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STANDARD RULES

for the

GREAT BATTLES OF
THE AMERICAN CIVILWAR

Game System
including

PEA RIDGE ¢ DRIVE ON WASHINGTON ¢ WILSON’S CREEK
CEDARMOUNTAIN * JACKSON AT THE CROSSROADS/THE BATTLE OF CORINTH

Read this First:

The rules of this SPI simulation game are organized in a
format known as the Case System. 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
system is meant as an organizational aid. Using it, Plavers
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:

Major Section Number
Primary Case Number
l iecondary 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 yoursell with all of the components. Read all
of the General Rules and Procedures and read the fitles of
the Primary Cases. Set up the game for play (after reading
the pertinent Section) and play a trial game against
yourself referring to the rules only when you have a ques-
tion. This procedure may take you a few hours, but it is
the fastest and most entertaining way (o learn the rules
short of having a friend teach them to you. You should
not attempt to learn the rules word-for-word. Memorizing
all that detail is a task ol 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 themn as if cramming for a test.
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[1.0] INTRODUCTION

This set of Standard Rules includes rules common
1o SPI's series of grand tactical games simulaling
regimental level Civil War battles,

[2.0] GLOSSARY OF TERMS

Cofumn or In Cofumn: OQne ol \wo formalions
possible for infaniry unils to adopl. Enables units
Lo move more rapidly along roads at some cosl in
combat ability. See also "Line

Commuand Points Rating: Each division com-
mander has a number of Command Poinls each
Game-Turn Command Poinls are expended to in-
crease Lhe Effecliveness Radius of brigade com-
manders subordinate Lo Lhal division commander.
One paint is expended [or each hex added (o the
Eflfectiveness Radivs of a brigade commander,
Thus, a commander with a tolal of two Command
Points could increase the Effectiveness Radius of
one brigade commander by lwo, or lwo brigade
commanders by one

Current Strength: A unil's Combat Strengtlh
(measured in peints) may be reduced during play
when the unit sulfers losses. Such losses decrease
the combal ability of the unit; each unit’s “'current
sirength’ is therefore kept track ol using a num-
bered chit. See also “‘Inilial Sirength **

Current Strenpth Muitiplier- A number by which
aunil's “current strength’” {measured in points) is
mulliplied Lo rellect the elfects of range {the dis-
tance belween the Nring unit and the warget) on
lire

Divistonal fniegrity Radius: A numerical rating
of each division commander which represents the
range 1n hexes over which Lhal division com-
mander may command his subordinale brigade
commanders. As long as a bripade commander i3
within his division commander's radius in the In-
inal Command Phase, he may move [reely inthe
subsequent Movement Phase

Effectiveness Radius: A number raung which
measures the relative ability of each brigade com-
mander 1o control his troops, The Ellectiveness
Radius is given in terms of hexes; the higher the
number, the greater (he distance over which that
brigade commander can effectively control his
troops. Nole thal division commanders have no
Ellecuiveness Radius; see also *‘Divisional Iniegri-
ly Radius'" and "“Command Points Raiing.”’

In Command: A unitis considered (0o be “*in com-
mand”’ relative to a parucular leader when 1 1s
cither within that leader’s ElfTecliveness Radius or
in the same hex with that leader. Note that a unit
will generally be “in command'” of the leader o
which thal unit is subordinaie, but thal this is not
necessarily Lrue; see also **Subordinale Unit’’ and
“"Elfectiveness Radius."

Initial Strengih: A unil’s Combar Suenglh
(measured in poiwnts) at the start of the game; this
value is printed on Lhe counter represennng the unit
{see 3.31, Sample Unils). See also '"*Current
Strength ™’

Line: One ol two lormarions possible forinfantry
unils to adopt Enables units to fight most effec-
lively at some cost in mobilily, See also “Column.”

Morale Check: A game [uncuon performed by a
Player whenever something happens which brings
into guestion the relative value of discretion and
valor. As a resull of a morale check, a unilt may
roul.

Morale Rating: The numerical raling ol each com-
bat unit's ability 1o sustain the psychological el-

lects of baulle. The numbers range [rom*'5’" (besi)
to 1" (worsL). This raring is referred 10 whenever
a player is required (o check a unil’s morale,

Rally Rating: This is the number ol unis in a
brigade commander’s Effectiveness Radius which
he can tally in a given Final Command Phase, in
addition Lo any (hal are in (he same hex with him,
Thus, il a brigade commander had a Rally Raling
of two, he couid rally two unis of his command
which are within his Ellectiveness Radius in addi-
tion Lo any siacked with that bripade commander
Note: Division commanders have no Rally Rating
and may only rally units with which they are
stacked.

Subordinate Unit: A subordinate unitis one which
has the name of a leader abbreviated on it. That
unil is considered to be subordinate Lo the specified
leader {or successor} Also see '‘In Command,''

[3.0] GAME EQUIPMENT
CASES:

[3.1] THE GAME MAP

The mapsheel portrays the area in which the ballle
was foughi. A hexagonal grid paliern s printed on
the game map 10 regulace the movement and loca-
tion of the playing pieces and Lo calculate ranges
when units fire in combat. To make the map lie
[lat, back-fold it againsi the creases.

i

[3.2) GAME CHARTS AND TABLES

Various visual aids are provided with the game in
order o simplify and illusirate cerlain game func-
tions, Some of these charts and (abies are princed
directly on the game map There may be olher
charts and lables included in the rules booklels,

[3.3] THE PLAYING PIECES

There are three types of counters in Lhe game,
combal counters {called *'wvnits'*), leaders and
markers, CombarL unis include nfantry regi-
ments, cavalry regiments, supply wagons, and ar-
tillery batleries. There are at least two types of
leader counters: brigade commanders and division
commanders, There are several types of markers
including Ammunition Depletion, Column, Com-
bal Sirength, Engaged, Game-Turn, and Casualty
Track Markers. There may be other (ypes of
counters in a game as deiailled in the Exclusive
Rules for that game

[3.31] Sample Uniis
COMBAT UNIT: Front
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Fromnt
Ammo Ammunition Depleted
1 Current Strenpth 3

[3.32] Combat Sirength Markers

When a unit’s Combal Strength is reduced by
casualties, a Combal Strengih Marker is placed
under the unit 10 represent thar unit’s new Combal
Strengih. Thus, il a *'4"" Strength Point cavalry
untl 1akes & one paint loss, a *“3'" Sirengih Poinl
Marker would be placed under the unil. When a
battery takes a loss caused by enemy arullery fire,
the number ol guns is reduced by placing a
Strenpth Marker under the balzery in the same
manner as an infaniry or cavalry uni

|3.33] Unit Designativns

The designalion of a uni 15 the hislorical name or
mulitary designation of that unil or leader. Dexig-
nations have direct effect on play and also in-
cluded Tor historical imierest and as an aid 1o s01-
ting up and organizing the game

[3.34] Wewpon Type

A mr’s weapon (ype relers (0 the lype of arma-
ment that unit had in the battle. Weapon type cl-
fects the Fire Combal Strength ol the unit when it
engages in Firc Combat The letier on the counrer
15 an abbreviation for Lhe weapon Lype wilh which
that unit is armed  The abbrevialions are summar-
ized and the effects ol range on Lthat weapon are
displayed on the Range Effccts Chart (9.25),

[4.0] SEQUENCE OF PLAY

GENERAL RULE:

The play of the game is organized into "“Game-
Turns.”’ Each Game-Turn is divided into (wo
Player-Turns. During his Player-Turn, cach
Player moves his unils and then resolves combal in
sequence. At the ¢onclusion of the linal Game-
Turn, the Victory Conditions are consulred and a
winner is declared.

GAME-TURN SEQUENCE OUTLINE

Each Game-Turn is divided imo a First Player-
‘Turn and 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 (he order presented.

1. Firsi Player-Turm

A. Initial Command Phase: The Phasing Player
may atrach and detach brigades which are in the
Divisional Integrity Radius of a duwvision com-
mander In addition, the Player checks the Divi-
sional Integrity Radius Lo determine which brigade
commanders are in command. Division com-
manders may expend Command Points Lo increase
the Effeciiveness Radius of subordinate brigade
commanders, The Phasing Player then checks the
Effectivencss Radii of all his brigade commanders
1o sec whether the units wilhin each brigade com-
mander’s command may move and fire.

B Movement Phase: The Phasing Player moves
all, some, or none of his unils as he desires and
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may bring reinforcements onto the map, as deler-
mined by the Reinlorcement Schedule The non-
Phasing Player's units may not move during his
Phase, but they may, however, conduci with-
drawal firc as appropriate.

C. Defensive Fire Phase: The non-Phasing
Player may canduet Fire Combat wuh any of his
unils that are capable of firing at any of the Phas-
ing Player's umls, within the provisions and
restrictions of the Fire Combat and the Line of
Sight rules. Neither Player may move his unils
during Lhis Phase, except as a result of combar.

D. Offensive Fire Phase: The Phasing Player
may conduct Fire Combal (see Phase C).

E. Retreat Before Melee Phase: The Phasing
Player announces his melee auwacks lor the Melee
Phase. The non-Phasing Player then has Lhe op-
tion to retreat units that are in the Zone ol Control
of Enemy units one or two hexes, thus avoiding
melee The retrealing units underge withdrawal
fire and the owning Plaver must roll for possible
rout al ihe end of the retreat, whether a casualry
has been suffered as a resull of withdrawal fite or
not. The Phasing Player may advance a unit into
the vacated hex.

F Meler Phase: Phasing infaniry and cavalry
units which begin this Phase adjacent 10 Enemy
unils may now enler the hex occupied by that
Enemy uninis) and engage in melee combal. The
melec combat is resolved and retreat and casoalty
results are applied as a result of the melee combat

G Ammunition Resupply Phase: The Phasing
Player may resupply eligible units which are out ol
ammunition

H Rally Phase: Pin Markers are removed from
the Phasing Player’s unitls, The Phasing Player
may rally his routed units which are stacked with
leaders or in the Effecliveness Radius of their bri-
gade commander. A die is rolled L0 delerminc
whether or nol independent vnits rally.

1. Final Command Phase: Friendly leaders that
have been killed are replaced and leader proma-
ton s performed if negessary Uncrewed supply
wagons may be recrewed. During the Final Com-
mand Phase, game functions (bat occur only in a
given game, as described in the exclusive rules, are
performed

2. Second Player Tura

The second Player becomes (he Phasing Player
and proceeds to follow the Player Sequence. Sieps
A through J, as described above

}. Game-Turn Record Interphase:

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

[5.0] MOYEMENT

GENERAL RULE:

Each type of unit and leader in the game has a
Movement Allowance which is listed on the Ter-
rain Eflccls on Movement Chart (5.19). The
number lisied for each unit (ype is the basic
number ol hexes a unit could move into in a single
Movemenl Phase. Each Player moves his units
during the Movement Phase ol his Player-Turn

PROCEDURE:

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

CASES:

[5.1] MOYEMENT CONDITIONS
AND PROHIBITIONS

[5.11] During its Movement Phase e¢ach unil may
movc as [ar as ils Movemem Allowance permits. A
unit may never exceed us Movement Allowance
although it may move less than its Movement Al-
lowance A unic is never farced to move during iis
Movemenl Phase Unused Movement Points may
never be saved lor subsequent Game-Turns or
transferred from umil (o unil.

[5.12] A unil may noi enter a hex conlaining an
Enemy unil durmg the Movement Phase. An
Enemy occupied hex may be entered only during
the Mclee Phase {see 12.00.

i5.13]) Fire Combal does not 1ake place during the
Movemem Phase unless the moving Player's units
trigger withdrawal or reireat fire (see 101 and
10 2)

[5.14] Units may move inlo and out of Enemy
Zones of Conlrol (10.0), although they may be
subject (o withdrawal fire (10,1) when (hey do so

[5.15) The number of Movement Pointsy a unit
musl spend Lo calel a hex depends vn the type of
terrain in the hex and the Tformation the unit is in.
The Movement Poinl Cost 1o cnier each terraimn
type is lisied on the Terrain Effccts on Movemenl
Chart (5.19) Note: A unil expends Movemenl
Points for the most expensive terrain type when
entering a hex with two or more types of werrain
{c.g., woods and clear) The type of errain most
benaficial w the delender is used (o determine any
column shilts in fire combar.

