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When asked why there was no memorial to him at Gettysburg,
Daniel Sickles replied, "The entire battlefield is a memorial to
Dan Sickles."

1.0Introduction

On the afternoon of July"®, 1863 at the Battle of Gettysburg,
Union General Daniel Sickles, commanding Ill Corps of the Arr
of the Potomac, made a decision that historians have vehemen
debated to this day. He elected to advance his entiorps to
gKIG KS RSSYSR (2 06S aiakKlId K
hNOKIFNR ONRAaANRIRa 2y 9YYAila
judgment set in motion events that would directly lead to some
of the most iconic engagements of the American Civil Qtae

t S OK hNOKFNRZ GKS 2KSIFGFASE
and, of course, Little Round Top. During the subsequent vicious
FAIKGA yGrips nptordy|recedrada battlefield
GKFYYSNAY3IE FTNRBY |1 22RQ4a | YR
but long after the battle ended Sickles himself had to endure a
LREfAGAOFE GKIFIYYSNRYy3IE FTNRY &

Longstreet Attackis a game simulating the fighting on Juf¥, 2
1863 during the second day of the Battle of Gettysburg and
focuses onlie southern portion of the battlefield. The game
features theBlind Sword<chit-pull system, which emphasizes
G§KS G§KNBS aCh?2 Qafég-olwhr, fictioh-of-iiar, N
andfortunesof-war. With each chit pull, players will be
challenged to mak&ough decisions based on their assessment
the situation at that moment. Unlike traditional chkiiull systems,
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tly

the Blind Swordssystem ensures that no combat units can be
counted on, or conversely, counted olttallows the players the
immersive experiace of tactical combat without the heavy rules
overhead normally found in such games, while also delivering a
comprehensive experience of limited intelligence and
unexpected eventsThis yields an environment of tense action
and constant surprisesan ervironment that will challenge each
player.

2.0Howto Win

Playergyain Victory points bgontrollingkey terrain features

each turnand inflicinglosses on the enemwt the end of the
scenario you compare these results with the number needed to
win foreach side.

3.0Game Scaland Map

3.1 Game Scald&ach map hex igparoximately #0 yardsacross
Infantry unitsrepresentregimentsor battalionsandartillery units
represent individual batteries or sections.One Strength Point
equalsabout50 menor a single gun EachGame Trn represents
roughly20 minutes

3.2 MapTerrainFeatures:Various types of terrain are depicted

on the game mapBuildings, bridges,and dry streamsare for
reference only and have no game effecs.hex is only
O2yaAARSNBR (2 O2yiGlAy | OSNII A
graphic occupies or traversas leasthalf of the hex. A couple of
trees does not make it a woods hex.

a. Terrain LevelsEvery hex is at one level, from 1 13.
(note there are no hexes at level 10 or 11 on this map)
91 OK fS@St Aa I LILINREAYI (St
important for Line of Sight purposes (see 12.1a). Hexes
3 K S Nere TOIRcHBERS indicAR &Y Bvel IwtrSthet darke& K
dzNH gveénl beidy thedlowRks? &lgvationaic? yelloy aDthd S 3
highest. The levels also have a black contour line between
them where the elevation changes one level. Multiple
> 5 sb?‘ﬁ '“5&'”0"%""?? shanggrglevel gapalioythe pumer
ine t numerous points on ‘the map are small
numbers, from 1o 13, indicating the level of the hex. The
map needs to be read more like a topographic map using

O[ + &t Qontou indsmiSHedlevieSnurbbkrd dchd vatly the
colorstomakeitcleat. KSEQ& [ S@St A&
NA 2 dohSIg NI PPFe B2 1NB I NRAY I KA a O2

b. Roads:Thereare two types of Road hexekanesand
Main Roads Units traveling from one Langlain Road
hex to an adjacent Lankfain Road hex with a
connectingd w2 I R¢ 3 NI WKdvémehiIPant, 2 y
regardless of the other terrain in the hex or the hexside
02 yc%éséd@iécé{ptlons Artillery units moving alongMain
Roadhexes(ex: Emmitsburg Roadnd Taneytown Road
pay only¥> Movement Poinper hex Infantry unitsunder
Maneuver Orders(only), moving along Main Roads may
usethe March Columnmovement rate (13.5a) and thus
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pay onlyY2 Movement Pointper hex Infantry using a
Brigade Reserve Mowgevent Chialso payYz Movement
Point per hexalong a main road.

c. Angled Terrain: Hexes that contairan Angled terrain
graphic areseverely stee@nd difficult to traverse(in all

The front of theinfantry and artillerycounters shows the unit at

full effectiveness and is called Fsesh(FR side, while the

reverse side shows the unit at reduced effectiveness and is
termed itsBattleworn (BW) side. The Battleworn side has a

f AGKGSNI 6F Ol INRBdzyR® ! yAlGa GKI G
are removed entirely from the map board and placedtba

directions).Artillery wits must pay a movement penalty, Broken Track (see 15.9\ote that some units have onlyBW

to enter an Angled terrainhex and they alsomay not
issue Fire Combat frosuchhexes.

d. Slope HexsidesThesehexsidesrepresent a discernible
one-Level change in elevation from one hex to thg

adjacent hex). One of the hexes bordering the relevant

Slope hexside is on a higher Level than the adjacent h
Moving/Attacking from the lower Level hex through
Slope hexside to digherLevel hex is deemed going

LIAf 2 IS¢ -QISWR | OA@S BRAYBES
hexsides have movement and combat affects when the

relevant unit is going Upslopélote that some hexsides
change Level elevation budib nothave a Slope hexside
(these are very gentle slopeahd haveno effects.

e. Steep Slope HexsidesThesehexsidesare the same as
Slope hexsides except that thegpresent a discernible

side¢ these are termed-ragile Unitsand are indicated with a
yellow circle around theiSP. These units are instead eliminated
from the game when they would normally Bxoken,and they
can never be Rebuilt (sek7.2b).

* Strength PointgSR) indicate the relative size of the unit. This

M number is used throughout the game for combemtd stacking
eXpurposes. The reverse side of the counter (B\ side) shows a

A reduced SP valuedn SPO I t dz& 2l lay R astréhgttNd O
(meaning the unit is down to a core sizeatfout 25 fighting men

D ndlcduntd-ds SPIn some casedB F & NB yoS Aa Yl
printed SP valugéshownon the countej and in aher casegefer

to the modified SP value, which is the printed SP value adjusted
for any applicable markersr game conditions (such as Weapon
RangeYi KI i NB RdzOS 8SR®S ! dzyflayiih Bietridzy It 6
modified below 0.

* Weapon Typdnforms the players as to what kind of meslor

two-Level change in elevation from one hex to the gapjllery piece with which the unit is primarily armed. This is

adjacent hex. Also, Steep Slope hexsides have movern
effects going bothupslope (for all unitsand downslope
(for Artillery units),but combat affects only when going
upslope.

4.0Unit Countess, Markers and Chits

4.1 Unit Gounters represent the fighting troops of each sidehe
gayO2ft 2NBR dzyAda I NB fdicksSalso @liesF
GwS oSt aameiand thé Kue# greencolored units are the
Ly A2Y LI | aAStadibp of Ea2Hifar@rii cdunter is he
dzy ABrigade affiliation highlighted ina Brigadespecificcolor.
¢ KS !refiménigbattalionname is showrin the middle of
thecounter | NI Aff SNBE dzyAda KI @S
at the top of the counter and the battery/section name in thg
middle of the counter¢ K S  dzy A (i dints{WeaBnyTHpé,
and Cohesion Rating alistedin that order on thebottom of the
counter. If the unit is a sharpshooter that symbol is adjacent to th
weapon type.

FRESH (FR) SIDE BATTLEWORN (BW) SIDE

i Unit ID
Strength Points ! - Brigade
\3 Sharpshooters 3 Sharpshooters
RES 12¢ 3
Sharpshooter Cohesion Rating Weapon Type

Note that there im0 Movement Allowance listed on the counter
cadzy Al Qa a2@SYSyid ! tf2BrigagddS
Order selectiongee11.0) or ifartillery, is always 5 Miisee 9.0)

eNfmportant in Fire Combat Range determination and sometimes in
/ t2aS8S /2Yo0ltad a{é¢ NBLNBaASYI(a
smoothbore muskets or an Artillery battery equipped with
Napoleonddzya 62NJ 'y SljdzA @t Syid Ge&
represents an infantry unit armed with rifled muskets or a battery
equipped with Parrot and/ord y OK NA ¥t SR Ol y2y
Sharpgifles and is foundvith the U.S. Sharpshootemits. Units

S\t Ng- gugsighty syrabgl Nsg to the weapon type are
¢Sharpshooters | yR IS4G | CANB / 2Y0l i

Important Note! Infantry units armed with smoothborauskets

0a{é0 I NB GNBIGSR aLISOAlLfte&|Ay
Ka[ 2y3IE CANB /2Y6ld NIy3aS | yR
LW A9 EGNBYSE 0as8S GKS wlhy3asS ¢lat S

K| short reach at this scale. By the same token, smoothbores were
RSIFRf& |G Oft2a$sS ljdza NISNA o6 yR
yQ oltfé &aK24G0 |yR FNB G(GKdza | 3A

m

* Cohesion RatingCR)NBE ¥t SOG & GKS dzy Al Qs
experience,and morale. The higher the number, the better the
unit will generally perform!  dzy A4 Q& /w Oly 08
never go belows0” or above" 6 "

4.2 GameplayMarkers ¢ { 1 A N A & K s BlR &édEto Y |
show units in that formatior(see16.0). TK SShakenDigupteds
marker is used to indicate the effects of Morale Hit (MEBults
(seel56).¢ KSNB | NB (62 a+xAO0G2NER t 2]
that should be placed on the Victory Point Track to indicate the
anet RiGdryPdiMHNof dnétie 6r the othérA dGame Turdmarker

is provided to mark the current turn.
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4.3 BrigadeActivation Status Markersre used as a player aid tqg counters Do not apply any modifiers from Morale Hit markers,
help keep track of which Brigades have been activated already] etc. Stacking limits can normally be exceeded during moveroent
the currentturn. Each player shouldreangehis markersin front refreat 6 K 2.6 S @S NE, & S Sas Dhgiasthey e medad
of himselfoy Divisiord 2 G KI G GKS a! @gthaside ¢ tiSes aéﬁ% 3 L_Fo%e} L gL (TEEA maRinid S Y

with the flag) When aBrigade is activatetly Division Activation
(only), its status marker iflipped over toitsd ! Ol A O GeB8 R € nurgberpfeSPs alieed in a single hex K0 SPs However Artillery

10.7). units, Woods terrainRocky Woods terrajiRoad terrairand Large
units eachaffect stackingimits, as follows:

4.4 Chitsare counters that are drawn from an opaque container
andspecify either a formation of units to be activated or an evept @. Artillery Units: Artillery SPcount as .750f a SPfor stacking
to implement There arefour types of chits:Division Activation purposes See the artillery stacking table on player aids.
(eachshowing the name o& Division Generahnd his Command
Rating, CIC (Longstreetfor the Confederatesand Sicklesor b. Woods and Rocky WooddHexes:Artillery units may only

Hancockor the Union),Event(displaying arEventon each sidg occupya Woods or Rocky Woodshex if they are also on a
and Wild (the Fog of Way Fortunes of Waror Lull in the battle Roadhex

chits) Seel0.0 for full details on each type of chiNote that there

is a second set of Division Activation and CIC chits avired c. Devi | (hex#ZJ3En=onlg SPsn this hex can be made

crosg graphic addedTheseReplacementhitsare substituted for
the regular chits when the corresponding generddecomesa
casualtydue to theFog of WaiWild Evenchit (see 1(bc).

up of Artillery units. This is total printed SRsnot modified
I NIAEESNE adrOiAy3a {ta 06ass

