some units served under
different commanders in the different sce-
narios. Thus, the 10 NY cavalry regiment
{the worst such offender in the game) has six
cotmters: two (battalions) for each regiment
tmder a different command (li3fC at Brandy
Station; 3i2iC at Gettysburg; and li2iC at
Trevilians Station). Players must be careful to ,5‘ s “slime-.-e-d limterei
use the correct regiment in each scenario.
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SUMMARY OF COMBAT UNIT TYPES
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[3.34] Some cotmmdd also have nore
rhan one coumer, v.ryiDg by $e!ario. For
crampl., Vhd. HamFotr is a briSadie. at
B.ddy Si.rior and Getttsbug, but a divi
sion coEmand.r at 'Iieviliss sradon, for
which h. has . dific.ot cobt€i

[3.r] IJADER RANXII
I3.4ll Union Rant Insisni.

^{ajor 
Gcneral * *

Thc Confedcrst. Army lsed the s.me insig-
ni. for I ger€ral omcers-

[3.5] GAME SCALE
The groEd sales and tim. s.eles ofthe
individual sccmrios vary-

[1.61] In .u solrios, qch infant.y/@v.1ry
srenSrh point is th. cquivaleot of 50 md
(siec or rslc a fcwt ehil. @ch aititlery poitrt
is a gu!. Inf$try units ft regimsts, !nil-
l.ry urits ban.ri6 or s6iioDs, dd qvalry
unis batalions (two batt.liors to a rcgi
ocno; thcre arc also sElrbr detactdents.

[3.62] Id thc K.uy's Ford, Brandy Station,
and aievili.m Station s.edarios the map
r.ale is approxiDar€ly 180 !",r<ls per hd, and
e3ch turn represcnts 30 mimtes.

[3.63lFor the Ho.se Soldiers at Gettysbug
scenario, the sc.le is 120 

'€rds 
per he! and

[4.0] SEQUENCE
OF PLAY

GENERAL RULE
PLy i. divided inro gee rum. Escb saoe
tm consist' of two playd tlls. The pl.]rr
who mov6 fini in @ch gde tum is stated itr
rhe sodio ruls. \fithi! @ch plard td,
ach plaFr Frfoms a 6iety of aciiG
oostly moving od fishting-in adrdde
with the s€qu{e si6 belN. (fte pl.ys
wh@ r@ it i! uiualy is refen€d to 6 tb€
"phsing" playe..) Tbe nuber ofgan tulns
in ach !(t@io is stated in ihe s.e@io ru.l6.
Th. REAEL SABEPS_ same sequde ofplay
is dighdy diffemt fron recor "G@r Bads"
glD6. AU pla}tF are $ron8ly t@tmelded to
Bi* the sequenc of play thotugNy.
Th. complctc player rum is uldenakn nbr
by onc plrye. and, whe! he bas 6nisbed,

I. FiBt Pl.yc. Tirm
A. INTIIAL OOMMAND PIIASE

1. Thc ptusing pleycr ch.ck th. cff.ctive
dess r.dii ofEU hk brig.d. comnadcrs rc
s whctlc. tlc units withi! ech b.igadicr's
cotuald 6 dov. and anact frely, or
eb.rh.r rh.y will bc limlcd by lact ofsuch
comnotrd. Notc thlt drvhion ..d oecEu
commsd.B hsy sp.nd .ommand points to
inc@$ rhcir brigadc command.rs' ndii.

2. Within tbc .ul.s for sucb, irdividusl
.cgimedts or b.ualions .nd solll.r.chclons
may b. dct.chcd frod 6cir comm.nd.
B. MOVEMENT PHASE

Th. Phasins Playd may movc.ll, sohe or
node ofhis unirs as h. d$ir$ (ard that ar€
capable ofmovcncno. H. may also b.ins in
any .einforcrmcnts due, as po the Reinforc.-
ment Schedul. for.Ech ba lc. Th. non-
phssing playcr's uDits Inay not move during
thb ph.$, bur rhcy 6!y conduct withdravral
fire ehele appropriat..
C. DEFENSTI'E FIRE PHASE

Thc non'phasirg playe. m.y firc at uy
cnc6y unirs within r.ngc and Linc ofsight
wirh sny of his uni$ capable offrir& within
rh. provisions snd rcstictiom ofth. rulB fot
fire combat. Ncirb.r pl.ycr qn dov. his
uirs duritrg this phas., crcept rs . rciult of

D. OFFENSNYE FIRA EIASB
The pbasinS pl.y.r b.y firc .t rhc .oeoy,

as p.! pbls! C, abovc.
E. ASSAUIT PHASE

The sub-s.qu.nc. b.low cov.B both mcl..
eod c.v.lry chgrgca, ed lh. posiblc nov.-
derts surobdiDg botb. Thc t.B "Nuh"
r.f.B ro borh E.le and cavalry charges.

L Ass.llt D.sisdaton
Th. phasiDg play.r rnnourc.s $/hich ofhis

units eiu q ro assult .ncmy u ts. Infanry
as.ults .r. d$ign.rcd bcforc cavalry
charg€s. 'ftrgc$ must b. d.sign.icd ilmcdi-

2. Retrear Bcforc Mele.
Under cert.in ciromstanc€s, rhe nof,-

phasiog pl.yer has th. option lo retreat units
rhar h.v€ bc€r d$igMrcd targeB ofmclee,
rhus avoiding mclee. A ..rreating unir msy
undcrgo wirhdr.wal firc. It rcrrd$ olc or
rwo hexes if infanlry up to four h€r6 if
csvslry Ai.r conplcting cach rerret, rh.
rerr..ring pl.yer conducts a morale chek for
each reneadns unit, i.gor.llcss ofwheth.r ir
suficred any casuahics. Wh.n .ll retrears ale
finbhed, the phasint playcr 6f, advanc. into
thc noe vacant hcrcs eith ant Dits rh.r
wcre dBign.rcd to asult thc unitswhicb
rdrar.d. Advancing units rnusr mov. into
rhe hcr.s rhcy w.r. d.sign.t.d to .*dt.

1. Cb.rye Avoidzn@
Mouncd cavelry, li6bcr.d anillery ad

wsgo$ cao avoid.n cneDy ch.rgc by r.-
fteaing t*o to four hqe and rhcn Ealing a
morale ch(t. Th. phNring playc. car ad.
vance his cavalry into thc r.c.tcd hd (and

possibly ftrrher) uls such unnr are subject

Th. !oo-ph6i!g player can Nttebpt to
coutq{bdg. wirh roounled cwelry unirs
rhat d. €irh.r the ldget ofa ch{ge or Erc
vithin countdrheSe rdg. and arc oot als

5. ChtEe Fie
Eligible disnouted ev.lry dd infenrry

thar de abolr ro bc cbarged can fir. at tb.
charsins uirs (s.. I 3.6).

First, all cbarges (iocluding &y whicb
r*ult id codtdrh..geo are rcaolvcd lnd
casualries ud reresrs ar. applicd es th.y

Secon4 rhe phasing playcr p€rfo@s a pr€'
mel.e Domle ch.clg ifaeetsary, for .ach
u t initiating nelee. Umts that p.s this
ch.ck must elter the adiscent cncmy-
occapied her they w.re designatcd to assuh
md dSage rbose 6cmy units in mcl...
Melee is rslvcd, s ey reslts (catualti€t,
rereat', etc.).re.pplied.
F. AMMUNITION RESUPPLY

The ph^iog playd Dy resupply .litiblc
uits that de out oflEmunition.
G. RALLI

Fiff, rhe pb4ing player r.mov.s .ll "Pio"
t@k€is fton his bits. Qu.lifying flrigu.d
and dhausred uirs als recovci

S.cond, rhe phasing play.! an.6pts to
rcfom ey disld.red units, eith rh. hclp of
any !@by co,]l'Md.rs.

Thitd, the ph.sing pbyc! Fay Dow rally
ary ofhis lout€d units ibrt .re st.ctcd wirh
l€ads or vithin rhc cff.ctivencs radius of
then b.igade comBand.6.
II. FINAL COMMAND PHASE

Fricndly leadeB that bave been killed oi
wound.d ar. replac.d and ledca..e prc
moted as n@ssfy and rcquned.
tr. Th. S€cold PLycFTrm
Th€ opposiDg player now becomes rhe pha$
ing player and repeais the abov. scquence.
IU. Iote4has.
Adtuce rhe gde rurn markcr to rbe next

W. S.ragtl.. Rccovcry ud
BCE Adiutd.r.

This phase @rus only in thc TrcviliaDs
Station scenario add is diso$cd i. thc sce

[5.0] MOVEMENT
GENERAL RIILE
Each rtpe ofuir iD ihc Eaa. has a hovc-
m6t .llopaDce which is listcd on rh. 'Iirain
Effec.s o! Moyedert table (5.19). The num-
b€! listed for sch unir ryp€ is thc basic
dumber ofmov€E. poills rblt uDit ca!

[3.34] Some commanders also have more
than one counter, varying by scenario. For
example, Wade Hampton is a brigadier at
Brandy Station and Gettysburg, but a divi-
sion commander at Trevilians Station, for
which he has a different counter.

[s.4] LEADER RANKS
[3.4l] Union Ranlt Insignia
Major General * ‘R’

Brigadier General ‘Ir
Colonel Y

Major *
[3.=l2] Confederate Rank Insignia

General  

Colonel * * if

The Confederate Anny used the same insig-
nia for all general officers.

[3.5] GAME SCALE
The ground scales and time scales of the
individual scenarios vary.
[3.bl] In all scenarios, each infantryicavalry
strength point is the equivalent of 50 men
(give or take a few), while each artillery point
is gun. Infantry units are regiments, artil-
lery units batteries or sections, and cavalry
units battalions (two battalions to a regi-
ment}; there are also smaller detachments.

[ass] In the Kelly’s Ford, Brandy Station,
and Trevilians Station scenarios the map
scale is approximately 180 yards per hex, and
each turn represents 30 minutes.
[3.63] For the Horse Soldiers at Gettysburg
scenario, the scale is 120 yards per hex and
20 minutes per turn.

[4.0] SEQUENCE
or PLAY

GENERAL RULE

Play is divided into game turns. Each game
tum consists of two player turns. The player
who moves first in each game turn is stated in
the scenario rules. Within each player turn,
each player performs a variety of actions-
mostly moving and fighting—in accordance
with the sequence given below. (The player
whoseturnitismuallyisreferredtoasthe
“phasing” player.) The number ofgme turns
in each scenario is stated in the scenario rules.

The REBEL SABERS“ game sequence of play
is slightly different fi'om recent “Great Battles”
games. All players are strongly recommended to
review the sequence ofplay thoroughly.
The complete player turn is tmdertalten first
by one player and, when he has finished,
then the other.

I. First Player Turn
A. INITIAL COMMAND PHASE

1. The phasing player checks the effective-
ness radii of all his brigade commanders to
see whether the units within each brigadier's
command can move and attack freely, or
whether they will be limited by laclr. of such
command. Note that division and overall
commanders may spend command points to
increase their brigade commanders‘ radii.

2. Within the rules for such, individual
regiments or battalions and smaller echelons
may be detached from their command.
B. MOVEMENT PHASE

The Phasing Player may move all, some or
none of his units as he desires (and that are
capable of movement). He may also bring in
any reinforcements due, as per the Reinforce-
ment Schedule for each battle. The non-
phasing player's units may not move during"
this phase, but they may conduct withdrawal
fire where appropriate.
C. DEFENSIVE FIRE PHASE

The non-phasing player may fire at any
enemy units within range and Line of Sight
with any of his units capable of firing, within
the provisions and restrictions of the rules for
fire combat. Neither player can move his
units during this phase, except as a result of
combat.
D. OFFENSIVE FIRE PHASE

The phasing player may fire at the enemy,
as per phase C, above.
E. ASSAULT PHASE

The sub-sequence below covers both melee
and cavalry charges, and the possible move-
ments surrounding both. The term “assault”
refers to both melee and cavalry charges.

1. Assault Designation
The phasing player announces which of his

tmits will try to assault enemy units. Infantry
assaults are designated before cavalry
charges. Targets must be designated immedi-
ately.

2. Retreat Before Melee
Under certain circumstances, the non-

phasing player has the option to retreat units
that have been designated targets of melee,
thus avoiding melee. A retreating unit may
undergo withdrawal fire. It retreats one or
two hexes if infantry, up to four hexes if
cavalry. After completing each retreat, the
retreating player conducts a morale check for
each retreating unit, regardless of whether it
suffered any casualties. When all retreats are
finished, the phasing player can advance into
the now vacant hexes with any units that
were designated to assault the units which
retreated. Advancing units must move into
the hexes they were designated to assault.

3. Charge Avoidance
Mounted cavalry, limbered artillery, and

wagons can avoid an enemy charge by re-
treating two to four hexes and then making a
morale check. The phasing player can ad-
vance his cavalry into the vacated hex (and

5

possibly Further) unless such units are subject
to a counter-charge.

4- Counter-Charge
The non-phasing player can attempt to

counter-charge with mounted cavalry units
that are either the target of a charge or are
within cotmter-charge range and are not also
assault targets.

5. Charge Fire
Eligible dismounted cavalry and infantry

that are about to be charged can fire at the
charging units (see 13.6).

6. Assault
First, all charges (including any which

result in counter-charges) are resolved and
casualties and retreats are applied as they
occur.

Second, the phasing player performs a pre-
melee morale check, if necessary, for each
unit initiating melee. Units that pass this
check must enter the adjacent enemy-
occupied hex they were designated to assault
and engage those enemy units in melee.
Melee is resolved, and any results (casualties,
retreats, etc.) are applied.

F. AMMUNITION RESUPPLY
The phasing player may resupply eligible

tmits that are out of ammunition.

G. RALLY
First, the phasing player removes all “Pin”

markers from his units. Qualifying fatigued
and exhausted units also recover.

Second, the phasing player attempts to
refonn any disordered units, with the help of
any nearby commanders.

Third, the phasing player may now rally
any of his routed units that are stacked with
leaders or within the effectiveness radius of
their brigade commanders.
I-I. FINAL COMMAND PHASE

Friendly leaders that have been killed or
wounded are replaced and leaders are pro-
moted as necessary and required.

II. The Second Player-'Il.trn

The opposing player now becomes the phas-
ing player and repeats the above sequence.
Ill. Inter-phase

Advance the game turn marker to the next
turn.
IV. Straggler Recovery and

BC-E Adjustment

This phase occurs only in the Trevilians
Station scenario and is discussed in the sce-
nario rules.

[s.o] MOVEMENT
GENERAL RULE

Each type ofunit in the game has a move-
ment allowance which~is listed on the Terrain
Effects on Movement table (5.19). The num-
ber listed for each unit type is the basic
number of movement points that unit can



qpeld in s sinsle mov.'n nr phlsc. MoviDs
frod od. b.! ro oothcr rcqui!6 a lpcciflc
nMh€. ofbovcment points, ddcroincd by
th. typc of tcrain in thc hcx entcrcd .dd
llong rhe h.xside qosscd, These cous rre
sum@riz.d on tbe'Iir.in Etrec$ on Move
mcrt tabl.. Mosr YolunFry
duting c.ch pl.yst notcrd.Er ph.!..
PROCEDURE
Unns can b. mov€d onc ct ! riD. or ia
strcts, hcr by h.!, in |ny dnecdon o! conbi-
n.tion ofdir.ctioN thc moving phtcr d.-
6ir.s, wilhin thc rul$ ond restricriont fo.

l5.rl MoVEMENT OONDnONS
AND PROHIBITIONS

15.lllDurios irs 6ov.h.nr pbas., cach bir
c.n Dovc $ fdr as its movcnctrt !llo$nc.
pc@irs. A unit qlnor crc..d its movcm€ot
.llow.ncr (ctc.ptioD!; s.. 5.1, 5.5,. d 22.o\
rltbough it My mov. lcs rh.! fts rllowtre.
A uit is ncvcr fored to ftove during i$
movd€b( phrsc. unwcd Do!.6.nt poidts
C.mot bc sv.d frcm on. tm util lhc !.!t,
do. csn th.y b. E !sf...cd Forn on. unir rc
mother Movcndt bult b. ftom h.x to
adiaent hcx; units caonot stip hcxc3.

[5.r2] Th. numb.r oflDovcEetrt point6 !
uir Eat lFDd ro otcr . giveo b.t d.pcD.ls
o! th. ryF of rcmin in rh.r hq, th. ryp. of
t$.ain alonS th. hex6id. thc uDit is crossin&
,nd the fomation the unit is in. Notc th.t
whcn thcrc rrc two t}?.! oftenrio in a he!
(c.8., eo.dr erd clc{l rhc cGr mulr b. paid
for thc mou dpcGivc t.niD-

[5.13]Unkr may not movc o..ct.crt offrhe
@p (dccption: see 2?.65). Auir forc.d ro
moE offrhc @p is coBidcr.d eprund by

[5.14]During E Bovcm.nr phasc, !urit may
not otc. r h.! cdpicd by a en.my coo-
bcr uiL En.oy@pi.d hs6 on b. c!-
r.rcd ooly io rh. a$ult pt|e.

lt.l5l Units m.y movc in lrdNr ofcn.Ey
2016 ofconrol (se 10.0), alrhoush rhey
@y b. subi.ct to .n.Ey witkLawil firc
lpho rh.y do. Orhd th.o rithdt.erl or
Erreqr nr., oo conbat ir alowcd during r

15.16l Rout lnd rctr..ts mardated by combar
rslrs do nor requir. rh. crp€ndiNr. of
hov.m.trr Doinrs dd r!. nor conlid.rcd

l5.l7l In or.lcr for a unit to sai! thc b.ncnt
ofDov.oor .long roadr, rail$, or p.rbs, rhc
sit 6ut b. in th. .ppropriare fomrrioD
ad ir must move from onc roadtroil hc!
dir.cdy into otr adjscctrt, cometed.ocdrEil
hq. Notc thrt triils and paths do nor nctgr.
the etrc.1. ofcl.qrion dthough rqd! do

[5.18]'nctically-and, pcrhaps, r.alistically-
foot urits .pp.@ch.d bouted aitr vdth
Sreat cqutioo. To rcn.d tu!, iDfsrry ad

dbmlMi.d crwLy th.t b.gi
phe thc o! horc hdc! .way nod cn.Fy
6our.d civ.lrt cannor mov. adi.cnr ro
thct mountcd c.vd.y in thrt moedcnt
phase. Ifthc foot unit bcgiN a mov.m.nt
Dh.s. within two hd$ of th. Doutcd uir
ir @ Dov. .dj.@r. Th. only d..prio! ro
lhis i5 i6 ia oovin& th. foot unit is goiag to
move adjac.nt to rn cn.my iofaltry or dis'
moured ccvclry uit, in which casc it €sd
itnoc rbb rBiricrion, but orly ifir .dudly
dG Eov. .di.@t to rh.t .tr@y f@t unir.

[5.r9] TERRATN EFFECTS ON
MOVEMENT Tebl.

(S.. @tr!l pull{ut &crion.)

[s.2] EEVATTON
[t.21] Thc REBEL SAIERS" drps u!. a
sysr.m of glsduEted elcvction to reprclcrt
rhc thre-dim.nsioMl corto$ of thc bEttle
fi.lds. Th. gr.&ti@ r.pr.$D( cbrrrd in
.lc€tior of40 to 50 f..t (d6ou8h tbc.c
nmbers cqnnor be onlid.Ed .bsolur.ly).
Th. d$irc is lo crearc En.ft ct, to rcpr.s.nt
what is, in cctudity, oficn gradual chcngcs ir
.ldetioo, roUirg bilb don.d by. fd .brupr

[5.22] whcr.v.. one hcx contsins rwo diffc.-
.nr elev*io$, th. hq is olwaF considcrcd
to te at tbc lokr lercl.

[5.231 Units mun pay onc cin movcmcot
poinr whcn crcsirg an cl.wrioD l.vcl,
wherher th.y sre movitr8 up or down. This
dtra cGr i! i$orcd ir th. fiBr bq rhc uir
m@6 ilro duilg a doEmot phe. For
*Epl., i mounted c.vdry rtgiscnr lt.ns
h he! 82327 (.level2 clcc. her). Th. rcs!
ment mov$ north, cnt.ring 82227, rl'yel3
hs. It dc nor p.y ey drn Gr b.ciu$
thk i5 rh. fiBt hs st.r.d i! th. h@.6.Dr
phc. Hoswcr, 6 th. rcSiment continuG
moving north it .nt.B 2028 lnd mwt p.y
otr. qtrs movcmctrt point (2 MPs to.ntcr
th. hs) b.crus. th.t hcr i! higher thrn
2128. Notc tbrt ifthc ..tid.ot tld 3td.d in
2426 and rIEn noa.d 2237-2227. ir wolld
have paid onc addiiional MP ro ent.i 2227.

15.241Ridg$ rcpre.lnt rir6 in elcv(ion lot
gar oouth ro gEtfur .r ornc b.!. Thcy
thus aie phctd along bctlid6 to iihibh
movement cnd lin4 of3ight. Ridgca .rc
tr.at€d sp.r.tcly otr th. TtrEiD Eff.c$ ot

[5.3I ADDITI()NAI
TERRAIN TYPES

[5.311Raikords, hous.s, lnd s@u town8
h.|ee no cffcd o! play.

[5.32]All of t-b. @ps €o .in aizridyor
riv.B, ruN, 3trcsGr rDd creets. AU ofths
csn be wadcd it e additionEl cost, *c.pt for
thc Rappihrnnoct and Hrz.l Rivcro. Artil'
I.ry dd w.totrs @ot qc .ii4 o. dep
Mq sch .r Mountrin Ru, qapr d

[5.33] Thc Rrpp,bannoct River cln b.
c.6.d oaly at the ford!. Th€.€:rc, in cffc.t

Union 6t.anc. hexq. No Confederli. unirs
m.y (re fi. R.ppah2an6l. No un frcE
ciths nd. dn nov. elt'rrrd a(ic rhc
Reppahannockj this ir coniid.r.d DovinS ofr
thc map (Scc 5,14). The dcmr along thc
R.ppabaDnock..c purcly d.corativc.

[t.]41 Th. Hul Rir d bc crGs.d orly

[5.35]Bridgcs arc tr€at.d a6 ifthey wcrc
.oods in that thcy degar. thc co3t ofmovinS
.clc a strem/m ifib. lnit is in lh. .i8ht
fo|mtioD. Infetry in lin., dimlmr.d
cavslryj mount.d camlry in lire foinrtion,
snd skimishcrr mey not urc b.idges during
thc oovc6.nt ph$e, Durirg (be.eult
phe oD. r.dh.Dr (or rwo bonario$ ofrh.
r$ic r.gincnt) of the qca lurcd $or tu
cr$s e b.idgc to.ttect !n cncDyuit.)

[5.36] Unlcrs thcre is m actusl bridgc aymbol
pr6.nr, .o4& .rd raib whicb c'G 3trems,
ru$r or riv.F hav. Do .ff.ct on that cross-
ing. Essertirlly, there is no b.idge unl.s e
bridge symbol ir presenr.

[5.371 Foilr crn be !s.d !o r.cilirat. crols-
irts in rh. em. way and u3ing thc sn.
rul6 6 bridgca, although thc cos6 a.c .lifc.
cnt G€. thc Tbnain Effec$ on Moeemcnt

l5.l8l RGdq tnils od Ftla @ b. us.d f,t!
f.n.r Mdr (s 5.4 rnd 22.2r\ Tttcy dn
f|cilitate nov.mcnt by ncgrting rhe c6B of
othc. r@in in thc bd. UniB uing r@d! ed
tnilr (se 5.17) isnorc otho i.mj! i. lh. hq,
but dt if dEy s i! @lutn't, @ [Db@4 d
c lad.s or *!gm. R.d|.fnbdJ traiL ind
psth do not ncgrc devation chang€r. In most
or.., uiis sinhs @.@d! prohibit othcr units
frld 6ovir8 thrallh or irto t!.t hd doog th.
rsd (c 6.22, 8.16I In rbc itr$oa., dE
nding uiu muBr pay for Ih. (.frin in rhc
hck in e[.cr, moviog ead thc ui$ blck-

l5.l9l Aniufiy od v.ron! @y rot mov.
in(o EaBh o. wood.d 6.Bh bd6. If forc.4
somehN, to cnte. such c h.x, rhe gunr Er.
oNidered mir.d 6d mu b. sbaodoncd.

[5.39] Tb.r. .F . rw 3ror. wslb donins lb.
n ps. Th.y c.nnor b. c|tsd bt anillcty or
wlgons unlca3 rh. wall h cro$.d by r roed or
trail. Cavalry lnd i antry may ignorc th.
s.[ ifaing a rosd or rcil oDly ifrh. unit is

[5.4] CAVALRY
[5.41]Mountcd cavalry hao three typca of
mov.mdt: \thlt, Tmt, rod C.!rer.

[5.42!Th. basic idovci!.nt Dodc for
moured ev.lry is walt. Wblti4 cavllry has
8 novemcnr poinu, as shown on thc 'Ibrrain
Eff.cts on Movcnent trblc.

15.{31 M@nr.d evalrt movirg.t . t.ot
hov6 ar dobl. (2:) its nornat rat. (i..., 16
moveiolnt points). Placc r !'T.oC'm.rkd on
thc uir. Th. fouowiry rdtrictions apply ro

ettpend in a single movement phase. Moving
from one hex to another requires a specific
number of movement points, determined by
the type of terrain in the hex entered and
along the heitside crossed. These costs are
summarised on the Terrain Effects on Move-
ment table. Most voluntary movement occurs
dm-ing each p1ayer‘s movement phase.
PROCEDURE

Units can be moved one at a time or in
stacks, hes by hes, in any direction or combi-
nation of directions the moving player de-
sires, within the rules and restrictions for
movement.
|s.1] MOVEMENT conntrtons

arm PROHIBITIONS
[5.l1] During its movement phase, each unit
can move as far as its movement allowance
permits. A unit cannot exceed its movement
allowance (exceptions; see 5.4, 5.5, and 22.0),
although it may move less than its allowance.
A unit is never forced to move during its
movement phase. Unused movement points
cannot be saved from one turn until the nest,
nor can they be transferred fi-om one unit to
another. Movement must be fi'om hex to
adjacent hes; units cannot skip hettes.

[5.l2] The number of movement points a
unit must spend to enter a given hex depends
on the type of terrain in that hes, the type of
terrain along the hertside the unit is crossing,
and the formation the unit is in. Note that
when there are two types of terrain in a hex
(e.g., woods and clear), the cost must be paid
for the most expensive terrain.

[$.13] Units may not move or retreat off the
map (exception: see 22.65). A unit forced to
move off the map is considered captured by
the enemy.
[5.l4] During a movement phase, a unit may
not enter a hert occupied by an enemy com-
bat unit. Enemy-occupied heses can be en-
tered only in the assault phase.

[5.15] Units may move in and out of enemy
Zones of Control (See 10.0), although they
may he subject to enemy withdrawal fire
when they do. Other than withdrawal or
retreat fire, no combat is allowed during a
movement phase.
[$.16] Rout and retreats mandated by combat
results do not require the expenditure of
movement points and are not considered
normal movement.
[5.1?] In order for a unit to gain the benefit
of movement along roads, trails, or paths, the
unit must be in the appropriate formation
and it must move from one roadltrail hes
directly into an adjacent, connected roadftrail
hes. Note that trails and paths do not negate
the effects of elevation although roads do
[also see 6.22).
[5.1B] 'Ii|ctically—and, perhaps, realistically-
foot units approached mounted units with
great caution. To reflect this, infantry and

dismounted cavalry that begins a movement
phase three or more hexes away from enemy
mounted cavalry cannot move adjacent to
that mounted cavalry in that movement
phase. If the Foot unit begins a movement
phase within two hexes of the mounted unit
it can move adjacent. The only exception to
this is if, in moving, the foot unit is going to
move adjacent to an enemy infantry or dis-
mounted cavalry unit, in which case it can
ignore this restriction, but only if it actually
does move adjacent to that enemy foot unit.

[5.l9] TERRAIN EFFECTS ON
MOVEMENT Table

(See central pull-out section.)

[5.2] ELEVATION
[$.21] The REBEL SABERS“ maps use a
system of graduated elevation to represent
the three-dimensional contours of the battle-
fields. The gradations represent changes in
elevation of 40 to 50 feet (although these
numbers cannot be considered absolutely).
The desire is to create an effect, to represent
what is, in actuality, often gradual changes in
elevation, rolling hills dotted by a few abrupt
"ups" and “downs.”
[5.22] Whenever one hex contains two differ-
ent elevations, the heat is always considered
to be at the lower level.
[$.23] Units must pay one extra movement
point when crossing an elevation level,
whether they are moving up or down. This
extra cost is ignored in the first hex the unit
moves into during a movement phase. For
example, a mounted cavalry regiment starts
in hex B2327 (a level 2 clear hex). The regi-
ment moves north, entering B2227, a level 3
hes. It does not pay any extra cost because
this is the first hex entered in the movement
phase. However, as the regiment continues
moving north it enters 2028 and must pay
one extra movement point (2 MPs to enter
the hex) because that hex is higher than
2128. Note that if the regiment had started in
2426 and then moved 2237-2227, it would
have paid one additional MP to enter 2227.
[£5.24] Ridges represent rises in elevation not
great enough to warrant an entire hex. They
thus are placed along hexsides to inhibit
movement and lines of sight. Ridges are
treated separately on the Terrain Effects on
Movement table.

[5.3] ADDITIONAL
TERRAIN TYPES

[5.31] Railroads, houses, and small towns
have no effect on play.

[532] All of the maps contain a variety of
rivers, nms, streams, and creeks. All of these
can be waded at an additional cost, ettcept for
the Rappahannock and Hazel Rivers. Artil-
lery and wagons cannot cross rivers or deep
runs, such as Mountain Run, except at
bridges and fords.
[5.33] The Rappahannoclt River can be
crossed only at the fords. These are, in effect,

6

Union entrance heaes. No Confederate units
may cross the Rappahannoclt. No unit from
either side can move eastward across the
Rappahannoclt; this is considered moving of!‘
the map (See 5.14). The dams along the
Rappahannoclt are purely decorative.
[$.34] The Hazel River can be crossed only
at Welford's Ford.

[$.35] Bridges are treated as if they were
roads in that they negate the cost of moving
across a streamlrun if the unit is in the right
formation. Infantry in line, dismounted
cavalry, mounted cavalry in line formation,
and sltirmishers may not use bridges during
the movement phase. During the assault
phase one regiment (or two battalions of the
same regiment) of the types listed above can
cross a bridge to attaclt an enemy unit.)
[$.36] Unless there is an actual bridge symbol
present, roads and trails which cross streams,
runs, or rivers have no effect on that cross-
ing. Essentially, there is no bridge unless a
bridge symbol is present.

[$.37] Fords can be used to facilitate cross-
ings in the same way and using the same
rules as bridges, although the costs are differ-
ent (see the Terrain Effects on Movement
table).

[$.38] Roads, trails, and paths can be used for
faster movement (see 5.4 and 22.21). They also
facilitate movement by negating the costs of
other terrain in the hes. Units using roads and
trails (see 5.17) ignore other terrain in the hex,
but only ifthey are in column, are limbered, or
are leaders or wagons. Remember, trails and
paths do not negate elevation changes. In most
cases, units sitting on roads prohibit other units
from movingthroughor intothathexalongthe
road (see 6.22, 8.16). In these instances, the
moving units must pay for the terrain in the
hes: in effect, moving around the units block-
ing the road.
[539] Artillery and wagons may not move
into marsh or wooded marsh heses. If forced,
somehow, to enter such a hes, the guns are
considered mired and must be abandoned.
[5.39] There are a few stone walls dotting the
maps. They cannot be crossed by artillery or
wagons unless the wall is crossed by a road or
trail. Cavalry and infantry may ignore the
wall if using a road or trail only if the unit is
in column.

[5.4] CAVALRY
[5.4l] Mounted cavalry has three types of
movement: ‘Walk, Trot, and Canter.
[$.42] The basic movement mode for
mounted cavalry is walk. Wallting cavalry has
8 movement points, as shown on the Terrain
Effects on Movement table.
[5.43] Mounted cavalry moving at a trot
moves at double (Zx) its normal rate {i.e., ts
movement points). Place a “Trot” marker on
the unit. The following restrictions apply to
trotting units:



i) C.v:lry uniti moving.t rot 6not cnt.r
wo.ds or m.Bh du.ing . Dov.hdr ph^.,
.rc.pt along a rosd orlEil. C.v.lry unitr
otrtrot trot in rough r.rrdtr,
b) Only EouDt.d c.v.lry in oluD fo'u-

c) C.valry 6iti trotting sr ey rioc durirg
th. MdeD.nr ph$c dy nor fire in th.
Offcnsiv. Fnc phas., nor My th.y F fom
withdnw€l o. rcr.Er nrc.
d) A cavalry unit mrsi bc in coDmand io
lroi. Mord.r, n m.y DoI b. disord.r.d or

[5.{.11 Mounicd crv.lry EoviDg ar cantcr
nov.s at tlre tim6 (3r) its brsic Dovcd.lt
..t. (i..., 24 MorDor Poirb). Pl.c. r
"Canr.!" dartfi on thc unit. The following
rest.ictioN .pply to c.nrcring units:
a) AU ofthc rcsridions for trottiog (5.43)

b) CavElry uing ent.r n.y do so only on
rqd5 or pit6, but no( oo tr.ils.
c) vlco @tcr movcocnr h3s bc.r ob-
plcrcd, rcU onc di. fo..sch @rcrilg unir. lf
E 6 k.o[ed rhsr unir is dbo.dcred. PlEc..
"Disordcr.d" mark.r on thsr unit (&.9.84).
This di. rol n nor Dcc.s$ry ifthe unil is

[5.451 Mour.d evslry 6tr coEbin. trot and
c:ntcr eith r.guhr ftovciicnr (including
cba.ting formationi s.c 6.43)- Wb.! thc unir
chrntts its sp.c.l, its rcmlining md.mcot
poiDrs de.djustc.l to..fl.ct the chan8..
FFctio$ o b. r.r.incd, bur th. utrn m8r
bc ablc to pay th. tull co3r of.otenns a hd
in ord.. to .nt.r il, Ifa unit cantds at any
point during its movcJ ih. player musi roll
or. .lic to d.t.rmiac v,/hcthd the unit b+
coD6 disord.rcd ll th. ctrd ofth. dov.b.trr
pb.s, but b.for. .ny ch.rt of fo'mtion.
For daDplc, . moud.d evrliy unit bcginr th.
tm t@iDs.t . rrot (16 MPt. h nortr ror
hdca rc a @d. I h6 l2 no\@@i point3
rcruiniDg: th. .quivolalt of6 rooEm.nt
points ifir"tin& o! l8 ifeni.nng. Upon
EdiDg thc r@d th. uir sitcher to a cont.r
dd o(rc 12 bd€. Ii tW ha 6 !l)l'!@.m
poinB @ining: lh. cquirddt of 2 m(rc
tmr Finrs if sdtjng, or 4 if rofti.g. Th.
pL}d gats &. oEky ro ct&gE e@
columr ilm linc fo.m.iior et this point. Th.
chrn8! offorDnion c.o!un6 stl ofdc unit's
rcmrining morrmcnt pontr.

[5.461 IfplaycB rr. usinS rh. oprionil forisu.
rulcs (s6 22.3), th. canrcring uit b..oro.3
fatigu.d, not dilord.rcd, on a die roll of 6.
Sc. s.don 22.0 for cffcdi offatigllc (includ-
int db26tioo). PI.FB tu.y u$ thb wirhout
siDg rh. Epid drcb ru16.

[5.5I EXTENDED ARTILLERY
MOVEMENT

[5.5 I ] Uod.r cniin condirioos, aniucry en
doubl. its movcm.nt mrc (fron ? to l4).

!) tt hov.s o.ry rbng ro.ds, pik s, traib,
or patt6. ft @y Dor novc though @y oth.r

b) lt rnNt 3t!n thc tum i! rb. .llcriv.ns
or @EEdd Fdiu of rly fiiddly ledci
(Ani[.!y h.d . vcry loosc conndd srruc-
ture.) [t ilay th.! tccp Dovi.g.r the dou.
bled ..te, rcg.rdld ofcobmEnde$, until it
slops for a tum, unlimbcB, or is pi6.d or
routed. Tb rcsumc crt.odcd nov.lr&at it
must, oncc E8.in, b. n.Er a command...

[5.531 6 duiins th. coui.! orsoy .n.nd.d
Doe@c!t, rh. .flillcry bcndt or Griotr
doves .loog a tnil or Fth, |t thc .!d of
such movcmcnt .rch indivi.lu.l scctioo mu3t
.oU for r brc*doso. Tbc pl.'r.olls onc
dic- frbc r6dr i! 6, oD. ofrbc gun c2ri.8ca
h$ brotd dom. Phc.. "BrokcD Dosn
Gun" nlrkcr on lh. unit. Th. strcreth of
th. battcry b reduccd by ode- Ifthc battcry
r.@i!s io rb. hd utrIil rhc cnd ofrh. nqt
fri.ndy mov.d.nt phftc and i! nor pinncd,
.oute4 or udinb.r.d, thc gur is r.p6nd
ud rh. uit r.gri$ itr I6t struBh poi.t.

t5.6I RESTRICTED MOVEMENT
lt.6ll Rourd ui$ c.r oovc only oDe b.x in
th. Mov.mcnr ph!.J r.g.rdles ofrergitr
costs. Th.y qnnoi mov. irto or acros im-
pasblc t.min (.1!o K 14.{2.). Roui.d
units cannot changc forimtioo or mov.
sdia.elt to rn .n.my idt- If. routed unit
oov.n ir bsr bor tunhcr .w.y liom rhc
o.2rc.i c!.my u.irr, |!d oot toq.rd oth.r
cD.by ui$. rit dnror erilfy thir Grric-

[5.62] Our of C@@nd uit3 fou@ rhc sac
r6EictioB B 5.61. Hffi, the uils @
sFDd up to teo movemetlt poin$ (or @@ on
hcx, ehichclrr 

'r 
grcn.r). MorcoEr, such

uirs € DoE ttrlrd thcir brigdicr, cac! if
this trtcs ti.o d@ to th..a.oy.

[5.63] DnordBld unit! hsrc 6.ir oo9@.n
alow.c6 rsluccd by o!.. Bolh nount.d
oELy.Dd i.6 ry ir dirordcr.r! .uomiti-
euy @idu.d i! Ur. forEd@. Disd&r.d
@vd!y @y not tror or @r.r DisdcEd uits
may mt move into an m.my zonc ofcontrol
(this is ditr &ot fiom not bcing .lloFcd to
move diac.nt). (Sc. 9.€,4, 10.0.)

[5.641Cav ry conn0ndcrs ofill l.wls,
in rcry, .nd supply w.gols .ic .leaF iD
co@d rd hrec ro Dovcmdt .e$ictiolt
other rb.n rhos. spccilic to orhcr n es.

[5.65] Infrntry brised. lcrdcE (only teo arc
ur.d in this gamc, in thc Btudy Statiod scc
@io) c out of Mrnrnd if oot sithin thc
CmDrDd ndilr of th.n !up.ri6 (sv{!y
divisioD) @EDrDdd ro wh@ rh.y s ar-
t ch.d (sc. l?.3). Infrntly bds.di(s hzE dEit
t!x'!t'lEt rlor.rlc. brhd if th.y rr! out of

[5.66]Wh.n i ividud rcgie.nts otcr ih.
8.mc .r rcilforcrm.nt!, thcy ffc colsidcrcd
to bc iD command control for th. purr'o!. of
mov.m.nt. Th.y mtrst on.mpt to movc into

th.L brigadc lcsdcr's cfLctivcnes rgdius .s
quicHt dd dir.ctly ai po6sibL (ulc rbcy
hlw b.6 dctach.d; s.. 17.6).

15.67lDetacb.d units (17.6 and2r.l) Erc
@Bidded in cono.d cortrol for all pu-

[6.0] FORMATTONS
A unir's fom.rion rff.c$ n! Ebility to mov.
.nd .nglge ir combat. Infontry unils may t'c
in cith.r lin. or column; rnill€.y qn br
Urdh.rcd or alimb..cd; evdry uit3 .rc
cithcr E(Mt.d o. di$outrr.d. Disbountcd
evrlry i$ trc1l.d th. silnc 0s li!. infdrry lb
.ddirioD, mounlcd clvllry is cithcr in liD. or
coltlm. Supply vrgons md l.ad€ls hiv. Do
fom.rioai (Alro se 21.2).

[8.r] CAVALRY FORMATTONS
[6.] l] C.v.lry units c.r opc..rc cith.r
noutcd or dbboutcd. Thc evdry
countcrs d. print.d on bo& iid6 ro iodietc
e.b it.tts- Both sid.s hlvc tb. sa$.
srotth but, iD 6o6t c.!.3, th. moral. Er-

[6.121 Dishounrcd c.valry i3 alwsys restcd
a3 infanry in Iinc. It cln do otr}1hitrt th.t
rctul.r line inflntry c.n dq cxcept it cuDor
go into colmn for.nstion-plus th. Brric-
rion i. 6-ll.

[6.131 If. dismouitd crvelry Dir i .lon. i.
. hd (o. $a.tcd eith othcr, disrnowt.d
c.erlryl dd ifthr urit ir .ieulicd (bur lor
ch.rt.d) by hflntry or mourted c:vllryr it
mur.rrcEpr ro.ctrer b.for. Delc.. Roll
on. di.j ifil it high.r ftln thc Dohlc rrtirg
th. unit ret'citr b.forc mcl6i orhcsk. ir
st.y3. This dca not .pply to €wlry chErg6.

[6.141 Hiltoric.ll, whcn. cavalry r.dbcor
dbD(Mre4 cvcry thnd or folnb tte sG
$!ig!.d to hold th. bor*!. To En(t thi!,
ech disomt.d rcgiro.nt hlr irs srrcnFb-
for 3r.diry, fi.c md d.lcc-rs wcU rs ls
d.nirr (G 8.1) 

'td!c.d 
a rouoB:

Origin.l SrcnSrh Dirmountc.l Strcngth
'I

5-6

't,2,3

5

3
No Chos.

16.l5lMoutcd c.v.lry i3.itbcr in coll,m o.
linc. Unlcss: "Coluen" raals ildier6
oih.Mi!., bouotcd csvrlry i,i clusid.rcd ro
bc in lin. formflion. Coluno fomarion
ioc.ess. uitt.bility to mo!., whil. lin.
forn.rion is .*ntiEUy r conbn-oricnr.d
fofttado!. (Hirorielly, evrlry bad e s'id.
rrng. ofcoEttlt fomsiiom, whicb wc bevc,
for 3inptcity, group.d d .bov€.)

16. 16l Mour.d ev.lrr in col@ @ in-
cr.$c in nov€m.nt c.pibiliry by rrofting
rnd mtc.ing l3.c 5.4). Mounted clvllry i.
colum d.l3o us. b.i.lgc6 rfll fo.d! io its
Mov.b@t phlsc. Hoe.v.r, Dour.d clvalry
in colurnn onnot ch.rs., lisulr, or fir.. If
mounrcd c.valry in columr is li.cd upon by

a) Cavalry units moving at trot cannot enter
woods or marsh during a movement phase,
except along a road or trail. Cavalry units
cannot trot in rough terrain.
b) Duly mounted cavalry in column forma-
tion may trot.
c) Cavalry units trotting at any time during
the Movement phase may not fire in the
Clil'ensive Fire phase, nor may they perform
withdrawal or retreat fire.
d) A cavalry unit must be in command to
trot. Moreover, it may not be disordered or
routed.

(5.4-=1] Mounted cavalry moving at canter
moves at three times (I-ix) its basic movement
rate (i.e., 24 Movement Points). Place a
"Canter" marlter on the unit. The following
restrictions apply to cantering units:

a) All of the restrictions for trotting ($.43)
apply to cantering.

b) Cavalry using canter may do so only on
roads or piltes, but not on trails.
c) When canter movement has been com-
pleted, roll one die for each cantering unit. If
a 6 is rolled that unit is disordered. Place a
"Disordered" marker on that unit (see 9.84).
This die roll is not necessary if the unit is
stacked with a leader.
[5.-45] Mounted cavalry can combine trot and
canter with regular movement (including
changing formation, see 6.43). When the unit
changes its speed, its remaining movement
points are adjusted to reflect the change.
Fractions can he retained, but the unit must
be able to pay the fiill cost ofentering a hex
in order to enter it. If a unit canters at any
point during its move, the player must roll
one die to determine whether the unit be-
comes disordered at the end of the movement
phase, but before any change of formation.
For example, a mounted cavalry imit begins the
tummovingatatrol:(16MPs). Itmovesfour
hexestoaroad. Ithas l2movementpoints
remaining: the equivalent of 6 movement
points ifwall-ting, or 18 if cantering. Upon
reaching the road the unit switches to a canter
andmoves12hexes.Itnowhas6movement
points remaining: the equivalent of 2 move-
ment points ifwallting, or 4 if trotting. The
player wants the cavalry to change from
oolumn intolineformationatthispoint. The
change of formation consumes all of the unit's
remaining movement points.
[5.46] Ifplayers are using the optional fatigue
rules (see 22. 3), the cantering tmit becomes
fatigued, not disordered, on a die roll of 6.
See section 22.0 for effects of fatigue (includ-
ing exhaustion). Players may use this without
using the rapid march rules.

|s.s] nxrntrnnn art'rn.r.aav
stovasmnr

[$.51] Under certain conditions, artillery can
double its movement rate (from 7 to 14).
These conditions are:

a) It moves only along roads, pikes, trails,
or paths. It may not move through any other
type of terrain.
b) It must start the turn in the effectiveness
or command radius of any friendly leader.
(Artillery had a very loose command struc-
ture.) It may then keep moving at the dou-
bled rate, regardless of commanders, until it
stops for a turn, unlimbers, or is pinned or
routed. To resume extended movement it
must, once again, be near a commander.

[5.53] If, during the course ofany extended
movement, the artillery battery or section
moves along a trail or path, at the end of
such movement each individual section must
roll for a breakdown. The player rolls one
die. Ifthe result is 6, one of the gun carriages
has broken down. Place a “Broken Down
Gun" marlter on the unit. The strength of
the battery is reduced by one. If the battery
remains in the hex until the end of the next
friendly movement phase and is not pinned,
routed, or unlimbered, the gun is repaired
and the unit regains its lost strength point.

[5.G] RESTRICTED MOVEMENT
[$.61] Routed units can move only one hex in
the Movement phase, regardless of terrain
costs. They cannot move into or across im-
passable terrain (also see 14.42.). Routed
units cannot change formation or move
adjacent to an enemy unit. Ifa routed unit
moves, it must move firrther away from the
nearest enemy units, and not toward other
enemy units. If it cannot satisfy this restric-
tion, it cannot move.

[$.62] Out of Command units follow the same
restrictions as 5.61. However, these units can
spend up to two movement points (or move one
hex, whichever is greater). Moreover, such
unitscanmovetowardtheirbrigdicnevenif
this takes them closer to the enemy.
[$.63] Disordered units have their movement
allowances reduced by one. Both mounted
cavalry and infantry in disorder are automati-
cally considered in line formation. Disordered
cavalry may not trot or canter. Disordered units
may not move into an enemy Zone of Control
(this is different from not being allowed to
move adjacent). (See 9.84, 10.0.)
[$.64] Cavalry commanders of all levels,
artillery, and supply wagons are always in
command and have no movement restrictions
other than those specific to other rules.
[$.65] Infantry brigade leaders (only two are
used in this game, in the Brandy Station sce-
nario)areoutofoommandit'notwithinthe
command radius of their superior (cavalry
division) commander to whom they are at-
tacbed (see 17.3). Infantry brigadiers have their
movementallowancehalvediftbeyareoutof
comand.
[5.66] When individual regiments enter the
game as reinforcements, they are considered
to be in command control for the purpose of
movement. They must attempt to move into
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their brigade leader's effectiveness radius as
quickly and directly as possible (tmless they
have been detached; see 17.6).
[£5.67] Detached units (17.6 and 21.1) are
considered in command control for all pur-
PCBCS.

[s.0] FORMATIONS
A unit's formation affects its ability to move
and engage in combat. Infantry units may be
in either line or column; artillery can be
limbered or unlimhered; cavalry units are
either mounted or dismounted. Dismounted
cavalry is ttmted the same as line infantry. In
addition, mounted cavalry is either in line or
column. Supply wagons and leaders have no
formations. (Also see 21.2).

[B.l] CAVALRY FORMATIONS
(6.1 1] Cavalry units can operate either
mounted or dismounted. The cavalry
counters are printed on both sides to indicate
each status. Both sides have the same
strength but, in most cases, the morale rat-
ings are different.
[6.l2] Dismounted cavalry is always treated
as infantry in line. It can do anything that
regular line infantry can do, except it cannot
go into column formation—plus the restric-
tion in 6.13.
[6.l3] Ifa dismounted cavalry unit is alone in
a hex (or stacked with other, dismounted
cavalry), and if that unit is assaulted (but not
charged) by infantry or mounted cavalry, it
must attempt to retreat before melee. Roll
one die; ifit is higher than the morale rating
the unit retreats before melee; otherwise it
stays. This does not apply to cavalry charges.
[6. 14] Historically, when a cavalry regiment
dismounted, every third or fourth man was
assigned to hold the horses. To reflect this,
each dismounted regiment has its strength-
for stacking, fire and melee--as well as its
density (see 8.3) reduced as follows:

Original Strength Dismotmtetl Strength
T 5

5-6 4
4 3

1,2,3 No Change
[6. 15] Mounted cavalry is either in column or
line. Unlms a "Column" marker indicates
otherwise, mounted cavalry is considered to
be in line formation. Column formation
increases a unit's ability to move, while line
formation is essentially a combat-oriented
formation. (Historically, cavalry had a wide
range of combat formations, which we have,
for simplicity, grouped as above.)
[6. 16] Mounted cavalry in column can in-
crease its movement capability by trotting
and cantering (see 5.4). Mounted cavalry in
column can also use bridges and fords in its
Movement phase. However, mounted cavalry
in column cannot charge, assault, or lire. If
mounted cavalry in column is fired upon by



.d.my uDits rhe ercEy playcr shifts his file
column on. to the nght id .ddiiion ro dy
othff a.liuslmenrs as th. .6ulr off.ci.g (G
7.2). This adjusrmenr dcs nor apply ro
a.tiuery tuing ar boDbafttn.nr Enge. See
the facing rules for additiof,al cffccts.

16.17l Mouied @valry in linc @ fire, ch.isE,
or a rck in melee, bul cMot inclle irs
oMNnt mre flilr/csntd. rn .ddiiioo, ir
.aot e brid€6 ed fords in thc Mw@or
phe. Mout€d @v.lry ir liE $tr $ ole
colunn shift to the dght when filcd upon by
6.my smd sts. Wh6 6r.d on by anill€ry
at @br€r tug€ (c rh. R.ng. Efhcts table;
shift iwo colul.ns to the right. This edjstnent
do€r not apply to ani[ery luing .r bombard-
m.nt rlng€ (for ehich rh..c is no adjusiiment).
Thi!, too, i! in..lditioo to th. .reds offring
(7.2). Thus . bafterion ofmount d eElty in
linc th.t i. .nfladcd by ody @isld 6E
would sulrd a lbr€toltlm ldiatmot on rhe
Firc Combr R6ults t ble.

16.l8lFor lddirional rures llT.ctins avalry\
.bility ro fir./melcc/charger scc th€ Combat

[6.2I INFANTRY FORMATIONS
{6.211Infanrry uirs dc cirb.r in linc or i.
.olumn. The uirs.re bact-printed ro r.pre-

[6.221InfaDtry i! column has the saoe move-
mentate as ifin line; howevc., only inflnrry
in coludd may rate .dvet.gc oftbe move-
nenr rate for roads, trails, bridgcs and foids.
Hovrcvcr, d iDfdtry Dit id col',fu (as edl
as liDb.red airiUery md moutcd c.valry in
colMr) may u$ rhe r@dtmil moveEcrr
..te only ifrh.r ro..Vt..il h.x is uf,capied.
OthesiscJ ir must pay thc cost of rhe other
remin in the h€x. Exception: if the unit in
thc roadtrail he' is io lire o. unli6be.e4
the noving unit oay dove on the ro.d
through the unit in the h.r.

[6.23]I elly in colun Inay not ftrc, nor

[6.24]InrantF/ in line may move.nd ef,sase
in comblt normslly, scept th.t rhe urc of
roads, trails, bridg$J atrd fo.ds is not allowed
in thc MoveDedt ph.se. Thu3, an infsr.y
r.gimcot c.osing the Rappahaonock mlst be

[6.3I ARTILLERY FORMIITIONS
Anillcry b either libbercd o. unlimbered-
Vher a scction or bairery is limbercd ir cen
move but ir cenor iirej when utrlimbered it
can fi.c, but ir catrnot mov. (erccption: Bee
16.5). whcn anillery is assult.d (.itber in
rnelce or a charge) only rhc str.ngth ofthe
8un c..e is consideled (s 12.8 aDd 16.2).
This.ls applies to small-arms firc, wbich
allecls only the su cre* (s.. 9.82).

[6.4I CHANGING FORMATION
[6.411To chrnee fomation ! unit nlst dpdd
movemmt poinis. The cost to chd$ fotru-
tion is gikn in rbe Fo@tion Chdge table
(6.47). A unit @y aor cb2n8. folmtion if ir

do6 nor bak th. ayailabl. dokmdi poinis.

16.421 InhnEy aid aniLry bry cbanse forna-
tion at rny tme.luriog a Ai.ndly M()!@ot
phlse .nd, ifthe points ac.wihble, Dy
chang€ fonution mor. than once duriry that
phase. Mmred cavalry 6 chdge liom linc
ro olllm (dd vie veN) at any rime durins
thc Mw@sr ph,a$, but may rnout or djs-
hMr only ar rhc 6d of its rnov@dt. b
oth.r vords, 01cG a ca\€Ly unit mout! or
djsbouncs, it 6 bo!,! Do tunhd rht pbs.

[6.431 Notc tbat svalry and anilery using
dt.nd.d movemcnr (5.4 and 5.5)pay 2x (or
3x) rhe cost to changc forffitiotr when $ing
that form or qtended movededt. Thus, a
csvrlry bettalion in Cantcr (lx) wourd b.vc
to pay 6 MPs ro cbang€ io Line or 3 MPs to
diroount (the MPs bcing p.id at riplc ni.).

16.44lUdirs nor in commanal control in the
Initill Conmaod phase may noi chadge
formsrion. Exepdonr this do€s oor apply to

[6.45lAry un thrt chrng€s fornatiotr in the
ZOC ofan @eoy unit triggc6 eith.lra{al fft
frcm d8r uir (s l0.l). Ii as a 6ult of thar
tuc, the ui. sutr $ a casldty or is disoidercd,
routcdJ or pid€d, thc fomrion cb$ge is not
cftctcd (unl6 @drtcd by th. cmt6t F
sdo. Wrten tuing at carilry mouring o.
dismoutin& ner the owlry s mouted.

[6.46] ran eninery uir .ncmprs ro cldge
romrion or. dimMt d svaty uit ar
r@Pls ro Eout withia ruge and line of sieht
of any en my smal{rms ui$, rhc ody
units Dy fF. This is r fom of withdE{d tu€
which is nor r6$ic1ed ro th. uifs ZOC.

[6.47] FORMATTON CHANGE ?ble
(Se. centml puust secrion.)

[7.0] FACTNG
GENERAL RULE
AI infsrry, .nile.y dd evalry aits bs.
speific faci.g dep.nd6r on Eir fot@rim.
Lin infsntry lin mlMtcd cavalry dis-
moured evalry, od lrninbcrcd onillery b.ve
thE. ftmnl hdsidc sd thre .Dfilrdc hq-

sid6 (s dj.er.D} Thc frcDr ora uit is th.
rop of iis cfutd, I dctmjDed by rhc rype
ud tbe uir silhoucnc. Th. reo hsid6
adia@r to rhis @ also fiont hsid6. Th.
rhr6 .@ hsidcs u€ the €nfilad€ hq8id6.
Limbercd artillcry irfantry in colum, and
mouted €valry in col'lm !.r de ftont.l
ud five 

'q 
(or enfiLd.) h*ides. A[ oth.r

q?6 ofuits hav. no hcirg ed pre frcn-
td h6id6 al al dln s.
PROCEDURE
Elch unir musr be oricoted so that th€ top
cdge ofthe unit count.r is facing to{ard a
specific heKide and is rot situared berwcen
two.djacenr hexsid.s. AU unls sBcked iD
the saoe hei at the .nd ofa MovemeDt
phe oBt m.int.in thc $Fe faciog. A unit
hoving iDto a bq lsumes the facing of the
un(s) already h rhar h.i.
CASES

[7.1I EFFECTS OF FACING
ON MOVEMBNT

17. I rl A dit can move inro ay adi.ccnr hcx
regardrs ofwhich ber it eas facing beforc it
noved. Ho*4.r, . unir Dust b€ f.ced rG
w.rd ibe hd (i..., rop ofrhc ourcr poiDrcd
towsrd the hq) rh3r unil is ro enr.r befor. n
is moved into . hd. Thus, a urit can nevcr
move blckward into a hex (ExeptioD: scc
16.5). This t itnportaot when re$lving
withdrarar fire (see l0.l).

I7.l2l There is no cosr in movesent points
to chdge f.cing. All units may cbds. flcing

Exampl. ol Linc Facing:

enemy units the enemy player shifts his fire
column one to the right in addition to any
other adjustments as the result of facing (see
7.2). This adjustment does not apply to
artillery firing at bombardment range. See
the facing rules for additional effects.
[fi.lT] Mounted cavalry in line can fire, charge,
or attack in melee, but cannot increase its
movement rate (Trot:'Canter). ln addition, it
cannot use bridges and fords in the Movement
phase. Mounted cavalry in line suffers one
oolumn shifi to the right when fired upon by
enemy small arms. When fired on by artillery
at canister range (see the Range Effects table),
shift two columns to the right. This adjustment
does not apply to artillery firing at bombard-
ment range (for which there is no adjustment).
This, too, is in addition to the effects of facing
(12). Thus a battalion of mounted cavalry in
line that is enfiladed by enemy canister fire
would suffer a three-column adjustment on the
Fire Combat Results table.

[6. 13] For additional rules affecting cavalry’s
ability to firefmeleefcharge, see the Combat
and Facing rules.

[B.2] INFANTRY FORMATIONS
[sat] Infantry units are either in line or in
column. The units are back-printed to repre-
sent either status.

[£5.22] Infantry in column has the same move-
ment rate as if in line; however, only infantry
in column may take advantage of the move-
ment rate for roads, trails, bridges and fords.
However, an infantry tmit in column (as well
as limbered artillery and mounted cavalry in
column) may use the roadftrail movement
rate only if that roadftrail hex is unoccupied.
Otherwise, it must pay the cost of the other
terrain in the hex. Exception: if the unit in
the roadltrall hex is in line or unlimbered,
the moving unit may move on the road
through the unit in the hex.
[£5.23] Infantry in column may not fire, nor
may it initiate melee.

[£3.24] Infantry in line may move and engage
in combat normally, except that the use of
roads, trails, bridges, and fords is not allowed
in the Movement phase. Thus, an infantry
regiment crossing the Rappahannock must be
in column.

[li.3] ARTILLERY FORMATIONS
Artillery is either limbered or unlimbered.
When a section or battery is limbered it can
move but it cannot fire; when unlimbered it
can fire, but it cannot move (exception: see
16.5). ‘When artillery is assaulted (either in
melee or a charge) only the strength of the
gun crew is considered (see 12.3 and 16.2).
This also applies to small-arms fire, which
affects only the gun crew (see 9.82).

[5,4] CHANGING FORMATION
[E-.41] To change formation a unit must expend
movement points. The cost to change forma-
tion is given in the Formation Change table
(6.47). A unit may not change formation if it

does not have the available movement points.
[£5.42] Infantry and artillery may change forma-
tion at any time during a friendly Movement
phase and, if the points are available, may
change formation more than once during that
phase. Motmted cavalry can change from line
to column (and vice versa) at any time during
the Movement phase, but may mount or dis-
mount only at the end of its movement. In
other words, once a cavalry unit mounts or
dismounts, it can move no fiirther that phase.

[6.43] Note that cavalry and artillery using
extended movement (5.4 and 5.5) pay 2x (or
3x) the cost to change formation when using
that form or extended movement. Thus, a
cavalry battalion in Canter (3x) would have
to pay 6 MPs to change to Line or 3 MP5 to
dismount (the MPs being paid at triple rate).
[(5.44] Units not in command control in the
Initial Command phase may not change
formation. Exception: this does not apply to
Artillery.

[6.45] Any unit that changes formation in the
ZOC ofan enemy unit triggers withdrawal fire
from that unit (see 10.1). II, as a result ofthat
fire, the unit suffers a casualty or is disordered,
routed, or pinned, the formation change is not
effected (unless mandated by the combat re-
sult). Whm firing at cavalry mounting or
dismounting, treat the cavalry as mounted.
[6.46] lfan artillery unit attempts to change
fomtation or a dismounted cavalry unit at-
tempts to mount within range and line ofsight
of any enemy small-arms units, those enemy
units may fire. This is a form ofwithdrawal fire
which is not restricted to the unit’s ZOC.

[6.47] FORMATION CHANGE Table
(See central pull-out section.)

[7.0] FACING
GENERAL RULE
All infanuy, artillery and cavalry units have a
specific Facing dependent on their formation.
Line infantry, line mounted cavalry, dis-
mounted cavalry, and unlimbered artillery have
three fiontal hexsides and three eufilade hex-

Eufihde
I]-Ingram

-

sides (see diagram). The front ofa unit is the
top of its counter, as detennined by the type
and the unit silhouette. The two hexsides
adjacent to this are also front hexsidm. The
three rear hexsides are the enfilade hexsides.
Limberetl artillery, infantry in ooltunn, and
mounted cavalry in column have one frontal
and five rear (or enf1lade)hexsides. All other
types ofunits have no facing and present fron-
tal hexsides at all times.
PROCEDURE

Each unit must be oriented so that the top
edge of the unit counter is facing toward a
specific hexside and is not situated between
two adjacent hexsides. All units stacked in
the same hex at the end of a Movement
phase must maintain the same facing. A unit
moving into a hex assumes the facing of the
unit(s) already in that hex.

CASES

[7.l] EFFECTS OF FACING
ON MOVEMENT

[7.1 1] A unit can move into any adjacent hex
regardless of which hex it was facing before it
moved. However, a unit must be faced to-
ward the hex (i.e., top of the counter pointed
toward the hex) that unit is to enter before it
is moved into a hex. Thus, a unit can never
move backward into a hex (Exception: see
16.5). This is important when resolving
withdrawal fire (see 10.1).