{5.16] Movemenl from hex 10 hex must be con-
scculive; unils may not skip hexes

{5.17] A unit may nol be moved or retreat ofl the
map. A uml which would be lorced vo retreat ofl
the map 15 captured by the Encmy Player.

|5.18] Retreats conducied during any Phasc do
not require the expenditure of Movement Points
and are not considered movement

[5.19] T1errain Effects on Movement Chart
{see mapshcel)

[5.2] MOVEMENT OF ROUTED AND
OUT OF COMMAND UNITS
Routed and out of command regiments may only
move ane hex (regardless of errain costs). These
uniis may nol change formation and may nol enler
an Enemy Zone of Conirol (herealier ZOC, sec
10.0); if already in an Enemy ZOC, they may only
move out of the Z0C and into a hex not adjacent
10 any Enemy unils. An out of command brigade
commander may only move one hex (see 17.21)
but his subordinate unils may move normally
within his Effectivencss Radjus (i.e., they are siill
incommand).
[5.3] INDEPENDENT REGIMENTS
AND BATTERIES
Independent regiments and batenes (marked
“indpnl” on Lheir counters) may move, change
formation, fire, rally (sec 13.54), initialc melee,
and so forth, wilhom needing Friendly leaders
They are, in effect, always in command

[6.0) FORMATIONS
GENERAL RULE:

All combal wnils may be in one or wwo diflerent
formalions Infantry units may be in either Line or
Columnn; artillery unils are clther firmbered or
uniimbered; cavalcy units are either mounted or
dismounted (Lhe equivalent of infaniry in Line for-
mation). Supply wagons, trains and leaders have
no formation. Supply wagons cngage in combat as
Line infantry. A unit's formation affects the unit’s
ability to move and engage in combat

=
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PROCEDURE:

To change formation a unit must expend Move-
menl Poinis. The Movement Point Cosl Lo change
formation is listed under the Formation Change
Column of the Terrain Effects on Movement
Charl {5.19). Infantry and artillery may change
formation ar any time during a Friendly Move-
ment Phase while cavalry may only mount or dis-
mounl at the end of a Friendly Movemenl Phase

CASES:

|6.1) UNIT FORMATIONS

[6.11) Infaniry uniis in Columna gain increased
mobility while sacrificing combal capability. An
infaniry unit (as well as a hmbered artillery unil or
a mounted cavalry unit) may move through a road
or pike hex occupied by a Friendly unit il and only
il the moving unit expends Movemenl Poinis 10
pay (or the cost of the other terrain in that hex
{i.e, it cannot use the road). Infaniry uniis may
use roads, pikes and bridges only when in Column.
Infantry in Ceolumn may never initiate melee,
though they defend normally in melee. Infaniry in
Column may nol engage in [ire combal To
designale a unit as being in Column, place a Col-
umn Marker on 1op ef il. In insiances where there
are long lines of infantry in Column, it Is necessary
to so designalte only the lead unit. A unit in Col-
umn formation that is lired upon aulomaltically
goes inlo Line formation (this occurs afler the
combat hes been resolved).

[6.12] [nflantry unilsin Lire f[ormalion may move
and engage in combat normally Infantry units are
considered in Line at all rimes, unless otherwise
designated (see 6,11}, Infaniry in Line may nol
benefil from pikes or roads, nor may they nse
bridges 10 cross streams (i.e., the presence of a
road, pike, or bridge in a hex s disregarded {or Lhe
purposes of moving a wnil in Line formation).

[6.13] Arullery is euher fimbered or unfimbered.
When an artillery batiery is limbered, iL is pre-
pared 10 move, when il is unlimbered, it is pre-
pared Lo fire. Unlimbered arnliery may only fire; il
may not move. When arlillery is attacked by melee
only the stalus of the gun crew is considered {see
12,12), (The same applies 1o small-arms [ire,
which affects only the gun crew ) Gun crews are
considered Lo be in Line, for purposes of melee,
fire combat, and when rowled and moved without
guns (see 6.11 and 15.1).

[6.14] Cavalry units may operaie either mounted
or dismounied. When mounted, they may enpage
in melee combal (or may charge), bul they may
only fire if armed with pistols, Coll repealers, or
carbines. Dismounted cavalry unils are considered
Line infantry for all purposes (excepr, of course,
they cannot go '“‘inlo column®™}, and they [lire,
engage in melee combat, and move as such.
Mounted cavalry suffer a one Column adjustment
10 the right on the Fire CRT when fired upon (see
7 .0). Cavalry unils are prinled on both sides, each
side representing either mounted or dismounted
slalus. To change from one 10 the other, simply
pay the cost in Movement Points {see 6.22) and
turn the unit over. For special rules perlaining to
Lhe ability of mounted cavalry Lo charge or retreal
before combat, sec 16 0

[6.2] CHANGING FORMATION

[6.21] A unit that is outside the Elfectiveness
Radiuvs of ils brigade commander and not siacked
with a division commander in the Iniial Com-
mand Phase may not change ils formation during
Lhe 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 Poinis o
change formaltion, Infantry and artillery units may

change formation ar any time during a Friendly
Movemenl Phase (Exception: 6.21), as long as
they have (he requisite number of Movement
Paints available. Cavalry unils may dismount or
mounl only al the end of a Friendly Movement
Phase provided that they have sufficient Move-
menl Points remaining to per{orm the operation.
Thus, a dismounted eavalry unit that does not
have enough Movement Points at the end of the
Movement Phase may not mount,

[6.23] If artillery either limbers or unlimbers
(changes formation) within range and Line of
Sighl of any Enemy small-arms unu (excluding
supply wagon crew, see 111} lhose Enemy small-
arms umis may fire at the bartery before it changes
formation. This fire is a form of withdrawal fire.
I, as a result of such [ire, the gun crew of the bai-
lery is pinned or \akes a casually, the batery may
not complete its change of formation. This rule
may be used regardless of the siacking order (sce
8 4) of the artillery unil in its hex, and only the ar-
tillery battery is affected (except pinned resulis),

[6.24] A unit which changes formation in the
ZOC of an Enemy unil triggers wilhdrawal [ire
from the Enemy unil (see 10,0)

[6.3] UNIT FORMATION EFFECTS ON
FIRE COMBAT

[6.31] A unit’s formartion itsell has no effect on
defense apainst fire. Whether a vnit is in Line or
Column will affect fire only in that a unit in Line
will present a different (less vulnerable} lacing
than a unit in Column (see 7 2).

[6.32] Limbered artillery uni}s may nol fire,

[6.3}] 1ofaniry in Column may never fire nor ni-
uate melee, Mounied cavalry may have iissirength
doubled when in melee wilh infaniry {sec 16.2).

[6.34] Mounted cavalry unils may [ire through
their one fronwal hexside if they are armed with
pislols, carbines, or Colu repeaners.

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

(7.0] FACING

GENERAL RULE:

All infantry, ariillery and cavairy units have a
specilic facing dependent on their formation Line
infantry, dismounted cavalry and unlimbkered artil-
lery have three hexsides which are considered 10 be
“Fromtal’* hexsides, end three which are “'En-
filade’ hexsides {sec following illustration). The
“'Iront'” of each unitisthe top of each unit counler,
the 1op hexside and the hexsides to either side ol
ihat top hexside. The three rear hexsides are the
“enfilade” hexasides. Infantry in Column, supply
wapons, mounted cavalry, and limbered antillery
arc always considered enfiladed whenever fired
upon regardless of the direction of the fire
Mounied cavalry have one fromal hexside, Lhe hex
directly at the top of the unit, which they may hirc
through il armed with pisiols, carbines, ar Colt
repealers. All other types ol uniis have no facing
and thus arc considered 10 preseni [ronlal hexsides
al all 1imes

PROCEDURE:

Each unil is so oriented 1hal the top of the unit
counter is facing toward a specific hexside and is
not situated between wo adjacent hexsides Al
units stacked in the same hex 8t the end of a Move-
ment Phase maintain the same facing. A unit mov-
ing inlo a hex assumes the facing of the unii(s)
already in that hex,

Example of Line Facing:

Enfilsds

Example ol Mounied Cavalry Facing:

T
I

CASES:

[7.1] EFFECTS OF FACING
ON MOVEMENT

[7.11] A unil may move inlo any adjacent hex
regardless of which hex il was facing before it
moved. However, a unit musl be faced tloward the
hex {i.c., the 1op of the counter pointed toward the
hex) that unil is to enter {before il is moved into a
hex). Thus, a unil may never “'back’’ into a hex
This is imporilant when resolving withdrawal fire
{see 10 1)

[7.12] There is no cost in Movement Points 1o
change lacing. All units may change facing freely
throughout the Friendly Movemem Phase
Changing facing is not movement; Lherefore, unils
normally restricted in movement (ow of Com-
mand Radius, lor example) may still change facing
during their Movement Phases. There is no restric-
tion as 1o the number of hexsides which may be
(urned.

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

[7.2] EFFECTS OF FACING ON
FIRE COMBAT

[7.21} The Stacking Restrictions Charl {8 18)
delineares (he maximum number of Sirengih
Poinlts and/or batieries which are stacked in the
same hex Lhat may fire out of thal hex through a
given hexside at the same Largetr or al different
largets, The key word in this Tule is '*hexside'": all
limils apply to fire through a hexside. Example;
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Three infuniry regiments worth *3'" points each
are in a clear hex, Only lour of these nine poinis
may lile lhrough any one hexude Four more
points (pul of the remaining live) may hire throngh
a differem hexside, while the last remaining point
may lire through the remaining frontal hekside, 10
one of those wurs was artillery, Tour of the inflan-
try points plus all of the guns could fire through
the same hewside (sec 9.3).

[7.22] Unity may lire through only their fronial
hexsides

[7.23] Unus may be fired upon through any hex-
side A unil which js [ired upon through one (or
more) of ats rear hexsides is enhladed {see 7 0,
General Rule). A unit which is enliladed by at least
one firing Enemy unit has the 1ota! Fire Strength
being directed against il adjusied one column 1o
the right {in favor of Lthe Miring Player). If a Linc ol
Fire bisecs a frontal hexside and an enfilade hex-
side, the unit is considered Lo be lired on through
115 ronlal hexside

[7.3] EFFECTS OF FACING ON MELEE

[T-31] A unit may advance only through one of its
{ronial hexsides inlo a hex 10 melee one or more
Enemy umts.

[7.32] Other than the provisions of Case 7 31, ac-
ing has no elicet on melee combal. The facing of
any units in melee combal may be rearranged by
the owning Player(s) when melee is concluded.

{8.0] STACKING
GENERAL RULE:

Generally, units may move through other, 1iend-
ly 'umits leely {with Lhe exception of unils in Col-
umn, mounied cavalry, and limbered artillery; see
611 There 15 no cost i Movememt Poinis 1o
stack or unsiack, and stacking restrictions apply
only al the end ol a Movemen!| or Combat Phase

CASES:

[8.1] UNIT STACKING RESTRICTIONS

18.11] The number of units and Combai Strength
Points that may ovcupy any single hex ai the same
tmic 1 dependent on the Lype of 1erram and, Tor in-
faniry, whether o not the unu v in Column The
Stacking Restrictions Chart (8 18) lisis ull the
linaiis,

[8.22] Vor purposes ol siacking, 1the Comba
Strength Pounts of a unit tunadjusted by terrain,
ele ) 1% its number ol Stacking Poinus, with the ex-
ception of supply wagons, which are worth lour
Stacking Points and batieries wiuch aie worth one
{sec B 13),

Enfilade
1¥iapram

[8.13] The number of artiliery batteries thal may
be stacked in a given hex is lisied on the Stacking
Restriclions chart {8 18} Baueries may be slackecd
wilh inlantry and other unitl 1ypes in Lhe same hex;
euch batiery counts lor one Stacking Poini.

(8. 14] Leaders and markers never count apainst
stacking restrictions  Any number ol hese
counlers may be in any ane hex.