4.5 Charts and Tabledncluded in the gamare two sheetswith d. RoadHexes If any moving unitvishes to useany Road.or
the Combat Results Tabland Cohesion Tablegone for each March Columnmovement cos(see13.5),the 10 SPstacking
player) two Player Aidsheets (one for each playethat include limit isin effectalways not just the end of the turn

various charts and tables on one side and tbeique Events
Descriptiors on the back and the Game Trackscard which | 7.0 Sequence of Play

containsvarious tracks on it that are needed for gamepl@bhe | | ongstreet Attackss played in a series of Game Turns, dcéual
baCk Of Wh|Ch iS the cover art fOI’ the ZipIOCk VerSion Of the game.)number Ofturns dependng on the Scenario Se'ected_ Every Game
Turn is played in a predetermined sequence of Phasasy of
4.6 The Draw Cupoldsall the chits of both sias,currently in the them divided into StepsEactStep orPhase must be completed in
gamefor random draw The players must supply the cup, which its entirety before proceeding to the nestep orPhase.

can be any opaque coffee cup, bowl, etc.
1) COMMAND DECISION PHASE

4.7 Dicearenot includedin the Zip|OC|( versiothe gameq p|ayeI’S 2) Both players choose event chits and Setup draw cup
must supply their own. Each player should have at leastdi#o | 3) ARTILLERY PHASE

sided diced6). One should be colored and the other white a. Union Artillery Step
b. ConfederateArtillery Step
4.8 Universal Rounding Rulén all casegwith one exception) c. Both sides alternate ste
6 KSNE | valudzy/aleliafteied SPsfor Weapon Ranges, sides have activated all units or passed
Canister,etc.), any fraction is maintaineduntil the end of the d. Attillery Rally/ Rebuild Step
calculation When the calculation izomplete any remaining | 4) CHIT DRAW PHASE
fraction isdropped(i.e., rounded down) a. Held Event Chit Step
b. Draw Chit Step
5.0Unit ID &Organization 5) BRIGADE ACTIVATION PHASE

Every infantryunit belongs to &Brigadeand each Brigade belongs a. Orders Step

to a Division The organizational hierarchy igetailed in each b. Fire Combat Step
scenario and printed on the back of each Division Activation chit. ¢.  MovementStep
Artillery units areéndependentand do not belong to any Brigadg d. Close Combat Step
or Division. e. Rally Step
f.  If any chits remairin the Draw Cupreturn to Phase
. . 3. Otherwise, go to Phase. 5
6.0 Unit StaCklng 6) END TURN PHASE
6.1 Stacking LimitsStacking refers to the placement of more thap a. Held Chit Play Step
one caunter in the same hex. The maximum number of unit b. Victory Point Awards Step
counters that can physically occupy a haixthe end of a given c. Broken TraclAdjustmentStep

Phaseor StepAda RSGSNNAYSR o0& GK§ 0O2v8 A?’S'%a,%“% t}g”“éa&eassi%;gtpﬁép f
unmodified Strength Points i.e. use the SP printed on the ttackcoordination einiorcements
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If the last Game Turn of the scenario has been completed, {heindicate thatit has already activateduringthis step.At the end

game is over. Consult the Victory Determination rules to see w
won.

8.0 Command Decision Phase
During this phaséhe chits going into the draw cup aregpared.

8.1 The Key ChitEach player firsisecretly chooses anyone
(Union)or two (Rebel)of his eligible Eent chits and placethis
Key @it(s)directly into the draw cup.TheUnion player chooses
one Key Chit each phase and t@enfederateplayer choosesvo
Key Chits each phase.

This is an important step as it guarantees thaleastone Event
chit of your choice will be in the cup. Note, however, that it dg
not guarantee that it will be enacted this tugihe chit could still
be drawn after the Fortunes of WaChit(10.5)or the Lull in the
Battle Chit (1) and thus cancelled.

8.2 Included & ExcludedChits After placing his Key Chit(s) intq
the cup,each player then flips his remaining Event chits over
their &Command Event side Then depending on thenstructions
of the scenario being playe@achplayerdraws a number athese

to

hoof this Step, all Artillery urstin the activated hex are considered

to have activated, regardless of whether they moved or fired.

9.2 Confederate Artillery Steprhe Confederate player conducts
Fire Combat or Movement with all Artillery units in any one
designatechex in the same manner as the Union player.

9.3 Alternating StepsPlayers alternate Artillery Steps until all
Artillery units havebeen activatedIf a player does not wish to
activate a hex ofrtillery units during his step, he may elect to

G LJ- & & ¢ nothiyidk ByRn2 same tokerf,a player runs out of
eligible hexedo activatg he musta LJF 8 3¢ ® LT 020K
then the step ends, and game play moves on to thartillery
Rebuild

LS

9.4 Artillery Réuild: After both players hav& A y A a KSR (i K
Artillery Steps, ach playetthen (Union player firsfmay choose a
singleArtillery unit that did not move, fire, retreat, or take a step
loss in the peceding Artillery Stepand that is stacked with or
adjacent to any friendly Infarny unit. That choserAtrtillery unit
maythen execute aRally action (Recovery &euild ¢ see 170).

Note that this is the only timeluring the turnthat anArtillery unit

may RebuildX7.2b).

chits (without looking at their Unique Event sideahd both
playersadd theseincluded chitsto the cup. The remaining Event

Old Hands Note:This is a different procedure than used |in

SRy Sgl f t ahdThyndeiltie Ozarks

Chits areexcluded chis and placedoff to the side out of play
these chitsare not used thisturn! Playersmay not look atthe
Unique Event side dhe excluded chis.

8.3 Finishing the Draw Cup Setug Ay I t t 8 2 LJX | O
eligibleDivision Activation chitdor any Divisionsurrentlyin the
game,eligibleCIC chitgdepending on the scenario being played
andthe Wild chitsinto the draw cup The Lull in the Battle chit is
added on specific turns per scenario instructions.

9.0 Artillery Phase
Artillery units do not organizationally belong to any Brigade o¢r
Division. They are independent units and conduct their activiti
during the Artillery Phase The Movement Allowance ofall

es

9.5 Special ArtilleryMovement andFire Considerations

a. Artilleryunits may only enter or exit@oodsor Rocky Woods

§  Be¥ Y@y cpRngCtedBaqeNex-
b.

Artillery units wishing to movap a Steep Slopérom lower
elevation to a higher elevation) mustart the move already
adjacent to the Steep Slope hex side, spend thegitire
Movement Allowanceto do move into an adjacent hex
through that hex side and also receiwme Morale Hit
applied normally (15.6).

c. Atrtillery unitsmay not Engagdvoluntarily move within two
hexesof an enemy unitseel3.6)

Artillery unitsis 5 MPs

9.1 Union Atrtillery Step The Union playerselects one hex
containing one or more Union Atrtillery units amdnducs Fire
Combat $eel2.0)or Movement 6eel3.0) withall Artillery units
in that hex Each eligible Artillery unin that chosen hexmay
either conduct Fire Combat or Movement (not both!ainy order

Important: take special note of this restriction! It will come uip
often. Ifan artillery unitfinds itself in such a position due toemy
movement enemy advance after close combat, or a retreéat
may remain in position or voluntarily increase the distance fr
the enemy unis) during its activation.Such increasing of the
distance may entail entering a hex that is 2 hexes from ene¢my
units if the artillery unit started the move adjacent to an eneTwy
unit.

pm

during this step. Resolve all such Fire Combat or Movem
normally and to completionAtrtillery unitsstackedin the same

TC

) _ ) d. An Artillery unit moving along a Road inAoods or Rocky
hex that are all opting to issue Fire Combathe same target hex Woods hex thatwants to enter a hex that would then be
may add their SPs together into one fire to'rAIf.tiIIery units that overstackeds ChargecB MPsfor the hex (thigepresentghe
either Move or Fire in this step will be finished for this entire phage delay time incurred waitindor the other units to clear the

dzy A (i Qér otfePniky inaBkNifto

Longstreet Attacks: The Second Day at Gettysburg
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Artillery units locatedin an Angled hex Woods, or Rocky
Woodshex (everon a Road)may not issue Fire Combat.

f. If an Artillery unit that has not yet activated this phase
forced © conductRetreat movement (only) due to enemy
Artillery fire, the retreat move is considered to be its
activation.Mark it as being activated accordingly.

I NIAf f SNE dzy AdwAmMmdNE SETH6 Q5D
the Lull in the Battlewild Chit (1) enters the game (not just
when it is drawn from the cup).

10.0 Chit Draw Phase

The central mechanic that drives the actionLiongstreet Attacks
is the chitpull system. This will direct the players as to wdam
move and fight or conduct certain actions.

10.1 Held ChitsBeforea new chit is pulled from the cup, both
players may play one or more Event or CIC chits they are curre
holding.First the Union player announces whether he will pday
chit and if hedoes so he resolves the actions of that chit. If th

Confederateplayer,then wants to play a chit he may then do sq.

Then back to the Union player to play a chiitd so on till both
players have played any held chits they wish to play.

102 The Designated Chit Pullerlt is suggested that the
Confederate player draw the ckibn odd Game Turns and the
Union player draw the chston even Game TurnSince counters
have a beveled edge it is possible to tell back from front wh
drawing chitsfom a cup. Try to draw the chits with the back up 3
this allows the event chits to remain secret

10.3 Drawing and Applying a Chit: The designated chipuller
randomly drave one chit from the draw cupDepending on the
type of chit drawnproceed as fodws:

a. Event Chitif anEventchit (seel0.4) is drawnhand itto the

owning player Union for ablue chit; Confederate for aray

chit). He may look at itand may play it immediately (if

applicablg. Otherwise, he keepthe chit in front of hinself

6FF OS R2gy a2 dedithandshvbigfof Bigri
useor plays it on the Ryer Aid Card asa Comnand Event
(seel0.4.b) The chitpuller then draws anew chit.

Wild Chit:If oneof the Wild chits(seel0.5)is drawnjts effect

is immediately enactedwith any necessary die roll being
made by the norchit-pulling player. After resolving ay
effects of the chitdiscardthe Wild chit for the turn andiraw
another chit.

CIC Ch# If aCICchit (see10.6)is drawn, the owning player
immediately select any one of his Brigades tactivate or
holds the chit for later useWhenthe chit isplayed,proceed
to Phase 4 (Brigade Activation Phaae)l resolve ihormally.
Then discard th€IC chit for the turn andraw anotherchit.

{ o & vhitskage colored blue and Confederate chits gray.

ntly

e

Division Activation Chit:If a Division Activationchit (see

10.7) is drawn play then proceeds to Phase 4 (Brigade

Activation PhaseWwhich is resolvediormally.Return the chit
to the draw cup if anyinactivated Brigade remainin the
Division otherwisediscard it for the turnThen draw aother
chit.

104 Event ChitsEach player has his own setteh Event chits.

Each chit has dJnique Event listed on its front side and a
CommandEvent on its back side. Whesn Event hit isdrawn, the
owning player take@& and makes an immediate choice as to how
to use it.

a. Unique Events: Gonsult the Unique Event Descriptions
aSOtAz2y 2y (GKS o101 27
explanation ofach Event and how it is applied to pl&pme
Events must be played immediateand others can be played
immediately or heldEvent chisthat areheldare placed face
down in front of the owning playeA held Event chit can be
played at any appropriatéme (as per its description) and
discarded afterward. Nonal playthen resumes.

Players should study th&nique Event Descriptionssection
before play as the timely use of these chits can providach
player with singular opportunities to affect ttgame

en
S

Longstreet Attacks: The Second Day at Gettysburg

b. Command Events:The back side of every Event clitthe
dCommand Event & ATRsSGmnand Event side is
significant only when using the Confederate Attack
Coordination Confederate Division Availabilittand Union
Army of the PotomacReinforcements(see 19.0) rules A
CommandEvent can only be playext the moment the Event
Chit is drawnA chit playedor its Comnand Eventis placed
on the Game Track€ard in the appropriate box next to the

relevant tracklt isout of play until the End Turn Phase.

