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Read this First:

The rules of this SPI simulation game are organizedin a
format known as the Case Sysrem. This system of
organization divides the rules into Major Sections (each of
which deals with an important aspect of play). These Sec-
tions are numbered sequentially as well as being named.
Each of these Major Sections is introduced by a General
Rule, which briefly describes the subject of the Section.
Many times this General Rule is followed by a Procedure
which describes the basic action the Player will take when
using the rules in that Section. Finally, the bulk of each
Major Section consists of Cases. These are the specific,
detailed rules that actually regulate play. Each of these
Cases is also numbered. The numbering follows a logical
system based upon the number of the Major Section of
which the Cases are a part. A Case with the number 6.5,
~ for example, is the fifth Primary Case of the sixth Major
Section of the rules. Many times these Primary Cases are
further subdivided into Secondary Cases. A Secondary
Case is recognizable by the fact that it has two digits to the
right of its decimal point. Each Major Section can have as
many as nine Primary Cases and each Primary Case can
have as many as nine Secondary Cases. The numbering
systemn is meant as an organizational aid. Using it, Players
can always easily tell where a Case is located in the rules.
As a further aid, an outline of the Major Sections and
Primary Cases is given at the beginning of the rules.

How the Section and Case Numbers Work:

Muajor Section Number
Primary Case Number
Lgecondary Case Number

[6.53]

The preceding example would be the number of the third
Secondary Case of the fifth Primary Case of the sixth Ma-
jor Section of the Rules.

How to Learn to Play the Game:

Familiarize yourself with all of the components. Read all
of the General Rules and Procedures and read the #itles of
the Primary Cases. Set up the game for play (after reading
the pertinent Section)} and play a trial game against
vourself referring to the rules only when you have a qgues-
tion. This procedure may-take you a few hours, but it is
the fastest and most entertaining way to learn the rules
short of having a friend teach them to you. You should
not artempt to learn the rules word-for-word. Memorizing
all that detail is a task of which few of us are capable. SPI
rules are written to be as complete as possible — they’re
not designed to be memorized. The Case numbering
system makes it easy to look up rules when you are in
doubt. Absorbing the rules in this manner (as you play) is
a much better approach to game mastery than attempting
to study them as if cramming for a test.

REMOVING THE RULES FROM THIS [S5UL:
{rpen the magazine to the cenler, hend the staples with a penknife or serewdriver, 1if1 out the rules and close the staples,
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[1.0] INTRODUCTION

This set of Standard Rules includes rules common
1o SPI’s series of grand tactical games simulating
regimental level Civil War batiles.

[2.0] GLOSSARY OF TERMS

Column or In Column: Cne of two formations
possible for infantry units to adopt. Enables units
to move more rapidiy along roads at some cost in
combat ability. See also *‘Line.”

Command Poinis Rating: Hach division com-
mander has a number of Command Poinis each
Game-Turn, Command Points are expended to in-
crease the Effectiveness Radius of brigade com-
manders subordinate to that division commander.
One point is expended for each hex added to the
Effectiveness Radius of a brigade commander.
Thus, a commander with 2 total of 1wo Command
Points could increase the Effectiveness Radius of
one brigade commander by two, or two brigade
commanders by one.

Current Strength: A unil’s Combal Strength
{measured in poinis) may be reduced during play
when the unit suffers Tosses. Such losses decrease
the combai ability of the unir; each unit®s “current
strength’ is therefore kept track of using a num-
bered chit. See also ““Initial Strength.””

Current Strength Multiplier: A number by which
aumit’s *‘current strength™ (measured in points) is
multiplied 10 reflect the effects of range (the dis-
tance between the firing unit and the farget) on
fire,

Divisional Integrity Radius: A numerical raling
of each division commander which represents the
range in hexes over which that division com-
mander may command his subordinate brigade
commanders. As long as a brigade commander is
within his division commander’s radius in the In-
itial Command Phase, he may mave freely in the
subsequent Movement Phase,

Effectiveness Radius: A number rating which
measures the relative ability of each brigade com-
mander 1o conirol his troops. The Effectiveness
Radius is given in terms of hexes; the higher the
number, the greater the distance over which that
brigade commander can effectively contro! his
troops. Note that division commanders have no
Effectiveness Radius; see also “Divisional Integri-
v Radius” and ““Command Poiats Rating.”

In Command: A unit is considered to he “*in com-
mand® relative to a particular leader when it is
either within that leader’s Effectiveness Radius or
in the same hex with that leader. Note that a unit
will generally be *“in command®® of the leader 1o
which that unic is subordinate, but that this is not
necessarily true; see also “*‘Subordinate Unit’’ and
“Effectiveness Radius.”

Initial  Stremgth: A unit’s Combat Strength
(measured in points) at the star1 of the game; this
value is printed on the counter representing the unit
{sec 3.31, Sample Units). Sec also ‘““Current
Strength.’””

Line: One of two formations possible for infantry
units o adopt. Enables units to fight most effec-
tively at some cost in mobility. See also “Column.”

Morale Check: A game function performed by a
Player whenever samething happens which brings
into question the relative value of discretion and
valor. As a result of a morale cheek, a unit may
rout.

Morale Rating: The numerical rating of each com-
bat unit’s ability o sustain the psychological ef-

fects of battle. The numbers range from'*5*” (best)
0 1" {(worst). This rating is referred 1o whenever
a player is required (o check a unit’s morale,

Raify Rating: This is the number of units in a
brigade commander’s Elfectivensss Radius which
he can rally in a given Final Command Phase, in
addition 1o any that are in the same hex with him.
Thus, if a brigade commander had a Rally Rating
of twp, he could rally two units of his command
which are within his Effectiveness Radius in addi-
tion to any stacked with that brigade commander.
Nete: Division commanders have no Rally Rating
and may only rally units with which they are
stacked, .

Subordinate Unit; A subordinateunit is one which
has the name of a leader abbreviated on it. That
unit is considered to be subordinate to the specified
leader (or successor), Also see “In Command.”’

[3.0] GAME EQUIPMENT
CASES:
[3.1] THE GAME MAP

The mapsheet portrays the area in which the battle
was fought. A hexagonal grid partern is printed on
the game map to regulaie the movement and loca-
tion of the playing pieces and to calculate ranges
when units fire in combat. To make the map lie
flar, back-fold it against the creases.

[3.2] GAME CHARTS AND TABLES

Yarious visual aids are provided wilh the game in
order to simplify and illustrate certain game func-
tions. Some of these charts and tables are printed
directly on the game map. There may be other
charts and tables included in the rules booklets,

[3.3] THE PLAYING PIECES

There are three types of counters in the game,
combat counters (called *‘units™), leaders and
markers. Combat units include infantry regi-
ments, cavalry regiments, supply wagons, and ar-
tillery batieries. There are at least two types of
leader counters: brigade commanders and division
commanders, There are several types of markers
including Ammunition Depletion, Column, Cormn-
bat Strength, Engaged, Game-Turn, and Casualty
Track Markers. There may be other types of
counters in a game as detailed in the Exclusive
Rules for that game.

[3.31] Sample Units
COMBAT UNIT: Front

Brigade 6 NC <+ Designation
Leader——>Lewis
3 @i~ Morale

. SN
Formation R Y=t tnitiat Strength
f

7
Weapon Type

COMBAT UNIT: Back
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SUMMARY OF COMBAT UNIT TYPES
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Engaged
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From Back
AMmo . ,
gﬁplid Awmmunition Depleted
1 Cuyrrent Strength 2
Qame Garme-Turn
Turn

13.32] Combat Strength Markers

When a unir’s Combar Swength is reduced by
casualties, a Combat Strength Marker is placed
under the unit 1o represent that unit’s new Combal
Strengih. Thus, if 4 4™ Strength Point cavalry
unit takes & one point loss, a 3" Strength Poim
Marker would be placed under the unil. When a
battery takes a loss caused by enemy artillery fire,
the number of guns is reduced by placing a
Strength Marker under the battery in the same
manner as an infantry or cavalry unit.

[3.33] Unit Designations

The designation of a unit is the historical name or
military designation of that unit or leader. Desig-
nations have direct effect on play and also in-
cluded for historical interest and as an aid o set-
ting up and organizing the game.

{3.34] Weapoen Type

A unit’s weapon type refers to the type of arma-
menl that unil had in the baile, Weapon type cof-
fects the Fire Combat Strength of the unit when it
engages in Fire Combat. The letter on the counier
is an abbreviation for the weapon type with which
thal unit is armed. The abbreviations are summar-
ized and the effects of range on that weapon are
displayed on the Range Effects Chart (9.25).

[4.0] SEQUENCE OF PLAY
GENERAL RULE:

The play of the game is organized imo “*Game-
Turns.” Each Game-Turn is divided into wo
Player-Turns, During his Plaver-Turn, cach
Player moves his units and then resolves combat in
sequence. At the conclusion of the final Game-
Turn, the Victory Conditions are consulted and a
winner is declared.

GAME-TURN SEQUENCE QUTLINE
Each- Game-Turn is divided into a First Player-
Turnand a Second Player-Turn. The Player whose
Player-Turn is currently in progress is termed the
Phasing Player, The Sequence of Play must be ex-
eculed in the arder presented.

1, Fivst Plaver-Turn

A, Initial Command Phase: The Phasing Player
may attach and detach brigades which are in the
Divisional Integrity Radius of a division com-
mander. In addition, the Player checks the Divi-
sional integrity Radius to determine which brigade
commanders are in command. Division com-
manders may expend Command Points to increase
the Effectiveness Radius of subordinale brigade
commanders, The Phasing Player then checks the
Effectiveness Radii of all his brigade commanders
10 see whether the units within sach brigade com-
mander’'s command may move and fire.

B. Movement Phase; The Phasing Player moves
all, some, or none of his units as he desires and

may bring reinforcements onto the map, as deter-
mined by the Reinforcement Schedule. The non-
Phasing Player's units may not move during this
Phase, but they may, however, conducr with-
drawal fircasappropriate.

C. Defensive  Fire Phase: The  non-Phasing
Player may conduct Fire Combat with any of his
units that are capable of firing at any of the Phas-
ing Player’s units, within the provisions and
restrictions of the Fire Combat and the Line of
Sight rules. Neither Plaver may move his units
during this Phase, except as a result of combat.

D. Offensive Fire Phase: The Phasing Player
may conduct Fire Combat {see Phase CJ,

E. Rewreat Before Melee Phase:r The Phasing
Player announces his melee attacks for the Melee
Phase. The non-Phasing Player then has the op-
tion to retreat units that are in the Zone of Control
of Enemy units one or two hexes, thus avoiding
melee. The retreating units undergo withdrawal
fire and the owning Plaver must roll for possible
rout al the end of the retrear, whether a casualey
has been suffered as a result of withdrawal fire or
not. The Phasing Plaver may advance a unit into
the vacated hex.

F. Mejee Phase: Phasing infantry and cavalry
units which begin this Phase adjacent 1o Enemy
units may now emer the hex occupied by that
Enemy unit(s) and engage in melee combai, The
melee combat is resolved and retreat and casualiy
resuits are applied as a result of the melee combat.

G. Awanunition Resupply Phase: The Phasing
Player may resuppiy eligible units which are out of
ammunition.

H. Rally Phase: Pin Markers are removed from
the Phasing Player’s units, The Phasing Player
may rally his routed units which are siacked with
leaders or in the Effectiveness Radius of their bri-
gade commander. A die is rolied to determine
whether or not independent units rally.

I, Final Command Phase: Friendly leaders thai
have been killed are replaced and leader promo-
tion is performed if necessary, Uncrewed supply
wagons may be recrewed. During the Final Com-
mand Phase, game functions that occur only ina
given game, as described in the exclusive rules, are
performed.

2. Second Player Turp

The second Plaver becomes the Phasing Player
and proceeds 10 Follow the Plaver Sequence. Steps
A through I, as described above,

3. Game-Turn Record Interphase:

The Game-Turn Marker should be advanced one
space on the Game-Turn Record Track to mark
the passage of one Game-Turn. Note: Some
game functions as described in the Exclusive
Rules, are performed,

[5.0) MOVEMENT
GENERAL RULE:

Each type of unit and leader in the game has a
Movement Allowance which is listed on the Ter-
rain Effects on Movememt Chart (5.19), The
number listed lor each unit type is the basic
number of hexes a unit could move intoin a singk
Movement Phase. Each Plaver moves his units
during the Movement Phase of his Player-Turn.

PROCEDURE:

Units may be moved one at a time, or in stacks,
hex-by-hex, in any direction or combination of
directions the moving Playver chooses. The Move-
ment Phase ends when the Player announces that
he has finished moving his uniie.

CASES:

[5.1] MOVEMENT CONDITIONS
AND PROHIBITIONS

[3.11} During its Muvement Phase each unit may
move as far asits Movemen Allowance permits. &
unit may never exceed its Movement Allowance
although it may move less than its Movement Al-
lowanee, A unit is never forced to move during its
Movement Phase. Unused Movement Points may
never be saved for subsequent Came-Turns or
transferred from unit to unit.

[5.12] A unit may nov enter a hex containing an
Enemy unil during the Movement Phase, An
Enemy occupied hex may be emered only during
the Melee Phase {see 12.0),

[5.13] Firve Combat does not take place during the
Movement Phase unless the moving Player’s units
tripger withdrawal or retreat fire (see 10,1 and
10.2).

[5.14] Units may move into and oul of Enemy
Zones of Control (10.0}, although they may be
subject to withdrawal [ire (10.1) when they do so.
[5.15] The number of Movement Points a unit
must spend (o enter a hex depends on the type of
terrain in the hex and the formation the unit is in.
The Movement Point Cost to enter each terrain
type is listed on the Terrain Elfects on Movement
Chart (5.19). Note: A unit expends Movement
Points Tor the most expensive terrain type when
entering a hex with two or more types of terrain
{e.g., woods and clear), The type of terrain most
beneficial to the defender is used to determine any
column shifts in fire combai.

[5.16] Movement from hex to hex must be con-
secuiive; units may not skip hexes.

[8.37] A unit may not be moved or retreat off the
map. A unit which would be forced to retreat off
the map is captured by the Enemy Plaver.

[8.18] Retreats conducied during any Phase do
not require the expenditure of Movement Points
and are noy considered movement.

[5.19] Terrain Effeets on Movement Chart
{see mapsheet)

[5.2] MOVEMENT OF ROUTED AND
OUT OF COMMAND UNITS
Routed and out of command regiments may only
move one hex (regardless of terrain costs). These
units may notchange formation and may not enter
an Enemy Zoue of Control {hereafier ZQC, see
10.0); if already in an Enemy ZOC, they may only
move oul of the ZOC and inio a hex not adjacent
to any Enemy units, An out of command brigade
commander may only move one hex (see 17.21).
but his subordinare units may move normally
within his Effectiveness Radius (i.e., they are still
in command).
[5.3] INDEPENDENT REGIMENTS
AND BATTERIES
Independen: regiments and batieries (marked
“indpnt” on their counters} may move, change
formation, fire, rally (zec 13.54), initiate melee,
and so forth, without needing Friendly leaders.
They are, in effect, alwaysin command.

[6.0] FORMATIONS
GENERAL RULE:

All combal units may be in one or two different
formations. Infantry units may be in either Line or
Colummn; artillery units are either fimbered or
unfimbered; cavalry units are either mounted or
dismounted (the equivalent of infaniry in Line for-
mation), Supply wagons, trains and leaders have
no lermation. Supply wagons engage in combat as
Line infaniry, A unit’s formation affects the unit’s
ability to move and engage in combat,



GREATBATTLES QOF THE AMERICAN CIVIL WAR STANDARD RULES, PAGES

PROCEDURE:

To change formation a unit must expend Move-
ment Poinis. The Movement Point Cost o change
formation is listed under the Formation Change
Column of the Terrain Effects on, Movement
Chart (5.19). Infantry and artillery may change
formation at any time during a Friendly Move-
ment Phase while cavalry may only mount or dis-
mount at the end of a Friendly Movement Phase,

CASES:

[6.1] UNET FORMATIONS

[6.13} Infamtry units in Cedumn gain increased
mobility while sacrificing combat ¢apability, An
infaniry unit (as well as a limberad artillery unit or
a mounted cavalry unit) may move through a road
or pike hex occupied by a Friendly unit if and only
if the moving unit expends Movement Points to
pay for the cost of the other terrain in that hex
(l.c., it cannot use the road). [nfantry units may
use roads, pikes and bridges only when in Column.
Infantry in Column may never initiate melee,
though they defend normally in melee. Infantry in
Column may not engage in fire combat, To
designare a unit as being in Column, place a Col-
umn Marker on top of it. In instances where there
are long lines of infantry in Colurnn, it is necessary
10 so designate only the lead unit. A unit in Col-
umn formation that is fired upen automatically
goes into Line formation (this occurs after the
combai has been resolved).

{6.12] Infantry units in Line formation may move
and engage in combat normally, Infantry units are
considered in Line at all times, unless otherwise
designated (see 6.11), Infanury in Line may not
benefit from pikes or roads, nor may they use
bridges 1o cross sireams (i.e., the presence of a
road, pike, or bridge in a hex is disregarded for the
purposes of moving a unit in Line formation).