[8.15] A unit may nol retreal into or through a
Friendly occupied hex 1l aretreating univis forced
Lo enter a Friendly-occupied hex, the other units in
thal hex are displaced and must then undergo a
morale check (see 14_3)

[8.16] Aninfantry unil in Column Formauon may
never move into a hex containimg any other cam-
bat unii

{8-17] Mounicd cavalry unils may never move into
a4 hex containing any other Friendly unil excepr
other mounted cavalry units and leaders

[8.1B] Stacking Restrictions Charl
{5 magpsheel)

[8.2] EFFECTS OF STACKING
ON COMBAT

(8.21] Only the Lop-most infantry or cavalry unit
in a stack takes losses when the hex s fired on
However, if a combal result calls for losses grealer
than the number of Strength Points possessed by
the Lop unit, the remainder of losses must be taken
trom the next inlantry or cavalry unit in the stack
Thus, if a "*I"* Strength Pqins (SP} inlaniry unit is
stacked on top of a *'3'"" SP unit and the units
undergo lire with a casually result of *2,”" the 1op
unit 15 climinated and the bottom unit loses one
Stiength Poine Artllery only incur losses if no in-
fantry or cavalry unils are presenl in the hex. Ex-
ceptions: Sec .23 and 8.22.

[#.22] If & stack of umils is fired upon by artillery
al a range of three hexes or greater, the artillery
fires separalely at (and the die s rolled once for)
each unit in the hex, top unit firsi_ Aoy resull 1o
one unil affects only thal unit ITa uml is routed as
a result ol combat, all units in the hex must under-
go morale checks, even il they do not suller any
losses  All units in the bex take lire before check-
ing for rou|

[8.23] For purposes of Case 8.22, the densuy rules
in 8.3 apply 10 each individual unit cven though
they are being affected individually, Thus, il thiee
umls, ecach with 4 Paints, were lired on {as in the
above Casc), when checking for results the Player
would adjust 1wo colunins to the right for density,
even though 1he individual units are only worlh 4
Points {The stack consists of 12 Points) See also
942

[8.3] DENSITY AND FIRE COMBAT

[8.31] The number of Sirength Points in a hex
may aflect the efficiency of Enemy fire. The more
“*crowded’’ Lhe hex, the more cifective the Enemy
fire will be

[8.32] In determining the column for Fire
Suwrength on the Fire Combal Resulis Table, the
Player must consult the Density Adjustment Chan
(8 1%). He looks under the column with the correct
number of Strenglh Poinis in the hex, and makes
any Column adjustment as given.

[8.33] For Lhe purposes ol densily each arullery
battery is worth only one Strenglh Poinl. Thus, an
infantry regiment of "*4'" plus a battery with six
guns would still be worth only § Polnts Tor pur-
poscs of densily,

18.34) For density purposes a supply wagon i1s
warth four Siacking Pownts, Leaders and markers
have no effcer on density

18.35] Densily Adjustment Chari
{see charis and l1ables)

[8.4] STACKING ORDER

[8.41] Unils may siack, or change their siacking
order, only during a Friendly Movemen! Phase,
with one exception: I Lhe Lop unit runs out of am-
munition {sec 11 0), the Playcr may change the
stacking order al the end of the Fire Phase in which
depletion occured. Olherwise, it remains the same

[6.42] All unirs stacked in the same hex must
maintarn the sanie facimeg Units moving into a hex
assume the lacing of the unil in the hek,

[9.0] FIRE COMBAT
GENERAL RULE:

Combal units may [ire their weapons al Enemy
wells in accordance with the rules on Ranpe of
Weapons, Fire Combat and Line of Sight  Fire ac-
curs during the Ollensive and Defensive Fire
Phases within cach Player-Turn Fire may also be
iriggered during the Movemient Phase (31l a unit
withdraws or changes formation} and during the
Retieat Belfore Melee Phase (il awretreals) The
I'ire Combat Resulis Table has two rows on i, one
used [or small-arms lire and arnlilery iire agaims
artillery or supply wagons and the other used when
artillery hires on infantry or cavalry  Ulils are
never required 1o fire

PROCEDURE:

The firing Player announces which of his unity are
firing on a pgiven Enemy unit. The Combat
Strengih of each separate {11ing unil is modiied by
the 1ange of that unil from the tareet unit. The
Range Effects Chart deianls the elfect of range on
each weapon1ype The Combat Strengths ot all lir-
INg units are wlaled wogether, after the effects of
tange have been applied. The Toal Fite Combart
Strengthas then lovated on the Fire Combat Results
Table The CRT column may be modified 10 1he
left wr right as a resuli of the defending umi’s fae-
ing, lormation, and (he terrain it occupics A dic s
rolled and the resull of thal combal s indicated at
the intersection of the CRT column and the row
corresponding to the dic 1oll result Atier resulis
arg applied, a morale check {see 9 8) may be re-
quirad

CASES:
[ 1] COMBAT STRENGTH

Each combal unit has its mitial Combat Strength
and weapon type pented on the counter. As a unil
suffers Josses, Combat Sirength Markers are
placed under the umil ta indicae ity Currenl
Strength (see 3 32) The Combal Strength of a fir-



FF='

GREAT BATTLES OF THE AMERICAN CIVH. WAR STANDARD RULES, PAGE 7

ing unil may be affecied by 1he range of the uni
from its target. The effects of range are summar-
ized in the Range Effects Chart {9.25).

[9.11] Combat Sirength Markers are neutral and
may be used by both sides. The Combal Sirength
represents (he unit’s current manpower, fire
sirenglh, melee capabilities, and stacking points.

[9.12] All infantry units and distnounted cavalry
have a Fire Surenpth and Melee Capability equal to
their Combal Sirength, This is the Current
Strergth, nol the Initial Strength piven on the
counler, although the two can be the same (See
6.14 and 16.2 for mounted cavalry )

[92-13] Allartillery units have a Fire Strenglh equal
to their Combal Strength value {as modificd by
Lheir gun crew stawus), however, melee involving
an arlillery unir is resolved against ils crew. A crew
has a Mclee Strength of ** 1" when al full sirength
and *0" when a1 reduced sirength (Since melec
combar is differential, the **0°* ¢can be used marhe-
martically). Artillery c¢rews may never initiarc
melee; they use their Melee Capability only to de-
fend against melee (see Case 12.25)

[9.14] Arullery Ffire against infantry or cavalry
units 18 reselved using the Grapeshotl row of the
CRT. Anillery firc against artillery and supply
wagons is resolved using the Small Armis and
Coumnter-Batery row of the CRT (see charts and
tables)

[%.15] Umits armed with simall-arms weapon 1vpes
always resolve fire combal on the Small-Arms and
Counter-Baltery Fire row of Lhe CRT

[9.16] Fire Combut Results Table
(see charts and 1ables)

[9.2] WEAPON TYPE AND RANGE

[9.21] The lype of weapon lired by cach indivi-
dual unil is noted on the counter for thal umi.
Unils 1har have no weapon (ype may nol engage in
lire combat. The different weapon Lypes are listed
on the Range Elfects Chart (9 25)

[9.22] A unil’s weapon type delineates how far
and how effectively it may fire,

[9.23] Each weapon has a maximum range {in
terms ol hexes) at whieh it may fire at an Enemy
unit, This range iz found on the Range Effects
Chart (9.25), No unit may fire at an Encmy unit
that is oulside the maximum range for (hal
weapon Calculawe by counting the distance,
hexes, [rom the [iring hex 10 the wargel hex The
liring unit’s hex is not counted as part of the range
figure; the targer hex is counted A unil’s Fire
Strength can be greally affecied by range

(9.24] Adjacenl opnosing umils may always
engage in fire combat against cach olher, or they
may [ireat other, more distant units

[9.25] Ramge Effects Chart
{sce mapsheel)

[9.3] FIRE STRENGTH PER HEXSIDE

The number of Combar Strength Ponts that may
fire oul of {not into) a given hex is limited 1 the
number of frontal hexsides available to fire
tUnough, Four Sirength Points may hre out ol a
given hex through any one of ils Iramal hexsides

[9.31] The lour Strengih Poinls thal may lie
through a hexside are *'Pre-Range ElTects Modifi-
canon Strength Peints,'” Thus, the 4 Poinls may
be doubled, halved, elc as an cllect ai 1ange

19.32] Artillery is not limited 10 the number of
Strength Points of {ire per hexside  Thus, all bat-
fertes i a hex may fire oul of one heawde (see
721

[9.33] Hexside Fire Zone Disgram

|
[9.4] MULTIPLE UNIT FIRE

[9.41] In fire combal, units firing Mfrom dilferent
hexes at the same Encmy hex must combine thewr
Fire Sirength into one olal Each uwuil’s Fire
Sirenglh is compuled scparalely for range, and
then all are added vogether Infaniry Fire Sirength
and Amnillery Fire Sirenglh are never added
1ogether; these wnats always [ire separaiely

[9.42] When a unit is fired on by both ariillery and
small-arms, both attacks are resolved before any
resubling casualties are applied. (This can be im-
poriant because the chance of causing a casualiy 1s
aifected by the density of Combat Strength Poins
in the hex ) All casualtics (if any} from both fires
are lhen apphed helore resolving a morale check,
if necessary {sce 13.2), (Thus, a unit does not
tiescape,”” for example, ariillery {ire because
small-arms [ire causes il 10 rout and run away )

[9.43] During a Fire Phase, small-arms fire (in-
faniry, etc ) generally affects only the top infaniry
or cavalry unit in a stack {see B 21)

{9.44] No unit may be lired upon more than once
in any given Fire Phase by small-acms (ire, and no
unis may e Ored upon more than once in a Com-
bal Phase by artillery . A unit may be fired upon by
small-arms lire and arullery in any one Fure Phase,
but only once by each {exceplion: 10.2).

19.45] No unit may fice its entire Fire Sirenglh
mare than once i any given Fire Phase (FKxeeption:
See 10 2) However, within any given Fire Phase a
unil may chowse 1o split ils Fire Strengh, direcling
il al any number ol target hexes, aslong as the toal
Combal Strength is not exceeded and the rules of
lacing are observed Exumple: An nlantey cgi-
ment withastrengthof 3may lire with astrength ol
[ atthree differem Encmy hexes or il may hre wilh
a strength of 2 a1 one hex and 1 at another. Nowe
that the Current Strengih is divided, not the Final
Fire Strength {which may be the Current Sirength
augmenied by werrain, range, eic ) Frxample: A
battery composed of & guns can {ire a1 an Enemy
anit that is adjacent and one that is ten hexes dis-
tani Four puns (HB} flie atihe nearer 1argetl (al an

Effective Strength of 4 x 10 = 40) and two guns fire
al the other targer (a1 an Effective Sirength of
2w =10

[9.46] In splitting units' Fire Strengihs, the Com-
bal Strength may not be o divided as 1o make the
Final Fire Sirength against any one hex less than 1
Example: A batcery of six guns could not fire at six
individual targets sixteen hexes distant, because
the Final Fire Strength would (theorctically} be
halved for cach of those targeis The bauery
would have Lo split its fire among only three of the
regiments 1o produce the necessaly one-Point-
minunum-per-targel, This restiction applies only
when splitiing Fire Strength; o unit may always
fire its whole Sirength — no matier how much is
reduced — at a single 1arpet

[9.5] TERRAIN EFFECTS ON
FIRE COMBAT

The various terrain I¢atwes an the map have anef-
fect on the ability of units 10 withstand fire A
deflending unil may derive the benelit ol 1erram as
long as at least one of the finng unis is Dring
Lthrough or 1nio thar icrrain

[2.51] In Lire combay, terram benefits may adjust
the total Fire Sirength Colunmn 10 the lel1 Elfecis
ol terrain are cumulative, but the final net adjusi-
ment on the CRT may never be more than iwoe col-
umns in any direction, Thus, you may adjust thiee
1o the lelt and ane (o the right tor a cumulalive
change ol two 1o the lefl; but you could nor adjust
three to the left, asa limal result. The CRT column
is never adjusied ta the lelt ol the last column, and
a unis) liring with more than 51 Sirength Ponns
Lires i the “*51+ "7 eolumn

[9.52] A unit adjacent 10 a crest bessde wlhich s
fired on through that crest hexside, derives o
defensive benefit Irom the crest i the fiving unil
oceupies A lower  elevation The Total Fire
Sirength Colomm on the Fire CRT 15 adjusted one
columno the lett This benelio is derived iFany of
the fining units fire throueh the vrest hewside
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[9.53 Unus i woods hexes that are fired upon
derive a defensive benelit. The Tolat Fire Strength
Column s adjusted ane to the lef

[9.54] Roads and pikes have no effecl on combal
in any way For any teriain cllects, refer (o the
olher leriain i 1he hex

{9.55] Oiher rerritin ¢ffects on lice (iIf any) are
detailed in the Fxclusive Rules.