[7.12] There is no cost in movement points
to change facing. All units may change facing

Example of Line Facing:

Front

lllnlill
aK C2

Enfilade

QQQ
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fi€.ly rbrdghout the &i6rly Mortm.nt
pbae Chsging facing is not mdcmenq
rhsefole, sits norEElly Btrict€d in moe
mnt (uits thai e out of cotonand, for qan'
ple) @ sdu chese hcilg duins th.n
M@.n phzs.. Whd changing hcitrg, a
unit nay tun in place as llAy hcxsidcs as

I7.l3l A unit may chanse facids only durios
. friendly Movemenr ph*e or .fter . charge

[7.2] EFFECTS OF FACTNG
ON FIRE COMBAT

t?.2llUnits on firc tkoush only th€ir

[?.22] Uoirs @n be fftd upon ih$ugh lny
h6ide. A uit tud upon dmugh one (or
mE) of tu tq b6id6 is crfiLd.d. fie t@l
6E sE Dgrh dirln.d against a unit ehich it
€!6lad€d by at lan one tuiog ...my ait is
adiur.d rwo olllds to rhe n8ht in favor of
th€ tuirg plaFr on thc Fire crmbat Results
table. (Also s.e 6.16 and 6.17.) Ifa line oftue
(see 9.7) bi!..1s a aonid h*id. od m enfr-
lade h.xsid., d|c uait i5 Gid..cd ro be fir.d
od tbrough its ftontal h*idc.

r,JI EFFECTS OF FACING
ON MELEE

[7.31]A uoit may advance (only through one
ofits frontal hdsides) inro a hcx io initiate
Dcle agaimt on. or Dor..ncmy ei$.

17.321In .ny dclee id *hich a dcferdins
unit is att.clcd tbrough !n .nfiladc hexside
(ev6 iforhc. encmy mits .rc ettacking
fronBllyl th. final difrercorial is shirred one
colunD to thc riEht on thc Assult Combat
Resul6 r.blc (see table 12-9)- The facing of
ey uits in h.lee 6 h. r..ftntcd by rh.
omins playc(s) who Ecl6 is concludcd.

F.4I FACING AND
CAVALRY CHARGES

Sine a @valry clErge od cMrer chrge N
m6dy mwdotJ ovalry My chage only
t'rcugh fio d hsid6. ra usit is chag€d
drcugh an dtflldc h€xsid., ediul thc Asulr
Rerults obl. on to the righr in favor ofthe

[8.0] STACKTNG
GENERAL RULE
Gddaly, uits m Dovc d'u8h olho
&i6dy uits tEly (qcptioD: F 6.22 dd
E.I6). Thcre is ro cGt in oovcmmt points to
stack or usr*I, ad stadjrg r6riclioos apply
orly st th€ .nd of. Movecnt o. Combst
ph*. (Agahr 8. 16 ed 6.22 {. dceprions.)
CASES

[8.1I IJNIT STACKING
RESTRICTIONS

[6. ] l] The nunb.r of c@tot strcn$h points
thlr 6 (lopy dy single hq st the sme rime
dep€nds upof, th. tt?. ofteEain. Th. StacLng
ReEiclion! tabL (c 8. 19) lis$ all tb. limiis.
Note, hoslwr, tl|at ngardlds ofrhc srogll

point liDits, a single ujt €ln elvrats ocsrpy
any hd conl8iring tcEain it could noEn lly
cDt.i For pupis ofd.fbins "sinsl€ uitl'
that ircludes any one infofiy.egilo nt, any
on. @qalry regi@t (i.€., rhc mo barrlliG
corlprisilg tlat rcgincto or uy @e banalion,
sd sny one bencry (i.e., a[ s€.riorr b.longing
to dEt baftery) o. srion.

[8.12] For stacting, the cu..ent strength ofa
unit (un.djusrcd by tcrr.in, etc.) is irs nm-
b.r ofsrackilg poitrts, wirh rhe qcepiion of
supply wagons, wonh 8 sractilg poi!$ cach,
aniu.ry baftai6 (!U Glions ofthat b.(cry
in th hq)r wonh 2 itacring poin$ c.ch,
and individual anill€ry sections, I point .ach
G..8.13). Note that detachmerts (s.c 2l.l)
counr !s one unitr .nd rheir srength is onc.

I8.l3l Thc Mber of .niuery bandi6 o.
s.ctiG thar 6 b. slalcd iD a gi@ hq i.
list.d on the Stacting R€.lricrioE tabL (8.19).
Anillery @ be siaclcd with idmrry .nd orh.r
unir tyFs in thc sarn€ hq (s 8.16). Sc 16.l
fo. battery dd Glion delinitioD5.

{8.141 l^ld€is and marters ncv.r count
agsinsr sr.cking rcarricrioG. Ary nmb.r of
rb.* counteF can b. itr itry oDe hd.

[8.15] A uft @nor rcrc.r ifto or rhroush.
hcx l)mpied by fricndly ui$. If ! r€t.c.tins
unit is forced to cntcr ! f.iendy ocopied
hcx, the other uni$ in that h* are displ.c.d
and mlst udcrgo a morale che.t Gcc 15.32
and 21.6).

[8.161AD iDfalry or owlrJ Fsibsr (both
batutioN) in colubn fonnati

'nto. 
hd draining my other fiienally conblt

uit (s 6.22). Thu, a 
'mimm 

of one re8i.
m.fi (b.6 baftaliom ofc*aliy) c1! nact itr
ay 6c hs vh.n th. rcgindt is in colurm.

[8.17] Moured ev.rry units in line crrnor
mov. itrro a hq @ntaining any oth.r
fricndly combat units cxccpr oth€r lin.'
mounted cav.lry unirs and anillery

[6.18] Unirs in difl.Ent fomatioDs tl,ay Dor
sta.L t%erbcr in rhc ade hd. Mdeover,
inlantry Dy ocw sract with evalry, crcn
dim@r.4 Uoi$ eay dde tbm8b ab
othd, qcpt as proc.rib€d by 8.16 dd 8.17.
Anillqy can si.ck wirh any tL€ of uit, wirhin
dE stacling Brriclids, qepr ui$ in column
(borb infduy and ll)o6t d €wty}

[8.19] STACKING RESTRICTIONS Tablc
(S.c c.Dral pufl-out scction.)

[8.2] EFFECTS OF STACXING
ON COMBAT

[8.211 Onry dE rop infdrry or @vrlry unit in a
stack r!k6 l6s when the hd is tued upoh.
How.vs, ifa 6mbar r6t lt els for losss
grete. $zn the.Dber ofstnogrb points (SP)
pGBd by c top unit, lh. @ind.r of
l6s muslt t len ftoo the nelt iDGnrry d
cav.by uit in th€ srrck. Thus, if. Ltrcngth
poim if,fsntry unit is stackcd on top of ! 3 SP
uit ed the units und.rgo 8re Fidr a @alty
r.$lt of 2, the top llnit is climiuted and |bc
botrd uir l(s w $rugrb poiDr. AflilLry

(tew o y sfier llxs ifno infurry or @Elry
units sre pr6et in the bq (*eprioB: s
6.45, 6.46 anA A.22).

[8.22] vh.n rltilery fs ar bombordDor
Elge (c 163), n dG nor fm .r the rop uit,
but nthcr, 6E only ar orc uir in the hq,
ch@n mdodly (without looking). Th€ Bulr
appliB oDly to rlDt miq wirh th. qclption of
a pin rerult, which applics to dl uits io rhe
hd. Th. targ.t uit is chokn .ner dE gu
6r. Ddsity b carclna&d oorinally.

I8-2ll Thc Stactilg Rcstlictions T.ble li$s
th. naibum rmb.r ofsPs .ndor b.rr.ri.s
or secdoos, which de 3tactcd in tbe sam.
hex thai can lire out oftbat hcx at rhc same
rsrgcr o. at diffe.enr ra.gcts. A maximum
total of16 SPs ofsmall{rms cd fi.e dt of
dy her, cvco ifthere are no!. rh& 16 SPs
iD rh. h.x. The.e *.iso firc strcngrh p€r
hqsid. limibrioDs (see 9.3).
E:ample: Thr.€ dboounrcd cavalry battal-
ions vith a curent st.cngth of6 SPs e.ch src
sracked in a clea hd. Only 8 of thee l8
srrcngth poinrs ce nre through aoy one
fbnr.l hcBid. (s 9.1and 8.19). Addition'
aily, 8 ofrb. re@iri.g l0 strcnSth points
@ firc thr@gh aoorher frontsl h.xside,
whil. thc rebairing 2 sr.nglh poiots @Eor
fire at all (see 8.23). Ifotr€ of lho* units was
an aniuc.y srction, 8 ofth. infantry srenerh
poinrs plus aU ofthe gus coul.l li.e tlrou8h
thc sahc hqside (s 9.3).

I8.3I DENSITY AND
FIRE COMBAT

[8.31]Thc number ofstr.ngth point8 in a
he! can aff.cr rhe dlciency ofcneny fire.
The morc ffovded thc hexJ the more effec-
tive en.my fR will be.

lE32j rn dct.mining tbe colutnn for fire
srmgth on thc Firc Combat R6ufts table, rh.
tuing plrya mu$ consult thc DdBiry Adiur
nmt table. Isk add thc coluinn with rh.
coE€cl nmb€r ofstrdgth po'nrs in ihe h€!
dd roale rny @ll)@ adjutm.nr indiecd.

[8.1]l For densir/ plrpos.s, elch anillery
bancry is coBidcred ro b. rwo srength
poiaB. A bancry or *ction .tr.ck d by
eneny anill.ry fire at bohbsrdmeDt.Dge
n€v€r r€ceivcs a columf, shifr in its favor for
density. This appli$ only to artillery bom-
bardncnt fi.cj an aitill.ry bltrery .rracked by
sball-arm li.e or dister shifrs thc column
to thc l.ft if spplicable.

lE.34l For puaoses of d..sity, Bost€d
car.lry is counted at doubl. its srrenetb
poinis. Thus, a 5-point mountcd cavalry
battalion is considered as l0 for densiry
purposes. Diseouted qvalry is rrcatcd as
irf.nt.y (no doubling).

[6.35] For dcnsity purPos a supply mgon
is considcrcd 4 sirengrh points. Lodcs ald
balk€rs have no effecr otr d.trsity.

[8.361 DENSITY ADJUSTMENT Table
(see central pull-out scction.)

freely tliroughout the fiiendly Movement
phase. Changing facing is not movement;
therefore, units normally restricted in move-
ment (units that are out of command, for exam-
ple) can still change facing during their
Movement phase. When changing facing, a
unit may tum in place as many hexsides as
desired.

[113] A unit may change facing only during
a friendly Movement phase or afier a charge
or melee.

[r.2] EFFECTS on FACING
ON FIRE COMBAT

['i'.21] Units can fire through only their
frontal hexsides.

[I22] Units can be fired upon through any
hexside. A unit fired upon through one (or
more) of its rear hides is enfiladed. The total
fire strength directed against a unit which is
enfiladed by at least one firing enemy unit is
adjusted two columns to the right in favor of
the firing player on the Fire Combat Results
table. (Also see 6.16 and 6.17.) Ifa line offire
(m 9.?) bisects a frontal hexside and an enfi-
ladehexside,tl1eunitisconsideredtcbefired
on through its frontal hexside.

['l'..3] EFFECTS OF FACING
ON MELEE

[1231] A unit may advance (only through one
of its frontal hexsides) into a hex to initiate
melee against one or more enemy units.

[7132] In any melee in which a defending
unit is attacked through an enfilade hexside
{even if other enemy units are attacking
frontally), the final differential is shifted one
column to the right on the Assault Combat
Results table (see table 12.9). The facing of
any units in melee can be rearranged by the
owning player(s) when melee is concluded.

[7.-'-I] FACING AND
CAVALRY CHARGES

Since a cavalry charge and counter charge are
mostly movement, cavalry may charge only
through frontal hexsides. Ifa unit is charged
through an enfilade hexside, adjust the Assault
Results table one to the right in favor of the
attacker.

8. 0 STACKING
'f:3ENE1:!AL RULE
Generally, units can move through other
friendly units freely (exception: see 6.22 and
8.16). There is no cost in movement points to
stack or uiistaclt, and stacking restrictions apply
only at the end of a Movement or Combat
phase. (Again, 8.16 and 6.22 are exceptions.)

CASES

[8.1] UNIT STACKING
RESTRICTIONS

[8.l I] The nutnber of combat strength points
that can occupy any single hex at the same time
depends upon the type of terrain. The Stacking
Restrictions table (see 8.19) lists all the limits.
Note, however, that regardless of the strength

point limits, a single unit can always occupy
any hex containing terrain it could normally
enter. For purposes of defining “single unit,f’
that includes any one infantry regiment, any
one cavalry regiment (i.e., the two battalions
comprising that regiment) or any one battalion,
and any one battery (i.e., all sections belonging
to that battery) or section.

[8. 12] For stacking, the current strength of a
unit (unadjusted by terrain, etc.) is its num-
ber of stacking points, with tbe exception of
supply wagons, worth 8 stacking points each,
artillery batteries (all sections of that battery
in that hex), worth 2 stacking points each,
and individual artillery sections, 1 point each
(see 8.13). Note that detachments (see 21.1)
count as one unit, and their strength is one.
[8.l3] The number of artillery batteries or
5BC[l0HS[l1E[G111lJ'BS[flCl(OtllIl3glVEHl‘1ttltlS
listed on the Stacking Restrictions table (8.19).
Artillery can be stacked with infantry and other
unit types in the same hex (see 8.16). See 16.1
for battery and section definitions.

[8. 14] Leaders and markers never count
against stacking restrictions. Any number of
these counters can be in any one hex.

[8.15] A unit cannot retreat into or through a
hex occupied by friendly units. If a retreating
unit is forced to enter a friendly occupied
hex, the other units in that hex are displaced
and must undergo a morale check (see 15.32
and 21.6).

[8.l6] An infantry or cavalry regiment (both
battalions) in column formation cannot move
into a hex containing any other friendly combat
unit (see 6.22). Thus, a maximum ofone regi-
ment (both battalions ofcavalry) can stack in
any one hm when the regiment is in column.

[8.l7] Mounted cavalry units in line cannot
move into a hex containing any other
friendly combat units except other line-
mounted cavalry units and artillery.
[-8.18] Units in different formations may not
stack together in the same bu. Moreover,
infantry may never stack with cavalry, even
dismounted. Units may move through each
other, except as proscribed by 8.16 and 8.17.
Artillery can staclt with any type ofunit, within
the stacking restrictions, except units in column
(both infantry and mounted cavalry).

[8. 19] STACKING RESTRICTIONS Table
(See central pull-out section.)

[8.2] EFFECTS OF STACKING
ON COMBAT

[8.2l] Only the top infantry or cavalry unit in a
stack takes losses when the hex is fired upon.
However, if a combat result calls for losses
greater than the number of strength points (SP)
possessed by the top unit, the remainder of
losses must be taken from the next infantry or
cavalry unit in the stack. Thus, if a l strength
point infantry unit is stacked on top of a 3 SP
tuiit and the units undergo fire with a casualty
result of 2, the top unit is eliminated and the
bottom unit loses one strength point. Artillery
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crews only stiffer losses ifno infantry or cavalry
imits are present in the hex (exceptions: see
6.45, 6.46 and 8.22).
[8.22] When artillery fires at bombardment
range (see 16.3), it does not fire at the top unit,
but rather, fires only at one unit in the hm,
chosen randomly (without looking). The result
applies only to that unit, with the exception of
a pin result, which applies to all units in the
hex. The target unit is chosen afler the guns
fire. Density is calculated normally.
[£5.23] The Stacking Restrictions Table lists
the maximum number of SPs andlor batteries
or sections, which are stacked in the same
hex that can fire out of that hex at the same
target or at different targets. A maximum
total of 16 SPs of small-arms can fire out of
any hex, even if there are more than 16 SPs
in the hex. There are also fire strength per
hexside limitations (see 9.3).

Example: Three dismounted cavalry battal-
ions with a current strength of 6 SPs each are
stacked in a clear hex. Only 8 of these 18
strength points can fire through any one
frontal hexside (see 9.3 and 8.19). Addition-
ally, 8 of the remaining 10 strength points
can fire through another frontal hexside,
while the remaining 2 strength points cannot
fire at all (see 8.23). If one of those units was
an artillery section, 8 of the infantry strength
points plus all of the guns could fne through
the same hexside (see 9.3).

[sa] DENSITY AND
FIRE COMBAT

[8.3l] The number of strength points in a
hex can affect the efliciency of enemy fire.
The more crowded the hex, the more effec-
tive enemy fire will be.

[8.32] In determining the coliunn for fire
strength on the Fire Combat Results table, the
firing player must consult the Density Adjust-
ment table. Look under the column with the
correct number of strength points iti the hex,
and make any column adjustment indicated.

[833] For density purposes, each artillery
battery is considered to be two strength
points. A battery or section attacked by
enemy artillery fire at bombardment range
never receives a column shift in its favor for
density. This applies only to artillery bom-
bardment fire; an artillery battery attacked by
small-arms fire or canister shifis the column
to the left if applicable.

[£1.34] For purposes of density, mounted
cavalry is counted at double its strength
points. Thus, a 5-point mounted cavalry
battalion is considered as ll] for density
purposes. Dismounted cavalry is treated as
infantry (no doubling).

[835] For density purposes a supply wagon
is considered 4 strength points. Leaders and
markers have no effect on density.

[8.36] DENSITY AD]USTMENT Table
(see central pull-out section.)



[8.4] STACKTNG ORDER
[8.411Unirs @ srack o chdse their stackng
ord€r only duing a friendly Moveenr phae,
with one qc€prion: When rhe rop uir Ms @r
of 8lmuition (se I 1.0), rhe ownDs plalE
@ cbose the $aclif,g ord* ar the 6d ofrhe
Fire plase in which depl€tion o€ured. Othq-
wis, ir rdains the sde.

[8.42] AU eirs sEcked in the sde hd must
maintain the same hcin& rega.<lles of eir
tt?e or stacLins o.d€i Units moving into a
he' assme the facing of the uir in rhc ha.

[8.43] Ira uit su{ers a ph result fron a
morale check, .ll bits io the hex are consid'
ered imnediately pinne4 rega.dess ofihe
actual stackitrg ord€r oflh€ pinoed uit in

[9.0] FrRE COMBAT
GBNERAL RULE
Cobblr uits fre their !@po6 at enmy uits
in a@ldace with the 4 es on Enge of weap
ons, tue cmbat, md Line ofsighi. Fiie occurs
duins the otreEive dd defeuiv€ Firc phas
widin each player'tun. Fire crn allo t ttig-
g6ed duing the Mov@t phase (if a lnit
with.liaws o. cbdss rodarion), ,nd duing
rhe Rer@r Before Melee plDse (if a @it re-
ftars). Units ft nerc. required to tue.
Smallds tue and anilery fiE N rslvcd
Bing the sde proc€dlre, but anillery tue
snsgth m nevd be combined with sroa '
ats tue strdgth; ihe two kinds of6ft de
dways Nlved sep@rely (qeption: F 9.42).
Momrer, anillery 6i$s fe my nor be
@mbined wirh bombardsmr (s 16.3).

Units must be i! comnand ro fire offen-
sivelt but not io fire defensively. However,
out-of-coMd Dirs can fre offensively at
adiacent eneEy unirs (se 1?.11).
PROCBDURE
The tuing plswr mous which of his uirs
ue tuiqg on a give! €ndy uit. The ruEnr
stength ofesch selarat€ tuing lnit js nodified
by rhe rege ofrhlr uii ftom the targer uiL
The R4ge Eff@rs tabl€ li$s th€ etr€c1 of mge
on each weapon gpq Th€ cli€nt strengtbs of
aI tuing uits are addd togethd (with sone
*eptio6l after the etre.ts ofruge hare ben
applied. The toral tue cMbat srogth is thd
l@ted 6 lhe Fire Combar Resuhs r.ble (Fire
CRT). The table is adjusted to th€ right or left
acordingly if sy olllfu shifts apply. The
tuins playcr rclls two dic, ed rhe Bult of
that codbat is indicated at the iotq&ctio of
the fft slienSth colum and the row co!rcs-
pondjrs to th€ dice rcl Bulr.
The Fire CRT cohmn ca be shifted to the
rishl o. left by terrainr targ€t density, enf!
lade, or other facto$. All column shifts !.€
amularive, but the ner adiarmeni c.mot be
more rhan fou columns iD either direcrion.
ADy tunher column shifts a.c ignored. The
Fire CRT crn never be shifted above the
high€st column or below rhe low€st column.
CASES

[9.1] COMBAT STRENGTH
[9.r1]The inirial combat Btr€Dgth and
weapon type ofeach urit i3 pritrted or the
couier As a uit sufe.s losses, place
srrengih lMks urder rhe lnii io indicate
its atot strengrh. Srrength turker are
neutral and can be used by borh sides. The

combai $rength represenrs rhe sii's clll]ar
manpow€r, fire strengrhJ m€l€€ or chargc
capabilities, aqd, in most cases, stacking

[9.12] AU infantry sd qwlry uits have a fire
strength equl to thei. conbat str@gth. This is
ihe trftni sliengrh, which 6 be di6cmt
frcm lhe infti.l sussrh (se 6.14, 9.r1).

[9.13] Au artiuery unirs have ! tue srrensth
equal to their cudent sun strengrh. The fire
srength can be tunher nodified by tb€
status ofthe gun c.ew Gee 16.23).

[9.2I WEAPON TYPE AND RANGE
t9.2ll Thc t'"e ofweapon used by elch unir
is prioted on th€ couDrer for thar unit. Utrits
that have no wepor ttp€ cannol engag€ in
fire combsr. The dillerenr weapon r'?es a.e
lbt€d on the Range ElTeas table. Nore rh.r
nouted evalry usully hls a diff€rcnt
{eapon tt?e thad disnount€d cavalry

[9-22] A unit's weapon qpe detemin€r bow
far .nd hoe efrecrirely ii @ fi.e. The Range
Effecu tabl€ gives the srrengrh poinr mulri-
plier for that weapon at that range. Muldply
ihe erent stengih by ihet numt r io ger

t9.231The t]uimlm mge (io hdes) fo.
each w€lpon ryp€ is listed on rhe Rege
Effecrs rable. No frieft[y uii @ fi.e ar e
eneny @it ftat b beyond rhc mdimum
range fo. ihe friendly units wepoq. Cal@-
kre rhe rege by co$riog the disi&e in
hexes fron the firing hq to the target hq.
The tuiog mit'. hex is not coDied as pan
of the mge figuej rhe rarger bex is co6ted.

[9.2] Ifa ltack coopoced entirely ofcoDbat
units errying SC or P lnits is fred upon in
eithd playd's Fire phrse, rhe fiiing phyer
sdiurs dE roral tue srMgth colrlm on€ ro rh€
bft. Ghck rerc b@h-loadins wqpoN,
@pable ofb€ing losded while lyjlg dora thus
.trording the 6d much g@ter pmtction tbrn
rhe srdddd rifled o. nothboE dbin6 ard
mukers.) See qeptiom in 9.25.

[9.25] Uni$ IhaI carry SC- atrd P-typ€ weap-
ons do do eceive a weapon t}?e defensive
shit when iired upon ifthey !.e stlcked with
unfts rhat carry other small-ads type wqp-
ons, o. when fired upon by wirhdrawal n.e
(s€€ l0.l)or retreat fire (s€€ 10.2). Moreover,
the benefit do€s not acfiue to ilfantry in
colum or any mobted cavalry

[9.26]Adjacenr opposins eirs may ensase in
firc combst agai$t qch other, or th€y day
fiie at other more distant opposing uoits.

[9.27] MNGE EFFECTS Tabl€ (r€ ccn[al
pull-our secrioo.) (Not€ .hat rhere is a sepa-
rare knge Effects table fo. the Geftysbu.g

[9.3] FIRE STRENGTH
PER HEXSIDE

[9.31] The nunber ofsmall-arm streoelh
points that can tue out of(as opposed to into)
a gived hd is limted by the number of

I
!

Fire SFensrb p.r HeBde Druram

[$.41 STACKING CIRDER
[$.41] Units can stack or change their stacking
order only during a friendly Movement phase,
with one exception: When the top unit runs out
of ammunition (see 11.0), the owning player
can change the stacking order at the end of the
Fire phase in which depletion occurred. Other-
wise, it remains the same.

[$.42] All units stacked in the same hex must
maintain the same facing, regardless of unit
type or stacking order. Units moving into a
hes assume the facing of the unit in the l1E1\t.

[$.43] If a unit suffers a pin result from a
morale check, all units in the hes: are consid-
ered immediately pinned, regardless of the
actual stacking order of the pinned unit in
the hes.

9 . 0 FIRE COMBAT
CENERAL RULE
Combat units fire their weapons at enemy units
in accordance with the rules on range ofweap-
ons, fire combat, and Line of Sight. Fire occurs
during the offensive and defensive Fire phases
within each player-turn. Fire can also be trig-
gered during the Movement phase (if a unit
withdraws or changes formation), and during
the Retreat Before Melee phase (if a unit re-
treats). Units are never required to fire.
Small-arms fire and artillery fire are resolved
using the same procedure, but artillery fire
strength can never be combined with small-
arms fire strength; the two kinds of fire are
always resolved separately (exception: see 9.42).
Moreover, artillery canister fire may not be
combined with bombardment (see 16.3).

Fire Strength per Heitside Diagram

Units must be in command to fire offen-
sively, hut not to fire defensively. However,
out-of-command units can fire offensively at
adjacent enemy units (see 17.11).

PROCEDURE

The firing player announces which of his units
are firing on a given enemy unit. The current
strength of each separate firing unit is modified
by the range of that unit from the target unit.
The Range Effects table lists the effect of range
on each weapon type. The current strengths of
all firing units are added together (with some
exceptions), after the effects of range have been
applied. The total fire combat strength is then
located on the Fire Combat Results table (Fire
CRT). The table is adjusted to the right or ieft
accordingly if any column shifts apply. The
firing player rolls two dice, and the result of
that combat is indicated at the intersection of
the fire strength column and the row corres-
ponding to the dice roll result.
The Fire CRT column can be shifted to the
right or left by terrain, target density, enfi-
lade, or other factors. All column shifts are
cumulative, but the net adiustment cannot he
more than four columns in either direction.
Any further column shifts are ignored. The
Fire CRT can never be shifted above the
highest column or below the lowest column.

CASES

[9.1] COMBAT STRENGTH
[9.l1] The initial combat strength and
weapon type of each unit is printed on the
counter. As a unit suffers losses, place
strength markers under the unit to indicate
its current strength. Strength markers are
neutral and can be used by both sides. The

0000''0'0Ms?‘0.0.00.0.e.00.0.0.00.a.0.00000
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combat strength represents the unit’s current
manpower, fire strength, melee or charge
capabilities, and, in most cases, stacking
points (see $.36).

[9.l2] All infantry and cavalry units have a fire
strength equal to their combat strength. This is
the current strength, which can be different
from the initial strength (see 6.14, 9.11).

[9. 13] All artillery units have a fire strength
equal to their current gun strength. The fire
strength can be further modified by the
status of the gun crew (see 16.23).

[SL2] WEAPON TYPE AND RANGE
[9.21] The type of weapon used by each unit
is printed on the counter for that unit. Units
that have no weapon type cannot engage in
fire combat. The different weapon types are
listed on the Range Effects table. Note that
mounted cavalry usually has a different
weapon type than dismounted cavalry.

[£1.22] A n.nit’s weapon type determines how
far and how effectively it can fire. The Range
Effects table gives the strength point multi-
plier for that weapon at that range. Multiply
the current strength by that number to get
the fire strength.

[£3.23] The maximum range (in he:-res) for
each weapon type is listed on the Range
Effects table. No friendly unit can fire at an
enemy unit that is beyond the maximum
range for the friendly unitis weapon. Calcu-
late the range by counting the distance in
herres from the firing hen to the target hex.
The firing unit’s hex is not counted as part
of the range figure; the target hes is counted.

[924] If a stack composed entirely of combat
units carrying SC or P units is fired upon in
either player’s Fire phase, the firing player
adiusts the total fire strength column one to the
left. (These were breech-loading weapons,
capable ofbeing loaded while lying down, thus
affording the firer much greater protection than
the standard rifled or smoothbore carbines and
muslcets.) See exceptions in 9.25.

[9.25] Units that carry SC- and P-type weap-
ons do not receive a weapon type defensive
shift when fired upon if they are stacked with
units that carry other small-arms type weap-
ons, or when fired upon by withdrawal fire
(see 10.1) or retreat fire (see 10.2). Moreover,
the benefit does not accrue to infantry in
column or any mormted cavalry.

[926] Adjacent opposing units may engage in
fire combat against each other, or they may
fire at other more distant opposing units.

[9.2'?] RANGE EFFECTS Table (see central
pull-out section.) (Note that there is a sepa-
rate Range Effects table for the Gettysburg
scenario.)

[9.3] FIRE STRENGTH
PER HEXSIDE

[9.3l] The number of small-arms strength
points that can fire out of (as opposed to into)
a given heir is limited by the number of



frontsl hqsidcs to fire tbrough. Eight
srr.dsth poin$ can fre out ofa giv€n h€r
through any one of its f.ontal hcxsid€s (see
deptions in 8. l9). However, the total nM-
b.r of s@U-arms strengih poinrs rh.t on
fte ou( ofa h.x b limired rc 16 SPs.
[9.32]Thc 8 strcnstb poinrs th can firc
throug! a h.xsid. are pr€-rangc efl€cts inodr'
ficarion strength poinrs. ThusJ ihe 8 srrength
poinrs can bc doubledJ halve4 ctc., as an

t9.331 Anillery is rot limited to 8 sfergth
points offirc p.r hqside. All batt.ries o.
secrions i! a h€x catr fire out ofon€ h.xside
unl€ls prohibitcd by 6.19.

[9.4I MULTIPLE TJNIT FIRE
[9.41] GeneBly, ifrwo or norc fricn<uy mits
fre ar the sm. .nmy.lJ@pi€d hd, a[ fuing
ujrs dust conbin lheit fire sE nerh inrc a
single tot l, r€gardl.ss ofehcthd the firiqg
uits e stacled to€dhs or i! dillerc hqs.
Each uniCs tue stcngth n comput d eparately
fo. mge, sd then all ft added togeth€..
HNevq, sll{mr fift strdgth ad eniltery
fue sE@gth ae uially t:trr add.d tos.ihsj
thc tEo qp€s offir. aE resolv.d s.parstely

[9.42]Thc dception to 9.41 is thgr.niuery
fires at two.liffcrcnt ranges, caniste. and
bombardbent (scc 16.3 and 9.2?). Artillc.y
tue at @Disrcr lange is Dwer combitEd with
anillery fi.. !t bombadnent r.nge. Hor-
.ver, a pllycr may ch()c rc @mbine attil-
l6y @isrer fi!. Our nor boDblrdm€nr lE )
with smalla.ms fir. ifaU fridS units are
either sracked rogethe. or b adjaccnt hdes.

[9.431Who s uit is tu€d on spsrarely by
anillery @d th@ strdl-a@5, both amds @
rcsoked b.fon any Esulting caslalties an
applied. Thi$ can be ibponent b.cau.. the
chaoct ofcausing a @salty is alh.tcd by the
d.nsity ofsrcngih points in the h.x. All crsual.
ries (if dy) fiom both attack de rh€n applied
before Nlving dy Dor.le ch..Is, disrder
roU$ ctc. Clhus s uir dc @r cgpc anillery
boDbardment 6r. b@w snalanns fte
€lg tbe uit ro rout dd M $"y.)
[e.44] Durins a Fir. phase, sndl'arm8 fire
generally affccts only the top infan$y or
cavalry unir in a nack (sce 8.21).
[9.45] No unir c.n be fred upon more tb@
ooce ir my giv.n Firc pb.s by smdl-arm$
fir.. No uit c.tr b. frcd upor mor. thln
onc. in. CoEb.r phr* by anilldy c&ister.
No udt miy b. fircd upon mor. than ore
by bombadm.nt. A unir cln bc fi.ed upotr
by both sld3ll-rrms and anillcry in any one
File pba!., but odly de by ..cb Gec 10.2,

[9.46] No unit dsy frc irs .Dftc firc srmstb
Eoe tban oncc in any Eivcn Fi.c ph.se (*e
10.2). Hou,.vc., virhir .f,y giv.tr Fire phas.
a 6ir ca chmse ro split it8 firc strength,
dirccriDg ir .t .ny trrber oftergct hexes, ai
lon8 as ir obcyr tb. rulB or flcint .nd o!
mdibuD fR lrmtlh pd hqsidc. A uit

rhat dividG its fi.c str.rgrh oD firc !t *v-
.ral iargets at the sam. noge or at ditf.!.dt
..ngeq resolving .ach li.e separatell
Eraple: An infmrry regimt with a curent
st ength ofl SPs can fire with a stength of I
.t thG diFeror 6dy bd6 d it d firc
witb o $Ngth of 2 ot one hq ed I .r 6-
orhcr. Nore thlt thc clrr or srHgrh i5 divid.d,
not the fbsl tu€ strdgth (wbich @ be rhe
cun€nt stElgth rnodified by r€mirr rsge,

19.471rd splitting units'fir€ streogtb5, rhc
drrcDt sreDgih ddot be so dirid.d .s to
lnak thc final firc strcngth .g.if,st ary on.
h€x l.ss tban l. This r.strictioD appli€s only
whcn splitting fire strength, A unit can
alwys fire irs wholc srrength at a sintl.
target, tro maner how much ir is rcduc.d.
Exampls A hattery of6 TB suDs could not fiE
at sri indrladual urgets ts€lve hec di6tst,
sina dE final fiE $rcnerh would be rb poitri
p.r target. The ban€ry \r,ould bar ro split its
fft ,mong only rhre ofthe rsgec ro prcdue
the n .tsry I poini minimM Fr target.
Ho!!,eEr, ihe baiiery codd fir at si! rdg.ts if
rargd d6it]! mMtcd forutio, .tc.r pD
vid.d @lll@ shito d|at ni$d the 6!al 6s
st .nSth per rlr8.t ro at least l-

[9.5I TERRAIN EFFECTS
ON FIRE COMBAT

Some terrain featurcs on rhc Eap provid.
colum sbifts rhlt b.ncfit the dcfeder ir fir.
combrr. A dd.ndiog frictrdy uir rcc.ives
th. b.n€fit oftcrah .s lors d at lc.st ode of
thc firing endy llnits is firitrg throush o.
into thar redrin. All te..ain effects ar. cuhu-
lative. .Itmio effects are lbted oD rablc 9.t6.
[9.5URt'tt6.If a Ai.ndly hrger unir Go-
pi.s . hd eirh a ridgc bsside, lud any
.n.Dy uit is firing through the ridge h.r'
sidc, the total frc strcngrh ofthe firiDg
uitG) is shifted onc columtr to the l.ft otr
thc Fire CRT.
[9.52] wooirs, H..tT Woo&/Roush, rnd
UtoodrrMch. If . fricodly tdger unit
@pics oc of (hcsc hd6, th. rot.l nrc
str.ngth ofth. fuinS .r.Dy uir(s) b shifted
onc or two columns to thc I.ft on thc Fir.
CRT: see 9.56.
[9.53] Rordr 6d T!dr.. Tbese b.ve oo
.ffet on fiE coiobat. Fo. uy rcmin .ffccts,
rct r ro th. othcr tcrrlin io rhe hd.
[9.54] Stooe 

"Elb 
do not blocr ]iG of sidr.

HNffi, .nilldy omo( fir ss a ston.
trrl which ftrms a sidc oftbe hq the anilhry
ir itl. If the tarelt unit is in & h6 yrhich he! .
stonc $2I 16id., rnd dl @@y unit6 fting at
ir r ftir9...6 tbc atod€ F l h6idc, rhc
trg.r uir t@ic r twoolum 3hift to |.
kn on thc FE CRT fgm @.dy u.i$.r!
fring al:Is dE $@ wll .!d oth.E at. notJ
rhc r{get lnit rccciws N onc-col@ shifi to
th. Lft oD lh. Firc CRT. A sronc w.l providc
no prot61i@ .( dl ifdE r.rgEt unit is.nfl|d.d
by 6E (md thc t rg.t uDit nil $trG rh. two
cllurrD sbift to th. ridr for b.iDs @6l!dcd).

19.551 Ex.bple ofTeraio Effccts and Fi!.
CRT Colllm Shifrs
A. infantry Eginst of2 SPs in a woods hq
is tu€d upon from behind by thre endy
djsmour.d evalry ban lions with a ombined
slreogth of 22 SB Th€ inf.Dtry |ei6 . thG
6l!m shift in its favor (reo for r.ryer deNiry
one for woods). The tuins cavalry uirs.$ivc
two sbifis io then Avor (arget is dfiladed)
The fnal Dcr adiaiment is on. s}lift to th€ leftr
in favor ofrhe defender. Thc a$acn is relolvcd
od the l4to 18 @lllm,
[9.56] TERRAIN EFFECTS ON COMBAT
Table
(Sec c€ntral pull-out s.crion.)

[0.6] EFFECTS OF FACTNG,
FORM-'ITION AND ASSAULT

t9.6ll Units Day frc only rbrough their
frontal h.xsidsr bowever, rhcy @r be tu.d
upon from any dir€ction.
t9.621 Infanrry dd mountcd cavalry unirs in
colunn €rd liEbered a.rilldy canDot fire in

[9.631 The total fre strength ofthe tuing
ui(s) is shifted rwo coludrs to rh. .isbr on
(he Fir. CRT ifthe targ.r is cnfiladcd (scc
7.22).
t9.64lNcithe. playe. may ii.e into a bex id
which cngag€d units arc in th. eid5t ofa
Eelee. (Exeption: see 16.64.)

[9.7] LrNE OF SrGrrT
(LINE OF FIRE)

Th. lbitiry of. unir to fir. from rhe h€x ir is
io to somc other hd dep.n.ls on the te&in
berwecn those hdes.long rhc Line ofSiSht
(LOS). An LOS is rcp.cs.nt€d by a stmishi
Une draen from thc c.nrcr ofrhe fring
uoifs hq to rhe centcr of th. ldger b.x. Th.
LOS can only be bloclcd (d.pcodjDs on
elcv.rion) ifit passes tbtough a blsking hcx
or th.ough a blocking h.xsidc ehich is nor
common with or adjacent to eirher rhe firing
unit's or rhc target dftt hex.
A cl..r LOS alMls dists out ofa bleking
h.r cootairiog a tuing unir, ord irro a blck-
itrg hq corr.ining a rar8.t unit, bur g.u.r
ally ooi (d.p.ndirg on .l.vatiod) through a
blocking hcr. Thusr units c.n .lwals li.c
itrto an Edj.ccnt hcr. lf |hc LOS is bl@k€d,

[9.711Typ6 ofuerint !..r.in are li*d on
ttE T.rnin Effcrs 6 Combat t ble, 9.56. In
dditioq uit!, fiiddly o. o$.ix/i!., {c on-
sidcr€d blodjng remin. Vh.thcr blcting
iemin i.turly bloct LOS b d.p.n&nt upon
ihc .ldation ofboth ttlc luing 6d d.fsrdiog

[9.72] For purpoes ofd.t.rhitring LOS,
sroud l.v.l ii ele{rion 0 f..t. Infstry
anill.ry ind disdohrcd evdry ar. 5 f.cr
tall; houotcd crvrlry and supply wagons lrc
l0 fcct t!U. Ridges e. 30 fc.i high. TMs iD
wood! erc 20 f..t high.
[9.73] D.r.minins LOS. Phy.B @ d.t.F
mirc ih. Li.. ofsighr in rwo waF: rhcy cr

l l

frontal hexsides to fire through. Eight
strength points can fire out of a given hex
through any one of its frontal hexsides (see
exceptions in $.19). However, the total num-
ber of small-arms strength points that can
fire out of a hex is limited to 16 SPs.
[9.32] The $ strength points that can fire
through a hexside are pre-range effects modi-
fication strength points. Thus, the B strength
points can be doubled, halved, etc., as an
effect of range.
[933] Artillery is not limited to B strength
points of fire per hexside. All batteries or
sections in a hex can fire out of one hexside
unless prohibited by $.19.

[HA] MULTIPLE UNIT FIRE
[9.41] Generally, if two or more friendly units
fire at the same enemy-occupied hex, all firing
units must combine their fire strength into a
single total, regardless ofwhether the firing
units are stacked together or in different hexes.
Each tmit’s fire strength is computed separately
for range, and then all are added together.
However, small-arm.s fire strength and artillery
fire strength are usually never added together;
the two types of fire are resolved separately
(exception: see 9.42).
[9.42] The exception to 9.41 is that artillery
fires at two different ranges, canister and
bombardment (see 16.3 and 9.27). Artillery
fire at canister range is never combined with
artillery fire at bombardment range. How-
ever, a player may choose to combine artil-
lery canister fire (but not bombardment fire)
with small-arms fire if all firing units are
either stacked together or in adjacent hexes.
[9.43] Wlien a unit is fired on separately by
artillery and then small-arms, both attacks are
resolved before any resulting casualties are
applied. This can be important because the
chance of causing a casualty is affected by the
density ofstrength points in the hex. All casual-
ties {if any) from both attacks are then applied
before resolving any morale checks, disorder
rolls, etc. (Thus, a unit does not escape artillery
bombardment fire because small-arms fire
causes the unit to rout and run away.)
[£1.44] During a Fire phase, small-arms fire
generally affects only the top infantry or
cavalry unit in a stack (see $.21).
[9.-45] No unit can be fired upon more than
once in any given Fire phase by small-arms
fire. No unit can be fired upon more than
once in a Combat phase by artillery canister.
No unit may be fired upon more than once
by bombardment. A unit can be fired upon
by both small-arms and artillery in any one
Fire phase, but only once by each (see 10.2,
and remember 9.42).
[9.4-ti] No unit may fre its entire fire strength
more than once in any given Fire phase (see
19.2). However, within any given Fire phase
a unit can choose to split its fire strength,
directing it at any number of target hexes, as
long as it obeys the rules on facing and on
maximum fire strength per hexside. A unit

that divides its fire strength can fire at sev-
eral targets at the same range or at different
ranges, resolving each fire separately.
Example: An infantry regiment with a current
strength of 3 SPs can fire with a strength of 1
at three different enemy hues or it can fire
with a strength of 2 at one hex and 1 at an-
other. Note that the current strength is divided,
not the final fire strength (which can be the
current strength modified by terrain, range,
etc.).
[9.47] In splitting units‘ fire strengths, the
current strength cannot be so divided as to
make the final fire strength against any one
hex less than 1. This restriction applies only
when splitting fire strength. A unit can
always fire its whole strength at a single
target, no matter how much it is reduced.
Example: A battery of 6 TB guns could not fire
at six individual targets twelve hexes distant,
since the fmal fire strength would be ifz point
per target. The battery would have to split its
fire among only three of the targets to produce
the necessary l point minimum per target.
However, the battery could fire at six targets if
target density, mounted formation, etc., pro-
vided column shifts that raised the final fire
strength per target to at least 1.

[9.5] TERRAIN EFFECTS
ON FIRE COMBAT

Some terrain features on the map provide
column shifts that benefit the defender in fire
combat. A defending friendly unit receives
the benefit of terrain as long as at least one of
the firing enemy units is firing through or
into that terrain. All terrain effects are cumu-
lative. Terrain effects are listed on table 9.56.
[9.5l] Ridges. If a friendly target unit occu-
pies a hex with a ridge hexside, and any
enemy unit is firing through the ridge hex-
side, the total fire strength of the firing
unit(s) is shifted one column to the left on
the Fire CRT.
[9.52] Woods, Heavy Woodsmough, and
Woodsllllaz-sin. If a friendly target unit
occupies one of these hexes, the total fire
strength of the firing enemy unit(s) is shifted
one or two columns to the left on the Fire
CRT; see 9.56.
[953] Roads and Trails. These have no
effect on fire combat. For any terrain effects,
refer to the other terrain in the hex.
[954] Stone walls do not block line of sight.
However, artillery cannot fire across a stone
wall which forms a side of the hex the artillery
isin. ifthetargetunitisinahexwhichhasa
stone wall hertmide, and all enemy units firing at
it are firing across the stone wall hexside, the
target unit receives a two-column shift to the
lefi on the Fire CRT. Ifsome enemy units are
firing across the stone wall and others are not,
the target unit receives a one-column shifi to
the left on the Fire CRT. A stone wall provides
no protection at all if the target unit is enfiladed
byfire(andthetargetunitstillsulfersthctwo-
column shift to the right for being enfiladed].

ll

[955] Example of Terrain Effects and Fire
CRT Column Shifts
An infantry regiment of 2 SPs in a woods hex
is fired upon from behind by three enemy
dismounted cavalry battalions with a combined
strength of22 SR The infantry receives a three
column shift in its favor (two for target density,
one for woods). The firing cavalry units receive
two shifts in their favor (target is enfiladed).
The final net adjusnnent is one shifi to the lefi,
in favor of the defender. The attack is resolved
on the 14 to 1B column.
[956] TERRAIN EFFECTS ON COMBAT
Table
(See central pull-out section.)
[9.6] EFFECTS or FACING,

FORMATION AND ASSRULT
[9.61] Units may fire only through their
frontal hexsides; however, they can be fired
upon from any direction.
[9.62] Infantry and mounted cavalry units in
column and limbered artillery cannot fire in
any phase.
[9.63] The total fire strength of the firing
tmit(s) is shifted two columns to the right on
the Fire CRT iftbe target is enfiladed (see
7.22).
[9.64] Neither player may fire into a hex in
which engaged units are in the midst of a
melee. (Exception: see 16.64.)

[9.7] LINE OF SIGHT
(LINE OF FIRE)

The ability of a unit to fire from the hex it is
in to some other hex depends on the terrain
between those hexes along the Line of Sight
(LOS). An LOS is represented by a straight
line drawn from the center of the firing
unit's hex to the center of the target hex. The
LOS can only be blocked (depending on
elevation) if it passes through a blocking hex
or through a blocking hexside which is not
common with or adjacent to either the firing
unit’s or the target unit’s hex.
A clear LOS always exists out of a blocking
hex containing a firing unit, and into a block-
ing hex containing a target unit, but gener-
ally not (depending on elevation) through a
blocking hex. Thus, units can always fire
into an adjacent hex. If the LOS is blocked,
fire is not possible.
[9.7l] Types of blocking terrain are listed on
the Terrain Effects on Combat table, 9.56. In
addition, units, friendly or otherwise, are con-
sidered blocking terrain. ‘Whether blocking
terrain actually blocks LOS is dependent upon
the elevation ofboth the firing and defending
units.
[912] For purposes ofdetermining LOS,
ground level is elevation ll feet. Infantry,
artillery, and dismounted cavalry are 5 feet
tall; mounted cavalry and supply wagons are
ID feet tall. Ridges are 30 feet high. Trees in
woods are 20 feet high.
[933] Determining LOS. Players can deter-
mine the Line of Sight in two ways: they can



w the ba8ic dgoriilutr (rnath€@tial expr6-
sion ofdrc Ur€ of Sidt), or thcy can u!€ tle
Linc of Sight Gaugc, vhich is a graphic repF
*nr.tion ofrhe .lgorirhs. Usualy, phrB wil
find thcmelvB using the.lgoriihm ody to
cb<l ibc ()c@i6al "clc oll" or rh. EausE.
l) The B.sic Algorithm Procedure
A cl.ar Lin. ofsight .xists iI:
H/D is €qual to o! grcate! than (hp-5ydp.
H = Hcirht (if, fcct of highe! positio!
minus hcishr of low.r posnio!.
D = DisrlDcc (in hcxes) frod hisher posi-
tion to lo*c. posirion.
hp = H.iCbt (in feo ofporctrtial obstacle
minus heighi oflowcr p6ition.
dp - DistEncc (io hcxcs) froE porcDrial
obsncle to low.r position.
2) Line of sishr Clusc Procedure
Note thlr thc heights are expr6i.d in incle
mmts of 5 f.et. Horihnr.lly disrde is 6e-
$ed in adivid.d yard incmors
(@rupoDdjnr ro the hqs). On the zarc
distoce lin.,l@re the h.ight ofthe hishs
p6ition. M@ing fron rhis point Ooriz.u-
tally, in hqd) l@t€ th€ h.i8bt of the tNer
posirion. Cornccl th.s€ t\r/o poims wirh a
straightcdg. (a transparent plrstic tuld is iddr).
Nov locat€ thc h.idt dd dbraa of my
sp<r.d oh6t.clc. Rffib.r !h!r a t@ adds
5 f€a to ih. hcicht ofany ot61aclc and a vood5
hq adds 20 fcr to thc h.ight ofey obsracl€,
€tc- rdlc ot6tacl. i! hiCh€r than thc Lile of
Sight.i thc point ofintds.crion, thd the Line
ofsight is blo<Ld. If rbc Lin. of Si8ht sacily
irtcrsrs rh. ob6t cL, or pos6 dr it, thd
dE Lirc ofsisbt is.ot bb.r.d. rrh@ is sy
doubt, plarrs should n$on to tbc algoriibs.
Notc tbat, tc.hnicaly sp.atin& the Li@ of
Sidt could pass as nuch as five fcet bclow the
ob6raclc ud still not b. bloctcd (thi' accoDts
for the .wRg. h.ighr of a ttw's mlsker md
thc tstgcr aborc rhc rcmin on which the el-

[9.8] RBSUUTS OF FrRE COMBAT
The iyper .nd dist.ibrrion ofcrmbar rcaults
hss chsnred sm.whst from pr.vious sames
in this sy3rcm. E.9., slno6r gone is rhe
dredcd "Pin" (ofdubious .elisE ro besitr
wirh). Th. tr.w CRT strd its..sul$ can be
us.d wirh lny oth.r galnc in the system tbat
uscs a 50-dan-pcFstrength-point 3dle.
R$ults on thc Fir. Cohbar Rgults table
(CRT) itrclud. p.lsonnel esuerd6, slr.s
desroy€d, disord.r, .our ad Dorale checls
(vhich includc disord.r, rou( a.d pir). Th.
latr.r rhtcc altcct E ui('s sbiliry to tunctron;
thc form.. rcduc. its streoSih leeel.

l9.8ll wh.n rh. Fire CRT yiclds a numeri'
el .csuli lnd rh. larger is infant./ or sv.rry,
rh8r ui has lon that number of srmgth
points (mGrly Den kiucd o. woud.d, bu.
aho rooPs simply unable ro tuDction for a
varicty of reasom). Thc owning player ad.
justs the afrecEd unit\ str.ngth marker ed
alsoJ if necess..y (depcndins or rhe sccnariol

.ecords rh. l6s on his ord.r of blnle rosrer
sheet (for d.t.rminins losr ofbrisade effec-
tivencss). Fo. results with an astcrirk (*I that
unir udergoes . mor.lc check lfrer rhe
esualries s.e t.kcn (se€ 14.2). A unir is
.emov.d from play whcn aU its SPs ar. losi

[9.82] Iff aniudy b.rt6y or kction is
stactcd with an inhntry or cavalry uit, Ihc
artill.ry unit d@s not 3uffcr qsalti.s fio@
sddl'alms or canbtcr fir. unlcss the infantrt
or oeNlry llnit is .limiratcd by es@lti.s
(cxccptiod: 6.46). vh.n. bgii.ry or sccrion
is .[.cr.d by sm.ll.ms or aniU.ry 6i$.r
firc, only th. cr.w sufi.F @sudti6. lfa
battery suff.F a r.sult of I from solll.atc
tu., the gun crex, caunrd is llipp.d ovd ro
its ..duc.d strcagrh side or, ifalre3dy re.
duced, th. ffw is climin.r.d. A sm.ll-.ms
resulr of2 or Dor. climin.i$ rhc crcw ihme
dhrcly. lfm .nill.ry crcw is .liminat.d, th.
banery o. scction .cmein! on thc map dd is
mgrked with En "Ablndoned Gunt' mark€L

I9.83lwh.n.n ortiu.ry b.ftery or section is
fired at aod hit by cn.my lrtillcry st bom'
blrdhent ransc (e. 8.22), sll rcsul$ of I are
reated as automatic dilorder (i..., thc utrit is
diso.dered without rouing for moralc). All
resulrs of2 o. gret r ar. r..t.d as l\.
Rcnemb.r, this applics only ro battdy vs.
b.ttery !r bohb.rdb.nt reng.. Ifa barrc.y or
secrion h$ sll i$ guns d.stroy.d, t@ov.
that ban.ryls.ction frod thc g.m., 

'lcludidgrhc c!w. Rd.dbcr that d.nsity has no
rcgative clled on .nillcry as . t.rgct whctr
thc anil.ry ir bcing bombard.d.

t9.841 Vhd| a D r6urt is obtlinoq mll o!€ die
ud cmp.E ir ro tbc unifs cunrnr nonl€
mring. IfdE di. rol b highd dB th. moFle
Ftng, that unit is djlordcEd. Whcn rcling for
r D $hE r @. ftom thc di. roll if the uit is
st ctcd wirh. l6dq, ldd ooc ifit 

'r.rfl.d.d.Ifd. EDdificd roll 
'5 

thc am s or lNd rho
the nonle nting, th@ is m cfet. Othwis.'
ihe unit is .liso.ddcd. A dhords€d unit sff.F
thc folowhg etrcctel
.) Movemen( rste reducd by I andmay
not enter cn.my zoci cavalry may not trcr

b) R.glrdlc$ ofwkr formation that unit is
i!, it is iEE.diat.ly placcd in lirc. (This
docs Dot apply ro aruu.ry) ft mEy not chlDge
fot@dod unril r.fom.d.
c) Th. uir b.y oot fire ofcosiv.lt or fr.
eithdr.wal or rclret nrc.
d) Th. uir Eoy oot iditilt. d.le, cbdge,
or court.r-clarge, .hbough rh.y d.f.nd
DotDUy. Plae. "DLordcrcd" Darter o!
top ofrh.r uir to indic.tc n! sr.rus. (RF
6oval of dirord.r is di!.1lsd in 14.65.)
e) A unit sl@dy dirordcr.d th.r suffers an
addirional D r.sult bccomcs routcd Gc.14.4r.
[9.85lWhcn ar M resulr cd.s, ihe unit
nust underso a mor.lc.heck (scc 14.2).

[9.86]\rh.n. D/R rerult is obrain.d, the

play€r rolls one die for his unir and compar.s
ihat dumber with his uritt mor.lc .aiiog. If
rhe die roll is highe. than the mo.al..ating,
rhar unir rours (see 14.4). lr it is rhe same or
lower, the uir is disord.rcd (see 9.84). rvhcn
rollif,g for D/R resultsJ add on. to th. di.
rol ifthe unit ha3 been enfiladed aod sub-
rpcr one from rhc die roU if thc unit is

[9.87] On the Fir. CRT.nd th. Mor.l.
Chect rable dl R Esults to bartdica./$crions
@ tr@ted as pim ($€ 14.5).

[9.6E] kad.rs 6 b. riu.d or wo6d.d by
ooy tue (s 17.?). How.v.r, th.y.rc nor
afr.ct.d by D, R, or M rc$lts, altbough ifa
combat uit obtains a pirn..l ..sult, thc
l@de. is d$ pintred. A pinncd l.ad.r har his
effcdiveness rurirs rcdued by onc and, lite
the combat units, may not movc .xc.pr to
Gr.ear as a resulr of.n asaulr or rour.

t9.891 FIRE COMBAT RESULTS Tablc
(See cent.rl pull-out ,ection.)

[9,0] ADVANCE AFrER
FIRE COMBAT

[9.9U re s6yi)@pied hex i! vacatcd as.
r6ult offe conbqt in the &i.n<Uy Offensive
Fire pha$e, adjaccnt ftisdly aits dEr fiEd
into ihe hd in th. Iiiodly OffdBirc Fi&
pb.a6e @ adnnci into th. v.@t hd in th.
Aio<Uy Asult pbs. Ho{&r, rlE ad@dlg
uirs e sril bqDd by th€ $acking rtstncrio6
for th€ i!@t hs (scc 8.19). Thc .dEa is
dto@iiq lhc uils n €dn't mk . monlc
ched to adeale. frhjr ruI. ad es 12.79
erylain thc only mdbods for ordiDg a Ecant
hq in rbc tiody Mclc phr*.)

[9.921A unir My not advancc as E r$uh of
leilet fire or withdt.w.l nrc.

[9.93] Friendly units mry nor rdv.nce as a
rcsurt offre in rh. f.icndly Def€ntive Fire

[9.94] Neither anille.y nor wlgon8 may
.dme as a result of fire combai. HoweverJ
l@deB stact<ed wirh adwncing units may
rdvane wirh tho* uDils.

[10.01 zoNEs oF
CONTROL

GENEML RULE
All uits io line fo@tion, dbmountcd
er€rry mirs, dd ulihb.r.d .nill.ry bltrcF
ies and sedioos harc a Zoo. of Control
(Zoc) qrcf,ditrs irto th... hqcs adjacclt to
rb€it ftoltal haid.s. Mounrcd c:vll.y in
collm dcns . ZOC into only its frcnrsl
hd. The ZOCS of rb$. uits Ef.ct wnh-
ds*d, rcrrcal, supplt lnd cohmaDd.
Limbered .rriuery, supply wagons, aDd
l@de6 have no ZOC.
CASES

[10.1I WITIIDRAWAL FIRE
Ifa f.endly unit lcaves e enemy-conrolled
h€x, rhe cn€my unit qerting that Zoc c.n

12

use the basic algorithm (mathematical expres-
sion of the Line of Sight), or they can use the
Line of Sight Gauge, which is a graphic repre-
sentation of the algorithm. Usually, players will
find themselves using the algorithm only to
check the occasional "close call” on the gauge.
1) The Basic Algorithm Procedure
A clear Line of Sight exists if:
HID is equal to or greater than (hp-5)1dp.
H = Height (in feet) of higher position
minus height of lower position.
D = Distance (in hexes) from higher posi-
tion to lower position.
hp = Height (in feet) of potential obstacle
minus height of lower position.
dp = Distance (in hexes) from potential
obstacle to lower position.
2) Line of Sight Gauge Procedure

Note that the heights are expressed in incre-
ments of 5 feet. Horiaontallyg distance is mea-
sured in undivided yard increments
(corresponding to the hexes). On the zero
distance line, locate the height of the higher
position. Measuring from this point (horizon-
tally, in hexes) locate the height of the lower
position. Connect these two points with a
straightedge (a transparent plastic ruler is ideal).
Now locate the height and distance of any
suspected obstacle. Remember that a man adds
5 feet to the height of any obstacle and a woods
hex adds 20 feet to the height ofany obstacle,
etc. lfthe obstacle is higher than the Line of
Sight at the point of intersection, then the Line
of Sight is blocked. If the Line of Sight exactly
intersects the obstacle, or passes over it, then
the Line of Sight is not blocked. Ifthere is any
doubt, players should resort to the algorithm.
Note that, technically speaking, the Line of
Sight could pass as much as five feet below the
obstacle and still not be blocked (this accounts
for the average height of a man’s musket and
the target above the terrain on which the sol-
diers stand).

[9.3] RESULTS OF FIRE COMBAT
The types and distribution of Combat results
has changed somewhat from previous games
in this system. E.g., almost gone is the
dreaded “Pin” (of dubious realism to begin
with). The new CRT and its results can be
used with any other game in the system that
uses a 50-man-per-strength-point scale.
Results on the Fire Combat Results table
(CRT) include personnel casualties, guns
destroyed, disorder, rout and morale checks
(which include disorder, rout and pin). The
latter three affect a unit‘s ability to function;
the former reduce its strength level.

[E-1.81] When the Fire CRT yields a numeri-
cal result and the target is infantry or cavalry,
that unit has lost that number of strength
points (mostly men killed or wounded, but
also troops simply unable to fitnction for a
variety of reasons). The owning player ad-
justs the affected unit’s strength marker and
also, if necessary (depending on the scenario),

records the loss on his order of battle roster
sheet (for determining loss of brigade effec-
tiveness). For results with an asterisk (*), that
unit undergoes a morale check after the
casualties are taken (see 14.2). A unit is
removed from play when all its SPs are lost.
[9.82] If an artillery battery or section is
stacked with an infantry or cavalry unit, the
artillery unit does not suffer casualties from
small-arms or canister fire unless the infantry
or cavalry unit is eliminated by casualties
(exception: 6.46). When a battery or section
is affected by small-arms or artillery canister
fire, only the crew suffers casualties. Ifa
battery suffers a result of 1 from small-arms
fire, the gun crew counter is flipped over to
its reduced strength side or, if already re-
duced, the crew is eliminated. A small-arms
result of 2 or more eliminates the crew imme-
diately. If an artillery crew is eliminated, the
battery or section remains on the map and is
marked with an “Abandoned Guns" marker.
[9.83] When an artillery battery or section is
fired at and hit by enemy artillery at bom-
bardment range (see 8.22), all results of l are
treated as automatic disorder (i.e., the unit is
disordered without rolling for morale). All
results of 2 or greater are treated as l’s.
Remember, this applies only to battery vs.
battery at bombardment range. If a battery or
section has all its guns destroyed, remove
that batteryfsection from the game, including
the crew. Remember that density has no
negative effect on artillery as a target when
the artillery is being bombarded.
[9.84] When a D result is obtained, roll one die
and compare it to the unit's current morale
rating. Ifthe die coll is higher than the morale
rating, that unit is disordered. When rolling for
a D, subnact one from the die roll iftbe unit is
stacked with a leader, add one if it is enfiladed.
If the modified roll is the same as or lower than
the morale rating, there is no effect. Otherwise,
the unit is disordered. A disordered unit suffers
the following effects:
a) Movement rate reduced by 1 and may
not enter enemy ZOC; cavalry may not trot
or canter.

b) Regardless of what formation that unit is
in, it is immediately placed in line. (This
does not apply to artillery.) It may not change
formation until reformed.

c) The unit may not fire offensively, or fire
withdrawal or retreat fire.
d) The unit may not initiate melee, charge,
or counter-charge, although they defend
normally. Place a “Disordered” marker on
top of that unit to indicate its status. (Re-
moval of disorder is discussed in 14.65.)

e) A unit already disordered that suffers an
additional D result becomes routed (see
14.4).
[$1.85] When an M result occurs, the unit
must undergo a morale check (see 14.2).
[$1.86] When a DIR result is obtained, the
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player rolls one die for his unit and compares
that number with his unit’s morale rating. If
the die roll is higher than the morale rating,
that unit routs (see 14.4). If it is the same or
lower, the unit is disordered (see 9.34). When
rolling for DIR results, add one to the die
roll if the unit has been enfiladed, and sub-
tract one from the die roll if the unit is
stacked with a leader.
[9.87] On the Fire CRT and the Morale
Check table all R results to batteries.-‘sections
are treated as pins (see 14.5).
[£1.88] Leaders can he killed or wounded by
enemy fire (see 171?). However, they are not
affected by D, R, or M results, although if a
combat unit obtains a pinned result, the
leader is also pinned. A pinned leader has his
effectiveness rating reduced by one and, like
the combat units, may not move except to
retreat as a result of an assault or rout.