[6.13] Arillery is either Hmbered or unlimbered.
When an artillery battery is limbered, it is pre-
pared 10 move; when it is unlimbered, it is pre-
pared 1o fire. Unlimbered artiflery may only fire; it
may not move. When artillery is attacked by melee
only the status of the gun crew is considered (see
12.12). (The same applies to small-arms fire,
which affects only the gun crew.} Gun crews are
considered to be in Line, for purposes of melee,
fire combat, and when rovted and moved without
‘guns (see 6.11 and 15.1).

{6.14] Cavalry units may operate either mounted
or dismounted. When mounted, they may engage
in melee combat (or may charge), but they may
only fire if armed with pistols, Colt repealers, or
carbines. Dismounted cavalry units are considered
Line infantry for all purposes {except, of course,
they cannot go ““ino column’), and they fire,
engage in welee combat, and move as such.
Mounted cavalry suffer a one Column adjustment
1o the right on the Fire CRT when fired upon {see
7.0y. Cavalry units are prinied on both sides, each
side representing either mounted or dismounted
status. To change from one to the other, simiply
pay the cost in Movement Points {see 6.22) and
turn the unit over. For special rules pertaining 1o
thie ability of mounted cavalry to charge or refreat
before combat, see 16,0,

[6.2] CHANGING FORMATION

[6.21] A unit that is outside the Effectiveness
Radius of its brigade commander and not stacked
with a division commander in the Initial Com-
mand Phase may not change its formation during
the ensuing Friendly Movement Phase although it
could move one hex in some cases {see 17.11 and
5.2).

[6.22] Units pay costs in Movement Points 1o
change formation. Infantry and artillery units may

change {ormation at any time during a Friendly
Movement Phase (Exception: 6.21), as long as
they have the requisite number of Movemem
Points available. Cavalry units may dismount or
mount only at the end of a Friendly Movemant
Phase provided that they have sufficient Move-
ment Points remaining to perform the operation,
Thus, a dismounted cavalry unit that does not
have enough Movemnent Points at the end of the
Movement Phase may not mount.

{6.23] 1f ariillery either limbers or unlimbers
{changes formation) within range and Line of
Sight of any Enemy small-arms anit {excluding
supply wagon crew; see [1.1) those Enemy smali-
arms units may fire at the battery before it changes
formation, This fire is 2 form of withdrawal fire.
1f, as'a result of such fire, the gun crew of the bat-
tery is pinned or takes a casualty, the battery may
not complete its change of formation. This rule
may be used regardless of the stacking order {sce
8.4) of the artillery unit in its hex, and only the ar-
titlery battery is affected {except pinned results).

[6.24] A wunit which changes formation in the
ZOC of an Enemy unit triggers withdrawal fire
from the Enemy unit {5ee 10.0),

{6.3] UNIT FORMATION EFFECTS ON
FIRE COMBAT

[6.31] A unit’s formation itself has no effect on
defense against fire. Whether a unit is in Line or
Column will affect fire only in that a unit in Line
will present a different (less vulnerable) facing
than a unit in Column (see 7.2).

{6.32} Limbered artillery unils may not fire.

16.33] Infantry in Column may never fire nor ini-
tiate melee: Mounted cavalry may have itsstrength
doubled when in melee with infaniry (see 16.2).

[6.34] Mounted cavalry units may fire through
their one frontal hexside if they are armed with
pistols, carbines, or Colt repeaters,

[6.35] Rouled units aré always considered effilad-
ed when fired upon.

[7.0] FACING
GENERAL RULE:

All infanery, artillery and cavalry uniis have a
specific facing dependent on their formation. Line
infantry, dismounted cavalry and unlimberad ariil-
lery have three hexsides which are considered 1o be
“Frontal” hexsides, and three which are “En-
filade’” hexsides (see following illustration). The
“front" of each unit is the top of each unitcounsey,
the top hexside and the hexsides (0 either side of
that top hexside, The three rear hexsides are the
“enfiltade’” hexsides, Infantry in Column, supply
wagons, mounted cavalry, and fimbered artillery
are always considered enfiladed whenever fired
upon regardless of the direction of the fire.
Mounted cavalry have one frontal hexside, the hex
directly at the top of the unit, which they may fire
through i armed with pistols, carbines, or Colt
repeaters. All other types of uniis have no facing
and thus are considered to present frontal hexsides
at all times.

PROCEDURE:

Each unit is so oriented thar the top of the unit
counter is facing toward a specific hexside and is
not sitwated between two adjacent hexsides. All
unijts stacked in the same hex at the end of a Move-
ment Phase mainiain the same facing. A unil mov-
ing into a hex assumes the facing of the unit(s)
already in that hex.

Example of Line Facing:

CASES:

[7.1] EFFECTS OF FACING
ON MOVEMENT

[7.31] A unit may move into any adjacent hex
regardless of which hex it was facing before it
moved, However, a unit must be faced toward the
hex (i.e., the top of the counter pointed toward the
hex) that unit is (o enter (before it is moved ino a
hex), Thus, a unit may never “*hack’ into a hex.
This is imporiant when reselving withdrawal fire
(see 10.1}.

[7.12] There is no cost in Movement Points to
change Tacing, All units may change facing freely
throughout the Friendly Movement Phase,
Changing facing is not movement; therefore, uniis
normally restricted in movement (out of Com-
mand Radius, for example) may still change facing
during their Movement Phases. There is no restric-
tion-as to the number of hexsides which may be
rurned.

[7.13] A unit may change facing only during a
Friendly Movement Phase, or after melee.

[7.2] EFFECTS OF FACING ON
FIRE COMEBAT

{7.21] The Stacking Restrictions Chart (8.18)
delineates the maximiwn number of Strength
Poinis and/or batteries which are stacked in the
same hex that may fire owl of that hex through a
given hexside at the same target or at different
targets. The key word in this rule is “*hexside’ : all
Himits apply to fire through a hexside, Example;

_1
o
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Three infaniry regiments worth **3’" points each
are in a clear hex. Only four of these nine points
may fire through any one hexside. Four more
points {out of the remaining five) may fire through
a different hexside, while the lasi remaining point
may fire through the remaining frontal hexside. 17
one of those units was artillery, four of the infan-
try points plus all of the guns could fire through
the same hexside (see 9.3).

{7.22] Units may fire through only their frontal
hexsides.

[7.23] Units may be fired upon through any hex-
side. A unit which is fired upon through one (or
more) of its rear hexsides is enfiladed (see 7.0,
General Rule). A unit which is enfiladed by at leas1
one firing Enemy unil has the total Fire Strength
being directed against it adjusted one column to
the right {in favor of the firing Player). If a Line of
Fire bisects a frontal hexside and an enfilade hex-
side, the unit is considerad to be fired on through
its frontal hexside.

[7.3] EFFECTS OF FACING ON MELERE

[7.31} A unit may advance only through one of its
frontal hexsides into a hex to melee one or more
Enemy unils.

§7.32] Other than the provisions of Case 7,31, fac-
ing has no effect on melee combat. The facing of
any units in melee combat may be rearranged by
the owning Plaver(s) when melee is concluded.

[8.0] STACKING

GENERAL RULE:

Generally, units may move through other, Friend-
Iy units freely (with the exception of units in Col-
umn, mounted cavalry, and limbered artillery; see
6:11), There is no cost in Movement Points to
stack or unstack, and stacking restrictions apply
only at the end of a Movement or Combat Phase,

CARSES:

[8.1] UNIT STACKING RESTRICTIONS

{8,11] The number of units and Combat Strength
Points that may occupy any single hex at the same
time is dependent on the type of terrain and, forin-
fantry, whether or not the unit is in Column. The
Stacking Restrictions Chart (8.18) lisis ail the
limits.

[8.12] For purposes of stacking, the Combat
Strength Points of a unit (unadjusted by terrain,
etc.) is its number of Stacking Points, with the ex-
ception of supply wagons, which are worth four
Stacking Points and batteries which arc worth one
(see §,13).
5 Enfilade
Diagram

{8.13) The number of artillery batteries that may
be stacked in a given hex is listed on the Stacking
Restrictions chart {8.18). Batreries may be stacked
with infaniry and other unit types in the same hex;
each batiery counts for one Stacking Point.

[%.14] Leaders and markers never couni against
stacking restrictions. Any nuwmber of these
counters may be in any one hex.

[8.15) A umit may not reireat into or through a
Friendly occupied hex. If a retreating unit is forced
to enter a Friendly-occupied hex, the other units in
that hex are displaced and must then undergo a
morale check (see 14.3).

[8.16] An infantry unit in Column formation may
never move into 8 hex containing any other com-
bat unit. :

[8.17] Mounted cavalry units may never move into
a hex containing any other Friendly unil except
other mounted cavalry units and leaders.

[8.18] Stacking Resirictions Chart
(see mapsheet)

[8.2] EFFECTS OF STACKING
ON COMBAT

[8,21] Only the top-most infaniry or cavalry unit
in a stack takes losses when the hex is fired on.
However, if a combat result calls for losses preater
than the number of Strength Points possessed by
the top unit, the remainder of tosses must be taken
from the next infantry or cavalry unit in the stack.
Thus, if a *“1"* Strength Point {SP) infantry unit is
stacked on top of a 3" SP unit and the units
undergo fire with a easualty result of ‘2, the top
unit is eliminated and the bottom unit loses one
Strength Point. Artillery only incur losses if no in-
fantry o cavalry units are present in the hex. Ex-
ceptions: See 6.23 and 8.22.

{8.22] If a stack of units is fired upon by artillery
at a range of three hexes or greater, the artillery
fires separately ar (and the die is rolled once for)
eqch unil in the hex, top unit first. Any result to
one unit affects only that unil. I 2 anitis routed as
a result of combat, all units in the hex must under-
go morale checks, even if they do not suffer any
losses. All units in the hex take fire before check-
ing for rout.

[8.23] For purposes of Case 8.22, the density rules
in 8.3 apply to each individual wnit even though
they are being affected individually, Thus, if three
units, each with 4 Points, were fired on (as in the
above Case), when checking for resulis the Player
would adjust two columns to the right for density,
even though the individual units are only worth 4
Paints. TThe stack consists of 12 Points), See also
9.42,
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[8.3] DENSITY AND FIRE COMBAT

{8.31] The number of Sirength Points in a hex
may affect the efficiency of Enemy fire. The more
sorowded®! the hex, the more effective the Enemy
fire will be.

[8.32] In defermining the column for Fire
Strength on the Fire Combat Results Table, the
Player must consult the Density Adjustment Chart
(8.33). He looks under the column with the correct
number of Strength Points in the hex, and makes
any Column adjustment as given.

[8.33] For the purposes of density each artillery

. battery is worth only one Strength Poiat. Thus, an

infantry regiment of “4°* plus a battery with six
duns would still be worth only 5 Points for pur-
poses of density.

[8.34] For density purposes a supply wagon is
waorth four Stacking Points. Leaders and markers
have no effect on density.

[8.35] Density Adjustment Chart
{see charts and iables)

[8.4] STACKING ORDER

[8.41] Units may stack, or change their stacking
order, only during a Friendly Movement Phase,
with one exception: I the top unit runs out of am-
munition {see 11.0), the Player may change the
siacking order at the end of the Fire Phase in which
depletion occured. Otherwise, it remains the same.

{8.42] All units stacked in the same hex must
maintain the same facing. Units moving into a hex
assume the facing of the unit in the hex.

[9.0] FIRE COMBAT
GENERAL RULE:

Combat units may fire their weapons at Enemy
units in accordance with the rules on Range of
Weapons, Fire Combat and Line of Sight. Fire oc-
curs during the Offensive and Defensive Fire
Phases within each Player-Turn, Fire may also be
triggered during the Movement Phase {if & unit
withdraws or changes formation) and during the
Retreat Before Melee Phase (if a unit retreats). The
Fire Combat Resulis Table has two rows on it, one
used for small-arms fire and artillery fire against
artiflery or supply wagons and the other used when
artillery fires on infantry or cavairy. Units are
never required to fire,

PROCEDURE:

The firing Player announces which of his units are
firing on a given Enemy unit. The Combat
Strength of each separate firing unit is modified by
the range of that unit from the target unit. The
Range Effects Chart details the effect of range on
each weapon type. The Combat Strengths of all fir-
ing units are totated rogether, after the effecis of
range have been applied. The Total Fire Combat
Strength is then located on the Fire Conibat Results
Table. The CRT column may be modified to the
left or right as a result of the defending unit’s fuc-
ing, formation, and the terrain it occuples, A dicis
rolled and the result of that combat is indicared ar
the intersection of the CRT column and the row
corresponding 10 the die roll result, ATter results
are applied, a morale check (see 9.8) may he re-
quired.

CASES:
[9.1] COMBAT STRENGTH

Each combal unit has its initial Combai Strength
and weapon type printed on the counter. As a unit
suffers losses, Combal Strength Markers are
placed under the unit to indicate s Current
Strength (see 3.32). The Combat Swrength of a fir-
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ing unit may be affecied by the range of the unil
from its target. The effects of range are summar-
1zed in the Range Effects Chart (9.25).

[9.11] Combat Strength Markers are neutral and
may be used by both sides, The Combar Strength
represenis the umit’s current manpower, fire
strength, meles capabilities, and stacking points.

[8.12] Al infantry units and dismounted cavalry
have a Fire Strenpgth and Melee Capability equal o
their Combat Sirength. This s the Current
Strengih, not the Ipital Strength given on the
counter, although the two can be the same, (See
6,14 and 16.2 for mounted cavalry.)

{9.13] All artiliery units have a Fire Strengih equal
to their Combat Strength value {as modified by
their gun crew status); however, melee involving
an artillery unit is resolved against its crew. A crew
has a Meles Sirength of ““* when at full strength
and *0"* when at reduced strength, {Since melee
combat is differential, the **0"’ can be used mathe-
matically). Anillery crews may never Inidate
melee; they use their Melee Capability only to de-
Tend against melee (see Case 12.25).

[9.14] Artillery fire against infantry or cavalry
units is resolved using the Grapeshot row of the
CRT. Artillery fire againsi artillery and supply
wagons is resolved using the Small Arms and
Counter-Battery row of the CRT (see charts and
tables).

[9.15] Units armed with small-arms weapon types
always resolve fire combai on the Small-Arms and
Counter-Battery Fire row of the CRT,

[9.16] Fire Combat Results Table
{see charts and tables)

[9.2] WEAPON TYPE AND RANGE

[9.25] The type of weapon fired by each indivi-
dual unit is noted on the counter for that unit,
Units that have no weapon type may not engage in
fire combat. The different weapon types are listed
on the Range Effects Chart (9.23).

[9.22] A unit’s weapon iype delineates how far
and how effectively it may fire.

{9.23] Each weapon has a maximum range (in
terms of hexes) @t which it may fire at an Enemy
unit, This range is found on the Range Effects
Chart (9.25). No unit may fire at an Enemy unit
that is ourside the maximum range for that
weapon, Calculate by counting the distance, in
hexes, from the firing hex to the target hex. The
firing unic’s hex is not counted as part of the range
figure; the target hex is counted, A unit’s Fire
Sirength can be greatly affected by range.

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

9.25] RangeEffects Chart
(see mapsheet)

19.3] FIRE STRENGTH PER HEXSIDE

The number of Combat Strength Points that may
fire out of (not intw) a given hex is limited 1o the
number of fronial hexsides available to fire
through. Four Strength Points may fire out of a
given hex through any one of its frontal hexsides.

19.31] The four Strength Poinis that may fire
through a hexside are “Pre-Range Effects Modifi-
cation Strength Points.” Thus, the 4 Points may
be doubled, halved, etc. as an effect of range.

[2.32] Artitlery is nor limited 10 the number of
Strength Points of fire per hexside. Thus, all bat-
teries in a hex may fire out of one hexside {sce
7.21).

[2.33] Hexside Fire Zone Diagram

[9.4] MULTIPLE UNIT FIRE

[9.41] In fire combat, units firing from different
hexes at the same Enermny hex must combine their
Fire Strength into one total. Each unit’s Fire
Sirength is computed separately for range, and
then ali are added 1ogether. Infantry Fire Strength
and Astillery Fire Sirength are never added
together; these units always fire separately.

{9.42] When a unitis fired on by both artillery and
small-arms, both attacks are resolved before any
resulting casualties arc applied. (This can be im-~
portant because the chance of causing a casualty is
affected by the density of Combat Strength Points
in the hex.j All casualties (if any) from both fires
are then applied before resolving a morale check,
if necessary (see 13.2). {Thus, a unit does not
“escape,’” for example, antillery fire because
small-arms fire causes it to rout and run away.)

[9.43] During a Fire Phase, small-arms fire (in-
fantry, ete.) generally affects only the top infantry
or cavalry unit in a stack {se¢ 8.21).

[9.44] No unit may be fired upon more than once
in any given Fire Phase by small-arms fire, and no
unit may be fired upon more than once in a Com-
bat Phase by artillery. A unit may be fired upon by
smull-arms fire and artillery in any one Fire Phase,
but only once by each (exception: 10.2).

[9.45] No unit may fire i1s entire Fire Strenpth
more than once in any given Fire Phase (Exception:
See 10.2). However, within any given Fire Phase a
unit may choose to split its Fire Strength, directing
it at any number of target hexes, as long as the total
Combat Strength is not exceeded and the rules of
facing are observed. Example: An infantry regi-
ment with a sirength of 3 may fire with a strength of
1 at three different Enemy hexes or it may fire with
a sirength of 2 ai one hex and I at another. Note
that the Current Strength is divided, not the Fina)
Fire Strength (which may be the Current Strength
augmented by terrain, range, eic.). Example: A
battery composed of 6 guns can fire at an Enemy
unit that is adjacent and one that is ten hexes dis-
tant. Four guns (HB) fire at the nearer target {at an

Effective Strength of 4 X 10=40) and two guns fire
at the other target {ar an Effective Strength of
Ixlh=1).