19.56] Terrain Effects on Combal Charl
{~ee mapsheer)

[9.6] EFFECTS OF FACING
AND FORMATION

[9.61] Umls may fire only through therr hontal
hexsides; however, they may be fired on through
any hexsides. Unils fired upun through their rear
{enfilade) hexsides have the 1olal Fire Strength
Column adjusted oae 10 the nght {(see 7.2).

[9.62] Infaniry unis in Column and hmbered ar-
bllery ma¥ never fire n any Phase Mounied
cavalry may only fire if armed wilh pistals, car-
bines or Coll repeaiers and then only through their
one lrontal hexside {(see 7 Q)

[9.7] LINE OF SIGHT (LINE OF FIRE)

The ability of a unit 1o fire from the hex it isin 1o
some other hex depends on the lerrain between
those hexes along rhe Line of Sight (LOS) An
LOS can either be clear or blocked; *‘*having a
clear LOS™ is defined as the abilily 10 see the
targel. An LOS iy represented by a straight line
drawn from the center of the hring unic's hex to
Lthe center of the target hex. The LOS may only be
blocked (depending on elevalion) il it passes
through a blocking hex or through a blocking hex-
side which iy nol common with or adjacen| (o
cither the Miring unit’s or the larget's hex Node: A
clear LOS always ¢xists out ol a blocking hex con-
lanung a lirmg unit, and into a blocking hex con-
Laining a target uni, but generally not {depending
on elevauon) through a blocking hex. Thus, units
may always fire into an adjcent hex IMthe [LOS s
blocked, fire 15 nal possible

[9.71] Types of blogking rerram are listed on (he
Terrawin Effects en Combail Chart {9 56). [n addi-
oo, unls, Frieadly or otherwise, are considered
blocking terrain. Whether blocking Lerrain actual-
ly blocks LOS is dependent upon the elevation of
both 1he firing and defending units.

[9.72] For purposes ol determining 1L.OS, Ground
1 evel 1s considered 10 be zero feet lagh Trees are
consdered to be 20 Feet high, mfantry, artillery
and dismounted cavalry five leel high, and
mounted cavalry and supply wagons ten eel high
Other heights (il any) ace specihcally indicated on
1he map

[%.7} The Line of Slght Algorithm and the
Line of Sight Gauge

Players may deiermine (he Line of Sight n 1wo
ways: they may use the bayic algonthm {marhema-
ical expression of the Line of Sight) or Lhey may
use the Line of Sight Gauge, which is a graphic
representalion of the algorithm Usuaily, Players
will [ind themselves wsing the algonthm only 10
check the occastonal *close call’* on the pauge.

1. The Basic Algorlthm Procedure
A clear Line of Sight exists only il:

H isequalto  Bp-—5

D Orgreater than  gg
H=Hecight (in fecer} of higher posilion minus
height of lower posilion,
D =Disiance (in hexes) from higher position 1o
lower position
hp = Height (in feet) of potenual obstacle minus
height of lower position

2B MAR/APR 1986

dp = Distance (in hexes) from potential obstacle 1o
lower posiion

1. Line of Sight Giauge Procedure

Note hat heights are expressed in mcrements of
Mive feet Horizontally, distance is measured in un-
divided yard increments (corresponding 10 Lhe
hexres). On the zero distance line, locale the height
of the higher position. Measuring from Lhis poini
thonzontally, in hexes) locate Lthe height of (he
lower position. Connect 1hese iwo poinls with a
straight edge {(a Iransparent plasue ruler is ideal).,
Now locate the height and disiance of any
suspected obstacle Remember thal a man adds §
feet 1o the height of any level and a woods hex adds
20 Teel (o the height ol any obstacle IT the obstacle
iy higher than the Line of Sight at the pow of in:
lersecuion, then the Line of Sight is blocked [{ the
Line of Sight exacily intersects the obstacle, or
passes over il, then the Line of Sight 15 not block -
ed. If there is any doubt, Players should resort (o
the alporithm. Nate that, technically speaking, the
Lme of Sight could pass as inuch as (ive leet below
the obsiacle and still not be blocked (Lhis accounts
for Lhe average height of a man's musket and Lhe
targel above Lhe (errain on which the soldiers
stand)

[2.8] RESULTS OF FIRE COMBAT
CASUALTIES

Each casually mumber on the Fire CRT's
represents a Surength Point of men killed or one
gun destroyed, depending on which type of unirt is
defending. The other results are '“P/R
(Pim/Roul), “P" and *'R" which resirict an af-
fecled unit's acuions i

|9.81] When the Fire CRT yields a numerical
result and the warget unit is infamry or cavalry,
that unit has lost that number of Strength Poinls,
The Plaver adjusis his Sirength Counter and
cecords the loss on his OB Roster. (However, see
9 42). Players should keep an accuraie count of
losses as they are imporiant for delermining who
wins the game. A morale ¢heck lor Lhe affected
unit must be made {see 13.0)

[9.82] If an artillery battery iy hil by small-arms
fire, only the crew is affecied, 11 a battery sulfers u
result ol “'1,7 the pun erew counter is flipped over
1o its Reduced Stirength side; anolher Point loss
and the crew is eliminated, Guns themselves are al-
fected only by anillery fice and each Point in a
given result elimimates a gun

[9.83) When a Pin/Rout (P/R) result is oblained,
the Player ownimg the affected unit must deter-
mine which will apply. To do so he [irst notes the
unit’s morale {Case 13.1), rolls one die and com-
pares Lhe die roll o the Morale Rating 17 iL is
higher than {he Morale Rating, the unit is rowufed;
if 1113 the same as or lower than the rating, the unit
is pinaed When rolling for P/R results, if the uni
has been enfiladed add o#ne 10 1he die-rol], and sub-
tract one if the unil is slacked with a leader
(regardless of Lhe number of leaders); see 17 4

Pin

|9.84] When a unit is pinned, place a PIN marker
on top of allthe units in (he hea the pinned unil oe-
cupies. Units in a pinned hex may nol move (ex-
cepl Lo rewreal as a resulc of Melee; nol before); nor
may they fire tn a Friendly Offensive or Delensive
Fire Phase. Pinned units may use withdrawal [ire
(10.1) and relreal fire {10.2). They may nol initiate
melee, although they may engage in melee when sa
attacked. They may nol retreal before melee. Pin-
ned units have a Zone of Centrol. If any unit in a
stack becomes pinned, all units in that hex are pin-

ned. Routed units may become pinned (and re-
main routed) Pinned units may change lacing but
Lhey may not change formation

[9.85] PIN markers are removed in the Friendly
Rally Phase before units are rallied Once a pinned
unit 15 meleed. 1t becomes unpmned . Remove the
PIN marker from thal unit

[9.86] Leaders may be killed or wounded by
Enemy [ire (sce 17.7). A lcader may be pinned, but
the leader does nol lose his Effecliveness Raling as
a resull of such a pin. He simply cannot move (ex-
cepl torecreal as a result of melec)

[9-87] A combal result of "“P™ or *'R” requires a
morale check Tor the affected unit. A die s tolled;
il the result s grearer than Lhe unit's morale, il is
pinned or routed, respectively, If the result 1s the
sume of lower than the unil's morale, Lthere is no
ellect

|9.88] Some numerical results are followed by an
aslerisk (*), which indicates that the afected umt
may also become pinned. After the casualty is
recorded, a morale check is executed lor that unit

[f the urut routs, no further achion is taken I{ the
unit does not rout, a second die 15 rolled; a result
grealer than the unit's morale leve! resulis 1n the
unit being pinned, A result equal to or less than the
unit's morale level has no effegl

[10.0] ZONES OF CONTROL
GENERAL RULE:

All infantry units in Line formaton, dismounted
cavalry, and unlimbered ariillery -uniis have a
Zone of Control extending inlo three hexes adja-
cent 10 their frontal hexsides Supply wagoas and
leaders have no ZOC's Mounied caxalry exerls a
ZOC into all six adjacem hexes. The ZOC"s of
these units alfect withdrawal, retreat, supply, and
command Exceplinn: Mounted cavalry ZOC s af-
lect the withdrawal and retreat anly of mounted
cavalry units (also, see @ 62 and 16 31)

CASES:

[10.1] WITHDRAWAL FIRE

IT a Friendly unn leaves an Enemy-controlled hex
during the Friendly Movemenl Phase or the
Friendly Retreal Belore Melee Phase, the Enemy
unil exerling thal ZOC may fire al the moving uni
before 1t leaves the hex

[10.11] Withdrawa! fire takes place beiore the
withdrawing unit leaves the hex; i e | the range is
one hex

[10.12] Withdrawal fire is in addition lo any nor-
mal offensive or delensive Tire Units may lire
wilhdrawal lire any number of Limes, subject anly
1o possible ammunitian depletion.

[10.33] 1M there are 1wo (0r more) units in the same
hex in the ZAOC of an Enemy unit and they both
wish to withdraw, the Enemy unit may lire once at
the stack

[10.14] If there are two (Or more) unils in a stack
and some (but not all) of Lthe units wish 10
withdraw, (hey may do so withoui being fired
upon; however, 1n such a case, the uniys) rematn-
ing in the hex suffers withdrawal fire. 1n effect,
they are covering for the withdrawing unil{s).

[10.15]) A unit suffering casualties during
withdrawal fire is treated as if it had suffered
casualues during any regular Fire Phase; the own-
ing Player must rall for possible rour or leader
loss, etc. [f a unit suffers a pinned resull in
withdrawal, it may move one hex and then i
becomes pinned. imporiant Exception: See [2.88.

feonnnued on page 17}
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{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,
il in withdrawing the unit presents its enfilade hex-
sides 1o the Niring wnit, the unit finng withdrawal
fire then gets the benefit of enfilade fire (see 7.11).
Note: A unit withdrawing will almost invariably
present its enfilade 1o an enemy vnit.

[19.17] Withdrawal [irc takes place in the Move-
ment Phase and the Retreat Before Melee Phase,
not during any Fire Phase. (A unit that is in the
ZOC of an Encmy unil during a Fire Phase and is
forced 1o 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
units that use withdrawal fire may fire regularly
during any Fire Phase in that Player-Turn. Wilh-
drawal fire is, in effect, a free shot. Note: Remem-
ber 10 check for ammunition depletion

[10.18] Leaders that withdraw from an Enemy
ZOC do not Lrigger wilthdrawal fire

[10.19] When a unil triggers withdrawal fire, it
may be fired on once by every eligible Enemy unil
There iz no limil o the number of Enemy units
which may fire a1 a withdrawing unit {provided
each Enemy unil is eligible). A single Enemy unil
may perform withdrawal [lire as many (imes as
there are Friendly unils which 1rigger such lire

[10.2] RETREAT FIRE

A unit that is forced to retreat inta the ZOC of an
Enemy unit, other than the unit which caused the
retceat, may undergo reirear fire. The procedurc
for retreat fire is the same as for withdrawal fire
(190.1) with two cxceptions: unils enlering the
Z0OC trigger the fire, as opposed 1o units leaving
the ZOC (as in withdrawal fire), and retreat lre
may occur during the Combat Phase. Each time a
unit retreals into the hex of a different Enemy
unit, the possibility of retreal fire is triggeved;
therefore, a retreating unil may be fired on by
several Enemy unils as it reircals. Retreating
routed units that suffer casualtics from retreat fire
do not roll for additienal rout. Enemy units firing
on retreating unils may enly fire once at a given
uvnil during any reireal. Units firing retreat fire
must check for ammunition depletion. Reireal
fire, like withdrawal Nre, is considered a (ree shot

[10.3]) EFFECT OF ZOC ON
AMMUNITION SUPPLY

Units atiempring 1o trace a Line of Supply 1o Lheir
supply wagons (11,23} may noi irace Lhis line
through an Enemy ZOC, unless the hex is ac-
cupied by a Friendly unit

{10.4] EFFECT OF Z0OC ON
LEADER CONTROL

Units attempting to Lrace a leadership radius from
a leader (0 a unit (or another leader) may not trace
this line through a hex in an Enemy Z0C unless the
hex is occupied by a Friendly unil

[10.5) 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
lines, However, the presence of a Friendly unit
does not negare an Enemy ZOC for purposes of
withdrawal or retreat fire,

(11.0] AMMUNITION SUPPLY
GENERAL RULE:

All units capable of fire combal are subject Lo am-
munition deplelion. Artillery ammunition deple-

I'!——

tion is represented by the number of rounds fired
as compared td the otal rounds avaitable, When
no more rounds are available, artillery may not
fire. Small-arms wnits suffer ammunition deple-
tion as a resull on the Fire CRT. These unils may
be resupplied by being within supply range of a
supply wagon. Units that are oul of ammunitbon
{ammo depleted) have no ZOC's except [or pur-
poses of negating supply and leader effectiveness
Lines.