[SL891 FIRE COMBAT RESULTS Table
(See central pull-out section.)

[as] ADVANCE AFTER
FIRE COMBAT

[9.9l] lfan enemy-occupied hex is vacated as a
result of fire combat in the fiiendly Offensive
Fire phase, adjacent friendly units that fired
into the hex in the friendly Offensive Fire
phase can advance into the vacant hex in the
fiiendly Assault phase. However, the advancing
units are still bound by the stacking restrictions
for the vacant hex (see 5.19). The advance is
automatic; the units necdn’t make a morale
check to advance. (This rule and case l2.'l'9
explain the only methods for entering a vacant
hex in the friendly Melee phase.)

[£3.92] A unit may not advance as a result of
retreat fire or withdrawal fire.
[933] Friendly units may not advance as a
result of fire in the friendly Defensive Fire
phase.
[934] Neither artillery nor wagons may
advance as a result of fire combat. However,
leaders stacked with advancing units may
advance with those units.

[10.0] zones OF
CONTROL

GENERAL RULE
All units in line formation, dismounted
cavalry units, and unlimbered artillery batter-
ies and sections have a Zone of Control
(ZOC) extending into three hexes adjacent to
their frontal hexsides. Mounted cavalry in
column exerts a ZOC into only its frontal
hex. The ZOCs of these units affect with-
drawal, retreat, supply, and command.
Limbered artillery, supply wagons, and
leaders have no ZOC.

CASES

[1ll.1] WITHDRAWAL FIRE
Ifa frendly unit leaves an enemy-controlled
hex, the enemy unit exerting that ZUC can



p.rfodn withdrawal firc .t rh. moving mit
bcfor. I lcav.s rhc hcx ar th. foUowing

.) fri.ndly Mov.m.nr phs. (ioclud6 chrs-
in8 formation (G 6.45)
b) frirndly Rcficat Bcfo.. Mcl.. phase
c) fricndly Chars. Avoidanc. phs.
d) chrr. or countc.{hxsc.
A fri.ndly sdslllrm8 unit can abo tate
withdr.v.l nr. { rny cn my .nill.ry ban.ry
or $cdon that ch.ngca fom.rion wiihi!
nnt. rd LOS of th. f.i.Ddly uit. In rhi5
forh ofwithdr.srl firc, hDt. i5 nor lieir.d
to fri.ndly ZOC h.x.s.

ll0. I ll vithdnwrl fi.c igk6 pl.c. b.for. ihc
eithdnvin8 unit l.ivcs tb. hd, i.c., rh.
rsgc is onc hcr. Howcv.., unit3 firing at
.ncmy sriill.ry chsnging formrdon Fay fir.
.t ! dLnnc. grcatcr thon I hcx.

0 0.121 wirbdrsvrl fift is in sddition to.!y
mmd off.trliv. o. d.f.lsivc fir.. Unirs oD
fir. wnhdraval fir. lnv numbcr oftioes.

Il0.lllIfrh.r€.r. rwo (or Dore)unirs in rhc
$mc hd ir rh. ZOC of sn Gn.my uir sd
th.y both wish to vilhdEw, th. .o@y uit
c.n fir€ orly oncc |t th. st.ct.

ll0.l4l lfthcE sr. r{o or morc uns ir a sta.l,
od sm bur mt dl of dr uit3 wish ro wirh-
dEw, drr 6 do !o widtour b.ing fiEd upo!.
Hos'rE, in $ch . car., tL u!i(s) rtdainins
in thc ha fr.r Fithdrrsd fc. ID dlei, th.y
r co\|trins ror th. wfthdnwi.r ui(s). r.
uir $lt6 vithdnwd 6E o s Nqils uit
for od|d uir! rhd c a hd'rwilg non a h.a
ih. d.rBiry adiustmcn fo. fir. combat is b6.d
on dlc an! ofth.<3Ering forc. onu lot lhc

ll0.l5l A unir 6!trcrins @s1l!ftn5 dui,g wiih-
drawd fiE is tnatcd as ifit hrd saft-rcd ca$al'
ri.. dui!€ 6y 

'tgulu 
F'ft phrr.. Th. (mins

plattr rnult m[ for nonlc ch..t!, pciu.
di6ord.r. lcadcr lo6s, ctc. r. si sf.a a
pirn d i6ulr fim r und. ch..t duins a
wirbdlliid in e Mo!@t phr., it @ t!4!
c b.r, ..d thd n bc@ pinn d (@Fi@
12.?8). A wirbdwirs uir is nd rf..t€d it6.
llKins fdc i, pinn d b wid'dras"l6re.

110.16lA unit Dry wirhdw nw 6 6@y
ZoC tb&rgb oy lBid. n eidr.r 6l6s 6 n
dc no( ord u dr.dy{corpird ba Holr€irr,
fin vitMftwing th. unit pr!.da iB e.fl..b
h4id6 to t!. ftiry uir, fi. uft 6ri,s witl-
dE"ll 6E rh6 t B th. bcd.6l of@flade 6ft.
A unit willd'rsrng vildDd irir'iauy
prtscrt iB c!flid. to rn srcrny unit.

ll0.l4 w-nhdr.sd fE r!k6 pha.fthcr in thc
Movqnd plu!. md/or th. Rctret B.forc
Mclc. pb$., nor duri.g .ry Firc ph$.. A uit
dqr is in $. ZOC of s ffiy uit duing.
Fr Dh3$ .nd i! foEd to nE at dr of dqr
ZOC duirs thc FiE ph.$ d6 not $fd
withdr3*ll 6r.. Mthdr:*rl 6r. b not collsftl
.r!d Fn of ltty Fnt phrsc and nct,lr clrs
during r Fr phdj il oc.!!s dny ar rh. dtc

liscd aboE. Units thri B wlhdEvd 6E Ely
fiE rtgulffly during any Fin phr!. in tlar
phyq-tum. Rdmbc. to d.d fting uits tur

ll0.l8l lados (dom) vho withdEv fion an
elmy ZOC do nor rrigg.r withdEwl fir.

U0.l9lVho, uit rig8c6 wirhdlilr,rl6r., it
6 b. 6!d m (lc by clrry digibl., .PpGilg
@ir. TIE! i! .o [oit to ti. rumb.r ofuniB
whidr @ fn Er. virhdwi.t 6any mir
(prwid.d dh ftins uir i!.lisibL). A sirsL
uit can fir! wiihdftd f'. qs nlny tirn6 6
thc e @@y si! whi.i EigEq er.h 6E

[ro.2l RETREAT FIRE
A unii forccd rc rctr.8t inlo thc ZOC ofo
.D.my unit, olhcr than th. uait vhich eu*d
tbc ElEr, @y urd.rto rdEr firc. Th.
p.a.duE for rctHt fir. i3 rh. sm. $ for
withdnwd ti.c (sc. 10. l) a,ith two qc.p
tions: in rdrclt fir., units cnt.ring thc ZOC
triggfl rhc fir., ss opp$cd to unit3 lcaving
tbc ZOC (rs in withdr.v.l fir.I .nd .cnar
fir. €n ocor during. C.oEblr pha$.

ll0.2ll Esch rif. . unit rctr..B into tbe h.x
of. difi.r.nt encmy unit, th. pNibiury of
ret.st Iift b trigg.r.d; rh.Efor., E r.rredng
uit @ b. fir.d or by scEl cn.ny uit3

[10.22]Encmy unit! ftrirg on rcrrcninS
uit3 b.y firc otrly onc. .r . tiv.n hit
duing.ny r.r..t. Unit3 lui6g rcrror fc
mult cb..l for :tnounitioD d.pl.tiod.

tr0.23l Rd@rirr, rour.d uit! tblt sufi.r
@rudti6 frco rctrat firc do not rcU for
dbordc., D/& o. Drlc mordc chcct!.

lr0il EFFECT oF zoc oN
AMMI,'NITION ST'PPLY

UniB an.mptinS to rdcc s linc of3upply ro
their supply $/asom G.. cas. t 1.2) lDoy lot
tncc this lin. thmugh cn .!cmy ZOg un-
ls th. hd L o.opicd by a fri.dly mir.

[10.{l BFFECT OF ZOC ON
COMMAND CONTROL

Urft$ !n.mpti!8 to rc r Lad.6hip frdiu
liod: lqdd io. unl (or ootld lad6) @y
not tnc. thi3 lin. thrqld . hd ia.n eo@y
ZOC unlc3s th. h.r n occupicd by r fiicndly

110.51 EXTENT OF ZONES
OF OONTROL

ZOCr do not .rtcnd tlurugh i!|F!.|blc hd-
sidB. Th. pt6.E ofe fii.ldly unft !.9.16
an cn ny ZOC for putpe.s ofsupply ed
ledd.hip liG- Hoftr.!., th. pr...oc. of a
&iodly uir dc rot r.gctc.n .a.my ZOC
for purpce ofwithdrswd d rcrrar frc.

[11.01 aMMUNTTTON
SUPPLY

GENBML RULE
All unit3 opabl. offi.c @Ebsr ar. lubi.ct to
possiblc &nounition dQlction. Th* uirs
@y b. rduppUcd by b.i.g eithi! rupply

ro8e ofr supply r^,a8oo, ehich @Fi$ borh
sm.U-artu End a.tilLry emmunitioD.

ur.ll SIJPPLY WACONS
lll III \rbron trEins.E not combat unirsi
they b.vc ro combat nrcnSth and tnay n.v.r
fire or inirisrc ocl... If for.cd to dcrcnd
agaifft an lsaultr th.y h8v. . m.lc. v.lu. of
0 ed s.c rlwar! consid.r.d to b. aftck.d
r.od.rf .rdc. Th.y h.Nvc no hcins or fotu-
tioo. Howcvcr, tb.y.r. co6i.ldcd ind.FD-
ddt .nd mry movc frcc of cotmad coot.ol.
VAgods csrry .n uDlmncd 3upply of EniU.ry
ud so.U-a.ms :6munition.
ll l.l2l Supply e.goo, rDiy .n mpt to r.sar
b.foE EElc in that !.Amdt oftb. Ass.uli
pl@. To do sor rh. phyd rous a diq if hc .oUs
. I o 4 dE mtoD my r.ft.t ooc or t\fo
lE6; if h. olb 16, th. wgd 

't@irr 
i!

pl,c.. frsonJ tn:y dso ivoid dErE6 (11.0)
aiDg ih. ldc m.thod. Ho\rc*r, if th.y rcl
l4 they may rctr.at up to 4 ho.caj ifth.y rcl
5{ thcy 3t!y 

'. 
pbe. Vhgoru D.y an.mpt

ctravsloi&ra whcthd or nor rhcy src
stact d \fith ony odcr uniB.
Ul.lll Supply *€sonr h.vc ! stscling vElue
.quol to 8 utacking poin$. Fo. dcnsity puF
Por€5J th.y rrc wonh 4 poinu.
I I l. I4l Th. .lT.ct of tMl]atu or ca.htd
firc againr( MtoG i. a follows:
!) AU numb.rcd c$urlty rcsults (i.c., lJ 2,
.tc,J d. tMt.d a surom.tic rcur5. Routcd
*lgoir rour lit. any orh.r unit; mor@c.,
rh.y uy no( prcvidc aupply.
b) AI orhd cdrs e rFt.d s pciblc pins.
The phFr rolb for pocsibl. pitr, wifi rh.
srgpo brving r mofrl€ ntinS of3 (roll d iffd
D l6d0. A pinnd *rgon diy Dcihs !t'G
nd pdid. rupply. Rout d rndor pinned
wgoN e Ftucd [k othd unit!, in thc P.rlly

ll l.l5l Th. .fr.d! of inill.ry firc sr boD-
bddD.rt rr'gc !8ah3t wigors ar. as fol

.) AU oumb.rd r.sult! plus all D/R r$ults
rc Fc.tcd .s rutonatic pins. Thc w.gon
E.y nor bov. or Providc .upply.
b) All othc. r6uhs aft trcd.d 6 posibl.
piB; rr..t $ in ll.l4.
ll l.16l In trld-/.hsrs., *!s@ islld r[ K
dd R EndB; mltovrr, rlrcy @ I:ffi F
pd!.d StoD! @y !cv.r b. dc.doyrd by
lsbar. TtEy ory b. epturd.s. r6ult of
Delc d dr.gc ift[. a|c!|y unit i! in th.
9G hq a tbc $igon et thc cnd ofthc Asslrllt

lll.l4 csprur.d msoD! mly not b. r$.d by
the othcr ridc; captudnS ihcm sinply dcnid
rheir w ro thc oth.r pb}!r. Ofc r!., ifthcy
@ t@ptuld by dE ctind sid., rhcy My be
u$ed. Glinorically, rhc colibd ofaEtnuiri@,
as ftl a5 th. t]T. of sh.ll ud lhot u!.4 wid
gready fi'om sidc to sideJ snd onc sid.'s a|Mo
B Pr.ny much u!.lc$ to thc olhd.)
lr l.l8l clpturd e.sonr nry Dot b. d.-
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perform withdrawal fire at the moving unit
before it leaves the hex at the following
times:

a) friendly Movement phase (includes chang-
ing formation (see 6.45)

b) friendly Retreat Before Melee phase
c) friendly Charge Avoidance phase
d) charge or counter-charge.
A friendly small-arms unit can also take
withdrawal fire at any enemy artillery battery
or section that changes formation within
range and LOS of the friendly unit. In this
form of withdrawal fire, range is not limited
to friendly ZO-C hexes.
[lil.l l] Withdrawal fire takes place before the
withdrawing unit leaves the hex, i.e., the
range is one hex. However, units firing at
enemy artillery changing formation may fire
at a distance greater than 1 hex.
[l[l.l2] Withdrawal fire is in addition to any
normal offensive or defensive fire. Units can
fire withdrawal fire any number of times.
[ll]. l 3] If there are two (or more) units in the
same hex in the ZOC of an enemy unit and
they both wish to withdraw, the enemy unit
can fire only once at the stack.
[l0. 14] If there are two or more units in a stack,
and some but not all of the units wish to with-
draw,theycandosowith-outbeingfiredupon.
I-lowever,insuchacase,theunit(s)remaining
inthehexsiifferwithdrawal fire. lneifect, they
are covering for the withdrawing unit(s). Ifa
unit suffers withdrawal fire as a covering unit
for other units that are withdrawing fiom a hex,
the density adiustment for fire combat is based
on the size of the covering force only, not the
size of the entire stack.
[lU.l5]Aunit suffering casualties during with-
drawalfireistreatedasifithadsull'eredcasual-
tiesduringanyregularFirephase.'I‘heo\vning
player must roll for morale checks, possible
disorder, leader loss, etc. Ifa unit sufiérsa
pinnedresultfinmamoralecheckdutinga
withdl'awalinaMovemeutplm,itmnmove
onehc:t,sndthenitbecomespinned(erception:
l2.?8).Awithdrawingunitisnotalfectediftlr:
covering forceispinned bywithdrawal fire.

[l[l.lb]Atu1itmaywithdrawfiomanenerny
ZOCthroughanyhmideitwishes,mlongasit
doesnotenteranenemy-oocupiedbex. However,
ifinwithdrawingtheunitpresentsitsenfilade
he:tstdes' totbeliringunit,theunitfiringwit.h-
drawalfirethengetsthebenefitofenfiladefire.
Aunitwithdrawingwillalmostinvaiiably
presentitseofiladetoanenerny unit.
[1il.l7] Withdrawalfiretaltesplace eitherinthe
lviovement phase and.-‘or the Retreat Before
Melee phase, not during any Fire phase. A unit
thatisinthefiofanenernyunitduringa
Fire phase and is forced to retreat out of that
ZOC duringthe Fire phase does not suffer
withdrawal fire. Withdrawal fire is not consid-
e|‘edpartofanyF'trephaseandneveroo:11rs
duringaFirephase;itoctmrsonlyatthecirnes

listedabove. Urtitstlmtusewitlidrawalfiremay
fire regularly dining any Fire phase in that
player-tum. Remember to check firing units for
ammunition depletion.
[lU.l8] Leaders (alone) who withdraw fi'om an
enemy ZOC do not trigger withdrawal fire.
[l0.l9] When a unit triggers withdrawal fire, it
canbef1redononcebycve|yeligible,opposing
unit.'l‘hereisnolin1ittothenumherofunits
which can fin: at a withdrawing enemy unit
(provided each firing tmit is eligible). A single
unit can fire withdrawal fire as many times as
there are enemy units which nigger such fire.

[1ll.2] RETREAT FIRE
A unit forced to retreat into the ZOC of an
enemy unit, other than the unit which caused
the retreat, may undergo retreat fire. The
procedure for retreat fire is the same as for
withdrawal fire (see 10.1) with two excep-
tions: in retreat fire, units entering the ZOC
trigger the fire, as opposed to units leaving
the ZOC (as in withdrawal fire); and retreat
fire can occur during a Combat phase.
[l0.21] Each time a unit retreats into the hex
of a different enemy unit, the possibility of
retreat fire is triggered; therefore, a retreating
unit can be fired on by several enemy units
as it retreats.

[10.22] Enemy units firing on retreating
units may fire only once at a given unit
during any retreat. Units firing retreat fire
must check for ammunition depletion.

[l0.23] Retreating, routed units that suffer
casualties from retreat fire do not roll for
disorder, DIR, or make morale checks.
[10.3] EFFECT OF ZOC ON

AMMUNITION SUPPLY
Units attempting to trace a line of supply to
their supply wagons (see case 11.2) may not
trace this line through an enemy ZOC, un-
less the hex is occupied by a friendly unit.

[10.4] EFFECT OF ZOC ON
COMMAND CONTROL

Units attempting to trace a leadership radius
fi'omaleadertoaunit(oranot.herleader)my
nottracethislinethroughahesinanenemy
ZDCunlessthelu-xisoccupiedbya friendly
unit.
[1ll.5] EXTENT OF ZONES

OF CONTROL
ZOCs do not extend through impassable hm-
sides. The presence of a friendly unit negates
an enemy ZOC for purposes ofsupply and
leadership lines. However, the presence of a
fiiendly unit does not negate an enemy ZOC
for purposes ofwithdrawal or retreat fire.

[1 1 .0] AMMUNITION
SUPPLY

GENERAL RULE
All units capable of fire combat are subject to
possible ammunition depletion. These units
may be resupplied by being within supply
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range of a supply wagon, which carries both
small-arms and artillery ammtmition.

[l1.l] SUPPLY WAGONS
[1 1.1 1] lllhgon trains are not combat units,
they have no combat strength and may never
fire or initiate melee. If forced to defend
against an assault, they have a melee value of
0 and are always considered to be attacked
from enfilade. They have no facing or forma-
tion. However, they are considered indepen-
dent and may move free of command control.
Wagons carry an unlimited supply of artillery
and small-arms ammunition.
[1 1.12] Supply wagons may attempt to retreat
before melee in that segment of the Amult
phase. To do so, the player rolls a die; if he mils
a 1 or2,thewagonmay rerreatoneortwo
hexes;ifherolls 3-tnthewagonremainsin
place. Wagons may also avoid charges (13.0)
using the same method. However, if they mil
1-4 they may retreat up to 4 hexes; if they roll
5-6 they stay in place. Wagons may attempt
retreatlavoidance whether or not they are
stacked with any other units.
[1 1.13] Supply wagons have a stacking value
equal to 8 stacking points. For density pur-
poses, they are worth 4 points.
[1 1.14] The effect of small-arms or canister
fire against wagons is as follows:
a) All numbered casualty results (i.e., I, 2,
etc.,) are treated as automatic routs. Routed
wagons rout like any other unit; moreover,
they may not provide supply.
b) All other results are treated as possible pins.
The player rolls for possible pin, with the
wagon having a morale rating of 3 (roll as iffor
Drmult). Apinnedwagonmayneithermove
nor provide supply. Routed andfor pinned
wagons are rallied like other units, in the Rally
phase.
[1 1.15] The effects of artillery fire at bom-
bardment range against wagons are as fol-
lows:

a) All numbered results plus all DIR results
are treated as automatic pins. The wagon
may not move or provide supply.

b) All other results are treated as possible
pins; treat as in 11.14.
[ll.l6]lnmeleefcharge,wagonsignoreallK.
andRresults;moreover,theyareneverre-
pulsed.Wagonsmyneverbedestroyedby
combat. They mayhecapturedasaresult of
meleeorchargeiftbeenemyunitisinthe
samehexasthewagonattheendoftheflissaiilt
phase.
[11.l7] Captured wagons may not be used by
the other side; capturing them simply denies
their use to the other player. Ofcourse, if they
are recaptured by the original side, they may be
used. (Historically, the caliber ofamrnunition,
asvrellasthetypeofshellandshctu.-ied,variei:l
greatly from side to side, and one side’s arruno
was pretty much useless to the other.)
[1 1.18] Captured wagons may not be de-



stroyedr rhcy @y bc Fov.d by the capruring

ll l.l9l A wagon that ha8 movcd in the M(rc
ment phase day rot h. used to Bupply
friqdly uils in rhc cnNing Supply phe.

llr.2l sMArlAnMs
AMMT'NITTON

ll l 2ll Each tiDe a smlll'lrns unit 116 and
thc player rolls an 8 oD rhc Fir. CRI rh€re
is a posibility thar that unit will ron oul of
ammo. This does oot apply to mounted
c.v.lry which a.e llways in supply. The
play.r rolls one drej ifhe rolls a I or a 2, that
unit is oui ofADmsition. Plac. an "Ammo
Dcplered" mrker on rh.r unir. All uits
unde. th. M*e! e co$idcred our of

ll l.22lA uir th.t i3 out of ammunirion day
do lnfhiDg els bur fire. It may not fire at
any time until resupplied.
ll L231 Units tbat ar€ out of sMll-llm alMui-
tion tuy b. Glppltd in ihe Anmuition
Supply phe To b. Nppli.4 . uii tut be
abL to tra€ a $pply parh ro. ftiody $pply
v.gm in l! t pb6e. Th. path is t'1ced Alm
uit ro wsm (!or vi- Era} Fd e'alry, dE
parb my be no lmgs rba l0 t):lru6t points
(at nourcd eulry 6r.)i for inf.rtry, dE path
may be ooldger rhd 5 mNemnr pointq
infantry at€. Both moleffit mtd @ trqted a6
ol'lm ml'!@st. The path may not be rEed
dulugh e elloy oDbat uit o. ZOC, ur 6
d.lftq is clpied by a fricn lly 6mbar uir.
Th. uir lfuo. b. pimed or mt 4
lll.24lUf,its my dnw rupply frco dy
friendly msoD, excepr onc th.r has mov€d
(see l l . I9.)

[TT.I] ARTILLERY AMMIJNITION
lll.3llEach side has sn artillery rosrer,
{,hich iDclud€s dl batt.ri.vsections availa'
bl., although not !U ar. u$d in ech sce-
m!io. The bqes r.pr$.nr .ou& of
ammuaition. Playc.s should use th.s€ rosters
fo. each sceMio, noting phich baneri6 are
in thar padalar battle.

1.321 V,lt€neler a playcr fir€s with on€ ofhis
boftdies o. s6rions, and he rous a 7 or 9 on rhe
CRT (regadl* of whethg it is @ister or
bomb.idDot), rhc bancry h3s qpended one
rNd. Cb6k otro@ bo* to indielc srch
.xFtrdirw (s 16.73 and t 1.33).
ltL331Aniuciy ammunition is tracted by
s.ction. When a secrion fir$, thai sedion
cxpcnds smmo. Wh.n a battcry (see 16.l)
iircs and €xpends ammo, that eapendirue is
applied to one section, firiog playels choice.
ll L341 A banery or $ction splittiog fire mry
.xp.d only otre rou per Fire pbase, ft-
tddt.ss ofhop oany tim€s th. player.oUs
on thc CRT for that unit in that ph.se.

lll.35l Ifa baftery or section has qpeDded
all ofi$ rouftJ it is out ofsmmunition atd
tnsy not fire atil resuppli€d.
tl1.361Anillery can bc resupplied by mcins
3 supply path as per Il.23J in rhe Anlduni-

tion Supply phase. Thc p.th may be no
lonEer than l0 MPs, ovdry
lIl.37l An arriuery uf,it Day.eceive rwo
routrds of ammunition (mximu) durins a
Supply phas, even if it n.cds more. How-
evct no sccxon may cvcr ca.ry Do.e th.n
th... rouds ofsupply.
ll L381 Fieodly batterics/sccriors @y .x-
ch3nrc uDunlion (i..., rounds/boxs) if
ihcy ar€ stacted i! tb€ sm. hq du.irg rh.
Supply pbase add neith.r unit has fued
during &ar pl.yeFrurn.

01.391Ifan artillery unn is c.prue4 irs
alnlno is eliDinated and catrtrot b. u$d by

[12.01 assauxT/
MELEE

GENERAL RULE
The terD asallr refers to hand-to'hand
codb8rr somerim.s .cicrcd ro .s "shek " in
which one side atrempts to dislodg€ rhe orhe!
from its positioo- In the REBEL SABERS"
gaft.J there a.. rwo rypcs of Nult combar:
m.lce and chdg.. Whil. only moNr€d
crv.l.y in tine may chargc, any conbat unit
(wirhin ce.tain resr.ictions) may ididare
mclee. The other major dif.lcnc. is that
while oelee is iniri.rcd f.om d rdiacent hex,
ctqrge is iniriated st a dhtloe ofrwo hq€s
o. Sreatei A charge may n.v.! b. @nbined
wilh a @elft; th.y arc conducted aDd re-
rolved s€parately. Mor.ov.!, disno@ted
c!v.l.y may neeer assuh thc sae ddy-
ocdpied hq d mounted c.v.lry Dis-
mounted csvalry 6.y combine vrith i.fdry
ro lttack the same hd.
Mclee ()(trs in rhe m.le ssriMs ofthe As-
sault ph@ whs a phairg pb}tr m@s !
ui(s) into o 6dy<rapi.d hq. The su-
ing corobat is Eed.rory, ed rhc Elrlt is
obtained nom the Ass.ult Combat Results
rabL. As a 61 of mel.c, unic my be eF
tured, $trq 6uafti.s, h. focd to dreat and
pcibly mte4 o. r€trtain €igaged in mele.
MeLe m ()(M only in th€ AMult ph!e.
PROCEDI]RE
To dgage in nelee wifi a! oleny uii, a
lriady uit must bcgin the fticddly Asulr
phe adja@t ro dEr .n my uii In the Mcle
segmqrJ the fricDdly uit inirisrs melc (s
12.3) ud move into th. ha with rhc 6@y
uit. The @Ebat ratio is aptlsd as a ditrer-
cne bttkd the total strmgth poinrs ofthe
anacler (rhe phasing pl.'tr) sd the lotal
siEogih points ofthe defqrdci The alefdder's
srrcnFh points (adjustd for lea.le6, r@in,
dd EoEle) N .lm]s subtnct€d AoD dre
anacts's EgEJdld ofwho bs 6G Fiots,
rhur ditremtj.b of z.ro or n.gBtlve dififtd-
tials 4. posible. Thc colllm ofrbe Alsult
CRT tbat c!.6pon<ls to the dif.rendar is us€d
to rcelve rhe atracl. Dilhrcntials lovd thd "7
o. highd tban + 16 u!. thc -7 u + 16

CASES

[12.11 DEFTNTTION OF
MELEE STRENGTH

ll2.ltlThe melee st.cngth ofao infant.y o.
dismouf,red cavalry unit is its orert
strenFh (which day be diffcrenr froD lhe

ll2.l2lThe Dele. srcnBh ofa nounted
cavalry @it is its cur.nt $r.nerh. Hoeevc.,
ifmounied evrlry is a(acted solely by
.nemy i.fdtry ihc r.sults column or fte
CRT is sdjusred of,c to rhe lefr, in favo. of
the defending eval.y. Ifmounted cavalry
an.cks iofaotry or dismosted evalry, adiust
thc a.le CRT oDe column ro thc right.
ll2.l3l DisEourt€d cavalry uirs and u.ns
in skidish fomadon havc modified nelc.
st.ensihs (see 6.14 and 21.46).
ll2.t4lThe melcc socngth ofa ftll-sfengrh
gun c.ew is 1. The melcc srrengih ofa
reduced{ftengrh gun crcv is 0. Remedber,
melee combat uses s difcrcntial, so rhe 0 cln
b€ used as a comparisotr fisure.
ll2.l5llragons havc a Dclee srrenFh of0.

U2,2I MEI.EE INITIATION
AND RISTRICTIONS

ll2.2ll To engaBe in mele., e attacring uoir
m6r begin rhe friendly Melce phase adjaent
to the enemy uir $at is to be attacted. F$
themore, rhe srBctjng wit oBt be able io
move hrc dE d.fcDdinE uir's hq drcueh ode
of th. attacting uiCa fronlal hsid6.
ll2.22lA hit cannor n.. rt d ddy air id
.n Oftensive Fir. phas. lnd rhcn.ssulr a
difl€r€nt elerly utrit itr th. ensins Melec
phase. The friendly unit may a$ault orly a
unit ai which n fircd. A unit that did dot fire
in rhe friendly Oftensivc Fi.e phase Day
lsaulr atry eDemy utrit, within rhe resrric-
r ions of l2.2l .
fl 2.2ll Units that sph nre (s.e 9.4) between
two or Dore heres m.y assdt sits in only
one ofthN hqcs. Individual ui(s may Dor
split their nele€ str€Dgrh berweetr h€x.s.
ll2.24lIfarnir in column fo.m.don is
lttlcked, it go$ itrto litrc fordrtion !6 soon

ll2-25lThe following typcs of Dit c,mor
iniriare melee: iDfanFy and mounted €valry
in colutu, anillery cr.{s, eagons, pinn.4
disordded ed routcd uDits.
112.26lA uit is nor required to iniriate
melee simply because it is eligrble to do so.
However, if. unir does initiate melee, rhe
aii.ck musr be rcsolvcd. Moreover uni$ msy
nor automarielly ioiriare mel.€ conbat.
They 6ar be in commEnd lnd dusr pass a
modified ooral. ch(k to do so (s 12.3).

lr2,3l THE MEIfE INrnArrON
PROCEDURE

a) Io the Melee Desigb.tion segrent, tlc
phasing player af,nounc$ sll melee attacks
he wiu aftempt in his M€lee phas. He indi-
cales each eneny-occupicd h€x he will attack,

stroyetl; they may be moved by the capturing
player normally.
[1 1.19] A wagon that has moved in the Move-
ment phase may not be used to resupply
friendly units itt the ensuing Supply phase.

111.2] smatnaasts
AMMUNITION

[1 1.21] Each time a small-arms unit fires and
the player rolls an S on the Fire CRT, there
is a possibility that that unit will run out of
ammo. This does not apply to mounted
cavalry, which are always in supply. The
player rolls one die; ifhe rolls a 1 or a 2, that
unit is nut of Ammunition. Place an “Ammo
Depleted" marlter on that unit. All units
under the marlter are considered out of
ammo (see 3.41).
[1 1.22] A unit that is out of ammunition may
do anything else but fire. It may not fre at
any time until resupplied.
[1 1.23] Units that are out of small-arms arrununi-
tion mr be resuppliod in the Ammunition
Supply phase. To be resupplied, a unit must be
able to uace a supply path to a fiiendly supply
wagoninthatphase.T11epathistracedfiom
ttnit to wagon (not vice versa). For cavalry, the
path may be no longer than 10 movemertt points
(at mounted cavalry rate); for infantry, the path
may be no-longer titan 5 movement points,
infantry rate. Both movement rates are treated as
column movement. The path may not be traced
through an enemy combat unit or ZOC, unless
the latter is occupied by a friendly combat unit.
The unit cannot be pinned or routed.
[1 1.24] Units may draw supply from any
friendly wagon, except one that has moved
{see 11.19.)

[1l.3] ARTILLERY AMMUNITION
[1 1.31] Each side has an artillery roster,
which includes all batterieslsections availa-
ble, although not all are used in each sce-
nario. The boxes represent rounds of
ammunition. Players should use these rosters
for each scenario, noting which batteries are
in that particular battle.
[1 1.32] Whenever a player fires with one ofhis
batteries or sections, and he rolls a 7 or 9 on the
CRT (regardless of whether it is canister or
bombardment), the battery has expended one
round. Check off one box to indicate such
expenditure (see 16.73 and 11.33).
[1 1.33] Artillery ammunition is tracked by
section. When a section fires, that section
expends ammo. When a battery (see 16.1)
fires and expends ammo, that expenditure is
applied to one section, firing player‘s choice.
[1 1.3-‘l-] A battery or section splitting fire may
expend only one round per Fire phase, re-
gardless of how many times the player rolls
on the CRT for that unit in that phase.
[1 1.35] If a battery or section has expended
all of its rounds, it is out of ammunition and
may not fire until resupplied.
[1 1.36] Artillery can be resupplied by tracing
a supply path, as per 11.23, in the Ammuni-

tion Supply phase. The path may be no
longer than 10 MPs, cavalry movement rate.
[1 1.37] An artillery unit may receive two
rounds of ammunition (maximum) during a
Supply phase, even if it needs more. How-
ever, no section may ever carry more than
three rounds of supply.
[1 1.38] Friendly batterieslsections may ex-
change ammunition (i.e., roundsfboxes) if
they are stacked in the same hex during the
Supply phase and neither unit has fired
during that player-turn.
[1 1.39] If an artillery unit is captured, its
ammo is eliminated and cannot be used by
the enemy.

[12.0] ASSAULT!
MELEE

GENERAL RULE
The term assault refers to hand-to-hand
combat, sometimes refcred to as “shock,” in
which one side attempts to dislodge the other
from its position. In the REBEL SABERS“
game, there are two types of assault combat:
melee and charge. While only mounted
cavalry in line may charge, any combat unit
(within certain restrictions) may initiate
melee. The other major difference is that
while melee is initiated from an adjacent hex,
charge is initiated at a distance of two hexes
or greater. A charge may never be combined
with a melee; they are conducted and re-
solved separately. Moreover, dismounted
cavalry may never assault the same enemy-
occupied hex as mounted cavalry. Dis-
mounted cavalry may combine with infantry
to attack the same hex.
Melee occurs in the melee sections of the As-
sault phase when a phasing player moves a
unit(s) into an enemy-occupied hex. The ensu-
ing combat is mandatory, and the result is
obtained from the Assault Combat Results
table. As a result of melee, units may be cap-
tured, suffer casualties, be forced to retreat and
possibly routed, or remain engaged in melee.
Melee can occur only in the Assault phase.
PROCEDURE
To engage in melee with an enemy unit, a
friendly unit must begin the friendly Assault
phase adjacent to that enemy unit. In the Melee
segment, the friendly unit initiates melee (see
12.3) and moves into the hex with the enemy
tmit. The combat ratio is expressed as a dilTer-
ence between the total strength points of the
attacker (the phasing player) and the total
strength points of the defender. The defenders
strength points (adjusted for leaders, terrain,
and morale) are always subtracted fiom the
attacl<er's regardless ofwho has more points,
thus, differentials of zero or negative differen-
tials are possible. The column of the Assault
CRT that corresponds to the differential is used
to resolve the attack. Differentials lower than -7
or higher than +16 use the -7 or + 16
columns, respectively.

1 4

CASES
[12.1] DEFINITION OF

MELEE STRENGTH
[12.ll] The melee strength of an infantry or
dismounted cavalry unit is its current
strength (which may be different from the
initial strength).
[l2.l2] The melee strength ofa mounted
cavalry unit is its current strength. However,
ifmounted cavalry is attacked solely by
enemy infantry, the results column on the
CRT is adjusted one to the left, in favor of
the defending cavalry. Ifmounted cavalry
attacks infantry or dismounted cavalry, adjust
the melee CRT one column to the right.
[12.l3] Dismounted cavalry units and units
in skirmish formation have modified melee
strengths (see 6.14 and 21.46).
[l2.14] The melee strength of a full-strength
gun crew is 1. The melee strength of a
reduced-strength gun crew is U. Remember,
melee combat uses a differential, so the Cl can
be used as a comparison figure.
[I2.15] Wagons have a melee strength of E1.

[12.2] status n~trrta'rt01\t
AND RESTRICTIONS

[l2.21] To engage in melee, an attacking unit
must begin the friendly Melee phase adjacent
to the enemy tmit that is to be attacked. Fur-
thermore, the attacking unit must be able to
move into the defending unit‘s hex through one
of the attaching unit's frontal hexsides.
[l2.22] A unit cannot fire at an enemy unit in
an Offensive Fire phase and then assault a
different enemy unit in the ensuing Melee
phase. The friendly unit may assault only a
unit at which it fired. A unit that did not fire
in the friendly Offensive Fire phase may
assault any enemy unit, within the restric-
tions of 12.21.
[l2.23] Units that split fire (see 9.4) between
two or more hexes may assault units in only
one of those hexes. Individual units may not
split their melee strength between heaes.
[l2.24] If a unit in column formation is
attacked, it goes into line formation as soon
as melee is resolved.
[I 2.25] The following types ofunit cannot
initiate melee: infantry and mounted cavalry
in column, artillery crews, wagons, pinned,
disordered and routed units.
[1226] A unit is not required to initiate
melee simply because it is eligible to do so.
However, if a unit does initiate melee, the
attaclt must be resolved. Moreover, tmits may
not automaticaily initiate melee combat.
They must be in command and must pass a
modified morale check to do so (see 12.3).

[12.s] THE MEL!"-BE tNrrLaTtot~t
PROCEDURE

a) In the Melee Designation segment, the
phasing player announces all melee attacks
he will attempt in his Melee phase. He indi-
cates each enemy-occupied hex he will attaclt,



aswell.s thc fri.ndly unirs panicipadng in
ech atract. Otrc hc dcclercs his attacks, rh.
aftlckitrg plryc. mry not chdge his mind
bt.! iD rh. s.q!coc.. Hc is.otuincd ro
th€.€:tt:cls ud tb.s .n.ck ody.
b) ID rh. R.tret Bcforc M.lc $so.nr, rhc
d.fcrding plsy.r dqy rctrcot all utrIs rhlr
arc elisibl. to r.rrcar b.for. mel€€ (scc 12.71
ad 12.74). Any adiaccnt att.ckins unn(s)
can advdc inro th. v.crtcd hq udor
d.cutc withdrae.l firc.
c) All an.cki.g units snnouoced l[ st.p A
which aE itsctcd wilh l.sd.E ofrhcn own
oE'Ddd auto@tic.lly initial. @el..j no di.
rcI is D.ttgry Als k Dclcc initiadon
nord. chccl Eodifi.6.
d) Thc.rr.ctinS pllycr conducr. moral.
chect for sttlcking units \rhich ar€ nor
stackcd with l.!d.B. Thc play€r lolls ! die
Ge Dclc. initiation momlc chect modifi.rs,
fonoeing):Dd if lh. r.sulr is cqual ro or lds
rb$ rb. unir's 6onl. Erin& it mufl an.ctj
if rhc 6ult is grercr, ir @y oor .ir.ct ur .ll.
Elch urit m.l.s thc Inohlc cbcct s.parar.ly
unles it is in a srack, in which crs. oDly rh.
top uir m.lcs a cb.ctj rhc r.sdr applic! ro
rlt. orirc sr.ck. Th. lop urir osr b. cli8i.
bl. to Nulr iD ordcr to us. irs Eor.l. ndng
for rhc st.ckj othc.wisc, thc s.ood unir (if

.) Anrdint units tbet sucestuIy i.irirr.
F.le .Dr.r lbc dcfcld.r's hq. Mele ii

'elvcd 
in thc Mcl.G Rslurioo $th.ni,

usins rhc g.Dchl rulc and pccdur. for

MELEE INTUITION
MORALE CHECK MODIFIERS
A Del.. initiation mor.lc cbc.t die roll it
Dodifi.d ifth. followitrt flcroB apply. All
bodifi c6.r. c1rDul0tiv..
Add or. to lh. dic roU ii
1) Thc.rnckins u b .lmo depld.d.
b) Th. uit's clnctrr $r.ngtb is l6s th:n
oD.-hslf irs initial srrcnSrh.
c) Thc.c.rc units from two o. more diflcF
€nt brig.d.s shck.d togcth.r iD a hs (r.-
g.rdl6 ofwhdhcr o! nor rbcy.I lnc.npr ro

d) This is. c.v.ry follow-up anecr
(s 13.84).
e) Thc mcl.. eoB during a nigh g.h.
tm (Trcvilians Stadon only).
Subtrad on. frcm th. di. roll il
a) All rh. dcf.n.liog units.rc ammo

b) Th. rrr.cking/ch.cking unit ocopica on.
oftb. d.f.ndiry uitt.nfil.de heles.
c) Th. ch6tiDg utrn is.di.c.or ro irs Icrd.r
dui.g a dlytir!. 8.rD. turn.

lr2.4l EFFECTS OF TERRAJN
[l2.411 Th..ff.cts of v.rio$ rr?es of t.ftain
a!. lisrcd in thc Tcmin Eftccrs on Comb{t
tabl.(9.56)- Th. cfccls.rc ofrwo ryp.s:
.) colunD sdjusrmcnr; o.

b) R.ducrion i! ltr.ngth poi s for.rch unir
ffotting o spcific ryp. of h*id..
ll2.42l IPbe! rbc cfcct t for crosi.s s
bctsidc, it applid orly to r h6id. rb.r is
p.ri ofrhc targa h.r.

ll2.43l If uirs .rc .ns.scd (ENGD) ir .
n.le, t.rdn €fhct! irc ignor.d aft.r rh.
first round ofm.lcc for the originsl cohbsi-
Enrs; the terrain .flcrs .lo apply to any rddi.
do..l Dirs ioi.ins itr.

{12.441A unir catr Nurr inro ! hq only if ir
could ooE inlo ttor hd no.maliy.

u2.51 ADDnONAL EFFECTS
ON MEI.EE STRENGTH

ll2.5ll If . sr.crof unirsontai$. lc.d.ror
lc..l.B ftoE irs oM comtuod. ldd I SP to
thc sr.ck's D.lc. rtr.ngtl! reg{.Uc$ of
whcth.r the srack h an|cking or dcf.nding or
of rbc Nctul uub.. of lcadcF in th. ha.
02.521VlEn d.f.ndins in ! E.le, . rourcd
uir's ocle str.ryrh i. divided in b.l4
fnctions roud.d do$n. Rourcd unirs 6nor
idtitiat. n.lq ifcnSiScd in !dcl.., . rour.d
6it must r.trcar flom mcl€e duiilg rh. rqt
Rctr..t Bcforc Mclcc phrs, ifposiblc. If
th. rout.d uir 6mor rcr.2t froln rh. .tr-
gag.d m.lc. withoui .nr.rin8 o .n.my
ZOC, it is caprurcd.

ll2.53llfthc un wirh rhc loP.st prim.d
tuord. i! r $.ct offri.rdy oits involvcd in
E.le ha. mo..lc r|tiry.r 161 2 poinr5
higl|.r th.n rb. hith.lt prirr.d dor.lc r{iog
of sn .n.my unit in rh. 3sc Dclct, lh.
fricndly unns add I SP to rhcir rot.l m.1..
srcoglh. Monl. rEtingi ofsnillcry .f,d
w!8ons .rc iSnorcd for ihis plllposc.

[12.C1 STACKTNG tN MELEE
ll2.6llTb. Eainun nunbs of uit3.nd/o.
sarcrEth poin6 wirh wbich c pLFt ely o-
ducl a [lclc i! a liryI. hd is Ilrcd in rhc
$:cling Rcsicti@ trblc (s.e 6.19). A hd @
dh',s b. oc.!pi.d for trlc by r singt uir,
d6 if tb. uir'i cutrcfl rsqglb b hith.r
ttun rhc r.mir in thc h.x would oomally

112.62l Neith.r th. inlct .Dor rh. dcfcnd.r
q!.Dgag. i. Dcl.. with mor. srr.ntrb
points thrD rh. t.rnio id rh. coEb.r hd
aUoB. Howd.r, . phy.r q! olmF.ngrg.
m nd6 wirb a 3inglc fri€odly uniL GvGn if
lh. unir's Del.c gr.ctrgrh b highc. !h.n rhc
t.rpin i. th. b.r $.ould.Uow; in rhis.erc
inlree, tb. .trcnarh poirr. ovo rhc mr:!
inuft.G ignorc.l \r,h.n crldlarios rhc com-
bar .liffcrcnrisl. Thcy.r. effcctcd by such
combrt in lll r6pccrs.

l12.63lSt.diry limnr ir E.lc.pply ro c|ch
sid. sprnr.lt. Th$, borh pLycrs c:D ..ch
bav. up ro thc rddihub .ftlgrh limh fot

112.64l Fri.ndly unirs occapyios diftcr.ni
hcxcs crn cnter Ihc adm. hd ro assaulr.n-

112.65l Mdd lca6 @ dE s tak n fron rhc

ropmGr unit in a tracl. l-o6s6 ae rsl6 ftm
hf.ntry or eldry b.forc sy othcB, Esd.tLs6
offic Bracting ord.r ofth. mit!. Howvs, if
drc.neliDs uit! rr.!.. origindly locat d i!
difdot hqB (c 12.64I dy stR.srh poilr
16 grqlsrhe I @yt l.LDfi@dyof
lh. fot'F topncr.n*ltug uaiB.
112.66l UoiB m6y nor movc rhrough a h€r
whcr. other unitr !r€ cngcgcd in Del€e.

U2.7I RETREAT BEFOR,E MET.EE
Durins rhc R.rrctr B.for. M.le Dcsigu,
rion s.gm.!t, rh. rrrEctjng plsycr murt
rnn@Dce phich d.f.ndilt units hc inrdd!
to rssulr. Th. d.fcndiog pl.'tr rhcd mut
.ithg irEediar.ly dc.cis. hi5 oprior to
rctret before ncla in rb.r !.gn trr (ifir ii
.r{lebl. to hiEj K 12.71, 12.74, 6. l r) ot
dccld ahat h. will .cccpt th. m.le.
ll2.TllArl uni$ in h.xcs announced.s
tncle terSets.rc.lisibl. ro rcrr.rt befor.
m.l.c s€pr for thc folloeiDg: urliDbdcd
lnillcry uni$, pitrrcd uirr, mur.d uirs,
and uirs ddrcly suFoudcd by.n@y uirs
or .n.oy ZOC. (Sc. ll.r2 corc.mins ms-
oB.) Eligiblc unit en r.rrer bcforc @.1..
rcg.rdl6 ofwhcrh.r rh.y e iD co.omed.
Il2.72lTh. non-pharinr pl.ycr may r.116r
rry .litible unitr onc or rwo hdca sway
from the hex rhcy rr. in.

02.731 Ulirs r.rr. io8 bcfor. hcle D.y oot
.nrcr r eneny zoc.

ll2.74iNot@lly, onlr uir3 moulcld s
hclcr tdgct3 on rcr€:r b.forc Fcl6. Hox,-
cv.r, wh.n ! dcf.nding unir thrr i3 ror.
mcl.e tarsei is sdir.cnr ro onc o. morc dc-
f.nding uits thlr rc mcl.. rarg.$ dd r.c
.ctu.lly .e6etinS bcfoE Dcl.., rh..di.ccnr
oon-t.rt.r uir m.y lko rcrr..r b.folc Eela,
ifit is wirhin rhc cfccriv.D.s ndius ofits

ll2.?tl Units thit r.rrdr bcforc ncl.c.E
subi.a to eithd'.fd fir..
112.76l Tb. oMins plalq bar contuct.
moril..het (14.2) for all rauriry uits,
rc8ar.Uess ofwhcrher rhcy arc fircd upon by
wnMwal 6rc. with rh. qeDtion of uir.
r.tnadng udd 12.74 ed shmisb..s (21.5).
E cb r€dadig uir b rubioct ro d y de
mnL chfr wh.n .truri.g b.foE tud..,
sn if 6!.lri6 ft trto ftm withdEsal
fi!.. Thc moBl. ch.ct lrxs rr lh. od of!h.

{12.74 MNtcd elilry uirs (rcs.rdl6 of
fomuti6)dd limbdd hoE .nilt..y ban ri6
rney l.tMr b.for. mclcc pithour dwing
withdras?t tu . Th.y e.c rimply molrd on. or
rwo hcs. Mor.ov.r, ! tru:lc ch6t i! nor
tlquitrd fd rrE unil5 ft rhc od ofEEsr.
0 2.78l If a uit t .n.mprio8 ro r.rFr
tEforc Ecle.nd ir pinncd by siibdtawd
nrc, it €Dlot rcrrc.t and i forc.d io srdd

02.791A hcr eaclr.d by . milrcrrdti.s
ttforc mcl.. c.n t. ocapi.d by any dirs
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as well as the friendly units participating in
each snack. Once he declares his snacks, the
attacking player may not change his mind
later in the sequence. He is committed to
these attacks and these attacks only.
b} In the Retreat Before Melee segment, the
defending player may retreat all units that
are eligible to retreat before melee (see 12.71
and 12.24). Any adjacent attacking unit(s)
can advance into the vacated hex andior
execute withdrawal fire.

c) All attacking units announced in step A
which are stacked with leaders of their own
command automatically initiate melee; no die
roll is necessary. Also see melee initiation
morale check modifiers.
d) The attacking player conducts a morale
check for attacking units which are not
stacked with leaders. The player rolls a die
{see melee initiation morale check modifiers,
following) and if the result is equal to or less
than the unit's morale rating, it must snack;
if the result is greater, it may not attack at all.
Each unit makes the morale check separately
unless it is in a stack, in which case only the
top unit makes a check; the result applies to
the entire stack. The top unit must be eligi-
ble to assault in order to use its morale rating
for the stack; otherwise, the second unit (if
eligible) is used, etc.

e) Attacking units that succcssfiilly initiate
melee enter the defender's hex. Melee is
resolved in the Melee Resolution segment,
using the general rule and procedure for
melee combat.
MELEE INTIATION
MORALE CHECK MODIFIERS

A melee initiation morale check die roll is
modilied if the following factors apply. All
modifiers are cumulative.
Add one to the die roll if:
s) The snacking unit is ammo depleted.
b) The unit's current strength is less than
one-half its initial strength.
c) There are units from two or more differ-
ent brigades stsclted together in a hex (re-
gardless of whether or not they all attempt to
assault).
d) This is s cavalry follow-up artsclt
(see 13.84).
e} The melee occurs during a night game
turn (Trevilians Station only).
Subtract one from the die roll if:
a) All the defending units are ammo
depleted.
b) The attacltinglcheclting unit occupies one
of the defending unit‘: enfilsde hexes.
c) The checking unit is adjacent to its leader
during s daytime game tum.

[124-I] EFFECTS OF TERRAIIH
[l2.=ll] The effects of various types of terrain
are listed in the Terrain Effects on Combat
table (9.56). The effects are of two types:
s) Column adjustment; or

b) Reduction in strength points for each unit
crossing a specific type of hexside.
[l2.42] When the effect is for crossing a
hexside, it applies only to a hexside that is
part of the target hex.
[l2.43] If units are engaged (ENGD) in a
melee, terrain effects are ignored after the
first round of melee for the original combat-
ants; the terrain effects do apply to any addi-
tional units joining in.
[l2.44] A unit can assault into a hex only ifit
could move into that hex normally.

[12.s] ADDITIONAL earners
ON MELEE STRENGTH

[1251] If a stack of units contains s leader or
leaders fiom its own command, add l SP to
the stack’s melee strength, regardless of
whether the stack is attacking or defending or
of the actual number of leaders in the hex.

[l2.52] When defending in a melee, s routed
unit's melee strength is divided in half,
fractions rounded down. Routed units cannot
intitiate melee; if engaged in melee, a routed
unit must retreat from melee during the next
Retreat Before Melee phase, if possible. If
the routed unit cannot retreat from the en-
gaged melee without entering sn enemy
ZOC, it is captured.

[1253] If the unit with the lowest printed
morale in a stack of friendly units involved in
melee has a morale rating at least 2 points
higher than the highest printed morale rating
of an enemy unit in the same melee, the
friendly units add l SP to their total melee
strength. Morale ratings of artillery and
wagons are ignored for this purpose.

[123] STACKING IN MELEE
[l2.6l] The tnaxirnum number ofunits andlor
strength points with which a player may con-
ductameleeinasinglehexislistedinthc
Stacking Resuictions table (see 8.19). A hex can
always be occupied for melee by a single unit,
evenifthcunit'scurrentstrengthishigher
than the terrain in the hex would nonnally
allow.
[l2.62] Neither the attacker not the defender
can engage in melee with more strength
points than the terrain in the combat hex
allows. However, a player can always engage
in melee with a single friendly unit, even if
the unit’s melee strength is higher than the
terrain in the hex would allow; in this rare
instance, the strength points over the maxi-
mum sre ignored when calculating the com-
bat differential. They are affected by such
combat in all respects.

[l2.63] Stacking limits in melee apply to each
side separately. Thus, both players can each
have up to the maximum strength limit for
that hex.
[1264] Friendly units occupying different
hexes can enter the same hex to assault en-
emy units there.
[l2.65] Melee losses are always taken from the

15

topmost unit in s stack. 1% are taken fiom
infantry or cavalry before any others, regardless
of the stacking order of the units. However, if
the attacking units were originally located in
different hexes (see 12.64), any strength point
lossgrmterthan 1 maybetsltenliomsnyof
the former topmost attacking units.
[l2.66] Units may not move through a hex
where other units are engaged in melee.
[12.7] RETREAT BEFORE MELEE
During the Retreat Before Melee Designa-
tion segment, the attacking player must
announce which defending tmits he intends
to assault. The defending player then must
either immediately exercise his option to
retreat before melee in that segment (if it is
available to him; see 12.71, l2.?4, 6.13) or
declare that he will accept the melee.
[12.71]A1l units in hexes announced as
melee targets are eligible to retreat before
melee except for the following: unlimbered
artillery units, pinned units, routed units,
and units entirely surrounded by enemy units
or enemy ZOC. (See 11.12 concerning wag-
ons.) Eligible units can retreat before melee
regardless of whether they are in command.
[l2.?2] The non-phasing player may retreat
any eligible units one or two hexes away
from the hex they are in. '

[1 2.73] Units retreating before melee may not
enter an enemy ZOC.

[12174] Normally, only units announced as
melee targets can retreat before melee. How-
ever, when a defending unit that is not s
melee target is adjacent to one or more de-
fending units that are melee targets and are
actually retreating before melee, the adjacent
non-target unit may also retreat before melee,
if it is within the effectiveness radius of its
brigade commander.
[l2.75] Units that retreat before melee are
subject to withdrawal fire.
[12.76] The owning player must conduct s
morale check (14.2) for all retreating units,
regardless of whether they are fired upon by
withdrawal fire, with the exception of units
retreating under 12.74 and sltirrnishers (21.5).
Eachretreatingunitissubjecttoonlyone
morale check when retreating before melee,
even ifcasualties are taken from withdrawal
fire. The morale check occurs at the end of the
TCIII.

[1277] Mounted cavalry units (regardless of
formation) and limbered horse artillery batteries
may retreat before melee without drawing
withdrawal fire. They are simply moved one or
two hexm. Moreover, a morale check is not
requiredforthescunits atthceudofretreat.
[l2.7B] [fa unit is attempting to retreat
before melee and is pinned by withdrawal
lire, it cannot retreat and is forced to stand
and accept melee.

[1219] A hex vacated by a unit retreating
before melee can be occupied by any units



lbat g@ toiry to.suh t}. rctft.tilg uits.
Tb. dvlncing uits e sil bql.d br th.
Strding R..dicrioos r.t'L (8.19I A uni$o
d!! ri.g o.y ooi iaiti.tc GL. i. th.t gatac

[12.81 RESULTS OF MErtE
As . .c6ult ofrhel.e, uirs md/or st..ngth
points ofboth oidd csn b. cspturcd, sufter
esu.kic., bc for.d ro .crr.rt, or ..m.ia
cng.g.d. Alo, G 16.2 for 6rnhc. dph@.
do! of o.1.. .6uh5 r.gddiry .niU.ry bar-

Il2.8ll A K.csult.liEi@r€s I trclgrh
poinl froh lhc rff€cl.d uni(d - ifthc af.
fcctcd unitt s!. iDf.Dr.y or c.vdry A K
r.suli on 0n .nillcry sir .lnninild on.-helf
a tullsrr.rBh gun crs, or complctcly .limi-

ll2.82l A r.lult ofR plBe luDb.r (..g., R2)
n@i rhir .ll rhc .ITd.d unir! 6uit r.rrdr
th. givcn numb.r ofhqca. Thc p.tb of
ftrr.rt b 8cn.r.lly es:y fron .n.Dy lh.s
ud tov$d oo.'s os li!6 (6cc t5.0). Unir3
lb.r crnnol r.rrer Lgruy rrc crptui.d. Uoirs
t}rt i.. forcd ro rcrEr a r r6ulr of m.lc
iDro o. throud in d.Dy ZOC r.igg.r thc
appropri{. rctr.:t frc. Ar th..rd of rb.
p.cacrib.d r.r...t movem.ntJ ihc ownirg
pLycr conducB. monlc ch€ck fo! cach unii.
Ifth. efLct.d uoir is an udimb.r.d b&tt.ry,
th. cr.v idrcns !trd thc gus r.Dsin i! rhc
hq .rd .rc consid.r.d qprurcd (G 15.3a).

02.63) A 6ult of C plui . nubcr irdier.'
th.t nueb.r ofombar sn lgrh poi!6 h6
b..a crDtur.d. Tb. sf..i.d udr i! Edued
by rh{ numbcr ofsrr.ngrh poinrr .s ifir
w.c a no.mol casalty. Prhonqs camol
€8cop.r but suff can b. relprur.d (s. 16.2).

ll2.84l An "Eng" reslt m.ans rhar.ll units
in rh.t h.x lrc crgagedj i.e., thc fighring is
sdll rrgin& Eot gcd bits cln n.ithcr fir.
nor moE, nor @ rh.t bd b. ftrd lrpoo by
otbc ro.ngrg.d bir3. Eng.tcd uirs hsr.
ro zOG. t id.F who d. og.scd onot
nUy oth.r urils; in .ddirion, tbcir .ff.cdvc-
nAt redius it..duced ro l. Oth.r uirs
onnor Dovc through a hq cort.inirg cn-
g.g.d uDit!, .lthouSh units c.n bc nov.d
into tb. hq. Pl.e d "ENGD" Mlrtcr in
rh. h.i. In rh..trfli.t pl.ycr tum, rhc
lorhcr d.f.oding playcr h$ rh. following

E) Hc cen 6ghr strothcr m.l.c in his M.lcc
ph8. with th. ssm€ utrir!, rccoDputing th€
ditlcrcnti.l. For rhis purposc, unir3 rh.r
could not no@Uy iliriarc m.lc. (s 12.25)
arc .Uoecd to do eJ uld rh.y & crJ-

b) Hc c.n, vithin stactitrg r6rriciions, bring
in mor. units and lighi anoth.r mclc. .s in L
c) H. can r.r..rr his cngaged units two
hca$ during thc Rcrrcar B.forc Mel.. s.g-
mcnt, mrliirg moral. chccks.t thc .nd ofthc
rct..r. Units rcr.al.d f.od a h.1.. do Dor
sufcr pithd.aeal tuc froE rh. .r.oy ui(s)

vith wbich thct RE cng.gcd. Nor. tb.t thi!
is ditrmt &06 ulul r.r@r bcfoE m.le.
Thcrc b Do .dv.!ct by rh. ui(s) l.ft i. 6c
hq. A pl.F @y choo!. to EtEr oD. or
morc uirs. Uilimt'cr.d .nillcry od mtors
mry rot b. s rctlcltcd. Odtion 3 camot b.
combined with oprion! I or 2.
Units tbat were routcd ct th. b.giming of
tn lc. hrvc no cboic. whcn .oFgcd. Th.y
murt r.ret i. rhcir pleycr tuin.
tl2.85l A "Rpb" r6ult indiol6 rh.r th.
pbtirg (an*ting) plry.r Eult r.tFr two
hqct roll for po$ibl. ledd loie on rhc
lsdd C.nurty trblc (c l?.76) if. Ic.d.t
it prcsD(, dd !hc|l p.rform a rno.ale chect
for th. !ff€cted unir(3). Th. non-phasins
phyd does not r.tr.rt slrhough bc, t@, rolk
for ledo los dd pcrforft a nomle ch.ct
for bis all61.d uii(!).
112.86lPitr@rt !. cr. euto'n.ri@ly ud
inmcdi.r.ly rcmov.d from unir3 involvcd i!

112.67l 16 i! a n€le, rhc rc$ft is scl thlt
borb sid6 r rot.lly .liDiMrcd (eirher
lhr@gh. K or C, ctc.), ignorc rbt r6ult
.dd @trsid.r rh. unhr .ng.g.d.

[2.9] ASSAULT COMBAT
RESULIS Tabl€
(S.. ccnrml plll-our sccdon.)

[13.01 cavALRY
CHARGE

GENERAL RI]LE
Th. REBEL SABERS" tuc, eith its foca!
on covdry tadicar h$ r vcry d.t.il€d r.t of
iul.s goveming cavalry cho.tcs. Pl.yca
dpc.iencd with prcviour .Grer Bsrilca of
thc AEe.i6 Civil W!C' gam.s arc adviscd
to red rhis ction cer.ftllt ss ir is v.ry
diff.rot froE sbrt thcy.!. eccustod.d to.
CrEby cb.tEB.r! prn of$$r t hd ditr r
Ion ftlc (dihorgh rh.y both use rhc sae
CRT). Only mouot.d ovrby i! lift f()t@ri@
rDry clB g., bur ay unit mry b. dlc m'g€t ofa
char8c. Charg.s rL pbe o!..r a disence of
no( 16 rhm r$! o! !dor. e ftubde.nd
dE tyF oft€rnin oE whicb . cbd8e 6ay
du is linir.d- Ody phising 6ns @y
chr4., but dcfd'din& digibL ctEby uirs
ruy clunt r<ha8c,.nd th.r. is a limit d
obility to arcid clErtc. Th. comb* str.rsrh of
a chrging unit i! oft6 diltcr.nt ,ion ir. clr-
Mt stmgtL Cb8.3 occu iD rbc chlgc
t'€!Et of tb. Asdt pbirc d4 wirh ctn in
q..pd@s, c n oled in 6uch dE 9e my
a3 !ftlc (dcy bo(h u tn! Ars.uh CRT).
Ch.rg.s nry.cftr b. .@ttlcd \"ith nd€.s.
R.d.dba, th. actud clurg. d.6 dfing th.
Aslrlr pb* od thc mottm.nr Eddr.I6 s
pan ofthe chrgc (or @untcrchars.) i5 in
addition to that u!.d in th. Movcmen ples.
(bur dc not cct MP6).
PROCEDURE
Io thc Chas. D6ign.rion s.gm.nt ofrh.