[9.46] In splitting units’ Fire Strengths, the Com-
bat Strength may not be so divided as to make the
Final Fire Strength against any one'hex lessthan 1.
Example: A battery of six guns could not fire at six
individual targets sixteen hexes distant, because
the Final Fire Strength would (theoretically) be
halved for each of those targets. The battery
would have to split its fire among only three of the
regimenis to produce the necessary one-Point-
minimum-per-target. This restriction applies only
when splitting Fire Strength: a unit may always
fireits whole Sirength — no matter how much it is
reduced — at a single target.

[9.5] TERRAIN EFFECTS ON
FIRE COMBAT

The various terrain features on the map have an ef-
fect on the ability of units to withstand fire, A
defending unit may derive the benefit of terrain as.
long us at least one of the firing units is firing
through or into that terrain.

[9.54] In fire combat, terrain benefits may adjust
the totlal Fire Strength Column to the left. Effects
of terrain are cumulative, but the final net adjust-
ment on the CRT may never be more than two col-
umns in any direction, Thus, you may adjust three
to the left and one to the right for a cumulative
change of two 1o the left; but you could not adjust
three 10 the left, as a final result, The CRT column
is never adjusted to the left of the last column, and
a unit(s) firing with more than 51 Strength Points
fires in the 51+ column.

[8.52) A unit adjacent to a crest hexside which is
fired on through that crest hexside, derives a
defensive benefit from the crest if the firing unit
occupies a lower glevation. The Total Fire
Strength Column on the Fire CRT is adjusted one
column Lo the left. This benefit is derivedif any of
the firing units fire through the crest hexside.




g

{2.53] Units in woods hexes that are fired upon
derive a defensive benefit. The Total Fire Strength
Column is adjusted one to the left.

{2.54] Roads and pikes have no effect on combai
in any way. For any ferrain effects, refer to the
other terrain in the hex.

[9.55] Other terrain effects on fire {if any) are
detailed in the Exclusive Rules,

[8.56] Terrain Effects on Combat Chart
{see mapshest)

[9.6] EFFECTS OF FACING
AND FORMATION

[9.61] Unpits may fire only through their frontal
hexsides; however, they may be fired on through
any hexsides. Units fired upon through their rear
{enfilade) hexsides have the total Fire Strength
Column adjusted one to the right {see 7.2).

[2.62] Infaniry units in Column and limbered ar-
tillery may never fire in any Phase. Mounted
cavalry may only fire if anmed with pistols, car-
bines or Colt repeaters and then only through their
one {rontal hexside (see 7.0),

[3.7] LINE OF SIGHT (LINE OF FIRE)

The ability of & unit to fire from the hex it is in 1o
some other hex depends on the terrain beiween
those hexes along the Ling of Sight (LOS). An
LOS can either be clear or blocked; “having a
clear LOS” iz defined as the ability to see the
target. An LOS is represented by a straight line
drawn from the center of the firing unit’s hex w0
the center of the target hex. The 1.0OS may only be
blocked (depending on elevation) if il passes
through a blocking hex or through a blocking hex-
side which is not common with or adjacent 1o
either the firing unit's or the targer’s hex, Mote: A
clear LOS always exists out of a blocking hex con-
taining a firing unit, and into a blocking hex con-
laining a target unit, but generally not {depending
on elevation) through a blocking hex. Thus, units
may always fire into an adjacent hex. 1 the T.OS is
blocked, fire is not possible,

[9.71] Types of blocking terrain are listed on the
Terrdin Effects on Combat Chart (9.56). In addi-
tion, units, Friendly or otherwise, are considered
blocking terrain. Whether blocking terrain actual-
ly blocks LOS is dependent upon the elevation of
both the firing and defending units.

[9.72] For purposes of determining LOS, Ground
Levelis considered to be zero feet high. Trees are
considered 10 be 20 feet high, infantry, artillery
and dismounted cavalry five feet high, and
mounted cavalry and supply wagons ten feet high,
Other heights (il any) are specifically indicated on
the map.

[9.73] The Line of Sight Algorithm and the
Line of Sight Gange

Plavers may determine the Line of Sight in two
ways: they may use the basic algorithm (mathema-
tical expression of the Line of Sight) or they may
use the Line of Sight Gauge, which is a graphic
representation 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 only if:

H  isegualio hp—5§
D or greater than  gp

H=Height {in feet) of higher position minus
height of lower position.

D =Distance (in hexes) from higher position o
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 Gavge Procedure

Note that beights are expressed in increments of
five feet. Horizontally, distance is measured in un-
divided yard increments {corresponding 1o the
hexes). On the zero distance line, locate the height
of the higher position, Measuring from this point
(horizontafly, in hexes) locate the height of the
lower pasition. Connect these two points with a
straight edge (a transparent plastic ruler is ideal).
Now locate the heipht and distance of any
suspected obstacle, Remember that a man adds 5
feet to the height of any level and a woods hex adds
20 feet to the heighi of any obstacle. If the obstacle
is higher than the Line of Sight ai the point of in-
tersection, 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 block-
ed. If there is any doubt, Players should resort 1o
the slgorithm. Note that, technically speaking, the
Line of Sight could pass as much as five feet below
the obstacle and still not be blocked {this accounis
for the average height of a man's musket and the
target above the terrain on which the soldiers
stand},

[92.8] RESULTSE OF FIRE COMBAT

CASUALTIES

Fach casvaliy wumber on the Fire CRT's
represents a Strength Point of men killed or one

gun destroyed, depending on which type of unit is

defending. The: other resulis are ‘““P/R”
{Pin/Rout), “P» apd “R’* which restrict an af-
fected unit’s actions.

[9.81] When the Fire CRT yields a numerical
result and the target unit is infantry or cavalry,
that unit has lost that number of Strength Points.
The Player adjusts his Strenglh Counter and
records the loss on his OB Roster. (However, see
9.42), Players should keep an accurate count of
fosses as they are important for determining who
wins the game. A morale check for the affected
unit must be made (3ce 13.0).

[9.82] If an artillery batiery is hit by small-arms
fire, only the crew is alfected. If a battery suffersa
resuit of “*1,”" the gun crew counter is flipped over
1o {18 Reduced Strength side; another Point loss
and the crew is eliminated. Guns themselves are af-
fected only by artillery fire and each Point in a
given result eliminates a gun.

[9.83] When a Pin/Rout (P/R) result is obtained,
the Plaver owning the affecied unit musi deter-
mine which will apply. To do so he first notes the
unit’'s morale (Case 13.1), rolls one die and com-
pares the die roll o the Morale Rating, 1f it is
higher than the Morale Rating, the unit is routed:
if it is the same as or lower than the rating, the unit
is pinned. When rolling for P/R results, if the unit
has been enfiladed add one to the die-roll, and sub-
tract one if the unit is stacked with a leader
(regardless of the number of leaders); sce 17.4.

Pin

{9.84] When a unit is pinned, place a PIN marker
on top of all the units in the hex the pinned unit oc-
cupies, Unils in a pinned hex may not move (ex-
cept to retreat s a result of Melee; not before); nor
may they fire in a Friendly Offensive or Defensive
Fire Phase. Pinned units may use withdrawal fire
(10.1) and rerreat fire (10.2). They may not initiate
melee, although they may engage in melee when so
atiacked, They may not retreat before melee, Pin-
ned units have a Zone of Control, If any unitin a
stack becomes pinned, all units in that hex are pin-
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ned. Routed units may become pinned (and re-
main routed). Pinned units may change lacing but
they may not change formation,

[#.85] PIN markers are removed in the Friendly
Rally Phase before units are rallied. Once a pinned
unit is meleed, it becomes unpinned, Remove the
PIN marker from that unit.

[9.86) Leaders may be killed or wounded by
Enemy fire {see 17.7). A leader may be pinned, but
the leader does not lose his Effectiveness Rating as
a result of such a pin, He simply cannot move (ex-
cept 1o retreat as a result of melee),

{2.87] A combat resuft of “P** or ““R"’ reguires a
snorale check for the affected unit, A die is rolled;
it the result is greater than the unit’s morale, it is
pinned or routed, respectively. If the result is the
same or lower than the unit’s morale, there is no
effect.

{0.88] Some numerical resuits are followed by an
asterisk (¥), which indicates that the affected unit
may also become pinned., After the casually is
recorded, a morale check is executed For that unit,
If the unit routs, no further action is taken, If the
unit does not rout, a second die is rolled; a resull
greater than the unit’s morale level results in the
unit being pinned. A result equal to or less than the
wnit’s morale level has no effect,

[10.0] ZONES OF CONTROL
GENERAL RULE:

All infantry units in Line formation, dismounted
cavalry, and unlimbered artillery units have a
Zone of Control extending into three hexes adja-
cent to their frontal hexsides, Supply wagons and
leaders have no Z0C’s. Mounted cavalry exerts a
ZOC into all six adjacent hexes, The Z0C’s of
ihese units affect withdrawal, retreat, supply, and
command, Exception: Mounted cavalry ZOC's af-
fect the withdrawal and retreat only of mounted
cavalry units {also, see 9,62 and 16,31},

CASES:
[10.1] WITHDRAWAL FIRE

If a Friendly unit leaves an Enemy-controlied hex
during the Friendly Movement Phase or the
Friendly Retreat Before Melee Phase, the Enemy
unit exerting that ZOC may fire at the moving unit
before it leaves the hex.

[10.11] Withdrawal fire itakes place before the
withdrawing unit leaves the hex; i.e., the range is
one hex.

[10.12] Withdrawal fire is in addition to any nor-
mal offensive or defensive fire. Units may Ffire
withdrawal fire any number of times, subject only
to possible ammunition depletion,

[10.13] If there are two {or marc)units in the same
hex in the ZOC of an Enemy unit and they both
wish Lo withdraw, the Enemy unit may fire once at
the stack.

[10.34] If there are two (or more) units in a stack
and some (bul not all) of the units wish to
withdraw, they may do 50 withour being fired
upon; however, in such a case, the unit(s) remain-
ing in the hex suffers withdrawal fire. In effect,
they are covering for the withdrawing unit(s).

[40.15] A unit suffering casoalties during
withdrawal fire is treated as if 11 had suffered
casualties during any regular Fire Phase; the own-
ing Plaver must roll for possible rout or leader
loss, eie. II' a unil suffers a pinned result in
withdrawal, it may move one hex and then it
becomes pinned. Important Exception: See 12.88.

feansinned on page 33}
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[19.0] INTRODUCTION

Cedar Mountain is a simulation of the battle, on 9
August 1862, berween the Union forces of General
Nathaniel Banks and the Confederate forces of
General Thomas (Stonewally Jackson. The battle
was one of those sharp but indecisive battles uni-
que to the American Civil War, Banks launched
his attack even though greatly outnumbered and
caught the Valley Army unprepared. The batile
that followed was ulimately a Confederate vic-
tory, but it can also be seen as an effective Union
spoiling atiack.

Each Game-Turn represents 30 minutes, each hex-
agon represents 125 yards from hexside 1o hexside,
andeach Strength Point represents 100 menor | gun,

[20.0] SAMPLE UNITS AND
GAME INVENTORY

CASES:

[20.1] SAMPLE UNITS

DIVISION COMMANDER: Front

Na.:ne
d o wad
Rank)  Winder
RoPins
§ B dru
4 2
AN
i 5 -~ Y
Division Integrity Radius Command Points
FRONT GAME MARKER  oocK
Coluntn e
Cohmn mﬁ@
Cornfield Blow-Down | DoWR

[20.2] GAME INVENTORY
A complete game of Cedar Mountain includes:

One 22" X 34" game map

One Standard Rules booklet

One Exclusive Rules booklet

One die-cut countersheet (200 counters)

1f any of these parts are missing or damaged, send
a posteard to SP1 describing your problem, Please
send vour posteard to Customer Service, Note:
The process used in manufacturing of the die-cut
counters used in SPI games sometimes results in
colors from one counter overlapping the coler of a
neighboring counter, or in the slighily off-center
printing of the letters and/or numbers on a
counter, SP1 cannot replace counters displaying
these minor manufacturing inaccuracies, Only
counters that are illegible can be replaced by SPI.

We hope you enjoy this SP] game. Should vou
have any difficulty interpreting the rules, please
write to SP1, phrasing your guestions so that they
can be answered by a simple sentence, word, or
number. You must enclose a stamped, self-
addressed envelope, We cannot guarantee a proper
answer should yvou chaose to phone in your gues-
tion {the right person is not always available —
and since SP1 has published hundreds of games,
no one individual is capable of answering all ques-
lions), Write to:

SPI

Rules Questions Editor for Cedar Mountain

257 Park Avenue South

New York, N.Y. 10010

[21.0] MODIFICATIONS
AND ADDITIONS
TO THE
STANDARD RULES

CABES:

[21.1] LIMITATIONS ON
DISMOUNTED CAVALRY

All cavalry umits in dismounied formation have a
Morale Raiing of 2, representing the lact that
cavaley werg not trained to fight as infaniry.

{21.117 Dismounted cavalry may initiate melee on-
ly against enemy dismounted cavalry and artillery
(either formation), They may not initiate melee
against infantry or mounted cavalry.

[21.12] An onpinned dismounted cavalry unit
which is not stacked with friendly artillery or in-
fantry and which is meleed by enemy infantry
st retreat in the Retreat Before Melee Phase.
When defending apainst enemy dismounted
cavalry, the Standard Rules apply.

[21.2] ARTILLERY AND
SMALL-ARMS AMMUNITION

Both armies were plentifully supplied with am-
munition and resupply was readily available.
Therefore, there are no supply wagons in the game
and the ammunition rules {1 §,0) are nat used.

[21.3] TERRAIN

[21.31] Trails and Roads: Leaders and combat
units in column, mounted, or limbered formation
that move along roads or trails pay the road or trail
Movement Point cost rather than the cost of the
other terrain in the hex. This is true even when a
unit crosses crest or sieep crest hexsides, runs, and
streams.

[21.32] Crast: Crests are formed when two levels
of elevation are contained in the same hex, Units
which occupy crest hexes are afways considered 10
be occupying the higher of the two clevations,
When a unit enters a hex of a different elevation, it
usually pays additional Movement Point costs.
The cost 10 go uphill is greater than the cost to ga
downhill, These costs are listed on the Terrain Ef-
fects on Movement Chart (see map). Crests also
affect combat (see 8,52).

[21.33) Steep Crest: A steep crest presenis a
greater impediment to movement than a crest.
Steep crests are indicated by a splash pattern along
a crest hexside, The additional Movement Point
cost 10 go up or down a steep crest is paid only
when the unit crosses the steep crest hexside.

[21.34] Lakes: All-lake hexsides (such as 3119/
3218} are impassable for purposes of movement.
Only combat may be performed across all-lake
hexsides,

{21.35] Runs and Streams: The North and
South Forks of Cedar Run were deeper than the
small streams of the area, Thus, the Movement
Point costs to cross the two are different, Runs are
indicated by the solid lines running along their
banks. Players should refer to the Terrain Effects
on Combat Chart (see map) when initialing melee
against a unit on the other side of a run or stream.

{21.4] CORNFIELDS

The com in the fields near Cedar Mouniain was
ripe and the stalks were nearly six feet tall, Conse-
guently, the corn affects Line of Sight,

[21.41} Cornfield hexes have a heighi of 5 feet
above the elevation of the lerrain on which the
corn grows. A unit occupying a cornfield hex is
located on the elevation level of that hex, not the
elevation plus five feet.

[21.42] Cornfield hexes block LOS (i.c., no unit
may fire through a standing cornfield hex into
another hex). A unit which oceupies & cornfield
hex may always fire out of that hex and may be
fired upon by units which have a LOS into that hex
{but not through another cornfield hex). Ex-
ample: A unit in 3017 would be able 1o fire at and
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be fired upon by a unil in 2816, but 4 unit in 2716
could neither see norbe seen by the unil in 3017,

[21.43] A cornfield hex may be *blown down™ by
small-arms fire at a range of ane hex or by artillery
fire at a range of three hexes or less, Once the hex
has been fired into, a Cornfield Blow-Down
marker is placed on the hex and it is considered
clear for all purposes for the rest of the game. fm-
portant: A unit may not fire inte an unoccupied
cornfield hex merely to blow down the corn;
rather, the hex must be occupied by an enemy unit
to'be fired upon,

[22.0] ARTILLERY
OVERSHOOT

GENERAL RULE:

The following rule is wvsed to simalale the
somelimes gross inaccuracy of artillery fire at ex-
tended ranges. This fire tended to land befare,
behind and beside the intended target, Thus, when
an artiliery undi fires ata target at a 9 or preater hex
tange, there is a chance that the fire will miss the
target and land in a hex adjacent 1o the hex the
target occupies,

PROCEDURE:

The following procedure is used 1o resotve all ar-
tillery fire combats executed at a range of 9 hexes
or greater:

1. The player announces aloud all the arrillery
units which are combining {ire against units in the
same target hex.

2. The player rolls one die for each firing unit and
consulls the Gvershoot Table (22.3) to determine
whether or not the battery has hit the target hex.
The range is figured separately for each firing bat-
tery, The Qvershoot Table results will indicate
whether the fire was accurate or scatterad.