CASES:

(11.1] SUPPLY WAGONS

Supply wapons are considered combal unils
although they are restricted in their capabilities. A
supply wagon has 1wo possible slaluses; crewed
and uncrewed. The front of the counter shows the
wagon and its crew. The crew has its weapon type,
morale, and Combet Strength indicated in 1he
same manner as an infantry unil. If the crew is kill-
ed or routs away from Lhe wagon, the Wagon
Counter is turned over to indicate its uncrewed
status, and a Wagon Crew Counter is placed on
the map il a rout is called for. An uncrewed supply
wagon may not be used 10 resupply units, nor may
itmove (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 ifthe crew routs.

{11.12] Supply wagon crews suffer casualtics only
from small-arms fire, though they may be pinned
or routed due to artillery fire. Supply wagons are
affected only by artillery fire.

Small-Arms Fire Results: 1

FIN: The wagon 1s pinned, and may not resupply
unils or move.

ROUT: Thecrew routs. A Wagon Crew Marker is
used and the crew rouls three hexes The Wagon
Counter is turned over 10 show Lthat it is crewless

“8,7 2" ete.: The crew is eliminaled and the
wagon 15 lurned over 10 show that it is crewless

Adrtillery Fire Results:

Pin and Rout results affect 1the crew in the same
manner as small arms.

1,92 " ete.: This number is used {0 determine
the column on the Ammunition Loss Table
(11 34) A die is-rolled and cross-indexed with the
column 1o determine 1the number of Supply Poinlts
the wagon loses.

[11.13} Supply wagons are mlways independent
units,

[11.14] Supply wagons have a stacking value of
[our poinls,

[11.15] Supply wagon crews may no! initiale
melec bul may defend against melee. Supply crews
may not engage in offensive fire {(see 12 14)

[11.16] Supply crews do not have 8 ZOC and are
incapable of retreat and withdrawal fire. They
may anly fire in the Friendly Defensive Fire Phase

[11.17] Crewed supply wagaons may retreat befare
melee. In other forms af retreat the crew retreats
but the wagon doesn’t.

[11.18] A wagon may be recrewed il its crew has
been eliminated by moving an infantry unit or dis-
mounled cavalry unil onto the wagon and remov-
ing onc Strength Point from that unit during the
Friendly Final Command Phase The morale and
weapon type of the new crew should be noled on
the OB Roster. Only one Strength Point may ever
be assigned 10 a wagon and, once assigned, it may
nol be withdrawn from that wagon and used o
augment the strength of another unic

[11.19] Supply wegons may be captured and
recrewed by the Enemy Player. Caprured wagons

may be used to resupply Friendly units on the
Game-Turn after they’ve been recrewed. Only a
cavalry or an infantry unit may capiure a supply
wagon. Should a wagon be caplured its former
crew is also removed from play regardless of its
location on the game map. The crew loss does nol
counl for Viclory Point purposes

{11.2] SMALL-ARMS
AMMUNITION SUPPLY

Infantry, dismounied cavalry, and all other non-
artillery uwnits (small-arms units) are subject o
possible ammunition depletion each time they fire.
Ammuniron deplelion never afTecis the abilily of
a unit Lo move

{11.21) Each lime a small-arms unit fires and a
““1"* i5 rolled on ihe Fire Combal Resulis Table,
there is a possibility of the unil running out of am-
munilion. The Player rolls again for each unil thal
fired in thar combal resull: il the number rolled is
“1*" or **2,"” thal uvnit is considered *‘ammo
depleted.”” An- Ammunition Depletion Marker is
placed on Lop of the unit Lo indicale its s1alus.

[11.22] A unil cul of ammunition may move and
engage in melee normally. It may not fire under
any circumstiances uniil it is resupplied, and has a
Z.0C for supply and leadership paths only

[11.23} To be resupplied, a unit muost be able to
Irace a supply path (0 a Foendly supply wagon in
its Friendly Resupply Phase. This supply path is
traced Itom (he unit wo the wagon and not vice-
versa A player (races the path which may only be
the length of the terrain movement costs of an im-
aginary infantry umit in column formation for one
Movement Phase. Note that Lthe unit does nof
move; rather, Lhis is simply the method of rracing
the maximum length of the supply path. The sup-
ply path may nol pass through a hex in an enemy
Z0C (unless occupied by a Friendly unit) or
through an Enemy occupicd hex.

[11.24] Any number of units may be resupplied
during a Friendly Resupply Phase, as long as the re-
quirements of 11.23 arc satishied and the supply
wagon has the necessary ammunition, The number
of units a given supply wagon may resupply is Lhe
number of boxes [or small-arms ammo on the OB
Roster for thal wagon (see |1 1)

{11.25] Neither (he wagon nor (he unil being
resupplied may have moved in that Player-Turn.

[11.3] ARTILLERY AMMUNITION

Each Player is limited in the toial number of Limes
he may fire each of his artillery balteries Eachtime
a batlery [ires, regardless of 1the number of guns it
has, it usek one round of ammunition. The number
of rounds available Lo each baltery is the number ol
bailery ammunrilion boxes on the Player’s Order ol
Baltle Roster for that battery. When the batrery
fires or otherwise loses a round of ammunition,
one box is marked of[ on the baltery's ammunition
supply to indicale Lhe ballery's correcl ammo
supply

[11.31] Each lime an artillery battery fires, it ex-
pends ane round of ammunition. When a battery
splits its fire, it expends only one round of
ammumlion.

[11.32] When a batiery runs oul of ammunilion
(1 ¢., all ils ammo boxes have been marked of ) it
may nol {ire. Such bhatieries may receive additional
rounds of ammunition as per 11.23 if a Iriendly
supply wagon is available Lo resupply the battery

{11.33]) Players may transler rounds of ammuni-
tion between [riendly artillery batleries of the same
weapon type. Both barieries involved must spend
one entire Game-Turn, without liring, in the same
or adjacent hexes, In the Resupply Phase of that
Game-Turn the owning Player may redistribule the
rounds of ammunilion beiween the two batteries.

STRATEGY & TACTICS 37
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I an artillery baltery is captured or eliminated in
combal, its ammunition supply is likewise
climinated. No use may be made of caplured
Enemy guns or ammo. Exception: See 11,19,

[11.34] Ammunition Loss Table
(see charts and tables)

(12.0] MELEE COMBAT

GENERAL RULE:

Melee combal represents hand-to-hand flighting
thar iakes place when Friendly units allempl 1o
dislodge Enemy units from a given position. Melee
occurs in The Melee Phase when a Phasing Player
moves a unit {or unils} into an Enemy occupied
hex. The ensuing combal is mandatory, and the
resull is obrained from the Melee Combal Resulls
Table. As aresull of melee, units may be captured,
sulfer casuvalties, be forced 10 relreat and possibly
be routed, or remain engaged in the melee. Melee
may occur only in the Melee Combat Phase; it may
never occur during any other Phase

PROCEDURE:

In crder for a unil to melee with an Enemy upit, it
must begin the Friendly Melee Phase adjacent (o
that Enemy unit. Then, in the Melee Phase, it
moves into the hex with the Enemy unit. The Melee
Strengihs of the units are compared, and the resuli-
ing combat diflerenlial is then used in refercnce o
the Melee CRT. The Melee CRT is a*“Dalferential”
CRT. The combat ralio is expressed as a difference
between the total Strength Points of the altacker
{the Phasing Player) and (he tolal Strength Points
of the defender. The defender's poinis {adjusled
for leaders and morale) are always subtracted from
Lhe anacker's regardless of who has more peints
Thus, a defender with ‘8"’ Points aitacked by a
unil with a 10tal strength of **5’" would produce a
differential of minus three (—3). Differentials
lower than — 4 or higher than + Fusethe —4o0r + 7
columns, respectively. Note that a unit may adjust
atctal of 3 Points: one for lerrain, one for a leader,
and one for moraie.

CASES:

[12.1] DEFINITION OF
MELEE STRENGTH

[12.11] Infantry and dismounted cavalry units
always melee with Lheir Current Combat Sirength
{which is the same as their Fire Sircngth)

[12.12] Artillery batteries melee with the sirength
ol their crew. The Melee Strength of a full-sirength
gun crew is "*1."” The Melee Strenglh of a reduced-
strength gun crew is *'0 "* {Remember, melee com-
bat uses a differential, so the '*0’" may be used as
compartsan figure ) Nolethal gup crews may never
inliate melee (see |12 25}

[12.13] The Melee Sirength of a mounted cavalry
unit 15 its Combat Sirength at the time of combal
However, if mounted cavalry is charging (see Case
16.2), Lheir Melee Strenglh is doubie itheir Combal
Strength,

{12.14] Supply wagon crews melee with a strength
of one and may not initiale meles (12 96). There is
no hall-crew stalus [or wagon crews

[12.2] RESTRICTIONS ON ABILITY TO
ENGAGE IN MELEE

[12.21] To engage in melee, a unit must begin the
Friendly Melee Phase adjacent 10 the Enemy unit
that 1s the object of the melee. Furthermore, 1t
musl be able (0 move inlo the defending unit's hex
threugh one of the attacking unil's frontal hex-
sides
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[12.22] Units may never fire at one unil in a
Friendly Fire Phase and (then melee wilth a dil-
ferent unit in 1he ensuing Melee Phase A unil can
only melee with a unit at which il fired. 1f it did not
firc in the preceding Offensive Fire Phase, it may
melee with any unit within the above restrictions

[12.23] Melee is not mandatory; simply because a
unil is adjacent Lo an Enemy unil does not require
it 10 engage in melee

[12.24] 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 nol imiliate
melee. Exceptiom: Il a crew is meleed and an
‘‘engaged’’ resull 1s obtained, the crew may melee
in its ensuing Friendly Melee Phase

[12.26] Unils Lhat splil fire (see Case 9 4) between
two or more hexes may melee units in only one of
those hexes. LUnils may not splic their Melee
Strength between henes.

[12.3) EFFECTS OF TERRAIN

[12.31] The “'effcciive strength™ of a unit may be
reduced by crossing certain hexsides during the
Melee Phase (see 9.56) The unil's Carrent
Sirength is only reduced temporarily and 1is
sirength marker 15 not changed.

[12.32] If unils are engaged (i.e, ""ENG;'" sce
12 94) in melee, the only terrain elTects which may
be applied (o that melee would be against addi-
Lional units joining it

[12.33] A unn may melee into a hex anly il could
move into 1har hex normally.

[12.4] EFFECT OF LEADERS ON MELEE

Leaders have an efTect on melee. 1l a stack ol unils,
aunacking or defending, contains a leader or
leaders, that stack may add one Poinl (0 its lotal
sirength. Example: Aninfaniry regiment worth 5is
stacked with a leader and melees with an Enemy
regiment worth 2, which is also stacked with a
leader. The Final Combal Differentialsis + 3;the 5
unit add 1 lor the leader, for a tolal of 6, bul 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 af leaders in the hex

(12.5] EFFECTS OF MORALE AND
ROUT ON MELEE

[12.51) IT a rouled unit defends against melee,
that unit defends al one-half 1s Current Strength
rounded down Routed units may not imtiae
melee; il “'engaged”’ in melee, a routed unit must
retreat from melee, if possible. If the routed unit
cannol retreat from the elee withoul entering an
Enemy ZOC, il is captured.