Ar$ult phe, rh. phsiot pl.'B.inounc
which ofhi! crvdry uiis rh.r d. .litiblc io
chst a. goi.t to do ro, and ehicb dcfcod-
in8 unit3 .E lbc t!!9.$. D.fcodinS oourcd
clvolry limb.Ed.nill.ry rtrd w.8oft tn.y
choos. to avoid rh. ch.rgc by r.[c.ring.
Thcn, rhe ron-phNsing phyer mgy artcmpt to
count.rchargc with anyofhis in liD.-
moat.d crvolry uni$ thrt .rc .ligibl. ro do
s. Chlrgilg unir6 loorc into thcir lirgcr
bct.9 o. ac i.!.rc!ptcd by coutcr<hrry!'
r . rlerEl hd, ed tb. phairy pby.r
rslv6 .ll r6uh.br .hEs6 oo rhc Ars.ulr
CRT itr Duch lb. sd. w.y a5 h.L.r .ft
.csolvcd. Play.rr will nolc tb.t l.idcn hav. a
8.c!t.r cflt l on ch.rFs rbln on m.l..r.

lr3.1l CHARGE COMBAT
STRENGTH

llr.l llTh. st..nFh ofa ev.lry unir is
olw.y3 irs fl8cit strcngth (rco.Ebcr hoB.
hold.6, 6.14) crccF eh.! chlrrins.

lll.l2l Vhc! a dv.lry uir is ch.rting, irg
comhi srr.ngth is doublcd.

ll L t 2l vb.! a c.valry uit i5 counr.r.
ch!rti.& its srclgrh is doublcd.

0 3. 141 Notc th.t : qvalry unir d.fcndi.g
.geinst . cbrigc, but not counErch.rging,
d.fcnds .t normrl (not doublc) st!.n$h.

[T3.2I CHARGE BIIGIBTI,ITY
ll3.2ll Au mount.d cai"lry uniB h linc
foruriotr .r. .litibL to chrrgq dccpr die.-
d.r.d ulits. rout d units ud uirs nor in

lll.22lUnits in :n .tr.Ey ZOC .r. ror

ll3.23l Cavalry unirs do not h.v. ro bc
skckcd with s lc.d.r to cbsg.J llthouth
th.y m$t b. in cot@md control,
ll3.24l Cav.lry uits mry nol fi!. ar on. hd

lll.25l F iddly units li@ ditr.mr hd6 m.y
clarg. rh. $D. t rga ha, bur only if dEy e
0ll within rh. mciilrn .s Radiu5 ofrh.ir
brisad. ottllMd.r. Howcvd, unit! frcm
dillcrt.|l brigidd uy Dor cbsSc th. !.n. hC

II3.3] CHARGE RANGE AND
TERRAIN RESTRICTIONS

ll3.3llA c.v.lry unit !!ay cbz8. dy.n.my
unit rhlt t !t l.$r reo hct€3 dbrcnt and nol
morc than four hcr.s disrar. Thclr 2 ro 4
h.x.s !rc csU.d rb. chaige rang..

ll3.32lTh. hcx.s betec.d, but nor i.clud-
in& thc chargi.g eyaky hir .nd irs r..8.r
my includc |ny ryF of bqB o. h.tiid6,

.) Voods ofany t'"c, ircluding orch.rdi
b) Marsh
c) Ridse or sronc wall
d) Deep runs or rivcrs
.) MoF then on. uphill cbansc

0 Hd6 coDriililr oobar uir3, erroos,
bt@teork or rinc pirs.

l6

that were going to int the retrmting units.
The advancing units are still bound by the
Stacking Restrictions table (8.19). A unit so
advancingtnaynotinitiatemeleeinthatgatne
11ll‘I'.t.

[12.B] RESULTS OF MELEE
As a result of melee, units audfor strength
points of both sides can he captured, suffer
casualties, be forced to retreat, or remain
engaged. Also, see 16.2 for fiirther explana-
tion of melee results regarding artillery bat-
teries and gun crews.

[l2.B1] A K result eliminates I strength
point from the affected unit(s) — if the af-
fected units are infantry or cavalry. A K
result on an artillery unit eliminates one-half
a full-strength gun crew, or completely elimi-
nates a half-crew.

[l2.B2] A result ofR plus a number (e.g., R2)
means that all the affected units must retreat
the given number of hexes. The path of
retreat is generally away from enemy lines
and toward one's own lines (see 15.0). Units
that cannot retreat legally are captured. Units
that are forced to retreat as a result of melee
into or through an enemy ZOC trigger the
appropriate retreat fire. At the end of the
prescribed retreat movement, the owning
player conducts a morale check for each unit.
If the affected unit is an unlimbered battery,
the crew retreats and the guns remain in the
hes and are considered captured (see 15.34).

[1183] A result of C plus a number indicates
that number of combat strength points has
been captured. The affected unit is reduced
by that number of strength points as if it
were a normal casualty. Prisoners cannot
escape, but guns can be recaptured (see 16.2).
[1184] An “Eng” result means that all units
in that hert are engaged; i.e., the fighting is
still raging. Engaged units can neither fire
nor move, nor can that he: be fired upon by
other unengaged units. Engaged units have
no ZOCs. Leaders who are engaged cannot
rally other units; in addition, their effective-
ness radius is reduced to l. Other units
cannot move through a heat containing en-
gaged units, although tmits can be moved
into the hes. Place an “ENGD" Marker in
the hes. In the ensuing player turn, the
former defending player has the following
options:

a) He can fight another melee in his Melee
phase with the same units, recomputing the
differential. For this purpose, units that
could not normally initiate melee (see 12.25)
are allowed to do so, unless they are cur-
rently routed.
b) He can, within stacking restrictions, bring
in more units and light another melee as in 1.

c) He can retreat his engaged units two
hexes during the Retreat Before Melee seg-
ment, making morale checlts at the end of the
retreat. Units retreated from a melee do not
suffer withdrawal fire from the enemy unit(s)

with which they were engaged. Note that this
is different from usual retreat before melee.
There is no advance by the unit(s) left in the
hes. A player may choose to retreat one or
more units. Unlimbered artillery and wagons
may not be so retreated. Option 3 cannot be
combined with options 1 or 2.
Units that were routed at the beginning of
melee have no choice when engaged. They
must retreat in their player turn.
[1235] A “Rpls" result indicates that the
phasing (attacking) player must retreat two
hexes, roll for possible leader loss on the
Leader Casualty table (see 17.76) ifa leader
is present, and then perform a morale check
for the affected unit(s). The non-phasing
player does not retreat although he, too, rolls
for leader loss and performs a morale check
for his affected unit(s).
[l2.86] Pin markers are automatically and
immediately removed from units involved in
melee.
[l2.B7] If, in a melee, the result is such that
both sides are totally eliminated (either
through a K or C, etc.), ignore that result
and consider the units engaged.

[123] ASSAULT COMBAT
RESULTS Table
(See central pull-out section.)

[1s.o] CAVALRY
CHARGE

GENERAL RULE
The REBEL SABERS" game, with its focus
on cavalry tactics, has a very detailed set of
rules governing cavalry charges. Players
experienced with previous “Great Battles of
the American Civil War" games are advised
to read this section carefully, as it is very
different from what they are accustomed to.
Cavalrychargesarepartofassaulthutdifler
from tnelee(althoughtheybothusethesatne
CRT). Only mounted cavalry in line formation
maycharge,butanyu.nit maybethetarget ofa
charge. Charges talte place over a distance of
not lessthantwoor morethan fourhexes, and
thetypeofterrainoverwhichachargemay
occur is limited. Only phasing units may
charge, but defending, eligible cavalry units
may counter-charge, and there is a limited
ability to avoid charge. The combat strength of
a charging unit is often different from its cur-
rent strengrh. Charges occur in the charge
segment of the Assault phase and, with certain
eaceptions,areresol1-mdinmuchthesameway
as melees (they both use the Assault CRT).
Charges may never be combined with melees.
Remember, the actual charge occurs during the
Assault phase and the movement undertaken as
part of the charge (or counter-charge) is in
addition to that used in the Movement phase
(but docs not cost MPs).
PROCEDURE
In the Charge Designation segment of the
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Assault phase, the phasing player announces
which of his cavalry units that are eligible to
charge are going to do so, and which defend-
ing units are the targets. Defending mounted
cavalry, limbered artillery and wagons may
choose to avoid the charge by retreating.
Then, the non-phasing player may attempt to
counter-charge with any ofhis in line-
mounted cavalry units that are eligible to do
so. Charging units move into their target
hexes, or are intercepted by counter-charges
in a neutral hes, and the phasing player
resolves all resultant charges on the Assault
CRT in much the same way as melees are
resolved. Players will note that leaders have a
greater effect on charges than on melees.

[13. 1] CHARGE COMBAT
STRENGTH

[13.l l] The strength ofa cavalry unit is
always its current strength (remember horse
holders, 6.14) except when charging.
[1 3. 12] When a cavalry unit is charging, its
combat strength is doubled.
[l3. 12] When a cavalry unit is counter-
charging, its strength is doubled.
(I3. 14] Note that a cavalry unit defending
against a charge, but not counter-charging,
defends at normal (not double) strength.
[13.2] CHARGE ELIGIBILITY
[13.2l] All mounted cavalry tmits in line
formation are eligible to charge, except disor-
dered units, routed units and units not in
command control.
[l3.22] Units in an enemy ZOC are not
eligible to charge.
[l3.23] Cavalry units do not have to be
stacked with a leader to charge, although
they must be in command control.
[l 3.24] Cavalry units may not fire at one heir
and charge another.
[1125] Friendly tmits fi-om different hexes may
chargethesametargethe:t,but only iftheyare
all within the Elfectiveness Radius of their
brigade commander. However, units from
different brigades may not charge the same hes.

(13.3) CHARGE RANGE AND
TERRAIN RESTRICTIONS

[l3.3l] A cavalry unit may charge any enemy
unit that is at least two hexes distant and not
more than four hexes distant. These 2 to 4
hexes are called the charge range.
[1 3.32] The hexes between, but not includ-
ing, the charging cavalry unit and its target
may include any type of hexes or hertsides,
except the following:
a) Woods of any type, including orchards
b) Marsh
c) Ridge or stone wall
d) Deep runs or rivers
e) More than one uphill change

in elevation.
I) Hoses containing combat units, wagons,

breastworlts or rille pits.



ll3.l3l Csv.lry @y ch.rg. domhill tud
rcl8 bridge ed fordlr dthough rh.E dc
smdjlg r6rricrioG a! to th. h5t rvo (oDly
obc regim.nt, or rh. t{,o batallioDt in thlt
..giocnt, may cross a bridge or fo.d in a
chrg.). C&rrry @y chrtg! across shallow

'1s, 
but rh.y fry nor cb{g. tbroutb

brdlteort hdsidB or irro hq6 witb riflc
pirs (s 9.56).
ll3.34l Cavrlry may not charse an.nemy
unir which ir nor *thin its litrc ofsight ($.
9.7).

ll3.35lWh.n chsging,. utrit cannot changc
its facing. A cbarging unit may movc into
frontal hdcs only during hs chargc,

03.361Chargirg cavalry units, in thc Char8.
R$olution s.gment, ar. simply mov.d fron
rhe cha.gc initiarion hcx into th. t.rgei her.
Th.r. is no cosr iD movcDeDr poinrs.

ll3.37l caeqlrymy ch.rsdcountcr..haisc
through !n cD.my ZOC, but in doing so thcy
my trigt.r wirhdrawal fre. If.! a rcsult of
sch tu. th. cbrrgilg eElry is dLord.r.d,
ir stops nov@.nt i! rhrr hd ed m.y lot
compl€t thc chag. or cobr.r<h!rg!. Oth.r
r6ults arc appli.d normalln

03.41 corrNTER.cItARGE
Uod.r c.nlin @!didon5, d.f.nding, noo-
pbrsils cavalry uirs rnay cour.r<bds.
rSainst a chargirg, cn.ny qvalry unit,.ithcr
mc.ring thc orcominS ch.rge bed.on, or
ilt.repri.t tb. .ndy cbrry. .g.iBt d-

ll3.4llTh. cligibility rcquit ndts for clu.tcr
dd8..r! lh. s.m s in 13.2. ID additioo,
!.16 dE M-phasiD& d.f@di!g mit i3 tpilg
ro lrurg{hrtg€ againn tb. uit lh:t L charg-
iog it, a non-pbasirg unit oay not counl.F
char8c if i! is the t tBEt ofo 6dy chrtBc or
Ddc., a dpbin d b.ld.

tl3.42l OncoEiDg coutcr<hrgc: A notr'
phasinS unit may court.r-chargc ar .nemy
uit (or $.ct) tbat is charSing tbrt noo-
phaiDg uiL lfrhc roo-pbrsing uit is
$acl.d wirh . led.r, it b.y ounr.r<h.rg.
autonatically. lfth€ utrit is nor srscked wilh
a leader but b in th€ effccriveness radius of
it8 brisadc (or higher) colbnader, thc play.r
rolls oft dic, ifi( is high.r rhaD thc iritiariv.
fating ofthn connandcr, the unit may oot
counter.charge. Ifthe non-phasin8 unlt is not
within rangc ofa lc.d.., it My coutrrcF
cbargc only ifthe pl.y{ rolr a I or 2. A
led.r my .fi.cr dy omb€r of coute.
charg$ withiD his radius, den ifh., hi6s.lf,
is count€Fchrgiis or thc €rg.i of E charg€.

ll3-431 rmcrc.ption courta{harg.: A noo'
pbai.& .litible ev.lry uit @y (Mt6-
chdse s ody 6ii dEt is Gting to cr'rt a
dif.r.!t, iliddly unit. Thlt roay h. donc by
i.arcepting t!!r ph6il|g uit Eidrh.rg!, ifdr.
Frb ofrh. cbnging unit tates i $thin intc.
aFi@ nDg. ofthe u.it s.eting !o counld-
cbfgg ald rb. om-pblrin8 mir is ror rbc
larg.t of e .!my cb{t or nde. Th. inru-
ccptim rugc (etkh b $bin to dE Fstrk-

ri@ ot 13.32, lrd 13.13 thdth t3.3tb l-3
h.G. A d.ct of .iv|lry my oot lplir ro ints-
c.pt cor[t..<b.rg.i n 6u!t !t y loSdns.
Intsclprioo c.! olvtr trr! ph.. in th. hd
occupicd by thc oltind tffgd unit.

ll3.44lAn clisibl. crvdry unh miy attcopt
m i.t.rcrpt or count.Fchrigc undcr th.
followirt cirM!r.re!:
.) Ifit iu 3isck.d with s lc.dc., .oU onc dic
.rd.omprr. rh3t nulnb.. to rhc initiativ.
ratiaS ofthrt lcadcr. Ifit is high.r the rhc
r.ti.& tbc uri(s) mry mi intcr€tpt.
b) lfnot strckcd vith r l.adcr but wiihin
cff.ctiv.ncN r.ng. of its brigsdicr or .di.c.nt
to irs divilioril contn.rdcr (o. ovcrEu om-
Inand.rl roll onc dic a'd compirc i( ro rh.
initiativ. roting ofthat Lgd.i lf ft. dic.oll
is th! srm. or hilh.r thin that rltin& th€
bit(i) 6iy Dot chcrsci o&crwi6. it may.
c) Uri$ nor qualifyinS und€r r or b nay nor
int.rccpt/count.r ch.rgt (ahhough thcy ftay
cout.Fch.rgc ud.r I 3.42).

ll3.45l In ar oncooins ch.ls. (scc 13.421
tb. chrrting unit do6 lot movc thc ftll
distrnc. !o lhc non.ph$irg unit. Inst.:4
both units met ir thc middL ofrh. origin.l,
ddignalcd cbrJS! prtb i.c., ifthc chdg.
dist.n€ 1{i! 4 or 3 he.6, n rould bc th.
$co! h.r ditlnt from lhc charS! iniliadon
hq. Ifth. chrrgr rrng. \r.6 two h.i.s, ir
Fould b. th. hc! b.rwccn th. t*o uni6.

ll3.a6l r. r.a!t ii b.ins ch.ald (onconins)
by c.vrlrr unils fiom nort thin om h6 md
tb.t non-ph$ing unit wbb6 to coutrtd<rErg.,
it oun dMtd<!.r8. r[ orodir& cb!rying
uits in E biddlc dill.rc bd ofirs (!o+
pb,sird cboia (G ll.4t 6x crEryils uir!
ar! plrccd h dar hq (wilh dE dDtsiDs units
ror lsing thlt .r.ct pnh co$id.rcd to b.
39@iry to m.ct th. court.r{b.r8.). Hopcv.r,
iffm soD. r...or. .iftr tctrrin nstliclion!
(G 13.32) or dbEncc limit tions, somc of
lh$. chtrging unis.ould not .cach dEr hd,
lh6. chrrsins unit! do nor join rh. sFbor
but, i.!t i4 ar. oovd into fi. hq E@lcd by
th. @urd<hlrgiDg unit!, url*, th. non-
phashg plg}tr chqE3 to lc.vc somc units it
dat hcrJ in which it @mpl.t6 its o.igind

ll3.47l Irs itEct ofd.t ndins crv.lry is
b€ing cha.gcd by morc than onc stact of
€nclny, ph$ing uni$ (oncomins), i.c.> rh.
phasing pl.yo is chlrgint from diflcreot
bd$ (*. I 3.25), th. non-phsing pl.Fr
may choorc to chh.r cou .Fchart .ach
oncomins sroup individually (ifh. h.B
cDough boMlionr in hi! si.ctI or b. en
follow | 3.46. How.e.r, hc mult ddigEarc
rihat hc wrn$ to do fi6r, b.forc rolliog for
courr.rcngrgc srlclnpl3.

ll3.4El R.n 6b.ri!s dl th. r6nicrio6 ed
pcftiliti.. lavi.iotr.d i. 6. .bo,E s.ctiod.,
dotc dt t c noo-phsirt p|!lu m|y combilc
o(niry wnh intcrccplioo .futcFcrEry. in
anyaiy dt t &6 not llout tb. ruLr. Vftb
tEy uil' cblrgirg !.d .t@y uil' tryi.t ro

counicr<na4e, ln8 @!.fi!ion i3 th. pob{blc
r6dt. K..p ia iiind dE s€qlrc ofd6igEr-
iDg r3 g.r. b.foi! rolirg tL di. rc s ifdE
('Dto<h.rg. @y e&. pl!c.. If itrs no.
66icdy prch$ir€4 ]u @ probably do n.

ll3.49l Rcs.rdl.ss ofeho chrs.s and vho
courlcrchag6, thc phrsi.t pl.y.. (tbc
play.. whos turD ir is) is dwsys tbe .crctcr.

lr3.5l CHARGE AVOIDANCE
ll3.5ll Mouted cavalry, hnb.rcdartill.rv
ud supply v.gons Day s..l to lvoid !
clargc by rcrrdrirt to th. .c!r in a lon of
dpande.l veBion ofR.tr.at B.forc M.16.
No orh.r bii ryp. may avoid a charge.

[3.52] Any digiblc urit thlt vish6 to.void
a chlrg. 6.y, i. tb. Chffec Avoidsc s.g-
bcnr,.ct.e.r rr lcast rror bur not dorc rhED
four, h.xes. Th. rctrc.tiog units mly oot
eoter or 6os jll|p$*ble renid or .!.ny
ZOC5. MoreovcrJ chdg. avoidoc. Errat!
dsy not ule b.idg.s or ford!, oo. @y rhcy
crN d..p ms. Displ.cemcnt (3.. I 5.32)
may bc e4 but th. evoidint urits roay nor
erd up lr&Icd eirh orho, fricDdy mits. Ifa
uit or Doi rcrrdt .t l6t teo hd6 Gi.g
thc6c rsrictioDs, it tbay aot avoid cbarF.

03.53l Units rcrredrs by ch.ry. .rcidrncc
D.9rc . hoEle chc.t aft.r coopLtilg $ch .
retrcrl, eith all rcsul$ t€ing appliqbL itr
that final hq. (R.n.!nt€r, units r.trcadng
by chag. rvoidlrcc my bc subjccl to crith.
dr.esl frc frob .di.@r .n.oy bfts)

lr3.54l TL. charsiDs uirs th.r e.rc ryoid.d
my punu€ tl€ lcr@riug uansJ altbough
thcy mry rot .cluelly entcr tbcir h.r to
att .t rb.E. Witbi! no.n l tcnin r6tric.
tiods, th. cbalgiag uirs My fo[oe d. p.th
ofrcircn 6 far as rb.y wbh up rc rhc hq
adiac.nt to the retrdrilg uit (i...J bcforc
wh.r. n bls stopp.d). Such pursuir nay oor
moec tbrough, .lthoush it niy @t.r, m
.!chy ZOC d.l th. pu$uin8, pbasing crv.
alry unit is alw.ys subiel to intcrception
countcKharge. Thc p8ucB d.y srop
snynb.E alolg thc p.rh of rct@t.

U3.6I CHARGE FIRE
[1r.61] In the Chlrse Fire segm.nt ofthc
A$sult phlse, uni8 thar are cligible to do so
nly firc uit3.bout to ch!ryc rb.m or in
adilccnr fri.Ddly unir.

[13.62]All dismounred avslry, if,fsnrry in
linc, or u irnbercd anill€ly cln fire charg.
frc is long s th. uir is nor rouGd o! diior-
d.rcd. Pimed unils @ pdforn clrsc fir.,
as my uniB that ar. ftob brig.d.s th.t havc
excccdcd thei. BCE level.

113.63l A! eligibl. uit rbar hE oot voluntEr.
ily rct..at.d (clrg. avoida.c.) can Frf,rrF
ch.rgc firc at thc cbargirg .n.oy uit. Io
additioD, ey fri.ndy ui( ihgr is .ligibl., is
adi.eot to th. uit b.ing cbary64 od b mr
it$lftb. lts.t of. chrs. or EElc d

ll3.64i Ch.rs. firc t.l6 phc. irro th. hcr
frco sbich tb. cbrrging utu eill d!.r

[l3.33] Cavalry may charge downhill and
across bridges and fords, although there are
stacking restrictions as to the last two (only
one regiment, or the two batallions in that
regiment, may cross a bridge or ford in a
charge). Cavalry may charge across shallow
rtms, but they may not charge through
breastworlt hessides or into hexes with rifle
pits (see 9.56).
[l3.34] Cavalry may not charge an enemy
unit which is not within its line of sight (see
9.'i').
[I 3.35] When charging, a unit cannot change
its facing. A charging unit may move into
frontal hexes only during its charge.
[l3.3l5] Charging cavalry units, in the Charge
Resolution segment, are simply moved from
the charge initiation heat into the target hex.
There is no cost in movement points.

[l3.3i'] Cavalry may chargclcounter-charge
through an enemy ZOC, but in doing so they
may trigger withdrawal fire. Ifas a result of
such fire the charging cavalry is disordered,
it stops movement in that hes and may not
complete the charge or counter-charge. Other
results are applied normally.

[l3.4] COUNTER-CHARGE
Under certain conditions, defending, non-
phasing cavalry units may counter-charge
against a charging, enemy cavalry unit, either
meeting the oncoming charge head-on, or
intercepting the enemy charge against an-
other, friendly unit.
[l3.-ll] The eligibility requirements for counter-
charge are the same as in 13.2. In addition,
unless the non-phasing, defending unit is going
to counter-charge against the unit that is charg-
ing it, a non-phasing unit may not counter-
chargeifitisthetargetofanenemychargeor
melee, as explained below.

[13:42] Oncoming counter-charge: A non-
phasing unit may counter-charge an enemy
unit (or stack) that is charging that non-
phasing unit. Ifthe non-phasing unit is
stacked with a leader, it may counter-charge
automatically. If the unit is not stacked with
a leader but is in the effectiveness radius of
its brigade (or higher) commander, the player
rolls one die; if it is higher than the initiative
rating of that commander, the unit may not
counter-charge. Ifthe non-phasing unit is not
within range of a leader, it may counter-
chatge only if the player rolls a l or 2. A
leader may affect any number of counter-
charges within his radius, even if he, himself,
is counter-charging or the target of a charge.

[1143] Interception counter-charge: A non-
pharnng, eligible mvalry unit may counter-
chargeanenemyunit thatisseekingtochargea
different, friendly unit. That may be done by
intercepting that phasing unit mid-charge, if the
pathofthe¢iH!‘El11BuI1ittaltesitwithin inter-
ception range of the unit seeking to counter-
charge, and the non-phasing unit is not the
target ofan enemy charge or melee. The inter-
ception range {which is subject to the restric-

tions of 13.32, and 13.33 through 13.35) is 1-3
hexes. A stack ofcavalry may not split to inter-
cept counter-charge; it must stay together.
lnterceptionmnnevertakeplaceinthehett
occupied by the original target unit.
[1 3.44] An eligible cavalry unit may attempt
an intercept or counter-charge under the
following circumstances:

a) If it is stacked with a leader, roll one die
and compare that number to the initiative
rating of that leader. If it is higher than the
rating, the tutit(s) may not intercept.
b) If not stacked with a leader but within
effectiveness range of its brigadier or adjacent
to its divisional commander (or overall com-
mander), roll one die and compare it to the
initiative rating of that leader. If the die roll
is the same or higher than that rating, the
unit(s) may not charge; otherwise it may.

c) Units not qualifying under a or b may not
interceptlcounter charge (although they may
counter-charge under 13.42).

[l3.45] In an oncoming charge (see 13.42),
the charging unit does not move the full
distance to the non-phasing unit. Instead,
both units meet in the middle of the original,
designated charge path; i.e., if the charge
distance was 4 or 3 hexes, it would be the
second hex distant from the charge initiation
hex. If the charge range was two hexes, it
would be the hex between the two units.
[l3.-16] Ifa target is being charged (oncoming)
bycavalryunitsfrommorethanonehesand
that non-phasing unit wishes to counter-charge,
it must counter-charge all on-coming, charging
units in the middle distance hex of its (non-
phasing) choice (see 13.45). All clmrging units
are placed in that heat (with the charging units
not using that exact path considered to be
swerving to meet the counter-charge). However,
iffot some reason, either terrain restrictions
(see 13.32) or distance limitations, some of
those charging tmits could not reach that hes,
those charging units do not join the combat
but, instead, are moved into the hex vacated by
the counter-charging units, unless the non-
phasing player chooses to leave some units in
that hex, in which it completes its original
charge.
[l3.-17] If a stack of defending cavalry is
being charged by more than one stack of
enemy, phasing units (oncoming), i.e., the
phasing player is charging from different
hexes (see 13.25), the non-phasing player
may choose to either counter-charge each
oncoming group individually (if he has
enough battalions in his stack), or he can
follow 13.46. However, he must designate
what he wants to do first, before rolling for
counter-charge attempts.

[11-5.48] Remembering all the restrictions and
pomibilities envisioned in the above sections,
note that a non-phasing player may combine
oncoming with interception cotmter-charge in
any way that does not llout the rules. With
many units charging and enemy units trying to
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counter-charge, mass confusion is the probable
result. Keep in mind the sequence ofdesignat-
ingtargetsbeforerollingthedietoseeifthe
counter-charge may take place. 1fit’s not
so-ictly prohibited, you can probably do it.
[l3.49] Regardless of who charges and who
counter-charges, the phasing player (the
player whose turn it is) is always the attaclter.

[13.5] CHARGE AVOIDANCE
[13.51] Mounted cavalry, limbered artillery,
and supply wagons may seek to avoid a
charge by retreating to the rear in a sort of
expanded version of Retreat Before Melee.
No other unit type may avoid a charge.
[13.52] Any eligible unit that wishes to avoid
a charge may, in the Charge Avoidance seg-
ment, retreat at least two, but not more than
four, hexes. The retreating units may not
enter or cross impassable terrain or enemy
ZOCs. Moreover, charge avoidance retreats
may not use bridges or fords, nor may they
cross deep runs. Displacement (see 15.32)
may be used, but the avoiding units may not
end up stacked with other, friendly units. If a
unit can not retreat at least two hettes using
these restrictions, it may not avoid charge.
[£3.53] Units retreating by charge avoidance
make a morale check after completing such a
retreat, with all results being applicable in
that final hes. (Remember, units retreating
by charge avoidance may be subject to with-
drawal fire from adjacent enemy units.)

[1354] The charging units that were avoided
may pursue the retrting units, although
they may not actually enter their hes to
attack them. Within normal terrain restric-
tions, the charging units may follow the path
of retreat as far as they wish up to the hes
adjacent to the retreating unit {i.e., before
where it has stopped). Such pursuit may not
move through, although it may enter, an
enemy ZOC and the pursuing, phasing cav-
alry unit is always subject to interception
counter-charge. The pursuers may stop
anywhere along the path of retreat.

[135] CHARGE FIRE
[l3.6l] In the Charge Fire segment of the
Assault phase, units that are eligible to do so
may fire at units about to charge them or an
adjacent friendly unit.
[l3.62] All dismounted cavalry, infantry in
line, or unlimbered artillery can fire charge
fire as long as the unit is not routed or disor-
dered. Pinned units can perform charge fire,
as may units that are from brigades that have
exceeded their BCE level.

[1 3.63] An eligible unit that has not voluntar-
ily retreated (charge avoidance) can perform
charge fire at the charging enemy tmit. In
addition, any friendly unit that is eligible, is
adjacent to the unit being charged, and is not
itself the target of a charge or melee can
perform charge fire.
[13454] Charge fire taltes place into the hes
from which the charging units will enter



the taryer hq to anacl, so the cbdging phyer
nust f$r move iis cbdeug dits io the hd
adjac€nt to the t iget d4 befoe complerjng
the cbrJge nmment sd the subsquenl
a$taurt dice rcn, rhe chdgirg @valry receivd
cb.Jge |ft. The ctErsE fre is reslv€d before
rhe ovalry can complete the cnarge.

[13.65] Ifthe cha.gins ulit b disoider€d by
the chars€ fire, it may nor complere the
charse @d bust renain in rhe hq adjac€nr

113.66lCha.ge fLre is conducted jusr lile.ry
othe. twe offire, and all rul$ p€rtainif,g ro
such pertain to charge fre.

U3.7I LEADERS AND CHARGES
ll3.7ll Caval.y batialions nay charge with-
out the p.esence of ! leader

03.721 Depedding on the situation, leadeB
are needed for cdnier chdges 2s per 13.42
and 13.44.

tl3.?31As with a m€le, uy sracl of uits with
a l€ld€r nEy add one to its dtarg€ sFqEth.
Thb one stength point ir ed<H aftd doubling
the chaeE stEneih but b.fore brling dy
othei adilnments. The same applie to evelty
!nit3 coDtd{brging. Uniis defending aglinst
a cbffge ato do &e sane (alihogh uits de-
fending ageinsr a cbeige, i.e., nor coareF
ch{ging, re not doublcd).

ll3.74l If evalry units rhar are charsins o.
comtercharging .e shcked wirh a leader
that has an ,stdisk (*) od its initiative rating,
rh. player ad.Is one more poini (bral of2) ro
the posl-doublcd streogrh ofthe blttllions.

tl3.75lLelders in charges ha{e d indesed
chrnc€ ofb€iog kiUed or wosded Gee
r7.76).

lr3,8l CHARGE RESUITS
Il3.sllCharses ar. .eslved usins the As'
eult Results table i! th€ s.m. wry $ fo.

ll3.82lAll cavalry units rhar hlvc charsed or
counteFcha.ged become diso.de.ed afrer all
@mba( rc$lts have been applie4 .xcept if
thc uit is routed or alr.ady diso.de.ed (*-

ll3.83l In a chlrsE wherc rhe defmding uirs
are od foot (infartryJ diuounted @rdry, or
unlinbered anillery) any tine the afoot units
m6r orle a mo€le check as pe. the A.sadt
CRI I is added to that nonle ch6k die ro[.

{13.E4lIE as a.€suh of! ch.rsej rhe targel
semy unit is €ither elininated or retreted
two or more hexesr the victorious cavalry
sir may attenpt to attact io nel€€ (trot
chrge) lny adjaceni eneny units in a single
hex thar are nor al.eady rhe iarget ofa diffe.
eDt atmck by friendly infanry o. chuging
caralry That iB, it may not combine wirh
infantry although it may do so wirh friendly,
attackins (but not charsins) cavalry ln such
a case, add one ro any nelee initiatioo die
roll required (sec 12.3). Auromatic disorder
(13.82)appli$ after this follow-up attack.

u4.01 MORALE,
ROUT, RALLY

GENERAL RULE
All codbat uni$ (plus wagons, crews, etc.)
poses. oorale iatiqs Gee sanple unitt.
Morale is often as impotant as conbar
srrengthJ aDd rhe morale eriog is used for a
variety of pu.posesi ahons them (but noi
exclusively): melee iriiiation sd relction,
deternining resulB ofmor.le checks, volun-
tary reireais, etc. R€sults of morale ch€cks
oay be disordeG, pins or rours. Disord€r€d
and roured miis may be ralli€d i! the Rally
phsse, orheruise ihey reoain in thar condi-
tion. UDitr that have received such resulrs
are restricted as to vh3t they 6 do.
There re two tlpes ofdie .oUs rh.t Be moEl€
ntings. One die roll, the morele checl, uss the
Monre chal table (14.26) rhc oth{ i, a
morare rating die rcIr wherein the un gets
into rdble ifthe die roll is hids rho its
rariog. The .lilflddt 9?€s ofnoqle die .ols
are lbto4 for lefercbce pxrpM, in the MoElc
Dic RoI RefercDce iable, 14.27.

lr4.1l MORALE RATINGS
ll4.l ll Each combar bit, as well as supply
wagons and anillery crews, has a morale
ratiog, a lumbc. regiag fron 6 (best) to I
(worso. Pled€ not ihst the ratinss ofevalry
dismodted are low.! tb.o ihose ofrhe smc
uits mosted. Se sample units.
t14.12j Thc moEle.ltings a.e pemanent.
Howeve., h at leaBt one insrance (th. Union
4th PA .egiment at Kelly's Ford), th. morale
for that unit in that sceaa.io i3 difterenr rhan
rhe printed norale. See rhe if,dividul sce-
na.io for any possible adjustmenrs.
lI4.I3l Batterie$ dd s€ctions baE printed
mr.le ntings (wirh serioos having lovq
ratings thd rhe batrery). The rating for a
tattery is lsed ooly if.ll s.criom oftlat batterl
rh.t se in play e stacled rcgethd (in which
c6e the batrdy our€r is u*d). OdeNis, the
individu.l scrion rarnrys ae in effecr.
ll4.14l The borare ratings for aJiilery dews
a.e used only when rh. crew is nor si.cked
with thc battcryh€ctionj oth€triF use rhc
.atios for th€ battery/ectioD.
lla.l5lA few unirs hsv€ no numcrical mo-
lale ratingj they hav€ a "?". This iDdicate8
rhe miis ae green, i.e., they have secn little
or no p.€vio$ acrion.
0a.16l Elch timc rhar s srcer (?) unir is
requircd to mate a no.ale checr (know! as
"seing rhe elephant"), the owning player
imediately.efe6 to th. Seeing rhc Ele-
phanr rabk (r4.1?). He tlen rolls one die to
dete.dine rhc 6or.le .aiing ofrhe greo
unil Gr€€o unils do nor acquie a pe.menenr
rating. They musr check for a mo.ale raring
every gane phase ifr€quir€d. Th€y retain
rhar rating dudng rhat phase only.
ll4.17l SEEING THE ELEPHANT Thble
Gee cenral pull-out section.)

u4.21 MORALE CHECKS
t14.2U There de . vdiery ofdmes duing ihe
su€ thlr a mit is .equird ro mrke a moEle
check by usjns the MoEle Chek isble. MosI
of lhe* ()@r duins comblt (eirhe. m M
reNrt or a nmbered r6ulr wirh u m€rish
drhough mor.re che*s re requi€d after orher
adionq $ch as Rerat Before Mele (12.76).

ll4.22lWhenever a role or action requires a
unit to udergo a morale checb the player
consuLts the Momle Check Results table,
not€s the unil-in-quesdon\ morlle rating,
and rolls one die, referirg ro the MCRT
unde. the column for rhal moial€ rating.
ll4.23lA morale check dic roU catr bc modi
fied unde. various ciromstances, listed
below. All dodifiers a.e cmulative.
Subrract I fron the die roll il
a) The uit is sracked with iis brigadier or
superior leader from iis om co.rlthd.
Add I to the die roll il
a) The ait has sufered g.eat.. ths 50%
lo$cs from irs inirial sftdgth (wb,ich nry be
diffcrcnt fiom its prilied srcngrh as per

b) It is a morale ch.ck from a combetsult
and the affected unit has b€€o enfiladed;
c) The unit is *acred with a uoit from a
different (albeit f.iendly) brisade.
Il4.24l The €f€ct5 ofdisorder are cover€d io
9.84. Litewise diffe.ent irterpretstions oo
.esults for anillery and wagons .re covered in
9.8?j Il.14 atrd t I.I5. Also see 9.88.
ll4.25l Morale is ch€cked cach ti'nc $ch a
chcck is call€d for, €veD ifit has occured

t14.26] MORALE CHECK RESULTS
Table
(See cen$al pullaut section.)
I14,27]MORALE DIBROLL
REFERENCE Chan
(see cenral pulhut section.)

[1{.31 EFFECTS OF STACKTNG
ON MORALE CHECKS

tl4.3ll lftheie i3 more than one uEit in a
hex for which a norale check or die roll is
nece$ary, each unir is checked sepasrely.
ll4.32l robly the top lnitis afcted by the
coobot (a io fftI that Diis monle is chclad
l8t. Ifrhe rop uii des not r@r o. beoDe
disordere4 no morale chct is necded for ihe
uiis bdsth ii. rit d6 Mt or disords, rhc
sit bens& msr chect morale. rrhe top uir
is eliminated cntircly, Ih€ uit bq@tb ir Dusr
che.t 6 ifit wqe the top !nit.
[14.]31 If,adeb affect only units within thei.
own command in a h4. LeadeB in a stack
may choGe ro retreat with a routed unit or
r€nain with a uit beneath. Hoveve., a
l€der nay not renain id a hex ifall his units
de no lonSer presenij he musi reirei.
ll4.34l rone dit in a srek beomes pim64
all uits in that stact re ilmedilreLy pimed.
Howder, diso.der aileas only rhe uii it

the target hes to attack, so the charging player
must first move his charging units to the hes
adjacent to the target and, before completing
the charge movement and the subsequent
assault dice roll, the charging cavalry receives
charge fire. The charge fire is resolved before
the cavalry can complete the charge.
[l3.(i5] If the charging unit is disordered by
the charge fire, it may not complete the
charge and must remain in the hex adjacent
to the target unit.
[13.lifi] Charge fire is conducted just like any
other type of fire, and all rules pertaining to
such pertain to charge fire.

[133] LEADERS AND CHARGES
[135-'1] Cavalry battalions may charge with-
out the presence of a leader.
[l3.T2] Depending on the situation, leaders
are needed for counter-charges as per 13.42
and 13.44.

[1333] As with a melee, any stack of units with
a leader may add one to its charge strength.
This one strength point is added after doubling
the charge strength but before making any
other adiustments. The same applies to cavalry
units counter-charging. Units defending against
a charge also do the same (although units de-
fending against a charge, i.e., not counter-
charging, are not doubled).
[13.'i'4] If cavalry units that are charging or
counter-charging are stacked with a leader
that has an asterisk (*) on its initiative rating,
the player adds one more point (total of 2) to
the post-doubled strength of the battalions.

[1335] Leaders in charges have an increased
chance of being killed or wounded (see
1176).

[13.8] CHARGE RESULTS
[l3.8l] Charges are resolved using the As-
sault Results table in the same way as for
melee (see 12.8).

[l3.82] All cavalry units that have charged or
counter-charged become disordered after all
combat results have been applied, except if
the unit is routed or already disordered (ex-
ception, see 13.84).

[1183] In a charge where the defending units
are on foot (infantry; dismounted cavalry, or
unlimbered artillery) any time the afoot units
must make a morale check as per the Assault
CRT, 1 is added to that morale check die roll.
(13.8-4] If, as a result of a charge, the target
enemy unit is either eliminated or retreated
two or more hexes, the victorious cavalry
unit may attempt to attack in melee (not
charge) any adjacent enemy units in a single
hes that are not already the target of a differ-
ent attack by friendly infantry or charging
cavalry. That is, it may not combine with
infantry, although it may do so with friendly,
attacking [but not charging) cavalry. In such
a case, add one to any melee initiation die
roll required [see 12.3). Automatic disorder
(13.82) applies after this follow-up attack.

[1-4.0] MORALE,
ROUT, RALLY

GENERAL. RULE
All combat units (plus wagons, crews, etc.)
possess a morale rating (see sample units).
Morale is often as important as combat
strength, and the morale rating is used for a
variety of purposes; among them (but not
exclusively): melee initiation and reaction,
determining results of morale checks, volun-
tary retreats, etc. Results of morale checks
may be disorders, pins or routs. Disordered
and routed units may be rallied in the Rally
phase, otherwise they remain in that condi-
tion. Units that have received such results
are restricted as to what they can do.
There are two types of die rolls that use morale
ratings. One die roll, the morale check, uses the
Morale Check table (14.26); the other is a
morale rating die roll, wherein the unit gets
into trouble if the die roll is higher than its
rating. The different types ofmorale die rolls
are listed, for reference purposes, in the Morale
Die Roll Reference table, 14.27.
[14.1] MORALE RATINGS
[l4.l 1] Each combat unit, as well as supply
wagons and artillery crews, has a morale
rating, a number ranging from 6 (best) to 1
(worst). Please note that the ratings of cavalry
dismoimted are lower than those of the same
units mounted. See sample units.
[14.12] The morale ratings are permanent.
However, in at least one instance (the Union
4th PA regiment at Kelly’s Ford), the morale
for that tmit in that scenario is different than
the printed morale. See the individual sce-
nario for any possible adjustments.
[14.13] Batteries and sections have printed
morale ratings (with sections having lower
ratings than the battery). The rating for a
battery is used only if all sections of that battery
that are in play are stacked together (in which
case the battery counter is used). Otherwise, the
individual section ratings are in effect.
[l4.l4] The morale ratings for artillery crews
are used only when the crew is not stacked
with the batterylsection; otherwise use the
rating for the batteryfsection.
[1-4.15] A few units have no numerical mo-
rale rating; they have a “?”. This indicates
the units are green, i.e., they have seen little
or no previous action.
[l4.16] Each time that a green (?) unit is
required to make a morale check (known as
“seeing the elephant”), the owning player
immediately refers to the Seeing the Ele-
phant table (14.17). He then rolls one die to
determine the morale rating of the green
unit. Green units do not acquire a permanent
rating. They must check for a morale rating
every game phase if required. They retain
that rating during that phase only.
[14.l7] SEEING THE ELEPHANT Table
(see central pull-out section.)
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[14.2] MORALE CHECKS
[l4.2l] There are a variety of times during the
game that a unit is required to make a morale
check by using the Morale Check table. Most
of these occur during combat (either an M
result or a numbered result with an asterisk,
although morale checks are required afier other
actions, such as Retreat Before Melee (12.?fi).
[14.22] Whenever a rule or action requires a
unit to imdergo a morale check, the player
consults the Morale Check Results table,
notes the unit-in-question’s morale rating,
and rolls one die, referring to the MCRT
under the column for that morale rating.
[14.23] A morale check die roll can be modi-
fied under various circumstances, listed
below. All modifiers are cumulative.
Subtract 1 from the die roll if:
a) The unit is stacked with its brigadier or
superior leader from its own command.
Add 1 to the die roll if:
a) The unit has suffered greater than 58%
losses from its initial strength (which may be
different from its printed strength as per
individual scenario ).
b) It is a morale check from a combat result
and the affected unit has been enfiladed;
c) The unit is stacked with a unit from a
different (albeit friendly) brigade.
[14.24] The effects of disorder are covered in
9.84. Likewise different interpretations on
results for artillery and wagons are covered in
9.87, 11.14 and 11.15. Also see 9.88.
[i4.25] Morale is checked each time such a
check is called for, even if it has occured
before in that phase.
114.26] MORALE CHECK RESULTS
Table
(See central pull-out section.)
:14.27] MURALE DIEROLL
REFERENCE Chart
(See central pull-out section.)

[14.3] EFFECTS OF STACKING
ON MORALE CHECKS

[1431] Ifthere is more than one unit in a
hex for which a morale check or die roll is
necessary, each unit is checked separately.
[1432] lfonly the top unit is affected by the
combat (as in fire), that unit’s morale is checked
first. If the top unit does not rout or beoome
disordered, no morale check is needed for the
units beneath it. If it does rout or disorder, the
unit beneath must check morale. Ifthe top unit
is eliminated entirely, the unit beneath it must
check as if it were the top unit.
[1433] Leaders affect only units within their
own command in a hes. Leaders in a stack
may choose to retreat with a routed unit or
remain with a unit beneath. However, a
leader may not remain in a hes if all his units
are no longer present; he must retreat.
[1434] Ifone unit in a stack becomes pinned,
all units in that stack are immediately pinned.
However, disorder affects only the unit in
question.



Il4.4l EFFECTS OF ROUT
ll4.4llUnirs thar are roured musr retreat
three h*es (not ss .n expctrdfture of move.
ment points), in addiriotr to aly other rcirets
thrt may hare ben required in that Combat
phase. Units uable to retlcat rhose lh..c
heks for af,y reso! (terrain or en.my uf,its)

ll4.42l Roured mits have a mov@cnt allo*-
de of one hq per rm, regardl€ss of lemin
osr; however, rbcy (zuot ente. o. dN im-
plsble temi!. They bave no Z.ne ofcon'
trol. Routed 6its @not eneage in any kind of
firc @mber. They camoi rerrest beforc mele
or initi.te chage or melej iffored to Nsult
or &frnd against a cb{ge, they do so al hali
st.€Deth (.oud fractios doM).

ll4.43lA uDir rhar is routed and suffcn
additional c1suald6 rhile in. sr.te ofrout
will rout a8ain. Roured unirs sufftring s
s.cond rout .6dt (e.9., from 3 D/R rcsult on
rh. Fire CRT) mst rerrcat an addniof,al
thrce heres, remaining routed. Rourcd unils
thar be.ome pinned are boih pinned and
routed; but a pinned Dnir that routs is no
long€f pinnedj ir is routed. Rout€d unirs

ll4.44l kade6 a.e never rourcd (howev€r,
scc 14.33).

Il4.5l EFFECTS OF PrN
ll4.5llWhen a mit is pinned, place a "Pin"
markd on rop ofau units in rhe hcx, as a pin
r.sult itunediately aIleds.ll u.irs in Ihc hd-

ll3.52l Piued uits mey not move (.rcept to
rcoear as a combar resulr), nor may rhey fire
in a frieodly Offef,sive Fire phase. Moreovc.,
rhey may f,or fire withd.awal or r€tr€ai fi.e.
However, ihey 6ay fire in the fricndly De"
fensive Fi.e phase, although ften fire
sftnslh is reduced ro one.

ll4.5slPinneduits may not initiare md€
or chargc, .lrhough rhey nay dcfcnd againsr
both noroally. They may not .ckear beforc
melee, charse, or coDter<har8.. They do
have a Zone ofcodtrol.

Il4.54l Pinned units may cba.se facinS, bur
they Bay not chalge fornation.

ll4.55l Pinned uirs Day becomc routed, at
which poinr rhey ar€ now Rout.d units.
Rout€d units rhar receive a pin result are
both pinned and routed. Pinncd units ignore
a disorde. resuh, however, Disorde.ed units
ftar receive a pin a.e now pif,ned.

lr{.Gl RArLY
ll4-6ll Routed, di$rdered and pinncd unirs
r€main so und rhet dc .aui.d in a frierdly

lla.62l Non-indepcnderr roured units (ckept
battc.ics) a.e rallied under rhc following

a) Th€y are stacked sirh ady f.iendly coo-
mandei (this does nor require expending a
Rally Point (see 17.14).
b) They are sithin rhe efrecrivenes rldius

ofthe brigade commandcr for that unit, and
that brigade commander cxpends a rally
poinr (see 17.14)ro r.uy rh.r unit.

l14.63lThe efectiveness .adis @not be
daced tbough encmy conbat uits, eremy
ZOCS (.lthou8h th. pr.snce ofr f.iendly
uir iD rhar hq n.gai$ rhe effect ofsuch a
ZOC) or impassblc tc!!ain.

U4.641Rout€d anill€ry uits, gun qeEs, sup
ply Mepc, od 'ndcp€nd.nt unit 6 rEIy
without lqds. Ifsucb a mit h.s ben route4
the pLyer roUs onc di. duint the Pilly ph6e.
Ifrh€ dre roll rest lt is highef thd the mifs
no.rle mdn& th€ uit rd.ins @ted. Ifihe
die rol is €qul to or lower tha th. uitt
moBl€ rariDg, it .alli€s. In addittoi, leaderi tu
EIy independe uirs by being sracled with
thd in the R lly ph!*r d per 14.62.

ll4.6tl Disorder.d unirs 6ay be raUied
Ede. the emc condnions as in 14.62 ud
14.64. h addiiion, iff,o l..der is prc$rt,
dy disordered cavaliy or infantry unit nay
be muied by rouing a die as per 14.64.

114.66lAll "Pin" narkers are auromaticaly
removed in rhe friendly RaUy phaF.

Us.O] RETREATS
GFNERAL RLILE
UDits an be folccd rc letrqr ss a resuli of
rour or as a dircct ..suh from rhe Mele
Conbat Resulb rabl.; rhe number ofhexes
rersted depends on thc cirMsruces.
Players musr obs.n. c€naid resrictions
eho retreatint units.
PROCEDURE
AII rctrsts arc conducr€d by the pla'€r owning
the .etreating unit. A rdreating unit mun
always end irs rerrcli thc nmber ofhqes it is
required to reftat away fiom rhe hs in which
it t gan the reEeat. A umt camot enter the
sde hd rwic. duirg uy onc ret@r. Units
Dur rer@r awy ft6 enemy uirs md re
wd thcn owd lines (alsoJ s 15.4).
CASES

[r5. u R.ESTRTCTIONS ON
RETREATS

A unit camot rercat through d ddy mit or
d iDpasbL hexsid€, nor can i[e$€t offthe
@p. If a uit is aable to rct.e* b@se ir is
omplerely srcwded by ddy uirs, imp&
able tmin edor rhc cdge ofthe rop, i! n
dptuEd snd r.moved fio6 rhe gdq

[T5,2I RETREATING TIIROUGH
ENEMY ZOCS

Units en rerlear rh.outh or if,ro bs6 in
enemy ZOC (.xccprion: unns ftetreting
before mcl.. or cha.ge may nor enrer .d€6y
ZOC). Units that r€tr€lt into €n€oy ZOC
are subiet to r.trcat ii.c (see l0-2).

U5.3I PRESENCE OF FRIENDLY
TJNTTS AND RETREAT

[15.31] A unit may not retrear through a h€x
contlining a frieDdly unir ifth€r€ is alother

path op€n to it (unless that path includes on.
or oor hexes in enemy ZoC).

ll5.32l Ifa unit must ietiei odro o. dtroud a
f.iendy uit, thet fiier<Uy uii is dispLed
(rer@ted) one h€l ed ihe Midg player nusl
conduci . moBlc che.& for lhe displac€d Mir
(qcption: s 15.13.) Ifde djsplac.d uir i.
at ady @l.d, n routs again and @st rctEt
6 .dditior.l tbre hes. A displaced uit
dar rctMr inro a vs@t hq if pNible; if not,
the thild uit in ruh is di6plaed ole hq and
the ownine player nun conducr a norale ch€ck
for that uir. In rhis mnne4 a chaio @crion of
retfeats and routs is th@retica{y possible. lfa
$!ck is displac€4 a norale check is perfomed
oD the top ait. Ifrhde is no adves r6ull, the
orher units n.ed not mie EoEle check.

[15.331 Rctreatif,s artiueiy crews ad skir-
nishers (sec 21.2)do oot @use drsplac.ment
ifthey are fored io retret onto or ihrough
fricndly units. The oew or sldmishc. !c-
rrears rhrouSh the ode. uir aril it rcachcs
the fiBr available open bs. Their retrear
do.s not cause a unil to check morale.

U5.341 lf an unliobered artilery battery
suflers ,.etreat result or displacement, th.
aniucry oew rerrears, dd ihe guns .emain
in th. hex. Ifthe guns a.e oot imm€distely
caplured by thc edeDy, place an "Abandoned
Guns" msrker on rhe guns.

[I5.4I THE PATH OF RETREAT
ll5.4llThc palh of ret.@t sbould fouow rhe
t€[.in of l@rtresistde (i.e., the chcapc$ in
r€rms ofmovcbcnr poinrs) wheoever pr.cti-
cal. lf, fo..xasple, th€ ciep€st parh would
force thc unit into an €neny ZOC, a diftets
ent path caD bc taken instead. ln adooaloug
situations use comon sense; howeve., rhe
rerrelring pllyer has rhe iinal say.

ll5.42lUnits cannot advance inio a hex that
was vacared by r.tr.ating€tremy udts unless
tbe retleat was a lelreat before nelee G.c
12.7) or octur.d as a resul of offensir. ftrc
(sc. e.e).

[16.0] ARTTLLERY
MOVEMENT
AND FIRE

GENERAL RULB
Artill.rt, ui$ sn eirher trwe or file in sny
one playcr tum. They ennot do both. On€e an
anillc.y unit bas fift4 it @y not m@e, dd
ona d .ltilery mit b.s Dove4 ir my f,or
fre. H()wqd, if e aniUery uir d6 not movc
but chang€s formation (nom limb.r.d to urlin-
b.rcd), it my 68. (Also € 16.5.)
CASES

116.rl BATTERTES AND SECTTONS
116.l ll Artiuery units @y tunction as bafteF
i.s (usually fou. o! sir suns) or sections Cwo
gunt. Batteries are nade up oftwo or thicc
scction8, hd counreB provid€ for both th.
battcry and its indrvidual seclions. (There arc
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[1441] EFFECTS UF RDUT
[l4.4l] Units that are routed must retreat
three hexes (not as an expenditure of move-
ment points), in addition to any other retreats
that may have been required in that Combat
phase. Units unable to retreat those three
hexes for any reason {terrain or enemy units)
are captured.

[l4.42] Routed units have a movement allow-
ance of one hex per tu.rn, regardless of terrain
cost; however, they cannot enter or cross im-
passable terrain. They have no Zone of Con-
trol. Routed tmits cannot engage in any kind of
fire combat. They carmot retreat before melee
or initiate charge or melee; if forced to assault
or defend against a charge, they do so at half-
strength (round fiactions down).
[1-4.43] A unit that is routed and suffers
additional casualties while in a state of rout
will rout again. Routed units suffering a
second rout result (e.g., from a DIR result on
the Fire CRT) must retreat an additional
three hexes, remaining routed. Routed units
that become pinned are both pinned and
touted; but a pinned unit that routs is no
longer pinned; it is routed. Routed units
ignore D results.

[l4.44] Leaders are never routed (however,
see 14.33).

[1-4.5] EFFECTS OF PIN
[l4.5l] ‘When a imit is pinned, place a “Pin”
marker on top of all units in the hex, as a pin
result immediately affects all units in the hex.
[1152] Pinned units may not move (except to
retreat as a combat result), nor may they fire
in a friendly Offensive Fire phase. Moreover,
they may not fire withdrawal or retreat fire.
However, they may fire in the friendly De-
fensive Fire phase, although their fire
strength is reduced to one.

[l4.53] Pinned units may not initiate melee
or charge, although they may defend against
both normally. They may not retreat before
melee, charge, or counter-charge. They do
have a Zone of Control.
[1454] Pinned units may change facing, but
they may not change formation.

[1455] Pinned tmits may become routed, at
which point they are now Routed units.
Routed units that receive a pin result are
both pinned and routed. Pinned units ignore
a disorder result, however, Disordered units
that receive a pin are now pinned.

[IILB] RALLY
[14151] Routed, disordered and pinned units
remain so until they are rallied in a friendly
Rally phase.
[l4.62] Non-independent routed units (except
batteries) are rallied under the following
circumstances:
a) They are stacked with any friendly com-
mander (this does not require expending a
Rally Point (see l'i'.l-4).
b) They are within the effectiveness radius

of the brigade commander for that unit, and
that brigade commander expends a rally
point (see 17.14) to rally that unit.
[I4.63] The effectiveness radius cannot be
traced through enemy combat units, enemy
ZOCs (although the presence of a friendly
unit in that hex negates the effect ofsuch a
ZOC) or impassable terrain.

[14.64] Routed artillery units, gun crews, sup-
ply wagons, and independent units can rally
without leaders. If such a unit has been routed,
the player rolls one die during the Rally phase.
Ifthe die roll result is higher than the unit’s
morale rating, the unit remains routed. If the
die roll is equal to or lower than the unit’s
morale rating, it rallies. In addition, leaders can
rally independent units by being stacked with
them in the Rally phase, as per 14.62.
[1-4.65] Disordered units may be rallied
under the same conditions as in 14.62 and
14.64. In addition, if no leader is present,
any disordered cavalry or infantry unit may
be rallied by rolling a die as per 14.64.
[14.66] All “Pin” markers are automatically
removed in the friendly Rally phase.

[15.0] RETREATS
GENERAL RULE

Units can be forced to retreat as a result of
rout or as a direct result from the Melee
Combat Results table; the number of hexes
retreated depends on the circumstances.
Players must observe certain restrictions
when retreating units.
PROCEDURE

All retreats are conducted by the player owning
the retreating unit. A retreating imit must
always end its retreat the number ofhexes it is
required to retreat away from the hex in which
it began the retreat. A unit cannot enter the
same hex twice during any one retreat. Units
must retreat away from enemy units and to-
ward their own lines (also, see 15.4).

CASES

[15.1] RESTRICTIONS ON
RETREATS

A unit cannot retreat through an enemy unit or
an impassable hexside, not can it retreat off the
map. Ifa unit is unable to retreat because it is
completely surrounded by enemy tmits, impass-
able terrain andfor the edge of the map, it is
captured and removed from the game.

[15.2] RETREATING THROUGH
ENEMY ZOCS

Units can retreat through or into hexes in
enemy ZOC (exception: tmits tretreating
before melee or charge may not enter enemy
ZDC). Units that retreat into enemy ZOC
are subiect to retreat fire (see 10.2).
[15.3] PRESENCE OF FRIENDLY

UNITS AND RETREAT
[l5.3l] A unit may not retreat through a hex
containing a friendly unit ifthere is another
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path open to it (unless that path includes one
or more hexes in enemy ZUC).
[1552] If a unit must retreat onto or through a
friendly unit, that friendly unit is displaced
(retreated) one hex and the owning player must
conduct a morale check for the displaced unit
(exception: see 15.33.) Ifthe displaced unit is
already routed, it routs again and must retreat
an additional three hexes. A displaced unit
must retreat into a vacant hex ifpossible; ifnot,
the third unit in turn is displaced one hex and
the owning player must conduct a morale check
for that unit. In this manner, a chain reaction of
retreats and routs is theoretically possible. Ifa
stack is displaced, a morale check is performed
on the top unit. If there is no adverse result, the
other units need not make morale checks.
[15.33] Retreating artillery crews and skir-
mishers (see 21.2) do not cause displacement
if they are forced to retreat onto or through
friendly units. The crew or skirmisher re-
treats through the other tmit until it reaches
the first available open hex. Their retreat
does not cause a unit to check morale.

[15.34] If an unlimbered artillery battery
suffers a retreat result or displacement, the
artillery crew retreats, and the guns remain
in the hex. If the guns are not immediately
captured by the enemy, place an “Abandoned
Guns“ marker on the guns.

[15.4] THE PATH OF RETREAT
[l5.4l] The path of retreat should follow the
terrain of least resistance (i.e., the cheapest in
terms of movement points) whenever practi-
cal. If, for example, the cheapest path would
force the unit into an enemy ZOE, a differ-
ent path can be taken instead. In anomalous
situations use common sense; however, the
retreating player has the fmal say.
[1 5.42] Units cannot advance into a hex that
was vacated by retreating enemy units unless
the retreat was a retreat before melee (see
12.7) or occured as a result of offensive fire
(see 9.9).

[1s.o] ARTILLERY
MOVEMENT
AND FIRE

GENERAL RULE
Artillery units can either move or fire in any
one player turn. They cannot do both. Once an
artillery unit has fired, it may not move, and
once an artillery unit has moved, it may not
fire. However, ifan artillery unit does not move
but changes formation (liom limbered to unlim-
bered), it may fire. (Also see 16.5.)
CASES

[18.1] BATTERIES AND SECTIONS
[16.ll] Artillery units may function as batter-
ies (usually four or six guns) or sections {two
guns). Batteries are made up of two or three
sections, and counters provide for both the
battery and its individual sections. (There are



also sDc ind.pend.n( s.ctiods, like rhe
LouisiaM Cu.r4 which have no battery
countet. Sccrioos arc indic.red with a lett€r,
.nd usually have a norale nring ooe lowe.

ll6.l2l Wh.n a[ serions of. barcry (sclud-
irg abddon€d ss) ee in the see h6, rhe
bqn ry ciMtcr is used. Orh€ryi$, lhc gM G
brcken d(M into ildividud s.tio6. This
brcal-ing do1r! and r€combinirs @ be done .t
any dmc duing a ftmdly Movn.nr phle !i
no ct h movmt pomts.

ll6.l3l Barreries are cr.wed initially by tul!
srrcngth (l poino crews. Secrions a.e oew.d
by rcduccd str.ngtl {0 poiDt cr.ws. (See
t6.2.)