3. All batteries which received an “‘accurate”
result on the Overshoot Table have their strengths
combined and the combat is resolved normally us-
ing the Fire Combat Results Table.

4. Batteries whose fire “*scattered” now resolve
their atlgcks, The playver rolis one die foreach bat-
tery and compares the result with the Scauver
Diagram printed on the map. A battery whose Tire
seatters will attack one of the six hexes adjacent to
the target hex. H the scaiter hex is unoccupied by
enemy units, there is no combat; if occupied by
enemy or friendly units, the player resolves a nor-
mal attack against the hex using the Fire Combat
Results Table, The strengths of all batteries which
scatter inte the same hex are combined as usual
andare not treated as individual attacks.

Example: Baiteries in 3015 and 3318 combine to
altack an enemy unit in 2207. The player who
owns the batteries rolls one die per battery and
compares this result with the range from battery to
target on the Qvershoot Table. The resuli for the
batteryin 3015 is **5,”* and thus the fire isaccurate
since the range is between D and 15 hexes. The
result for the battery in 3318 is 3, and thus the
fire has scailered since the range was 16 or more
hexes. A second die-roll is made and the result is
47 the fire from this battery lands in hex 2208,
which is unoccupied and thus has no effect.

CASES:

[22.1] INTENDED TARGETS
OF ARTILLERY FIRE

A player may never attack a vacant hex in the hope
that his fire will overshoot inte a hex containing
enemy uniis. A target hex for artillery fire musy
contain an enemy unit or ¢lse the fire may not be
executed,
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[22.2] TERRAIN, RANGE
AND OVERSHOOT

Should artiltery fire scatter into a hex to which Lhe
liring unit does not have g clear Line of Sight, the
fire is still executed normally. If a battery’s fire
seatiers into a hex outside that unit’s maximum
range, the fire is still executed normally. The
above two fire effects commonly occurred on the
battlefield and thus have been included for
historical accuracy.

[22.3] OVERSHOOT TABLE
{see map)

[23.0] RETREAT AND
ROUT MOVEMENT

COMMENTARY:

The following rules are used to force players into
reconsidering those wide flanking actions gamers
are so fond of. These wild excursions were rarefly
made in the aciual war and the following retreat
{imits are meant to recreate the real importance of
“*friendly lines.””

GENERAL RULE:

Units which are forced to retreat {from melee, due
10 rout, ete,) may never usc Lhe reireat as an “ad-
vance.” Thus, when a unit retreats it must always
reireat towards its own lines (which are given in
map directions) and may not use the retreat as a
means of placing the unit in a more offensively ad-
vanlageous position than the hex the unit occupied
before theretreat.

CASES:
[23.1] CONFEDERATE RETREATS

When a Confederate unit retreats, it must always
retreat into a hex which is northwest, west or
southwest of the hex it oceupies. A Confederate
unii may never retreal into a hex northeast, east or
southeast of the hex it occupies. 1f the only hex
free of enemy units lies in this direction, the unit is
captured rather than retreated. A unit may retreat
through Union ZOC’s, and indeed must, if this is
the only path open 1o it, (Exceptions: see 12,82
and 12.92).

[23.2] UNION RETREATS

A Union unit must always retreal inio a hex that is
nortiteast, east, or southeast of the hex it occupies
and may never reireat-into a westerly direction. If
foreed 1o retreat to the west, northwest o1 south-
west, the Union unit is capiured. A unit may
retreat through a Conlederate ZOC and must do
saif that is the only path open toit.

[24.0] BRIGADE COMBAT

EFFECTIVENESS LOSS
CASES:

[24.1] EFFECT ON INFAMTRY
AND CAVALRY

[24.111 A 1 is added to the die-roll Tor af Morale
Checks made for infantry and cavalry units of a
brigade thal has Iost BCE,
[24.12] Nounit in a brigade that has lost BCE may
initiate melee. A unit defends normally when
meleed by enemy unils, and if it becomes engaged
during melee, it may melee normally.
[24.13] Whenever a non-artillery unit in a brigade
that has lost BCE engages in fire combai, the Fire
Sirength columm is shifted one column to the left.
- This shift applies even if the unit is firing in com-
bination with non-BCE loss units.

[24.14] Units of a brigade which bas reached BCE
may not vofuniarily enter anenemy ZOC. Hsucha
unit finds itself adjacent 1o an enemy unit at the
start-of its Movement Phase, it is nol required 10
leave. In addition, a unit may net rewreal through
an enemy ZOC at all, and if forced to, is captured
instead.

[24.15] A routed unit whose brigade has reacked
BCE may only be rallied by a die-roll, The owning
plaver rolls a die and iT the result is equal to or less
than the unit’s Morale Rating, it rallies (remember
24,113, To be rallied, the unit must be in the Effec-
tiveniess Radius of its brigade commander and thai
commander must spend a Rally Point (see 17.13)

* to attempt {o rally that unit. A unit which is stack-

ed with a brigade or division commander has a 1
subiragted from its rally die-roll (the brigade com-
mander need not expend a Rally Poin(). A unit
which is stacked with a friendly army commander
(either General Banks or Jackson) rallies auto-
matically repardless of BCE Joss,

[24.2] EFFECTS ON DETACHMENT

A brigade that has reached its BCE limil may not
be detached from its division. If*a delached
brigade has not been attached 10 another division
and it reaches its BCE limit, then it is “out of com-
mand.” The brigade’s leader may only move one
hex per Game-Turn until the brigade is reatiached
{0 some friendly division.

[25.0] LEADERSHIP AND
LEADER LOSS

CASES:
[25.1] STONEWALL JACKSON

General Jackson hag three Command Points (as
indicated on his counter) which may be used each
Game-Turh 10 increase the Divisiopal Integrity
Radius of any Confederate division commander.
The division commander must begin the Con-
federate Initial Command Phase within three
hexes of Jackson (exclusive). Jackson’s three
points may be split among his division com-
manders so long as each commander is within the
three hex limit. In all other ways General Jackson
acts as a regular feader (i.e., he affects friendly
melee strengths, may rally routed units with which
heis stacked, and so forth).

[25.2] NATHANIEL BANKS

General Banks has one Comimand Point which
may be used each Game-Turn to increase the Divi-
sional Integrity Radius of one Union divisional
commander by one. Banks also acts as a regular
jeader for other game purposes.

[25.3] LEADER REPLACEMENT

Whenever a leader becomes a casually, he must be
replaced by another leader of his command, as per
17.8 of the Standard Rules. When replacing a
Jeader, the first replacement should be selected as
indicated in the following secondary cases; if that
leader is already a casualty, the second replace-
ment is selected, and so forth., Thus, a division
commander may only be replaced by an
anonymous brigade commander replacernent if alf
the leaders on the list of replacements for thai divi-
sion are casualties.

[25.31] General Banks and General Jackson are
not replaced if they become casualties or are vap-
tared. I 15 assumed that the highest ranking divi-
sion commander of their command has taken
over. Thisis nol reflected in game terms.

[25.32] Union division commander Williams is
replaced first by Crawford and then by Gordon.
Augur is replaced by Geary, Prince, and Greenin
that order.



[25.33] Confederate division commander Winder
is replaced first by Taliaferro and then Ronald,
Hill is Teplaced by Branch, Pender, Archer, and
theg: Thomas. Ewell is replaced by Trimble and
then Forno.

[25.34] A Dbrigade commander who hegins the
gamesubordinate to g division commander may be
promoted, but an gfiached commander may never
be promoted to command a division to which he
does not belong {i.c., a brizade commander may
only be promoted to command of his own divi-
sion). This limitation is critical for detached
brigades that are far from their division when the
commander is required 1o lake command of the
division.

[26.0] HOW TO START

GENERAL RULE:

The Union army begins play deployed on the map
in the Union Deployment Areas printed on the
map. The Confederate Army enters play starting
“on Game-Turn Oneasreinforcements from off-map.

CASES:

[26.1] FIRST TURN SEQUENCE OF PLAY

The Union player is always the first plaver in the
Sequence of Play. On Game-Turn One, however,
the Union Player-Turn is omitted. Thus, the Con-
federate player moves first in the game.

[26.2) UMNION SET-UP

The Union OB Roster has printed on it the
historical Deployment Areas for each of the Union
brigades and artillery units. The player sets up all
the units of a brigade on hexes within its Deploy-
ment Area in any formation he wishes, Each
Union Deployment Area is indicated on the map
and consists of the central, numbered hex and the
six adjacent, surounding hexes. The units may be
set up in a stack within the limits of the stacking
restrictions for that hex type (see the Stacking
Restriction Chart on the map) in any hexes in Lhe
area. Brigade Jeaders are set up with their
brigades, divsion commanders may be set up with
any brigade of i1s command, and General Banks
may beset upalong withanyunit in the Union Army.

{26.3] UNION OPTIONAL DEPLOYMENT

1f both players agree, the following rule may be us-
ed to alter the historical Union set up. The Union
player is free (o set up his units in any Deployment
Arca he chooses. One brigade (only), plus one bat-
tery, is deployed per Area. The 1st Me Cavalry is
set upinarea | and Bayard’s brigade in Area 6, All
units are still subjecl to 26.2, as well as the Se-
quence of Play in 26.1.

[26.4] CONFEDERATE DEPLOYMENT

The Confederate player begins with no units on
the map at the start of the game, His units enter
play as reinforcements on hexes and Game-Turns
specified for each unit on the Confederate OB
Roster. These units arrive in a columa stretching
down a road or trail {one behind the other) during
the Confederate Movement Phase. The players
should visualize the reinforcements as a string of
units entering the map from a chain of road/trail
hexes off-map, so that the first unit spends {for ex-
ample) one Movement Point the second, btwo
Movemen: Poines; the third three, and so forth.

[26.41] Reinforcements may enter al any poiunt
during the Confederate Movement Phase. The
order of arrival is also derermiined by the Con-
federaie player.

[26.42} Onee a unit has entered the map, it may
move and atiack just like any other unit already

CEDAR MOUNTAIN EXCLUSIVE RULES, PAGE 3

present. Once g unil has entered the map it may
never leave. If its only path of retrear during roui
ar retreai is off map, it is considered capiured by
the enemy player.

[26.43] Units which enter this map as reinforee-
menls are not subject to the limitations of leader-
ship until 1he Game-Turn after which they enter
the map.

[26.44] 1f an entry hex is occupied by a Union wnit,
the units scheduled to enter there are delayed a
Game-Turn and then entered in gither that hex, if
clear, or the closest unblocked hex. Should twe
hexes be equidistant, the Confederate player has
his choice of hexes.

[26.451 If there are more reinforcing units schedul-

ed to arrive than can physically be entered onto the
map during a Game-Turn, the remaining off-map
units are simply brought into play on the following
Game-Turns,

[26.46] Reinforcements always enter in column
(infaniry), mounted {cavalry) and limbered (ar-
tillery) formation,

[27.0] HOW TO WIN

GENERALRULE:

Victory is determined by the accumulation of Vie-
tory Points. Victory Points are awarded for inflict-
ing casualties on enemy combat units and leaders,
and for controlling certain hexes ai the end of eqch
Game-Turn. At the end of the game, both players
total their Victory Points, The smaller total is sub-
iracied from the larger and the result is compared
10 the schedule given in 27.1 to determine the level
of victory,

CASES:
[27.1] LEVELS OF VICTORY

Draw
(in effect, the Union has won

amoral viciory) PSS VP's
Marginal Victary Gto 10 VP's
Tactical Vietory

(historically, the Confederates

won a tactical victory) 11io18VPs

Strategic Victory

{ihe Batle of Cedar Mountain
has major effects upon the
Eastern Theater and on the
upcoming campaign of
Second Bull Run}

[27.2] VICTORY POINTS

{27.21] A player receives Victory Points for the
elimination or capture of enemy Strength Points,
guns, and leaders, and for enemy brigades which
have reached their BCE limit,

19 or more VP's

Enemy infaniry Strength Point/gun:

Eliminated 1VPeach
Captured 2 VP seach
Enemy cavalry Strength Peint;

Eliminated 2 V¥P’seach
Captured 3VP'seach
Enemy brigade commander:

Wounded 1 VP each
Killed 2VP’seach
Captured IVP’s each
Enemy division commander:

Wounded 3VP’seach
Killed SVP'seach
Captured 8§ VP’seach

If Jackson is a casualty
or captured, the Union
player receives:

Wounded FVPs
Killed 10VE's
Captured 15VP's
1¥ Banks isa casualty

ar caplured, the Confederate

player receivey:

Wounded 3IVPTs
Killed SVPs
Captured- VP

Mote: A player receives no VP’s for the elimina-
tion of enemy battery crews. If a brigade com-
mander has been promoted, he is considered a
division commander for Victory Point purposes.

The number of Victory Poinis awarded for an
enemy brigade reaching its BCE limit is listed on
the OB Roster next to that brigade,

[27.22] Either or both players may receive Victory
Points for the occupation or control of certain
Victory Point hexes (see map). Each of the hexes is
worth 2 Victory points per Game-Tiern for the con-
trolling player. The Points are awarded at the end
of the Confederate Player-Turn and are recorded
on the Union OB Rosier cach Game-Turn. impor-
tant: All Victory Point hexes begin unconirobled
by either player; thus, it is physically impaossible
for either player to control any of the hexes at the
conclusion of Game-Turn One, Controf of a Vie-
tory Point hex is defined as having been the last
player to have actually cccupied the hex with a
combat unit.

{27,23] Either player may exit his units off the
map through hex 0101, To do s0, a unit must oc-
cupy 0101 and expend one Movement Point 10
leave the wap., B is ool eliminaied, bat it may
never return to play once removed. Units may only
be exited during the friendly Movement Phase
(they are still eliminated if forced to retreat off the
map). lmpertant: The Confederate player (only)
receives one Victory Point For each combat unitor
battery exited off the map. The Union player never
receives VP's for exiting units,
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UNION OB ROSTER CONFEDERATE OB ROSTER

INFANTRY and CAVALRY BRIGADES INFANTRY BRIGADES
Areg of Brigade Combai Game-Turn/  Brigade Combat
Designation Deployment  Effectiveness Limit Designaiion Hex of Entry Effectiveness Limit
Banks [} with any Jackson ] 272934
Union unit
- Winder [ 2/2934
Williams L with any Ronald 1 572934 6of 10
_ brigadeunit Repl O CIC =16 VP's
Goraon ) s wers e
Repl T3 Ij] : LJ?_ ; ODOIC =12 Vs Garnett 1 272934 4af7
L Repl O : OO =10 VE's
Crawford [ 4 13of 14 IR0
Repl [ DOOGETRBHECIE =17 VP fafiaferro [ 2/2934 707 13
SOLILT Repl T OOCO000 = 14 VP's
(SN
Augur [ with any
Geary C1 b”ga‘;e unt o1l Evwell [ 174032
cary L1 . P
R‘e ]L ‘"}(E]U‘" CI01TT =10 VP Trimble [} /4032 10 of 20
P S oo u Repl O OOCADCI0TM = 16 VP
S oo oo
- w;, 2 4 IV £ UL VO I T I W S
iz"l‘i‘ ?_;’f ll_ﬁ A Forno T 1/4032  150f 30
i CHADI 0 = P's . - N ’
P T - Repl [} OO OO T I =24 VP
- N MOCOooOnoOnCooT
Greene [} 1 Fof 6
Repl I} M =3 VPs Hil 7 972934
TN - Branch [ 9/2934 10 of 20
Repl 5 OOnoooonll=20VPs
Bavard [ I3 Fof7 DoConoroorsn
Repl O DI = 10 VP's Archer [ 10/2934 10 of 20
AU Repl 0 DT T T =22 VP's
monooooono
Independent Cavalry Strength Thomas* L] 772934 14 of 20
1 Me 1 mininEn Repl 3 OO oo O=30 VP's
AN
Pender [} 1072934
ARTILLERY Rep!
Area of
Designation Deployment  Sirength *
6 Me i TROOICTIOE Thomas enters detached
4 Me 2 TADO D DO
F 4 US 3 S lnaln INDEPENDENT UNITS
- I Game-Turn/  Brigade Combai
E, Pa 4 (s .
’ BT — Designation Hex af Entry  Effectiveness Limit
L, 2NY 3 RN Early [ 1/2934 8 of 16
M, I NY 6 PAILVIOO Repl 7 7
VICTORY POINT HEX POSSESSION TRACK White’s Strength
\ N Commanches 174032 ]
Victory Point
GAME-TURN Hex
2319 1821 1323 3415 ARTILLERY
1 HOWTO USETHE OB ROSTER Game-Turn/
5 E‘he OB”REmer {Order of Rzml_e Rogler} is used (o recorgl the [D:iSES suf- Designation Hex of Entry  Strength
fered by each armwy, to determine the 1ime and plage of estry for Con- 1 Md 172934 NETE
3 federate unils, and the historical Set-up Areas for Union units, Each . B -
4 time an infantry or cavalry unit suffers casualties, a number of boxes, 4 Md 172934
p equal 1o the number of Strength Points lost, are marked off the BCE Bedford 172934
s section of that unit's brigade record. When the number of hoxes 3 5 .
6 reaches the BCE limit, the brigade has lost effectiveness (see 24,0) and Alleghany 272934
5 the enetiy player is awarded the number of Viclory Points for that Rockbridge 272934
% brigade listed next to its BCE limit, independeny regiments and anitlery Hampden 3/9914
kL units have tosses recorded on their strenpeh record, ol g RCE section, o
9 Leader losses are marked off in 1he box next to the leader’s name, La Guard 2/4032
] The symbols used 10 mark boses are: Courtney 274032 TR
1t B = Sirength Point/Gun eliminated, and leader killed. Purcell 472934 PAL]
12 ¥ = Sirength Point/Guu/leader cupiured, Middlesex 472934 Pallld
13 7 = Leader wounded.
Retaln one copy of the OB Roster without marks on i1, since duplicate
PP . ) copies will be needed to play the game more than oace, SPI grants per-
gi‘féu ‘;‘Sjr_‘“fmff’“‘m"eq : mission 1o reproduce the OB Rosier Tor persenal use, Addifjenal copies
= Confederate controlled; are non available from SPL
{-}= Uncontrolled (see 27.22).