105 Wild Chits:There arghree Wild chits that represent unusual
events that can occur in warfare and can affect both players

& '{}hgz prtunes of WaiThis chit means that theext chit pulled
will be negated Whenthe Fortunes of Warchit is pulled,
discard it immediately. Thedraw the next chit normally. If
the chit is anEvent CICor the Fog of Warchit, it is
immediately discardedwith no effect. If it is aDivision
Activation Chit, the owning player must selean eligible
Brigade from that Division andna r k it as,
without allowing it to do anything The Brigade may not
even do a Limitedctivatiori The owning player thereturns
the Division Activation Chiib the draw cup if any inactivated

Brigade remains in the Division, otherwise discard it for the

turn.

A Lull in the BattleThis Wild chit is only fed into the game
during thel I Y'Y S NA yand Sicklgd Fdlldsvé Orders

scenari. It represents the geeral battle fatigue and more
RAFTFAOML @

Revolution Games, 2018

S| OK

/

oFrGit STASER O2yRA



becomes available per the scenario instructions, it is
immediately placed into the cup each turn. Upon the Lull
chit being drawn, it is placed on the Game Turackrin the
current turn space andeveralspecial effects are now in
force forthe remainder of this Game Turn

a. ExhaustionNo further chits are pulled. All subsequent
activations, events, etc. are cancelled for this turn.
ExceptionsUnits advance on the Broken Track normall
and Victory Point scoring for the turn still occurs.

b. Low Artillery Ammo:All artillery fire (only) conducted
after the Lull chiis added to the cufK | & -H¢ GQ 2 f
shift applied. The Lull chit does not actually have to be
drawn for this modifier to go into effect.

TheA Lull in the Battlehit reflects the weariness, fatigue, ammg
expenditure and battlefield chaos of a few hours fighting (even
for unitsnot actively engaged, as they are still always at the
ready and/or marching back and forth). Players will find that thé
will be hardpressed to make meaningful decisions as such
opportunities become fewer.

c. The Fog of WatWhenthe Fog of Walchit isdrawn, the non
chit-pulling playerrolls one die andconsults the Fog of War
Table on his player aid. Results are appéiedollows:

1 [Affected Sde] Battlefield ChaosTheopposing playeto
the affected side selects anyne enemyoccupiedhex
and places thé&og of Warchit directly onto that hexAll

unitsin that marked hex have the following restriction$

applied to them:

0 Theymay notvoluntarilymove or initiate combat
of any kindfor the remainder of theGame Turn.
This includes no Defensive Fire Suppo
Opportunity Fire or Event Chit action.

o NofriendlyEvent Chitan be played by the owning
side on this hex (the opponent can).

0 They may not receive Unit Support (15.5) nor d
they provide Unit Support.

0 They may bsueDefensive Firg14.3a) but with
only ¥2 SPs

o0 The unitand suffers all combat results including
retreat and panic normally

The chit remains with the unit(s) even if it retreatq.

Remove thd-og of Warchit at the end of theurn.

1 Wayward [Affected $de] Move: The player selects any|
one enemy unito affect. He may then move this enemy

dzy'y

14

into a hex the unit is prohibitefom entering,a hex that
would then be overstackedor off the map edgeThis
move may trigger Opportunity Fire.

1 Possible[Affected Sidé General Casuajt The owning
playerof the possibly affected Genenatlls two dice and
reads them as the Combat dice roll (18).8esulting in a
number from 11 to 66. He thenconsults the General
Casualty Tablfor his side located on his player aid

o If the Division Activatioror the CIC chifor the
rolled Generalis not yet inplay, the result is
02y @S NIi SoREffetézdoté that Frozen
Generalsand Uncommitted Generalsre always
O2y&a8ARSNBR (2 0SS aAy
scenario rules for details).

o If the Division Activation or CIC cfar the rolled
Generalis currently inplay, that Generahas been
killed, wounded or otherwise incapacitated
Remove tee affected chit from the game and
replace it with its corresponding
“Re pl aceemienrthe” one with thedred
cross on it). If the affected Division Activation or

b

CIC chit is still in the cup, place thev S LJ | OSY
version of thechit next to the cup and when the
relevant chit is drawn, immediately replace it with
the d wS LI I Ohiy @afoiie¢ any Command
Rating roll, etc.)Note that the Sickles CIC Chit is
out of the game permanently if it becomes a
casualty and is replaced by thlancockCIC Chit.

If the rolled Division Activation or CIC chit is
already a a wS LI | O 8hif, Stifdi ériginal
(normal) chit is returned to play (he has
recovered an able replacement has taken
command, etc.). Replace theawSLJ I OSY
version of the chit with the corresponding regular

chit. Thisswitchback and forthcantake placeany

number of times in a gameSee the Leader
Casualty Table for the exact die rolls needed to
bring a chit back.

After all effects are resolved, thEog ofWar chit is discarded

O (unless deployed onto the maghd the next chit is drawn.

The Fog of Warchit allows for the occurrence of those rath
unusual or unexplained troop movements and attacks thave
often happened throughout military history.Instanes of
misidentified friendly and enemy formationand seemingly
suicidal chargesre also represented with this chin addition,
officers of both sidesvere at greatrisk andthis chitreflects the
highcasualty rate amorsg Civil War generals.

1%
=

unit one hexn any direction The unit may not be moved

7 Longstreet Attacks: The Second Day at Gettysburg

10.6 CICChit: Each playenormallyreceives oneCICChit to start
the gameg the Confederate player hdsongstreetand the Union
player hasSickleftheseOK A (i a | NB
portrait). When a CI€hit is drawn, the owning playeanay then
select any one of his Brigades in the game to actigaggen if it
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has already been activated this turby a Division Activation Chit
(only) ¢ or he mayhold the chit for later use (at the start of the
Chit Draw PhaseHowever,after the Brigade is identifiedhe
player will usually have to roll to successfully useéhe chit
(depending on the scenaricsee below)Only if a successfutoll is
first made he may thenperform a Full Activation(see 10.7and
conduct anormal Brigale Activation Phasewith that chosen
Brigade When finished the BrigadeActivation Status markeis
not flipped to its a! OG A Biddl(Bness it was already

a! OGADl SRé 06SFTF2NB GKAA /LI |
AGa a! OGAGI §SR¢ asdarfiadand & €@ chit
is drawn.

a. SicklesThis CIC Chit is not always active when drgwach
scenario will detaithe die roll needed taisethe chit. If not
activated successfullyit is discarded with no effectAlso,
there is nod w S LIt | OvBrafod yfitheSicklesCIC Chit. If

L/

91 If the die roll isless than or equal tothe Command
Rating, one eligible Brigade may perform &ull
Activation The player selectany one Brigade belonging
to the drawn Divisionthat hasnot yet been activatedhis
Game Turn (uwsthe Brigade Activation Status markers as
an indicator). The player announces the now activated
Brigade, flips its Brigade Activation Status marker over to
AGa a! OGAGI GSR¢  &A RBrigadey R
Activation Plase

OlUAGlLGA2YT Ay 6KAOK OFasS Al
© Kifkttié rolhiggreateKthayithe Command Ratinghe player
selects an eligible Brigagmd flips its Brigade Activation

Status markeras above but that Brigade may only

conduct aLimited ActivationThis means thatnits inthe

Brigademay only corduct anormal Fire Combat Step

No other activities can be conducted this phase.

NE

Sickles is removed from the game, he is replaced by theAfter the selectedBrigade is finishedf there are still Brigades

HancockCIC Chit instead (see below).

b. Hancock:This CIC Chit replaces tHgickleCIC Chit if Sickleg
becomes a Casualtly.is not always active when dravgeach
scenario will detail the die roll needed tssethe chit. If not
activated successfully, it is derded with no effect.flthe
HancockCIC Chit becomes a Casualtyere is & assigned
G wS LI | GsitYh&tyejplaces it normally.

c. Longstreet:This CIC Chit is not always active when drgwr]
each scenario will detail the die roll neededusethe chit. If
not activated successfully, it is discarded with no eff@tiis
chit has a normald w S LX I OGhit ®yrépkace it if it
becomes a Casualty.

d. If the dReplacemend version of theLongstreetor Hancock
CIC chit is drawnthe owning playerrolls one die and

belonging tathe drawnDivision that have not yet been activated,
placethe Division Activation Chit baahkto the cup If there are no
unactivated Brigades remaining in the Divisiprdiscard the
Division Activation Kit. In either case, draw thaext chit. A
Brigade that has no units remaining on the mapin the available
box on the broken trackmay not perform a Full Activation or a
Limited Activation. Remove the Brigade Activation Status marker
from the gameuntil the brigade has units on the map or in the
available box(or in other words you cannot use a brigade that has
no units to absorb your failedctivation roll)

10.8 Discarding ChitsWhena chit needs to be discarded, simply
find a spot on the table near the Draw Qioplacediscarded chits.
These chits are no longer involvedtire currentGame Turn. At
the end of the Game Turn, during tlignd Turn Phase, these chits
will be gathered up andised again next turn.

compares it to theCommand Ratinghown on the chit. If the
die roll isequal to or less thathe Command Ratindgne may
useit as anormal CIC chitlf the die roll isgreater thanthe
Command Ratindhe must discard the chit for the tarwith
no effect Unlike a Division Activation chit (see belothere
isno Limited Activation

Important: rote that this means that a Brigade can be activai
twice in a Game Turg once by being selected with a Division
Activation (see below) andncewith a CIC activation.

D
(]

10.7 Division Activation Chit:Every Division in the game has a
correspondingivision Activation ChitEveryinfantry unit on the
map has a corresponding Division Activation Chit in the cup. Wi
the first unit of a reinforcing Division (one which is not yet in the
game) enters the game, the owning player will place the relevan
Division Activation Chit into the cu@vhen this chit is drawrthe
owning playerimmediately rolls one die (before selecting a
Brigadg and compars it to the Command Ratinghown on the
chit.

8 Longstreet Attacks: The Second Day at Gettysburg

Example: It is Game Tué) so the Union player is the chit puller.
He reaches into the Draw Cup and pulls alRebel Event chit ang
hands it to the Rebel player without lookimg its front side.The
wSo6St OF yQi dza fst yeK@mrhayidh GpuizSionD @
andholds it for later in the turn. He places the chit fadewn in
front of himself.The Union player draws the next chity R~ A {i
Fortunes of Warchit. He discardst, noting that the next chit
drawn is to be discarded as well. then draws theBirneyDivision
Activation Chit The Union playemust then activate one o
. A NJYb8gadeswithout taking any action. HeelectsGrahanf) &
Brigade, flipping its Brigade Agtion Status marker over to it
a! OG A @I G SR éactiaakirig Sny 6DaNAI (KKL@VHigiEue to
the Fortunes of Warchit). He places the A NJ/ Bwvisiari
Activation Chitback into the cumsBirneystill has more brigades
that could be activatedThenext chit drawn is th&ickle<ICChit
The Union player decides he wants to &ieklegight then and
rolls to see if he may be used this turn and passesthrdJnion
playerselectd | NRO& I+ RS (G2 | OGAGIGS o
been activated earlier this turn) and givesAittack Orders. The
Rebel player then plays tteommand Confusicchit that he was
holding and a die is rolledA roll ofd mréeans that the Union

[%2)
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player mustchard S 2 I NR QRegrauNiR 3 NINRX) &
move or conductombat butmay conduct Recovery or Rebuildi

11.0 Brigade Orders

When a Brigade is selected to be activated, either by Divis
Activation Chit or CIC Chit, it must procdaddougheachStep of
the Brigade Activation Phase. The first step is@nders Step

11.1 Types of Brigade OrderEhere ardour possibleOrdersthat

a player can assign an activated Brigade duringQhgers Step

each with its own gameplay parametershe four Oders are
Attack, Defend Maneuver and Regroup When activating a
Brigade the player announces the Order he is assigminig.