[12.52] IF, in a melee, the unit with the lowest
morale in a stack of Friendly meleeing units has a
morale rating that is ar least 1wo Points higher
{betier) 1than the highest morale rating of an
Enemy unit that is in the same melee, the Friendly
meleeing units add oae (0 their strength. Example:
Two Union units, both with a morale rating of
“2," initiate melee against two Confederate units,
wilh morale ralings of '*4'* and **5 *' Because Llhe
lowes(-rated CSA unit (4) is (wo betler than the
highest-rated Union ovnit (2), the Confederate
Player adds one to his Melec Strength Tor that
melec,

{12.6] MELEE AND FIRE COMBAT

Neither Player may have a unit fire into a hex in
which units are engaged in melee

[12.7] STACKING IN MELEE

112.71] The maximum number of units and/or
Strength Points that a Player may have conducl a

melec in a single hex is listed in the Stacking
Restrictions Chart (B.18).

[12.72] If the defending Player has more units (or
Strength Points) than are allowed for melee, the
Strength Points over the maximum da nol par-
licipale in Lhe meles; however, Lhey are affecied by
such combal in all respects. The attacker may not
enter a hex 10 meles with more Strengih Poinis
than are allowed by the Stacking Restriction Chart
{8.18}

{12.73] Stacking limits in melee apply to each side
separalel‘y. Thus, himh Players may each have up
to the maximum strength limit for that hex

{12.74] U infantry or dismounied cavalry is siack-
ed with 2 gun crew in melee, losses are taken from
the nfantry/cavalry before the gun crew,
regardless of the stacking order of the units,
Otherwise, losses are distribuled at the option of
the owning Player

[12.75]) Friendly units occupying dilferent hexes
may enler the same hex {0 melee Enemy unus
there.

[12.76] Units may not move through a hex where
unils are engaged in melee.

[12.8] RETREAT BEFORE MELEE

During 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
vnils he intends 1o melee. The defending Player
must gither immediately exercis¢e his optlion 1o
retreat before melee (if it is available 10 him), or
declare that he will accepl the melee

[12.81] The non-Phasing (retreating) Player may
move any unils subject to melee one or Iwo hexes
away [rom 1he hex they arein

[12.82] Reireating unils may not enter an Enemy
ZOC.

{12.83] Unus that retreat before melee are subject
Lo withdrawa! [ire. The owning Player musl con-
duct a morale check for retrealing units (belore
melee), regardless of whether or not they are fired
upon by wilhdrawal lire. Exception: see 12.84.

[12.84] Mounted cavalry unils {see Case 16.1)
may retreat before melee withoul drawing
withdrawal fire They are simply moved the one or
Lwo hexes. A marale check is nol required.

{12.85] Phasing units may be advanced inlo a hex
vacated by a unit retrcating before melee by any
units that were going (0 melee the rétreating unils

The advancing units are still bound by the Stack.
ing Restrictions Table (8.18). A unil so advancing
may not Initiale melee in that Game-Turn.

(12.86] Unlimbered artillery may nol retreat
before melec.

[12.87} A pinned or rouled unit may nol be
retreated belore meles,

[12.8B] A unil which a Player altempls to retreal
belore melee which is “'pinned’” by withdrawal fire
may nol be retrcated. Thus, il is forced 1o siand
and accept a melee artack,

[12.89] A unil may retreal before melee regardless
of whether or not it is in command,

[12.9] RESULTS OF MELEE COMBAT

As a resoll of melee, unils/Sirength Points of bath
sides may be captured, suffer casualties, be lorced
10 retreat, or remain engaged

[12.91}) A “'K'' result on the melee CRT means
thal one Sirength Poinl from the side alfected has
been eliminated. A K" result on an aruillery uniji
resulls in a loss to the batlery's gun crew. Il the
crew has previously laken one loss, a ‘K’ result
eliminates the batlery.



GREAT BATTLES OF THE AMERICAN CIVIL. WAR STANDARIY RULES, PAGE 1!

[12.92] A resull of ““R™ plus a number {e.g , R2)
means that the affecled unit(s) musl retreat the
given number of hexes, Al the end of the retreat,
the owning Player conducts a morale check. The
path of retreat is generally away from Enemy lines
and toward one's own lines (see 14 0). Unlimbered
artillery units may not retreal, and any such retreal
resull on the Melee CRT means thar all guns, plus
the gun crew in that hex have been captured. Unils
may not retreat into hexes containing impassable
terrain, Enemy units or Enemy ZOC's. Unils
which cannot retreat legally are caplured

(12.93] A result of *C’* plus a pumber indicates
the number of Combat Strength Points that have
been captured The affected unit is reduced by that
number of Strength Points as il it were a normal
casualty, except the loss is recorded om the OB
Roster as a capture, not a kill. Captured Strength
Points/guns are more costly, in Viclory Poinls, 1o
lose. Prisoners cannot escape nor guns be recap-
tured, Any “'C’' results againsi an unlimbered
artillery unil results in ajl guns and men being cap-
tured.

[12.94] A result of “Eng’’ means thai all uniis in
that hex are engaged; i e, the fighting is stiil rag-
ing. Engaged units may neither fire nor move, nor
may that hex be fired upon by other unengaged
units, Engaped units have no ZOC's, Leaders that
are “"engaged” may not rally other units; nor do
they have Effectivencss Radii. Other unils may nov
move through a hex containing engaged units,
although units may be moved into the hex A
counter indicating (hat (he meleeing units are
engaged is placed on the units. In the ensuing
Player-Turn, the former defending Player has the
following oplions:

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

2. He may, within stacking restriclions, bring in
mare units and (ight anorher melec as in 1; or,

3. He may choose 10 reireal his engaged units two
hexes, checking (heir morale at the end of the
reireat. Units retreared from a melee do now sulfer
wilhdrawal fire from the enemy unii{s) with which
they were engaged. Nowe that this is different [rom
retreal before melee, There is no advance by the
unit{s) left in the hex, A Player may choose o
retreal one or more umis Unlimbered artillery
may not be retreated. Option 3 may not be com-
hined with options 1 or 2,

[12.95] A result of "“Rpls’’ indicales that the Phas-
ing Player must retreal 2 hexes, then roll for leader
loss on the Leader Casualty Table (17.76), il a
leader is present, and then perform a morale check
for the affected vnit{s}. The non-Phasing Player
does not retreat although he rolls for leader loss
and performs a morale check for his alfected
unit{s).

[12.96] Lfa pinned unit, supply wagon, or any ar-
ullery unil is involved in melee and the resull is
engaged, Lthat unit may then melee in its Friendly
Melee Phase, as per 12 94. This is an exceplion Lo
the rule that cerlain unils may not initiale melec.

[12.97] L[, inameleecombal, the resultissuch that
both sides are totally eliminated {either through a
“K" or C," e ), ignore thal result and consider
the units engaged.
[12.98] Melee Combat Resulls Table

(see charts and 1ables)

{13.0) MORALE AND ROUT

GENERAL RULE:

Each combal unit possesses a morale rating, A
unit’s Morale Rating is used [or two purposes: ad-

ﬁ

justing melee strengths and determining whether
or not a vnit will rout. A morale check must be
made lor a unil each rime it suffers a casualiy (e.g.,
1", “R,” “P/R," or #”* resuli on the Fire Com-
bat Results Table, and whenever it retreals belore
melee or receives an 'R’ result in melee. Routed
units are forced to retreal and Lthey remain rauted
vatil rallied Routed units are restricted in whar
they can do.

CASES:

[13.1] MORALE RATINGS

[13.11] Each combat unit has a Morale Rating,
consisting ol a number from **5"' (best) 10 “1™
{worsL); see the sample vnits (3.31})

[13.12] Somc units may have a printed Morale
Rating of *“?"" These unils are considered
“‘green” {sec 13, 14)

[13.13] Numbered Morale Ratings arc perma-
nenl; they never change.

[13.14] Green units {Lthose units with a “?"
Morale Raling) have an unknown Morale Rating
It remains unknown unril such a unit has its first
taste of combat {(known as ‘‘Seeing Lhe
Elephani'*) When a green unit '‘Sces the Eje-
phant’’ for the first time (i.2., something happens
thal requires the owning Player Lo conducl a
morale check or the unit is involved in melee com-
bat}, the Player immedialely refers (o Lhe Seeing
the Elephant Table {13.15). He then rolls two dice
Lo 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. L

[13.15) Secimg 1be Elephant Table

{sec charls and tables)

Roul

[13.2] WHEN UNITS ARE ROUTED

{33.21] When there is a possibiliy that a rout will
accur, the Player with Lthe affected unit checks the
Morale Raling 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 roured. A Rour
Marker i5 placed on e unit that is routed and
removed when i is rallied.

[13.22] AH casuallies are Laken prior (o determin-
ng rout

[13 23] ITa unit is stacked with a leader, subtract
one from any morale check die-roll

[13.24]) Il a unit has suffered greater than 50%
losses (from its initial strength) add ene o the die-
roll

[13.25) Unlimbered guns never rout However,
their ¢rews may rout, thus abandoning the guns
(s2e 15.16)

[13.26] Any tme a unir’s morale is checked as a
result of Enemy {ire, and tha1 unil has been en-
liladed by the Enemy fire, add one 10 that morale
check dic roll result

[13.3] EFFECTS OF ROUT

[13.31] Units that are routed rrusr rerreal Lhrec
hexes (notl an expenditure of Movement Points), in
addition 1o any other retreats that may have been
mandaled in that Combat Phase. Units unable 10
relreal those three hexes for any reason (1errain or
Encmy units) are capiured,

[13.32] Rourted unils mey not engage in any kind
ol Fire Combat, They may not initiate melee and if
forced Lo melee they melee at half-strengih (round-
ed down) Reuled units have a Movement
Allowance of one hex per wurn, regardless ol ler-
rain cosi. Routed units may not retreal belore
melee, and (hey have no Zone of Control

[13.33] A unil that is routed and suffers addi-
tional casualties while in a state of rout will roul
again, Routed units suffering & second roul result
(e.g., from a P/R result on the Fire CRT) must
relreal an additional three hexecs, remaining
reuled, Roured units that become pinned are both
pinned and routed; but a pinned unit that routs is
no longer pinned — it is routed.

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

[13.4] EFFECTS OF STACKING
ON ROUT

[13.41] If there is more than one unit in a hex for
which a morale check is necessary, each unil is
checked separately

[13.42] If oaly the top unit is alfected by the com-
bat {as in fire), that unil's morale is checked first.
If there is no rout, the morale of the units beneath
it is not checked If the 1op unit rours, the morale
of all units under it must be checked, Further-
more, if the top unil is climinated entirely, the
morale of the unit beneath it must be checked as if
it were the Lop unit

[13.43] Allunits in a hex receive the benefit of any
leader in a hex, Leaders in a stack may choose to
retreal with a routed unil or remain with the unit
beneath {and take their chances there)

[13.44] If a stack suffers casualties from artillery
firing from a range of threc hexes or greater, the
morale of all unitsin the hex is checked,

[13.5] RALLY

{13.51] Rouicd unils remain routed until they are
rallied in a Friendly Rally Phase

[13.52] Non-independenl unils (except bacieriesy
are tallicd under the following circumslances:

1. They are stacked with any Friendly leader; or

2. They are within the Elfecuiveness Radius of the
brigade commander for that unit and thart brigade
commander cxpends a Rally Point (see 17 1)) 1o
rally that umt,

[13.5}] The Elfecuiveness Radius may not be trac-
ed (hrough Enemy combat units, Enemy ZOC's
{although the presence ol a Friendly unit in that
hex nepales lhe effect of such & ZOC) or impass-
able terrain

[13.54] Routed artillery gun crews, supply wagon
crews, and independent units may rally without
leaders. If such a unil has been routed, the Player
rolls one die during the Rally Phase, IT the die rol!
result is higher than the unit's Morale Rating, the
unil remains routed. Otherwise, the unit rallias,
Thus, an independent unit with a Morale Rating of
4" would be railied 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:

Units may be lorced Lo retrcat as a resull of rout or
as a direct resull from the Melee CRT. The number
of hexes retreated depends on the combal resull
thal applies. Players must observe ceriain restric-
tians when retreating units

CASES:

{14.1] RESTRICTIONS ON RETREATS

A unit may not be rewrealed through an Enemy
unit or an impassable hexside. 1f unable to retreat
because it is completely surrounded by Enemy
units, impassable {errain and/or the edge of the
map, it is caplured,
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(14.2] RETREATING THROUGH
ENEMY ZOC’S

Unils may be retrealed through or into hexes in
Enemy ZOC's, However, they may thercby be
subject Lo retreat fire (10 2). Exceptlons: See 12,82
and 12.92.