Jeonimeed from poge 287
[10.16] A unit may withdraw {rom an Enemy
ZOC through any hexside it wishes, as long as it
does not enter an Enemy-occupied hex, However,
if in withdrawing the unit presents its enfilade hex-
sides to the firing unit, the unit firing withdrawal
fire then gets the benefit of enfilade fire (see 7,11).
MNaote: A unit withdrawing will almost invariably
present its enfilade to an enemy unit.

[16.17] Withdrawal fire 1akes place in the Move-
ment Phase and the Retreat Before Melee Phase,
not during any Fire Phase. (A unit that js in the
ZOC of an Enemy unit during a Fire Phase and is
forced to retreat out of the ZOC during that Fire
Phase does not suffer withdrawal fire). Withdraw-
al fire is not considered part of any Fire Phase, and
onits that use withdrawal fire may lire regularly
during any Fire Phase in that Plaver-Turn, With-
drawal fire is, in effect, a free shot. Nete: Remem-
ber to check for ammunition depletion,

{16.18] Leaders that withdraw from an Enemy
ZOC do not trigger withdrawal fire,

{18.19] When a unit triggers withdrawal fire, it
may be fired on once by every eligible Enemy unit.
There is no limit 10 the number of Enemy units
which may fire at a withdrawing unit {provided
each Enemy unit is eligible). A single Enemy unit
may perform withdrawal fire as many times as
there are Friendly uniis which trigger such fire.

[16.2] RETREAT FIRE

A unit that is 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
{10.1) with iwo exceptions: unmits eniering the
ZOC trigger the fire, as opposed to units leaving
the ZOC {as in withdrawal fire), and retreat fire
may oceur during the Combat Phase. Each time a
unit retreats into the hex of a different Enemy
unit, the possibility of retreat fire is triggered;
therefore, a retreating unit may be fired on by
several Enemy units as it retreats. Retreating
routed units that suffer casualties from retreat fire
do not roll for additional rout. Enemy units ficing
on retreating units may only fire once at a given
unit during any retreat. Units firing retreat fire
must check for ammunition depletion. Retrear
fire, like withdrawal fire, is considered a free shot.

{10.3] EFFECT OF ZOC ON
AMMUNITION SUPPLY

Units attempting to trace a Line of Supply 1o their

supply wagons (11.23) may not trace this line

through an Enemy ZOC, unless the hex is oc-

cupied by a Friendly unit,

[10.4] EFFECT OF ZOU ON
LEADER CONTROL

Units attempting to trace a leadership radius from
a leader to a unit {or another leader) may not trace
this line through a hex in an Enemy ZOC unless the
hex is occupled by a Friendly unit.

[16.5] EXTENT OF
ZONES OF CONTROL

ZOC’s do not extend through impassable hex-
sides. The presence of a Friendly unit negates an
Enemy ZOC for purposes of supply and leadership
fines. However, the presence of a Friendly unit
does not negate an Enemy ZOC for purposes of
withdrawal or retreat fire,

[11.0] AMMUNITION SUPPLY
GENERAL RULE:

All units capable of fire combat are subject to am-
munition depletion. Artillery ammunition deple-
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tion is represented by the number of rounds fired
as compared t¢ the total rounds available. When
no more rounds are available, artillery may not
fire, Small-arms units suffer ammunition deple-
tion as a result on the Fire CRT. These units may
be resupplied by being within supply range of a
supply wagon. Units that are out of ammunition
{ammo depleted) have no Z0OC’s except for pur-
poses of negating supply and leader effectiveness
lines,

CASES:
[11.7] SUPPLY WAGONS

Supply wagons are considered combat units
although they are restricied in their capabilities, A
supply wagon has two possible statuses; crewed
and urcrewed, The front of the counier shows the
wagon and its crew. The crew has its weapon type,
morale, and Combat Strength indicated in the
same manner as an infantry unit. 1f the crew is kill-
ed or routs away from the wagon, the Wagon
Counter is turned over to indicate its uncrewed
status, and a Wagon Crew Counter is placed on
the map il a vout is called for, An uncrewed supply
wagon may not be used 1o resupply units, nor may
it move (in any Phase),

[11.11] A supply wagon crew may never volun-
tarily abandon its wagon. A Crew Counter is only
placed on the map if-the crew routs.

[80.12] Supply wagon crews suffer casualiies only
from small-arms fire, though they may be pinned
or routed due to artillery fire, Supply wagons are
affected only by artillery firc.

Small-Arms Fire Results:

PiN: The wagon is pinned, and may not resupply
units or move,

ROUT: Thecrew routs. A Wagon Crew Marker is
used and the crew routs three hexes. The Wagon
Counter is turned over to show that it is crewless.

Y1, 12, ete.r The crew is eliminaied and the
wagon is turned over wo show that it is crewless,

Artillery Fire Results:

Pin and Rout results affect the crew in the same
manner as small arms.

1,742 efe,: This number is used to determine
the column on the Ammunition Loss Table
{11.34), A die is rolled and cross-indexed with the
column to determine the number of Supply Points
the wagon loses.

[11.13] Supply wagons are always independent
uniis,

[21.14] Supply wagons have a stacking value of
four points.

[11.15] Supply wagon crews may not initiate
melee but may defend against melee. Supply crews
may not engage in offensive fire (see 12.14),

[11.16] Supply crews do not have a ZOC and are
incapable of retreat and withdrawal fire. They
miay only fire in the Friendly Defensive Fire Phase.

[11.171 Crewed supply wagons may retreat before
melee. In other forms of retreat the crew retreats
but the wagon doesn’t,

[F1.18] A wagon may be recrewed if its crew has
been eliminated by moving an infantry unit or dis-
mounted cavalry unit onto the wagon and remov-
ing one Strength Point from that unit during the
Friendly Final Command Phase. The morale and
weapon type of the new crew should be noted on
the OB Roster, Only one Strength Point may ever
be assigned 10 a wagon and, once assigned, it may
not be withdrawn from that wagon and used 1o
augment the strength of another unit.

[11.19] Supply wagons may be caprured and
recrewed by the Enemy Player. Captured wagons
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may be used 1o resupply Friendly units on the
Game-Turn after they've been recrewed. Only 2
cavalry or an infaniry unii may capture a supply
wagon. Should 8 wagon be caprured its former
crew is also removed from play regardless of iis
location on the game map. The crew loss does not
count for Victory Point purposes.

[11.2] SMALL-ARMS
AMMUNITION SUPPLY

Infamry, dismounted cavalry, and all other non-
artillery units (small-arms units) are subject to
possible ammunition depletion cach time they fire,
Ammunition depletion never affects the ability of
4 unil to move,

[11.21) Each time a small-arms unil fires and a
“1* is rolled on the Fire Combat Results Table,
there is a possibility of the unit running oul of am-
munition. The Player rolls again for each unit that
fired in that combat result: if the number rolled is
17 or 2, that unit is considered “‘ammo
depleted.”” An- Ammunition Depletion Marker is
placed on top of the unit to indicate its status,

[11.22] A unit out of ammunition may move and
engage in melee normally. It may not fire under
any circumstances uniil it is resupplied, and has a
ZOC for supply and leadership paths only.
[11.23] To be resupphed, a unit must be able to
irace a supply path 10 a Friendly supply wagon in
its Friendly Resupply Phase. This supply path is
sraced from the unit to the wagon and noi vige-
versa. A player iraces the path which may only be
the lengih of the terrain movement costs of an im-
aginary infantry unit in column formation for one
Movement Phase. Note that the unit does nor
maove; rather, this is simply the method of tracing
the maximum length of the supply path. The sup-
ply path may not pass through a hex in an enemy
ZOC (unless occupied by a Friendly unit) or
through an Enemy occupied hex.

[1%.24] Any number of units may be resupplied
during a Friendly Resupply Phase, aslong as there-
quirements of 11,23 are satisfied and the supply
wagon has the necessary ammunition. The number
of units a given supply wagon may resupply is the
number of boxes for small-arms ammo on the OB
Roster for that wagon (see 11.1).

[21.25] Neither the wagon nor the unit being
resupplied may have moved in that Player-Turn,

[11.3] ARTILLERY AMMUNITION

Each Player is limited in the rotal number of times
he may fireeach of hisartillery batteries. Each time
a battery fires, regardless of the number of guns it
has, it uses one round of ammunition. The number
of rounds available to each batrery is the number of
battery ammunition boxes on the Player’s Order of
Battle Roster for that battery, When the battery
fires or otherwise loses a round of ammunition,
one box is marked off on the battery’s ammunition
supply to indicate the battery’s correct ammo
supply.

[1%.31] Each time an artillery battery fires, it ex-
pends one round of ammunition, When a batiery
splits its fire, it expends only one round of
ammunition.

[11.32) When a battery runs out of ammunition
(i.e,, all its ammo boxes have been marked off) it
may not fire. Such batteries may receive additional
rounds of ammunition as per 11.23 if a friendly
supply wagon is available to resupply the battery.

[£1.33] Plavers may transfer rounds of amsmuni-
tion between [riendly artiltery batteries of the same
weapon type. Both batteries involved must spend
one entire Game-Turn, without firing, in the same
or adjacent hexes. In the Resupply Phase of that
Gante-Turn the owning Player may redistributethe
rounds of ammunition between the two batteries,
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If an artillery battery is captured or elimminated in
combat, its ammunition supply s likewise
eliminated. No use may be made of capiured
Enemy guns or ammo. Exception: See 11,19,

{11.3d] Ammuniiion Loss Table
(see charts and tables)

[12.01 MELEE COMBAT

GENERAL RULE:

iielee combar represents hand-to-hand fighuing
that takes place when Friendly units attempt to
dislodge Enemy units from & given position. Melee
occurs in the Melee Phase when a Phasing Player
moves & unit {(or unils) imoe an Enemy ocoupied
hex. The ensuing combat is mandatory, and the
result is obtained from the Melee Combat Results
Table. Asa result of melee, units may be captured,
suffer casualties, be forved (o retreat and possibly
be routed, or remain engaged in the meles, Melee
may occur only in the Melee Combat Phase; it may
never ¢cenr during any other Phase.

PROCEDURE:

in order for a unit to melee with an Enemy unit, it
mius! begin the Friendly Melee Phase adjacent to
that Enemy unit. Then, in the Melee Phase, it
moves into the hex with the Enemy unit. The Melee
Strengths of the units are compared, and the resuli-
ing combat differential is then used in reference to
the Melge CRT. The Melee CRT isa *“Differential™
CRT. Thecombai ratio is expressed as a difference
between the rotal Strength Points of the aitacker
{the Phasing Player) and the total Strength Points
of the defender. The defender’s points (adjusted
forleaders and morale) are always subtracied from
the attacker’s regardiess of who has more points.
Thus, a defender with ‘8’* Points attacked by a
unit with a total strength of “*5”” would produce a
differential of minus three (~3). Differentials
lowerthan — 4 or higherthan + 7usethe —dor +7
columns, respectively. Note that a unit may adjust
atotal of 3 Points: one for terrain, one for aleader,
and one for morale.

CASES:

[12.1] DEFINITION OF
MELEE STRENGTH

{12.13] infantry and dismounted cavalry units
always melee with their Current Combai Sirength
{which is the same as their Fire Sirength),

[22.12] Artillery batteries melee with the strengih
of their crew, The Melee Strength of a full-strength
guncrew is 1.7 The Melee Strength of a reduced-
strength gun crew §s **0."" {Remember, melee com-
bat uses a differential, so the *‘0" may be used as
comparison figure.) Note that guncrews may never
intiate meles (see 12.25).

{12.13] The Melee Strength of a mounted cavalry
unit is its Combat Strength at the ime of combat,
However, if mounted cavalry is charging (see Case
16.2), their Melee Strength is double their Combat
Strength.

[12.14] Supply wagon crews melee with a strength
of one and may not initiate melee (12.96). There is
no half-crew status for wagon crews,

{12.2] RESTRICTIONS ON ABHLITY TO

ENGAGE IN MELEE
[12.21] To engage in melee, a unit musi begin the
Friendly Melee Phase adjacent to the Bnemy unit
that is the object of the melee; Furthermore, it
must be able ro move into the defending unit’s hes
through one of the attacking unit’s frontal hex-
sides.

[12.221 Units may never fire at one unit in a
Priendly Fire Phase and then melee with a dif-
ferent unit in the ensuing Melee Phase. A unit can
only melee with a unit at which i1 fired. [T it did not
fire in the preceding Offensive Fire Phase, it may
melee with any unit within the above resirictions.

[12.231 Melee is not mandatory; simply because a
unit is adjacent 1o an Enemy unit does not require
it to engage in melee.

[$2.24] Infantry in Column may never initiate
melee, although they may be meleed by Enemy
units. If a unit in Column is meleed, such a unit
goes into Line as soon as melee is resolved.

[12.25] Gun and wagon crews may not initiate
melee. Exception: If 2 crew is meleed and an
“engaged’’ resull is obtained, the crew may mejee
in its ensuing Friendly Melee Phase.

[12.26] Units that split fire (see Case 9.4) between
two or more hexes may melee uniis in only one of
those hexes. Units may not split their Melee
Strength between hexes,

[12.3] EFFECTS OF TERRAIN

32,311 The “effective strength” of a unit may be
reduced by crossing certain hexsides during the
Melee Phasc (see 9.56). The unit's Current
Strength is only reduced temporarily and its
strength marker is not changed,

[12.32] If units are engaged (i.e., “ENG;" see
12.94) in melee, the only terrain effects which may
be applied to that melee would be against addi-
tional units joining it.

[12.33] A unit may melee into a hex only if it could
move into that hex normally.

[12.4] EFFECT OF LEADERS ONMELEE

Leaders have an effect on melee. If a stack of units,
altacking or defending, contains a leader or
leaders, that stack may add one Point to its total
strength. Example: Aninfaniry regiment worth 5is
stacked with a leader and melees with an Epnemy
regiment worth 2, which is also stacked with a
leader. The Final Combal Differentialsis + 3;the §
unit add 1 for the leader, for a total of 6, but the
defending unit also has a leader (24 1=3), Only
one leader per side may be used in the melee re-
gardless of the number of leaders in the hex.

[12.5] EFFECTS OF MORALE AND
ROUT ON MELEE

[12.51} If a routed unit defends against melee,
that unit defends at one-Aalf its Current Strength
rounded down. Routed units may not initiate
melee; if ““engaged” in melee, a routed unit must
retreat from melee, if possible. If the rouied unit
cannot retreat from the melee without entering an
Enemy ZOC, it is captured.

[12.52] if, in a melee, the unit with the lowest
morgle in a stack of Friendly meleeing units has a
morale rating that is at least two Points higher
(better) than the highest morale rating of an
Enemy unit that is in the same melee, the Friendly
meleeing units add one to their strength, Example:
Two Union units, both with a morale rating of
2,7 initiate melee against two Confederate units,
with morale ratings of “*4”* and *'5.,"’ Because the
lowest-rated CSA unit (4) is two betier than the
highest-rated Union unit (2), the Confederate
Player adds one 1o his Melee Sirength for that
melee.

[12.6] MELEE AND FIRE COMBAT

Neither Plaver may have & unit fire inio 4 hex in
which units are engaged in melee,

[12.7] STACKING IN MELEE

[12.71] The maximom number of units and/or
Strength Points that a Player may have conduct a

melee in a single hex is listed in the Stacking
Restrictions Chart (8.18).

[32.72} If the defending Player has more units (or
Strength Points} than are allowed for melee, the
Strength Points over the maximum do not par-
ticipate in the melee; however, they are affected by
such combat in all respects. The attacker may not
enter a hex ro melee with more Strength Points
than are allowed by the Stacking Restriction Chart
(8.18).

[12.73] Stacking limits in melee apply to cach side
separaiely. Thus, both Players may each have up
to the maximum strength imit for that hex,

 [12.74) If infantry or dismounted cavalry is stack-

ed with a gun crew in melee, losses are taken from
the infaniry/cavalry before the gun crew,
regardless of the stacking order of the units.
Otherwise, losses are distributed at the opiion of
ihe owning Player.

[12.78] Friendly units ccoupying different hexes
may enter the same hex to melee Enemy units
there,

{12.76] Units may not move through a hex where
units are engaged in melee.

[12.8] RETREAT BEFORE MELEE

Dwsing the Retreat Before Melee Phase, the at-
tacking Player (i.e., the Player whose Melee Phase
immediately follows the Current Retreat Before
Melee Phase) must announce which defending
units he intends to melee, The defending Player
must either immediately exercise his oplion to
retreal before melee (if it is available to him), or
declare that he will accept the melee.