116.l4l On€ blttery in the ountermir
p.cselts a sligbr problcm: Mcc.eSor's (CSA)
banery At Brlndy Station, Mccrcgor's
b.(e.y contained two s.ctiols of l2lb.
napoleons. Howeve!, at Gettysburg, rhe
batre.y had one *ciior of dapoleoDs dd one
of3' rin.s (TBs). Giv.n this infomation,
playeB nay u* rhc Mcc.egor b.ttery
counter aB rhey s fir at GettysburS, al-
thoud it indicaies 4 Ns.

l16.2l ARTTLLERY CREWS
Each altillery uir includ6 . battcry crew (finl
slEgth inirirny) or s.ction crew (haifstrogth
initilly). Th* c dE mo n edc.l to seryic.
dd tue th. crnr@. Thc firc srEngrh ofa
bdticry or sedioo bay b€ rcducd or elinifrrcd
by kiling dd capturing the c4. AD srrile.y
cw dMrd i5 nor &.d.d uril a (@b6(
cuft affccrs rhe c..$ wher circmrsnG
.€quiE it, pbce a dew marker on th. Mp.
Elch @w mrler b$ a lefts codc o iL pl!y-
c6 shou.ld t6rd d dE OB r6tct shers
wbch cnw b.lmgs to which bat.ry The crcw

'mkd 
is .cmov€d ftom play of,ly if rhe oN

mrnrgR to g.t lluitcd wirh rhc gB of its
orid.rl hcaclr or s€nion. C!!s c tR.r.d a
lin infiDrry for mct r&rpo6€s.
116.2rl Gud crews suffer @sualrics .s . .csult
ofbcle (s.. l2.El) o! s@ll-arDi fre (s.c
9.82) rhouth creft cq! b€ .ourcd or pinf,cd
as 2 result ofartiucry fire. Combat !€sults
iaflicted by .nilery firc !r bombddment
range .f.ct the guns onlt leving the gu
cr.ws in6cr (see 9.83).

U6.221 Each Eun fi.w @ stain a IuimM
ofrm $ep locses. When a bancry\ gun cw
$16 a srrdgrb poini 106., tlat bondy's @w
Mrcr is tuhed d.r ro the hllf{rew sid..
Whd !h. bonery cw lls s sNnd sfdgdr
poinr, o. a sEti@ @w (h!lf sEdsth) sffeB .
srogth o$rlty, dlc cw is elimiEted If .
crcw n elieiDre4 plaa u "Ab&dof,.d
Guns" ralk.r on the battcry o. eclion.

t16.2314 batre.y with a hlr-srr.n8th crew
qf, liDb.r, move, and unlimbcr oomally.
However, s battery wirh halfa c.ew can fir.
no norc than hdfirs inirial gun st.eDgrh
(road f.actioos up). If losses ro rh. suos
r.due . batteryt currcnr guD srrengrh ro
hslfi$ inirial strength or less, th. halfcr€w

can fire the bancry's tuU MeDr srcngih.

It6.24l Sedo$ ftnaim normally with
r.duc€difogth ffi, but s bqftery rlEt !^ a
rcduced.dftngth l:w lnay nor br@t dM inro
setions. A s€.lion tlat ba 16r ns cw (G
16.22) may bc .domed into a battcry ifit is
stact d wirb all rc@iriry gm in rhat battery
duing a ftmdly Mov€mdr phas€r ud thft is
at lca$t one crw (ey stHgrh) eiLble fo.
rhat baftery In such a cas€, tlE bstr€ry opslr8
with reductd d* d Fr 16.23.

lt6.25lCrews light in [I.1.. wirh rheir
prinrcd strenrth (l o.0). Gb c.e*s calnot
b. ratsfered fron onc barrery to .nothe.,
alrhough tb.y may bc trafff.Fcd froo sec-
Iion ro sedion within ! battery Lost cr.F

116.26lVheo an utrlihb€.ed aniu.ry batte.y
sufi.B a .out r.sultj rhc crcw rculs but rbe
guns.emain h the odgiral hsj place d
"Abandoncd Guns" marker on the b.ttery
WhcD . liDb..cd bartery louts, thc .nrire
baft.ry is movcd in rcur movdeot.

116.27l A bartc.y or section is redewcd wh€n
ir is stacked vith its originll, .allied crew.
Both the cr.w 3nd the "Absndoncd Gund'
narkeB arc rcDoeed dd the t'attcry ot
sectior may fire f,omslly in the same tum
(i..., rhe crew cd Dovc back and fire the
gu$ in rhc Ollcosive FiF phs ofthe sdc
.um). ran abandoled ban.ry is captur.d
aftl then Hakcn by the owniDg playcr, h€
can .ccrcw lh. battery wirh fts original oee

06.281 Abandoned guns bak .o signifldce
until rerewcd. Abandoncd gllns do nor block
litrc of sighr .nd my b. mord tbnugh
frccly by both fri.rdly and oeoy uirs.
They cannot bc th€ targ.ts ofD€lcc or a

116.29l Bancri.s @ rcooved frcb play only
eheo one of the followiry condirions b mer:
a) All the gurs ofth. bettery or section
hav. b..n elit naredj or
b) A. enemy inf&tly or disnountcd cav-
alry units spcnds 4 mov.ment points id its
F.icndly Mov.e.ut phzs. i! tbc h* eith
thc .budor..l guns. Fo. rhis purpG., rh.
enedy unit tnust retnain in rh. hcx wiib rhe
ahndoned guns, although it ould perform
oth.r acrions (chogi.t hcin8, fornatiouj
crc.). lf this o<ffi, rhc gus m captued
and rcnov.d from rh€ m.p. Caprured guns
and b.ttery .mhuition cln never be lsed

c) W}lcn thc oMiog playcr c@pi$ rhe
h€x with abandoned gDrs utrdcr th. saD€
circurnstanccs as in "b" .bove.

[16.II ARTILLERY RANGES
Il6.3llAnill€ry fires cithd @istcr (srape'
shot, etc.) or shell. Canbt.r nused ar shorr
rang., sh.U at lo.& or boDtEdbcntJ r@gc.
116.32lmcrhcr a sun is frins cani$er or
shcll depends on th€ range to rhe targ€t. The

Rang. Effeds rsblc shows what q?€ offi.e is
uscd by €ach gud !t specific r.nges.

116.33l The Firc CoDbsr Rerults table (see
9.89).iplails th. difi.rcne in cfrecr bF
tw..n caoister and bombardDe.i.

116.34lCanist€r fire may nor be combined

116.35lSee 8.22 fo. ihe efr.as ofbonbard-
met against a stack ofunirs. Cdister fre,
like small-ms fire, affects of,ly rhe rop uDir

[16.41 EXPLODING CATSSONS
Any time rhai an anillery ba(ery or section
is hit by aniUcry bomb.rdmcnt tue.nd
sufcrs a gun los (scc 9.83), there is . chance
that some ammunitiod is lost, too, from
exploding csissns. Thc player sufe.ing the
lo$ rolls a di€r ifhe rolh a t or 6. ei.son
b.s b..n bit and orc round of munition is
lost. Ifan exploding csisson destioys aU ofa
batt.ry\ o. sectiont admunirion, placc d
Ammo Deplcr.d ndkcr on thc uir.

[T6.5I RETIRE BY PROLONGE
Unlimbeied a.tillcry batreries and scdions
eligibl. to tu. in a Defensiv. Firc phlse day
r€dr. by prolong. in that pha*. Retir. by
prolonge erablca an mlimbered batt.ry to
lu€ .nd move in thc Defcnsive Firc ph!s.,
altboush borh arc limitcd. Rctne by p!olo!g.
cdrs ooly in thc Dcfcnsivc Fnc ptBsr.

116.5llThe ownins playd mlsr announce
thal a bsrrery or setion will anempt to rctir€
by prololse b.for. rbe arrcmpr is m.d.. Th.
reiiring banery must fircr h.lviog irs fioal
fre srrengih. Immediately aftcr firing, and
bcforc any oth.. guns fir.J th. reririf,g b.r-
tery or scction r.rets or. h* df$rly ro rh.
r€d. ln effecrr it b..ts our ofthe hd, mai.'
taining i$ original fscing. The b.ncry.e-

116.52lA bancry or serion m.y and to
letiE only ifir begins ed cnd! its movcment in
a cl€ar hq. Th. hsid. cB.d oBt .ho be a
cl@ hsidg Aly reds or rnils in .irhct hE,
or bctw@ &e two b.x.s, e igmrcd. Th.
hoftc.y cmot crocs an dd"tion hersid€.

ll6.tllAb.ti.ryor sectiotr cln redr. by
prolongc liom !n deey n. ofcinrrol,
udogoirg withd.arral fire. However, anil-
tery @nnor r.tirc by p.olongc ioto !n €nemy
ZOC. lfrhe batrery or s.ction is pinncd by
Fithdnwal firc ir is pinncd id th. origiral
hcr and csnnot !.rire.

116.54l &Delally, only. battery o. scction
rb.r lir.s crn r.tir. by prolonge. Howcv.., if
therc a.. two b.Gies or sections stack d in
the samc hex, borh Eay rerire by prolonge
even if orly ode ba$ery fircs.

[r6.t5]A pinlcd or disordercd ban€ry or
se.tion camot rcdre by proloog€.

[16.57]A brre.y or section rhar b.sin!.
D.f.nsiv. FiE phss. our ofamDuiiion
Qtnotretne by p.olodge (.xceptiot: scc
16.54). However, a batte.y or section that
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also some independent sections, like the
Louisiana Guard, which have no battery
counter). Sections are indicated with a letter,
and usually have a morale rating one lower
than the full battery.

[lfi.l2] When all sections of a battery (exclud-
ing abandoned guns) are in the same hex, the
battery counter is used. Cttlrerwise, the guns are
bmlten down into individual sections. This
breaking down and recombining can be done at
any time during a friendly Movement phase at
no cost in movement points.

[lII5. 13} Batteries are crewed initially by full-
strength (1 point) crews. Sections are crewed
by reduced strength (D point) crews. (See
16.2.)

[lb. 14] One battery in the counter-mix
presents a slight problem: McGregor’s (GSA)
battery. At Brandy Station, McGregor’s
battery contained two sections of 12-lb.
napoleons. However, at Gettysburg, the
battery had one section of napoleons and one
of 3” rifles (TB-s}. Given this information,
players may use the Mcfiregor battery
counter as they see fit at Gettysburg, ai-
though it indicates 4 Ns.

[1Ii.2] ARTILLERY CREWS
Each artillery unit includes a battery crew (fiill
strength initially} or section crew (half strength
initially}. These are the men needed to service
and fire the cannon. The fire strength of a
battery or section may be reduced or eliminated
by ltilling and capturing the crew. An artillery
crew counter is not needed until a combat
result affects the crew; when circumstances
require it, place a crew marker on the map.
Each crew marlter has a letter code on it. play-
ers should record on the OB roster sheets
which crew belongs to which battery. The crew
marlter is removed from play only if the crew
manages to get reunited with the guns of its
original battery or mtion. Crews are treated as
line infantry for most purposes.
[l6.2l] Gun crews suffer casualties as a result
of melee (see 12.81) or small-arms fire (see
9.32}, though crews can be routed or pinned
as a result of artillery fire. Combat results
inflicted by artillery fire at bombardment
range affect the guns only, leaving the gun
crews intact (see 9.83).
[1622] Each gun crew can sustain a maximum
of two step losses. When a battery’s gun crew
takes a strength point loss, that battery’s crew
counter is turned over to the half-crew side.
When the battery crew loses a second strength
point, or a section crew (half strength) suffers a
strength casualty, the crew is eliminated. Ifa
crew is eliminated, place an “Abandoned
Guns" marlter on the battery or section.
[1623] A battery with a half-strength crew
can timber, move, and unlimber normally.
However, a battery with half a crew can fire
no more than half its initial gun strength
[round fractions up). If losses to the guns
reduce a battery’s current gun strength to
half its initial strength or less, the half crew

can fire the battery’s fiill current strength.
[1624] Sections fiinction normally with
reduced-strength crews, but a battery that has a
reduced-strength crew may not break down into
sections. A section that has lost its crew (see
16.22) may be reformed into a battery if it is
stacked with all remaining guns in that battery
during a friendly Movement phase, and there is
at least one crew (any strength) available for
that battery. In such a case, the battery operates
with reduced crew as per 16.23.
[1625] Crews fight in melee with their
printed strength (1 or D). Gun crews cannot
be transferred from one battery to another,
although they may be transferred from sec-
tion to section within a battery. Lost crews
may not be replaced.
[l6.26] When an unlimbered artillery battery
suffers a rout result, the crew routs but the
guns remain in the original hex; place an
“Abandoned Guns" marlter on the battery.
When a limbered battery routs, the entire
battery is moved in rout movement.
[1627] A battery or section is recrewed when
it is stacked with its original, rallied crew.
Both the crew and the “Abandoned Guns"
markers are removed and the battery or
section may fire normally in the same turn
(i.e., the crew can move back and fire the
guns in the Offensive Fire phase of the same
turn). Ifan abandoned battery is captured
and then retaken by the owning player, he
can recrew the battery with its original crew
and use it normally.

[l6.28] Abandoned guns have no significance
until recrewed. Abandoned guns do not block
line of sight and may be moved through
freely by both friendly and enemy units.
They cannot be the targets of melee or a
charge.

[l6.29] Batteries are removed from play only
when one of the following conditions is met:

a) All the guns of the battery or section
have been eliminated; or

b) An enemy infantry or dismounted cav-
alry units spends 4 movement points in its
Friendly Movement phase in the hex with
the abandoned guns. For this purpose, the
enemy unit must remain in the hex with the
abandoned guns, although it could perform
other actions (changing facing, formation,
etc.). lfthis occurs, the guns are captured
and removed from the map. Captured guns
and battery ammunition can never be used
by the enemy player.
c) When the owning player occupies the
hex with abandoned guns under the same
circumstances as in “b” above.

[1ii.3] ARTILLERY RANGES
[l6.3l] Artillery fires either canister (grape-
shot, etc.) or shell. Canister is used at short
range, shell at long, or bombardment, range.

[1l5.32] Whether a gun is firing canister or
shell depends on the range to the target. The
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Range Effects table shows what type of fire is
used by each gun at specific ranges.

[1t'i.33] The Fire Combat Results table (see
9.39) explains the difference in elfect be-
tween canister and bombardment.

[1634] Canister fire may not he combined
with bombardment.

[1l5.35] See 8.22 for the effects of bombard-
ment against a stack of units. Canister fire,
like small-arms fire, affects only the top unit
in a stack.

[16.4] EXPLODING CAISSONS
Any time that an artillery battery or section
is hit by artillery bombardment fire and
suffers a gun loss (see 9.83}, there is a chance
that some ammunition is lost, too, from
exploding caissons. The player suffering the
loss rolls a die; if he rolls a 5 or 6 a caisson
has been hit and one round of ammunition is
lost. If an exploding caisson destroys all of a
battery's or section’s ammunition, place an
Ammo Depleted marker on the unit.

[1G.5] RETIRE BY PROLONGE
Unlimbered artillery batteries and sections
eligible to fire in a Defensive Fire phase may
retire by prolonge in that phase. Retire by
prolonge enables an unlimbered battery to
fire and move in the Defensive Fire phase,
although both are limited. Retire by prolonge
occurs only in the Defensive Fire phase.
[1651] The owning player must announce
that a battery or section will attempt to retire
by prolonge before the attempt is made. The
retiring battery must fire, halving its final
fire strength. Immediately after firing, and
before any other guns fire, the retiring bat-
tery or section retreats one hex directly to the
rear. In effect, it backs out of the hex, main-
taining its original facing. The battery re-
mains unlimbered.
[1652] A battery or section may attempt to
retire only if it begins and ends its movement in
a clear hex. The hexside crossed must also be a
clmr hexside. Any roads or trails in either hex,
or between the two hexes, are ignored. The
battery cannot cross an elevation hexside.
[1653] A battery or section can retire by
prolonge from an enemy Zone of Control,
undergoing withdrawal fire. However, artil-
lery cannot retire by prolonge into an enemy
ZOC. If the battery or section is pinned by
withdrawal fire it is pinned in the original
hex and cannot retire.
[1654] Generally, only a battery or section
that fires can retire by prolonge. However, if
there are two batteries or sections stacked in
the same hex, both may retire by prolonge
even if only one battery fires.
[1655] A pinned or disordered battery or
section cannot retire by prolonge.
[lt5.5'i"] A battery or section that begins a
Defensive Fire phase out ofammunition
cannot retire by prolonge (exception: see
16.54). However, a battery or section that
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fir€s its last found ofamlno in a Defensive
Fkc phasc cao retire id thc ssme phase-

ll6.5El A batt.ry clDDot rctire by prolonge if

116,6l ARTTLLERy OVERSTTOOT
Vhcn a ban.ry fires ar a target at . mge of
6 hq$ or ftor., th€re ir a choce rhlt th.
fir. will lniss thc targct snd ldd in a hq
b.bind rh. hcr rh. ra.g.r occupies- flbis rure
siEul .s rh. sor|crimca Sros iD..@cy of
lotrg-r.ngc lnillcry fir.)

116.6ll Th. followinc p.G.due is used to
r.solv. .ll Enillcry bonbddE.nt tu. se
clted .t . r.ng. of6 hc!$ or gleter

a) The fi.ins pl.ycr rolls one die for €&h
ba(.ry or s.crioo firing at a range of6 hqes
or no.c.nd coNul$ the Ov.Bhoor rsble at
rh. orccr .atrgc lo dct.lroile wherher the
guN h!v. hit thc tarSet hei
b) Au battcri$/scctions that anain e A
(Accurate) f$ult (.s well .s rhose rhar do nor
fted ro check for ovcFh@o tue !r their
chokn targc$ under rh. normal roles.
c) Fit. from orcrshoorjns bane.i6 js rslved
individu.ly (qcrpt in tlo6e c$.s 

'ie.oited 
by

€, b.low). rdlc .6ult frob th. Otasbmr t.ble
i. $l it m.a d8r rhc baftcry/s.1i@ has
oEBhor by 6c h.mw. CoDsdt rhe Scatter
diggM ad rcl6c di.i dtc 6E stt€$ i! the
dirsrion irdi@t d by th. lmber roled
d) If thc ovcBh@t tNlr ws S-2r the fie
h8 sn...d i o rhc s.cood row (sce Scatter
di.s'e). Roll rwo dic, oDe aftcr eorhe!,
dd @d rhcld coosccudvely (i.e, a rcl of r
ed 4 is rc.d es l4). cobpe rhis nuber ro
thc seco.d .ow of h.r6 on rh. Sener dia-
grum lo d.t.min. wh.r. tb. sh.Us lard.
c) Ifrhc blncry/s.clion liring has. oorale of
5, add one to thc ov.rshoor dic rou; ifit is 4
or l.$, add two to the die rou.

0 If thc hd is uiEspio4 ttt rc i5 no conbat
Bult,.lrhdgh .mmo m.y t e4Ended. frhe
hq i! @picd by my units, 6oy or &i6dt
ft€ play€r rclolvcs a no.Dd .nad sgaist ine
hq .ccsrding to thc ru16 oftue 6Dbat. The
strcngtlB ofal bettdiB whicb snd irro dE
eDc hd lrc coDbi..d a Nd dd are aot
nat.d 4 individul anack.

116.62l A pbycr msy ne!.r amck. !!@t hd
itr th. hoF dEr his fiE wil dcrsb@t irto a
hd ollinirg o@y uit!. A t is€t ha for
anilcry fu! must co ai! an coenylnit.

116.63l If.nillcry firc @cBh@ts iDro a hq
ro which rh. firing bancry d@s Dot have a
cl@r liD. ofsish or into ! h.! b.yo'd 6a!i-
num rang. for rhqt 81ln q?e, rhe frc is srill
q.at.d Dolrully. flhese two tue etrecs
comonly occ!..d on rhc batdefield.)

[16.641 If olrnboot firc ludr in a hd in which
an cngaScd m.lc. i. in prc96, the banery
rGolft$ s normal lit attact separately against
each sidc. Tbls is the only way in ehich a
mcLc hd c.n bc .ftdred by ftre ombat.

l16.65l OVERSHOOT Tsble
(See the cenrr.l puu-out rectioD.)

[I8.7I RAPID FIRE
116.?llODly smoorhborc cun les-Ns and
HAs-cqn us. Epid fire. Rapid firc is used
ooly for canisrcr fir. at a.angc ofoue or two
hexesr rot ar thr.. bd.s.

116.72l wh6 . bon ry o. s..1ion u!a. Bpid
fir€, its st€o8th Nltipli.r is incc$d by rwo
ehcn d.cmiDing irs fr $Mgrh. Thus a
crid ofrwo Ns Epid tuDg at a rarg! ofreo
bd6 eould harr a sltctgth mllltiplid of8 (6
+ 2i see ibc RinC! ElL.r3 t!blc). Thb {odd
8iE ir . $t6gth of 16, d oppos.d ro l2J who
ir fc, b.rring &y oth.r adjustm.nts.

116.73lA bertcry or 3ccrioo $ins.apid fire
autonatically uscs onc round of .mmeition.
It does not dpend af, additioral round on a

[16.74]The.e is no lihit to rhe truber of
batteri* or scctions which may fire al a
single target,.nd.apid End non-mpid firint
gus @y combinc th.ir firc. Guns cannot
use npid firc to r.tire by prolongc.

116.75l If. banery or s.ction uses rapid Iire
two phases in succ.sion, thc play.r rcsolv6
the shor aDd then rolk onc dic. Ifh. rolls a 5
or 6 ihe barrcry ir foul.d. Ma* and trcat it

[17.01 LEADERSHTP
GENERAL RTJLE

have the name oftheir brigsde comnander
(CSA) or o.sdizarion (USA)print€d on the
courei Cav.lry brig.de comm.nder
coutrt€F hlve th!.. nting numb.B. The nBr
is tblt brigade command.r's .ff.criv.tr.ss
edis, the second is his 6Uy r.ting (u$bl.
qch gDe rum), .nd rhe third is his initi.-
tive ratirg. InhD(ry brigsdi.B (BEndy Sr.-
rion) h.c only rhc firsr ieo of rhcs. rlrings.

ll7.1ll The.fi.ctiveoess radius is rh. Edi'
mm nmber of hacs . uii can b. fron its
brisade otmddcr during rbe InitiEl Com.
I'hd phase ard still b€ in command (pos-
s6ing 6iI D@em.nt ad oDb.t
@pabiliry). A uit thet is out ofcommand
@y spend only rwo dov€mcnt Poin$ or
oove ore hd (whichever is 8r..tc0 du.ing
the friendly Movem.nr phase and may not
move adjacent to !n cncmy unil It may firc
duioB the Offcnsive Fire phasc ooly ar
@eny units that are sdjac.nt lnd in LOS. A
uit that is out ofcommaftl control cannot
inirbre a Delee o. charge o. countercharyc
combar (unless al.e.dy enssred in on.)or
chd8e formation. However, a uoit out of
coMd cortrol ce siill n.e in the D.fcn.
sive Fire pkse, c.n use wirhdr.w.l ftrc dd
retret fue, atrd rctains i$ ZOC.

lIT.I2lThe elT.ctivencs radius ofa brigidc
ot''l'Eds @ b. idc.eas.d by his division
or overau co@.od.r, if thc b.i8ed. ob-
@der is eithin th. comaod radiB of his
divisiotr o. over.ll co@d.r .nd if rb.
division o. ovcrall commsnd.r pos.s$ rh.
nec€ssary cornsand poinrs (scc 17.22).

ll7.l3l A briFd. @mmand.r's ctr.ctivcDds
radius b.comcs his commdnd ndi$ ifh. is
ever pronot.d to division cornmand (scc
r7.E).

llT.l4lBrisade conrnond.lJ r:lly lating! a.c
used ro rluy roured or dtord.rcd ui(s duF
ing the fricndly Firal Co6Blnd phak. For
each point itr his .ally rating a brigad€ com-
mande. can |ally one battalion Gavalry) or
regiment (irfantry) in hb command thst is
wirhnr th.r b.ig.de comaddc.'s o.r.Dt
eftedivcncas rsdius. Any uns shckcd wirh a
brigade commandcr sr. automltically rullied
ar no st in nlly poiDts.

lt ?. l5l A eval.y bris.di..'s (or hish.r com-
@ndeftiniiiotive rgtint der.rmir.s
eh.th.r a @valry unir tmy counGrcta4.
(se !3.4). Io additioq cavalry uoiis stadcd
with oolljrders that bave an .st.ri* e)
eith tbeir initi.rivc rEtirg .dd rwo ro rh.ir
srreDFh, i$rcsd oftb. ususl onc for bcitrE
st.cled eith . ledcr (scc ll.?4).

u7.21 DrvrsroN AND ovERArL
COMMANDERS

Be@use ofthe nsture ofc.v.lry actions, rh.
divisional coDm.nd structuc e$ much
l@ser rhb irs infantry couf,rerpln.

[17.21] Divi.ional and ove..ll comm.ndcs
have rhree Erings: command radius, com-
tlhd poinrs, .nd initi.tivc. The l.sr .aiing
worts rhe s6e ss for brigldi.B.

I
J

Cai€l.t dd irfDtry r.gimcnrs arc led by
brig.dic-brigsdc comlnondcls. Th.s.
brig.di.6 arc conmandcd by e dilision
cobrandcr (erc.prion: th. Confedcrlrcs ar
K.lly's Ford). Thc whol. ro.cc is th.n,
usuallyj undd . sup.rior omc.r. Ir ord.. for
c.Elry and i.fetry to tuncrion .ff.ctively
rh.y m$t b. ir comm.nd control -within
the effecliveness .rdius ofthcir brig.di.r.
Urles sp.cifielly 3tdt.d, ovalry brigadieB
do not hsvc to bc in conmand control of
their division or sup.fio. commandea |o
tunction rorhally, llthough th.s. superior
omcen may bc us.d to help th. brig.di.6.
Undff censin circuDsr.rc.s, individul
rgiDents or b.rhlioB may b. d.6chcd io
operate indcpcnd.ntll Arrillcry End $pply
mSoDs.lw.ys op.Er. ind.pcod.olly.
PROCEDURE
lD rhc Initirl Commsnd phrsc, th. pbesing
plafr chcds to r.. which ot his unit3 arc in
olt'llmd od .l$ d.cid6 whcrhcr or Dor to
dcr.ch or Eftsch r.sim€nrs or battalioos for
the current gim. turn,
Units outsid. thc effectiv.r.ss Edia ofthei.
brigade comm.nd.r Er. out of command
mles rh.y .r. indcpcadcnt or d€tached.
CASES

]17,U BRIGA.DE COMMANDERS
Brigade comnand.rs, or brigadies, conrrol
all regiments assigned to rheir brigadc. All
r€gimenB (!nd battalions) within a b.igade

I
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fires its last round of ammo in a Defensive
Fire phase can retire in the same phase.

[I653] A battery cannot retire by prolonge if
it is charged.

[1fi.B] ARTILLERY OVERSHOOT
When a battery fires at a target at a range of
ti heses or more, there is a chance that the
fire will miss the target and land in a hes
behind the hes: the target occupies. (This rule
simulates the sometimes gross inaccuracy of
long-range artillery fire.)
[1s.e1] The following procedure is used to
resolve all artillery bombardment fire esc-
cuted at a range of 6 hexes or greater.

a} The firing player rolls one die for each
battery or section firing at a range of 6 hexes
or more and consults the Overshoot table at
the correct range to determine whether the
guns have hit the target hex.
b) All batterieslsections that attain an A
(Accurate) result (as well as those that do not
need to check for overshoot) fire at their
chosen targets under the normal rules.

c) Fire from overshooting batteries is resolved
individually (except in those cases described by
e, below). lfthe result from the Overshoot table
is S-l it mmns that the batterylsection has
overshot by one heazrow. Consult the Scatter
diagramandroll onedietthefirescattersinthe
direction indicated by the number rolled.

d) If the overshoot result was S-2, the fire
has scattered into the second row (see Scatter
diagram). Roll two dice, one after another,
and read them consecutively (i.e, a roll of 1
and 4 is read as 14). Compare this number to
the second row of hexes on the Scatter dia-
gram to determine where the shells land.

e) If the batteryfsection firing has a morale of
5, add one to the overshoot die roll; if it is 4
or less, add two to the die roll.

f) If the hes is unoccupied, there is no combat
result, although ammo may be esp-ended. Ifthe
hex is occupied by any units, enemy or fiiendly,
the player resolves a normal attack against the
hex according to the rules of fire combat. The
strengths of all batteries which scatter into the
same hex are combined as usual and are not
treated as individual attacks.

[16452] A player may never attack a vacant hes
in the hope that his fire will overshoot into a
he: containing enemy units. A target hes for
artillery fire must contain an enemy unit.

[16153] If artillery fire overshoots into a hes
to which the firing battery does not have a
clear line of sight or into a hex beyond marti-
mum range for that gun type, the fire is still
executed normally. (These two fire effects
commonly occured on the battlefield.)
[16154] lfovershoot fire lands in a hes in which
an engaged melee is in progress, the battery
resolves a normal fire attaclt separately against
each side. This is the only way in which a
melee hes can be affected by fire combat.

[lfi.t'i5] DVERSHOUT Table
(See the central pull-out section.)

[1B.7] RAPID FIRE
[lfi.'?l] Only smoothbore gun types—Ns and
HAs-—-can use rapid fire. Rapid fire is used
only for canister fire at a range of one or two
heses, not at three hexes.
[1612] When a battery or section uses rapid
fire, its strength multiplier is increased by two
when determining its fire strength. Thus, a
section of two Ns rapid firing at a range of two
hexes would have a strength multiplier of3 (6
+ 2; see the Range Effects table). This would
give it a strength of 16, as opposed to 12, when
it fires, barring any other adjustments.
[l6.73] A battery or section using rapid fire
automatically uses one round of ammunition.
It does not expend an additional round on a
roll of 7 or 9.
[16174] There is no limit to the number of
batteries or sections which may fire at a
single target, and rapid and non-rapid firing
guns may combine their fire. Guns cannot
use rapid fire to retire by prolonge.

[16375] If a battery or section uses rapid fire
two phases in succession, the player resolves
the shot and then rolls one die. If he rolls a 5
or 6 the battery is fouled. Mark and treat it
as disordered.

17.0 LEADERSHIP
!:}ENERPi|L RULE
Cavalry and infantry regiments are led by
brigadiers—brigade commanders. These
brigadiers are commanded by a division
commander (exception: the Confederates at
Kelly’s Ford). The whole force is then,
usually, under a superior officer. In order for
cavalry and infantry to function effectively
they must be in command control —within
the effectiveness radius of their brigadier.
Unless specifically stated, cavalry brigadiers
do not have to be in command control of
their division or superior commanders to
fiinction normally, although these superior
officers may be used to help the brigadiers.
Under certain circumstances, individual
regiments or battalions may be detached to
operate independently. Artillery and supply
wagons always operate independently.
PROCEDURE

In the Initial Command phase, the phasing
player checks to see which of his units are in
command and also decides whether or not to
detach or attach regiments or battalions for
the current game turn.
Units outside the effectiveness radius of their
brigade commander are out of command
unless they are independent or detached.

CASES

[17.1] BRIGADE COMMANDERS
Brigade commanders, or brigadiers, control
all regiments assigned to their brigade. All
regiments (and battalions) within a brigade
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have the name of their brigade commander
(GSA) or organisation (USA) printed on the
counter. Cavalry brigade commander
counters have three rating numbers. The first
is that brigade comtnander’s effectiveness
radius, the second is his rally rating {usable
each game turn), and the third is his initia-
tive rating. Infantry brigadiers (Brandy Sta-
tion) have only the first two of these ratings.
[17.l l] The effectiveness radius is the mani-
mum number of hexes a unit can be from its
brigade commander during the Initial Com-
mand phase and still be in command (pos-
sessing full movement and combat
capability). A unit that is out ofcommand
may spend only two movement points or
move one hes (whichever is greater) during
the friendly Movement phase and may not
move adjacent to an enemy unit. It may fire
dining the Offensive Fire phase only at
enemy units that are adiacent and in LUIS. A
unit that is out of command control cannot
initiate a melee or charge or countercharge
combat (unless already engaged in one) or
change formation. However, a unit out of
command control can still fire in the Defen-
sive Fire phase, can use withdrawal fire and
retreat fire, and retains its ZOC.

[l7.l2] The effectiveness radius ofa brigade
commander can be increased by his division
or overall commander, if the brigade com-
mander is within the command radius of his
division or overall commander and if the
division or overall commander possesses the
necessary command points (see 11.22).

[17.l3] A brigade commander’s effectiveness
radius becomes his command radius if he is
ever promoted to division command {see
17.8).

[l7.l4] Brigade commanders’ rally ratings are
used to rally routed or disordered units dur-
ing the friendly Final Command phase. For
each point in his rally rating a brigade com-
mander can rally one battalion (cavalry) or
regiment (infantry) in his command that is
within that brigade commander’s current
effectiveness radius. Any units stacked with a
brigade commander are automatically rallied
at no cost in rally points.
[1?.l5] A cavalry brigadier‘s (or higher com-
mander’s) initiative rating determines
whether a cavalry unit may counter-charge
{see 13.4). In addition, cavalry units stacked
with commanders that have an asterisk (*)
with their initiative rating add two to their
strength, instead of the usual one for being
stacked with a leader (see 13.374).

[17.2] DIVISION AND OVERALL
CGMMANDERS

Because of the nature of cavalry actions, the
divisional command structure was much
looser than its infantry counterpart.
[17121] Divisional and overall commanders
have three ratings: command radius, com-
mand points, and initiative. The last rating
works the same as for brigadiers.



ll7.22l Duins the Initi,l Conm"d phas., a
division or owrall o']ltMder m sp.nd hjr
onmand pointFif he has ey-to incrss rhe
eilectivenss radius ofsubordiete briEade @m-
tuden which de within hn c()!]ruf,d Edius.
One @t)lllEd point is spcdi for each hq
add€d to a brigrde ot)lll4de.'s ellc.tivdeis
@drus. A divisio! commder roy split his
@6mdd poinrs mong *vdal brigade com-
tudes so long as all the brisade comlmdes
de within bis ollllldd radius. A b.isd.
onltmde. @ have his effediveness adiu
indeaFd by only one cotunander ar a dne.

I17.231A division commaDde! can commaf,d
any combat lnits of his division which ale
stack.d wnh him during the friendly loirial

[17.24] Divisional and overall commandeB
may rsuy dy friendly utrirswirh which they

[T7.3I INFANTRY COMMANDERS
The Union h3d tpo brigades ofinfantry (actu-
ally nalshili brisadd made !p ofreginents
fiom a wid. vaiery ofinfutly brisad6). I!fm-
Ey bngadieB have only rwo mtings; they brr
no initiativc .ating. They tunaion lile dvalry
b.igadiels in all other wa)s. Anes's bdgad€ MB
arached io Buford's divisioq while Rs*ll's
brigadc p6 arBched ro Dufre\ division. As
stated in 5.65, infdtry bngadiG nur b€
wfthio rhe cotrllmd Edius of tleir supenon
(@v,ln, divtuioo @mmande6) ro move nor'
mauy. If no! bovsst is bahd.

lr7.4l EFFECT OF LEADERS ON
CHARGE, MELEE
AND MORALE

li7.4llA unit stacked with a leader ofiis
om command can initiate nelee wirhour a
moralc check (a moralc check is not requned
for a charg€). The pieseoce ofrhe lc.der add.
I SP ro the !nii\ mel€e srength.
tl7.42l Playeb subtract ooe flom rhe die roll
o! noiale .hecks for any utrit stacked wirb
its brigadier, divisional, or overall con-

ll7.43lClvalry battalions dust be in com'
ndd coltrol ro cha.te- To coum.kha.ge
they must use the iniriative rariog oftheir
brisadier or higher commander Gee 13.4).

ll7.44l Cavllry barralions ch!.sins and
stached with a connatrder with an asrerisk
(i) add two to then charge s$e!sth.

lr7.5l LEADER STACKTNC
RESTRICTIONS

ll7.5ll Th.rc is no linft ro the nuber of
l@dds dut @ stact h a si@ hcx. Hovwd,
a uir @ be alle.led by only oDe leder, e
Srfdless ofhw mny lcad6 ale in a hq.

07.52lLeaders a.e never required to stack
eith a combr unir (dception:iee 25.51).

ll7.53l Ifall mi$ a lcadc! is sBck.d wirh de
elioinated by fire combat andthe l.ader is
nor killed or wouldcd, immedi.tely place
ftaI leado eith the rcaresr combar uDir io

his connand. I4 as a rcsulr of fire or mcle€,
a leder is alooe in a hq thar is surounded
by enemy units, demy ZOCS, aqd/or im-
pa$able tenain, rhe leadef is capiurcd.

ll7.54lA lcader is aulomarically captu.ed if
he is tbe only frien<[y counrer i! a bq rh.r is
Gopi€d by ar enemy.oDbat ait.

[17.61 DETACHED UNrTS
liT.6rlEach cavatry brigade may dehch up
to one full reginenr (i.e., one o! rwo banal-
ion9 for opcr.tions ourside then brigadi.r's
range. (Note: This is di|crent from a d.tach'

ll7.62l Units ar€ d€tached durif,g the Initial
Comand phase by placiry a "Derached"
marker on lhe desisnar.d unit(s). Such uni$
.emain detachednntil th€y come back wirhin
the efl'eciivenes radius oftheir brigadier and
Ihe "D.tached" marker is redoeed.

ll7.63l D.tached uits op.lare as ifthey
we.e in command control. Howeve., func'
tions thrr specili@lly rcquire lead€6-.ally,
couteFcharge, etc. sriu requie a lead€rJ
eve! 6oush rhe unir is dctached.

ll7.6alTh€re is do limir.s to hov lons a
unit nay remain detachcd.

llT.65lBrigades thal have exce€d.d thcn
briSade combat effectivencss liDir (see 18.0)

ll?.66lUtrion infanty brisades msy not
deiach units in rhis gamc.

[17.7] LEADER CASUNjTIES
Il7.?ll Leadeb may be killed, wounded, o!
caprured as a resuk of being involved in

I l7-?21 rffh.never a leadc! is stacked wift a
dit rh.r.ufle6 a combel casulrry, rh. own-
ing player rolls two dice and refe6 to th€
Leade. C.Bualry rable (17.76). Each leade. id
a hq is.ollcd for seplEt.ly. Lead€r los is
checked bcfor€ Doralc chccts ee conducred

ll7.73l Ifs leade. becomes a casualty, he is
immediately renoved fron the gam€ and his
st.tus, eirh.r killed, wounded, or caprured, is
nored oD rhe OB Roster for vidory point

ll7.74l Le€de6 never.out, alihoush rhey can
retreat with uoits rhar do rour.

ll7.75l An enemy leado alode in a hcx is
insrandy captured at 6ny poinr ifa friendly
unit b movcd ioto that hcx.
ll7.76l LEADER CASUALTY Tablc
(see.entral pull-our s.crion.)

[T7.8I BATTLEFIELD
PROMOTIONS

Becausc of casualties, b.igad€ aDd division
codnandeB may h.v€ ro be replaccd floD
lhe low€r ranls od orhcr leadeB promor€d
in their plac.. New l.adeB sre plac€d oo any
unir ofthei. command durins th€ nexr
friendly Finll Comm.nd phase after rhe

lead.! was renoved from play.

ll?.811If a brisade coMd.. is kiled,
wosd€4 @ptu€4 or prcmot64 flip the
lcader counter ov.r to the replaemenr om-
reds fo! thlt b.igsde. (Ihis rcp|tgts .
regimeni.r.onrudd who ral6 brigadc
coMd when th€ original bri$drq is 16l or
promoled.) The replacement dc not iale over
until the ner.i f.iendly Final CoMd phase.

ll?.821 If. rcplacenent bngad€ co@d.. is
killo4 wouded, or €pMed, the counter is nor
actually lemoved frcm the game. lnsiad, it is
simply redeployed on the 6ap dui.g the nqr
frisdly Fiul Cot:lllmd ph* dd the loss is
reorded on paFi Cfhe EplaaDeDt suier
ther represis a ditrernt tm who ha .isd
lo b.icrd€ contmd.) There is oo limit ro the
nmber of times a replaem€nt leader qn
become a Gualty od then be rcplaed. Vic-
rory points ee scored for fte elimiutioD of
repla@@t lede6 ech time the rcplaeDcni
lader bdomcs a cdualry.

u7.831rfa division commnder is killed,
wodded, or captured, flip rhe outrrcr over.
A brigade lead.r is lancd oo the oth€r side.
Hc is promotcd, triggering th€ eff€crs d€-
Bcribed in 17.81. An anonymous replac.m€nt
leader rakes com6&d of fte brigade belong-
ing to the pronoted brigadc coEEalder. (If
rhe named brigadier is alr.ady a esualu
assuoe that a nameless repllcement rakes
over tlE division. Use the back ofrhe divi
sion commander's counte. anryey.) Promo-
tions bappe! during the Final Coomand
phas. This sioe pr@ess is used ro p.omor
. division commandei to overall comnand if
su.h commander becones a casual+

ll7-84lAll pronodons takc place at the erd
ofrhe firsl fri.ndly Final Commed phase e
following rhe lcader's rcmoval.

ll?.851 If JEB Sruarr (CSA) is kille4
wounded, or csptur€dr he is not repkced by
anybody. The us. ofthe lcveEe of his
coute. (Maior Pelhd) is dinsd in
25.53.

ll7.9l BFFECTTVENESS RADruS
AND 'IN COLUMN' UNITS

Uniis of the same brigad. ar. corsider.d ro
be wiihir rhe cfecriveDe$ radius oftheir
b.igade commander so long as elch unir is in
colm6, adjacenr ro aiother unit in colum!,
ald ole ofrhese uits is actually wiihin the
effetiveDe$ ftdius ofthe brigade con-
nander ln this waya long column ofmcn
caD stilt be controll€d by one le€der.

[18.0] BRTGADE
COMBAT
EFFECTIVENESS

GENERAL RULE
Brigade Combat Erectiv€ne$ (BCE) is a
neasur€m€nt ofrhe oversu morale ofeach
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[1722] During the Initial Command phase, a
division or overall commander can spend his
command points—ifhe has any—to increase the
effectivenss radius of subordinate brigade com-
manders which are within his command radius.
Due command point is spent for each hes
added to a brigade commander's effectiveness
radius. A division commander may split his
command points among several brigade com-
manders so long as all the brigade commanders
are within his command radius. A brigade
commander can have his effectiveness radius
increased by only one commander at a time.
[1723] A division commander can command
any combat units of his division which are
stacked with him during the friendly Initial
Command phase.
[1724] Divisional and overall commanders
may rally any friendly units with which they
are stacked.

[l7.3] INFANTRY COMMANDERS
The Union bad two brigades of infantry (actu-
ally malte-shifl brigades made up of regiments
from a wide variety of infantry brigades). Lnfan-
try brigadiers have only two ratings; they have
no initiative rating. They function like cavalry
brigadiers in all other ways. Ames’s brigade was
attached to Buf'ord’s division, while Russell’s
brigade was attached to Dnfl'"ie’s division. As
stated in 5.65, infantry brigadiers must be
within the command radius of their superiors
(cavalry division commanders) to move nor-
mally. If not, movement is halved.

[114] EFFECT OF LEADERS ON
CHARGE, MELEE
AND MORALE

[1?.-41] A unit stacked with a leader of its
own command can initiate melee without a
morale check (a morale check is not required
for a charge). The presence of the leader adds
l SP to the unit’s melee strength.
[17112] Players subtract one from the die roll
on morale checl-ts for any unit stacked with
its brigadier, divisional, or overall com-
mander.

[17113] Cavalry battalions must be in com-
mand control to charge. To counter-charge
they must use the initiative rating of their
brigadier or higher commander (see 13.4).

[17.4=l] Cavalry battalions charging and
stacked with a commander with an asterisk
(*) add two to their charge strength.

[17.5] LEADER STACKING
RESTRICTIONS

[17.5l] There is no limit to the number of
leaders that can stack in a given heir. However,
a unit can be affected by only one leader, re-
gardless of how many leaders are in a hex.

[1752] Leaders are never required to stack
with a combat unit (exception: see 25.53).

[l7.53] If all units a leader is stacked with are
eliminated by fire combat and the leader is
not killed or wounded, immediately place
that leader with the nearest combat unit in

his command. If, as a result of fire or melee,
a leader is alone in a hes that is surrounded
by enemy units, enemy ZOCs, andlor im-
passable terrain, the leader is captured.

[17154] A leader is automatically captured if
he is the only friendly counter in a he:-t that is
occupied by an enemy combat unit.

[17,15] DETACHED UNITS
[l7.fil} Each cavalry brigade may detach up
to one full regiment (i.e., one or two battal-
ions) for operations outside their brigadier’s
range. (Note: This is different from a detach-
ment; see 21.1.)

[l7.62] Units are detached during the Initial
Command phase by placing a "Detached"
marlter on the designated unit(s). Such units
remain detached tmtil they come baclt within
the effectiveness radius of their brigadier and
the “Detached” marker is removed.
[17263] Detached units operate as if they
were in command control. However, l'l.1I'lC'-
tions that specifically require leaders—rally,
counter-charge, etc.-—still require a leader,
even though the unit is detached.

[17.64] There is no limit as to how long a
unit may remain detached.
[l7.65] Brigades that have exceeded their
brigade combat effectiveness limit (see 18.0)
may not detach units.

[1 7.66] Union infantry brigades may not
detach units in this game.
[17.7] LEADER CASUALTIES
[l7.7l] Leaders may be killed, wounded, or
captured as a result of being involved in
combat.

[l7.72] Whenever a leader is stacked with a
unit that suffers a combat casualty, the own-
ing player rolls two dice and refers to the
Leader Casualty table (17.76). Each leader in
a hes is rolled for separately. Leader loss is
checked before morale checks are conducted
for units in the hex.
[1 7.73] If a leader becomes a casualty, he is
immediately removed from the game and his
status, either killed, wounded, or captured, is
noted on the OB Roster for victory point
purposes.

[17174] Leaders never rout, although they can
retreat with units that do rout.

[17175] An enemy leader alone in a hes is
instantly captured at any point if a friendly
unit is moved into that hes.
[l 7.76] LEADER CASUALTY Table
(see central pull-out section.)

[17.8] BATTLEFIELD
PROMOTIONS

Because of casualties, brigade and division
commanders may have to be replaced from
the lower ranks and other leaders promoted
in their place. New leaders are placed on any
unit of their command during the next
friendly Final Command phase after the
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leader was removed from play.
[l7.Bl] Ifa brigade commander is killed,
wounded, captured, or promoted, flip the
leader counter over to the replacement com-
mander for that brigade. (This represents a
regimental commander who taltes brigade
command when the original brigadier is lost or
promoted.) The replacement does not talte over
until the next friendly Final Command phase.
[l7.82] Ifa replacement brigade commander is
killed, wounded, or captured, the counter is not
actually removed from the game. Instead, it is
simply redeployed on the map during the nest
friendly Final Command phase and the loss is
recorded on paper. (The replacement counter
then represents a different man who has risen
to brigade command.) There is no limit to the
number of times a replacement leader can
become a casualty and then be replaced. Vic-
tory points are scored for the elimination of
replacement leaders each time the replacement
leader becomes a casualty.
[17 .83] Ifa division commander is killed,
wounded, or captured, flip the counter over.
A brigade leader is named on the other side.
I-Ie is promoted, triggering the effects de-
scribed in 17.81. An anonymous replacement
leader takes command of the brigade belong-
ing to the promoted brigade commander. {If
the named brigadier is already a casualty,
assume that a nameless replacement taltes
over the division. Use the bael-1 of the divi-
sion commander’s counter anyway.) Promo-
tions happen during the Final Command
phase. This same process is used to promote
a division commander to overall command if
such commander becomes a casualty.
[l 7.84] All promotions take place at the end
of the first friendly Final Command. phase e
following the leader’s removal.

[l7.85] If]EB Stuart (CSA) is killed,
wounded, or captured, he is not replaced by
anybody. The use of the reverse of his
counter (Major Pelham) is discussed in
25.53.

[17.9] EFFECTIVENESS RADIUS
AND "IN COLUMN” UNITS

Units of the same brigade are considered to
be within the effectiveness radius of their
brigade commander so long as each unit is in
column, adjacent to another unit in column,
and one of these units is actually within the
effectiveness radius of the brigade com-
mander. In this way a long column of men
can still be controlled by one leader.

[18.0] BRIGADE
COMBAT
EFFECTIVENESS

GENERAL RULE
Brigade Combat Effectiveness (BCE) is a
measurement of the overall morale of each
brigade.



A brisad.'s BCE is rcduc.d by osu.lti6.
R.duction ofth. BCE bcyond a c.nain
d.src. (phich mi6 rrom brisadc to brisldc)
wiU r.lulr if, 3 briFde "lcing ACEI'
PROCEDURE
Erch tid. u idalrry or avalry unir 3ufl.B
cr.uiticr, . duebe! ofbord .qu.l ro th.
runb.r ofsti.nFh poins lcl i5 erk d oD
thc OB Rosl€i fo! th.t unir's brigrd.. V}l.n
tbc rumbcr ofbot.s nrrlcd olT rc.ch.s th.
BCE limir, rhe b.ig.d. hrs lost combst .ff.c-
tiv.nN. Thc effets ofBCE toss bcgiD !r $.
.nd ofthc ohase in which BCE loss occurcd.
CASES

lr8.rl EFFECTS OF BCE LOSS ON
INFANTRY AND CAVALRY

ll8.l ll Onc is .dd.d ro rh. .li. .oll fo. sy
tnoElc cbet or dy cb.ct lbr.d in 14.2?
mtdc by u ioanrry or qv.lry u r ofa
brit.d. th.r hls lGr BCE.

ll8.l2lNo uir in . brErdc rh.r h$ l6t
BCE en iDiriac b.le o. . ch.ry. (qc.F
tion: ! un th2r is iD.tr.ng.g.d ln lc c.n
.tlrclr cvd ifirs brisad. hB lo.i BCE).
Unil' ofr brig.de that blr lolt BCE dcf.nd
nomelly in n.l€.. Thcy mry countcr.chargcJ
but rdd on. to .U initi.tivc di. rolls.

ll8.l3lNo unit in s brisrdc rh.i ha 16r
BCE Bry doYe .di.ctnt io lly urourcd
.ndy ohber uir dcrpt fo. .bondoacd

II8.2I BRIGADE RETR.EAT
Ife inferry or ev.lry unit ofr brigad.
*hich h$ qced.d irs BCE limit rours. End
thft unit b in th. €ff.crircncs ..di$ ofit!
brigrd. coMder,.ll rb. unpinn.d, un-
root.d unirs oftblr bris.& in ih. .ff6rivc-
n.$ rrdi$ ofth.t lcad.r mu'r rcrcat two
h.t.r. At thc .nd oftbc rcrrc|r, thc pl.y
ndca. hoRlc ch..t for *h..rr.ating
u.it. Ifthc uir fails, ir rourt.

IlS.2llThc alrcady rcui.d uns ofr brig.dc
3ubj.ct to brigde lctr.st mu r.rcat thr..
hc!6, r.thc! rhd reo, but do trot ch.ct for

ll8.22lTb. piu.d uits of. brirrdc urd.r
goitrg briSrd. rcI@t rcmrir pinr.d and do
not ..tr.at. Di$rdcrcd urits r.tr..t.od

llS.2rlUnits that retr€sl out ofcn.my ZOC.
,.c subi.ct to withdrawal fir. (&. l0.l).

ll8.24l Unirs $2r &c un blc ro r.trcar b.-
ee of .n.Dy uits Er. eptur.d (se lt.l).

ll8.25l A b.isade c.n und€rso bris:dc r.tret
only ona pc. pb!s- Ifa sccord unit .outs rs
. Buft or. nor.rc ch.ck midc durios brn
83d. r.rret, the brig.d. docs not r.trc.r
rgrin. Thc roured unii which riggcrcd th.
kco.d brigad. r.tret rinply rours rh. nor

118.26lAny snine.y bon ry or s.ction within
t!!.rccdRns ndiu of . briFdc coMd.r
{,h6. bri8.d. is udceoing brield. l.lMt hrs

th. option to r!ttc.t; it i! not maad.Nto.y. If
uDliobde4 th.y ulry limb.r in order to re
t@r. $bidi ro noMl witMEsd 6F. This 

'tth. oaly wly sn anill.ry uir @ so cldt
fornation h a phs!. othd lhe lhc friodly

[18.31 OB ROSTER SHEET
(sc. pp. 3&3e.)
08.lrl An O.dff ofBrnl. Rofld Shdr is
provid.d for ecb b.tlc. Thcsc ar. u!.d to
rcord rhe nuhbcr lnd ry?. oflos$ suf.r.d
by each player's unit6 for brigad€ comb.t
.ffediv.nes. Thc OB Rostc. Sheet includca:
.) Thc dBign.tion ofdl units ard rhe n.nca
ofeU ledc6. Elch rimc r Icrd.r bccom.s a
casulry or h ep$r.d, rh. bot ndr to hi!

b) The bettcry and 3.ciion Easrh Gorsl
trmb.r ofb tdic!) at thc stan ofthc ganc,
3s wcU a boca to r.cord .tMo e.
c) Th. trigad. combdt ctreriEdliEi( of
thc briSr& a coopqrld to th. total dumb.r of
$Erih poila in dtc britrd. 1..s., 12 or2r.
Th.E is onc rov ofboic! ro indisrc tb. tolsl
nuuhs ofstr.n8rh poinE snd r dqh (4 i'
pLced dong tb.r rolr, ro indicltc th. (:llrut
BCE lacl for thc brigcdc. wlrclt aI tJ6€s to
rh. I.ft of ih. 3h5h hrE bc.tr tukrd oIf, dlc
brigadc bls rtlchd itr BCE linit.
R.tai! ou. .!py of..ch OB r6t r shcr
eithout ro.rk on it, 3in6. duplierc opiB
eill b. ncdlcd. Duplicrtc capics ae not
ivailubl. from TSR Inc.
TSR ltrc. gnn$ phy.B p.mbsion to photG
copy the OB rost.! sh..ts for p.Bonal usc

ue.0l
REINFORCEMENTS
GENERAL RULE
M6t sc.ndio6 h.E uia dqi divc.( wio!!
ri|G rbrorgbout d!. gctn , @diDg lo rlE
EiDtda!@r $t dulc fo. tb.t sc.r.rio. RciD-
forc€d@Is olq dmlah tbc c.try hd.e
sigDcd ro rld i! dut $h.dut . Pcidde
ro@Is @y oro i. ,ny fornatb!, sc.pr 6ar
anin trl alrals or.l. limb.r.d t{8e nurab6
of 6its mtering at lh. 3.s dm e offid-
c.cd to enter in a lin 3trcrching orthe Drp.
PROCEDURE
Units @ .trt.! th. h.p 3t.ck.d up to the
stscti.g li6it ofth..ntry hd. Thc fBt
shcl of uirs p.ys rhc not@l moltmcll Gr
to .nt.r th. cotry bq. Eicb subs.qu.lt st.cl
or bit must p.y rddition:l MPs ro a.cour
for th. uns ah.ad of n (rcmcmbcr th. tinc
stretchins bccr). Foi cxanpl.J ifrh. fiBt
unit to eDrer p.id I MP, thc aecodd would
pay 2 MPs, rb. rhird I MPs,.tc.

lr9.rl ENTRY OF
REINFORCEMENTS

Ifa pl.ye. @not gct rll ofhir lei o!a'

m.nts.ssigm.l to Gnr.r i! that tm th.ouSh
rhc sitn.d hcr h. nu$ wirhhold rh. .rrn
unns dnd .nr.r rh.d duting subscqu.nr
tums via th. km. hq (dception: scc 19.2.)
A playcr may volutrt.rily wirbhold lrivrl of
r.iDforccm.r$, but th€y E$( .nGr .r rhc
.sitn.d h.x. AU rcinfoi(ru€lrs .nrcr during
o fri.ndry Mov.Dcot phrse (sr 5.66).

lr0.2l BL(rcKED
REINFORCEMENTS

Ifthc cotry h.r !$ign.d ro a dv.n sct of
r.info.emcnts is occupied by an cncmy
combat unit or it in an enemy ZOC du.ing
ih. fricndly Movcm€ot phase ofth. turn on
which rh. rcinforccm.nts verc du. to lrivc,
th. ..inforc.m.nB e dchy€d onc 8re. turD
aDd @y thco .otcr, in rh. folloeitrg td.
rumr lhmgh lhc 0.:16r unblocl.d hq or

[20.0] RrFLE PITS
AND BREASTWORKS
GENEML RULE
Brca3t{,orb ind rin. pirs rcpRr.nr tcmpG
nry fonificetion! coftrrucrcd by rroopr from
v.riou3 6dr.risls. Whcn br4rwort mdrL6
ar. plac.d on th. m.p they ar. al*{rs ori-
.ntcd s rhrt thc rctul b@rrwork .oDrour
u3 .1016 th. hc$id€5 th. phFr wuts
protc.lcdi in .ffer, br.arimrl nirl.r. hrv€
. f.ci!9. Brc.ltwo.b ooly atr.cr cadbct
.<'B rbc rhr.c hctlid6 ildnftd by thc
brervort onror. Rme pits lrc iurr rh.r-
pi$ thai olTc. protetioo to frirg uDit!. Thcy
coed aU sidd ofth. h.r.
CASES

[20.11 BUIIDING
AND DESTROIING
BNEASTWORXS

120.1ll Br.catworr! tu b. built onty by
infrd.y o. dknouatcd cr.lry units. A unir
6$r b. in comm.nd onrrol to i.iti.tc
bro3rvort conrtruction, ed th. hcx of
comrrudion D.y b. no do.e ibr fivc hqd
from th. ndr6t woods hd Dor copicd by
or in rhc ZOC of.!.!.Ey @ob.t 6ir. To
consrruci r brc$irort, tb. playcr rst4 !
bresrworl tn.rl.r rh. bctimirt ofth.
fri.n.lly Movcm.nt pha @d placc! rh. unir
building th. br.astwork und.r thc mNrk r,
with thc "u cr constroction" sidc ofth.
m.ld frcing up. Aftcr two turns ofon-
strocrionr .t th. .rd ofahe ft.ndy Mov.-
hc phr$ ofth.i Kond tum, th. inf.ntry
unil cln b. pl.c.d on rop ofrh. bEatvort
Ert i with ih. b@two.t sidc of th.
ma.tcr f!cc-up, indieting rh.r rh. b.c8r.
wort is compl.t.. Thc thc tMs of con-
stroction do not h.!. ro be corsccutiv., bur
rhc unit that bcSrn colmuctror cannor 1..v.
th. br.$twork hd uril corsttuction it
.irh.r finLh.d or rordly lbddon.d-

[20.12] Brc.ltso.ks cdnot be built itr !
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A brigade's BCE is reduced by casualties.
Reduction of the BCE beyond a certain
degree (which varies from brigade to brigade)
will result in a brigade “losing BCE."
PRUCEDURE

Each time an infantry or cavalry unit suffers
casualties, a number of bones equal to the
number of strength points lost is marked on
the DB Roster for that unit's brigade. When
the number of boxes marked off reaches the
BCE limit, the brigade has lost combat effec-
tiveness. The effects of BCE loss begin at the
end of the phase in which BCE loss occured.
CASES

[[8,1] EFFECTS OF BCE LOSS ON
INFANTRY AND CAVALRY

[lB. l l] Une is added to the die roll for any
morale check or any check listed in l4.2'l'
made by an infantry or cavalry unit of a
brigade that has lost BCE.
[lB.l2] No unit in a brigade that has lost
BCE can initiate melee or a charge (excep-
tion: a unit that is in an engaged melee can
attack, even if its brigade has lost BCE).
Units of a brigade that has lost BCE defend
normally in melee. They may counter-charge,
but add one to all initiative die rolls.
[l8.l3] No unit in a brigade that has lost
BCE may move adjacent to any unrouted
enemy combat unit except for abandoned
guns or wagons.

[132] BRIGADE RETREAT
If an infantry or cavalry unit of a brigade
which has exceeded its BCE limit routs, and
that unit is in the effectiveness radius of its
brigade commander, all the unpinned, un-
routed units of that brigade in the effective-
ness radius of that leader must retreat two
hexes. At the end of the retreat, the player
makes a morale check for each retreating
unit. Ifthe unit fails, it routs.
[l3.2l] The alrdy routed units of a brigade
subject to brigade retreat must retreat three
hexes, rather than two, but do not check for
additional rout.

[lB.22] The pinned units of a brigade under-
going brigade retreat remain pinned and do
not retreat. Disordered units retreat and
checlt, as above.
[lB.23] Units that retreat out of enemy ZUCs
are subiect to withdrawal fire (see 10.1).
|lB.2-1] Units that are unable to retreat be-
cause of enemy units are captured (see 15.1).
[lB.25] A brigade can undergo brigade retreat
only once per phase. If a second unit routs as
a result of a morale check made during bri-
gade retreat, the brigade does not retreat
again. The routed unit which triggered the
second brigade retreat simply routs the nor-
mal three hexes.
|1s.2s] Any artillery battery or section within
the effectiveness radius of a brigade commander
whose brigade is undergoing brigade retreat has

the option to retreat; it is not mandatory. If
unlimbered, they may limber in order to re-
treat, subject to normal withdrawal fire. This is
the only way an artillery unit can ever change
formation in a phase other than the friendly
Movement phase.

[133] OB ROSTER SHEET
(see pp. 38-39.)

[l8.31] An Order of Battle Roster Sheet is
provided for each battle. These are used to
record the number and type of losses suffered
by each player’s units for brigade combat
effectiveness. The OB Roster Sheet includes:
a) The designation of all units and the names
of all leaders. Each time a leader becomes a
casualty or is captured, the box. neat to his
name is marked off.

b) The battery and section strength (total
number ofbatteries) at the start of the game,
as well as boxes to record ammo use.

c) The brigade combat effectiveness limit of
the brigade as compared to the total number of
strength points in the brigade (e.g., 12 of 25).
There is one row of boxes to indicate the total
number of strength points and a slash (I) is
placed along that row to indicate the current
BCE level for the brigade. When all boxes to
thelefioftheslaslthavebeenmarkedofljtlte
brigade has reached its BCE
Retain one copy of each OB roster sheet
without marks on it, since duplicate copies
will be needed. Duplicate copies are not
available from TSR Inc.
TSR Inc. grants players permission to photo-
copy the OB roster sheets for personal use
only.