11.2 Attack:The Movement Allowance faachunit is4 MPs The

NA 3| RS Q dEngadméenemy unitsisée 136) and conduct
any kind of combat they wish. However, the umitay notconduct
a Rally and may not usehe March Columnmovement rate
(13.5a)

11.3 DefendThe Movement Allowance faachunit is2 MPsbut
it may not use the March Column move ralthe BK 3| RS Q
may Engagesnemyunits but may only conductFire Combatno
Close Combatcan be initiated).Units under this Order may
conduct aRally (but with less efficiency thamwhen under a
RegroupOrder).

Gameplay NoteBe aware that the Fire Combat Step takes pl
before the Movement Step and that issuing faees notpreclude
movement in the same turmor Close Combat (under an Atta
Order) This is important when planning tactics under Attack &
Defend Orders.

L)

11.4 Maneuver The Movement Allowancfor eachunit is6 MPs

¢ KS Nainis | céBofEagagethe enemy nor conduct any
kind of combat. In addition, these unitsay notRally. This is the
only Order under whichinfantry may use theMarch Column
movement rate.

11.5 RegroupThisOrder allows units t&Rallywith greater effect.

However, units under this Ordanay not move, and may not
conduct any kind of combat.

12.0 Fire Combat

The second step of the Brigade Activation Phase is the Fire Con

Step. Fire Combat is announced and resolved to conclusion
each eligible unibr group (see 12.&) in any order desired by the
owning player. Note that Artillery unito notfire in this stepbut
do use this procedure

12.1 Firing EligibilityUnits issue fire by unit or by eligible group g
units, and eachfire is resolved completely before moving to thg

next one.Eachunit can only fire once in the phasand can only

fire at one enemy target hex, but an enemy hex can be targete
multiple times by different units. Firing units may only targg

i

A

ry énéimy unidd-to/whighithey havelane of Sightind that are within
Rangeof their weapons.

a.

twoormoreKSES& gl & AG Ydzad

or

hex (a piece of string is usefhkre). The LOSan beBlocked
(preventing fire entirely) or Obscured (reducing the
effectiveness of fire)by any interveningWoods Rocky

Woods Orchard,elevation changesor unit-occupiedhexes
that the LOStouches. Note that the terrain covering the
majority ofa hex is considered to span the entire hgthus,

a LOS traced through any part of a hex is affected by
majority terrain in that hexThe LOS tracdoes not have to
contact the actual terrain imagélnitsQ  [isndt dfected by

organized by elevation changes traversark:

Firing unit and Target unit are othe same level:

i. Any intervening hex that ikigher than bothunits will
Blockthe fire.
If all intervenng hexes ardower than bothunits any
interveningWoodsor Rocky Wood®r Woodlineterrain
or unit (friendly or enemy) causes @bscuredLOS

i dzji

iii.
the LOS iBlockedif there isanyWoodsor Rocky Woods
terrain or any unit (friendly or enemy) in the heXhere
is anObscuredLOS if there is an@rchardterrain, or a
Woodline hexside

Example:A unit in hex 1617 can see an enemy in 1714. If
enemy was in 1815, the LOS would be Obscured by the tg
being in the Orchard. If the target were in 1914, the LOS woul
Obscured twice; once for tracing through the Orchard in 181
and again for tk target being in an Orchard. If a unit were in 16
and attempting to trace to 1812he LOS is blocked by both 17
and 1712.

Firing unit is atalower level than Target unit:

i. Any intervening hex that ikigher than bothunits will
Blockthe fire.
If al intervening hexes aréower than bothunits any
interveningWoodsor Rocky Wood®r Woodlineterrain
or unit (friendly or enemy) causes @bscured.OS
If any intervening hex is at theame level athe Firing
unit, or higher than the Firing unit antbwer than the
Target unit any intervening?Woods or Rocky Woodor
Woodline terrain or unit (friendly or enemy) causean
ObscuredLOS
If any intervening hex is at theame level athe Target
unit, the LOS iBlocked

nbat .

for

=2

Line of Sight (LOS)¥hen a unit issues Fire Combat at a target

08

unit. To determine LOS, draw an imaginary line from the
center of the firing unit's hex to the center of the target unit's

the

their own hex when firingout of Woods hexesLOS cases

If any intervening hex is at the same level as both units,

the
rget
d be
15
12
11

ExampleA unit in 1615 can seeunit in 1714 (unitcanalways
see into an adjacent hex). From hex 1615 the LOS to hex 1§

il blocked by 1714. If an artillery unit was trying to fire from 1214

9 Longstreet Attacks: The Second Day at Gettysburg

1712, the LOS would be Obscured by the Orchard in 1613.

14 is

Revolution Games, 2018



Firing unit is ata higher level than Target unit:

i. Any intervening hex that ikigher than bothunits will
Blockthe fire.
If all intervening hexes arbwer than both unitsany
interveningWoodsor Rocky Wood®r Woodlineterrain
or unit (friendly or enemy) causes @bscuredLOS
If any intervening hex is dhe same level athe Firing
unit, the LOS iBlocked
If any intervening hex iat the same level ahe Target
unit, or lower than the Firing unit and higher than the
Target unit any intervening?Woodsor Rocky Woodsor
Woodline terrain or unit (friendly or enemy) causes an
ObscuredLOS.

L
H

LOS Exampleé unit in hex 1617 can see a unit in 1816. The
from 1618 to hex 1816 is blocked by 1717. If a unit were in
1316 the LOS t@115would be Obscured bthe Orchard ii416
If the same unitn 1316were trying to see into hex 2710, the LO
would be Obscured by the Woods in the five lower intervenj
hexes. Note that onlyoné CA N& y 3
Combatcolumn shiftapplies, even though #re are multiple

h@h&edl @ AR

OS
ex

terrain hexes involy\ed. But if there was also a unit in one of tt
222R& KSESasz GKSy iDeséured OB IS
would additionally be applied to any fire.

ALOS ialways Obscuredf the Target unit isn a Woods Rocky
Woods, or Orchardhex. Ifa LOS passesxactly along a hexside
the LOS is affected by the meorestrictive of the two hexes.
Blockedfire is prohibited Obscuredfire is allowedbut suffers a
detrimental column shiftFire that is botiBlockedand Obscured
isBlocked

Note thatii K S YilSINONG A y fé@été A K2dg
OF18¢ KAffad ¢KAA Fya GKIF
GSR3IAS¢ 2F (GKS fé@Sf AY 2NRSNJ

are back away from thé Ot A FoFthatleveR Bederse slopas

some would call it), then they cannot view any targets on a lower

=

elevation. This also applies in reversaunits on a lower leve
cannot see higher units unless those higher units are locate
iKS SR3IS 2r@ceiKS KAffQa GSNJ

Overhead FireAny unit may fireoverenemyunits at farther
targets. Howeverpnly Artillery units may fire oveffriendly
units, but only when not usinganisterRangeFire (they may
fire at 100% not using the cannister 150%)d never when
the friendly intervening unit is adjacent to the targeted unit

Weapon RangesEvery unit has &/eapon Typdisted, and
each Weapon Type has assigned Ranges (se&\Vdepon
Ranges Table Range is measured from the firing unit to the
target unit in hexes. AyaA 1 Q&4 wl y3aS A a
categoriesEffective, Longand Extreme Artillery units have
an additional Range category callédnister

Se

Yy 3

f.

d

W

i. Effective RangeUnit fires at full SP value.

10 Longstreet Attacks: The Second Day at Gettysburg

N
1% E Target Ellg|b|llty a|¥d the %eaA Uné\/hen (:Sond]uctlnS
Combat, Rayers must determine which unit in the targeted hex is
the Lead Unit The Lead Unit uses its CR in resolving any Cohesion

ilo nTestresultlng from the fire

Long RangeA unitfiring at more than Effective Range,
up toits listed Long Rangéas itsSPs halved

Extreme RangeA unitfiring at greater than Long Range
up toits listed Extreme Rangéas itsSPs quartered

Canister Range2 or less hexess used only by Artillery
units, andincreasegheir SP strength by 50%.

Other SP Modifiers!  dzy A (1 Q& C AskdBdifiedByY o |
50%for eachof the followingcases:Opportunity Fire(13.7)
and Supporting Defensive Firl4 3a).

Multiple Firing UnitsFiring is normally resolved by individual
units. However, firingnfantry units stacked in the same hex

or stacked intwo adjacent hexesmay add their SPs together
into a singleFire Combat totalFor the units intwo adjacent
hexes to be eligible téire together,they mustall be from the
same BrigadeArtillery units stacked in a single haray add
their SPs together into a single Fire Combat total, but Artillery
units inadjacent hexes mayot add their SPs togethewhen
O2YO0AYAY 3 ndgAWdapoa Rande tansiderationea
IhI@IgJNj\S‘}I?rAygé\INI-fté YR A YSPA DA
contribution to the total. Add all fractional SPs together and
then use the Universal Rounding Rule (see. ¥\8)en Infantry
units in adjacent hexes combine firéyet mostrestrictive LOS
conditionthat applies to either hex is applied to the combined
fire. If Artillery and Infantry units are stacked together and
issue Defensive Fire at the same attacker, add their eligible
SPs together (and modify the two units separately as well).

Artillery in Difficult Terrain: An Artillery unit located iran

Ar@led@\l)(ogdé grd?oqkyaWogdé@ﬁr%\X gptz_llssue Fire
mbft 2y I KA3IKSN) £ $6St vdal

St o
ire

9 If there is onlyone unitin the targeted hex, itsthe Lead
Unit.
9 If there aremultiple units in the targeted hex, thé.ead

Unit is the one with thelargestprinted SPvaluein the
hex. If multiple units in the heare tied forthe largest
printed SP value, the owning player sekeany one of
those unitsto bethe Lead Unit.

12.3 Fire Combat Proceduréfhe owning player of the firing
FP?"E’J\“'ISC?ES 2R
column ontheComb
number ofmodified SPs firing at the target hel the firing unit
does not have at least/~z SP( “ difing after any initial SP
adjustmentsfor Morale Hits Weapon RangeOpportunity Fire
and Qupporting Defensive Fir¢hen it cannot issue Fire Combat.

ée eng y
esults

t hex. The player finds the
) that includes thetal

ek
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CRT Column Shift§he player then consults the list of possibl
Fire Combat Column Shifteat would apply to this combat. Shifts|
can move to the lefor to the right of the initial columnCombine
all applicable column shifts firghen apply the net shift to get the
final SP column to us€&ire with lumn shiftsbeyondthe left of
O 2 t dz@&yis ighored. Exception Defensive Fireand Close
CombatA a
it beyond that columnFire with @lumn shifts beyondhe right of
O2ft d28¥ KB NB a2t OQRe 2y O2f dzvy

The column shifts are dsllows:

il

11

NBaz2ft SR 2y K Sotlelefitak® 2

Obscured LOS: Target in Woods or Rocky Woods = §
two columns to the left if the targeted hex is a Woats
Rocky Woodbkex.

Obscured LOS: Target in Orchard = shift one column
the left if the targeted hex is an Orchard hex.

Obscured LOS: Fig OverWoodline hexsides/Noods or
Rocky Woods = shift one column to the left if the L(

or over an intervening Woodline hexside

Obscured LOS: Firing Over Agn-SOUnits = shift one
column to the Idt if the LOS passes over any intervenin
units (friendly or enemydhat are not in Skirmish Order
There is no shift if firing over Skirmish Order units.

Obscured LOS: Firing Through Any Orchard§oodline
hexside= shift one column to the left if theOS passes
through one or more intervening Orchard hexes
Woodine hexsiden the same level as both units.