[12.81] The non-Phasing (retreating) Player may
move any units subject (o melee one or two hexes
away from the hex they arein,

[12.82] Retreating units may not enter an Enemy
ZO0C.

[12.83] Units that retreat before melee ure subject
to withdrawal fire, The owning Player must con-
duet a morale check for retreating units (before
melee), regardless of whether or not they are fired
upon by withdrawal fire, Exception: see 12.84.

[12.84] Mounted cavalry units (see Case 16.1)
may retreat before melee without drawing
withdrawal fire, They are simply moved the one or
two hexes. A morale check is not required.

[2.85] Phasing units may be advanced into a hex
vacated by a unit retreating before melee by any
units that were going to melee the retreating units,
The advancing units are still bound by the Stack-
ing Restrictions Table (3.18). A unit so advancing
may not initiate melee inthat Game-Turn.

[12.86] Unlimbered artillery may not retreat
before melee.

{12.87] A pinped or routed unit may not be
retreated before melee.

[12.B8] A unit which a Player attempis 1o retreat
before melee which is ““pinned”’ by withdrawal fire
may not be retreated. Thas, it is foreced to stand
and accepl a melee attack,

[12.89] A unit may retreat before melee regardless
of whether or not it is in command.

[12.9] RESULTS OF MELEE COMBAT
As a result of melee, units/Strength Points of both
sides may be captured, suffer casualties, be farced
to retreat, or remain engaged.

f12.951 A K™ result on the melee CRT means
that one Strength Point from the side affected has
been eliminated. A “‘K'? result on an artillery unijt
results in a loss to the battery's gun crew. 1T the
crew has previously taken one loss, a “K* result
eliminates the battery.
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[12.92] A result of R plus a number {e.g., R2)
means that the affecied unit(s) must reireat the
given namber of hexes. At the end of the retreat,
the owning Player conducts a2 morale check. The
path of retreat is generally away from Enemy lines
and toward one’s own lines (see [4.0). Unlimbered
artillery units may not retreat, and any such retreat
result on the Melee CRT means that all guns, plus
the gun crew in that hex have been captured. Units
may not retreat into hexes containing impassable
terrain, Enemy units or Enemy ZOC's. Units
which cannot retreat legally are captured.

[£2.93] A result of “C’" plus a pumber indicales
the number of Combat Strength Points that have
been captured. The affected unitis reduced by that
number of Strength Foints as if it were a normal
casualty, except the loss is recorded on the OB
Roster as a capture, not a kill, Captured Strength
Points/guns are more costly, in Viclory Points, to
lose. Prisoners cannot escape nor guns be recap-
tured. Any “C" resulis against an unlimbered
artillery unit results in all guns and men being cap-
tured.

[12.94] A result of ““Eng’’ means that all units in
that hex are engaged; i.e., the fighting is still rag-
ing. Engaged units may neicher fire nor move, nor
may that hex be fired upon by other unengaged
units. Engaged units have no ZOC’s. Leaders that
are “engaged” may not rally other units; nor do
they have Effectiveness Radii, Other units may not
move through a hex containing engaged units,
although units may be moved into the hex, A
counier indicating that the melecing units are
engaged is placed on the units. In the ensuing
Player-Turn, the former defending Player has the
following opiions:

1. He may fight another melee in his Melee Phase
with the same units, recomputing the differential,
or,

2. He may, within stacking restrictions, bring in
mare units and fight another melee as in 1; or,

3. He may choose 10 retréal his engaged units two
hiexes, checking their morale 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
retreat before melee. There is no advance by the
unit{s) left in the hex. A Player may choose to
retreat one or more units. Unlimbered artillery
may not be retreated. Option 3 may not be com-
bined with options 1 or 2.

[12.95] Aresult of “'Rpls’” indicates that the Phas-
ing Player must retreat 2 hexes, then roll for leader
loss on the Leader Casualiy Table {17.76), if a
leader is present, and then perform a morale check
for the affected unit{s). The non-Phasing Player
does not retreat although he rolls for leader loss
and performs a morale check for his affected
unit(s).

[12.96] If a pinned unit, supply wagon, or any ar-
tillery umnit is involved in meles and the result is
engaged, that unit may then melee in its Friendly
Melee Phase, as per 12.94. This is an exception to
the rule that certain units may not initiate melee.

[12.97} If, in amelee combat, the resulbt is suchthar
both sides are totally eliminated (either through a
K or YC77 etel), ignore that result and consider
the units engaged.
[12.98] Melee Combat Results Table

(sec chars and tables)

[13.0] MORALE AND ROUT
GENERAL RULE:

Each combat unit possesses a morale rating, A
unit’s Morale Rating is used for two purposes: ad-

justing melee strengths and determining whether
or nol a unit will rout. & morale check must be
made for a unit each time it suffersa casvalty {e.g.,
“17y, “R.” “P/R.” or #* result on the Fire Com-
hat Results Table, and whenever it retreats before
melee or receives an R’ result in melee. Routed
ugits are forced to retreat and they remain routed
until rallied. Routed units are restricted in what
they can do.

CASES:

[13.1) MORALE RATINGS

{13.31] Each combat unil has a Morale Rating,
conststing of a numaber from “*57 (best) to "I’
(worst); see the sample units (3.31).

[13.12] Some uniis may have a printed Morale
Rating of “?'°. These units are considered
“‘green’” (see 13.14).

[13.13] Numbered Morale Ratings are perma-
nent; they never change,

{13.34] Green units (those units with a “7"
Morale Rating) have an unknown Morale Rating.
It remains unknown until such a unit has its first
taste of combat (known as “Seeing the
Elephant®”). When a green unit “‘Sess the Ele-
phant”’ for the first time (i.e., something happens
that requires the owning Player to conduct a
morale check or the unit is invelved in melee com-
bat), the Player immediately refers to the Seeing
the Elephant Table (13.15). He then rolls two dice
tor determine the Morale Rating of the green unit.
The Morale Rating is now the permanent rating
for that unit; it should be recorded on the OB
Roster.

(13.15] Seeing the Elephant Table

{see charts and tables)
Rout

[13.2] WHEN UNITS ARE ROUTED

[13.21) When there is a possibility that a rour will
oceur, the Player with the affected unit checks the
Morale Rating of the unil (remember 13.14) and
rolls a die. If the number rolled is greater than the
unil’s Morale Rating, that unit has routed, A Rout
Marker is placed on a unit that is routed amd
removed when it is rallied.

[83.23] A/ casualties are taken prior to determin-
ing rout.

[83.23] If a unit is stacked with a leader, subtract
one from any morale check die-roll,

[13.24) I a unit has suffered greater than 50%
losses (from its indtial strength) add one 10 the die-
roll.

[13.25] Unlimbered guns never rout. However,
their crews may rout, thus abandoning the guns
{see 15.16).

[13.26] Any time a unit’s morale is checked as a
result of Enemy fire, and that unit has been en-
filadéd by the Enemy fire, add one to that morale
check die roll result.

[13.3] EFFECTS OF ROUT

[13.31] Units that are routed mus! retreat three
hexes (not an expenditure of Movement Points), in
addition to any other retreats that may have been
mandated in that Combat Phase. Units unable to
retreal those three hexes for any reason {terrain or
Enemy units) are captured.

[13.32] Routed units may not engage in any kind
of Fire Combat. They may not initiate melee and if
forced to melee they melee at half-strength (round-
ed down). Routed units have a Movemeni
Allowance of one hex per turn, regardless of wer-
rain cost. Routed unils may not retreatr before
melee, and they have no Zone of Control.

[13.33] A unit that is routed and suffers addi-
tional casualiies while in 2 state of rout will rout
again. Routed units suffering a second rout result
{e.g., from a F/R result on the Fire CRT} must
retreat an additional three hexes, remaining
routed. Routed units that become pinned are both
pinned and roused; but a pinned unit that routg is
no longer pinned — it is routed.

[13.34] Leaders are never routed. They are not af-
fected in any way by a rout resull. (However, see
13.43}.

[13.4] EFFECTS OF STACKING
ON ROUT

[£3.41] If there is more than one unitin a hex for
which a morale check is necessary, each unit is
checked separately,

[13.42]) If only the top unit is affected by the com-
bat {as in fire), that unit’s morale is checked first.
If there is no rout, the morale of the units beneath
it is not checked. If the top unit routs, the morale
of all units under it must be checked. Further-
more, if the top unit is eliminated entirely, the
morale of the unit beneath it must be checked as if
it were the top unit.

[£3.43] All units in a hex receive the benefit of any
leader in a hex. Leaders in a stack may choose {0
retreat with a routed unit or remain with the unit
beneath {and take their chances there),

[13.44} If a stack suffers casualties from arntillery
firing from a range of three hexes or greater, the
morale of all units in the hex is checked.

[13.5] RALLY

[13.51} Routed units remain routed until they are
rallied in a Friendly Rally Phase.

[13.52] Non-independent units {except batteries)
are raltied under the following circumstances:

1. They are stacked with any Friendly leader; or

2. They are within the Effectiveness Radius of the
brigade commander for that unit and that brigade
commander expends a Rally Point (see 17.13) to
rally that unit.

[13.53] The Effectiveness Radius may not be trae-
ed through Enemy combal units, Enemy Z0QC's
(although the presence of a Friendly unit in that
hex negates the effect of such a ZOC) or impass-
able terrain,

[13.54] Routed artillery gun crews, supply wagon
crews, and independent units may rally without
jeaders, If such a unit has been routed, the Player
rolls one die during the Rally Phase. 11 the die rofl
result is higher than the unit’s Morale Rating, the
unit remains routed. Otherwise, the unit rallies,
Thus, an independent unit with a Morale Rating of
4" would be rallied on a roll of ““4'or less.
Leaders may rally these unit types only by being
stacked with them in the Rally Phase.

[14.0] RETREATS
GENERAL RULE:

Uniis may be forced to retreat as a resuli of rout or
as a direct resuli from the Melee CRT. The number
of hexes retreated depends on the combat resnlt
that apphes. Players must observe certain restric-
tions when retrearing unirs.

CASES:
[14.1] RESTRICTIONS ON RETREATS

A unit may not be retreared through an Enemy
unit or an impassable hexside, If unable to retreat
because it is completely surrounded by Enemy
units, impassable terrain and/or the edge of the
map, it is captured.
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{14,2] RETREATING THROUGH
ENEMY Z0C’S

Units may be retreated through or into hexes in

Enemy ZOC’'s. However, they may thereby be

subject 10 retreal fire (10.2). Exceptions: See 12,82

and 12.92.

[14.3] PRESENCE OF FRIENDLY
UNITS AND RETREAT

A unit may not be retreated through a hex contain-
ing a Friendly unit if there is another path open 1o
it (unless that path includes a hex{es) in an Enemy
ZOC). i the unit must be retreated onto of
through a Friendly unit, that Friendly unit is
retreated one hex and the owning Player must con-
duet & morale check. (I the unit retreated onto is
already routed, it “routs” again and must be
retreated an addiiional three hexes). The retreat
must be onto a vacant hex if possible; if not, the
third unit in turn is retreated one hex and the own-
ing Player must conduct 2 morale check for that
unit, In this manner, a “chain reaction” of
relreats and routs is theoretically possible, Ar-
tillery crews retreat away from their unlimbered
batteries when forced to retreat. The bailery re-
mains in the hex unless captured by the Enemy. If
a stack is displaced, a morale check is performed
on the top unit. If it does not rout, the other units
need not make morale checks.

[14.4] THE PATH OF RETREAT

All retreats are conducted by the owning Player.
In determining the path of retreat, Players should
attempt to follow the terrain of least resistance,
(l.e., the *cheapest” in terms of Movement
Points), away trom Enemy and toward their own
lines. The retreating unit must always end its
retreat the number of hexes it is mandated to
retreat away from the hex in which it began the
retreat. It may not enter the same hex rwice during
any one retreal, In anomalous situations use com-
mon sense; however, the retreating Player has the
final say. Players should note here that there is
usually no advance after retreat by a Friendiy unit
into an Enemy-vacared hex, unless such retreatisa
retreat before melee (see 12.8). The specifics of
retreat paths are described in the Exclusive Rules.

[15.0] RESTRICTIONS ON
ARTILLERY
MOVEMENT AND FIRE

GENERAL RULE:

Artillery units may either move or fire in any one
Player-Turn. They may not do both. Once an artil-
lery unit has fired, it may not move; and once an
artijlery unit has moved, it may not fire. However,
if an artillery unit does not move but changes for-
mation (from limbered to unlimbered), it may fire.
CASES:

[15.8] ARTILLERY GUN CREWS

Each artillery unit includes a bartery crew. These
are men who actually service and {ire the cannon.
Artillery erews do not count for stacking and are
considered ling infantry for all purposes (see 6.13).

[15.11] Guncrews sulfer casualties only asa result
of melee or small-arms fire, though they may be
routed or pinned as a result of artillery fire. Com-
bat results achieved by artiilery fire affect the guns
only, leaving the gun crew intact.

115.12} Each gun crew can sustain a maximum of
two siep-losses. When a bartery’s gun crew takes a
1 Strengih Point loss, that battery’s crew counter
is turned over to the ¥a-crew side. When the gun
crew loses s second Strength Point, the crew is elim-
inated and the baulery is removed from play and
considered eliminated (not captured) for Victory
Point purposes.

{15.13] When a gun crew is at one-half strength,
the current fire strength of the baitery iz halved
{round fractions upj. A hattery with a ¥ crew may
limber, move, and unlimber normally.

[15.24] The Melee Sirength of a battery is 17

with a full crew and “*0'* with a ¥ crew (see 12.12)..

[15.15] Gun crews may not be transferred from
unit 1o unit or replaced in any way.

[15.16] When an unlimbered artillery crew is
routed, the crew rouis bul the guns remain in the
original bex, When limbered, the entire battery is
moved in rout movement,

[15:2] EXPLODING CAISSONS

Any time that an artillery battery is hit by artillery
fire and suffers a loss of **1,” **2," eic,, thereisa
chance that some ammunition is lost, too. (The
shells hit the caissons, biowing up the ammo,) In
such a case, the Player suffering the Joss rolls a se-
cond die; if herolls a **1,"" then a caisson has been
hit. The Player now rolls one die again; the resul-
tant number is the pumber of Ammunition Points
lost.

[16.0] SPECIAL
CAVALRY RULES

CASES:

[16.1] CAYALRY RETREAT
BEFORE MELEE

Unrouted mounted cavalry units in danger of he-
ing melee attacked solely by infantry or dis-
mouated cavalry may refuse melee and retreat one
or twa hexes. Unlike normal Retreat Before Meleg
(see 12.8) a morale chegk is not necessary and there
is no withdrawal fire. However, if the cavalry unit
is retreated into a hex in an Enemy ZOC, it must
undergo possible retreat fire. Dismounted cavalry
units retreat before melee as i they were infantry.

[16.2] CAVALRY CHARGE

Mounted cavalry units may cngage Enemy units in
iype of melee called Cavalry Charge. A charge
may be condueted only through the cavalry unit’s
one front hexside.

{16,21] Mounted cavalry may charge any unit, in-
cluding other mounted cavalry,

[16.22] The unit(s) being charged may nol be in g
certain type of terrain hex or behind certain terrain
hexsides. The terrain types which cavalry may not
charge into, through or across are listed in the Ter-
rain Effects on Combat Chari (9.57).

{16.23] To mount a charge, the cavalry units must
begin the Friendly Movernent Phase no more than
four hexes from the arget hex. A cavalry unit
more than four hexes from a target hex may not
charge that target hex during that Player-Turn,
although it may melee normally.

[16.24] Tn order to conduct a charge, the owning
Player moves a mounted cavalry unit that is situ-
ated in accord with Case 16.23 adjacent to the lar-
get hex. Ifit s still adjacent a1 the beginning of the
Melee Phase, it may then charge, participating in
the Melee Combat at twice its Combat Strength.
Thus, 2a mounted cavalry unit that would normally
melee at 2—its given Combat Strength—would
charge with a Melee Strength of 4.
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[16.25] Cavalry units conducting a charge are
automatically routed after the compietion of the
Melee Combat resulting from the charge, They
may be rallied in the normal manner.

[16.26] Units being charged (except rmounted
cavalry} may not retreat before melee. Mounted
cavalry units may retreat hefore melee in the face
of an enemy charge, in which case the charging
units are net routed.

[16.27] Charging cavalry thatincur an *‘engaged”’
result are still automatically routed after comple-
tion of the melge.

[16.3] SPECIAL MOUNTED
CAVALRY RULES

[16.31] A mounted cavalry unit has a Z0C {for
the purposes of Enemy supply and Leader Radius
paths) that comprises all six surrounding hexes,

[16.32] Mounted cavalry meleed by infaniry
and/or dismounted cavalry defends at twice its
Current Strengih.

{16.33] When one mounted cavalry unit chargss
another mounted cavalry unit, they both melee
with their Current Strengths. Neither attacker nor
defender doubles its strength.

[16.34] Mounted cavalry umits may only fire
through their one frontal hexside and only then if
armed with pistols, Colt repeaters, or carbines.

[16.35] Mounied cavalry units are alwayps enfilad-
ed when fired upon, regardless of their facing.

[17.0] LEADERSHIP
GENERAL RULE:

For combat units and brigade commanders to
function at their fuil potential, they must be under
the command of their immediately supetior
leader. Leadership affects the abiliy of these unies
to move, engage in melee combai, and engage in
offensive fire. Leaders also affect morale checks
and rally.