[14.3] PRESENCE OF FRIENDLY
UNITS AND RETREAT

A unit may not be reireaied through a hex contain-
ing a Friendly unit if there 15 another path ppen Lo
il {(unless that path includes a hex{es) in an Enemy
Z20C). If the unit must be retrcated onto or
through a Friendly unit, that Friendly unit is
retreated one hex and the owning Player must con-
duct a morale check. (If the unil retreated onto is
already routed, it *‘rouls’’ again and must be
retreated an additional three hexes). The retreat
must be onto 4 vacant hex if possible; if not, the
third unit in turn is retreated one hex and the own-
ing Player must conduct a morale check for that
unit. In this manner, a ‘'chain reaction’ of
reiteats and routs is theoretically possible Ar-
tllery crews retreat away from their unlimbered
barteries when forced 10 retreat. The battery re-
mains in the hex unless captured by the Enemy. If
a stack is displaced, a morale check is performed
on the Lop unit. I it does not rout, the other units
need nol make morale checks

[14.4] THE PATH OF RETREAT

All recreats are conducted by the owning Player

In determining the path of retrear, Players should
altempt 1o follow the 1errain of least resistance,
(i.e., the "cheapesi’’ in lerms of Movement
Poinis), away from Enemy and toward their own
lines. The retreating unit must always end 1ts
retreal the number of hexes it is mandaled Lo
reireal away {rom Lhe hex in which it began the
retreat. Il may nol enler the same hex twice during
any onc retreat. In anomalous silnations use com-
mon sense; however, the rerreating Player has the
final say Players should note here thai there is
usually no advance alter retreat by a Friendly unit
inlo an Enemy-vacated hex, unless such retreat isa
retreal 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 mgve or [ire in any onc
Player-Turm They may not do boih. Once an artil-
lery unit has fired, it may not move, and once an
ariillery unit has moved, it may nol fire. However,
if an artillery unil does nol move bul changes for-
mation {rom limbered to unlimbered), il may fire

|
CASES:

[15.1] ARTILLERY GUN CREWS

Each ariillery unirt includes a batery crew, These
are men who aclually service and fire the cannon,
Artillery erews do not count for stacking and are
considered line inTantry (or all purposes (see 6.13}.

[15.11] Gun crews sulfer casualties only as a result
of melee or small-arms fire, though they may be
rouled or pinned as a resull of artllery lire. Com-
bal results achieved by artillery fire affect the guns
only, leaving the gun crew intact
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[15.12) Each gun crew can susiain a maxiroum ol
fwo step-losses. When a ballery’s gun crew lakes a
| Strength Point loss, that battery’s crew counter
is wrned over Lo the ¥2-crew side. When Lhe gun
crew loses a second Steength Point, the crew is elim-
inated and the battery is removed (rom play and
considered eliminated {nol caplured) lor Viciory
Point purposes

[15.13] When a gun crew is al one-half strength,
the current fire strength of the battery is halved
(round fractions up). A bailery with a Y& crew may
limber, move, and unlimber normally.

[15.14] The Melee Strength of a battery is “*1**
with a full crew and *'0"” with a Vi crew (see 12.12),

[15.15] Gun crews may nol be transferred from
unil Lo unil or replaced in any way

[15.16) When an unlimbered artillery crew is
routed, the crew routs but the guns remain in rhe
ariginal hex. When limbered, the entire bauery is
moved in roul movement

{15.2] EXPLODING CAISSONS

Any time that an artillery battery is hil by artillery
fire and suflers a loss of '*1,"" "*2," etc , there isa
chance that some ammunition is lost, too. (The
shells hit the caissons, blowing up the ammo ) In
such a case, the Player suffering 1he loss rolls a se-
cond die; if he rolls a **1,"" then a caisson has been
hi. The Player now rolls one die again; the resul-
tant number 1s the number of Ammunition Points
losl

]
[16.0] SPECIAL
CAVALRY RULES

CASES:

|16.1] CAVALRY RETREAT
BEFORE MELEE

Unrouted mounted cavalry unils in danger of be-
ing melee anacked solely by infaniry or dis-
mounted cavalry may refuse melee and retreat one
or iwo hexes. Unlike normal Retreal Before Melee
(sec 12.8) amorale check is nol necessary and Lhere
is no withdrawal fire. However, if the cavalry unit
is relrented into a hex in an Enemy Z0C, it must
undergo possible retreal lire. Dismounted cavalry
units retreat before melee as if ihey were infantry

|16.2] CAVALRY CHARGE

Mounted cavalry unils may engage Enemy units in
type of melee called Cavalry Charge. A charge
may be conducied only through the cavalry unil's
one {ront hexside

[16.21] Mounted cavalry may charge any unit, in-
cluding other mounted cavalry

[16.22) The unit{s) being charged may not bein a
certain lype of terrain hex or behind ceriain lerrain
hexsides. The ierrain 1ypes which cavalry may not
charge inLo, through or across are listed in Lhe Ter-
rain Effects on Combat Chart (9.37)

(16.23] To mounlt acharge, the cavalry units must
begin the Friendly Movement Phase no more than
four hexes from the target hex, A cavalry unil
more than four hexes lrom a (arge! hex may not
charge that target hex during that Player-Turn,
although il may melee normally

[16.24] In order Lo ¢onducl a charge, Lhe owning
Player moves a mounted cavalry unit that is situ-
ated in accord with Case 16.23 adjacenl (o the tar-
get hex 1 it is still adjacent at the beginning of the
Melee Phase, it may then charge, participating in
the Melee Combat at 1wice ils Combat Sirength
Thus, a mounted ggvalry unil thal would normally
melee at 2—its given Combal Sirength—would
charge with a Melee Strength of 4

[16.25] Cavalry units conducting a charge are
auviomalically rouled after the completion of the
Melee Combar resulting from the charge They
may be rallied in the normal manner.

[16.26] Units being charged (except mounied
cavalry) may not retrear before melee. Mouniled
cavalry units may retreat before melee in the face
of an enemy charge, in which case the charging
unils are not reuted

[16.27] Charging cavalry thatincur an ‘‘engaged”’
resuli are still automatically rouled after comple-
tion of the melee.

(16.3] SPECIAL MOUNTED
CAVALRY RULES

[16.31] A mounted cavalry unii has a ZOC (lor
the purposes ol Enemy supply and Leader Radwis
paths) thai comprises all six surrounding hexes.

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

{16-33] When onc mounied cavalry unit charges
another mounted cavalry unit, they both melee
wilh thejr Current Sirengths, Neither atlacker ner
delender doubles iis sirength

{16.34] Mounted cavalry unils may only fire
through (heir one (rontal heaside and only then if
armed with pisiols, Coh repeaters, or carbines.

[16.35] Mounted cavalry unils are a/ways enfilad-
ed when fired upon, regardless of Ltheir facing

[17.0] LEADERSHIP

GENERAL RULE:

For combal umits and brigade commanders (o
function ai their full potential, they musi be nnder
the command of their immediately superior
leader. Leadership allects the ability of these units
Lo move, engage in melee combal, and engage in
offensive fire. Leaders also affect morale checks
and rally.

PROCEDURE:

1n the Initial Command Phase, 1he Phasing Player
examines his brigade commanders (o 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 combar units 10 deter-
mine which are in command (within the Effec-
tiveness Radius of their brigade commander,
slacked with a leader, or independent). Brigade
commanders that are not independent and nol
detached und are out of Divisional Inlegrity
Radins of Lheir division commander may only
move one hex. Combat units which are out of the
Effecliveness Radius of their brigade commander
and nol independent or stacked with a leader may
move anc hex {only), may nol [ire in the Friendly
Offensive Fire Phase and may not initiate melee in
the Friendly Melee Phase.

CASES:

[17.1] BRIGADE COMMANDERS

Brigade commanders arc brigade leaders, conurol-
ling all regiments assigned to a brigade. All regi-
menls 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 firsi is
that brigade commander’s Eflectiveness Radius,
Lhe second is his Rally Raling, and the third is his
Divisional Lntegrity Radius should that leader be
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required to become a divisional leader as a result
of promotion (see 17.8). Brigade commanders
may only aflect subordinale units and units of any
command that are stacked with that leader

[17.11] The Effectiveness Radius is the maximum
number of hexes a unil may be from s brigade
commander during the Lnitial Command Phase in
order 1o have full movement and combar capabili-
ty A unil 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 lire and
still exerta ZOC

{17.12) The Effccrivencss Radius of a brigade
commander may be augmenled by his divisional
commander. A brigade commander that 15 within
the Divisional Inlegrity Radius ol his division
commander may have his E[fectiveness Radius in-
creased by that commander, if the commander
possesses the necessary Command Points (see
17.2)

[17.13] Brigade commanders' Rally Raungs are
used Lo rally rouied units during the Friendly Final
Command Phasc. For each Point in his Rally
Raling a brigade commander may rally one regi-
ment in his command that is wilthin that brigade
commander’s Effectiveness Radius, Any units
stacked wilh a brigade commander, including any
not in his command, are auromatically rallied al
no cost in Rally Points

[17.14]) If all the subordinale units ol a brigade
commander have been eliminated, that bripade
commander may still command 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 iheir brigades. Division commander
counters have (wo Rating Numbers, The First is
that commander’s Divisional [ntegrity Radius and
the second 1s his Command Points Rating.

[17.21] The Divisional Inlegrity Radius is the
maximum number of hexes a subordinale brigade
commander may be away Irom his division com-
mander and still be able (o move A brigade com-
mander which is outside that Radius and nol
detached or independent may movée onc hex (only)
during the Friendly Movemenl Phase, regardless
of lerrain

[17.22) A dvision commander may expend his
Command Points to increase the Effectiveness
Radis of subordinate brigade commanders. Dur-
ing the [nitial Command Phasec the commander ex-
pends his Command Poinls to augmenl Lhose
subordinaie brigade commanders which are within
the Divisional Inegrity Radius of that com-
mander. One Command Point is expended for
cach 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-
Ltegrity Radius of 1hat commander, A brigade com-
mander may have his Elfectiveness Radius in-
creased by only one commander al a time.

[17.23] Duvision commanders may command
combat units which are stacked with that com-
mander during the Friendly Initial Command
Phase These units may be from any brigade and
lunction normally for thal entire Player-Turn.

[17.3] OTHER COMMANDERS

There may be other commanders in & game and Lhe
elfects of these commanders are deltailed in the Ex-
clusive Rules for that game.

- =

[17.4] EFFECT OF
PRESENCE OF LEADERS
ON MELEE AND MORALE

Any unit stacked with at least one leader during a
melee has one point added to its Melee Strength

Players subiract one from Lhe die roll on morale
checks ar any unit stacked with a leader.