Firer in Skirmish Order = shifto columns to the left if
the firing unit is in Skirmish Order (see 18.0)

Target in Skirmish Order = shift twolumns to the left if
the target unit is in Skirmish Order (see 18.0)

I FEfF 2NJ Y2NB 2F CANAXy3 ! N
at Long/Extreme Ranges = shift one column to the left
Y2aid 2F GKS FANARY3I {ta |
Artillery issuindire at Longor ExtremeRanges.

I FEF 2NJ Y2NBE 2F CANARy3 !
firing at Canister Range = shift one column right if mg
2F GKS FANARY3I {ta FNB FN
Artillery electing to issue Canister fire.

FlankingFire = shift ae column to the right if the firing
unit(s) qualify foFlankng Fire (see 12.4)

Half or more of the Firing Infantry SPs afNE 2 St
Type firing sshift two columns to the right if most of the
FANRY I dzyAdGa | NB ShapF Rifféi
weapon type.

D

f dz®

shift

Sh
passes over an intervening Woods or Rocky Woods hex

Half or more of the Firing Infantry SPs are Sharpsheoter
rated = shift one column to the right if most of the firing
units are Sharpshooter rifantry units (marked with a
gunsighj.

¢ NHSG SR od /MRRdfy Rehi@ tafuivins
to the left.

Resolving Fire CombatVhen the final adjusted SP column is
determined,the active player rafitwo dice.Readthe colored
die firstand thewhite die secondo form a two-digit number
that will range from11 to 66. Forexample, a roll otolored
die 2 and white die4 is read asR4.€ The player then looks
down the SP column to find the row contaig the rolled
number and checks the result contained in that box. If the
result isonlya dash ), the fire has had no effeandthis Fire
Combat resolution is over. If the resiticludesat least one
colored box,the Lead Unit in the targeted hex may take
Cohesion Tegqsee below)

Cohesion Test DeterminatianCheck the modified adhesion
Rating of the Lead Unit(see12.2) in the targeted hex. If the
number range of colored boxn the combat resultncludes
GKS [ SIFR ! yA,km@uniti2stbjedt xoSdRre / w
Combat Cohesion TesfThe color of the corresponding box
dictates which Cohesion Test is requireded is Severe
yellow isTough,andgreen isRoutined L ¥ (GKS [sSI F
not includedin a colored box, the result is treated as a dash (

) result and thus no effect.

(4

N

Fire Combat Exampl@he5™ GA(10-3) from Andersof) &

isin a Clear terrain hexwo hexesfrom the Union1st MN (5-5),
which occugies a Woods hex. It is the Fire Step of Yy RS N& 2 y
Brigade Activation Phase and the Brigade is uttack Orders.
TheGeorga unit decides to issue Fire Combat at the Union unit.
The unit would normally fire with10 SPsbut the SP value i

reducedto > RdzS (2 GKS THoNgS NISKYS
dzy Al A& | RV SRS Ia82yKD &t ¢K A a5SP\ IS
FYR Lizia §KS5£020Rddiy y2 y2 Fi KK Sa /

Tabk. This is shiftetivo columrsto the left for anObscured LOS$
(firing into aWoodshex). That means the fire is resolved on tfe® L
B¢ O2tdzyyod ¢KS /2y FSRSNI G6onllJt |
the colored die and & on the white dieHe readsR2 6y 3
O2ftdzyy (2 GKS NI y3S 22 Fo NBSKaz
K662 fAYyS0 (2 3ASG G gides aNdat
. The targeted hex has a Lead Unit with a CP® of
modified to a 4 because the unit isn a woodshex and not
supported.The 15t MN would have to take &outine Fire Combat
Cohesion Test.

o B O
1KY

()
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c. If a Cohesion Test is requiredpnsult the Cohesion Test

procedures (see 15.0).

Li%XFlankingFire If a hexis targeted byFire Combaffor any
reason)from two or more different enemy unitsvhoseLOS into

he t&9erhExdsepdritét from the ofherOoDy at least ondull

hexside it is subject ta-lankingFire To use-lanking Firen a hex
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the firing playemust announce alincludedfire attacksagainst
the target hexprior to resolving any ofthem. Resolve this fire
normally with all firing unitsinvolved in theFlankingFire each
receiinga one-column shift to the rightlf all units inthe targeted
hex areretreated orplaced on the Broken Tradiefore al fire
against it is resolvedany remaining firing units mayfire at
different targets.However,if any units remain in the originally
targeted hex, all units announced to be participating in th
FlankingFire must still target that hex.

Note: To speed uphe play of the game it is strongly suggested th
player roll the dice for Fire Combat before figuring every sing
modifier (once you are familiar with the CRTR low die roll is
miss against anything but the very lowé&xthesionRatings.

13.0 Movenent

Movement is conducted during thArtillery Phase(by Artillery
units only) and theMovement Step(by activated Infantryunits
only). Certain Event chits also allow movement.

13.1 Movement ProcedurdJnits are moved one at a time (or ong
stack at a tine, see 13.4) each completing its move beforg
another unit or stack movesand cannot end their move in an
over-stacked situation (see 6.0). Units move from hex to adjace
hex and expentlovement Points (MPsas they enter a hexEach
unit has aMovementAllowance representing the number of MPs
that it can expend during each movement

13.2 Movement Allowance The distance arArtillery unit can
move is5 MPs. The distancifantry units can move in a step is
predicated on theOrderthat was issuedsee 110)for the Brigade
during the preceding Orders Step. Some Event chits can chan
dzy A Q& a2@SYSyid ' fft26lyO0OS

13.3 Terrain Movement Costé€ach hex has a dominant terrair
feature and costs one or more MPs to enter. These costs differ
each type of uni Refer to theTerrain Effects Charfor these
terrain costsWhere multipleTerraintypes affect a unit entering
a hex, theircosts are cumulative. If a unit does not have sufficie
MPsremainingto enter a hex, it must halt its movement in itg
current hex. However, a unitmay alwaysmove at least one hex
during itsmovement regardless of terrain cosés long as it does
not overstack.

13.4 Stack MovementA stack of units may be moved as on
entity, or each individual unit can be moved separately, at th
26y Ay 3 diskrétienS N &

13.5 RoadsA unit moving from any onRoadhex to aconnected
Roadhex (i.e., the road graphic itselfosses the hexside betweer]
them) pays onlyl MPfor each hex enteed, regardless of the other
terrain in the hex oon the hexside.

o)

)

along connectedMain Roadhexes regardless of the other
terrain in the hex oon the hexside crossetb enter it.

Road Stacking LimifThe stacking limit when a unit is using
the Roador March Columrmmovement rate is onlyl0 SPsat

all times—meaning that unitcannot even pass throughhex
containingother unitsat the Road or March Column raiffeit
would cause theotal SPs in the hex to exceed $®s. The
moving unit or stackmust pay the Movement Cost of the
other terrainin ahexand d the hexside crosseiithe stacking
limit is exceeded in that hexrtillery units pay 3MP to enter
a road hex inNoodsor Rocky Woodghat exceeds the road
stacking limit

Artillery in Woods and Rocky WoodsAtrtillery units must
move along a connectedRoadto enter or leaveWoods or
Rocky Woodderrain hees

=

Movement ExampleThe 14" US Regulaunnit is in hex3210and

its Brigade is under Maneuver Orders. This gives the udivid®

Movement Allowance. The uribuld move crossountry to 3110
for 4 MP (Rocky Woods 2 MP and +2 MP for going up a St¢
Slope) and then on to 3011 for the final 2 NNdte however,that

because the unit is under a Maneuver Order and therefore car
Engage, if a Confederate unit were in 184.2,it could not have
moved into3011 Alternately, since the unit is under Maneuv
Orders and can use March Colunthe Regularsould move all
the way to hex 2514 following the Roéat all twelve hexes (notg

ep

not

that all hexes along the road are ¥ MP, despite the type of terrain

in the hexes movethrough).

Another Movement ExampleSuppose thes"™ US Regulaunit

6Ltaz2 FNBY 5 &Qa NA3IF RSO KI
stopped in hex 3113. When tHef" US Regularsising the March
Column movement from the above example, move into 82%4,
they have expended 2 ¥2 MPs at that point. If they wish to e
hex 3113, they cannot use the March Column mtgmore as the

total SPs in he®113would then exceed the 10 SP stacking limit.

Thel4d"g 2 dz2f R KIF @S (G2 32 4 Pdirfal oNg| |
of the hex terrain.It would expend 3 MP to enter 3113 (2 MP for
the Rocky terrain and +1 MP for the SlopH)at would be a tota
MP expenditure of 5 % to that point and the unit could th
resume Road March and move another Road hex for itha /2
MP, ending its movement in hex 301XMote dso that the 14"

could not have moved int8113and stoppedwith their brother

Regularsas that would exceed th#0 SP stacking limit at the end
of the Movement Step.

en

a. March Column RateA unit that is undeManeuver Orders
moving under aBrigade Reserve Mové&vent Chit or any
Artillery unit pays only¥2 MPper hex enteredvhen moving

12  Longstreet Attacks: The Second Day at Gettysburg

136 Engagement An Infantry unit becomesEngage when it
movesadjacentto any enemy unit (even if in Skirmish Order)
during movement An Artillery unit becomes Engagedwhen it is
within two hexes of any enemy unit. Artillery units may not
voluntarily move to become Engaged during theimovement.
Once artillery is engaged it may only voluntanigve toincrease
the distance from the enemyNote that ®me Brigade Orders
(11.0)do not allow Engagement

Revolution Games, 2018

Pl

nter

R



13.7 Opportunity Fire: If a unitconducs movement (voluntary or
not) out of a hex thatis adjacent to one or more enemy unit
must first endureOpportunity Fire. (Exceptions Advance After
Close Combat, see15.8and Skirmish Screerssee 16.2). This
movement mustfirst be announced,and the enemy player may
then issue Fire Combat fromll adjacent enemy unitbefore the
unit moves.If a stack of unitsvishesto leave fromahexadjacent
to an enemythe lead unitof the moving unitswill take fire
normally. This fire is conducted normal(including being able to
combineSPs of eligibléiring units) except that unitshalvetheir
SP4o resolve the fire. Apply all Fire Combat results normaiiyt
the moving unitisautomatically the Lead Ungnon-moving units
in the same hex cannot be affectesther than due toa Panic
Result(see 15.1q. If the movingunit suffers any Retreat result
from this fire,its intended movement igancelled,and it must
conductonlythe Retreat moveThere is no limit to the number of
times a unit can be subject t@pportunity Fire nor how many
times a uni can issue such fire.

A unit conducting aRetreatmove (seel15.4)does not qualify for
Opportunity Fire in tre initial hexof the retreat. In other words,
enemy units adjacent to the Retreating unithen it starts its
Retreat move may not issueOpportunity Fire. Howeverjf the

Retreating unitretreats more than one hex, it is subjectriormal

OpportunityFirein each hex iexitsafter the first

Note that this means that the retreating unit does nmbrmally
suffer Opportunity Fire from the units that caused theetreat in

the first place It will suffer fire from enemy units that it mug
retreat pastasitrunsawaySa a Sy G Al £ £ @ & N3z
it is in a poor positionAny retreat results from this fire add to th
dzy ArétrEad

—

D

13.8 Reinforcements ArrivalArtillery units are placed in the hex|
specified at the start of the Artillery phaseven if overstacked.
Infantry reinforcementsare all placed in the specified hexring
the movement step of their order, even oerstacked if necessary,
¢ only upon the units being activated with a Full ActivationA
[AYAGSR ! OGAQGIGAZ2Y o®R&f!| @&aMO
the units will not enter the gamat that time. Reinforcementinits
move normally fromtheir initial location upon entry, and if
overstackegdmust observeSackingLimits at the end of that first
move. Should the reinforcing units beinable to awid an
overstacked situation by movemeiisuch as by being forced to
operate under eéDefendOrderor hit by a &tigue chi), the player
must move one unit at a timgstarting with the largest SP untb
an adjacent legal hex until the initial hex meets the Stacking Lin
If the assigned hex is occupilegor adjacent to agenemy unit(s),
the reinforcements arelelayeduntil the nextturn. If the originally
assigned arrival hex is still occupied by or adjacent to any eng
unit(s) when the reinforcements are next activated, they insteg
enter at theclosest eligible hex to the originally assigned arriv
hex that is not occupied by or adjacent to any enemy unit(g)
multiple hexes qualify, the owning player may choose amo
them.