PROCEDURE:

In the Initial Command Phase, the Phasing Player
examines his brigade commanders to determine
which are in the Division Integrity Radius of their
division commander, which are independent, and
which will be attached or detached from that divi-
sion for the ensuing Game-Turn, The Phasing
Player then examines his combat units io deter-
mine which are in command (within the Effec-
tiveness Radius of their brigade commander,
stacked with a leader, or independent). Brigade
commanders that are not independent and not
detached and are out of Divisional Integrity
Radius of their division commander may only
move one hex. Cambat units which are out of the
Effectiveness Radius of their brigade commander
and not independent or stacked with a leader may
move one hex (only), may not fire in the Friendly
Offensive Fire Phase and may not initiate melee in
the Friendly Melee Phase.

CASES:
[17.1] BRIGADE COMMANDERS

Brigade commanders are brigade leaders, control-
ling all regiments assigned to a brigade. All regi-
ments within a brigade, and each regimental com-
mand unit has the name of its brigade commander
printed on the counter. Brigade commander
counters have three Rating Numbers. The first is
that brigade commander’s Effectiveness Radius,
the second is his Rally Rating, and the third is his
Divisional Integrity Radius should that leader be
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required to become a divisional léader as a result
of promoton (see 17.8). Brigade commanders
may only alfec! subordinate units and units of any
command that are stacked with that leader.

{17.13] The Effeciiveness Radius is the maximum
number of hexes a unit may be from its brigade
commander during the Inital Command Phase in
order 10 have full movement and combai capabili-
1y, A unit that is not within that Radius may be
moved only one hex during that Game-Turn’s
Movement Phase. Furthermore, such a unit may
not fire during the Offensive Fire Phase and may
not initiate melee (unless already engaged in one)
or change formation. However, such units may
still fire defensive, withdrawal, and retreat fire and
stillexeria ZOC.

{17.12] The Effectiveness Radius of a brigade
commander may be augmented by his divisiona)
commander. A brigade commander that is within
the Divisional Integrity Radius of his division
commander may have his Effectiveness Radius in-
creased by that commander, if the commander
possesses the necessary Command Points (see
17.2).

[17.13] Brigade commanders’ Rally Ratings are
used to rally routed units during the Friendly Final
Command Phase. For each Point in his Rally
Rating a brigade commander may rally one regi-
ment in his command thar is within that brigade
commander’s Effectiveness Radius. Any units
stacked with & brigade commander, including any
not:in his command, are automatically rallied at
no cost in Rally Points,

[£7.14] 1f all the subordinate units of a brigade
commander have been eliminated, that brigade
‘commander may still comimand any units with
which he is stacked.

[17.2] DIVISION COMMANDERS

Division commanders are leaders responsible for
the movement and detachment of brigade com-
manders and their brigades. Division commander
counlers have two Rating Numbers. The first is
that commander’s Divisional Integrity Radius and
the second is his Command Points Raling,

[17.23] The Divisional Integrity Radius is the
maximum number of hexes a subordinate brigade
commander may be away from his division com-
mander and still be able to move. A brigade com-
mander which is outside that Radius and not
detached or independent may move one hex (only)
during the Friendly Movement Phase, regardiess
of terrain,

[17.22] A division commander may expend his
Command Points to increase the Effectivensss
Radius of subordinate brigade commanders. Dur-
ing the Inftial Command Phase the commantler ex-
pends his Command Points to augment those
subordinate brigade commanders which are within
the Divisional Integrity Radius of ihat com-
mander. One Command Point is expended for
each hex added to the brigade commander’s
Radius. A commander may split his Points among
several brigade commanders so long as all the
brigade commanders are within the Divisional In-
tegrity Radius of that commander. A brigade com-
mander may have his Effectiveness Radius in-
creased by only one conmander at a time.

{17.23] Division commanders may command
combat units which are stacked with that com-
mander during the Friendly Injtial Command
Phase. These units may be from any brigade and
function normally for that entire Player-Turn.

[17.3] OTHER COMMANDERS

There may be other commanders in a game and the
effects of these commanders are detailed in the Ex-
chusive Rules for that game,

[17.4] EFFECT OF
PRESENCE OF LEADERS
ONMELEE AND MORALE

Any unit stacked with at least one leader during a
melee has one point added to iis Melee Strength.
Players subtract one from the die roll on morale
checks for any unit stacked with a leader.

{17.5] LEADER 8STACKING
RESTRICTIONS

[17.81] There is no limit e the number of leaders

that may be in a given hex. However, only one

leader can affeci a unit in that hex regardless of

how many leaders are in that hex,

[17.52) Leaders must always end a Movement-

Phase stacked with a combat unit, with one excep-
tion: If the leader is five or more hexes distant
from the nearest Enemy unit at the completion of
all movement, it may remain in the hex alone.

[17.53) If aleaderis stacked with a combat unit(s)
that is eliminated by Fire Combat— and the leader
does not suffer a casualty—the leader is im-
mediately placed on the nearest combat unit in his
command. If, as a result of fire or melee, a leader
is alone in a hex that is surrounded by Bnemy
units, Enemy ZOC’s and/or impassable terrain,
that leader js capiured.

[17.54]) A leader is automatically captured if he is
the only unit in a hex that is occupied by an Enemy
combat unit,

[17.6] DETACHMENT AND
ATTACHMENT OF BRIGADES

Brigades subordinate to one divisional com-
mander may be reassigned tc another division
commander, A division may only detach one of its
original brigades a1 any one sime and may only
have one brigade from another command attached
to it at any one time. Thus, a division which began
the game with 3 brigades may be composed of as
few as 2 brigades (3 1) or as many as 4 (3+1).

[17.61) Brigade detachment occurs in the Initial
Command Phase. To detach a brigade the Player
verbally announces which brigade is detached for
the coming Game-Turn for each division capable
of detaching a brigade,

[17.62] To be detached, the brigade commander
of the detaching brigade must be within the Divi-
sional Integrity Radius of his diviston commander
during the Initial Command Phase of the Friendly
Player-Turn. Once detached that brigade com-
mander and the units subordinate to him may
move independently or may be attached to another
division,

[17.63] A given division may only have one of iis
original brigades detached at any one time and
may only have one **non-original’’ brigade attach-
ed 1o it at any one time. If a brigade commander is
out of the Divisional Tntegrity Radius of his divi-
sion commander during the Inital Command
Phase, that brigade commander is out of com-
mand, not detached.

[17.64] A brigade may be attached to a divison
other than the one it was assigned to at the start of
the game if that brigade commander is within the
Divisional Integrity Radius of the division com-
mander during the Initial Command Phase. The
owning Player states that the brigade is being ai-
tached. Only one brigade may ever beattached toa
division although during the course of the game
the brigade which is attached may be changed.

[17.65] Artaching and detaching brigades is a
voluntary action. A division's brigades are never
detached simply because that division commander
has been killed or a brigade commander is out of
divisional integrity.
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[17.66] Independent brigades (*Indpnt” on the
brigade commander’s counter) may be attached
to a division, but an independent brigade com-
mander functions normally without needing a
division cormmander.

[#7.67} A brigade which has reached its Brigade
Combat Effectiveness Limil may not be defached
from its division, althongh it may be attached to a
division if it is currently detached.

[17.68] All units in a detached brigade are still
subordinate to that brigade commander (not in-
dependent}.

[17.7] LEADER CASUALTIES

{17.71] Leaders may be killed, wounded or cap-
tured as a resull of being involved in combat,

{17.72] Whenever a leader is stacked with a unit
that suffers a combat casualty, the (owning)
Player rolls two dice and refers 1o the Leader
Casualty Table (17.76), foliowing the instructions
therein. Each leader in a hex is rolled for separate.
ly, Leader loss is checked before morale checks are
conducted for the units in the hex.,

[17.73] If a leader becomes a casually, he is im-
‘mediately removed from the game and the status
of that leader, either killed, wounded or capiured,
is noted on the OB Roster for Victory Point pur-
poses. If a leader is the only Friendly counterin a
hex after a melee (or there are other leaders), it
may not refreat; it is capuured,

[17.74} Leaders never rout, although they may
retreal with units that do rout.

[17.758] An Enemy leader alone in a hex {s instant-
ly captured at any pointif a Friendly unit is moved
into that hex.

[17.76} Leader Casually Table
(see charts and tables)

[17.8] BATTLEFIELD PROMOTIONS

Because of casualties, brigade and division com-
manders may have to be replaced {rom the lower
ranks and other leaders promoted in their place.
New leaders are placed on any unii of their com-
mand during the next Friendly Final Command
Phase after the leader was removed from play.

[17.81] If a brigade commander is Killed, wound-
ed, or captured, flip the Leader Counter over to
reveal the Replacement Counter for that brigade.
These represent bripade-level brigade com-
manders that take command when the original
leader is lost.

[17.82] If a replacement brigade commander is
killed, wounded, or captured, the counter is not
aclually removed from the game. Instead it is
simply redeployed on the map during the next
Final Friendly Command Phase and the loss is
recorded an paper. (The Replucement Counter
then represents a different individual who has
risen to brigade command.) There is no limit to the
number of times a replacement leader may become
a casualty and then be replaced, Victory Points are
scored for the elimination of replacement leaders
in the same manner as a regular brigade com-
mander.

[17.831 It a division commander is killed, wound-
ed, or captured, a brigade commander that is
subordinate to the eliminated leader is promoted
in his place. A new leader would then replace the
promoted brigade commander. In this case the
promoted keader would be one of the anonymous
brigade replacement leaders. This promotion hap-
pens during the Final Command Phase. Promo-
tion priority is detailed in the Exclusive Rules.

[17.84] All promotions rake place at the end of the
Friendly Final Command Phase of the Game-Turn
in which the promotion is necessary, regardicss of
when the leader needing replacement was removed.
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{17.85) When a brigade commander is promoted
todivision commander, he has a Divisional Integri-
Iy Radius but ne Command Points.

[18.0] BRIGADE COMBAT

EFFECTIVENESS
GENERALRULE:
Brigade Combal Effectiveness (BCE) is a
numerical measure of the morale of each brigade,

4 given brigade’s BCE may be reduced by various
factors (e.g., casualiies, ammo depletion) as listed
in the Exclusive Rules. Reduction of the BCE
Beyond & certain degree (which varies from
brigade 10 brigade) will result in a unit, “losing
BCE.”” The effects of BCE loss are described in the
Exclusive Rules.

PROCEDURE:

[13.15] SEEING THE
ELEPHANT
TABLE
{Green Units only}

Morale Rating

BICE

3
1
4
2
z
3
2
5
4

Use two dlcc See Case 13.14 for an explanation of
how tableis used.

. Wounded: 6
Killed:  20r12 20712

. Captured - -

Use two dice. The . lasted aethe
numbers needed to be rolled ontwo dicein.
order for the hsted resuit toappiy G

- ;[17 76} LEAE)ER CASUALTY TABLE

 “E” melee Small-arms Artillery
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Each brigade is listed on the OB Rosier, and for
each there are a number of blank boxes. Bach time
the strength of an infantry or cavalry unit of a
given brigade is reduced, that brigade’s BCE is
reduced. The reduction is indicared by marking
one (or more} box(es). When all the boxes to the
left of the Victory Point award have been marked,
that brigade has lost its Brigade Combal Effec-
tiveness.

“C” melee “Rpls
3

A.

«

TOoImmgow

L

STANDARD GAME-TURN SEQUENCE OF PLAY
1. First Player-Turn

Initial Command Phase
Movement Phase

. Defensive Fire Phase

. Offensive Fire Phase

Retreat Before Melee Phase
Melee Phase

Ammunition Resupply Phase
. Rally Phase

. Final Command Phase

2. Second Player-Turn

3. Game-Turn Record Interphase

Note: See the Exclusive Rules for additional Phases or Interphases.
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GREAT BATTLES OF

THE AMERICAN CIVILWAR
STANDARD RULES CHARTS & TABLES

[9.16]) FIRE COMBAT RESULTSTABLE

PR 1

# =1 ose indicated number of Combal Strength
Points/guns and make a Morale Check for the
affected unit(s), P/R=Pin or Rout. Roll ane
diey if result is equal to or lower than the units
morale, unit is pinned; if higher, the unit routs.
P.or R=possible Pin or Rout respectively. Roll
a die; if the roll is Aigher than the units morale

then the unit is pinned or routed; if it is the same
or lower, no effect. #* = Lose indicated number
of Strength Points/guns and make a Morale
Check. If unit passes the Morale Check, roll
again; if the result is higher than the unit’s
Morale, it is pinned; if lower, it is not pinned.
~=Noeffect.

[11.34] AMMUNITION
LOSSTABLE

Fire Combat Besult
1 2 3

Smali-arms and or to to fo o 16 to ta fo {0
Counter-batiery less 3 6 16 14 26 27 34 42 50 51+ 2 1/2 2/3 1/4
DIE

/5 36 4/8

E
/8 4/E WE
Results to the left of the slash apply to the wagon’s
small-arms supply; to the right its artillery supply.
#=The number of ammunition points of that type
lost. The ioss is indicated by marking off that
number of boxes on the wagon's Supply Track on
the OB Roster. E=All artilery ammunition is
eliminated and marked off the wagons supply.
WE =The supply wagon is climinated and remov-
ed from play.

Procedure: Use the combat result number from
the artillery fire on the wagon as the column on
this table. Roll a die and cross-index the column
with the die roll to determine the amount of am-
munitien lost,

Rpls
Rpls

" CIR2

C2R2

C2R2

CIR2

Eng

K - - -
Eng CIR2 CIR2Z CiR2 CIR3

R2 Rps
Rpls

Eng

K -
Eng CiRz CiR2

R2

CIR2 CIR2 Rpis

Rpls

Eng
Eng

CXR3 CR3 C2R3  C2R3

- K - -
CIR2 CIRZ C2R2 C2R2

K - K
CIR2 CIR2 CIR2 CIR2




Smmmwhmmmﬁemmmﬂm_.mgmqmvhvwvmv@ﬂmwvvamemmhmmmmMemmmwmFmémwwmwhmmwﬁcwmwnw»Nﬁﬂm—m_ﬁgmpvrmpmw LHOLE 8 £ 95 ¢P¢ €Tt Q

|
[%]
]
b
@
ping

Y 9

5T w , &7
or IR I A D I N A AP [P N T Y IO A A I TS DO N IO [ T ) SO N N N S N N [ PN U N N A N M O NI R 10 FRpp

gs 0%

[T i S i A R thl RE R R Sk R S RIS EE SR R SR K I S IS [P PPN (S IO IDUS A (S SV [ SO S S O A O O SPU VR 0 RN U AR DUDS N G RRN DE WD AN AU SN S OO SR OO SOV SO SO S 9

sL W SL

001 m 001
oL R 0 DO O OO A B DU O 0 0 S B : I % F% NS U 0 A G0 A D

get

(14 WS AR R VAR A SER I U IR AR R S IR K A0 Y SN Y SN IR VIR IOUS Sl I S IPU DU I SO SR P S Uy P SO S U G RS D (A AU U8 AR (VUG A PO U IO RS ST R U N OO S S A A DS S P

oSt 051

SL1 7R

PETIIEERS KX ' PR I TR A0 O A SR P U PO 0 P N O A N T VL NN I JUSS 0 NO0 O UG IO U A O O O N O A O O O O S S A S A O O cal
700 110 10 0 0 IS0 A o 0 A 0 A R AR o) (3 B () Y K CFIEE U S5 S8 S5 (YRR U6 5 U 8 S0 5 DS 0 B [ A S O D O s
TS 1 0 0 00 0 0 1 00 A 0 0 150 I 1 o O 0 0 0 O S
80T , ” g0z
RS ET: [P T 0 U P S OO N O N P% O A O 0 0 0 D0 00 0 1 0 SR R e S A RE U NECR 'PEDY T4 BF Y NS 08 S U B P % Y s
PORFURS E “T1 T IOV U NN U P S P N A O N O A B NP S NP0 S0 0 SN T NN O U N N Y N R SN DU A D U O AU RO U O IO TS Y R O SR O S - orz
YRS K 2 T R0 P O N N S P O S 0 0 R O X K5 (61 R (5 5 R T U % SRFEE S % U U5 CF1 % P T U (0% P % P ) B A6 B % ) U U P o
2Lt 1 R 0 0 0 2 0 0 (0 1 [ETEE U O IS4 R Y (B 5 O Y 0 A N0 0 O 1 TR0 R T8 R L O A R ) % Y S 0 B e
$7T 57T
L0 10t 0 0L 0 L 0 0 000 L D0 0 521 1 55 00 0 8 (8 1 A 0 8 8 A 0 A " A S 1 A O e
L O Ot 0 00 00 0 B0t 0 0 50150 60 0 0 A 8 R S5 11 0 Y S O O UL P 1 R L O O 0 D O O O O s
PIP/AIREEY T TR I ERE T DR RF R S P S T P AP SR A (U RS [ A (N0 SO P O O S O O U A A D S 0 0 R IS T S I U O A A o0vz
L2000 S0 LT 0 0 0 0 T 1 10 50 A 0 Y1 R )8 B " PO 1 A A O Y D I O o
1sT 05T
TSRRERY L TR N F0F T S0 S NS N ) S S "0 Y O O O S A O (U G A Y T T S R X0 A A A A O A O AU O AU O O O VU O T S 1 S SO OO T bbb cer