[19.o]
REINFORCEMENTS
GENERAL RULE
Most scenarios have units that arrive at various
times throughout the game, according to the
reinforcement schedule for that scenario. Rein-
forcements enter through the entry hex as-
signed to them in that schedule. Reinforce-
ments may enter in any formation, except that
artillery always enters limbered Large numbers
ofunits entering at the same time are consid-
ered to enter in a line stretching ofl‘ the map.
PROCEDURE

Units can enter the map stacked up to the
stacking limit of the entry hex. The first
stack of units pays the normal movement cost
to enter the entry hex. Each subsequent stack
or unit must pay additional MPs to account
for the units ahead of it (remember the line
stretching back). For example, if the first
unit to enter paid l MP, the second would
pay 2 MP5, the third 3 MPs, etc.
[19.1] ENTRY OF

REINFQRCEMENTS
If a player cannot get all of his reinforce-
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ments assigned to enter in that rnrn through
the assigned hex he must withhold the eittra
units and enter them during subsequent
turns via the same heir (exception: see 19.2.)
A player may voluntarily withhold arrival of
reinforcements, but they must enter at the
assigned heir. All reinforcements enter during
a friendly Movement phase (see 5.66).

119.2] ntocttan
REINFORCEMENTS

If the entry heat assigned to a given set of
reinforcements is occupied by an enemy
combat unit or is in an enemy ZUC during
the friendly Movement phase of the turn on
which the reinforcements were due to arrive,
the reinforcements are delayed one game turn
and may then enter, in the following game
turn, through the nearest unblocked hex on
the same map edge.

[20.0] RIFLE PITS
AND BREASTWORKS
GENERAL RULE

Breastworlts and rifle pits represent tempo-
rary fortifications constructed by troops from
various materials. When breastworlt markers
are placed on the map they are always ori-
ented so that the actual breastwork contour
runs along the hettsides the player wants
protected; in effect, breasrwork markers have
a facing. Breastworlts only affect combat
across the three heasides indicated by the
breastwork contour. Rifle pits are iust that-
pits that offer protection to firing units. They
cover all sides of the hes.

CASES

[2lI.1] BUILDING
AND DESTROYING
BREASTWORKS

[20.1l] Breastworlts can be built only by
infantry or dismounted cavalry units. A unit
must be in command control to initiate
breastwork construction, and the hes of
construction may be no more than five hexes
from the nearest woods he: not occupied by
or in the ZOC of an enemy combat unit. To
construct a breastwork, the player takes a
breastworlt marker at the beginning of the
friendly Movement phase and places the unit
building the breastworlt under the marlter,
with the "under construction" side of the
marlter facing up. Alter two turns of con-
struction, at the end of the friendly Move-
ment phase of that second turn, the infantry
unit can be placed on top of the breastworlt
marlter, with the breastworlt side of the
marker face-up, indicating that the breast-
worlt is complete. The three turns of con-
struction do not have to be consecutive, but
the unit that began construction cannot leave
the breastworlt hea until construction is
either finished or totally abandoned.
[21112] Breastworlts cannot be built in a



m$sh or wooded mahh her. Only one
breasrwo.k can be built io any given hd. A
brcastwork hls no stacking value. There is no
lnn io rhe nunbe. ofbreasrworks rhar csn
b. built duing the game; playeB cd use
counreB fron orher gancs ro make mo.e

[20.13] Olce built, the facing ofa brestwork
narke. @nnor be chlnged.

[20.14]once a breasrwort is under consrruc'
tion, the o.igiml coostructing unit must
remain in rhe hex unril ir is linished, unles
the breastwork is abandoned. Funhermore,
no other unir caf, enrer .od .emain in ihe
colstruction her unle$ ir joias in the con-
structionj i-e.r dy udit.nterilg a consrruc-
tiof, hs is plaad ulder the origiial mit.
While the second unit do.s not speed con-
sruction, n does nor srop it by l€avinsr as
long as oreunit.emains in the p.s€$ of
consttuction. Any unit Inay pa$ thlough a
her sder construdion by paying on. addi-
tional movemenr poinr. Il for &y reason, all
constructilg unitG) nove from rh.i h4, the
"Uade! Colslructio!" marker is remoeedj
construcrion must begtu anew.

l20.l5l Unirs building b..astworks cannot
fire in the OffeNiv€ Fire phase- They have
no zones ofcontrol aDd may nor engage in
withdrawal fire o. rercar fire, bur rhey can
block enemy supply and comnand paths.
Cnnshcring unns cln fire in the Defensive
Fne pha*j however, ftc ndal fire strengrh is
shifted one column to the left on the Fne
Combat Resulrs rabl.. In any gde tm rbat
a constroctiDs utrit fir.s, the consrruction is
tcmpo6rily sDspendcd for thar tm- It can
continue normally itr subsequent turns.

[20.16]Units buildiDg brelstworks 6ay not
iniiilre mel€e. Howeveq ifth€y are attack€d
in Delee, tbey defend normauy. (Consrruct-
ing units on airack ifrb. conbai leslt h a!
"Engascd" Eel6.) Io any game tum that a
coosrrocting unir fi8hts ir nelee, tbe con-
$rucliod is tempora.ily .uspended for that
turn. It can coniinue no.mally in slbsequenr
turns.Ifconstrucring units are forced ro
reftear flon the hexJ the breastwork is aban-
doned dd ihe marker is removed.

l20.l7l B.eastworks can b€ disnaniled by
any dismouted cavahy or infanry uir ihar
spends oDe enrne friendly player tm in rhe
hex. The disnandilg unit mly lot fire
(crcept defersivcly, including with.lrawal nr.
aDd retreat fire)and may nor iniriate mel€e
(althoush it d€feDds norBally and can fisht
"Ensased" oelees).

[20.18] Once consttucted, b.eastworts re-
main in place until dismanded.

[20.21 EFFECTS OF
BRSASTWORKS

[20.21]A breastwork h.xsid. affeas movc
ment Gee 

.Ibmio Er.cts on Movedent
table,5. t9) .

[20.22] A unir pays the movemenr poinr cosr

for br€astworks only whcn it crosFs a breasF
work hexside. Ifa unir enters or leaves a
bfe.stwork h€x tbrough s noo-b.e.sMork
hexside, only th. nolmal rerrlin cosr is paid.

120.231 Ifa uit within a bre.srwork hd is
fired upoo enftely through a breasrwolt
hexside, t-he roral fire shcngrh n shifted two
columis io lhe left. lfonly some of t-he en-
€ny units are iiring th.ough rhc b.easrwork,
the shift b of,€ (o rhc l.fr. For the purpose.
oflire combat, the defemive benefits ofa
breasrwo.L are cumulativ..

[20.241 tn mele, ifrhe dcfendirs uirs @ b a
bre.stwork hq, qc]l aftlckins uit (Mtet
thlt 6reE rhe nelee hq through . br6rwork
hqsid€ $bEacri one fron i$ mele snoerb.

[20.31 CoNSTRUCTTON OF
RIFLE PITS

Rifle piis a.e consrrucred in the s.me way as
b.easrworks, except for rhe following:
a) Rifle pits nay nol be placed in rough,
na6hj or w@ds hexes.
b) They do not have b be withio lwe hses

c) k rakes only one turn ro di8 a rifle pit-

[20.4I EFFECT OF RIFLE PITS
[20.41] A line pit fills the.ntire hex it occu-
pies and affects aU hexsides.

[20.4214 ndiDum of12 Srengrh Poinrs
nay b€ in a.ifle pir hex.

[20.43lOnly infantry .nd disnounted @valry
(and leaders)m.y use a rifl. pit. These diis
are considered in lin., and must be so to
enter the pii hd. It costs oh€ additional
moveoent poif,r ro enrer a pir hd and one
addirion€l point to leav€ a pir hcx.

[20.44] Uniis in a rifle pi eceive a bdefit
against enemy fire, d.pcnding on the eleva-
rion ofrhe firils uni$. Ifthe clevarioD ofrhe
firing sn is bwer, shift 3 coluoDs to rhe
lcfij ifir is rhe Fm€,2 columns ro rhe left; if
it is hiSher, I coluntr to rhe l.ft.

[20.45] Units in ria€ pits may dot be
chlrge4 bur lhey may b€ attack€d in melee.
They may nor retrest before melee. They
may initilte melee out ofthe pit h€xj but
€ach utrit doing so is reduced by ode srength
point. Ifunits io a.ifle pit are attacked in
melee rhere is Do cffccr. Units may itrvolun-
krily rericar or rour our ofrh€ pir hq wirh'
out addrtional peoalty (orh€r thd those

[21.0] SKTRMTSHERS
AND DETACHMENTS
GENERAL RULE
Cav.lry od infanrry units my detach small
rorces (usually abour 50 men) ror whaleve.
purpose the player dccns !.c.ssary (uiually
to hold positions .g.iost possible enemy
incuKioD). Detachmen$ such as therc are
different fiom detached regiments or battal-

ioDs (s€€ 17.6). D€tachm€nrs and small bat-
talions or reginenis hay be used as
sknmisheB-screens against app.oaching

[2r.rl DETACHMENTS
[2l.l l lAny caval.y b.ttalion or infeiry
rcgimedt that is nor roured, disordered or
pinned and is in conmard conrol may
detach one suen8rh point.

[21.12] Detacbmedts (and le-anachmenrs)
occ!. in the Initial Command phase.

[21.13] To form a detachment the unit in
quesrion sinply reduces its st.engft level by
one aDd replaces it eith a derachmetrr
counie. in rhe same hex, Doting the chdge

[2 L 14] D€racbments tunction in every vay
as normal uniis, and rhey may br considered
as detached uits (see l?.6). Detachmenrs
msy 6lso acr as sknnish€$.

[21.l5] There js Do movcm€nt or orber cost
ro atrach o! deBch a derachn.dt.

12l.l6l Detacbnelt coutrt.E are priot€d as
mounr€d @valry on one sidc aod disnodted
cavalry/infaniry or thc oth.r. Iofanry de-
tachments us the latte. sid€ as line infanrry

[21.17] Detachmem couorers have no w€apon
rype or morale ratins on the couDrer. This is
why they tuurt be recorded on the OB sheei.
Detachments .dopi the wcapon type ald
mo.ale of rheir parent units.

[2r.21 FOR-[irNG SKTRMTSHERS
[2l.2ll Any deBchmcnt or disnounted
cavalry bett.lion of 2 SPs o. less can be used

[21.221Sknmish is a formation, and adopdrs
skirmish foination is treated as a chanse of
formation- Noie rhat for a cavalry uoit to go
into skiinish formation it nust first be dis-

12l.23lUse a skirnnh narker to indiere
that a unit is in skirmish formaiion.

[21.31 SKTRMTSHER MOVEMENT
12l.3ll The Terrain Eftecrs oa MoveD€nt
table hd a coludn fo. skirnish units. This
columD ; used only for units in stirmish

12l.l2lUnirs in skirDisb lomation havc the
s.oe ftciDg as ilfallry in lin€ formation and
the eDe ZOC.

12l.33lFriendly uits can f.c.ly pas
throuBh a ski.mish unn (.dd vice versa) but
skirmish lrd noD{kirmi8h uf,its canDot end a
friendly Movement phasc stacked in the same
ha (exceprion: €niUcry barreries snd sectiols
can stack wirh sKrmisb uDit9.

[2 ].34] If frieDdy skirmish.nd non{kimish
units ioteDd rc panicipar€ io delee agailst
the same tdget, the skimish units musr
ch.nge froB skirmish fornarion to lio€ or
disDouDred fomation during the Movement
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marsh or wooded marsh hes. Only one
breastwork can be built in any given hea. A
breastwork has no stacking value. There is no
limit to the number of breastworks that can
be built during the game; players can use
counters from other games to make more
breastworlt markers.
[2ll. l3] Once built, the facing of a breastwork
marker cannot be changed.

[2[l. 14] Once a breastwork is under construc-
tion, the original constructing unit must
remain in the hex until it is finished, unless
the breasrwork is abandoned. Furthermore,
no other unit can enter and remain in the
construction hex unless it joins in the con-
struction; i.e., any unit entering a construc-
tion hex is placed under the original tmit.
While the second unit does not speed con-
struction, it does not stop it by leaving, as
long as one unit remains in the process of
construction. Any unit may pass through a
hex under construction by paying one addi-
tional movement point. If, for any reason, all
constructing unit(s) move from that hex, the
“Under Construction" marker is removed;
construction must begin anew.

[2El.l5] Units building breastworks cannot
fire in the Offensive Fire phase. They have
no tones of control and may not engage in
withdrawal fire or retreat fire, but they can
block enemy supply and command paths.
Constructing units can fire in the Defensive
Fire phase; however, the final fire strength is
shifted one column to the left on the Fire
Combat Results table. In any game turn that
a constructing unit fires, the construction is
temporarily suspended for that turn. It can
continue normally in subsequent turns.
[Ell lo] Units building breastworks may not
initiate melee. However, if they are attacked
in melee, they defend normally. (Construct-
ing units can snack if the combat result is an
"Engaged" melee.) In any game turn that a
constructing unit fights in melee, the con-
struction is temporarily suspended for that
turn. It can continue normally in subsequent
turns. If constructing units are forced to
retreat from the hex, the breastwork is aban-
doned and the marker is removed.
[2D.l7] Breastworks can be dismantled by
any dismounted cavalry or infantry unit that
spends one entire friendly player turn in the
hex. The dismantling unit may not fire
{except defensively, including withdrawal fire
and retreat fire) and may not initiate melee
(although it defends normally and can fight
"Engaged" melees).
[21118] Once constructed, breastworks re-
main in place until dismantled.

[2o.2] assacrs on
BREASTWORKS

[21121] A breastworlt hexside affects move-
ment (see Terrain Effects on Movement
table, 5.19).
[2[l.22] A unit pays the movement point cost

for breastworks only when it crosses a breast-
work heaside. If a unit enters or leaves a
breastwork hex through a non-breastwork
hexside, only the normal terrain cost is paid.

[2{l.23] If a unit within a breastworlt hex is
fired upon entirely through a breastwork
hexside, the total fire strength is shifted two
columns to the left. If only some of the en-
emy units are firing through the breastwork,
the shift is one to the lefi. For the purposes
of fire combat, the defensive benefits of a
breastwork are cumulative.

[2034] In melee, if the defending units are in a
broastwork hex, each attacking unit (counter)
that enters the melee hex through a breastwork
hexside subtracts one fi'om its melee strength.

[20,13] CONSTRUCTION OF
RIFLE PITS

Rifle pits are constructed in the same way as
breastworks, except for the following:

a) Rifle pits may not be placed in rough,
marsh, or woods hexes.

b) They do not have to be within five hexes
of woods.

c) It takes only one turn to dig a rifle pit.

[20.4] EFFECT OF RIFLE PITS
[20.4l] A rifle pit fills the entire hex it occu-
pies and affects all hexsides.

[20.42] A maximum of 12 Strength Points
may be in a rifle pit hex.

[20.43] Only infantry and dismounted cavalry
(and leaders) may use a rifle pit. These units
are considered in line, and must be so to
enter the pit he:-t. It costs one additional
movement point to enter a pit hex and one
additional point to leave a pit hex.

[£20.44] Units in a rifle pit receive a benefit
against enemy fire, depending on the eleva-
tion of the firing units. If the elevation of the
firing unit is lower, shift 3 columns to the
left; if it is the same, 2 columns to the left; if
it is higher, l column to the left.

[20115] Units in rifle pits may not be
charged, but they may be attacked in melee.
They may not retreat before melee. They
may initiate melee out of the pit hex, but
each unit doing so is reduced by one strength
point. If units in a rifle pit are attacked in
melee there is no effect. Units may involun-
tarily retreat or rout out of the pit hex with-
out additional penalty (other than those
already imposed).

[21.0] SKIRMISHERS
AND DETACHMENTS
GENERAL RULE

Cavalry and infantry units may detach small
forces (usually about 50 men) for whatever
purpose the player deems necessary (usually
to hold positions against possible enemy
incursion). Detachments such as these are
different from detached regiments or battal-
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ions (see 116). Detachments and small bat-
talions or regiments may be used as
skirmishers-—screens against approaching
enemy forces.

[21.l] DETACHMENTS
[2l.1l] Any cavalry battalion or infantry
regiment that is not routed, disordered or
pinned and is in command control may
detach one strength point.

[2l. 12] Detachments (and re-attachments)
occur in the Initial Command phase.
[2l.l3] To form a detachment the unit in
question simply reduces its strength level by
one and replaces it with a detachment
counter in the same hex, noting the change
on his OB roster.
[21 .14] Detachments function in every way
as normal units, and they may be considered
as detached units (see l'i'.6). Detachments
may also act as sltirmishers.
[2l.l5] There is no movement or other cost
to attach or detach a detachment.
[21 . 16] Detachment counters are printed as
mounted cavalry on one side and dismounted
cavalrylinfantry on the other. Infantry de-
tachments use the latter side as line infantry.

[2 l .l'i'] Detachment counters have no weapon
type or morale rating on the counter. This is
why they must he recorded on the OB sheet.
Detachments adopt the weapon type and
morale of their parent units.

[21.2] FORJHING SKIRMISHERS
[21 .21] Any detachment or dismounted
cavalry battalion of 2 SPs or less can be used
as a skirmisher.
[21 .22] Skirmish is a formation, and adopting
skirmish formation is treated as a change of
formation. Note that for a cavalry tmit to go
into skirmish formation it must first be dis-
mounted.

[21.23] Use a skirmish marker to indicate
that a unit is in skirmish formation.

[21.3] SKIRMISHER MOVEMENT
[2l.3l] The Terrain Effects on Movement
table has a column for skirmish units. This
column is used only for units in skirmish
formation.
[2132] Units in skirmish formation have the
same facing as infantry in line formation and
the same ZDC.

[21 .33] Friendly units can freely pass
through a skirmish unit (and vice versa) but
skirmish and non-skirmish units cannot end a
friendly Movement phase stacked in the same
l‘lE1t (exception: artillery batteries and sections
can stack with skirmish units).
[2134] Iffriendly skirmish and non-skirrnish
units intend to participate in melee against
the same target, the skirmish tmits must
change from skirmish formation to line or
dismounted formation during the Movement
phase.



[2r.4 EFFECTS OF SKrRMI|E
FORMATION ON COMBAT

[21.41] Whelever a unit fi..s while in skir-
mish fo.nation ihee is a one-column Bhift to
rhe left oD th€ Fir. Combat R$ults table, 1n
lddition to all nornal column shifts. This
colutnn shift also applies when skirmisb unirs
conbine frc with non-stirmish utrirs End
skirEhhe6 rnal€ up at least 50% ofthe
firidg streoeth points. Ady uii fi.idg on a
skimish rDit d@s so wirh a one<olumn shifi
to the lcft od th€ Fire Combat R.sulG r8blc.
Tbis, too, is in addirion ro aU normal shifrs.

I2l.42l Sldmish uirs c.n b. .nfilad.d noF
maly i. offeDsive o. dcfcnsive fir.. Th.y en
dso b. enfiladed during r.rMt nrcJ but rhcy
& D€ver €dlad.d by withd&wl frr€. A
sldmish unt des not .eceive a favorablc
shift for it wepon r}?e when ir is subiet lo
*irhdFwal fre or rct@t firc (nor des aDy

I2l.43lAny ftsurt on the Fi.e Comb.t Re-
sulrs r.ble rcquiring I mor.le check is rrear.d
nodlUy, cxc.pt rhai rhe uit's moralc roU is
nor modified ifit bas b.o enfil.ded.

[21.44] Stimiihers undersoins a mo..lc
cbcck ud rcc.iving a pin r8dr ignor. thll
ed Eft.r two hq6 i.sted of b.cohiDs

l2l.1t No unit in ski.loish fondation day
iniiae Delc. d cb€rge Aain$ ddy oElry or
infintr], ngndless ofthe fd@rid of6. d-
dy mig rhjs .ppli6 ro mlcd a stu 6 u-
rqr|d et@y uit3. Stimbh uit My initiatc
nd6 aeujls anilq$ wgois, and cevs.

[2I.46] Fo! pu.pG6 of dcdatilg th. dele.
dif€@tial. uits subttad I SP fiom dEir
nele sftdgih fo. bein8 in skimish fotmtion.

[21.51 sxrRMrsH r.]NrTs AND
RETREAT BEFORE MELEE

I! th€ Retr€at Before Mele. phas., skirmish
units nay .et.et eirher onc or two hs$. If
the lerytb ofrerrear is on. hq, rhere is no
horal. chect made fo. .et.€3ting (this is an
qeption io 12.7I rh. uDit inates a rormal
no!a]€ chect ifit rereats t\ro hexcs.

[2r.6] SKTRMTSIT UNITS
AND ROUT

[21.61]When !unir in sknmish fomation
routs, it Dy mov€ freely through ut.outc4
noritimth units without causing the non-
skirdish udits to displace or check mor.le.
Thc routius skimisher codtinues i$ .et.6r
unil ir rcaches a vacant hex three hexes from
the hcr where the rout b.gan.

[21.62] If. routed skimisher rct@rs rhrough a
ls containiDg @ther slimisher or my
routed unit, the odEr dit docs lor displac but
DBt mrlc a Donle check. Ifir fails. ir is
rcurcd ed perfom8 rcur movement.

[21.63] Roured skimish uirs los sU benef[s
of being ir skimish fo@tion rhc eDd of
their rcut movem€nt, From tlat point on thcy
are considerd to be a rtured line (or dis-

mountd) romation. Whco ralLia4 rki.mishc$
Nm. lin. (d disout.d) foB.rion.

[22.01 RAPrD MARCH
AND FATIGUE

(OptionEl Rule)
GENERAL RULE
Th. Ec of..pid m.rch inc...s.s .n infsnt.y
r.gimcnt's movcmcnt .Uow.ncc f.om 5
trovedlcnt points to 8. Regimcnrs mwt
assuoc column formation to us. rapid
Earch. Ar rh. cnd ofcEch Mov.mcnt phas.
of rapid m.rchir& ihc owning pl.y.. m.l€s
a die roll for cach brigadc to d.tcrnirc
whether or not |he march causcd that brigadc
ro b.comc fatigucd o..xhaustcd. Althogh
rhir is, stricrly sp..hing,.r optionsl rolc, it
b higbly rccommcndcd for thc BEndy St!-

PROCEDURE
Thc r.gim.nB ofan inf.nrry b.ig.d. may
Epid march if th.y ar. io commnd duing
th.Initial Conmand ph!$. During rhc
following Movcmctrr ph.$ aU rhc r.gim.nts
of rhlt bligad€ lnay .apid march. Ar rhc .nd
ofthat Movcbcnt ph$., I boralc rating di.
.oU is DEdc for .sch Epid D..ching r.gi-
mentj if it faik, thqt rcgidcnt is hrigucd; if it
pass.s, it tu u.llccrcd by ih. m.rcb. A
fatisued rcdh.ot th.l fails s Epid march
morlI. di. roll bcconcs .xhaust.d. Exhaus
tion .[.crs. uDir\ 6ov.n.trr, oohl., bele
3rr.ngrh,.nd firc str.nerh. units can r.covcr
froln fadguc:od cxhaustion by rcrting.
CASES

[22,11 wHrcH lrNrTs MAY
RAPTD MARCH

[22.11]O.ly infantry r.gim€nts in columtr
may rapid mlrch. Howevcr, a unit may us.
pan of its rapid ma.ch mov.m.nt allovan..
to chage into column formation. Io oth.r
words, at th. 3t.n of..pid D.rch Dov.o.ni
a r.gim€nt h linc fomorioD may spend rwo
movcm.dt points to to to column fom.tion
.nd th.n hss six nov€mcnt poinB avail$lc.

[22.12] Unns using rapid narch tnay not usc
any no.mql form of oovcocnt duing that
Movcmcnt phase (although thcy lney ch.ng.
formarion). Th.y may dot combin. noinal
movemcf,t ratca wirh 6Pid Da.ch-

[22.13] Units ofa b.ig.dc th.t h.s lort BCE
and rcgiments that a.c out ofcomman4
disofde.cd, pinned, or routcd m.y not lse

l22.l4lDetached regimcnts m.y us .apid
ma.c\ but not ski.mishers (thcy cad\ usc

[22.2] RAPID MARCH
RESTRICTIONS

[22.21]Uni$ Day rgpid mlrch only rhrough
clear tc.rain or on roads, pikes, or trails. All
other terain is prohibitcd. Moreove., no uoit
may movc up more rhln one elevarion level

{hile using rapid march. Roads and trails
ncg.rc all orhe. tenain for pupos.s of rapid
msrcbing ifthe r.pid m.rching regiments
ctrt.r lnd ldve the prohibited hexes rh.dgh
tho.oughhre h.xsid.s. A unit may oot Epid
m.rch acros p.obibited hdsides (ri.lg$,
Mq srrelms, erc.)uless on. ro.d or
bridsc.

122.221 A rcdment usirs rapid march must
cnd ii3 moven.nt ifit chlnse froE colum

[22.231A player always has the optiotr to
rapid march all or odly somc ofth€ regiE.nts

[22.3I RAPID MARCII FATTGUE
AND EXITAUSTION

[22.311 Immediately afte. a unit has fDished
its r.pid D.rch moveDenr ir Dust chet for
posible faliEu. and qhausrioo. Fo. sch
unit ch.cl the noral. .lting ad rolt oDe di€.
If thc dic is high.r than rh. Eor.Ie ratiDg tbe
unit i! htisued. Ifth. unit is alrcady h-
tigucd, add on. to the dle mI. Ifthe nodr-
ned die roll is hi8her thd the Dorale, the

[22.12] vheD . EsiDeDi becoDes ratisue4
plaa ! "Fstitu.d" Esrk . on rop ro i.di@rc
such starus. Fatieue d@s trot €ocl or orheF
wis. cbaoge routs, disorden, or pins i! ary
w.y. However, the eff61r off.tigue de
(uul.rivc with rhe cftccrs of thcc othd

[22.31]Fatis!.d mits add ore to die mlls

a) MoEl. checxs aDd .U otho 6or.le Eri.g

c) Rapid march fatig!. bls

[22.341A fatigu.d uoit that fails a fatigue die
roll bccom$ erh.u$.d. Plae ao "Ex'
hauted" ma.t.r oo top ofsuch a unit. The
cffccts of dha$tion de as folloft:
a) Th. cldent srength ofthe dit is re-
duc.d by one. This is a tcbpotuy lc &d
should be recorded separatell It dc mt
eilccr BCE ed Day be r.claim.d lat.rj
b) The movemenr srbw.'ce is reduced ro
tbr€€ and the unn Day nor frpid m.chi
c) An exrtausred unit m.y not iniriare melee.
d) Add one to .ll morale die .olls.

[22.4] RECOVERY
Fsrisu.d uoits recover after ooe conplete
turn of.est. An exhausted unii becobes
fatigued afte. one tum ofresr, dd tully
.ecove6 .fte. two tu.ns ofrest.

[22.41]For a udit to.esi it must spend one
enrire g!6e tu.n wirhour moving. Ir musr be
at least four hexes f.om !U edemy combar
uf,its or nor wirhin the lioe ofsight ofaf,y
en.my snDlkrms unit for the duratio! ofthe
game turo. Ifan eneny uoit moves inside the
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[2].-1] EFFECTS OF SKIRMISH
FORMATION ON COMBAT

[2 1.41] Whenever a unit fires while in skir-
mish formation there is a one-column shift to
the left on the Fire Combat Results table, in
addition to all normal column shifts. This
column shifi: also applies when skirmish units
combine fire with non-skirmish units and
sltirmishers make up at least 50% of the
firing strength points. Any unit firing on a
skirmish unit does so with a one-column shift
to the left on the Fire Combat Results table.
This, too, is in addition to all normal shifts.
[21:42] Skirmish tmits can be enfiladed nor-
mally in offensive or defensive fire. They can
also be enfiladed during retreat fire, but they
are never enfiladed by withdrawl fire. A
skirmish unit does not receive a favorable
shift for its weapon type when it is subject to
withdrawal fire or retreat fire (nor does any
other unit}.
[21113] Any result on the Fire Combat Re-
sults table requiring a morale check is treated
normally, except that the unit's morale roll is
not modified if it has been enfiladed.
[2l.4-=1] Skirmishers undergoing a morale
check and receiving a pin result ignore that
and retreat two hexes instead of becoming
pinned.
[2l.-45] No unit in skirmish formation may
initiatemelce orchargeagainstenemycavalryor
inliintryg regardless of the formati.on of the en-
emy unit; this applies to routed as well as un-
routed enemy units. Sltirrnish units may initiate
melee against artillery; wagons, and crews.
[£1.46] For purposes of calculating the melee
differential, units subtract 1 SP fiom their
melee strength for being in skirmish formation.

[21.5] SKIRBIHSH UNITS AND
RETREAT BEFORE NIELEE

In the Retreat Before Melee phase, skirmish
tmits may retreat either one or two hexes. If
the length of retreat is one hex, there is no
morale check made for retreating (this is an
exception to 125’); the unit makes a normal
morale check if it retreats two hexes.

[ans] st-tmsnsn UNITS
am) ROUT

[$21.61] When a unit in skirmish formation
routs, it may move freely through unrouted,
non-skirmish units without causing the non-
sltirmish units to displace or check morale.
The routing skirmisher continues its retreat
until it reaches a vacant hex three hexes from
the hex where the rout began.
[21152] Ifa routed skirmisher retreats through a
hex containing another skirmisher or any
routed unit, the other tmit does not displace but
must make a morale check. If it fails, it is
routed and perfonns rout movement.
[£1.63] Routed skirmish units lose all benefits
ofbeing in skinuish formation at the end of
their rout movement. From that point on they
are considered to be a routed line (or dis-

mounted) formation. When rallied, skirmishers
assume line (or dismounted) formation.

[22.0] RAPID MARCH
AND FATIGUE

(Optional Rule)

GENERAL RULE
The use of rapid march increases an infantry
regiment’s movement allowance from 5
movement points to B. Regiments must
assume column formation to use rapid
march. At the end of each Movement phase
of rapid marching, the owning player makes
a die roll for each brigade to determine
whether or not the march caused that brigade
to become fatigued or exhausted. Although
this is, strictly speaking, an optional rule, it
is highly recommended for the Brandy Sta-
tion scenario.

PROCEDURE
The regiments of an infantry brigade may
rapid march if they are in command during
the Initial Command phase. During the
following Movement phase all the regiments
of that brigade may rapid march. At the end
of that Movement phase, a morale rating die
roll is made for each rapid marching regi-
ment; if it fails, that regiment is fatigued; if it
passes, it is unaffected by the march. A
fatigued regiment that fails a rapid march
morale die roll becomes exhausted. Exhaus-
tion affects a unit's movement, morale, melee
strength, and fire strength. Units can recover
from fatigue and exhaustion by resting.
CASES

[22.1] WHICH tmrrs MAY
RAPID MARCH

[22.l l] Only infantry regiments in column
may rapid march. However, a unit may use
part of its rapid march movement allowance
to change into column formation. In other
words, at the start of rapid march movement
a regiment in line formation may spend two
movement points to go to column formation
and then has six movement points available.

[22.l2] Units using rapid march may not use
any normal form of movement during that
Movement phase (although they may change
formation). They may not combine normal
movement rates with rapid march.

[22.l3] Units of a brigade that has lost BCE
and regiments that are out of command,
disordered, pinned, or routed may not use
rapid march.

[22.l4] Detached regiments may use rapid
march, but not skirmishers (they can't use
column formation).

[22.2] RAPID MARCH
RESTRICTIONS

[22.2l] Units may rapid march only through
clear terrain or on roads, pikes, or trails. All
other terrain is prohibited. Moreover, no unit
may move up more than one elevation level
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while using rapid march. Roads and trails
negate all other terrain for purposes of rapid
marching if the rapid marching regiments
enter and leave the prohibited hexes through
thoroughfare hexsides. A unit may not rapid
march across prohibited hexsides (ridges,
runs, streams, etc.) unless on a road or
bridge.

[2122] A regiment using rapid march must
end its movement if it changes from column
to line formation.
[2223] A player always has the option to
rapid march all or only some of the regiments
of a brigade.

[22.a] RAPID MARCH FATIGUE
AND EXHAUSTION

[22.3l] Immediately after a unit has finished
its rapid march movement it must check for
possible fatigue and exhaustion. For each
unit check the morale rating and roll one die.
If the die is higher than the morale rating the
unit is fatigued. If the unit is already fa-
tigued, add one to the die roll. If the modi-
fied die roll is higher than the morale, the
unit is exhausted.
[2232] When a regiment becomes fatigued,
place a "Fatigued“ marker on top to indicate
such status. Fatigue does not cancel or other-
wise change routs, disorders, or pins in any
way. However, the effects of fatigue are
cumulative with the effects of those other
markers!

[22.33] Fatigued units add one to die rolls
made for:

a) Morale checks and all other morale rating
die rolls;

b) Melee initiation;
c) Rapid march fatigue rolls.

[2234] A fatigued unit that fails a fatigue die
roll becomes exhausted. Place an “Ex-
hausted” marker on top of such a unit. The
elfects of exhaustion are as follows:

a) The current strength of the unit is re-
duced by one. This is a temporary loss and
should be recorded separately. It does not
effect BCE and may be reclaimed later;

h) The movement allowance is reduced to
three and the unit may not rapid march;
c) An exhausted tmit may not initiate melee.
d) Add one to all morale die rolls.

[22.-4] aacovnav
Fatigued units recover after one complete
turn of rest. An exhausted unit becomes
fatigued after one turn of rest, and fully
recovers after two turns of rest.
[22,41] For a unit to rest it must spend one
entire game turn without moving. It must he
at least four hexes from all enemy combat
units or not within the line of sight of any
enemy small-arms unit for the duration of the
game turn. If an enemy unit moves inside the



four hex rlrge or establihes a LOS to lhe
re3tidg unir during the tum, rhc rcsr is @-
celed for thar tm ud th. .egi4.nr des ror

[22.42] A resdng unit may nor engage in fire
oi nclct combat- If nrcd upon by eneDy
s@U-arDs, o! aniUery at canist€! raoge, rbe
rest is f,.gat€d. Anill.ry bombddn.trr fire
breaks the rest otrly if the lire results in any
uDit ofthe resting brigsde benlg aff.ct.d,
i..., dirordc.e4 routcdr SP los, etc.
t22.431A unn des nor have to bi h com-

[22.44] Fsrisue and cxhausrion markcB are
removcd duritrg tb. Rally phas., ifrhe uir
has succ.sstully rcsred.

[23.0], SCENARTOS
rDerc ar. rou sardanc, or barrr6! rn the
gamc. Each s.t@io giv.s rhe naPs.nd
codtc.s used (pay p.rtitular att.ntion to rhc
latter .s some udts h8vc more ihan one ser of
counrcre), as well as thc inirial dcploymenr of
uits and rciDforccDcnt schedules. Tbe
victory condirions for .ach banle ar. also
liste4 as weU as any additions or chmges ro
the.ulcs. Nonc ofth. sccnarios is stry more
diflrolt thatr the oth.B, bur for thos. who
cithcr w.nt to starr slowly or wdr sonethilg
rh.r 6 bc coEpld€d ir a few bours, rhc
Kelly's Ford scenario is r.commcnd.d-
priMrly bec.tse of th. small oumb.r of
couteF aDd the sioplicity ofthe siturion.
It is sily playable in .n evening. Tbe ht-
cst sceDarios, Brandy Station and Tr.viliaDs
Stltion, can ocdpy ovd 20 hou.s ofplaying

[24.01 KELLY'S FORD
March l?, lE63
HISTORICAL COMMENTARY
Thc.trE.tcment at K.Uy's Ford, which wat
son ofatr .diucr prcludc ro rh. baril. of
Chanc.llorsville, was thc first cavsky cngage-
h.ni c.si ofthe Mississippi in whi.h more
th.r onc b.ttalio! w.s i.volved oD .acb sidc.
Esti.lly, UnioD fi.ld cotmand.r Je
HNk.r h.d order.d hh evalry conmander,
Gcn. Av.r.U, to cross thc Rlppahannock
nonb of th. Pspi&n riv.r 6d procccd
towd ft. vicinity of CultEpcr Coun Houw
*ith thc objcd ofsn.ctin8 ed dcsrroying
any rctrcl cavalry in rhc viciniry. Av.r.ll had
t€ed adviscd rh.r th... were about 1,000
Confcdcrarc hoM soldicB in thc ar.o. He
tbc.cfo.c split his iDiri.l for@ ofson. 31000
inrc scvcrd groups !nd, wirh . r.duccd forcc
of 2,200 menr headcd tow.rd Kelly\ Ford.
Fitzhugb Lcc, .r Culp.p.rj got wiod of
AEcllt nov.EcDr or ib. cvering ofrh.
l6(h ofMrch bur w.s ursue .s to r/herc
Aveicll would cros. The only Conf.der.re
forc. in rhe i@€diar..rc. was his own
brigadc oflive regiecnr, snd . ba(cry of
four gu$-.bour halfth. sizc ofrhc rbre

Union brigades. ThusJ when Av.reu at-
rcDpred his crossing.l 4 A.M. rle nqr mom-
itrg, only aboul 60 pick.rs *ere in placc.r
Kelly's Ford.
ASainst thcs. forces Avc.cll seDr his worst
rcgiD.nr, 4 NY Th. 4th acquined irs.lf
rather ab'sm.lly bur maDagcd to forcc rhe
ford. Avercll quictly lhoved b,is s€veD regi-
men$ adoss into the srnaU hdlet of Kel-
l'eiue.
Le, in tb. m€ntioe. gor vord of rhe c6ing
dd prcddcd will bis bnsade ro. iuctim
dow th€ losd ftm Bmdy Station (Hd 2oO2
on mp B ofthe Brandy Starion mapt while
Avftl, swde $ar IE lould prcbably @me

[24.'] ORDERS OF BATTLE AND INTTIAI DEPLOYMENT
[24.1U U!io! OrdG. ofB.ttlc
Th€ follo*ing list in.licard ehich unirs arc u$d in ftis cnarior rheir sraning forudon, th.ir
starting strcDgth (ifdi[c!.nr frcm rhcn prinrcd sr.f,$h), and rh.ir *Fup hdes ddo. tums of
.riv.l. A unitwith a staning srr€ngrh lcs ihe its prioted strcd8rh has suff.red casu.lries prioi
to rhe $an ofrhe scenario.

out to set hib, moved slo'^,ly and qutio$ly up
rhc r@d nom Kc[]aiUc. About a milc w6r of
Kellyvil., Avcrdl's @lllm m 6ftd on by a
Contu Et dctaclnhr, $ Averel disounted
his ms od hld thm fom up bebiod a stonc
va]l tlat @ nodsst frcm Brml's f.m (hq
c 4rrr).
While ihe dBmmted carbine Iirc of thc
Udion t.ooF quictly threw back th€ r.bcl
dct.cbbent, down rbc road fro6 rbc nonh
rbuddd thc 3 Va,l.d by Lc hifrsclf,
follNed by th. 5 \,h. The I Vr irn&.diarcly
charged rh. Union position, trying ro rum its
flant. It fail.dJ as did rhe 5 Va behiDd it.
Moreover, Stuant anillc.y comande.,

HGt ltr
4302 +
4302+ stair
4302+ start
4102+ !t.n
41U)+ .rut
4tU2+ 3rrn
4302+ stsrr
4302+ starl
4302+ sta.l
1m2+ !t$t
4n2+ n.n
4302+ llrit
4302 +
4tQ2+
4102+ stan

r Rcno's r.sdve brigad. b .rrachcd to the 2d cavalry division.
4 )02 + Urit s.rs up wirhib oDe hcx of 4J02J on. brieade pcr h.x. ihe supply wagon and 6 N yqn b. ovcr$acted ir thc inid.l $r-up.
E3cb s.crioo ofthc 6l.IY.nille.y s€ns rhe game with ode.ound ofammunidod.
[24.121 Conf.dcntc O!d.. ofB.td.

COMT|IANDER o. UiIT
AVERELT {2/C)
DUFFTE (r2lc)
4NY
6 Ohio
IRI
lvtcNrqsn (2/zC)
3P!

16Paa
R6ro (R./lic)*
lus
5USb
6 llY (iodcpcndao
Supply wrson (indepcDdcDo

CororANDEl or Ultlt

FITZ LEE (ind€pend€no
3\Ea

PELITAM

'IA

2Vrb

4\Eb
Brcathcd (independem)
supply'Vigon (iDd.pcndcn0

Ford.tio! Srr rgtb

dismount€d full
dilnountd tuU
dilsoutncd firll

dimounted tull
dismounted 2
dismouDr€d tull

.li.raouGd tull
dis.munt.d 3
dismoated 2

limb.r.d tull

Fom.tio! St .o€th
any I

eouotcd column 2**
mouficdcol@ nrll*,

HG*

a Detachmcnr er b. dplpn froD cirh.r bcrralioD.* Minus one for rhc d.r.chment, ifappli@ble.
Each section ofBrearh..l\ battery b.gins rbe game with rpo rounds of ammlnirion.
Colfedentc .einforccm.n$ arc EoviDg on rbc roadJ ald q! .nt€r ar ! ror o. canter

full
2
2
3
2

3
tull

JO22 stan
2134 1000
2t34 1000
2134 1000
2lA t030
2114 1030
2t14 1100
2t34 lt00
2t34 1100
2ly u00
2Lt1 lt00
2131 1100
2t34 t200
2tA \210
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four hex range or establishes a LOS to the
resting unit during the turn, the rest is can-
celed for that turn and the regiment does not
recover.

[22.42] A resting unit may not engage in fire
or melee combat. If fired upon by enemy
small-arms, or artillery at canister range, the
rest is negated. Artillery bombardment fire
breaks the rest only if the fire results in any
unit of the resting brigade being affected,
i.e., -disordered, routed, SP loss, etc.

[22.43] A unit does not have to be in com-
mand control to rest.
[2244] Fatigue and exhaustion markers are
removed during the Rally phase, if the unit
has successfiilly rested.

[23.o] SCENARIOS
There are four scenarios, or battles, in the
game. Each scenario gives the maps and
coimters used (pay particular attention to the
latter as some units have more than one set of
counters), as well as the initial deployment of
units and reinforcement schedules. The
victory conditions for each battle are also
listed, as well as any additions or changes to
the rules. None of the scenarios is any more
difficult than the others, but for those who
either want to start slowly or want something
that can be completed in a few hours, the
Kelly's Ford scenario is recommended-
primarly because of the small number of
counters and the simplicity of the situation.
It is easily playable in an evening. The larg-
est scenarios, Brandy Station and Trevilians
Station, can occupy over 20 hours of playing
time.

[24.0] KELLY’S FORD
March 1?, 1863
HISTORICAL COMMENTARY

The engagement at Kel1y’s Ford, which was
sort of an adjunct prelude to the battle of
Chancellorsville, was the first cavalry engage-
ment east of the Mississippi in which more
than one battalion was involved on each side.

Essentially, Union field commander Joe
Hooker had ordered his cavalry commander,
Gen. Averell, to cross the Rappahannock
north of the Rapidan river and proceed
toward the vicinity of Culpeper Court House
with the object of attacking and destroying
any rebel cavalry in the vicinity. Averell had
been advised that there were about 1,000
Confederate horse soldiers in the area. He
therefore split his initial force of some 3,000
into several groups and, with a reduced force
of 2,200 men, headed toward Kelly's Ford.
Fitzhugh Lee, at Culpeper, got wind of
Avere1l's movement on the evening of the
16th of March but was unsure as to where
Averell would cross. The only Confederate
force in the immediate area was his own
brigade of five regiments and a battery of
four guns—about half the size of the three

Union brigades. Thus, when Averell at-
tempted his crossing at 4 ant. the next morn-
ing, only about 60 pickets were in place at
Kelly’s Ford.

Against these forces Averell sent his worst
regiment, 4 NY. The 4th acquitted itself
rather abysmally but managed to force the
ford. Averell quickly moved his seven regi-
ments across into the small hamlet of Kel-
lyville.
Lee, in the meantime, got word of the crossing
and proceeded with his brigade to a junction
down the road from Brandy Station (Hex 2002
on map B of the Brandy Station maps) while
Averell, aware that Lee would probably come

out to get him, moved slowly and cautiously up
the road from Kellyville. About a mile west of
Kellyville, Averelfs column was fired on by a
Confederate detachment, so Averell dismounted
his men and had them form up behind a stone
wall that ran north-east from Broo1t’s farm (hex
C 4111).
While the dismoimted carbine fire of the
Union troops quickly threw back the rebel
detachment, down the road from the north
thundered the 3 Va, led by Lee himself,
followed by the 5 Va. The 3 Va immediately
charged the Union position, trying to turn its
flank. It failed, as did the 5 Va behind it.
Moreover, Stuart’s artillery commander,

[243] ORDERS OF BATTLE AND INITIAL DEPLOYMENT

[24.31] Union Order of Battle

The following list indicates which units are used in this scenario, their starting formation, their
starting strength (if different from their printed strength), and their set-up hexes andior turns of
arrival. A unit with a starting strength less than its printed strength has suffered casualties prior
to the start of the scenario.
COMMANDER or Unit Formation Hex 'll.trnStrength
AVERELL (2lC)
DUFFIE (1l2fC)
4 NY
6 Ohio
1 RI

dismounted
dismounted
dismounted

NICINTOSH (2!2!C)
3 Pa
4 Pa a
16 Pa a
RENO (RllfC)*
I US
5 US a
5 US b
6 NY (independent)
Supply Wagon (independent)

dismounted
dismounted
dismounted

dismounted
dismounted
dismounted

limbered

* Reno’s reserve brigade is attached to the 2d cavalry division.

full
fiill
fi.tl.1

fitll
2

fiill

Es-=~*-"E

4302 +
4302 +
4302 +
4302 +
4302 +
4302 +
4302 +
4302 +
4302 +
4302 -I-
4302 +
4302 '1'
4302 +
4302 +
4302 +

5151!‘!
51:31"I

SIHIT
SIBII
Sill‘!
SIITI
BIHFI
$1If:l1'I

$1011
I111‘!
SIIII
5-I311
SI IIT

SIBIT
511311

4302 + Unit sets up within one hex of 4302, one brigade per hex. The supply wagon and 6 NY
can be overstacked in the initial set-up.

Each section of the 6 NY artillery starts the game with one round of ammunition.

[2432] Confederate Order of Battle

COMMANDER or Unit
Detachment (3 Va*) any
FITZ LEE (independent)
3 Va a
3 Va b
PE1.HAM
5 Va

Formation

mounted column
mounted oolumn

mounted column
mounted column
mounted column
mounted column

2 Va b mounted column
4 Va a -mounted column
4 Va b. mounted column
Breathed (independent) limbered
Supply Wagon (independent)

lVaa
1Vab
2Vaa

* Detachment can be drawn from either battalion.
** Minus one for the detachment, if applicable.

Strength
1

ziti

tau“

El-.ll|hl'\.lIl..|~JI:~.Jt~.I:-E

Hex
3022
2134
2134
2134
2134
2134
2134
2134
2134
2134
2134
2134
2134
2134

Tllrn

Slflfl
1000
1000
1000
1030
1030
1100
1100
1100
1100
1100
1100
1200
1230

Each section of Breathed‘s battery begins the game with two rounds of ammunition.
Confederate reinforcements are moving on the road, and can enter at a trot or canter.
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Maior John Pelb.m, rsssins.loDs I e
ob6.d*, w.s kill.d whcn hc got @ri.d away
by th. enthusiasn ofrhe charge.
While 3 and 5 Va attcoored to.xtricate
them.elvcs from thcir prccarious position,
tle federal lcft, led by Drffic's brigade,
noved fosrrd to d.vclop rhc attack only ro
r. rhe r.blindcr of L.c's fore emerge from
thc wod! in a ncw chsrgc. Iie's rh.e new
rcgih. sJ howcv.r, wcrc rot stong enough
ro ov€lcodc Dutfic's lsrg.r brigade and they,
roo. wer. forccd ro r.tirc.
t . nw wirhd..w his forcc to the mnh side
ofcancr Run, whcrc h. *as ioincd by
Brcathedt bancry Av.rclt roopeB h.d dot
plns1rcd b.cewc Avc.cU had given word ftat
!o o[c v,/.s to l..vc bh posirioD witbour
Av{ell's sp.cific ord.i Th.r.forc, th. fed'
.ral @valry rlowly rcformcd and moeed out
.! 6ane agaillsr lte\ n.w position. Le of
cours., ch.rg.d agqin. After somc iDirial
snau.rDs firc. thc ..bck llunchcd a mior
cherg!, only ro bc rh.t-finally-by a
omt.r-chlrge. Thc dusry battl€ n ayered to
lnd f.o for a sbon tim. until, once agalnj
Av€rell's numcricrl superioruy began to tell
and, once mo.e, Lcc was forced to withrlraw.
Whil. Lee\ men took up a third position io
tte woodi west of Providerce meeting
Hou$e, stra.ldling the .oa.l sest (c liciDiry
ofhct C 2231), Av.rcll heitetcd .gsin. L..t
fiv. Esibcn$ wcr. sc.ttdd and disordcred,
hur Av.rcU h.d reiv.d rcpons ofrh. !F
pr@cb ofrcb.l infanrry H. th€rcfor. d.'
cidcd ro r.tir. inst.ad. ln acturlity the
r.pons v.rc frlsc, tu.lcd by IF s ploy of
ruminS nilroad c.rs b.ck and fonh .long
th. railr@d linca to hi @i The r.tre( wd
Dor accodrplishcd €rsily, $ Av.r.ll's sun, had
rur out of ammuoition.
The Uoion erdry had hedled ns€fquite wel
i! iu fst ftlk@lc sgselm.nt butr b€@ae of
Av€E['s tirnidity, accomplbh.d litde. The
fln!ft ofdle Union to do antihing wonh
rcponiDs @ b. laid squMely on Awrellt
slump.d shouldcrs. H. sinply ditl not bave the
aggr.ssivencs. or hrigh ro t . €valry om-
rnrnder. Thc f.ct rn t hi! l()s *erc ls tbaD
4 pcrcen ofhis tot l fore indi@G his feilw
ro dccurc. tE\ brigd.lost about I I Ft1st
.Dd ould bBg.bour litde iac.F dc..sivc al
ed swiwl. Th. Union hors. soldid M
gradualy b@hing r*rr. that hc odd stand
rc to io.,^,ith hj' nuntcd .ival ed sWiE.
ThG morls letg hc sould pur thar to ahe
tesl oD vinudly rh. s.b. bcrdcfeld.

[24,11 DURIITION OF GA-IrE
K.lly\ Ford begins with th€ 1000 g.me tum
and ends at thc corclusion ofthe 1730 g.me
tum. The Confederate player goes firer in

[24.21 MAP
Kclly\ Ford uscs Map C only.

[2t.41 sPBCtAr RUT.ES
[24.4I]The onc battelion ofrhe Union 4 Pa
i! opcrating ar Educcd 6oEle bec.G its
strcreth is b.low h.ll

[24.42]Inthe fi.st tu!tr (1000)Union units
may dot rJot or cantcr, Rcmcmbcr, tooj they
stan dismountcd (hc batt.ry is limbered).
124.431Thc Ayercll Elfcct. Atcrcll eas vc.y
cautious th.oughout this engagemeni> rnd his
specific ordeB r.n.cr.d this csution. There-
forc, no Unioo unit may chrrg. unle$ it is
within Averell's commrnd rang.. This does
not apply to countcrcharging. (Av.r.ll had
gived specilic o.dc.s that no unit ms to
cbnsc eirhour his dir.ct orde.!)

[24.s1 vrcToRY
[24.5I] Pl.yds rc.rivc victory points fo.
cliDiD.ring d.my strcrytb poi.rq tiUing or
@pruring cncrny Idd.B, dd tsliq or hold-
ilg geogtaphic obieclivd, as p.r the follow-

Per encmy SP climingi.d
Per enemy guD dcat.oycd
Per Union lcader killcd
Per Union lcader capturcd
tfFitz Lcc kill.d
lfFitz Le. c|ptured
IfPelham kille.l or capturcd
Ocdpy hd 2134

cellorsville. Uaion crvalry cohmder Alfrcd
Pleasonton vas giv.n the ta3k offindirg rh.
CoDfeder.re c.valry Geponed by Buford to
be around Culpcpcr Coun Ho$.).nd de
stroyins it. Utrion ficld commander J@
Hooter (yet to b€ replac.d by M.!de) hsd
repo.ts ofa Srcat incrcasc in Stusrtt nutn-
beN and h. felr .norhe. ofstuan's d€struc-
tive rids was immincot.
To effect tht entcrprise, Plcasotrtor w.s ro
tete scvd brig.dcs (rbout 9,600 troopcrs)
pls fiv. bltteri6 ofboM anill.ry ffoss the
R ppahlnnock Er Bcvc.ly's ad Kcly's

Srusn, i! rhc m..ntinc, with bis lir b.i-
gades of@valry augh.nrcd by fiv. b.rr.ries
orsnill.ry (abour 9,000 DcD), w6 bavins a
gland old tim., paruditrg and rcvi.wing his
troop.rs in froot ofRob€rt E. Lcc snd his
c.prdins in the fields ju6t €a8t ofculpcp.r
(ofrthe m.p, to the w.st of Brandy Siatiod).
Totally urawsre of th. .pp.oach ofPleaon-
ton, Stulrt\ ho6. soldicK, dha$ted by two
days ofparades rnd f.srivitiq bedded dowd
over. wide ar.a lro s.. how wid€. check rhe
CSA order ofbattl.0 around th. vicinitv of
Btudy Station, far to thc can ofculpcpc..
The Union sur?risc was compl.te, .'cipt
that the eunfirc from thc pickers at Bwerly
For4 whcrc th. IiFr oNins rmk plae j6t
befor. daw, Eansg.d to ilen Srusn ud his
me!. Clossing !t B.vcrly\ Ford w.s Bu-
fold's l6t Cavalry Division plus AD.s's
infmtry brigadc. Tbcy manag.d to push
*veml Dil.s ir rh. tcncrsl .lircction of
Brandy Sration bcforc stillr.b.l rcsisime
srcppcd rh. ldvanc. i$t nonh..st ofrh.

Mcanwhil., to rh. suih, Grcggt dd Duf-
fie's cav.lry divisio.s, plus Russcll's infar$y,
werc to cros .t KcUyt Fo.d ar thc s.me
tib.. Dumer howcvc4 w$ late in getting to
the reDdewous point and th. entire crossing
was some rwo to thrc. hou.s bchind $hed-
ule. 'Ib compoutrd thlt problcm, whilc Gregg
rcnt Duffie and Russell on tow.rd Stevos-
burg, a! plamcd, so that he would @de up
b€hid Stuan, Gr€gg, cvcn though he was
arde ofth. Iighting to his nonh, insist.d on
r.velirg witb Duffi. ...1didnt tum nonh
uril halfway ro $dcnsbu.g, .ddiry a hou

Stu.rr's d.D wcrc iust bolding oUBdord ro
rhe nonh whcn Grcgg .pp@ch.d th. Fl.ct-
eood posirion froro th. south. Th. Confeder.
.rcs jusr manag.d to throp.trougb mett
agai$t Gregg to hol.l hh advance ad4 by
midday, in the ...a south ofrhc rilro.d
below Fletwood, s.v.ral wild charges and
cout€Fcha.gcs had takcn plscc, th. dust was
swirling eve.ylehc.c, and .xhaustion wls
setting in. Gregg gor Do hclp f.om Duffie,
who wss stoppcd froB advancing no.th of
Stevensburg by a lonc rcgim.nt (2 SC) which
held lhc Mounlah Rutr pGirioo.
A{ie. Gregg h.d bccn rcpllscd, Stuan wes
able ro onc.nrrgr. one mor. on the .dv.De

USA CSA

ll
22
02
03
30

50'\0 2
lz.52l Fo. dr. Union playlr to g.in the vPs ftr
oc.lpying h.a 2134, a Union combat unit must
b. i. lbat bq ar rh. od ofrh. g.G Thc uir
Eusr noi b. pinno4 disodd4 or Mrc4 ir
Eust be io c.mdrnd cottrol rnd lble to Face a
lire ofhq6 b& ro Kdb/s Fod uniinp€ded by
cnemy unhs, crtcny ZOCS, or idpNbL t{-
6in. Thc CSA siDply ha tob.l! bsrto
(r4Py d Pas dlMeh dE hq.
[24.53] Mrid JolD Pdrrd, Srun'3 chidof
.nincrj 6d "boy *rndd' rod€ to the batdc
(with Stuln) fiom a pocition vft.t ofculpeper
to w how thines wcre going. He decided ro
ioir in rhe iririd cbarsc ofth. 3d 6d 5th
vtrginia ryim.nts-dd wB kilcd. His locs
ws a mjor blow fo! Stun and Roben E. lfe.
Pclhlm is an unusual commondcr. Hc has Do
comman4 no mdg., no 6Uy poinc or initi!-
rive rating. But hc do.s have an ast..isk (r)
and the .dca fo. thal .pply. Pelham nust
remin shckcd with s coEbst uir .t dl
tiDes- He cEn nlly unirs h. b Br.ckcd nith
and aid ch.rgcs. Thc only prcbl.D for rhc
Souft is te€ping him aliv..
[24.54] Th. sidc wirh th. mo$ poiffs wins.
Historically, bolh rid6 clain.d soE. en of
eiaory I-ee toot slightly hc.vi.r losses but
Avercll f.il.d ro elt.in hb obi.ctive. On the
othc. brn4 Av.r.ll didnl gct M ofithe
field, $ h. cl.im.d a major moral victory.

[25.0] BRANDY
STATION

Junc 9, 1863
HISTORICAL COMMENTARY:
Tbe blttle ofB.strdy Station occured duing
the general movcmcnt ofboth the ArDy of
tbe Porobac and thc Army ofNonhem
vi.ginis f,onhwerd aft.r th. blttle ofchao-

27

Maior john Pelham, tagging along as an
observer, was killed when he got carried away
by the enthusiasm of the charge.
While 3 and 5 Va attempted to extricate
themselves from their precarious position,
the federal leti, led by Duflie’s brigade,
moved forward to develop the attack only to
see the remainder of Lee‘s force emerge from
the woods in a new charge. Lee‘s three new
regiments, however, were not strong enough
to overcome Duffie’s larger brigade and they,
too, were forced to retire.
Lee now withdrew his force to the north side
of Caner Run, where he was joined by
Breathetfs battery. Averell's troopers had not
pursued because Averell had given word that
no one was to leave his position without
i‘-lverell’s specific order. Therefore, the fed-
eral cavalry slowly reformed and moved out
en rnasse against Lee’s new position. Lee of
course, charged again. After some initial
small arms fire, the rebels launched a major
charge, only to be met—f|nally—by a
counter-charge. The dusty battle wavered to
and fro for a short time until, once again,
Averell’s numerical superiority began to tell
and, once more, Lee was forced to withdraw.
‘While Lee's men took up a third position in
the woods west of Providence meeting
House, straddling the road west (see vicinity
of hex C 2231}, Averell hesitated again. Lee’s
live regiments were scattered and disordered,
but Averell had received reports of the ap-
proach of rebel infantry. He therefore de-
cided to retire instead. In actuality the
reports were false, fiieled by Lee's ploy of
running railroad cars back and forth along
the railroad lines to his rear. The retreat was
not accomplished easily, as Averell‘s guns had
run out of ammunition.
The Union cavalry had handled itself quite well
in its first full-scale engagement but, because of
Avere1l‘s timidityg accomplished little. The
failure of the Union to do anything worth
reporting can be laid squarely on Averell’s
slumped shoulders. He simply did not have the
aggressiveness or insight to be a cavalry com-
mander. The fact that his losses were less than
4 percent of his total force indicates his failure
to uecute. Lee’s brigade lost about ll percent
and could brag about little except excessive zeal
and survival. The Union horse soldier was
gradually becoming aware that he could stand
toe to toe with his vaunted rival and survive.
Three months later he would put that to the
test on virtually the same battlefield.

[2-4.1] DURATION OF GAME
K.elly’s Ford begins with the 1000 game turn
and ends at the conclusion of the U30 game
lIt1t'I1. The Confederate player goes first in
each game turn.

[2-4.21 MAP
Kelly’s Ford uses Map C only.

[2441 SPECIAL twtns
[2=i.-ii] The one battalion of the Union 4 Pa
is operating at reduced morale because its
strength is below half.

[24.42] In the first turn (1000) Union units
may not trot or canter. Remember, too, they
start dismounted (the battery is limbered).
[$24.43] The Avereil Effcct. Averell was very
cautious throughout this engagement, and his
specific orders reflected this caution. There-
fore, no Union unit may charge unless it is
within Averell's command range. This does
not apply to counter-charging. (Averell had
given specific orders that no tmit was to
charge without his direct order!)

[24.5] VICTORY
[2451] Players receive victory points for
eliminating enemy strength points, killing or
capturing enemy leaders, and taking or bold-
ing geographic objectives, as per the follow-
ing schedule:

USA CSA
Condition VPs VPs
Per enemy SP eliminated 1 1
Per enemy gun destroyed 2
Per Union leader killed
Per Union leader captured
If Fitz Lee killed
If Fitz Lee captured
1t'Pelham killed or captured 5
Occupy hex 2134
[2452] For the Union player to gain the VPs for
occupying hex 2134, a Union combat unit must
beinthathexattheendofthegame.'I'heunit
must not be pitmed, disordered, or routed, it
mustbeincommandcontrol, andabletotracea
line ofheites baclt to Kelly’s Ford unimpeded by
enemy units, enemy ZOCs, or impassable ter-
rain. 'I'heCSAsi.mplyhastobethelastto
occupy or pass through the hes.
[2453] Major John Pelham, Stuart's chiefof
artillery and “boy wonder," rode to the battle
(with Stuart) from a position west of Culpeper
to see how things were going. He decided to
join in the initial charge of the 3d and 5th
Virginia regiments—and was killed. His loss
was a major blow for Stuart and Robert E. Lee.
Pelham is an unusual commander. He has no
command, no range, no rally points or initia-
tive rating. But he does have an asterisk (*)
and the rules for that apply. Pelham must
remain stacked with a combat unit at all
times. He can rally units he is stacked with
and aid charges. The only problem for the
South is keeping him alive.

E\..n\..uC:c'J hJ$'S@LHhJl'-1

[2454] The side with the most points wins.
Historically, both sides claimed some sort of
victory. Lee took slightly heavier losses but
Averell failed to attain his objective. On the
other hand, Averell didn’t get run off the
field, so he claimed a major moral victory.

[25.0] BRANDY
STATION

June 9, 1863
HISTORICAL COMMENTARY:
The battle of Brandy Station occurred durittg
the general movement of both the Army of
the Potomac and the Army ofNorthern
Virginia northward after the battle of Chan-
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cellorsville. Union cavalry commander Alfred
Pleasonton was given the task of finding the
Confederate cavalry (reported by Buford to
be around Culpeper Court House] and de-
stroying it. Union field commander Ioe
Hooker (yet to be replaced by Meade) had
reports of a great increase in Stuart's num-
bers and he felt another of Stuart’s destruc-
tive raids was imminent.
To effect this enterprise, Pleasonton was to
take seven brigades (about 9,600 troopers}
plus five batteries of horse artillery, cross the
Rappahannoclt at Beverly's and Kelly's
Fords, and go to.