13.12 Off-Map Withdrawals:A unit mayvoluntarilymove off the
game map by payin@ MP to move from any map edge hex
(regardless of the terrain ithe hex) off the map. The unit is
removed from the map and germanentlyout of the game. It may
not return at any timebut it does not count as an eliminated unit
for Victory Pointpurposes

14.0 Close Combat

Close Combatrepresents inclose fightingsuch asshortrange

firefights, mental intimidation, and, in rare instances, actual
bayonet and hando-hand melee combat.Close Combat is

resolved inthe same manner aBire Combatwith the following

exceptions:

1 Cohesion Tests are resolved on ti@lose Combat
Cohesion Test Tablastead of the Fire Combat Cohesion
Test Table.

1 A Close Combat Cohesion Te#& always required,

regardless of the result achieved on the Combat Results
Tabk.lffad b 2 9 B athievetdd the CRTthis

is termed a Close Fight result and still requires a
reference to the Close Combat Cohesion Test Table under
i K EloséFight O2 f dzYhgse esulygRay affect

the attacker as well as the defender).

14.1 Close Combaneligibility : Artillery unitsand Skirmish Order
units (16.0)may nevelnitiate Close Combat

Yfﬁ.ﬁ.éosé]d%r%bat%lé%ﬁ%&xﬁh@ §tart’bftheClose Combat

O

nit

Step the active playemust announceevery Close Combat he
plansto makein the currentStepand mustdesignate all attacking
units and which heasthey are attackingMultiple attacking units
that are adjacent to the same enemy hex may all attack that hex if
they wish. An attacking unit is not obligated to attack any or all
adjacent occupied hexeddowever, once an attacking unit is
announced, it is committed to attacking the dgisated hexn the
current Sep. L Lo

@BABYdINY ¢ GKS ONAIIRS

143 Close Combat Procedur&ach announced Close Combat is
resolved individually anh its entiretybefore moving on to the
next Close Combathe order of Close Combats is up to the active
player, who does not have toedlare the order of Close Combats
at the start of the StepA Close Combat is resolved in the following
order:

a. Defensive FireEnemy units in the targeted hex may issue
Defensive Fireln addition,other enemy units adjacent tany
currently attacking unit(s), and who are not themselvesthe

my  target of a differentdeclared Close Combaduring thisStep,
d may also issue Defensive Fire, but witily 50% of their SPs
al (this is termedSupporting Defensive FijeAll suchDefensive
Fire is issued normallyand, in any order,chosen by the
ng defending player.Defensive fire may be combined with

13  Longstreet Attacks: The Second Day at Gettysburg

Supporting Defensive Fird the firing units are adjacent to
one another. If any Retreat result is achievedor if an
attacking unitis Eliminated or placed on theBroken Track
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the retreated or brokenunit(s) cannot takepart any further
in the CloseCombat Should there be more than one
defending unit in the attacked herach defenthg unitmay
issue Defensive Fire #te sameattacking hexor each can
fire at a diffeent attacking hex (ithere aremore than one)

b. Initial Close Combat CRT ColumAny announced attacking
units that did not Retreat and that were not Broken b
Defensive Firanust continue to conduct the Close Combg
(regardless of the Defensive Fimesults on any other
attacking units)The attacking player finds the column on th
Combat Results Table (CRT) that includesdted number of
SPof the attackingunitsin the Assaulting Hex All attacking
units in the samehex must add their SPs toge#r into one
total.

If there ismore than one attacking hegommitted against the
same defending hex, the attacking player must desigmaie of
the attacking hers as the Assaulting HexThe other attacking
hexes are calle&lanking HexeOnly units in he Assaulting Hex
are used to determine the SP total on the CRE well asto
determine eligibility forall columnshift modifiersexcept theOdds
modifier. For purposes of thédds column shift modifier only,
count all the attacking SPs taking part inigtClose Combati.e.,
from the Assaulting Hex plus all the Flanking Hexe®) use that
SP total to calculate any eligiblBeldscolumn shift (only). Flanking
Hex unitsmay still participate in an eligible Advance After Clos
Combat ¢eel5.8).

c. CRT Column Shifts:

1 Total Attacking SPs are Triple the Defending &P%
Oddsg: Shift three columns to the right

1 Total Attacking SPs are Double the Defending &Pk
0dd9: shift two columns to the right

1 TotalAttacking SPs af0% norethan the Déending SPs
(3:20ddg: Shift one column to the right

1 Defending SPs af®% norethan theTotal Attacking SPs
(2:3 Odd$ Shift one column to the left

1 Defending SPs are Double thetal Attacking SP$1:2
Odd9: Shift two columns to the left

1 Defending SPs am leastTriple theTotal Attacking SPs
(1:3 Odd$ Shift three columns to the left

Only one of the above s@ddscolumn shifts carapplyin each
combat Other column shifts are cumulative.

1 Half or more Defending SPs are Artilte§hift four
columns to the right

T ¢KS o0Sad ! 4 dfranithe AsSaultdng Mei3Q
higher than thedefendingLead! y A QRQ &hift one
column to the right

—

1%

T}
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f  The Defending Lea{l y A @RQi& higher than the best
GG O Ay Hrondiyerasauing Hew) Shift one
column to theleft.

1 Defending unit is on Highalevation side ofa Slope
hexside thamttacker. Shifttwo columns to the left

1 Defending unit is on Higherlevation side ofa Steep
Slope hexside thaAttacker. Shiftthree columns tathe
left.

1 Half or more ofAttackingSPs are Smoothbomausket
armed Shiftone column to the right

1 Half or more ofDefendingSPs are Smoothbomusket
armed Shiftone column to the left

T /2yFSRSNI S & wSHftSvwo coludiisttoH ¢
the right.

1 Flanking Attack:Shift two columns to the right if a
Flanking Hex is at least two hexes away from the
Assaulting Hex in the same combat or if there are two or
more Flanking Hexes involved in the same attack
(regardless of their position relative tthe Assaulting
Hex).

1 5ST¥SYRAY Jodp MR 8zy R$hilt v doliunins
to the left.

d. Resolving Close Combat Attack$e method used to resolve
Close Combat Attacks is identicalth@ method forresolving
Fire Combatgeel2.3b)

e. Cohesion TesDetermination: Close Combats use the same
procedure as Fire Combat for determining which Cohesion
Test isrequired butuse the Close Combat Cohesion Test
portion of the table.

It is very important torememberthat ALLClose Combat results
6SOSY NRRaNz I NBadzZ G o0Sft2¢ K|S
require reference to the Close Combat Cohesion Test Table!
bottom column, Close Fight, is used in all these situations.

15.0Cohesion Tests

DuringFire Combatind Close Combatsome results will require
affected units to take &ohesion TesfThis involves a roll of both
dice on the Cohesion Test Table corresponding to the combat
type. Theowner ofthe unit(s)takingthe testrolls both dice, then
cross referencgthe coloreddie with the DepletionResultcolumn

and thewhite die with the SkedaddleResultcolumn Cohesion
Tests are always resolved in order from left to rigtgpply each
result in its entirety and then proceed to the next result. Lead
Units always have any results applied to them first before
prZ)c\é'eding to results pertaining to any other units.
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15.1 Fire Combat Cohesion Test Procedufée player owning
the unit(s) subject to a Fire Combat Cohesion Test sdfethe
Fire Combat Cohesion Test Tabémd finds thesection that
corresponds withthe Cohesion Tedype achieved on the CRT
Routine Toughor Severe The Depletion Testis resolved and
completelyappliedfirst. Then theSkedaddle Tess resolved.

a. Depletion TestThe first Cohesion Test is tbepletion Test
Find the row that matches theoloreddie rollin the section
that corresponds with the type of Cohesion Test required.

1 No Effect {): Thetest is passed and there is no effect o
the LeadUnit.

Deplete (D) TheLead Wit, ifon itsFRside is flipped over
to its BWside.If it isalready on itBWsidg it must take
an immediateBreak Tes(see 157).

Deplete Two Units (D2) The Lead Unit plus the next

largestprinted SP unitin the target hex each suffer a

Depleteresult as abovelf only one unit is in the target
hex, treatthisk a . &5 ¢

Deplete AllUnits (D ally Everyunit in the target hex
suffersa Depleteresult as above.

Skedaddle TestThe second Cohesion Test is thieedaddle
Test Find the row that matches thahite die roll in the

section that corresponds with the type of Cohesion Teg

required. Sometimes, multiple results can be listéd which
caseall are applied together.

1 No Effect {): Thetest is passed,and the Lead Unit is
unaffected.

Morale Hit (M) TheLead Unit is given orale Hit(see
15.6). A result o2M indicates that two Morale Hits are
incurredby the Lead Unit

Break Test (B)TheLead Unit must take Break Tes{see
15.7).

Retreat (B): The LeadUnit Retreats (see 15.4) the
number of hexes indicated.

Panic Result (B: Thisresult means thatin addition to
the normal result to the Lead Unibne unit(if available)
will Panic Thefiring playerselectsone enemyunit (not
the Lead Unit) in the targeted hear in ary adjacent hex,
that has anodified CR oR or less ThisselectedPanicked
unit then suffersone Morale Hit(M) and mustRetreat
three hexes (R3). No Panic occurs if there are no eligibl
units with a low enough CHf. there is more than one
eligible unit to select, the unit with thlowest modified

CRof those eligiblemust be selected. If again there ig
more than one unit qualified, the firing player can sele¢

the eligible unit of his choice.

15 Longstreet Attacks: The Second Day at Gettysburg

Important Note: Only theLead Unitis affected by Fire Combd
Skedaddleesults, unless there is Paniche Panic result is apptie
after all results are first applied to the Lead Unit. Thus, the retr
of the Lead Unit may affect the Unit Support status (and thus
modified CR) of any potential panicking units.

At

eat
the

Panic ExampleA stack of thregargetedunits of4 SPs3 SPsand
1 SPand all with a printed CR 8fand no markers are attackday
Fire/ 2Yol G® ¢KS / wito uNgRbheionITeSkesi
Adjacent to the stack of three defenders is a single friendly Shg
unit with 6 SPsand a CR of. The attacking player rollsalored
5 and awhite 5, whichis a D2 Depletion Test result and ldl R2
(P1) Skedaddle Test resullhe Depletion Testresult is applied
first, and the D2 causes the defending Lead Unit (tAeSPunit)
and the nextlargest SRiunit (the 3 SPunit) to be flipped to their
BWsides. The Lead Unit is ndwSPwith a CR of and the other
affected unit is now & SRinit with a CR o2. TheSkedaddle Tesl
is then appliedr YR G KS [ SI RShakédh (Y A M
Retreats twahexes.

ThePanic Result must now be resolvathefiring player can apply
the Panic Resulto one qualified enemy unit. Only th€ SRunit
can be selected ashé 1 SPunit (CR 2was the Lead Unit an
cannot be chosen and tredjacentShaker6 SPunit (modified CR
is3) does not have a low enough G mustchoose theCSPunit
andthat unito S O 2 SBake# andthen Retreatstwo hexes.

53
aken

SN

—
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15.2 Close Combat Cohesion Test Procediites players refer to

the Close Combat Cohesion Test Tabled find thesedion that

corresponds with the type of Cohesion Test result achieved on the

CRT CloséFight, Routine Toughor Sevee. TheDepletion Testis
resolved and completely applidatst. Then theSkedaddle Tesis
resolved.

a. Depletion TestThe first Cohesion Test is tBepletion Test
Find the row that matches theoloreddie rollin the section
that corresponds with the type of Cohesion Test required.