[17.5] LEADER STACKING
RESTRICTIONS

[17.51] There is no limit to the number of leaders
that may be in a given hex. However, only one
leader can aflect a unit in that hex regardless of
how many leaders are in that hex

[17.52] Leaders must elways end a Movement
Phase stacked with a combar unil, with one excep-
tion: IT the leader is five or more hexes distani
[rom the nearest Encemy unit at the completion of
all movement, it may remain in the hex alone

[17.53] If a leader is siacked with a combal unil(s)
that 1s ¢eliminarted by Fire Combar— and the leader
does not suffer a casualiy—ihe leader is im-
medialely placed on the nearest combat unit in his
command If, as a result of [ire or melee, a leader
is alone in a hex thal is surrounded by Enemy
units, Enemy ZOC's and/or impassable terrgin,
thal leader is captured

[17.54] A leader is autlomalically capiured if he is
the only unit in a hex that s occupied by an Enemy
combal unit,

[17.6] DETACHMENT AND
ATTACHMENT OF BRIGADES

Brigades subordinale o divisional com-
mander may be reassigned to another division
commander, A division may only delach one of 115
original brigades al any one lime and may only
have one brigade [rom another command attached
1o 1 at any one time, Thus, a division which began
the game with 3 brigades may be composed of as
[ew as 2 brigades (3— 1) or as many as 4 (J+ 1}

[17.61] Brigade detachmen! occurs in the Iniual
Command Phase. To detach a brigade the Player
verbally announces which brigade is detached lor
the coming Game-Turn for cach division capable
of detaching a brigade

[17.62] Ta be delached, the brigade commander
of the detaching brigade must be within the Divi-
sional Integrity Radius of his division commander
during the [nitial Command Phase of Lhe Friendly
Player-Turn Once detached that brigade com-
mander and the units subordipate o him may
move independenty or may be atlached toanother
division

{17.63] A given division may only have one of ils
original brigades detached aL any one time and
may only have one ‘"non-original’” brigade atiach-
ed ot al any onetime If a brigade commander is
oul of the Divisional Integrilty Radius of his divi-
sion commander during the Inilal Command
Phase, that brigade commander is oul of com-
mand, nol detached

[17.64] A brigade may be atlached te a divison
other than the one it was assigned Lo al the start of
the game if that brigade commander is within the
Divisional Iniegrily Radius of the division com-
mander during Lthe Initial Command Phase. The
owning Player states Lhal the brigade is being al-
tached Only one brigade may ever be attached roa
division although during the course of the game
the brigade which is attached may be changed

{17.65] Arttaching and detaching brigades is a
voluntary action A division's brigades are never
detached simply because that division commander
has been killed ar a brigade commander is out of
divisional integrity.

(17.66) lndepcadent brigades (“Indpnt” on the
brigade commander’s counter) may be allached
to a division, bul an independent brigade com-
mander functions normally withour needing a
division commander.

{17.67] A brigade which has reached ils Brigade
Combat Effectivencss Limit may not be detached
from its division, although it may be atlached 1o a
division if ir is currently detached.

[17.68] All units in a detached brigade are siill
subordinate 1o 1hal bripade commander (nol in-
dependent)

[17.7] LEADER CASUALTIES

{17.71] Leaders may be killed, wounded or cap-
tured as a result of being involved tn combal,

[17.72] Whenever a leader is stacked with a unit
that suffers a combal casually, the {owning)
Player rolls two dice and refers 1o the Leader
Casually Table (17.76), following the instructions
therein. Each leader in a hex is rolled or separate-
Iy Leader loss is checked before morale checks are
conducted lor the unils in the hex

[17.73) I a leader becomes a casually, he is im-
medialely removed rom the game and the status
of that leader, either killed, wounded or captured,
is noted on the OB Rosler for Victory Point pur-
poses. If a leader is the only Friendly counter in a
hex afler a melee (or Lthere are other leaders), it
may not relreal; il is captured.

[17.74]) Leaders never roul, although they may
refreal with units that do rout,

[17.75] An Enemy leader alone in a hex is instant-
ly caprured at any point if a Friendly unil is moved
into thar hex.

[17.76] Leader Casualty Table
(see charts and tables)

(17.8] BATTLEFIELD PROMOTIONS

Because of casuallies, brigade and division ¢com-
manders may have io be replaced (rom Lhe lower
ranks and other leaders promoted in their place
New leaders are placed on any unil of their com-
mand during the nexl Friendly Final Command
Phase alter the leader was removed from play

[17.81] If a brigade commander is killed, wound-
ed, or captured, flip the Leader Counier over Lo
reveal the Replacement Counter for Lhat brigada
These represent brigade-level bripade com-
manders thal take command when the original
leader is lost

[17.82} Il a replacement brigade commander is
killed, wounded, or caprured, the counrer is not
actually removed from the game [Instead it is
simply redeployed on the map during the nexi
Final Friendly Command Phasc and the loss is
recorded on paper. (The Replacement Counter
then represents a dilferem individual who has
risen Lo brigade command.} There is no limil 1o the
number of times a replacement leader may become
a casualty and Lhen be replaced  Victory Poinls are
scored Tor the elimination of replacement leaders
in the same manner as a regular brigade com-
mander

[17.83] il a division commander is killed, wound-
ed, or caplured, a brigade commander thal is
subordinate 10 the climinaled leader is promoled
in his place A new leader would then replace the
promoled brigade commander In this case the
promoted leader would be one of the anonymous
brigade replacement leaders. This promotion hap-
pens during the Final Command Phase. Promo-
uon priorily is dewailed in the Exclusive Rules,

[17.84) All promolions take place al the end of Lhe
Friendly Final Command Phase ol the Game-Turn
in which the promolion is necessary, regardless of
when the leader needing replacement was removed.
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{17.85] When a brigade commander is promoled
Lo division commander, he has a Divisional Integri-
ty Radius bul #o Command Points

(18.0] BRIGADE COMBAT

EFFECTIVENESS
GENERAL RULE:

Brigade Combal Effectiveness (BCE) is a
numerical measure of the morale of each brigade.

A given brigade's BCE may be reduced by various
faclors (e.g., casualties, ammo depletion) as listed
in Lhe Exclusive Rules. Reduction of the BCE
beyond a certain degree {which varies from
brigade to brigade) will result in a unii, *‘losing
BCE.'" The elfects of BCE loss are described in the
Exclusive Rules

PROCEDURE:

Each brigade is listed on Lhe OB Roster, and lar
each there are a number of blank boxes Each ime
the strength of an infaniry or cavalry unil of a
given brigade is reduced, that brigade’s BCE is
reduced. The reduction is indicaled by marking
one {or more) box{es). When all the boxes to the
left of the ¥iciory Point award have been marked,
thal brigade has losi its Brigade Combal Effec-
tiveness.

[13.15] SEEING THE

ELEPHANT
TABLE
{Green Unifs only)

pice  Morale Rating

2 4

3 3

4 1

5 4

6 2

7 3

8 1

9 3

10 2

11 5

12 4

Use two dice See Case 13,14 lor an explanation of
how table is used

Wounded: 6 5
Killed: 2orl2 2orl2
Captured: - -

order for the listed result o apply.

Use two dice. The nmumbers listed are the
numbers needed o be rolled on two dice in

[17.76] LEADER CASUALTY TABLE
“K’” melee Small-arms  Artillery

“C" meles “‘Rpls’’ melee
3 2

2 - 12

= 2-4 =

. Ammunition Resupply Phase
. Rally Phase
J. Final Command Phase
2. Second Player-Turn
3. Game-Turn Record Interphase

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

A. Initial Command Phase
Movement Phase
C. Defensive Fire Phase
D. Offensive Fire Phase
E. Retreal Before Melee Phase
F. Melee Phase
G
H

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

THE AMERICAN CIvILWAR
STANDARD RULES CHARTS & TABLES

18.35] DENSITY o CHAS

Nismbar af Siremgth Pl in s
B 34 T 104
Edfect: — 1 [ +1 +2

Thae oifes bs the number ol solams sbhifs [
i Pire Tt et Taleles pither o the left'| -3

[9.16] FIRE COMBAT RESULTS TABLE

3 4 9 12| 916 2279 2906

or te to to 1 1o (o (o
Grapeshot less 3 11 715 21 ERaiE TS EN4d

0 1 4 7 11 15 21 28
Small-arms and or to to to (o (o lo to
Counter-battery less 3 6 10 14 20 27 M
DIE
I ammopePLeTE) - - - - P R P/R 1
3 = - - P R PR 1 |
3 - - P R P/R 1 1 1
4 P R P/R 1 1 1 1%
5 - P/R P/R 1} I 1 ST
() P/R | ! i ™ 1 L N L

# =Lose indicaled nui:,

Points/guns and make a hloiar oo

af(lected unil(s) P/R=7"ur or Kout Roll ons
die; if resull is 2qual {0 or lower than the units
morale, unil is vewed, :f hugher, the unit rouls
P or R = possible Pin or Kout respecuvely. Roll
a die; if Lhe roll 5 Aigher than the units morale

Check

Morale, it is minned; 1f lower
—-=Noeffec:

Total Fire Strength Direcled into Hex

nen she unit is pinned or routed; 1f (118 the same
o7 lower, no eflect. #* = Lose indicaled number
of Strengih Points/guns and make a Morale
[f unil passes the Morale Check, roll
again; Il the result is higher than the unit's
, 11 {8 not pinned

or right {4 ) Mater & hairery connis as ane Strengih
mlt for denalry puroses snd @ wRgOD conni us
r.

[11.34] AMMUNITION

4“4 53

b LOSS TABLE
52 62 63+ Fire Combat Result
5 4 i 1 2 3
to to T /1 1/2 2/3
2 % s+ 1 » 172 23 3/4
3 2/4 3/5 4/6
L st L 25 36 4/8
- s 2/6  3/8 4/E
o i é 38 4/E  WE
2 & 2" Results 1o the lefL of 1he slash apply to Lhe wagan's
2* L A small-arms supply; Lo the right its artillery supply.
2" e 3w # =The number of ammunilicn points of that Lype

tost, The loss is indicaled by marking off Lhal
N aumber of boxes on (he wagon'’s Supply Track on
the OB Roster. E=All artillery ammuninen 15
eliminated and marked ofl the wagons supply
WE = The supply wagon is eliminated and remov-
ed from play

Procedure: Use the combat result number from
the artillery [ire on the wagon as the column on
this table, Roll a die and cross-index the column
with (he dic roll 1o determine the amount of am-
munition lost

[12.98] MELEE COMBAT RESULTS TABLE

DIE -4 -3 -1 -1 ¢

1 Atlkr: R2 Rpls Eng K -
Deldr; - Rpls Eng CIR2 CIR2

2 Attkr: CiR2 R2 Rpls Eng K
Defdr: - - Rols Eng CIR2

3 Altkr: Ci1R2 CIR2 R2 Rpsl Eng
Defdr: - - - Epls Eng

4 Attkr: CIR2 CIR2 CIR2 R2 Rpls
Deidr: - - - - Rpls

5 Adlkr; C2R2 C2R2Z <CIR2 CIR2 R2
Defdr: - - =

6 Attkr: CIR] CIR2 (ZEX CIR2 CIR2
Defdr: - - - - -

Abllr=Rifect om Anscker. [yfde- Eifecr on Defendes,
K=Siranglh Molnt Iseomes o csmnairy; €12, o 3= Thai
mumiber of Soengi Points (@ captared by the Enewy, B2 or
3 = Ulnles ot resvent thut pumbar o heee, then perloom &)
forale Chizk. Keg=The undn ore Engeged; see 1394,
- = Bl penuli agadmat U siife. Rghs = The units o Repuued;

Mlriee Surmigth DilTereatial (A incker minn Dolesder)

+ 1 X +¥ 4 +5 +6
CIR2Z CIR3 C2R3 C2R3 C2R1 C2R3
' L X = 5 =

R2 CiR2 CIR2 C2R2 C2R2 C(CR2
K = E K = £
CIR2 CI1R2 CiR2 CIR2 C2R2 C2R2

Eng K - - K -
Eng CIR2 CIR2 CIR2 ClRz CIR2

Rpls Eng K - K
Rpls Eng CIR2 (CIK: CIR2? ClIR2

CIR2 Hpls  Eng K = -
- Epls | Eng CIEI CIR2 CIR2

wee |98, Terrwin pnd Lesder Sffects on Mok Combai; o
T2 o 124, Wetrmmie wre ey execwiod nfler boeses; thim,
relrral IEEEEINImg 1min bwa . Diifferen lems thas
4wt vemied) m —# Mw greater than 46 we
Iremied ms = 6,
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[9.73]) LINE OF SIGHT GAUGE
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