WOHBART | UOIRAI]T

Smmwmwm.wmmmm«.mﬂmm 15:0G 80 8b i St Gp tv BY. 2% _.¢Ov.mmmmmm@&mmw~mmmmm_msmmmeNmNmmwmeNm»NQNmn BL 4L OLGL VL& ZLILQL.E- B £ ;m G .w BT v 0 HSIKDpE

Of

AINVO LHOIS L0 ANIT [£L°6)

PIIADYL ST TAVANYIS TVM TIAID NYOIYAWY THL 40 STILIVE IVIND



Cedar Mountain Counter Sect

+

Copyright © 1981, Simulations Publications, Inc., New York, N.Y., 10010

339P41

I

): Front CONFEDERATE
Quantity of Sections of this identical typle: 1.7 types) in game: 1. Brigade Commanders
5Conn 10 Me 28NY 46 Pa Ronald Garnett Taliafero Archer Thomas Brigade 2Va 4Va
Crsnwfrd5 Crawfnz Crnwfrd5 mefn‘.l5 Winder Winder Winder Hill Hill I(Q:%"ﬁii Ronald4 Rom:hi4
£ re A ri | KRS | (RS 3110 310] 41@] 419 420|270 Fr2] [ R
271Ind 2Me PaZ’d’n 3 Wisc Branch Early Trimble Forno Pender Brigade 5Va 27Va
ur:lon4 Go‘rdﬂn5 Gordon4 Gordon3 Hill Indpnt Ewell Ewell Hill ﬁ%n;,di Ronald Ronald4 ¢
K_R6 (RS rMZ K-M(i 5116208 (526)1313]3103|21Q) K'RS K_Rl ‘
7 Ohio 29 Ohio 66 Ohio 111 Pa 8+12US T8 NY 21Va 42Va 48 Va 1VaBn 10 Va 23 Va- 37Va 47 Ala 48 Ala
Geary Geary Geary Geary . l’rince3 l’rince3 l’r"nce3 Pri nce3 Gree ne4 Greene4 Rmmld4 Gamelld Gamell3 Gamell3 Garnellj Talial'erz Taliaferg Taliaferg Taliﬂferg Tnliaferg
S 4
£ad |£68 |[Ard | (R3[| AR |3 |83 |0 | Kr| Ard fre| fr2| 2| (R3] fri]l Emi| A R3] A R3] AM3] O3
1Mec 1NJec 1Pac 1RIc 3Md 4 Me 6Me M, 1NY L,2NY E,Pa TNC 18NC 28 NC 33NC 3TNC 5AlaBn 19 Ga 1Tenn 7 Tenn 14 Tenn
Indpnt Bayard Bayardz Bayardz Prince4 lndpn(4 lndpnl4 lﬂdpnls lﬂdpms lndpnls Bnmch4 Branch4 Branch4 anch4 Bnmch4 Archer4 Archer4 Archer4 Archer4 Archgr4
2 2
£ |63 K |0 | £r Praé | ®rse | ®eae |Free | Boac Ara| Ama | Ama| Avé| Ama] A ra| Kms| s | Ama| fmd
Combat Units Combat Units
F,4US 4Me 6Me M, 1NY T}: Ga TZ:]S Ga T‘:IS Ga T4h9 Ga ;6 l:l]C }%2 l:C 34 I:C 38 I\'l‘C EZ Cia ::3 \;a
Indpnt Iridpnt Indpnt Indpnt P. ° ° ° ° ° omas omas omas omas ender ender ender ender arly arly
5 4 4 5 in | Pin | Pin | Pin | Pin | Pin 5 5 5 5 4 4 4 4 5 5
e ’\* ﬁ Tﬁ , Ars| Ars| Ams| fms| Ams] Ams| fms| Ams| fri| fwé
L,2NY E,Pa F,4US P ! 25 \;a %1 \;a .;:2 \;a 5!38 \;a T15 All:; TZI GI:I T21 N'ﬁ FS La Fﬁ La . F7 La E:
I nt Iridpnt Indpnt 3 3 3 g 4 3 - Earl ar| arly arly rimble rimble rimble orno 'orno orno
in | Pin | Pin | Pin | Pin | Pin | Pin 1 A
5 o 5 4 4 5 S 4 4 4 4 4 4
%* \* T* vz | vz | Ami | (v3| Aw7| fme | fm7 | Km6 | fm6 | fme
8 L 14 L Whie’: Alegh Rekbrd H: di P 1l Midl; 1Md 4Md |
P ° P ° P ° P ° 3 3 3' 3 3 3 For:o Forn?) Indl:;:lc lnedgp:ly lfulp';ng l:::fm“ ll:l:;;fﬂ lnldpE::‘ Indpnt Indpnt
W n - - : fims | fms | Kci| ®ni| ®oad | Bisi| Boas | Boas| ®ni| %rad
: La Gard Courtny Bedford -Aleghny Rekbrdg Hampdn Purcell Midlesx 1Md 4Md
3 3 3 3 3 3 3 3 3 3 lndpnl4 lndpnts lndpnl5 llﬁms I nl5 In nt4 I n(s ll\*n‘S ]nﬁms anls
®nd | Frps | T g
NEUTRAL MARKERS
La Gard Courtny
[5[5|5 |55 1|11 |om|om]| |a|a|a|2]1]2]1]1 S
: : |
Bedford
Colmn | Colmn |Colmn | Colmn | Colmn | Colmn | Colmn | Colmn | Colmn | Colmn 1 l 1 1 1 1 1 1 1 1 '%‘"5
I |




on Nr. 1 (200 pieces): Back

10Me |

|
|
|

Cedar Mo
)
B 2Va | Thomas = Archer | Talisfero = Gamnett |
Ronald Ronald Hill | Hill Winder Winder
REPL = REPL = REPL = REPL
RTD RTD 212 313 313, 202
27Va 5Va | Pender Forno = Trimble Early
Ronald Ronald Hill Ewell Indpnt
‘ REPL = REPL = REPL  REPL
RTD RTD 313 212 313 3103
48 Ala 47 Ala 37Va 23Va 10Va 1VaBn 48 Va 42Va 21Va s 33Va
Taliafero Taliafero Taliaf li Taliaf Garnett Garnett Garnett Garneft Ronald
RTD RTD RTD RTD RTD RTD RTD RTD RTD I RTD
14 Tenn 7 Tenn 1Tenn 19Ga 5 AlaBn 37TNC 33NC 28 NC 18 NC ! TNC
Archer Archer Archer Archer Archer Branch Branch Branch Branch Branch
RTD RTD RTD RTD RTD RTD RTD RTD RTD | RTD
13Va 12 Ga 38NC 34NC I 22NC 16NC 49Ga | 45Ga 35Ga 14Ga
Early Early Pender Pender Pender Pender Thomas | Thomas Thomas Thomas
RTD RTD RTD RTD RTD RTD RTD RTD RTD RTD
TLa 6La SLa 21NC | 21Ga 15 Ala 58Va ! 52Va 31Va 25Va t
Forno Forno Forno Trimble Trimble Trimble Early | Early Early Early
i i
RTD RTD RTD RTD ; RTD RTD RTD I RTD RTD RTD |
4 Md 1Md Midlsx ‘ Purcell Hampdn Rckbrdg Aleghny l Whte’s ¢ 14La 8La
]ndpms lndpnl5 lndpnt lndpntS Indpn(4 Indpnts lndpnl5 Indpnt4 Forno Forno
L4 SRR L N m e’ | m we | ¥® | Mci rRD | RID
4Md 1Md Midlsx Purcell | Hampdn Rekbrdg Aleghny Bedford Courtny ! LaGard !
IW‘S IWQS an'S lnﬁn5 anl" ln?ﬁn5 IW(S Indpn(s ! lndpnt lndpnt4
: ANE N A

i
i
i

2;2;2‘252?232

Courtny La Gard |
nt - Indpnt |
5 4
i
Bedford
ln nt

2222222}

;i._

{ 46Pa |  28NY | 5Conn
| Crawfrd’ Crawfrd |  Crawfrd Crawfrd
‘ RTD | RTD RTD | RTD
| 3wise | Paziam|  2Me 271nd |
{ Gordon | Gordon Gordor Gordon |
| RID| RID| RID RID
78NY | 1DC ; 8+12US| 111Pa | 109Pa | 102NY | 66Ohio i 29 Ohio ﬁ 70hio |  50hio
Greene J Greene | Prince | Prince Prince Prince ] Geary Geary Geary 2 Geary
|
! RTD | RTD % RTD é RTD RTD RTD | RTD l RTD f RTD | RTD
E,Pa l L,2NY | M,INY | 6Me 4Me 3mMd | 1RIc 1Pac | 1INJe | 1Mec
Indpnt 1 lndpnt5 ! lmlpm5 Im‘lpnl4 Indpnt Prince f Bayard4 BayardS 1 Bayard4 { lm‘lpnt4
LA NI N S RTD | M C c | AMc3| AMcs
j ] : [ [| many | 6Me | aMe F,4US I
| Rout Rout | Rout | Rout | Rout | Rout HW“S% I“ka" j l"ﬁ" Indpnt,
‘ ‘ 3 ‘ = i & ’
| | F,4US | E,Pa L,2NY
Rout 1

f | \ {
4 { | ] | | |
{ Rout | Rout | Rout | Rout | Rout | Rout E l‘ﬁ“'s |
? ; ! | | | '3 ‘a

| | | | ,~
4; 4 | Rout| Rout| Rout Rout |

| 4] 4] 4

|  Engd

i444

Engdfi 2 | 2

Engd ]

i) |
Down |

‘ Engd ; i) | 1
| | Down| Down |
] 1

|




oty

- “20u0 Ajuo pasnpal yi3ualls s Sey siun Jo joels

‘ymun

*XaY 15210 JeY] $31dNoo0 11uN 19YIoU pur
1981e1 10 Suuly Ayl YR ueyl Idysiy are A3yl

V lunsure paisip ayl £q paonpal yi3uaiis st sey

31 1ySIS JO aur  Yo0[q S1sa10 d921s pue $1S31) “Z 9o Ul 33e3US 01 IPISXAY B SISSOIJ 1By 1IUN V L

sal0N

*109)J2 ou sey adA urerI ],

“1BQUIG) UO 193]J2 OU SBY JA0QE PIISI] 10U UTRIID],

1 1918213 9q ABW UONIONPAI [B10]

ay) ‘sny [ ‘A[e1eIedas paonpal SyISua.s I3yl ABY

-juiod auo ue
S$)O®I1S 10 SIIU() “YOBIS aY] Ul JIUN YIB3 10] 30UO 10U

SOPISXaY 1USISJJIP SUISSOId Aq X3y Y] IA1UI YIIYM

“jun Sut
(surqed) 9

(1oysnw aroqyloowss)

ajdwex3y

-I1J 1ey} J0J JardnnA YISuans 1usLIny) Y1 S

J8uel X3y Juo 1e 198Ie] B 1B Suu) Sauiqied
133181 3y1 01 33uel oy 1M adA1 uodeam Jutily
oY1 SUIXapUI-SSOID USYM PaUTB1qo IaquInu Y |

Jo swuiod Yi8uang 221y |

*(0°zz 29s) 100YS
-1I9AQ 10] Yo3yD, "oSuel 1By} 1B 211 10U ABW

adA ] uodeap

€ X €) 65 JO yi3uang

6=

211 B SUIp]RIA . ‘€,, Aq pardnnur aq pjnom

(193snw pafr) ¥
SWHVY-TIVINS

(noareq 1spunod-Q1) ¥d

soxay 97

(ung payu youi-¢) g1
(ung payju 1opunod-9) p.L

soxay €]

(uosjodeN 1spunod-z1) N

saxaY €1
abuey

«+9L 616 89 § v £ ¢

adA] utena)

q‘6no.|q1 10 ojul
abieyn Aijeaen

uwnjo)
yibuang = auri s)o0|g

a114 S

pbusans s
uo 19943

AHITILHY
adA] uodeapp

xe|\l

 (sexay u1) aBuey 1e seydninpy YBuans wBLND

14VHO LVEINOD NO S133443 NIVHH3.L [95°6]

LHVHI S133443 39NVH [5¢°6]

JUSTISAOUI UO 19319 OU

1 (2179 998) weans ayy guissond

_dn,, Suiaour) apisxay 15210 & Fuissold Aq pue suo Ioysiy

YIIAM SAIB[IWND 218 SISO JUIOJ JUSWIAOIA apISXaH *(,,1S910

~ sey 2A0QE PaIs]] 10U U

i
i ;‘Q,

il

ol

g
%&.

i

fxoy
S :s)nssy

9
<
4
£
4
/.
el

v
v
v
S
S

S

A=Y ‘wre1gerp

€ 9

1

D B [jo1

S

<Iq

18113,

*2121n008
131180S 1[NSUOD pU
Jusoefpe O1ul SI911BOS

USAIZ B

Y
191u3 ‘a3ueyd UOHIBULIO] B ul10}12d 01 papuadxa sjutod jusur

AIS B SSOID 10 X9

B 0] UOHEBAS]D 19MO] B WO} SutAour Aq X3y SPOOM B I31Ud
01 SJUIOJ JUSUWISACA £ PuadXs p[NOM UOIIBULIO] SUI] UL Jiun

=3A0

43 jou

1 Ures
- ‘s1500 35011 sAed [1e1] 10 PBOI B UO SUIAOW JIUN V/ "S1S0 XaY

AOW 2y} A1juejul uB ‘snyj -9d4} opIsxay us

02 3

o1e sofpug
1 13410 31 10] SIS

sardnooo jium gl

ut st jiun gu

I

~ 10} 1509 2y} 21839U pUB 3IPISXay PBOI SE pajeal

‘auy

‘XY Jyl UBYl ISYIBI [IBN 10 pROI 3yl

1931J3 UJ “(pa1oquui| 10 pajunow

- 1ey Surpraoid) Xay oy uf |

Al JO 1unowe ayi aIe sisquinu ayJ, ‘djqeondde jou

L

elowlog, GL-6

‘ARD “pluusq
(eury ‘ur

|
.

X3H 13DHVLOL LINN DNIHId

.

woud s&ﬁﬁﬂ Ni3IONVH

)HSHINO [£Z2]

378V1 100

INFWIAOWNNO
$193343 NIVHHIL[6L'S]

L

T W

“UONIBAJ[I JaMO]

1Y) $31dndd0 UIBLIA) Jo SadA)
OM) M XoY B Uy Jun v

“SUDOEIS 10] JUI0d YIBUA1IS SUO SE SIUN0I A12118q YoBd

2d£1 xay 18Y) 10§ pa1sI] Jaquuinu ay1 01 dn A]231] joels

Aeuw sariane

<

‘1aAaMoYy

L

€, "Ure1u0d Kew yoel1s ay] sjutod Jo I9quINU WInur

-xeuw 3y} pue juiod udAI3 B 18 X3y B Adndd0 ABW Y21y siiun Jo

ey

uopeuejdxgy

(L°T1) y8uans
9PN WNWIKe

(€°6) aprsxay 12d

sung

sung

ISqUINU WNUIIXBW Y] SOUTULIAIAP MOI 1SIT] 3y L

i
o
i
e

v .

18uans aI1g"

LSaLv1Rq

smd's,dS/snun jo

IqUINU WNWIXBIA

eqe

+
ci/g
ies|n

A

spooM X8H JO uielia]

ploluIo)
JHVHID SNOILIIHL1SIH DNDIJOVLS[8L"

193] STI-9 [2A9T

1

.
I
o

1394 001§ [9A9]

[8.18]1 STACKING RESTRICTIONS CHART

Cornfield

Woods

Clearv

Te{rrain of Hex

Fire Strength

guns

guns

per hexside (9.3)

imum number
d the max-
imum number of points the stack may contain. *Batteries may

the max

1mnes

determ

irst row

The f
of units which may occupy a hexata g

Explanation

iven point an

however,

each battery counts as one Strength Point for stacking.

3

stack freely up to the number listed for that hex type

0¢

12

Mounted Cav.

Shift Fire

[9.56] TERRAIN EFFECTS ON COMBAT CHART

[9.25] RANGE EFFECTS CHART

Effect on
Melee Strength!

Strength
Column

Blocks Line

Cavalry Charge

Terrain Type

into or through

Current Strength Multiplier at Range (in hexes)

Weapon Type
ARTILLERY

2

13 hexes

TA (6—poundér rifled gun)

C (carbine)
The number obtained when cross-indexing the

SMALL-ARMS
R (rifled musket)

ks

which enter the hex by crossing different hexsides
have their strengths reduced separately. Thus, the

total reduction may be greater than one point.

the stack. Units or stac!

itin

not once for each un

Terrain not listed above has no effect on combat.
Terrain type has no effect.

would be multiplied by “3,” yielding a Fire

Strength of “9” (3x3

firing weapon type with the range to the target

9). - =Weapon Type

Notes

for that f

t. Example: Three Strength Points of

ier
carbines firing at a target at one hex range

1S

may not fire at that range. *Check for Over-

shoot (see 22.0).

the Current Strength Multipl

2. Crests and steep crests block Line of Sight if
they are higher than either the firing or target
unit, and neither unit occupies that crest hex.

1. A unit that crosses a hexside to engage in melee
has its strength reduced by the listed amount. A

ing uni

stack of units has its strength reduced only once,
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