1 No Effect {): The test is passed and there is no effect on
the Lead Unit.

1 Attacker Deplete (AD) The attacking unit with the
largest printed SP value flom the Assaulting Hex if
multiple attackers and2 6 y Ay 3 LJ I @ SNDa
than one such unit)s affected.A unit on itsFRside is
flipped to itsBWside. A unit already on iBWside take
an immediateBreak Tes{(see 157).

1 Deplete (D) as Fire Combat Cohesion Test

1 Deplete Two Units (D2)as Fire Combat Cohesion Test

1 Deplete All Units (D all)as Fire Combat Cohesion Test

1 Both Deplete (BB): the defending LeadUnit suffers a

Deplete result and the attacking unit with the largest
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printed SP value (from the Assaulting Hex if multip
attackersani2 gy Ay 3 LJ | @ SNDa OK
such unit)suffers anAttacker Deplete result. Exception

If the attackingunits have dotal modified SP value that
is at least triple the total modified SP value of the units
Ay
units in the defending hex havetatal modified SP value
that is at least triple the total modified SP value dhe
attackingdzy A 10 & | LILXDE R¥ & éf &S
Skedaddle TestThe second Cohesion Test is tBlkedaddle
Test Find the row that matches thavhite die roll in the
section that corresponds with the type of Cohesion Teg
required. Theresults of the Skedddle Tesin a Close Combat
are slightlydifferent thanin a Fire Combatf multiple results
arelisted, all are applied together.

C.

1 No Effect {): The test ispassed,and the LeadUnit is

unaffected.

Attacker Morale Hit (AM) The attacking unit with the
largest printed SP value(from the Assaulting Hex if
multiple attackers and2 ¢ y Ay 3 LJ I & SND
than one such unit)eceives aMorale Hit(seel5.6)

Attacker Retreats (AR¥): The attacking unit with the
largest printed SP value (from the Assaulting Hex
multiple attackers and2 6 Y Ay 3 LJ | & SN
than one such unitRetreats(see 15.4) the number of
hexes indicated.

Morale Hit (M) as Fire Combat Cohesion Test
Break Test (B)as Fire Combat Cohesion Test

Defendes Retreat (R#): All unitsin the defending hex
eachRetreat(seel5.4)the number of hexes indicated.

Panic Result (®: as Fire Combat Cohesion Testcept
OKFG AT BXSPHNE&dKE By Sarse
two orthree eligibleunits (respectively) to effectf there
are multiple eligibleunits, they must be chosen starting
with the lowest modified CRunit first.

Important Note: When conductingClose Combat Paniclo so in
the following order: Applyhe normal combat result tohe Lead
Unit first; then determine who will Panic (which can include un
that were stacked with the Lead Unit and may be affected by
Gw! ¢ NB&adz G§oT §KS ythechdssh énitsiiaidd
finally, retreat any units that were stacked withé Lead Unit the
YFEAYdzY RAAGIYOS GKIG g2dzZ R

result orfrom the Panic effect, whichever is grea{dut not both)

UD

15.4 Retreat MovementIf the Cohesion test result dictates 3
Retreat the affected unit must be immealely retreated. Retreat
movement iscountedin total hexes¢ not MPs! The terrain MP

GKS RSTSYRAY 3IDEK SNESSH thief L

e the entire distancemandated by the test result. Retreats are
2 sobdbicted By th¥ awniBg piayer; ohe udit/ad a time if a stack is

—

]

if

Lot €

affected, and follow this order of priority:
1 It mustfinish its retreat the number of hexesvay from

its original locationspecified by the retreat resuliThis

means that a unit might retreat more hexes than

specified to avoid other retreat restrictions, as long as it

ends up that far away from its original hex.

It may not enter a hex with an enemy unit

It may not enter an impassable hex or cross an
impassable hexsidd his includesrtillery retreating into

a Woods or Rocky Wood$ex unless it is following a
connected Road.

If the retreating unitcannotretreat without meetingall three of
these initial requirements, it is placed inBroken Box 3on the
Broken TrackException Artillery and Fragile unitare eliminated
if unable to meet the priorities.

If iR Sretrdatrequifénlédiscanall be met, the following
restrictions must be metif possible Theyare listed in order of
precedence.

0 The retreat path must follow hexes not adjacent to the

O K 2ehdm$ unil(sT thadcBuddd the retreat.
0 The retreating unit must avoid moving adjacent to other
enemy unit(s) that did not cause the retreat.
0 The unit must decreasthe distancefrom its side of the

mapwith each hex retreated more than one eligible hex
(per all the above conditions) is availablBhe Union
player mustry to retreat towards theNorth and/or East
map edge and the Confederate player towards 8with
and/or West map edgelf a retreating unitreaches the
map edge and has not yet completed its retreat, pldace
LX | &iSBidkeénBdx DOtheBroken TrackExceptionArtillery

and Fragile units are eliminated.

Note that if a retreating unit movesom a hexadjacent toone or
more enemy units(other than the initial hex of retreat)those
enemy units may issue eligib@pportunity Fire (see 13.7). Any
Depletion Break Testnd/or Retreat result received is applied

s normallyat that point in the retreat with aRetreat result being
anadded to the total current Retreat distanc&he retreating unit

cost of hexes retreated through is ignoréhe unitmust retreat

16  Longstreet Attacks: The Second Day at Gettysburg

maly ohedd ity ISteealzin @ hed $o as to cause the hex to be over
stacked. If the only hex available to retreat int@at meetsall the
higlver roriti§siisi a NIhavoutel yiowiibe gvergsiapkerathel
retreating unit retreats additional hexastil it reaches a hex it
can legally stack in.

15.5 Unit Support Units that have friendly unitfrom the same

brigadein the immediate vicinity can derive morale and physical
supportfrom those units, boosting their own ability to withstand
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enemy fire or assault.This is modeled by modifyingna
una dzLJLJ2 NJi SRUnitSyippart@ judged and appliedevery
instance that a unit is required to refer to msodified CR

a. Unit Support Qualification The definition of Supportdepends
on the type of unit involved, as follows:

i. Any Unit inWoodsor Rocky WoodsA unitlocated in a
Woodsor Rocky Wood$ex(even if it has a Roadever
receives Suppoytnor doesit provide Supportto any
other Unit This supersedes allother Support
gualifications

Infantry: AnInfantry unit is Supportedif there is at least
one non-Shakenand non-Disrupted Infantry unit from
the same Brigadstacked with it or in an adjacent hex
Note that the unit providing suppoxtan be Battleworn
ii. Artillery: An Artillery unit is Supported only when
stacked withor adjacent toany non-Shakenand non
Disruptedinfantry unit.

UnitontheBroken Track ! yAdla Ay (GKS
the BrokenTrack that areattempting to Rebuildare
automaticallySupported

Unit Support EffectiIf a unitdoes not have qualifyingnit
Support it is deemed to beUnsupported and its CRis
decreasedy one(-1).

Note:lIt is important to note thatJnit Support(or the lack thereof)
isalwaysO2 Yy AaARSNBR 6KSy | dzyAi
referenced. It is also extremely critical to remember thd
regardless of the location of friendly unita, unit in Woods or
Rocky Woods is never supportednd thus always hags CR
reduced by one.

)

15.6 Morale Hits If the Cohesion Test result indicatedvimrale
Hit (M), the testing unit applies this result as follows:

T Unit does notalready have a Morale Hit markerThe unit
NEOSA@SA | a{ KISpaBdCRvaliekahJedtiN]
reduced by ond-1). If the unit receives two Morale Hits, the
YIEN] SN A& LXFOSR 2y A ®Paids
CRvaluesare each reduced by twg?2).

Unit already has:Twedz/568ke
YIEN] SN Aa FfALWSR 20SN) (8P
and CRvalues are eachreduced by two(-2). If the unit
receives two Morale Hits, it is made Disrupted and then my
take a Break Tegtee below)

Uni t already eldd s méhe kiDkeeps its (1
G5AaNHzLIG SR¢  Makésh EhMédiatgBReak YT ezt
(seel15.7). If the unit receives two Morale Hits, it must take

1

two separate Break Tests.
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15.7 Break TestCertainCohesion Test Table resudtsll for units
in extreme distress to makeBreak Test
dzy A

7 ! NBeaSTesd @)y INB-4 dat G

1 AunitonitsBWaA A RS NX Deplated By ANS a dxt

9 ' dzyAl SAGK F

result.

4 5 A & N\ttnald IGitRME Y |

A Break Test is resolvadmediately upon a unit receiving Note

that a unit could be required to take more than one Break Test
from the same resulffor example, a Disrupted unit that receives
two Morale Hits) When resolving a Break Test, the owning player
rollsone dieand ®@mparesittai KS (S a G A y ICREyA (i Q
the row on the Break Test Tabl¢hat corresponds tahe die roll

and gply the indicated resulas follows:

1 Die Rollequals or is less tha€R:The testing unit is given a
a{ K1 Syé YarbahySSNaken Lflip thé miarkdr o its

VVVVVVV

effect. R .

' g At 1 0ofSeE 02E 2V
Die Roll 1 more than CRemove any Morale Hit markers and
then place the unifon itsBWside,into BrokenBox1 on the
Broken TrackException If the affected unit isArtillery or a
Fragileunit (4.1) it iseliminated

Die RolR morethan CRRemove any Morale Hit markers and
then place the unifon itsBWside,into BrokenBox2 on the
Broken TrackException If the affected unit isArtillery or a

YadgdufithitsRiminawd. Y SSRa G2 0S5

a

Die Roll3+ more than CR:Remove any Morale Hit markers
and thenplace the uniton itsBWside into BrokenBox3 on
the Broken TrackException If the affected uniisArtillery or

a Fragileunit, it is eliminated

15.8 Advance After Close Comba¥vhena hex is vacated by all
enemy unit(s) after taking a Cohesion Test caused by a Close
Combat(only), the surviving friendly unit(ghat were committed
toyaRackithie dhex (ncluding Flanking Hexunits) or that were
attacked from the hexmay advance tooccupy thenow-empty
aa,Hzp 10 & stacking [RnfttalckyhidR unifis r® nadagduite® &
advance and the units in the Assaulting hex do not need to be the
ones chosen for the advance, any attacking unit may ackan
rONfe M3 thik advance is allowed kmth attacking and defending

A (urits. Advakcinly Hpitdires i€ suldiest RoSpportyiriky Fite(sBe dzy

13.7)when they make the advancing move.

st

If the defeated enemy retreatedwo or more hexesor was

Eliminated or Broken (for any reason), the victorious units may

advancetwo hexes The first hex advanced must be the hex
{i previously occupied by thestreating unit(s) The second hex can

be any legal hex adjacent that hex Again, ndpportunity Fire

is allowed against adwncing units.
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159 The Broken TrackMost Infantry units inLongstreet Attacks
do not get permanently eliminated from the game. They a
placed on theBroken Trackinto one of several boxes which
corresponds tadzy A G Q adistreSspSt 2 F

Artillery units and Fragileunits are never placed on the Broken
Track Instead theyare permanentlyeliminated from play

The Broken Boxe€Each Broken Box is labeled with a number
! LAt otSéd . NR1SY .2E do¢é
disorganization I y R RSY2NI f AT I GA 2B
represents the least disorganized Broken stdlaits are placed in
a numbered boxper the Cohesion Test result achieved. Units g
the Broken Track aralwaysplacedon theirBWside Remove any
markers from a unit o the Broken Track.