Smart, in the meantime, with his five bri-
gades of cavalry augmented by five batteries
of artillery (about 9,000 men), was having a
grand old time, parading and reviewing his
troopers in front of Robert E. Lee and his
captains in the fields just east of Culpeper
(off the map, to the west of Brandy Station).
Totally unaware of the approach of Pleason-
ton, Stuart‘s horse soldiers, exhausted by two
days of parades and festivities, bedded down
over a wide area (to see how wide, check the
CSA order of battle!) around the vicinity of
Brandy Station, far to the east of Culpeper.
The Union surprise was complete, except
that the gunfire from the pickets at Beverly
Ford, where the first crossing took place just
before dawn, managed to alert Smart and his
men. Crossing at Beverly‘s Ford was Bu-
ford’s lst Cavalry Division plus Ames’s
infantry brigade. They managed to push
several miles in the general direction of
Brandy Station before stiff rebel resistance
stopped the advance just northeast of the
station.
Meanwhile, to the south, Gregg’s and Duf-
fie’s cavalry divisions, plus Russell’s infantry,
were to cross at Kelly’s Ford at the same
time. Duffie, however, was late in getting to
the rendezvous point and the entire crossing
was some two to three hours behind sched-
ule. To compound that problem, while Gregg
sent Duffie and Russell on toward Stevens-
burg, as planned, so that he would come up
behind Stuart, Gregg, even though he was
aware of the lighting to his north, insisted on
traveling with Duflie and didn‘t turn north
until halfway to Stevensburg, adding an hour
to his march time.
Sruart‘s men were just holding off Buford to
the north when Gregg approached the Fleet-
wood position from the south. The Confeder-
ates just managed to throw enough men
against Gregg to hold his advance and, by
midday, in the area south of the railroad
below Fleetwood, several wild charges and
counter-charges had taken place, the dust was
swirling everywhere, and exhaustion was
setting in. Gregg got no help from Duffie,
who was stopped from advancing north of
Stevensburg by a lone regiment (2 SC) which
held the Mountain Run position.
After Gregg had been repulsed, Stuart was
able to concentrate once more on the advanc-



ins Buford- Again, boih sides mjxed it up
with feryor, wirh each side claimins the
upper hand i! the tactical fishting. Howeve.,
Irte in the afternoon, Buford\ men spotied
fte a.rival (frod culpepeo ofwhar seemed
like a large body ofconfederate infaltiy (n
was Rodets division, aleried by rhe aiiival in
Culpeper ofStulrtt tr.in and baggage).ln
thc face ofsuch helvy enemy reinforcements,
fte Union ret.eat.d back acro$ the Rappa

'Ihcdcall, the Union c.v.hy (with ihe excep-
don of Duffie)handleditself quiie{ell.
Brlndy Slation provcd rhat, on tbe field, rhc
Unioo ho6e soldier was trow the equival€nr
ofhjs Sourhem couni€rpan. But rbe Union
still lacked the leadeB men such as rhe tvo
Lees and, ofcouBe, rhe irepresible S$an.
PleasontoD\ pilc.r movemcnt never did ger
coo.dinated, but rhat was almost noi his
fault. IfStuart\ troops had been rea. Culpe-
per, {here rhey were supposed ro be, rhe
iavs could have closcd. As ir wer€, Sruant
haphazard position rh..w lhe Union con'
mandeB oirstide and thcy !.v€r could lake
advanrage of the oppor!unnies presedted-
Federal casuakies w.r€ sreater thaD those of
th€ Confederates-abour 875 rc 450-and lhe
battle accofrplished lirde strat.gically, dcept
ro scare the pants orofsiuan, whose excel-
leot handling offte lcrlal b.ttle sriu
couldn't hide tbe fact thar he hadbeen coo'
phiely fooled, initiaUy.
Perhaps no'e inpo anrl, rhe UnioD\ bosie
dan, ihe invincibl€ rebel d.as@n, was fi'
nally laid to rest. From th; poinr on, boih

[25.II DURATION OF GAME
Th€ battle ofBr.ndy Station begins with lhe
0430 gane turn.nd ends at the conclusion of
the 1730 g26e |urn. (The adval ofconfed'
eraie idfdrry reinforcemcn$ from Culpeper
p.ecipihred Pleasonron\ withdraw.l.) The
Unior pbyer g@s nBt each turn.

[25.21MAPS
M.ps A, B, and C.r all used to ponray the
rather hrge bartlefield ar Brandy SBtion, onc
of th€ biggesr ofth€ war. (The area covered is
the largest ofau "G.ear Battlet'g3mes to
d!te!)Maps B and C abu( @ch orher, while
Map A nalches up ro both; however, Map A
uten<ls sbe*har ro the west and does oor
line up da.dy wirh thc westeln edge ofMap
B. Use the Rappah.nnek River io guide

[25.33] Special Rules for
Confeder6re Deploynent
a) Derachmerts operote nornallr wiiholr
any resuictions, as per rhe stan<lard roles.
b) All oiher Confedc'ate units are biv-
ouacked or, for artill.ry "in park." No CoD-
rederare dir (cxcepr detachmen$) can do
antthing unril the player turn aner a Union
unit or Confedeta(e unn has fi.ed.

[25.3] ORDERS OF BATTLE, INITIAL DEPLOYMENT,
ANd REINFORCEMENTS

[25.31] Urior Ordcr ofBatde
The following list indic!(es whiclr uits ar€ used in this scela.io, rheir na.ling ford.rion, their
sta.ring strenglb (ifdill'crent flom rhen prinred srcnsthl, and thei sct-up hexes.ndor turns of
arival. A dn wiih a srafling sirengtb les rhan ns printed srength has suftc.ed casualries prior
to rhe stan oflhe scen.rio-
CoMMANDER or Unir
PLEASONTON (oveeU)
BUFORD (l/c)
DAvrs ivl/c)
S Ill
3 lnda
8NY
DEVN (2^/C)
6NY
9NY
17 Pa
3WVaa
WITITING (RJT/C)

I  USa
I USb
2US
5US
6US
AMES (Bufo.d)

33 Mas
86 NY
I24 NY
3 Wisc
BL 2 US (independeno
E a US (independent

CEJNOLA (l/2/c)
I Mass
6 Ohio
IRI
J. GREGG (2/2/C)
lPa
4Pa
D.M. GREC,O (3/C)
KILPATRICK (I/3/C)

2NYa
IO NY
wY!.'DHArvr (2/3/c)
lMd
INJ
lPa
RUSSELL (Duftie)
2 ViF
7 Vi$

M 2 US (indep€ndent
K I US (independen0

olumn tull
coluED firll
columd tull

column tull
column flll
cd@o tull
column tull

coluon tuIl

column 3
caluno Iinl
coluen tull
columd ftll

column full
column tull
colulrn frrll
colmn ftll
column firll
limbered ftll
limbercd tull

coluBr tull
coludn tull
colunn tulL

colunn ftll
colMD tur

colutun tuI1
column full
column tull

coluDn tull
collld tull
colunn tull

column tun
colum ftI
ol@n firll
IiEb.r.d ftll
limbered tull

2 Supply Wagons (independen0
6 Pa b mounted column nrll

Fomation Strergth H.x TUE
Beverly Ford 0430
Beverly Ford 0430
Bererly Ford 0430
Bevdly Ford 0430
Bd.rly Ford 0430
Bcv.rly Ford 0430
aev.rly Ford 0410
Beverly Fo.d 0410
Beverly Ford 0430
Bcv.lly Ford 0430
Bcv.rly Ford 04?0
Bev.rly Ford 0430
Bevcrly Ford 04:10
Beverly Ford 0430
Beverly Ford 0410
Ecvclly Ford (X30
Bcvcrly Fo.d 0430
B.v..ly Fo.d 0430
Beverly Ford 0430
Beverly Ford 0430
Beverly Ford 0430
B.v.!ly Ford 0430
B.vcrly Ford 0430
Beverly Ford 0430
Beverly Ford 0410
Bcvcrly Fo.d 0430
Kelly Fo.d 0730
K.lly Ford 0730
K.lly Ford 0730
K.lly Ford 0730
Kelly Ford 0710
Kelly Ford 0710
KeUy Ford 0710
Kclly Ford O73O
Kclly Ford o73o
Kclly Ford o73o
Kclly Ford 0710
Kcllt Ford 0730
Kelly Ford O73O
Kclly Ford 0730
K.Uy Ford O73O
Kclly Ford 0730
Kerly Ford 0730
Kelly Ford O71o
Kclly Ford O71o
KcIy Ford O13O
K.fly Ford O73O
K.lly Ford 0710
KeUy Ford 0730
KeUy Ford Q71o

Bevcrly Ford 1100
All Union a iuery sccrions begin rhe same wnh ftree rouDds ofammuntion.
All Udon infaotry and .avalry uiis nus enlcr in colunn. Cavalry units cdn be momted or

The 16 Pa regimenl of2l2/C was dot enga8ed in this barle, as n *as being .efirted-
Pl.ye6 wishing ro vary the hisro.ical enrry rimes should see 25.5.

ing Buford. Again, both sides mixed it up
with fervor, with each side claitning the
upper hand in the tactical fighting. However,
late in the afternoon, Buford’s men spotted
the arrival (from Culpeper} of what seemed
like a large body of Confederate infantry (it
was Rodes’s division, alerted by the arrival in
Culpeper of Stuart's train and baggage). In
the face of such heavy enemy reinforcements,
the Union retreated back across the Rappa-
hannock.
Tactically, the Union cavalry (with the excep-
tion of Duffie) handled itself quite well.
Brandy Station proved that, on the field, the
Union horse soldier was now the equivalent
of his Southern counterpart. But the Union
still lacked the leaders~—-men such as the two
Lees and, of course, the irrepressible Stuart.
Pleasonton’s pincer movement never did get
coordinated, but that was almost not his
fault. If Stuart’s troops had been near Culpe-
per, where they were supposed to be, the
jaws could have closed. As it were, Smart’s
haphazard position threw the Union com-
manders off stride and they never could take
advantage of the opportunities presented.

Federal casualties were greater than those of
the Confederates—about 875 to 450—and the
battle accomplished little strategically, except
to scare the pants off of Stuart, whose excel-
lent handling of the actual battle still
couldn’t hide the fact that he had been com-
pletely fooled, initially.
Perhaps more importantly, the Union's bogie
man, the invincible rebel dragoon, was fi-
nally laid to rest. From this point on, both
sides met as equals.

[25.l] DURATION OF GAME
The battle of Brandy Station begins with the
0430 game turn and ends at the conclusion of
the l'i’30 game turn. (The arrival of Confed-
erate infantry reinforcements from Culpeper
precipitated Pleasonton’s withdrawal.) The
Union player goes first each turn.

[25.2] MAPS
Maps A, B, and C are all used to portray the
rather large battlefield at Brandy Station, one
of the biggest of the war. (The area covered is
the largest of all "Great Battles“ games to
date!) Maps B and C abut each other, while
Map A matches up to both; however, Map A
extends somewhat to the west and does not
line up exactly with the western edge of Map
B. Use the Rappahannoclt River to guide
placement.

[2533] Special Rules for
Confederate Deployment
a] Detachrnents operate normally, without
any restrictions, as per the standard r|.tles.
b) All other Confederate units are biv-
ouaclted or, for artillery, "in park." No Con-
federate nnit (except detachments) can do
anything until the player turn alier a Union
unit or Confederate unit has fired.

[25.3] ORDERS OF BATTLE, INITIAL DEPLOYMENT,
and REINFORCEMENTS

[25.31] Union Order of Battle
The following list indicates which units are used in this scenario, their starting formation, their
starting strength (if different from their printed strength), and their set-up hexes andlor tm*ns of
arrival. A tmit with a starting strength less than its printed strength has suffered casualties prior
to the start of the scenario.

COMMANDER or Unit Formation Strength
PLEASONTON (overall)
BUFORD (UC)
DAVIS (1fllC)
8 Ill
3 Ind a
B NY
DEVIN (2l'llC)
6 NY
9 NY
17 Pa
3 W Va a-
WHITING (R1NC)
6 Pa a
l US a
1 US b
2 US
5 US
6 US
AMES (Buford)
2 Mass
33 Mass
86 NY
124 NY
3 Wise
BL 2 US (independent)
E 4 US (independent)
DUFFLE (ZIC)
CESNDLA (IIZIC)
1 Mass
6 Ohio
1 RI
]. GREGG (2l2lC)
3 Pa
4 Pa
D.M. GREGG (3fC)
KILPATRICK (.lI3!C)
1 Me
2 NY a
10 NY
WYNDHAM (21310)
1 Md
1 N]
1 Pa
Russstt. (Dufiie)
2 Wise
7 Wise
56 Pa
M 2 US (independent)
K 1 US (independent)
2 Supply Wagons (indeP
6 Pa b mounted column

endent)

column
column
column

column
column
column
column

column
column
column
column
column
oolumn

column
column
column
column
column

limbered
limbered

column
column
column

column
column

column
column
column

column
column
column

column
column
oolumn

limbered
limbered

full
full
full

full
fi.tll
full
fitll

E2?-=~=~E
full
fitll
full
full
full
full
full

tan
run
full
sat
run

tun
full
mu
fiill
sat
not
fiat
full
fitll
full
iitll
full

Hex

Beverly Ford
Beverly Ford
Beverly Ford
Beverly Ford
Beverly Ford
Beverly Ford
Beverly Ford
Beverly Ford
Beverly Ford
Beverly Ford
Beverly Ford
Beverly Ford
Beverly Ford
Beverly Ford
Beverly Ford
Beverly Ford
Beverly Ford
Beverly Ford
Beverly Ford
Beverly Ford
Beverly Ford
Beverly Ford
Beverly Ford
Beverly Ford
Beverly Ford
Beverly Ford
Kelly Ford
Kelly Ford
Kelly Ford
Kelly Ford
Kelly Ford
Kelly Ford
Kelly Ford
Kelly Ford
Kelly Ford
Kelly Ford
Kelly Ford
Kelly Ford
Kelly Ford
Kelly Ford
Kelly Ford
Kelly Ford
Kelly Ford
Kelly Ford
Kelly Ford
Kelly Ford
Kelly Ford
Kelly Ford
Kelly Ford
Kelly Ford

Beverly Ford
All Union artillery sections begin the game with three rounds of ammunition.

All Union infantry and cavalry units must enter in column. Cavalry tmits can be mounted or
dismounted.

The ts Pa regiment of 2:'2l'C was not engaged in this battle, as it was being refitted.

Players wishing to vary the historical entry times should see 25.5.

28

Turn
0430
0430
0430
0430
0430
0430
0430
0430
0430
0430
0430
0430
0430
0430
0430
0430
0430
0430
0430
0430
0430
0430
0430
0430
0430
0430
0730
0T30
0T30
0T30
0T30
0T30
0T30
0T30
0T30
0730
0T30
0T30
0T30
0T30
0T30
0T30
0T30
0T30
0T30
0T30
0730
0730
0T30
DT30
1100



Derachmenr (Rob€rtso! )
4 NC a (Robensn)
!w.H.F. LEE (Stuan)
2NC
9\,a
t0Va
l3 Va
15 Va
B.eathed (irdepend€nt)
JoNEJ (Stuan)

l l  Vo
t2\la
35 Va Bo
chw(indepe eno

Mccreso! (indepeodedo
Mooman (independen0
STUART (ovdan)
2 Supply w.sons (idependeno
RoBERTSoN (Stuarr)
4NCb
5NC
H!i!{P'roN (Stuan)
lNC
lSC
2SC
Cnbb's Legion
lefelsoD Davis Lesion
Philtiph Lesion _
FITZEUGH LEE (S$an)
I \E
2V^

[25.121 Coof.demte Orde. of Banle [25.41 UNrON OFF-MAP
MOVEMENT

[25.41] The Union player cd move his udits
offthe map and back on again ar cerraio

[25.42]Union units can nove offrhe map ar
the Unior Exii Hd on Map C, 6118. This is
rhe only hex by which Union units day leave

[25.43]Union units which leave the map via
hex C6118 can re enier the map rhroush
Union re-ent.n.e heles I through 4. As
soon as the Dits leave the nap the Union
playe. must w.ite down (on his iosie. sheeo
which re{nrrlnce hex ihe unirs will use ro

[25.44] The iotal nunbeN ofbovement
poinis required ro oove from rhe exit hd to
a given re{nrrance h€x lre listed below (all
offnap hdes a.e considered ro be road

H€x /l: 38 MPs
Hex/2:75MPs
Hex /3: 80 MPs
Hex /4: ?3 MPs

[25.45]Union units nay use any fo.n of
movemenr-rror, c!dte., rapid oarch erc.
as long as th€ Union player keeps track of the
nuEbe. ofMPs expende4 as weu as farisue,
extqustion, @d disorder

[25.46] Ifrhe re-enrrance hex is blocked by
eneny uDitsJ the Union player m€y brirg his
re-ente.ing dits on in the following turn
through any unblocked hex wirhin three
hexes ofthe r€'ellralce hex. (The Union
player does not have to iell the CSA player
what hex he has chos€n until it cones tine ro

[25.5I VARIABLE UNION ENTRY
Ifihe playe.s wish ihey can change th. hh-
ioricrl enry times ofihe Union fo.ces od
6llow the Union player to choose his river
cro$ing hexes (fordt, according to rhe
schedule posibilities below. This opdon is
oot entirely lealistic Gome ofrhe fords were
very unlikely to be chosen ibr this closiDg),
bur I cln p.ovide a litde va.iety.

[25.51] Regardl.$ ofwbat the Union player
decides to do, Confedemre deploymenr re-
@ins the sde, except thar rhe Conliderare
player may choose io deploy any of hh
detachm€nts-including those f.om unirs oII
the map-ar any of the fords. A maximum of
I SP detachnent can be asign€d pe. fo.d.

[25.52] The Union (roops-thlee caval.y
divisions plus two inlirntry brjsadcs-can be
divided up between rhe difleieot lbrds as
follows, noting sone ofthe entry.esuicrioqs

Beverly Ford: A ndinun of two caval.y
divisions plus one infadfty brigade- May

Rapp.hannock Ford:A Mimum of one
cavalry division o. one infant.y b.ig!de-

Stre.gth Hex
I C4303+

full 82029

6rll tnil'
6nl ftil'
tull t8il'

tull trail"
Bl8l5+"

I  A09t2+
L 80523+
12 Bl l l5+

fuu'  81815 +'
tu l l "  Bl8l5+"
firll" 81615+'
f i r l l '  Bl8l5+"
ftlt 80814+
ft I  80814+
tu 80814+
frll 80814+

8t425 +'
81125 +'

81033
full 83033
fulL 81013

83033
tull 83033
tull 83033
Iirll 83011
full 83033
full 83033
tull 83033

A0150
firll 40150
6111 40150
tull 40150
full 40150

alert +2

^Lrt  
+2

alcrt +2

+

t

Units can be set up in or adjacent to indicated hex.
Detachn€ots can be drawn f.om any banalion ofthe b.igade (or reginenr.
Minur dy detachments.
Units can set up wirhin one hex ofthe imil from 40637 to Al343j one baffalion or secrion

Units csn ser up within rwo hexes ofthe indicaled h€x.
Unirs sn set up within th.ee hdes ofthe indicated nex.
Fitzhush Lee was ill, so Mrnford commanded Lee's brig.de. Both the 5 Va and Griffin\
battery we.e guarding fo.ds to rhe north, and were nor ir (he bartle.

All Confederate anille.y seajons besin rhc game with rwo roulds ofannunition.

c) Once alerted by fire, r tales one full
playd turn (7 MPt for ariillery units ro
asume eithe.limbered or unlimbered folna-
tio!, and iI takes 4 movemenl points lor
Confedeete cavalry to asume any fornatiod,
shich tbey nust do before noving or firing.
(The Confederates we.e, quite lite..lly,
clught sleeping. It is highly unlitel, how-
ev€., rhzt rhe Conf€d€rate deiachment ar
Beverly\ Ford will not fire in $rn 0430.)

[25.34] Corfederate Reinforcements
Confederzte .einforcenents arrive a cerrain
nunber ofiums rfter rhe nrst shots are tued
dd the confede.ate are alerted (see 25.33).

Thus, ifrhe sle.t td<es place in rhe 0430
rurnr reinforcemeqts sch€dul€d to arive one
turn after edter in the Confederat. play€r
turn, 0500. Reinforcdedts enier in any
fornation the Confederate player desnes.

[25.35] E?rCs Batte.Ja There are strong
indications rhar, at Brandy Sradon, Hat\
batie.y iocluded an old 6lb. howiDer. Ve
have therefore p.ovided a onesun sectioi (c)
for this bauery the H gun. lfit is used (ir ig
optional), the b section should be reduced to
one sun (TB) ar rhe stalt or the s.me. The
tuaximun rounds of almo for ihese two
seciions should be reduced to iwo.
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[2532] Confederate Order of Battle

ldflhlhlddillifli
or Unit Formation Strength Hex
Detachment (Robertson') any
4 NC a (Robertson) any
W.H.F. LEE (Smart)
2NC
9V8
llllvh
13 Va
15 Va

biv
biv
biv
biv
biv

Breathed (independent) park
Jonas (Smart)
Detachment (6 Va‘) any
Detachment (Iones‘) any
fi ‘lib biv
T Va biv
ll Va biv
12 Va biv
35 Ya Bn biv
Chew (independent) park
Hart (independent) park
ivlcGregor (independent) park
lvloorman (independent) park
STUART (overall)
2 Supply ‘Wagons (independent)
Rosaxrsotv (Smart)
4NCb
5I"~lC
H.h.hlPTON (Smart)
INC
ISC
2SC

any
any

any
ant
any

Cobb's Legion any
Iefferson Davis Legion any
Phillip’s Legion any
Ftrattuott Lea’ (Stuart)
1 Va any
2 ‘llh any
3 Va any
4 Tia any

+ Units can be set up in or adjacent to indicated hex.

1
fiili

full
full
fiill
filll
full
full

1
l.

1 2
full“
fllllb
filub

filllb
full
fitll
fill]
full

full
Full

full
fitll
full
full
fiill
hill

fiill
full
full
full

C4303 +
B2029
trail“
trailtrail.
trail‘
trail‘
trail‘
trail“

B1815 +“
ao912+
BO523+
B1115+
B1815 +*‘
B1815 +"
B1s15+"
B1815 +"
BOB14+
B08l4+
B0814+
B0814+
B1425 +‘
B1425 +‘

B3033
B3033
B3033
B3033
B3033
B3033
B3033
B3033
B3033
B3033
A0150
A0150
A0150
A0150
A0150

a Detachrnents can be drawn from any battalion of the brigade (or regiment).
b Minus any detachments.
c Units can set up within one hex of the trail from A0637 to A1343, one battalion or section

per hex.
d Units can set up within two hexes of the indicated hex.
e Units can set up within three hexes of the indicated hex.

Turn
start

start

start

start
start

Sfflff

start
start

start
start
SIHII
start
Sfflfl

Sfflff

start
Slflfl
start
Sfflft

start

start

start

alert +1
alert +1
alert +1
alert +1
alert +1
alert +1
alert +1
alert +1
alert +1
alert +1
alert +2
alert +2
alert" +2
alert +2
alert + 2

f Fitahugh Lee was ill, so Munford commanded Lee’s brigade. Both the 5 Va and Griffm’s
battery were guarding fords to the north, and were not in the battle.

All Confederate artillery sections begin the game with two rounds of ammunition.

c) Once alerted by fire, it takes one full Thus, if the alert takes place in the 0430
player mrn (T l‘viPs) for artillery units to turn, reinforcements scheduled to arrive one
assume either limbered or unlimbered forma- turn after enter in the Confederate player
tion, and it takes 4 movement points for mrn, 0500. Reinforcements enter in any
Confederate cavalry to assume any formation, formation the Confederate player desires.
which they must do before moving or firing{The Cfinffidfiat .t€ lit an ' [25._35]_Hart’s Battery. There are stronges were, qm er y, ,

aw" sleeve R it halls smelt» we i'lliZ?“?.?§.L‘ii‘& Z103“?l.S‘§§.3?{.§“%.Zever, that the Confederate detachment at h 51 F .d d ' ' _ ‘tis.....~. F... .... ... 5... .. .... 0....) fifffmSE§§é;fYPf§:‘H“;n°§§figjggd g g;>
[25.34] Confederate Reinforcements optional), the b section should be reduced to
Confederate reinforcements arrive a certain one gun (TB) at the start of the game. The
number of turns after the first shots are fired maximum rotmds of ammo for these two
and the Confederate are alerted (see 25.33). sections should be reduced to two.
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[25.4] UNION OFF-MAP
MOVEMENT

[25.4l] The Union player can move his units
off the map and back on again at certain
locations.
[25 .42] Union units can move off the map at
the Union Exit Hex on Map C, 6113. This is
the only hex by which Union tmits may leave
the map.
[25 .43] Union units which leave the map via
hex C6118 can re-enter the map through
Union re-entrance hexes l through 4. As
soon as the units leave the map the Union
player must write down (on his roster sheet)
which re-entrance hex the units will use to
re-enter the map.

[25.44] The total numbers of movement
points required to move from the exit hex to
a given re-entrance hex are listed below (all
off-map hexes are considered to be road
hexes):
Hex #1: 33 MP5
Hex #2: 75 MPs
Hex #3: 80 MPs
Hex E4: T3 MPs
[25.45] Union units may use any form of
movement—trot, canter, rapid march, etc.—
as long as the Union player keeps track of the
number of MPs expended, as well as fatigue,
exhaustion, and disorder.

[25.46] If the re-entrance hex is blocked by
enemy units, the Union player may bring his
re-entering units on in the following turn
through any unblocked hex within three
hexes of the re-entrance hex. (The Union
player does not have to tell the CSA player
what hex he has chosen until it comes time to
re-appear.)

[25.5] VARIABLE UNION ENTRY
If the players wish they can change the his-
torical entry times of the Union forces and
allow the Union player to choose his river-
crossing hexes (fords), according to the
schedule possibilities below. This option is
not entirely realistic (some of the fords were
very unlikely to be chosen for this crossing),
but it can provide a little variety.
[25.5l] Regardless of what the Union player
decides to do, Confederate deployment re-
mains the same, except that the Confederate
player may choose to deploy any of his
detachments—including those from units off
the map—at any of the fords. A maximum of
l SP detachment can be assigned per ford.

[2552] The Union troops—three cavalry
divisions plus two infantry brigades—can be
divided up between the different fords as
follows, noting some of the entry restrictions
in terms of time:
Beverly Ford: A maximum of two cavalry
divisions plus one infantry brigade. May
enter 0430 or later.
Rappahannock Ford: A maximum of one
cavalry division or one infantry brigade.



Erliesr entry 0530. Roll one die: on 4-6 oay
cnrer (h!r fu!!, othe.wisc rry again next turn,
Automatic enry 0800.
Norman\ Ford: Mdifruo o!. cavalry
division or inf.ni.y brigade. Ea.lie$ enrry
0610. Roll one die: on 5 or 6 may eDier ftar
tutn, othevise try again nexl tum. AutG

Wheadeyt Ford: Maxidum one cavalry
division o. infantly brigade. Earli.st eniry
0630.
Kelly\ Ford: Mdidum of2 cavalry divi
sions plus one infantry bligade. Ealliest ent.y
0530. RoU one die: if5 or 6 may €nter rh.t
ru.r, otbesise try !8ain nexi tum. Auio-

Anillery batte.i€s and supply wasons cdn be
asigned as the player sees tLt.

[2s.61vrcTORY
Victory at Bmndy Sktion is difficult to
lornulare o. !ses. Boft sidcs clained vic-
rory and a sood arsuhenr could be bourred
fo. rhe nerirs of€irhe. posirion.Ir is rrue
ft.t Ple.sontoo lefi th. ficld before e.hieving
his obieciive, but his objecrive was fd ro ih€
eest (Culpeper), lnd hc was unaeare that so
hrge a force ofinfanrry w.s rhe.e (he wi(h-
drew when th€ Corfed€rate infanrry ap'
pe!!ed). Casualties wcre rehrively low on
both sides, and so are a poor sause of suc
ces- To a great exrenr the issue was moralej
Stuan {as simply rrying to sunive the suF
p'is., while Plcasonton vas rrying ro sboe
that his nen could fighr on the sde iield as
Sruan\. Both succeeded. ln game terms,
playeB are tryiDs to achieve a combiration of
geographic obiecdves, encdy casualties, and

125.6rl Gogtuphb Obiectivs. A player ams
$c points for a given obinive if his uirs
copy or G the l6i to hale paised tbrdgh
the hq. In dy ce, the sit eopying (or rh€
va@i hq) mu$ b. ablc ro tEc a liDe of bq6
uinpcded by.!€ny wirs or ZOG or impN-
abl€ t€lnio bacl acrN rhe Rappa!@@k (for
thc North) o. orrhc w6t h edg€ ofMap B or
A (ror rhe south).

lflhat side has aI least 50 per.eot fe{e.
lo$es rhe player gains nve vicro.y points.

[25.64] Morale
For each .nemy brisade rh.r exceeds its
BCE, th. oppositioD earns rwo vic(ory

[2t.65]The player wnh rhe mosr poinb

[26.0] HORSE
SOLDIERS AT
GETTYSBURG

The B3ftle oflow Durch Road
July 3, 1863
HISTORICAL COMMENTARY
The c.val.y batile east ofcertysburg on the
lfie.noon ofJuly l, 1863 w.s one ofa se.ies
ofcavalry acdom during the Getysbu.s
clmpaign rhai began viih Brandy Srarion a
month befofe and would nor end until Le€\
arny fLnally rec.o$ed rhe Potonac River
into Virginia in nid July- The enii.e cam-
p.ign represented a conils of ase for the
Unian cavalry eith ihe two sides Iighting on
nore or les equal rerms lor the ftr$ tine i!

the WaL This baitle crn be chdracterized as
two tired fightes clashing in the lrte rounds
ofa rirle fight, with nenhcr able ro ddiver a

The nission ofJEB Stuan's ride asr olthe
main amies is shrouded ir controleNy due to
rbe hck ofey sNivins wrinen orde6 md
lhe @n0ictins stalem.nrs ofpanicipants od
repons. However, n eems m6l lilcly ftar
Sruant missio! pas ro advance into th€ @r
ofrh€ Union amy in coordination with Long-
steefs fiontal asault, creiting 6 mu.h threat
.nd contusion as he could to suppon the
succe$ of the dain att.ck. The nissiob of
Gregg's Union cavalry division is more clor
Hc w6 to plotecr thc risbr tlaDk lnd rear of
thc Amy ofrhe Potomac fiom jun such a
dov. as Sruan nade. Cusre!'s blisade, which
was gudding the iacrion ofrhe tlv Durch
and Hdover Roads during the noming, was
ordered io rejoin Kilpari.k's division operar
ing sourh ofceftysburg when skirmishing
bcsan. Part ofcust{\ brisade was aheady
he.ding $uth and the orher units were prc
prins to move wben G.n. Grcss ordered
Cusier to renain becaus ofrh€ epproach of
"heal1 colmns of enemy cavalryl' Custe.,
always l@king for a fisht, was only t@ happy

40617 (lvelford's Ford)
40911 (Bererly Ford)
40249
82825 (Brddy Siaiion)
Bl71, l
80910 or 1029

USA CSA

fult
6
ftil
tuI
tull
finl
tull
ftnl
tull
tull
tull

tult
ftn
tull
tult
full
tult

frrll
fi
tull
futl

I
0

2

2
0
0

[26.31] Uriotr Order ofBatde
The followibg li$ indicates which lnits are uscd in rhis scenlrio, their srlrring fomadon, rheir
sta iog srrengrh (ifdifferenr from rhen printed strcnsth), ard tbeir seFup hexes andJor rurns of
aiiival. A uir witb a sraflins strength les than iis print€d str€ngd has suffered casualties prior
ro th€ stan ofrhe scenerio.
COMMANDER oI UTiT

J. GREGG (3/2/C)

16Pab
l0 NYa
IO NYb
lM.a
lMeb
cusrER {2/3/cf
5 Mich a
5 Mich b

MCINIDSH (U2lC)
PurDcu L.sio!
lMd
I NJ.
I  NJb

D. GREcc (2/C)
E, IUS
M,2US!
M,2USb
M,2USc
* Cu$.r is anach.d ro rh. 2d csvalry .livisioo during lhit banle.
fi The* units !r. coBidcEd rciDforc.E.nts, aDd must nov. roward Cun.r until id com-

Each secrio. ofUnion anill.ry starrs rhe ganc wirh thr.. rourts ofammunition.
Mounted cavalry can be in line or colsn.

4t24
4028
4229
3825
3924
4022
4021
43t2
6l  l6
4t  14
4|2
43I0
5915
6015
1805
4105
4004
3505
3706
390{
3l0l
46t4
4625
4It0
4109
4207

ll
I (ma) I (md)

83033 2 0
82002 I I
84033 toad to Culpcppcr) 4 0
82029 (Ba.bour Hou*) I I
85912 I 0
B4lO9 0 I
C4102 (Keuy's Ford) 0 3

[25.6]l c$uelries
The side with rhe f.wdr ltr.ngrh poinr
losses (c.sulti4) saim th..e victo.y points.
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Earliest entry D530. Roll one die: on 4-I5 may
enter that turn, otherwise try again neat turn.
Automatic entry DSDD.

Norman's Ford: Maximum one cavalry
division or infantry brigade. Earliest entry
D1530. Roll one die: on 5 or 6 may enter that
turn, otherwise try again next mrn. Auto-
matic entry IDDU.

Wheatley’s Ford: Maximum one cavalry
division or infantry brigade. Earliest entry
D1530.
Kelly’s Ford: Maximum of 2 cavalry divi-
sions pins one infantry brigade. Earliest entry
U530. Roll one die: if 5 or 6 may enter that
turn, otherwise try again nest turn. Auto-
matic entry W30.
Artillery batteries and supply wagons can be
assigned as the player sees fit.

[25.B] VICTORY
Victory at Brandy Station is difficult to
Formulate or assess. Both sides claimed vic-
tory and a good argument could be mounted
for the merits of either position. It is true
that Pleasonton left the field before achieving
his objective, but his objective was far to the
west (Culpeper), and he was unaware that so
large a force of infantry was there (he with-
drew when the Confederate infantry ap-
peared). Casualties were relatively low on
both sides, and so are a poor gauge of suc-
cess. To a great extent the issue was morale;
Smart was simply trying to survive the sur-
prise, while Pleasonton was trying to show
that his men could fight on the same field as
Smart’s. Both succeeded. In game terms,
players are trying to achieve a combination of
geographic objectives, enemy casualties, and
morale objectives.
[25151] Geographic Objectives. A player cams
the points for a given objective ifhis units
occupy or are the last to have passed through
the ha. In any case, the unit occupying (or the
vacant hex) must be able to trace a line of hexes
unimpeded by enemy units or ZOCs or impass-
able terrain back across the Rappahannock (For
the North) or oil‘ the western edge ofMap B or
A (for the South).

Dbieetive Points
USA GSA

A063? [Welford’s Ford) 1 1
A0911 [Beverly Ford) 0 2
A0249 0
B2325 (Brandy Station)
B1114 l
B0930 or 1029 ) 1 (mart)
E3033 D
B2002 1
B4033 (road to Culpepper)
B2029 (Barbour House)
B5932
B4409
C4302 [Kelly’s Ford)
[25153] Casualties
The side with the fewest strength point
losses (casualties) gains three victory points.

l—I|I

DD?-"P-"lh*|—*.\JJé\"-""'\Jl—' Lil-‘rr—-DI-MDCi

If that side has at least 50 percent fewer
losses the player gains live victory points.
[25154] Morale
For each enemy brigade that exceeds its
BCE, the opposition earns two victory
points.
[25155] The player with the most points
wins.

[2s.o] HORSE
SOLDIERS AT
GETTYSBURG

The Battle of Low Dutch Road
]uly 3, 1863

HISTORICAL COMMENTARY
The cavalry battle east of Gettysburg on the
afternoon of July 3, 1863 was one of a series
of cavalry actions during the Gettysburg
campaign that began with Brandy Station a
month before and would not end until Lee’s
army finally recrossed the Potomac River
into Virginia in mid-Iuly. The entire cam-
paign represented a coming of age for the
Union cavalry, with the two sides fighting on
more or less equal terms For the first time in

[2631] Union Order of Battle

the War. This battle can be characterized as
two tired lighters clashing in the late rounds
of a title fight, with neither able to deliver a
knock-out blow.

The mission ofJEB Stuart’s ride east of the
main armies is shrouded in controversy due to
the lack of any surviving written orders and
the conflicting statements of participants and
reports. However, it seems most likely that
Stuart’s mission was to advance into the rear
of the Union army in coordination with Long-
street’s frontal assault, creating as much threat
and confusion as he could to support the
success of the main attack. The mission of
Gregg’s Union cavalry division is more clear.
He was to protect the right flank and rear of
the Army of the Potomac from just such a
move as Smart made. Custer’s brigade, which
was guarding the junction of the Low Dutch
and Hanover Roads during the morning, was
ordered to rejoin Kilpatricllfs division operat-
ing south of Gettysburg when sltirmishing
began. Part of Custer’s brigade was already
heading south and the other units were pre-
paring to move when Gen. Gregg ordered
Custer to remain because of the approach of
“heavy columns ofenemy cavalry.“ Custer,
always looking for a fight, was only too happy
to comply.

The following list indicates which units are used in this scenario, their starting Formation, their
starting strength (if different from their printed strength), and their set-up hexes andfor mrns of
arrival. A unit with a starting strength less than its printed strength has suffered casualties prior
to the start of the scenario.

(:(1hlhlAdiI)EHl+DI'Iifldt Formation Strength He: Turn

J. GREGG (3I2!C)
I6 Pa a
16 Pa b
10 NY a
10 NY b
1 Me a
1 Me b
CUSTER (2!3!C)*
1 Mich **
5 Mich a
5 Mich b
6 Mich a
6 Mich b **
7 Mich **
McIN‘Tt)SH (ll2lC)
Purnell Legion
l Md
1 N] a
1 N] b
3 Pa s
3 Pa b
D. GREGG (2:'C)
E, 1 US
M, 2 US s
M, 2 US b
M, 2 US c

dismounted
dismounted
dismounted
dismounted
dismounted
dismounted

mounted
dismounted
dismounted
dismounted

mounted
mounted

mounted
mounted

dismounted
dismounted

mounted
dismounted

limbered
unlimbered
unlimbered
unlimbered

4 l 24
Full 4023
full 4229
full 3325
full 3924
hill 4022
firll 4021

43 I 2
full 6 l lo
full 41 14
firll 41 12
Full 4310
fiill 59 1 5
Full 6015

3805
4105
4004
3505
3'i'D-6
3904

full 3101
4614

full 4625
full 41 10
full 4 109
full 420?

EEEEE

* Custer is attached to the 2d cavalry division during this battle.
** These units are considered reinforcements, and must move toward Custer until in com-

mand. _
Each section of Union artillery starts the game with three rounds of ammunition.
Mounted cavalry can be in line or column.
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SIHIE
SIEII
SIHII
SIBIT
SIRII
SIHII
SIBII
SIBIT
51311
SEHII
BIHII
5tflIt
Slflfl
SIEIT
SIEII
EEHIT
SBBII
SIEII
SIBII
SIHII
SIHII
SIHII
SIEII
BIHII
SIlII
SIEII



[26.32] ConfedeEte ord.r of Batd.

The cnrio b€giis ai I Pm.r 3t abich time
both sid6 *nt out disnoated skimisheB md
wqe dueling ar long rmge wirh rheir aniuery
The banle then alrerated berwan h@!y
dDdouted rtrmislug dd sweral mouted
chrg6. The hisioric action cLimded about
3:10 PM. *ilh a mdtircgimenr Coofed{ate
chdge led by Vhde Hampton which was h.lted
dd tmed blck by a combinlrion offrontrl
sd flarl coulrerchaq€s led by Cu$er and
Mclnrch. The aclul outcome ofthis baftl€
Ms csntialy a .lraw with both sides holding
$e ground wift which they began lnd esual-

[26.I] LENGTH OF GAME
This scendio begins with the 1300 same
ruh aod ends wilh the cosclusion oflhe
1700 samc rurn. The Confedeiate player
906 fi6t in each gane turn.

[26.2I THE MAP
The Hor Soldie^ at G.rqsburs us a @p

sle ofapprorimately 120 ya.ds per hq dd a
tinc wlc of20 oinutc pcr same tum- This
map a1e zligns wirb TERRIBI-E SVIFT
SWORD" 6ap B .nd m b. u*d ro supple-
ment and qreld rh.r eMe- H
of$e TERRIBLE SVIFT SWORD gme
should not u* TSS nap B for this wnario.

[26.3] ORDERS OF BATTLE and
INITIAL DEPLOYMENTS

There are no lcinforcements in rhis scera.io.

[26.4] SPECTAL RULES
[26.41]No mounted c6r!l.y unii mey !r
rot or canrer novcncnt (5.4)undlrhe 1400
ruro. No linbcred a(illc.y may use exrended
movement (5.5)unril the 1400 turn. This
rule reflects the hhtorical arrivlls ofceruin
units ro lhe barle ar€!; Phycs who wish ro
c.eatc ! more lluid situation ndy ignore rhis
rule by murual consn(.

[26..12] There are no supply vagonsj the.c-

fore, no snall arms or arriuery resupply is

[26.4]l Dismounted unils of Ferguson's
brigade are subiecr ro an aonunirion deple-
tion che.k on dice roll.esuLrs of7,8, lnd 9
on the File Combat Resulis iabl€. (Fersu-
son\ b.igade went into the battle with only
l0 rounds ofammo pe. manl)

126-44lThe S..ins the Elephant (able (14.17)
is slightly revised for this scenalio as follows:
a) A dice roll of2 or 12 resuhs in a monh

b) Dismoumed morale is the sade as
mounrcd Dorale; (here is no one-point rduc-
tion when dismoulred.

[?6.45] Union bomba.dment ftre againsr
Confederare arrillery receives a one column
sbift to rhe righr on the Fire Combar Resuhs
table. This shift is in addirio! ro any orher
column adjusiments add may exceed rhe
normll mdimuo nunber of allowable shifts.
Additionauy, any Union battery firing againsr
Confederatc artill€ry subflc(s one fron its
die roll wh.n checking fo! overshoot. (Union
counterbattery ftre was uncannily acdrar€

[26.46] No Union uii @y nove wnhin four
hexes otthe pe$ edge of the m.p nonh of

t26.471No breastworlc or rine pirs (20.0) ca!
be constructed during the g.me.

[26.48] The SlacKog Re$.ictioos (8.19) and
rhe Rans. Efects tables(9.27) a.e modified
for Ho6e Soldie6 ar Gerysburs ro confom
witb the grosd kale. All orhe. rables !e-

[26.51VICTORY
Tactical victory fo! both playeB is clltulrted
on a victory poinr rario iD addirion ro the
occupation ofkey geog.aphic obiectives. A
straksic vicrory for the Confederate player is

[26.51]Victory Poi s
PlayeB receive victory points for elidinating
enemy srretrsrtr poinrs and enemy leaden,
and earn bonus victory poin$ fo. enemy
brigades whose losses exceed lhen BCE

COMMANDER

STUART (o!e.all)
FERcusoN (Stuart)

16 Vr
l7 \ra
34 \A Bn

CHA,UBLISS (Stuart)

t0 \ra
2NC
13 rre a

Iacl$on , (independent

lrui6a,a Guard a (indepeodent)
Brc{hed (independeno
M.Gregor a, c (ndependenO
HAnnoN (Siuart)
lNCa
INCb
J. Dsvis Lesion a
J. Davis Legion b
lSCa
lscb
2SCa
2SCb
Phillip's Lesion

Cobb'r Legion b
FITZHUGH LEE (Siuaro

'|2tc BCEd
7t2tc BcEd
2tltc BcEd
Hanpton BCEd
Fitz Lee BCEd
Chambliss BCEd
Ferguson BCEd
Enemy SP eliminaied
Elemy sun dest.oyed

D.M. Gregg kilYepi

Custer kilYcapt

full
tull
tull
tult

full
tull
tull
tull

tuI
full
tull
tull
tull

2 lL0
24t\
25t1
22t0
23ll
27t l
24t I
2416
25t5
25t6
25t7
25t8
26ta
24tO
25t I
l4 l4
t329
t330
0920
0920
0920
1020
t020
t02l
l02l
to22
to22
I l23
tt24
tr24
\25
tt25
l l26
t226
t226
t22A
t227

4
full
tull
2

tu[
3
2
2

full
3

tult
full
full
2

tutl
firll
full

USA CSA

20 nlt
18 n/6

1l
l l
3)All Confede.ate aniUery sections begin the eaoe wirh rwo rounds ofannuoirion.

Moulrcd cavalry ca! be i! lile or column.

3l

The scenario begins at 1 P.l!vL, at which time
both sides sent out dismoimted skirmishers and
were dueling at long range with their artillery.
The battle then alternated between heavy
dismounted slcirmishing and several mounted
charges. The historic action climaxed about
3:311 EM. with a multi-regiment Confederate
charge led by Wade Hampton which was halted
and mrned back by a combination of frontal
and flanlt countercharges led by Custer and
Mclntosh. The actual outcome of this battle
was essentially a draw with both sides holding
the ground with which they began and casual-
ties being about equal.

[2fi.l] LENGTH OF GAME
This scenario begins with the 1300 game
turn and ends with the conclusion of the
l'i'UD game mrn. The Confederate player
goes first in each game tum.
[2li.2] THE MAP
The Horse Soldiers at Gettysburg uses a map

scale of approximately 120 yards per hex and a
time scale of 20 minutes per game mm. This
map also aligns with TERRIBLE SWIFT
SWORD" map B and can be used to supple-
ment and extend that game. However, owners
of the TERRIBLE Sill/TFT SWORD game
should not use TSS map B for this scenario.

[$16.3] ORDERS OF BATTLE and
INITIAL DEPLOYMENTS

There are no reinforcements in this scenario.

[26.4] SPECIAL RULES
[26.4l] No mounted cavalry unit may use
trot or canter movement (5.4) until the 1400
turn. No limbered artillery may use extended
movement (5.5) until the 1400 turn. This
mle reflects the historical arrivals of certain
units to the battle area; Players who wish to
create a more fluid situation may ignore this
mle by mumal consent.

[26.42] There are no supply wagons; there-

[2li.32] Confederate Order ofBattle

COMMANDER
or Unit
STIJART (overall)
Fsxouson (Smart)
14 ‘uh
l6Va
i'i"Va
34VaBn
3fiVaBn
CIULMBLISS (Smart)
El ‘vb
1lJ=Va
ZNC
l3‘Jaa
l3\-lab
Jackson a (independent)
Griffin (independent)
Louisaoa Guard a (independent)
Breathed (independent)
ll-icGregor a, c (independent)
HAMFIUN (Smart)
1NCa
lNCb
I. Davis Legion a
I. Davis Legion b
lSCs
1SCb
2SCa
2SCb
Phillip’s Legion
Cobb’s Legion a
Cobb"s Legion b
Frrxnuon Les (Smart)
lVa
2"Ja
3Vaa
3Vab
4Va
5‘Ja
All Confederate artillery sections begin the game with two rounds of ammunition.

Formation

dismounted
dismounted
dismounted
dismounted
dismounted

dismounted
dismounted
dismounted
dismounted
dismounted
unlimbered
unlimbered

limbered
limbered
limbered

mounted
mounted
mounted
mounted
mounted
mounted
mounted
mounted
mounted
mounted
mounted

mounted
mounted
mounted
mounted
mounted
mounted

Mounted cavalry can be in line or column.

Strength

Full
full
full
fiill
full

fiill
full
full
filll
fiill
Full
fiill
full
firll
fiill

4
full
firll

2
full

3
2
2

fitll
3

full

full
filll
2

full
full
full

Hex
2110
2411
2513
2210
2311
2711
2411
2416
2515
2516
2517
2513
2613
2410
2511
1414
1329
1330
0920
0920
0920
1020
1020
1021
1021
1022
1022
1123
1124
1124
1125
1125
1126
1226
1226
1228
1227

Turn

start
start
start
start
start
start
start
start
start
start
start
start
start
start
start
start
start
start
start
start
start
start
start
start
start
start
start
start
start
start
start
start
start
start
start
start
start

fore, no small arms or artillery resupply is
possible.
[2-5.43] Dismounted units of Ferguson's
brigade are subject to an ammunition deple-
tion check on dice roll results of T, B, and ti
on the Fire Combat Results table. (Fergu-
son’s brigade went into the battle with only
ll] rounds of ammo per man!)

[26.44] The Seeing the Elephant table (14.1?)
is slightly revised for this scenario as follows:
a) A dice roll of 2 or 12 results in a morale
rating of 3.
b) Dismounted morale is the same as
mounted morale; there is no one-point reduc-
tion when dismounted.

[26.45] Union bombardment fire against
Confederate artillery receives a one-column
shift to the right on the Fire Combat Results
table. This shift is in addition to any other
column adjustments and may exceed the
normal maximum number of allowable shifts.
Additionally, any Union battery firing against
Confederate artillery subtracts one from its
die roll when checking for overshoot. (Union
counterbattery fire was uncannily accurate
during this battle.)
[26.46] No Union unit may move within four
hexes of the west edge of the map north of
hexrow 46H’.
[26.4'i'] No breastworks or rifle pits (20.0) can
be constructed during the game.

[$26.48] The Stacking Restrictions (3.19) and
the Range Effects tables (9.27) are modified
for Horse Soldiers at Gettysburg to conform
with the ground scale. All other tables re-
main the same.

[26.5] VICTORY
Tactical victory for both players is calculated
on a victory point ratio in addition to the
occupation of key geographic objectives. A
strategic victory for the Confederate player is
also possible.
[26.5 1] Victory Points

Players receive victory points for eliminating
enemy strength points and enemy leaders,
and earn bonus victory points for enemy
brigades whose losses exceed their BCE
limits.

Condition Points
USA GSA

1l2fC BCEd nia 9
3(2iC BCEd nfa ll
2131C BCEd nfa lo
Hampton BCEd nia
Fitz Lee BCEd ofa
Chambliss BCEd ofa
Ferguson BCEd nia
Enemy SP eliminated 1
Enemy gun destroyed 1
Enemy gun captured 3
D.M. Gregg ltillicapt nfa

wounded nfa
Custer ltilllcapt nfa

wounded nfa

-@eas

--raoofico



J. Gretg kilUcapr
wouDd.d

Mctntorh till/capt
wounded

Sruan kilucspt
wouod.d

Hampton till/capt
woeded

Fitz L.c kiU/c.pr
wouded

Chamblis xill/copr
wounded

Ferguson kill/c.pt
wound€d

ErcEy r€pl lill/ept
\{outded

t26.521 Gcognphic Obie.livcs

20
l5
t2
8
t2
8
6
6
5
3
2
I

6
4

4

2
I

Ulioo. Ocopy and hold aro euth of hd-
row 20r, oo l.v.l 5 tenain fr.e ofall C.n-

ConfcdGrrc. Occupy and hold he! 4306
dd rh. si! .di.ccnt hdcs.

[26.531 Victory Levels (t.ctical)
Eiih.r side ar Echieve on. vicrory levcl by
drning or lest 1.5 dE6 as lbuy VPs as its
oppon.nr. Wrich.ver side hol& its gec
graphic objedivc by the end ofthe g.m. also
.chidcs one vicrory lev.l.
Dr.\., Neithc. si.l. achi.v.s . vicrory lcvcl
or both sidcs Echi.ve one Lv.l .ach.
Mt 8tu.r. On. side achievca one !nor.
Yictory lcvcl than rb. oppon.nt.
Subtt.atial. Onc side schi
victory levels thln the oppon.nt.

[26.54] Sra.egic Victo.y
(Confcd.nrc pl.ycr onry)
Thc principal obj.ctive ofstuan's movcmedl
to thc e.st ofrh. mdn a.mi$ .r Genysbu.g
oD July 3 sds to h.ve be.n d cfton ro
r.ach thc rqr ofthe Arny ofrhc Porcmac iD
sppon oflongstreet's Aontal !6$ault. Had
Stuan succeeded, th. outcom. ofPiclett's
Chlrg. could havc bee! dtamltiqlry diftcr'

Co GdGRtc Stratcdc Vlctori. (This
supcrcedes any Union tactical victory level
achi.v.d.) Th. Cotrlid€rare player Eusr
nove ar l.ast 100 srrcDgth poinrs offth.
south cdee of mlp D by th€ end ofhis po.
tion ofthe 1540 turn. Units f.om BCEd
brigldd do not count to*:.d lhe 100 SP
toul. (A Uoion stmtegic victory is not posi.
ble in this scena.io. Ir is asuoed that Gcn.
M..de woutd br unable or unwilling to
dploir a Conf.d.lat€ def€!r.)

[27.01 TREVTLTaNS
STATION

Jun. l l -12,  lE64
DESIGNER'S NOTE:
Th. Tr€vilians Station scenrio es a difficult

one rc devis. (see the hbtoricrl not.s rhich
follor). Mo3t ofthe probl.m dcc with ibe
tup. No two m.p sou.ce agreed oD whsr
w.nr wh€r€. The bssic tcrEin Ghc tnost
heavity roo.led map nr the enrirc ..ries of
"Gret B.iilcs" gd$l) .dd elevation pNd
litrl. problcm. Thc @d D.t was soncrhitrg
els.-a design.!'s aightmare. Tbe Union
msps coDtradict the confcderate maps, the
Coofedent. baps conra.licl e.ch oth.r, ed
th. mod.m, ropogr.phic.l mps malc b.sh
our of tne whole Des. Add to rhis rhe fsct
th.r rhe brigade repon8 in th. on'tcial rccords
cortain road l@tioD d.sriptions different
from all th. meps. Ultimat.lr after s.v.r.l
trips to a v.liun f.ctory I opted for . combi
nltion ofth. modem map, tnodifi.d by the
(albeit fiud.) nap in th. Sw,,l book.

HTSTORICAL COMTVTENTARY:
The blttle of Tr.vilians Station wa, iD rhc
rords ofhisro.id Stephen Z. St.r, " . . .
contused.nd contusing," as wcll !s " . . .
uDcolnlno y drmcult to desc.ib.." This ir,
to dd.rstate th. es., o udcrstrtcocn(.
Briefly, what appcars to h.vc happened is
this. Union evalry comDlnder Phil Shoi-
dd r.c.iv.d o.dcA ro join Gcn. Hurcr's
corPs em.ryiDg froE rhe Sh€nandoab \&lLy
in th. Gordonsvillc/Charlottesvill€ ue3. On
the way he v6 to rip up as much ofth€
Vngini. Cerrral Railroad as hc could, rhc
li.c b.iry u imponsnr e6t<a$ supply linl
for Rob.n E. le. Vlde Hampton, in nomi-
nal charge ofthe ConfedeEre covalry alie.
the dc.th ofJEB Sft.n Ycllow 'Ihvc.nr
t@k hb divisioD plus Firzhugh Le's ud

I27.2rl U!io! Otdcr otBatd.
The folo{,ing list indicat.s which unls {e N.d in this sc.n..iq rhcir $arri.g formatio!, th.i!
sta.ting srr.ngth (ifdiff.r.rr from rhcir print.d srreoe$), and tbei! $t'up hqcs andor tms of
adval. A unit wiih a srarrirg Btr€ngth le$ than it5 printed srengih hss suffered @sualri$ prio.
ro rh. stan ofthe scenario,
COM]'TNDER

MER TT (PJI/C)
rus
2US

6Pl
19 NYT
D, 2 US (ind.p€ndeno
TORBERT(VC)
DEvrN (2/l/C)
4NY
6NY
9NY
l7 P.
cusrER(vtlc)
I Mich
5 Mich
6 Mich
7 Micb
M,2 US (iodcpend.no
SHERDAN (oEr.ll)
D.M. GREGC (2/g
J. GRrcc (2/2iC)
2P.
4P.
8Pa
l3 Pa
l6 Pa
H, I USta (ind.pc.dcd
Supply Sso! (ind.pcndoo
DAvrBs (l/2/C)

INJ
IO NY
lPr
Supply Whgon (indcp.ld.no
* Also lnown as I }.ry Dngoons.

For.tio! Strlrgth H.! :I|m

aDy tull
ey tull
ery fun
cny tulI
dy tull

lirbcr.d ftll

my

Ihll
fi'll
ftll
fidl

firll
6tll
tull
Iirll
frrll

tull
firll
tull
tull
tull
ftll

tull
firll
tull
tu

4001
!1001
4001
4001
!lo0l
ItooI
400t
4001
4001
4001
,lool
4001
4001
50t2
5012
fit2
50t2
50t2
50t2
rt00l
4001
400I
400I
rl{tot
4001
4001
4001
4001
,{)01
400t
4001
1rc01
400t
400t
4()01

0530
0530
0510
0530
0530
0530
0530
0600
0600
0600
0600
0600
0600
0730
0730
mm
0730
0730
0730
0800
0800
0800
0800
0E00
0600
0800
0E00
0800
0800
1200
r200
1200
t200
1200
l2M

*, H and I baneries wcrc combin.d idto on. banery in 1864.
All Uniof, lrtiuery s.ctions Bta( th€ same with three rounds ofabnunition.

I. Gregg

Mclntosh

Stuart

Hampton

Fitz Lee

Chambliss

Ferguson

Enemy repl

[2652] Geographic Obiectives

killfcapt
wounded
ltillicapt
wounded
ltillfcapt
wounded
ltillfcapt
wounded
ltillicapt
wounded
killicapt
wounded
ltillicapt
wounded
killicapt
wounded

nfa
nfa
ofa
nfa
20
1 5
12
B
12
B

r—~h.JL|Jk.l1tJ'~l.II

~11-CI"-1-Ii-O"~

nia
tnh
m'a
nia
nia
luh
nla
Imh
na"a
Haiti
2
1

Union. Occupy and hold area south of hex-
row 20H’ on level 5 terrain free of all Con-
federate units.

Confederate. Uccupy and hold hex 4306

one to devise (see the historical notes which
follow). Most of the problem arose with the
map. No two map sources agreed on what
went where. The basic terrain (the rnost
heavily wooded map in the entire series of
"Great Battles" games!) and elevation posed
little problem. The road net was something
e1se—a designer’s nightmare. The Union
maps contradict the Confederate maps, the
Confederate maps contradict each other, and
the modern, topographical maps make hash
out of the whole mess. Add to this the fact
that the brigade reports in the official records
contain road location descriptions different
from all the maps. Ultimately, after several
trips to a valium factory, I opted for a combi-
nation of the modern map, modified by the
(albeit crude) map in the Swank book.

HISTURICAL CDM1’v‘lENTARY:

The battle of Trevilians Station was, in the
words of historian Stephen Z. Starr, " . . .
confused and confiising," as well as " . . .
uncommonly difficult to describe." This is,
to imderstate the case, an understatement.
Briefly, what appears to have happened is
this. Union cavalry commander Phil Sheri-
dan received orders to join Gen. I-Iunter’s
corps emerging from the Shenandoah Valley
in the Gordonsville!Charlottesville area. Cln
the way he was to rip up as much of the
Virginia Central Railroad as he could, the
line being an important west-east supply link
for Robert E. Lee. Wade Hampton, in nomi-
nal charge of the Confederate covalry after
the death of IEB Smart at Yellow Tavern,
took his division plus Fitzhugh Lee’s and

[27.21] Union Order of Battle

and the six adiacent hexes.
[2653] Uictory Levels (tactical)

Either side can achieve one victory level by
earning at least 1.5 times as many VPs as its
opponent. ‘Whichever side holds its geo-
graphic objective by the end of the game also
achieves one victory level.
Draw. Neither side achieves a victory level
or both sides achieve one level each.

Marginal. One side achieves one more
victory level than the opponent.

Substantial. One side achieves two more
victory levels than the opponent.

[$16.54] Strategic Victory
(Confederate player only)
The principal objective of Stuart’s movement
to the east of the main armies at Gettysburg
on Iuly 3 seems to have been an effort to
reach the rear of the Army of the Potomac in
support of Longstreet’s frontal assault. Had
Smart succeeded, the outcome of Picltett‘s
Charge could have been dramatically differ-
ent.
Confederate Strategic Victory. (This
supercedes any Union tactical victory level
achieved.) The Confederate player must
move at least 100 strength points off the
south edge of map D by the end of his por-
tion of the 1540 turn. Units from BCEd
brigades do not count toward the 100 SP
total. (A Union strategic victory is not possi-
ble in this scenario. It is assumed that Gen.
Meade would be unable or unwilling to
exploit a Confederate defeat.)

[210] TREVILIANS
STATION

]une ll-12, 1364
DESIGNER’S NOTE:

The Trevilians Station scenario ws a difficult

The following list indicates which units are used in this scenario, their starting formation, their
starting strength (if different from their printed strength), and their set-up hexes andior turns of
arrival. A unit with a starting strength less than its printed strength has suffered casualties prior
to the start of the scenario.
COMMANDER
or Unit Formation Strength He:
Meamrr (RIIIC)
1 US any
2 US any
5 US any
6 Pa any
19 NY* any
D, 2 US (independent) limbered
Toaaaar (1!C)
DEVIN (2l1!C)
4 NY any
6 NY any
9 NY any
17 Pa any
Cusraa (1!1/C)
1 Mich any
5 Mich any
6 Mich any
7 Mich any
M, 2 US (independent) limbered
SHERIDAN (overall)
D.M. GREGG (2/C)
I. GREGG (2!2:‘C)
2 Pa any
4 Pa any
8 Pa any
13 Pa any
16 Pa any
H, l US** (independent) limbered
Supply Wagon (independent)
DAVIES (1!2!C)
l Mass any
l N] any
I0 NY any
1 Pa any
Supply Wagon (independent)
* Also known as 1 NY Dragoons.

4001
fi.1ll 4001
full 4001
full 4001
filll 4001
full 4001
full 400 1

400 1
4001
4001
4001
4001
400 l
5012

full 5012
full 5012
fhll 5012
fhll 5012
fitll 5012

400 1
400 1
4001

full 4001
fill] 400 l
fiill 400 1
full 400 1
fitll 4001
full 4001

4001
4001

full 4001
fi.1ll 4001
fi.1ll 4001
fiill 4001

4001

EEEE

** H and I batteries were combined into one battery in 1364.
All Union artillery sections start the game with three rounds of ammunition.

32

Turn

0530
0530
0530
0530
0530
0530
0530
0600
0600
0600
0600
0600
0600
0T30
0730
0?30
0730
0T30
0T30
0300
0300
0300
0300
0300
0300
0300
0300
0300
0300
1200
1200
1200
1200
1200
1200



127.221 Conf.dcr.tc Ordcr ofBatde

headcd vest to srop him,

Or rhe cvcniDs ofjune 10, 1864, Hmpton\
foc cn@mped along rhe Ldisa€ordonsvine
fta4 strune out lor sevenl miles, althNgh
Hmpton\ ftops werc p.cpded for uFhjng.
Sheddan, however, w6 endped iust *venl
mil6 ro the nonh, inr€nding to talc the O"r'
l2nd r@d inro Trevilis Station m ot up the
nil lir6 $erc. He bd five brigades, lou of
ehich he sor our on lhe OaLlod r@d. CF
rer's bngade wa snt on a r@ roqd to@d
buie Counhols, *verd di16 6t of Trwi'

Shcriddt .ppr@ch {Merit's @ne b.isade
was in fte lad, noving slowly thorogh lhe
h@w wdls dd rwi$ed dderyronh) wd
sporrcd by pickers f.om Budels b.igade. !91Rn
the vod of contect (me, Butler's enine bri-
grde of dncmen, suppolred by Youg's brigade
(anmanded by Cnl. Wdshr in Youns's at'
sene) headed nonh on rhe oakland R@4
nonh offte.ailroad, lo met fte $rq.

Giver rhc horrifying tedlin (he entile alq Ms
hqvily wooded, wirh few clearinss), m6r of
rhe rcrion rook place disoosted- Merift ed
Devin foughr what lppeas ro be ! sesw
baftk againsr Bude. and Wdght doud th.

Poindqter Hou* (ee map) ibr seve.al edly
mohing hous. Both sidcs claimed they puhed
the opposirion bacl, but ii appds rh.t ihe
weiShr of$e Union tore, by now quite adept
ar dismoured combat, besd to teLl ed both
reb€l brisadG b.Ban to lau bact bwdd'Ii€vi-
lids Station. Rosls bngade lo ihe v6t

l8t division hed moved nonh in $e morins
or y io M into Cusre.'s brignde hqding sth
to*ard tiuie. (All ofrhis hrPpened iusr o(I
lhe mp to lbe 60. Afier boulcilg otrWic}-
hd\ b.iglde Custer ldk . quick rum doM
u old, wooded trail $at dt ilro $e uin @d
bctwen buis and Trcvilias Statron wbile
tfr rgrouped in Luie. lt *as lha thar aboul
8 A.M Cuter endged alotrg the .anroad m
fnd hihslf in Hampron\ rear Being Caier,
he imediately charscd doM rhe r@d towrd
Aievili@sJ capru.ing Hmpion's t.!iD plus a
battery of gss, as well 6 thiowing a rremen-
dous frisht into the Cinfederats, al@dy btd
prcsed by the resi of'Ibrben\ drvision to the

HeLp, howaer, was quicLly ft hdd. Fi6t
Rc*r's bdgade, fiMlly alened ro the bltrle,
(me rhundering easi*ard down th€ r@d to
haft Cuter ln the mqrime, ts s drusion

enrered ihe baftlc liom the ssr, cnchirg Cu-
rels brisade in a croslire. Cust4, with some
nqi dering{o, m.ged ro qtricate hinself
from &is pr@rious siturion withour tm nucb
ham, bur rhe battle msed on midst much
@nfusion for rhe nqr sveral hou6, wirh qch
side appding io b€ in qch orhs\ reai By th.
time tudoM dived, She.idan hld pushed
most of Hmproo\ trmps w6r pasr TreviliansJ
while IEt division ws obliecd lo fall bsck

After both sidcs resred and .ecouped durins
the night orrhe I lrh-l2rh, dawn sreered the
commandeB with an entirely new snudion-
A1l ofHampton\ force (Lee had circled
around ro the soud and {est via some old
roadt, rtaddled rhe roads ro Gordonsville
and CharLortesville, boft po$ible Shc.idan
objecrives. Sheridan optcd fo. tca.ins up
racks inslcad of.ebels, so it wasn'r undl
3 PM. rhat his rwo divisions doved out.
Runnins out ofboth food rnd rmmo .nd
aaMre that Hunter *as nor whse he was
supposed to be Sheridan decided to try to
.eturn via Mallo.y\ Fo.d across the Norrb
Ama- Hadpton blocked his vay lnd for over
sir hou6 and seren asrulb-She.idan t.ied
to push Hampron back. Bur Hampron and
Lee held and Sheridan was obliged ro rerire
via the route he a(ived.
'Who *oo? Both sides losr slighdy over 1,000
men (iDcludins wounded),norc lo$es rhan ar
Brddy St.tion- Confederare lo$es wcr.
almosr 20 percenr ofrheir roral force. In facr,_Iievilians Srarion wls easily th€ nost costly
cavalry battle in the v.r. As far as gaining
objecdver Sh€ridan did rip up a lot ofmil
but be failed to link up wirh Humcr (who
wasnt at the rendezvous anlqay)and had to
retire, Hampton did gct plshcd around the
fiBr dat almosr losing his wasons, but his
men sraunchly held th.n s.ound against the
Union on the lzth. A convincing argument
could be mounied fo. either side.

[27.1I LENGTH OF GAME
[27.i1]Th€ gane si.ris *irh the 0530 turn
ofJue 11. Ii may end at the conpletion of
the 1930 g6me tu.n ofrhat day ifeith.r sidc
has fulfilled cerrain conditions; othetuise, ii
continues into the following day, June 12.

t27.l2l The game tums on June l2 ar. sode-
whar abbreviated. Ifthe sane pro.eeds inlo
the secood day G.e 27.14) i( piclc up wnh
rh. 1500 sde turn and proc.cds umiltbr
end oftbe 2100 game rurn.

[27.13] The nishr turns-2000, 2010.nd
2100-are us.d only for tbe second day, June
12 (see 27 .4).

[27.1a]Phy proceeds roJune l2 only i f rhe
following things do not happen:
a) The Union player holds (Fe 27.61) hcxes
2918 ('Iierilians Sradon), I l0l, and 0l l5; or
b) There are no unrouted, undisordcrcd
Union combar uni6 that are in cornDand
conrol *est ofheilow 35l/, inclusivc.

COMMANDER OT U.ii
HA PTON
Supply Wason
BUTLER (Hanpton)
4SC
5SC
6SC

Dcr&hmenr (4 sc)
rffRIGHr' (H!mpron)
7G!
Cobb's llcion
Phillip's Lesion
20 Ga Bd
Thonson (independen0
RossER (Hampton)

l l  V!
t2\\
?5 Va Bn
FITZHUCH LEE
WICKIAM (Fitz Lee)
I \rr

3V.

LoM^x (Fit2 Lee)

l5 Va

Supply vason (independen0

ftll'
firll
tu
full
I

H.x

l9t9
1221

3220 +
3220 +
3220+
3220 +
3220+

402\ +
4021+
402t +
402t +
402t +
402t +
1709 +
1709+
1709+
1709 +
t709 +
5027
5027
5027
5027
5027
5027
5027
5027
5027
5027
5027
5027

0900
0900
0900
0900
0900
0900
0900
0900
0900
0900
0900
0900

tull
tull
tull
full
full

tull
tull
tull
tull

firll
tull
tull
full

full
tull
tult
tult

+ Unirs can be st up in or ldjacent Io fte indicated hex.
r One brlrrlion is rcduccd by one SP for the deta.hoent.
b The unit s(s up iD aoy road hex fron 3906 to 1612.
c This wN Youne\ brigade but, bec.use ofYoungt wounds, Wrisht was in command.
Allconfedcr.te .ltillcry scctions b.gin the gade with two rounds oflmmunirion.
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headed west to stop him.
On the evening of]une 10, 1864, Hampton’s
force encamped along the Louisa-Gordonsville
road, strung out for several miles, although
Hampton’s troops were prepared for anything.
Sheridan, however, was encamped just several
miles to the north, intending to take the Oak-
land road into Trevilians Station to cut up the
rail lines there. He had five brigades, four of
which he sent out on the Oakland road. Cus-
ter‘s brigade was sent on a rear road toward
Louisa Courthouse, several miles east of Trevi-
lians Station.
Sheridan's approach (Merritfs reserve brigade
was in the lead, moving slowly thorugh the
heavy woods and twisted undergrowth) was
spotted by pickets fiom Butler’s brigade. When
the word of contact came, Butler‘s entire bri-
gade of riflemen, supported by Young’s brigade
(commanded by Col. Wright in Young’s ab-
sence), headed north on the Oakland Road,
north of the railroad, to meet the threat.

Given the horrifying terrain (the entire area was
heavily wooded, with few clearings), most of
the action tool: place dismounted. Merritt and
Devin fought what appears to be a see-saw
battle against Butler and Wright around the

Poinde:-rter House (see map) for several early
morning hours. Both sides claimed they pushed
the opposition back, but it appears that the
weight of the Union force, by now quite adept
at disrnotmted combat, began to tell and both
rebel brigades began to fall back toward 'I1'evi-
lians Station. Rosser’s brigade to the west
hadn’t moved yet.

Lee's division had moved north in the morning
only to run into Custer‘s brigade heading south
toward Louisa. (All of this happened just off
the map to the east). After bouncing off Wick-
ham‘s brigade Custer took a quick turn down
an old, wooded trail that cut into the main road
between Louisa and Trevilians Station while
Lee regrouped in Louisa. It was thus that about
S AM. Custer emerged along the railroad to
find himselfin I-lampton’s rear. Being Custer,
he immediately charged down the road toward
Trevilians, capturing Hampton’s train plus a
battery of guns, as well as throwing a tremen-
dous fright into the Confederates, already hard
pressed by the rest of Torbert’s division to the
north.

Help, however, was quickly at hand. First
Rosser’s brigade, finally alerted to the battle,
came thundering eastward down the road to
halt Custer. In the meantime, I..ee’s division

[2122] Confederate Order of Battle

COMMANDER or Unit
HAMPTON
Supply Wagon
BUTLER (Hampton)
4 SC
5 SC
6 SC
Hart (independent)
Detachment (4 SC)
WRIGHT‘ (Hampton)
'1' Ga
Cobb's Legion
Phillip’s Legion
20 Ga Bn
Thomson (independent)
RDSSER (Hampton)
7 lib
11 Va
12 Va
35 Va En
Frrznuon LEE
WICRHAM (Fits Lee)
1 Va
215a
31-fa
4Va
Losnot (Fitz Lee)
511a
6'11‘:
1511a
Chew (independent)
Supply Wagon (independent)

'1' Units can be set up in or adjacent to the indicated hex.
a One battalion is reduced by one SP for the detachment.

Formation

mounted column
mounted column
mounted column

limbered
dismounted

mounted column
mounted column
mounted column
mounted column

limbered

dismounted
dismounted
dismounted
dismounted

any
any
are
any

3111’
. any

any
limbered

b The unit sets up in any road hes from 3906 to 3612.
c This was Young’s brigade but, because of Young’s wounds, Wright was in command.
All confederate artillery sections begin the game with two rounds of ammunition.
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Strength

fin.
full
full
full

I

full
full
full
Full
full

EEEE

EEEE
liill
fiull
0.111
fitll

Hex

391 9
3221

3220 '1'
3220 '1'
3220 ‘|'
3220 +
3220 '1'
road“

4021 ‘l'
4021 +
402l '1'
4021 '1'
4021 '1'
4021 *1‘
1709 ‘l’
1709 '1'
1709 -1-
l709 '1"
1709 +
5027
5027
5027
5027
5027
5027
5027
5027
5027
5027
5027
5027

Turn

start
51311
start
Still‘!
51011
$15311
start
812111
S1311
B1311
813.11
B1131‘!
S1311
start
start
S1811
S1011
BIZBII
start
0900
0900
OQKHJ
(EH10
090K)
0900
0900
(N900
GEKND
00fNl
17900
0900

entered the battle from the east, catching Cus-
ter’s brigade in a crossfire. Custer, with some
neat derring»do, managed to extricate himself
from this precarious situation without too much
harm, but the battle raged on amidst much
confusion for the next several hours, with each
side appearing to be in each other's rear. By the
time sundown arrived, Sheridan had pushed
most of Hampton’s troops west past Tieviliaus,
wh.i.le Lee’s division was obliged to fall back
upon Louisa.

After both sides rested and recouped during
the night of the llth-12th, dawn greeted the
commanders with an entirely new situation.
All of Hampton’s force (Lee had circled
around to the south and west via some old
roads), straddled the roads to Gordonsville
and Charlottesville, both possible Sheridan
objectives. Sheridan opted for tearing up
tracks instead of rebels, so it wasn't until
3 RM. that his two divisions moved out.
Running out of both food and ammo—and
unaware that Hunter was not where he was
supposed to be—-Sheridan decided to try to
return via M-allory’s Ford across the North
Anna. Hampton blocked his way and for over
sis hours—and seven assau1ts—Sheridan tried
to push Hampton back. But Hampton and
Lee held and Sheridan was obliged to retire
via the route he arrived.
Who won? Both sides lost slightly over 1,000
men (including wounded),rnore losses than at
Brandy Station. Confederate losses were
almost 20 percent of their total force. In fact,
Trevilians Station was easily the most costly
cavalry battle in the war. As far as gaining
objectives, Sheridan did rip up a lot of rail
but he failed to link up with Hunter (who
wasn’t at the rendenous anyway) and had to
retire. Hampton did get pushed around the
first day, almost losing his wagons, but his
men staunchly held their ground against the
Union on the 12th. A convincing argument
could be mounted for either side.

[27.1] LENGTH OF GAME
[2111] The game starts with the 0530 turn
ofJune 11. It may end at the completion of
the 1930 game turn ofthat day if either side
has fulfilled certain conditions; otherwise, it
continues into the following day, Iune 12.
[27212] The game turns on Iune 12 are some-
what abbreviated. If the game proceeds into
the second day (see 27.14) it picks up with
the 1500 game turn and proceeds until the
end of the 2100 game turn.

[27.l3] The night turns—2000, 2030 and
2l00—are used only for the second day, June
12 (see 27.4).

[2'i’.l4] Play proceeds to June 12 only if the
following things do not happen:

a) The Union player holds (see 27.61) hexes
2913 (Trevilians Station), 1101, and 0115; or
b) There are no unrouted, undisordered
Union combat units that are in command
control west of heitrow 35H, inclusive.



Ifeither ofthe above situadons lpplies ar rhe
end ofth€ Jun ll turn, th€ same isover(see
Victoryj 27.6).

[27.15] The Coofederate playcr moves first
in each day's gam€ rums, except that in the
fi6t gan. turD ofeach day (0530 of Jme ll
.nd 1500 ofJue 12)th. Colfederare player
dcs nor rcceive. pl.y€r tum. (Thus, iD
those 8an. rums, rhere is only one player
um the Union's-insread ofrhe usual rwo.)

[27.21 ORDERS OF BATTLE,
DEPLOYMENT, AND
REINFORCEMENTS

[27.22] Union Second Day Deploynent
If rhe gam€ preecds ro a sond day aI Dirs
are r.hoved from thc oap. AU Union uils
reDaining in play ihen are placcd within four
hqes of Trevilians Sr.tion.

[27.24] Confede.ate Second Day Deplo]dent
Ifrhe second day is played (s€€ 27.12), ar rhe
end ofthe Jue ll, 1930 gan.'iurn, all CSA
uits are reooved from the sam. map (re'
gardc$ ofrheir coodition) and pleced b.ck
on the map prior lo sraningJune 12 as fol-
lows: CSA dits may be plac€d iD any hq
west ofsnd in luding herow l8rr. The
CSA pllyer msy placc five breasrworts (not
rifle pits) coures with .ny combat units hc
chooses. (Giv€o thc limitations ofthc courd
Di!, hc dlay have to throw in a few ofhis
own making, bui thaCs life iq th€ Blow lane.)
Ifyou are rhe Conf€d.rate player, see rhe
vidory conditiors (27.6) to dercroiD. where
b€st to place your m.n.

[27.3] FrRST DAY RESTRICTIONS
Y$J resdcrions are e.rificialj howcver, ir is
the only way we ca! reproducc th. sigtrifi-
cet "lact oftnowl.dgc'! thar bampc.ed
both sidcs in tbis battle.

[27.31]No CSA unn m.y move wirhio one
hd of th. rail Mlitrg froE ,t423 ro 5012
@til citber a CSA uair achieves a LOS lo
ey one of C$rer'. unitsj or Custer attacks
ey CSA 6it- This, ofcou$e, applies obly
to voluotary Dovemcntr noi ro rct.cats or
orh.r, ilvolunrary moves.

t2?.321The Confedererc supply wagon in
h* 3221 may trot move uril ir hes a LOS ro
. Uoiot combat unit, or is arracked.

[27.33] Ro$er's brig.dc my nor chsge
formation or nove unril0830.

[27.34] Cusrer'sbrisade musr prceed(ar at
lest ! walk) roward Tr.vilios Sradon udl n
obtains a LOS ro a Confedeftt. unii. Ii may
nor move voluntarily easr of hex 4423 unril
0900.

[27.35]Th. tbnst oftb. abovc is lhat nei-
ther Hrnpron f,or Custer Lnce wbat was
b€hind thcn.I! iBt.nces ofconflicr, please
use this princjple io guide any decisions.

[27.41 NIGr{T TURNS
[27.41]Th€re are two difie..ot rypes ofnight
rums in lhis sc€nario,both ofvhich come

into €flct only ifthc sccond day will be
played. Thc fust rype is the Night Interim, a
so.i of intcrphas. b.tweo days one hd two;
rhe Rord type is reguld rus (2000, 2030,
dd 2100) tbat havc ccnah re$rictions be-

[27.42] In the Ni8ht lnlerim phasc aU unirs
are rcoo!€d froD rhe m.p for 3.cond <lry
deplorndrj regardl.s ofrh.ir st.rus. This
includ.. sunornded units.

[27.43]All cavalry unirs (!ot anillery)rhat
have .urlftd lo*s may recover srleD$h
poilts durirg rhe Nithr Int.rim phase. Roll
for each individual batralio! thar has suffered
a los; ifthe die rou is a 5 or a 6, that unit
rsovers one SP. Adiust both th. codter and
the rosrtr shet ro r.fl.ct rlis rccovery ID
addirion, aU rout.4 disordered, ald pinned
uDils are rerurncd ro holtrl slltus.

t2?.441h i. possible foi. brig.dc that has
qceedcd its o.igin2l BCE level ro eo bacl
utrd.r that limit by rccovering strenFh
poinls as p.! 2?.43. Ifa brigade recoveB
enou8h SPs to placr it bact ulder irs srared
BCE it has recovercd BCE an4 onc. again,

[2?.45lDu.ing nighr $rns the movenent
poinr cosr ro edter woods hexes is infieased
by onc- Mo.eover, there is no rapid narch
tro. may moutcd c.v.l.y trot or cante..

t2?.46i The comm.nd ndius of all leadeG is
.educ.d by on€ during night lu.ns.

[27.4?lAlthougb aseul$ oay eor, Do units
c8 .har8e or ounter-charge.

[27.48]The ldailnM mge of all sEEll rm,
rcgardl.is oftype, ir Fro hd€s. MoNve4 thc
srm$h nuhipL for mgc is balv.d, rctajning
&a.rions. Cfta a 'h b.con6 a 'r.) Ar.ilery
(ruot fre morc thd rhre hq6, dd irs 6g€
nurtiple ir halv!4 ss above.

[27.491 Duting night t@s add oDe rc all die
rous for Morale Ch.cts.

[27.5I BUTLER'S BRIGADB
ButleCs brigade, consisting of$re South
C€mlina Egine s w lot Eury €vdry. The
ui$ wcrc mmr€d infdtry, @rq,DC "bn8
Tom!" (thebanded Enfield rifled msk€$)
They w.rc mo.e Buited ro lhe !. of@varry
op.mtios and @mb.r fiat ()@!rcd duilg the
last 

'q 
ofthe ear. Moreo€ most ofihe dits

had ben .eel€d tRndy &oD noosmbqr
duty and hld ss litdc actior. They de lhus
subiect to th. SeioE rhc Elcphaor nrle (14.16
dd 14.17). Ho*Mr, si.e lh* wde nMted
infaltry N th€ "Mouled" tNlr whs rh.y
de di$nouted and subrEcr ode whq they u€
bountcd (rseBing the dom.l us ofthe

[27.61 I'TCTORY
[2?.61]At the €od ofthe 1930 turo ofrhe
fiBt dsy, the Udion player automatically
wins if h. conrrol. aU thfte of the hdes
listed b.lop.'Ib conrrol a hcx the playe! nust
eith€r @tupy ih. hex or be rh.la$ ro hav. a

unit pas through rh.t hex. The player 6ust
b. able to trac€ a line ofcoDhunication from
each ofrhose hex.s to th€ overall Union
commander (sheridan, uless h. is replaced).
A lin. of connunicatioDs ; a parh ofbqes
which des nor in.lude eneny conbat unirs,
ZOG, or impassble rerain.
l. 29i8 (Treviliens station)
2.  I  l0 l
3.0115

[27.6214t lhe dd of*E 1930 rh ofde fiBr
d.y th. ConlideEr. plalq auromdely wins
if iherc N rc u@te4 udisordcrc4 or
spinned Union.onbar uirs ir coMd
@ntrol wesr of h*ow 35##, lncluire.

127.631 If deither ofthe abole ocaB rhc
8de proceeds into rhc s.cold day oune 12)
abd-aft.r ihe NiSht Interio phase-a new
Ft ofvictory conditions appli.s (s€€ 2?.64).

127.64lThe einn.r ar lhe end ofrh€ wcond
<lay is Ih. player wirh rhe nosr victory
points. Viciory points are awardcd as fouows:
a) Each player receives one VP for each
enemy str.ngrb point.limioated al the end

b) Each player re.rives three VPs fo. ea.h
€nemy brig.de commdder removcd from $e
grme and nve points for @ch ove.all or
divisional conmarde..liDilared; and
c) Each play€! receives on€ VP for each
en€oy artillery srelgth poinr lost,

[2?.65] In addidon ro 27-64, thc Udion
playcr rcccives victory poirts for ditinS
unirs rrom the map (second day only). He
ieceives th€s€ points per unil {ban.lion or
*ctioDj non<ombar sts do not cout), lnd
he only rKeives poin$ for ulirs which qit
rhrough l siogle hcx. Thus, h. ca.not mov.
uDit8 offrhrough rwo differenr hcxcs md
claim viaory points for all ofth.mi he must
chl)N a speifrc cxit hd ud idedtify th.
h.x to his opponcor imediarely .Iier ibc
third Union uoil cxi$ th€ nap (to keep thc
CSA suesing for a while, ar le.s0. Poinrs are
a*ard.d for qiting rb€ following bqes:
ll0l I poinr p.r uit
0ll5 2 points per unit

[27.661 Ifthe UnioD plqrr fans ro qir ar lesr
two Dits, the CSA playq re.eiv6 fiv€ poilts.
Ifth. Union playd f.ils to dit any conbat
uits, the CSA plaler reives tcn \iPs.

[27-67]The playcr wirh thc mosr VPs wins.
(Hbtoriellt both sides claincd a Faio.
vicrory which is tu.rherpr@fthat no on.
reauy knows what wenr or-or to *hat
€ffect-for rhos r'r,o days.)

[27.71 OPTTONAL RULES

tz?.TllRosser's brigade is nofieleased auro-
matically at 0830. lnstead, th. Corfederare
player roUs onc dic at the beeinnin8 ofth€
0700 lurn, and cvery slbsquent tum.Ifrhe
n6b.r roll€d is a six, Ro$els blisade c.n
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If either of the above situations applies at the
end of the lune ll turn, the game is over (see
‘victory; 216).
[2115] The Confederate player moves first
in each day’s game turns, except that in the
first game turn of each day (0530 of Iune ll
and 1500 ofJune 12) the Confederate player
does not receive a player turn. (Thus, in
those game turns, there is only one player
turn—the Union’s—instead of the usual two.)

[212] onnntts on BATTLE,
DEPLOYMENT, AND
REIIQFORCEMENTS

[2122] Union Second Day Deployment
If the game proceeds to a second day all units
are removed from the map. All Union units
remaining in play then are placed within four
heites of Trevilians Station.
[2124] Confederate Second Day Deployment

If the second day is played (see 2112), at the
end of the June ll, 1030 game-turn, all CSA
units are removed from the game map (re-
gardless of their condition) and placed back
on the map prior to starting June 12 as fol-
lows: CSA units may be placed in any hex
west of and including hertrow 181‘! . The
CSA player may place five breastworks (not
rifle pits) counters with any combat units he
chooses. (Given the limitations of the counter
mint, he may have to throw in a few of his
own making, but that’s life in the slow lane.)
Ifyou are the Confederate player, see the
victory conditions (216) to determine where
best to place your men.

[213] FIRST DAY RESTRICTIONS
Yes, restrictions are artificial; however, it is
the only way we can reproduce the signifi-
cant “lack ofknowledge” that hampered
both sides in this battle.

[2131] No CSA unit may move within one
hett of the trail rtmning from 4423 to 5012
until either a GSA unit achieves a LOS to
any one of C.uster‘s units, or Custer attacks
any CSA unit. This, of course, applies only
to voluntary movement, not to retreats or
other, involuntary, moves.
[2132] The Confederate supply wagon in
hes 3221 may not move until it has a LOS to
a Union combat unit, or is attacked.

[2133] Rosser's brigade may not change
formation or move until 0830.

[2134] Custer’s brigade must proceed (at at
least a walla) toward Trevilians Station until it
obtains a LO-S to a Confederate unit. It may
not move voluntarily east of hex 4423 until
D900.

[2135] The thrust of the above is that nei-
ther Hampton nor Custer knew what was
behind them. In instances of conflict, please
use this principle to guide any decisions.

[214] NIGHT TURNS
[2141] There are two different types of night
turns in this scenario,hoth of which come

into effect only if the second day will be
played. The first type is the Night Interim, a
sort of interphase between days one and two;
the second type is regular turns (2000, 2030,
and 2100) that have certain restrictions be-
cause it is night.
[2142] In the Night Interim phase all tmits
are removed from the map for second day
deployment, regardless of their status. This
includes surrounded tmits.
[2143] All cavalry units (not artillery) that
have suffered losses may recover strength
points during the Night Interim phase. Roll
for each individual battalion that has suffered
a loss; if the die roll is a 5 or a 6, that unit
recovers one SP. Adjust both the counter and
the roster sheet to reflect this recovery. In
addition, all routed, disordered, and pinned
units are retumed to normal status.
[2144] It is possible for a brigade that has
exceeded its original BCE level to go back
under that limit by recovering strength
points as per 2143. If a brigade recovers
enough SPs to place it back under its stated
BCE it has recovered BCE and, once again,
operates normally.
[2145] During night turns the movement
point cost to enter woods hexes is increased
by one. Moreover, there is no rapid march
nor may mounted cavalry trot or canter.
[2146] The command radius of all leaders is
reduced by one during night turns.

[2147] Although assaults may occur, no units
can charge or counter-charge.
[2148] The maudrnutn range of all small arms,
regardless of type, is two hexes. Moreover, the
strength multiple for range is halved, retaining
fractions. (Thus a ‘I2 becomes a ‘I-t.) Artillery
cannot fire more than three hexes, and its range
multiple is halved, as above.

[2149] During night turns add one to all die
rolls for Morale Checks.

[215] BUTLER’S BRIGADE
Butler’s brigade, consisting of three South
Carolina regiments, was not truly cavalry. The
units were mounted infimtryg carrying “Long
Toms" (three-banded Enfield rifled muskets)
They were more suited to the type of cavalry
operations and oombat that occurred during the
last year of the war. Moreover most of the units
had been recalled recently from non-combat
duty and had seen little action. They are thus
subiect to the Seeing the Elephant rule (14.16
and 14.17). However, since these were mounted
infantry, use the “Mounted” result when they
are dismounted and subtract one when they are
mounted (reversing the normal use of the
table).

[216] VICTORY
[2161] At the end ofthe 1930 turn ofthe
first day, the Union player automatically
wins if he controls all three of the hexes
listed b-elow.To control a hes the player must
either occupy the hex or be the last to have a
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unit pass through that hes. The player must
be able to trace a line of communication from
each of those hexes to the overall Union
commander (Sheridan, unless he is replaced).
A line of communications is a path of hexes
which does not include enemy combat units,
ZUCs, or impassable terrain.
1. 2918 (Trevilians Station)
2. 1101
3. 0115
[2162] At the end of the 1930 turn of the first
day the Confederate player automatically wins
if there are no unrouted, undisordered, or
unpinnod Union combat units in command
control west ofhearow 35H‘, inclusive.
[2163] If neither of the above occurs the
game proceeds into the second day (June l2}
and—after the Night Interim phase—a new
set of victory conditions applies (see 2164).
[2164] The winner at the end of the second
day is the player with the most victory
points. Victory points are awarded as follows:
a) Each player receives one VP for each
enemy strength point eliminated at the end
of the game; and
b) Each player receives three VPs for each
enemy brigade commander removed from the
game and five points for each overall or
divisional commander eliminated; and

c) Each player receives one VP for each
enemy artillery strength point lost.

[2165] In addition to 2164, the Union
player receives victory points for exiting
units from the map (second day only). He
receives these points per unit (battalion or
section; non-combat units do not count), and
he only receives points for tmits which eitit
through a single hes. Thus, he cannot move
units off through two different heites and
claim victory points for all of them; he must
choose a specific exit hex and identify the
hea to his opponent immediately after the
tltird Union unit eitits the map (to keep the
GSA guessing for a while, at least). Points are
awarded for exiting the following hoses:
I101 1 point per unit
0115 2 points per tmit

[2166] If the Union player fiails to eitit at least
two tmits, the CSA player receives five points.
Ifthe Union player fails to mil any combat
units, the CSA player receives ten \l"Ps.

[2167] The player with the most VPs wins.
(Historicallyr, both sides claimed a major
victory, which is fiirther proof that no one
really knows what went on—or to what
effect—~for those two days.)

[am] OPTIONAL antes
[2171] Rosser's brigade is not released auto-
matically at U830. Instead, the Confederate
player rolls one die at the beginning of the
070-D turn, and every subsequent turn. If the
number rolled is a six, Rosser's brigade can



rh.r rurn. Th€ brigade ce
moviig autonatically on the 0900 turn
br nor be.o roucd by that timc.
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d(ng th. mcl and borh playcF rol 6c
to d.tcrnine i|hdbcr thii rur iB

B.gniling ar l6CJ0, skip ttro tums if
rclb arc tied This nrlc Epplic! only to

a ll, tror lue 12.

.01 TERRTBLE
SWIFT SWORD".GAMEEXPANSION
d...liq rhe m+ for Th. Hoe Soltid

digB vith .b. an@ cde! of
B fr@ tl' TERRIBLE SWIFT SWORD
Thi! ciE rhc. diebad onncrs ofTER-

sue shNld not bc ucd in cith.r rh( sue or
rhis, The$ uit! wsc 6ig!.d ro h*dquans!
duty dd did mt Plrticipd. in onbrr d G.rye
bug. R.duce thc BCE li6it! for both pridt

I28.l2l Ttc boe b.ncry EG 4 US 2/C{v sbould
!.v. f@ TBs, oot tou N. s p.inrcd, Us tn. E,l
US b.acry .lutcr frob rh. REBEL SAIERS
su.i n Ept*ns rhc @. uir wih tn. @recr

[28,13] Tn. ofi.d I. Ge88 i! TER&IBLE
SVIFT SVORD n t!. 3u. s J. Grqs in this
srme (his tull n.oc wd J. INin CEss).

[28.2T SCENARIO ERRATA
AND CIIANGES

In all disdsiom ofchhgd, ihe HoN
SoldicB ot Gcttysbu.g tn.p is rcfcrcd to as
D'P D.

12211 St sins .r.6 7, 8, lnd 9 rr. oilrlaid by
E p D. AU EfeE .s to t!.D shdrld b. ig.
ddd Tbe Huntaltovn Roed (lrq D 0233I
lb.Ydt Pit (bd D 010U tL H.noE Rod
(hq D 44oI) snd dE ld Dutch R@d (hq D
6116)@ all con6iddld 6tMc hqe to rhe
@p. ra rcinfdam.nCs .rtrance b€r on @p
D is blelad, simply ot r the rcinfor@t
oDto dr€ nap at a n€rJby hcx unblocl€d by an
enemy 1lnir d me of control, one game rm

[22.541 The last rlltcncc ahould rer4 "It
co6tr abre 8de tums to bovc b.twd dy
adia@r sragiq de witb rb. {eptios of 3
ro 4 ud 4 to 5, which cost teo gas. tumsi
ud 2 to 3 ard l0 ro I l, rhicb cost six gaDe

[34.421The Codid€rate playlr has dte abjfty
ro sit utu nom th. sth.dE of mp D. If
hc choo6€. to do so, and h€ sstbfB the follo*
ing condnions, bc mry shift the outcome ofthe
gaDe onc viaory lcv.l in his favo..
a) A DiniDu oftuu non"BCEd inhnrry or
eElry brigodd rbult b. ditcd. One qitcd
tbe unir. may o.rtr rctum to tbc glse nap,
b) A line of cotmuietioD codpos.d of
dorougbfrr. h.c fc ofcncEy uits ed
eo€Ey aD.s ofcontrol nust bc tr.cid ftom
the south €dgr of mlp D b€d to SA 2.
c) rconfederarc units .ritcd the m.p rd
rhis line ofcobbunicqtior is oot inracr ar ibc
eod ofth. Conf.dcratc 1940 player rum on
July 3 thc outconc ofth. grmc is shifted one
victory l.vel in fsvor ofthc Union playel
(Tb$. .e..ds r.ncct thc cffect ofa l.rg.
body of Confed.Etc tops sinirg sskidc o
mior UDion linc of comunicatior. dd th.
@eM cff6t should tbor. Coof.dcEt.
r@F t€ cat otrfroh rhcn om 5Ey.)

I3a.a6l AI uirs of D. Gnss's divisim e-r'Gv)
plu E I US hor& dilrty 3botdd bc d.ployed
wihh l0 heses of4306lon rh. H(B Soldi.6
bap). All r€iD.nts src fstigucd.

134.44 Deploy aI unirs as lin€d in The Holse
SoldieB st G.tttrbug. Th. TERRIBLE
SWIFT SWORD r.gimcnbvblttery ltrMts
shornd be d.plord wherc thc "0" battalion or

secdon bclongs. The La. Glsrd .nillcry bon€ry
in hes B 2219 3hould b. at ! sttdgth of2 snd
ibe b. Guard counter 6on the REBEL SA-
BERS grrnc shouLl be pbed s pd the scF

Units listcd in thc REBEL SABERS" s.tup
a bcloDgi.g to Fc.guront b.igad..ic listcd
as J.nkiDs'r brigud. in fiRRIBLE SWIFT
SVORD (A. Jcorins eas voundcd durilg
ih. fighting). Pley.G nust sub6ritutc .ith.r r
r€placcm.trt omd or ibe Ferguson @ur.t
fiom th. REBEL SABERS samc (play.rB'
option). Units ofth; brig.de u out of
lmmo.nFime a on. is rolled o! the TERRI-
BLE SWIFT SWORD Firc Combat R.sulrs
tablc uotil rcsupplied f.oD Stuanb supply
w.gon. Oncc rcsupplied, their anmo situs-

Dclcte Idbod.D's b.igade ftom thc hisrcriql

Ncith.r sid. h8d its @valrt $pply v.gons in
ihc a.ca shown oo th. erme rn3ps. Playcrg
may h.ve thcs. Fagors entd as follo\rs:
.) Stuank supply-tum 1300, SA I
b) 3/cav (USFtm 1340, SA I I
c) 2/C.v (Us)-tum 1500, hex D 6l16

[34.4? E] Thc l.sr liDe shourd rc.d, "Uoion
condirioncl rcinfo.cemenrs due.r 1400 on
staSing orc8 9 or l0 and reinforc.E.nG duc
.t 1600 do not app€!r."

[35.12] Stu{t is not required to vithdrav.
Play.r's tr witbdEe hin or kep hiD
arou $ rh.y pl@s.. His er€by einot
vith&av,/ though SA 12.

[35.14] Hampton'3 briFde eoteB ai 0700 on
July 3, in coll|mn, at hd D 0232.
Imbodcnh brisade is an optional reinforce-
mcnt (1200July 3, SA 1).

[35.15] No Confcde.lte cinforccmcnt Day
.ntcr thc g.D. D.p 4t of the Hut.Brown
Roa4 hcx D 0233.

135.21 Cl Thc afIecld eltilldy mit should
b. E, G I Us (zc6v), aor E G I Us(2/
c:')
[35.21 B,gDl Union coDdirioral rcinfore-
dedts arrirc in the follovinS mannd:
a.! Tbb. U!tr!
D4401 1200, July 2 D. GREGG,2/Cav,

ElUSAny
(dll frtisu.d)

D 6116 0800, July 3 CUSTE& 2/3/Cry,
M 2 us Arty (Uc.v)

SA rl 1340, hlr 3 KII?ATRICK, l/3/Cev,
3 Ce Supply, E 4 US Any

SA 12 1,100, tdy 3 MERtuTI; R6/tC.v,
K 1 Us Any (2/c.v)

[35.251UDioD.cirforc@eors sh.dul.d to
Epp.u at SA l0 my, .r ih. Uoion playcr's
option, oppdr at h* D 6l t6 i6te4 at th.
tim.ltut.d. Hov,Ever, ro Union reinforcc
b.nt may .ntcr the gme map at D !t401 or
abovc €xcept for D. Glcgg's division,0s
listed. Additionally, no Union.einforcemcntg
my .ntc. m.p D ifthe Corfede.lte plcyc.

(Buford', qElrr division opsn d

SVIFT SVORD plalt'! who
to ldp lhjrts siDpl. d iEt .dd rh.
Soldi.G at Gdrrburg E p ro ihcn

toDG pLysbiliry in th. Euch |[g.r
TBRruBLE SVIFT SVORD s.E. for thc

of. fe nsby evalryE.n. Cas. 29.0

s.tup rnd adiust dlc cavatry rein.
sct dde slighdy, rlong with th.
llfir s.eierio, whil€ lcaving thc

TBRRJBLE SVIFT SVORD nrlc' $ricdy as
mit&., Yd @ do thi by uing thc nncs dEr
bcdilt b folow: 28.1 and 28.2.
Tho!. phycrs who insist on adding solnc of
th! ncc, a6d more ompld crvelry .ul.s
6!m thc REBEL SABERS' g3m. wiU s.qi.

lnoiid6 rb. speific.ules adiustmat! thrt
ur nec€sry. Hoeeeer, r.mcmbc. tbar th.
r.|lc ofmcd pd strdgrh poitrr i! difi.r.nt
tctvcctr tbc r{o gd.s, Bo you mwt usc
TBRIIBLE SVIFT SWORD'S onc-countc.
rcgincD$ for the conbined game. The cnrir
bllowins rules s.ction should bc used wheo
li ilg thc two gamer. Playe$ must reqlize
tht onbininS c.nain mlcs f.om thc rwo
!rn6 lfil itrcvirlbly cret sobc anomlli$.
* ur8. you to use comon s.!s. i! thcse
dnl$ion! md if yo C.mot sgr.c oo how ro
iltcig.r. speift sirurioo, ue thc TERR!
BLE SWIFT SWORD rule6 as writt.n.

P8.{ Thc TERRlBrc SWIFT
SWORD Gadc
CAVALRY ENRAIA

ta.l rl 1llo ui$ (l Pa l/2/c, od 4 P. 3/2/c)
rtict.ppd i! tn. TERRIBLE S! FT SWORD

moving that turn. The brigade can
moving automatically on the 0900 turn
has not been rolled by that time.
Itme ll was a particularly hot day, and
contributed to several lulls in the
Beginningwith the 1400 turn ofJune

hothplayers roll one dieatthe start ofthe
Ifthe rolls are tied, play skips ahead to

next turn. The turn marlter is advanced one
along the track and both players roll one

to determine whether this tum is
Beginning at 1600, skip two turns if

dice tolls are tied. This rule applies only to
ll, not June 12.

[2s.0] TERRIBLE
SWIFT swonne
GAME EXPANSION

»-As noted earlier, the map for The Horse Soldiers
with the eastem edge of

:rnlpHfi'omtbeTERRIBLESWIFT SWORD
This gives those die-hard owners ofTER-

SWIFT SWORD the opportunity to
’-‘luv: the entire battle area, including the cavalry

coveted by the addition of the fourth map.
TERRIBLE SWIFT SWORD is primarily an

game with mounted cavalry strictly a
(Buford’s cavalry division operated

primarily distnntnued).
"TERRIBLE SWIFT SWORD players who

to keep things simple can just add the
"Hus: Soldiers at Gettysburg map to their
"Gettysburg setup and adjust the cavalry rein-
forcemears schedule slightly, along with the
"High-Water Mark scenario, while leaving the
TERRIBLE SWIFT SWORD rules strictly as
written. You can do this by using the rules that
ilntnedistely follow: 28.1 and 28.2.

Those players who insist on adding some of
the new and more complex cavalry rules
fiorn the REBEL SABERS“ game will sacri-
-fice some playability in the much larger
TERRIBLE SWIFT SWORD game for the
sake of a few flashy cavalrymen. Case 29.0
provides the specific rules adjustments that
are necessary. However, remember that the
scale of men per strength point is different
between the two games, so you must use
TERRIBLE SWIFT SWORD‘s one-counter
regiments for the combined game. The entire
following rules section should be used when
linking the two games. Players must realize
that combining certain rules from the two
games will inevitably create some anomalies.
We urge you to use common sense in these
situations, and if you cannot agree on how to
interpret a specific situation, use the TERRI-
BLE SWIFT SWORD rules as written.

[28.1] The TERRIBLE SWIFT
SWORD Game
CAVALRY ERRATA

[-18.11] ‘live units (1 Pa U210, and 4 Pa 3121(1)
which appear in the TERRIBLE SWIFT SWORD

game should not be used in either that gatne or
this. These units were assigned to headquarters
duty and did not participate in combat at Gettys-
burg. Reduce the BCE limits for both parent
brigades to 5 out of 9.

[28.12] The horse battery E,G 4 US 2lCav should
have four TBs, not four his as printed. Use the E 4
US battery cotmter from the REBEL SABERS
game; it represents the same unit with the correct
weapons.

[2313] The officer I. Gregg in TERRIBLE
SWIFT SWORD is the same as J. Gregg in this
game (his fiill name was]. Irwin Gregg).

[28.2] SCENARIO ERRATA
AND CHANGES

In all discussions of changes, the Horse
Soldiers at Gettysburg map is referred to as
map D.
[22.1] Stagingareas 7, 8, and Qareoverlaidby
m.apD.Allreferencestothemshouldbeig-
noted. The Hunterstovm Road (hex D 0233),
the York Pike (hex D 0401), the Hanover Road
(hexD440l),andtl'iel..owDutchRoad(hexD
6116) are all considered entrance hexes to the
map. Ifa re.inforcement's entrance hex on map
D is blocked, simply enter the reinforcemt
onto the map at a nearby hex unblocked by an
enemy tmit or zone of control, one game turn
later.
[2254] The last sentence should read, “It
costs three game turns to move between any
adjacent staging area with the exceptions of 3
to 4 and 4 to 5, which cost two game turns;
and 2 to 3 and 10 to ll, which cost six game
turns."
[34.42] The Confederate player has the ability
to exit units from the south edge of map D. If
he chooses to do so, and he satisfies the follow-
ing conditions, he may shill the outcome of the
game one victory level in his favor.

a) A minimum of four non-BCEd infantry or
cavalry brigades must be exited. Once exited
these units may never return to the game map.

b) A line of communication composed of
thoroughfare hexes free of enemy units and
enemy zones of control must be traced from
the south edge of map D back to SA 2.
c) Ifflonfederate units exited the map and
this line of communication is not intact at the
end of the Confederate 1940 player turn on
July 3 the outcome of the game is shifted one
victory level in favor of the Union player.
(These awards reflect the effect of a large
body of Confederate troops sitting astride a
major Union line of communication, and the
reverse effect should those Confederate
troops be cut off from their own anny.)
[3-4.46] All units ofD. Gregg’s division (2:'Cav)
plus E 1 US horse artillery should be deployed
within 10 hexes of4306 (on the Horse Soldiers
map). All regiments are fatigued.
[3-4.-47] Deploy all units as listed in The Horse
Soldiers at Gettysburg. The TERRIBLE
SWIFT SWORD regimental-lbattery counters
should be deployed where the "a" battalion or

35

section belongs. The La. Guard artillery battery
in hex B 2219 should be at a strength of 2 and
the La. Guard counter from the REBEL SA-
BERS game should be placed as per the sce-
nario setup.
Units listed in the REBEL SABERS" setup
as belonging to Ferguson’s brigade are listed
as Jenkins’s brigade in TERRIBLE SWIFT
SWORD (A. Jenkins was wounded during
the lighting). Players must substitute either a
replacement officer or the Ferguson counter
from the REBEL SABERS game (players‘
option). Units of this brigade run out of
ammo anytime a one is rolled on the TERRI-
BLE SWIFT SWORD Fire Combatllesults
table until resupplied from Stuart’s supply
wagon. Once resupplied, their ammo situa-
tion is normal.
Delete Imboden’s brigade from the historical
scenario.

Neither side had its cavalry supply wagons in
the area shown on the game maps. Players
may have these wagons enter as follows:

a) Stuart’s supply—turn 1300, SA 1
b) 3!Cav (US}—turn 1340, SA ll
c) 2lC.av (US)—turn 1500, hex D 6116
[34.47 E] The last line should read, “Union
conditional reinforcements due at 1400 on
staging area 9 or 10 and reinforcements due
at I600 do not appear.”

[35.l2] Smart is not required to withdraw.
Player's can withdraw him or keep him
around as they please. His cavalry cannot
withdraw through SA 12.

[35 . 14] Hampton's brigade enters at 0200 on
July 3, in column, at hex D 0232.
Imboden’s brigade is an optional reinforce-
ment (1200 July 3, SA 1).

[35.l5] No Confederate reinforcement may
enter the game map east of the Hunterstown
Road, hex D 0233.

[35.2l C] The affected artillery unit should
be E, G 1 US (2lCav), not F, G l US (2!
Cav).
[35.2l B,C,D] Union conditional reinforce-
meuts arrive in the following manner:
Hex Time Units
D 4401 1200, July 2 D. GREGG, 2l'Cav,

E 1 US Arty
(all fatigued)

D 6116 0800, July 3 CUSTER, 2l3l'C.av,
M 2 US Arty {1lCav)

1340, July 3 KILPATRICK, 1l3lC.av,
3 Cav Supply, E 4 US Arty

1400, July 3 MERRITT, ReslllCav,
R. 1 US Arty (2l‘Cav)

[35.25] Union reinforcements scheduled to
appear at SA 10 may, at the Union player‘s
option, appear at hex D 6116 instead, at the
time listed. However, no Union reinforce-
ment may enter the game map at D 4401 or
above except for D. Gregg’s division, as
listed. Additionally, no Union reiriforcements
may enter map D if the Confederate player

SAl1

SA 12



has mct tbe requiiem.n$ ofcxiting units as
dckribrd in the ch.nge ro TERRIBLE
SWIFT SWORD clse 321.42.
Gregg\ Union cavalry rcinforcenents (2/
Cav) scheduled to appear on D 4401 oay
arivc ei either D 6l 16 or SA l0 viih a
rh.cc-sae tum delay.

[29.0] TERRTBLE
SWIFT SWORD*/
REBEL SABERS*
GAME
ADAPTATIONS

[29.11 suBsTrTUTroNs
Th. following REBEL SABERS' rul6 should
b. slb6tituted in then endr€ty for the coc-
ponding TERRTBLE SWIFT SWORD ru16.

r.pIac.s
REBEL SABERS TERRIBLE SWIFI

TUL SWORD rulc
4.0 E 4.0 G and H
6.0 Geneml Rule 6.0 Genenl Rule
6.t5,  6.18,6.42 6. t4
7.0 Gcncral Rde 7.0 General RuIe
10.0 Gene.al Rlle l0-0 GcDe.al Rlle
I  l . l2
t2. t2

l  l .15
t2. t2

SVIFT SWORD tu16 fo. stacting. Th*
should b. dsidsed rew c.G sd rot $bsti
rud6s for the @E6pondirgly nub.r€d (:s
itr TERRELE SWIFT SVORD.
Add cases 17.15, 17.21, 17.43, dd 17.44 io
rhe TERRIBLE SWIFT SWORD rul€s for
leadeBhip. Not. rhal th.sc rules apply exclu-
sively to cavalry led.rs. These should be
conside.ed Dew o$s and nor subsdrudoDs
for thc corcspoddiogly truBbe.ed @ses in
TERRIBLE SWTFT SVORD,

[29.41 MrNOR RULES
MODIFICATIONS

t29.4ll Th€ TERRIBLE SVIFT SWORD
'Rnain Efiecrs od Movcm.nt rable is
amended. The mounted cavalry Dovemenr
auo{&es dd eft ds r.f.r to evalry iD
colum. Mounred cavalry in li.e fomatioD
has a mov.@€nr lUowana of8 and r€aives
no movem€nt bcne6t for thoroughfares. Thc
remainder of the'Ibruin BffecE on Move'
nent for tuolnted cavalry in line; the same

[29.42] Change TERRIBLE SWIFT
SWORD case 5.61 lo r@d, "The.e d€ sveD
s(reans o! rh. four napsj"

[29.41 Chase TERRIBLE SVIFT SWORD
a* 5.62 to itrclud. nouted avalry ui$ in
line forutiod in addition to iDf€ntly ui$ in
line and di@out d @valry uits.

129.441 Chalse TERRIBLE SIVIFT
SIVORD case 9-62 to rcad, "iofdtry and
nourt.d e lry unib in colllm dd lim-
bered anillery uils cannot fire iD any phase.
Mounrcd qv.lryuDits in litre fomatioo ca!
fi.e only with pistols (P)and then only
rh.oush rhe thr€e frontal hesides (se 7.0)l'

[29.45]The TERRIBLE SWIFT STVORD
Te.rain Erects on Conbat char (9.56) is
modified 6 follows: dounted e!€lry in line
is noe pemitred ro charge acrN a str@h
hexside (change th. "No" to "Yes")wilh the
exceptions ofMarsh Creek and Rftt C.eek.

[2e.46] Modiry TERRIBLE SVIFT
SWORD case 12.25 io include mounred
cav.lry in columD formsrion wirh the l of
units which cadnor initiate frelee.

[29.51 MAJOR RULES
MODIFICATIONS

The special qvalry rul.s in TERRIBLE
SWIFI SITORD case I 6.0 are chansed
sisnificanrly, wiih the exception ofa few sub-

[29.51] Cases 16.l and 16.2 are elininat€d
compleEly. Addiiionally, playe.s should
clininate subjeciions 16.31, 16.32, 16.33,
\6.34, 16-42, 16.41, t6.53, aad 16.54.

[26.521Use REBEL SABERS ese 13.0
(Cavalry Cbarge) in irs entncry

[26.531 The following TERRIBLE SWIFT
SIWORD sub{ection rules should be re-
ts ined: 16.35, 16.36, l6.4lJ l6.5lr  and
t6.52.

129.81 DTSMOTTNTED CAVALRY
WEAFONS CHANGES

Additiooal rcsca.ch was dof,. for €valry
weapons for the REBEL SABERS" saoe.
Unforrunarcly, much ofthh re*dch was not
available whcn TERRIBLE SIPIFT
SWORD was written. Codsequendy, th€
cavalry weapons in TERRIBLE SWIFI
SWORD were abstactcd to a grater degr.e
thd in ihe REBEL SABERS gee. Playe6
cd use the REBEL SABERS R6ge Efccts
table for dismountcd ovalry smaU arns fi...
They also should substitute the updared
weapon r'?es fo. rh. weapons p.imed on th€
dismolnted side ofthe TERRIBLE S'0qIFT
S\rORD cavalry countcrs. Th€ proper tub-
srirurions are summ..ized oo lhe foUowing

TERRIBLE SWIFT REBEL SABERS
SWORDW.apo! Equivalcnt

RTR
PC
csc
SR SR

The* sub.&utiom do not marcb qactly tfi.
w€.poDs on rbc REBEL SABERS.oDters,
bur they de Dore acarale thd the c.rlie.

[29,71LEADERS
Plsyes will find it necessry to uF ibe offi-
cer counte6 provided in th€ REBEL SA-
BERS game in order to use the revired
cavalry .ules with TERRIBLE SWIFT
SWORD. Simply subsriturc lbe appropriare
counteG for each omcer. Several @valry
omce6, how.v.rJ who app€lr iD TERRI'
BLE SWIFT SWORD *ere bot includcd in
the REBEL SABERS ssme. Playe6 can
nake new countcrs (or nodiry then TERRI-
BLE SWIFT SWORD counre6) (o repr€scnt

Ratirgs
Tcmibl.

SPift Rcbcl
Lecd.r Swo.d Sab.r
A. le i l ins (stuarr)  3 l (0)  313
Imboden (Stuart)  3t(o) 321
Ki lparr ick (3/C) 62 104
Fa.nsworrh ( l /3/C) 4l(0) 414
Gamble ( l i  1/C) 31 1t4

[29.8] DESIGNERS' NOTE
The TERRIBLE SWIF| SWORDAEaEL
SABERS adaprarioo was siructured to allow
playeB rc usc d.ny of rhe ne* @val.y con-
cepts without s.crificing rhe b.sic syst€m
which was designed inrc TERRIBLE
SWIFT SVORD. Thus, several new tules
w.re omined from rhe cros$ver !s ! man.r
ofoecesiry ald playability. Adding theo
*ould have nec.ssnatcd a complete rules
r.write fo. TERRIBLE SWIFI SWORD
wbich was not i! the sope of tbis projecr.
Playe6 should remeDber rbar the c.valry
rules are the chrome bunper on the TERR!
BLE SWIFT S!0ORD CadiUac.

[29,2] CLARTFTCATTONS
S.vcral REBEL SABERS rules can be substi-
tul.d for TERRIBLE SVIFT SWORD rules

[29.2ljThe GenemlRule froo REBEL
SABERS case 12.0 can b. subsritured fo!
TERRIBLE SWIFT SWORD Gene.al Rule
l2-0 with the folloving €xception: Dis-
mounted cavalry can combiDc wilh infanty
ro anack lbe sde hex, but tnay not iditiare
nclc. asain$ enemy infaniry

I29.22lREBEL SABERS casc 12.3 is basi.
cally tbe sde as TERRIBLE SWIFr
SWORD case 12.27. Some words are
chansed ro r€fl€ct the new terminology ofthe
Assault phase- References to "zero comand
point leade6" .nd "night game tuns" are
still applicable as pc. th. TERRIBLE
SVIFI SWORD rule.

[2e.23] REBEL SABERS case 12.7 is ihe
sahe as TERRIBLE SWIFT SWORD case
12.8 wirh some mif,or terminology cbarges
and clarifications for.et!.atiog wagons and
mounted cavalry PlayeN should conpare $e
two rules, addif,g rhe pertinem information
fion rh. REBEL SABERS rule rc rb€ TER-
RIBLE SwlFT SWORD tul€.

129.31 ADDmTONS
Playe6 should oate addnions to the TER-
RIBLE SW1FI SWORD tules fron the
following REBEL SABERS rules secdons.
Add case 7.4 to TERRIBLE SwlFT
S!qORD as a lew case.
Add @s 8.17 ed 8.34 to rhe TERRIBLE

has met the requirements of exiting units as
described in the change to TERRIBLE
SWIFT SWORD case 34.42.

Gregg‘s Union cavalry reinforcements (27
Gav) scheduled to appear on D 4401 may
arrive at either D 6116 or SA 10 with a
three-game turn delay.

[2s.0] TERRIBLE
SWIFT SWORD“!
REBEL saunas“
GAME
ADAPTATIONS

[29.l] SUBSTITUTIONS
The following REBEL SABERS“ rules should
be substituted in their entirety for the corres-
ponding TERRIBLE SWIFT SWORD rules.

replaces
REBEL SABERS TERRIBLE SWIFT

rule SWORD rule
4-.0 G and H

6.0 General Rule 6.0 General Rule
6.15, 6.13, 6.42 6.14
7.0 General Rule 7.0 General Rule
10.0 General Rule 10.0 General Rule
11.12 11.15
12.12 12.12

[292] CLARIFICATIONS
Several REBEL SABERS rules can be substi-
tuted for TERRIBLE SWIFT SWORD rules
with minor changes.
[28221] The General Rule from REBEL
SABERS case 12.0 can be substituted for
TERRIBLE SWIFT SWORD General Rule
12.0 with the following exception: Dis-
mounted cavalry can combine with infantry
to attack the same heir, but may not initiate
melee against enemy infantry.
[29.22] REBEL SABERS case 12.3 is basi-
cally the same as TERRIBLE SWIFT
SWORD case 12.27. Some words are
changed to reflect the new terminology of the
Assault phase. References to “zero command
point leaders“ and "night game turns" are
still applicable as per the TERRIBLE
SWIFT SWORD rule.

[29.23] REBEL SABERS case 12.7 is the
same as TERRIBLE SWIFT SWORD case
12.8 with some minor terminology changes
and clarifications for retreating wagons and
mounted cavalry. Players should compare the
two rules, adding the pertinent information
from the REBEL SABERS rule to the TER-
RIBLE SWIFT SWORD rule.

[2s.s] annrrtons
Players should make additions to the TER-
RIBLE SWIFT SWORD rules from the
following REBEL SABERS rules sections.
Add case 7.4 to TERRIBLE SWIFT
SWORD as a new case.
Add cases 3.1’? and 3.34 to the TERRIBLE

4.0 E

SWIFT SWORD niles for stacking. These
should be considered new cases and not st1bsti-
tutions for the correspondingly numbered cases
in TERRIBLE SWIFT SWORD.
Add cases 17.15, 17.21, 17.43, and 17.44 to
the TERRIBLE SWIFT SWORD rules for
leadership. Note that these rules apply exclu-
sively to cavalry leaders. These should be
considered new cases and not substitutions
for the correspondingly numbered cases in
TERRIBLE SWIFT SWORD.

tau.-4] MINOR twtt-:s
MODIFICATIONS

[29.-=11] The TERRIBLE SWIFT SWORD
Terrain Effects on Movement table is
amended. The mounted cavalry movement
allowances and effects refer to cavalry in
column. Mounted cavalry in line formation
has a movement allowance of 8 and receives
no movement benefit for thoroughfares. The
remainder of the Terrain Effects on Move-
ment for mounted cavalry in line is the same
as in column.

[29242] Change TERRIBLE SWIFT
SWORD case 5.61 to read, “There are seven
streams on the four maps;”

[29.-43] Change TERRIBLE SWIFT SWORD
case 5.62 to include mounted cavalry units in
line formation in addition to infantry units in
line and dismounted cavalry units.
[29.-44] Change TERRIBLE SWIFT
SWORD case 9.62 to read, “infantry and
mounted cavalry units in column and lim-
bered artillery units cannot fire in any phase.
Mounted cavalry units in line formation can
fire only with pistols (P) and then only
through the three frontal hexsides (see 7.0)."
[2945] The TERRIBLE SWIFT SWORD
Terrain Effects on Combat chart (9.56) is
modified as follows: mounted cavalry in line
is now permitted to charge across a stream
hexside (change the "No" to “Yes”) with the
exceptions of Marsh Creek and Rock Creek.

[29.46] Modify TERRIBLE SWIFT
SWORD case 12.25 to include mounted
cavalry in column formation with the list of
units which cannot initiate melee.

[$29.5] MAJOR RULES
MODIFICATIONS

The special cavalry rules in TERRIBLE
SWIFT SWORD case 16.0 are changed
significantly, with the exception of a few sub-
sections.
[29.5l] Cases 16.1 and 16.2 are eliminated
completely. Additionally, players should
eliminate sub-sections 16.31, 16.32, 16.33,
16.34, 16.42, 16.43, 16.53, and 16.54.
[2652] Use REBEL SABERS case 13.0
(Cavalry Charge) in its entirety.
[2653] The following TERRIBLE SWIFT
SWORD sub-section rules should be re-
tained: 16.35, l6.36, 16.41, 16.51, and
16.52.
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[2'll.6] DISMOUNTED CAVAIRY
WEAPONS CHANGES

Additional research was done for cavalry
weapons for the REBEL SABERS“ game.
Unfortunately, much of this research was not
available when TERRIBLE SWIFT
SWORD was written. Consequently, the
cavalry weapons in TERRIBLE SWIFT
SWORD were abstracted to a greater degree
than in the REBEL SABERS game. Players
can use the REBEL SABERS Range Effects
table for dismounted cavalry small arms fire.
They also should substitute the updated
weapon types for the weapons printed on the
dismounted side of the TERRIBLE SWIFT
SWORD cavalry counters. The proper sub-
stitutions are summarized on the following
list:
TERRIBLE SWIFT REBEL SABERS
SWORD Weapon Equivalent

R TR
P C
C SC

SR SR

These substitutions do not match eaactly the
weapons on the REBEL SABERS counters,
but they are more accurate than the earlier
research allowed.

[29.7] LEADERS
Players will find it necessary to use the oili-
cer counters provided in the REBEL SA-
BERS game in order to use the revised
cavalry rules with TERRIBLE SWIFT
SWORD. Simply substitute the appropriate
counters for each officer. Several cavalry
oflicers, however, who appear in TERRI-
BLE SWIFT SWORD were not included in
the REBEL SABERS game. Players can
make new counters (or modify their TERRI-
BLE SWIFT SWORD counters) to represent
these leaders.

Ratings
Terrible

Swifi Rebel
Leader Sword Saber
A. Jenkins (Smart) 3 l 3
Imboden (Smart)
Kilpatrick (3!C)
Farnsworth (l!3lC) (0)
Gamble (IIIIC)

[29.S] DESIGNERS’ NOTE
The TERRIBLE SWIFT SWORDIREBEL
SABERS adaptation was structured to allow
players to use many of the new cavalry con-
cepts without sacrificing the basic system
which was designed into TERRIBLE
SWIFT SWORD. Thus, several new rules
were omitted from the crossover as a matter
of necessity and playability. Adding them
would have necessitated a complete rules
rewrite for TERRIBLE SWIFT SWORD
which was not in the scope of this project.
Players should remember that the cavalry
rules are the chrome bumper on the TERRI-
BLE SWIFT SWORD Cadillac.
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