a. Broken Track AdjustmentsDuring theEnd Turn Phaseall
unitsin eachBox are moved down the track to the next lower
ydzZYo SNBR . 2E 2N G2 GKS a! ¢
lyAla Ay GKS a! @rAtlof S¢ e.
remainder of the game unle$debuilt (seel7.2b). To prevent
O2y FdzaA2y> Y2@S dzyAlGa Ay
GKSy G(KS doé¢ .2E®

l.j

Rally Eligibility:! yAtGa 20FGSR Ay
eligible touse aRebuild action (see 172b). Réuilt units are
AYYSRAFGSt& NBY2OSR FTNRY
placed on the map in an eligible location on tHivside.

u

Close Combat and Cohesion Test Exampleion units115" PA
(3-2 on itsFRside) and2" NH (4-1 on its BW side) are stacked
together, under Attack Orders and adjacent tBattlewornRebel
stack consisting of th&3" MS(5-4 on its BW sidgand thel8" MS
(2-3 on its BW side The Union stack is situated on Le#eClear
terrain, while the Rebels are on ledb Clear terrain with a Slop
hexside between the two stacks. The Union player decide
declare a Close Combat attack. The Rebel units issue Defg
CANB FyR 3SiG I ab2 wSadz (78es,
alF NIGAY3a GKS 6Bzotuinh. Thisxgmbal i Siep
shifted two columns to the left due to the Slope hexsialed
another column to the left because the defending units hav

[1°)

p Ktgeir grg

= U
(gl

dzy A 1 Q& LINJand iofiskal, which ®eBins the unit is ng
StAYAYFGSR o6dzi A& 3IABSYy | af
must alsdDepletethe 13" MS(the defending Lead Uniénd it also
musttheni I { S | NE I {1 ¢BW\side Bhé plages
rolls a3, which keeps th unit in thegame,but it also gets a
G{ KI1Sy¢ YI NJ] SN

K I

TheSkedaddle TesNB & dzAME A & KA OK Y S y &
attacking Union units must take a Morale Hit. Agalrs must
affect the largerSP2"® NH (because you use therinted SPs, not
the modified SPs), and the Union playfps thea { K| | Sy §
2PSN) (12 AGa.a5AaNHzZIGISReE aARY

NG

A\ &4

16.0Skirmish Order

Certain units begin some scenarios in Skirmish Order (SO),
meaning that they are deployed in an open, spread out formation.
This formation conveys certain benefits and penalties. These units

G O R ORI
U

té(la}l uQitocounter ] ié Im%y Fring tﬁ]e e 1ghfy
are assggzr?ea tha"}l“gatus' onlf g N

at the beginning of a scenario. Units

KBV ENGSOIYRIMNE NG 5 G KkSy GKS
16.1 Skirmish Order Movement:Units in SO move normally but

K BayoRe, 'eéﬁ. or Faghffé@(gnmlmug %f 1M||_3 &%hex SO units
may not use theMarch Columnmovement rate, regardless of
e /e Relh, nor Mgy fhey Froagg (gee 13 P
enemy unit(even an enemy SO"uni y ay stack hormally
with friendly units, SO and neBO units kke. Toleave Skirmish
Order,a SO unit pay2 MPat the start of its Movement Step and
removes the SO marker

aHE

16.2 Skirmish Screen EffectAn enemy unit that moves adjacent
to a SO unifforces theSO unito immediatelywithdraw one hex
away from the moving enemy uniinto a legal hex that is not
adjacent to any enemy unif.he SO unit must finish its withdrawal
sivhe he;: from th((ja_ moving enemy unitf it _cannot Wi;:]draw an(_jl _
t thos tion n:itymust coptinue to withdrayw untilit, -
g ?e%eé Qﬁ)ggz[{] ﬁéx tk(lfaz}}iﬁgt gdjage?rﬁ ozl; efnel'rlny lfn?‘\ﬂ no guBc\hu
hex is available, the unit is placed in tBeoken 1 boxException
If the SO unit is a Fragile unit it is eliminat&this procedure is

better CRThaRa ( KNBS & KA Rher&fordipats tiiek |S co?dgcpg .W'tp e@g] mgln_ndual adjace_nt movementaby_e nemy
FTAYEE /t2a4S8 / 2 Y3 Wiie Uhion player 2oflsdz] yumF, ﬁven&f the unit is stacked with other R®® units This
dice and gets a coloregland awhite2 T 2528 @ [ 22 1 A Y| H pmrlg\zgg’quag(f;j:i%;@ %es o e?ﬁ;;ﬁﬁ:ﬂ%@i?&g:@
€3 OEtoaryy o wes ORED e fShould anpe?]emy comﬁeﬁel'at n%verarllemgdjaceﬁ't toa SOG

row and a result of - | 0| 1-3 |. The Rebel Lead Unit is thath
MS whichhas a CR df (its printed CR of is used because it ha
Unit Support from thel8th MS which is also from I NJ &
Brigadg. ¢ KS NBca dzf @ KA ® K& R dzNA y ICloke
Fightresult. The Union player rolls his two dice again, this ti
rolling a5 on the colored die and &8 on the white die and
NB F & NB yOobseFigli KE8SOGA2Y 2F GKS
Test Table.

A

TheDepletion TestNB & dzBDfE AGAKE&NBF2NB 06
Deplete a unit. The Union playeust Deplete the2"d NH (as it &
the larger SP unit) and since its already on its BW $ideunit

unit, that retreating unit may pass by normally (and will also
) :ﬁcg/i\éeveligible Opportunity Fire) during the course of its retreat
, ove lfat t e,sr\g qf Eheretr/g%tlit isI.stiII adjacent to the SO unit,
o {hen e sO it rﬁussﬁ)bsequentlywithdraw one hex normally.

irmish Order units withdraimg from retreated enemy unitdo

0% Roge S PP g a2 y
Old Hands Note:This is a different procedure than used
{ G2y Sél fdandraunderdretié®zarks

in

must take a Break Test. The Union player rolls one die agains

18 Longstreet Attacks: The Second Day at Gettysburg
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16.3 Skirmish Order Fire Combat EffectSO units may issue
normal Fire Combat and be the targets of enemy Fire ComH
However, note the special column shifts that are applied.

16.4 Skirmish Order Close Combadtinits in SO never engage i
Close Combat. Theyiay not conduct a Close Combat attack an
must always move away from an advancing enemy, imifuding
CSA unit¢hat are advancing under a Rebel Yell chit.

irmish Order Example: The Unig# US Sharpshooter (ajit is
in Skirmish Order anehoves through twaNoods hers to get into
position at the edge of the woods, paying only 1 MP per h
(instead of the normal 2 MP per hex) due to being in Skirm
Order 5dzZNAy 3 GKS &dzwaSldzsSyd I d
brigade, he 1st TXunit, as tre first move of its Movement Step
under Attack Orders, moves into a Clear hex adjacent tdJthien
skirmishers for 1 MFPNote that this movement is still considered
to be Engagement, even though the Union unit is skirmishihg.
US Sharpshooteraust then move one hex away from the Rslg
in this case further into the Woods. Tlexanshen continue their
move following the sharpshootersnto the Woods paying 2 MP
for that hex. TheUnion unitwould then again have to fall bag
another hex.

=

17.0 Raly

TogetBattleworn, Shaken, and Disruptehits back into the fight,
players must attempt to Rally those units.

17.1 Rally EligibilityToattempt a Rallya unit mustmeet all the
following qualifications

1 If an Infantry, it must belong to thecurrently Active
Brigade.

1 If anArtillery unit, it must be stacked with or adjacent tg
any unitbelonging tothe currently Active Brigade. An
Artillery unit mayonly conduct a Recovery action (17.24
but may do sanultiple times in a single turn if it megt
this requirement more than once Artillery may not

eX
sh

at.

Rebuilding depending on theurrent Brigade OrderAn
eligible unit may conducgither Recovery or Rebuilding
in a singleRally Steg not both.

a. Recovery:Thisprocedure allows the removal of one or more
Morale Hits from a unit. The number ofHits removed
depends on the Brigade Order, as follows:

1 DefendOrder. Each eligible uninay removeone Morale
Hit. Adzy AG OlFy RAAOFNR AGa a/{
& 5 A & Ndzakerd\Retoits* Shaken” si de

1 RegroupOrder. Each eligibleunit may removeall its

0 A @ (Mozale HisT Rempgedttie NA{ aK2l y1288 € i § 6 & IN.I:

marker.
1 Any Other OrderUnits may notecover.

b. Rebuilding: Toattempt to Rebuilda unit, the owning player
Neftfa 2yS RAS IyR O2YLIBWaA
modified CR (remember that a Rebuildingunit in the
GAvailablé  6ig dtitomatically considered to haveUnit
Suppor). If the roll is less than or equal to tl&R the Rebuild
attempt is successfidnd the unit flips to it9=Rside or if in
the dAvailable’ box is placed on the map on iBW side. If
greater than the CRhe Rebuild attempt is unsuccessful and
the unit remains in its current conditiorNote that Fragile
units and Artillery units cannotbe Rebuiltonce eliminated
and out of the gameNote also thatArtillery units may only
attempt a Rebuild during the Artillery Step.

Infantry unit Rebuilding can only be conducted with units
under aRegroupOrder. Each eligible unit may makene
Rebuild attempt(as described abovelf a unit on the map is
successfulit is flipped over to itdRside. Ifthis causes the
dzy A ( Q& exBeScE thelistacking limitthat unit must
immediately displace to an adjacent hex that is further away
from the nearest enemy unit anthat will not exceed the
stacking limit.Repeat this displacement, if necessary, until
stacking limitsare met Units urder any other Order may not

conduct a Rebuilding procedure (17.2b) in the Rally Step Rebuild.

¢ it may only do so in the Artillery Step (se 9.4).

1 The Active Brigade must bender Regroupor Defend
Orders

1 It must be ateastthree hexesaway from any enemy unit
O2dzy GAy3a GKS wl fnét&ounfidy thezy
SySyeé dzy rodif the “KaS/Eavi IBexboh ¢he
Broken Track

1 A unit can be rallied by an event chit by following th
procedure outlined in the chit descriptiortheRally chit
has slightly differentlistance to enemyestrictions

1 17.2 Rally ProcedureOnce eligible units have been

[¢)

If a successfulnitisre-Sy G SNA Y3 GKS YI LI FNR)
it is placel on itsBWsideon any hex that isit least three hexes
from any enemy unitlt must also bewithin three hexes of any
other unit fromthe ActiveBrigade If there is no other unit from

the ActiveBrigade on the map, then it must be within three hexes

[ Xofi aRdther KiGtBrom@ dzi® ' O A ¢hfvisionNIRtAS: iRrMQ &

possible, therit can be placed within three hexes afy friendly
unit. If no such hex exists on the map, then the unit may not
attempt to Rebuild until an eligible hex is available.

identified, the player may performRecoveryand or

19 Longstreet Attacks: The Second Day at Gettysburg

Examplex A y O Brigad@tas been taking heavy casualties and
the UnionLJt I 8 SNJ RSOARS& A U QdlliediThe] S
Disrupted44" NYis on itsBWside and adjacent to an enemy unit.
The fresh but Shake20" MEis immediately behindt. The16" MI
Aa Ay (0 KEBoxdn tiglBrokeh TrdckS
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If the Union player wants to do some rallying but also ke
fighting, he could givddefend Orders to the Brigade. This w
allow him to conduct Fire Comhatithdraw the 44" NYback two
hexes $ubjecting it to Opportunity Fijeand move thed" MEup

one hex to relieve them. During the Rally S&pce theboys from
New York arenow three hexes from any enemy unige can

perform a Recovery action dhe 44" NYand flip thed 5 A a NX
YIENJ SN G2 Ada a{KIF{Syé¢ aAiARS(

e

Z
D

If the playerhadinsteadchosen &RegroupOrder, none of his units
could move and he would only have been afoldRebuild thel 6"
MI66SOFdzaS Al Qa AofthelBroken Trackgitcd
both the 44" NYand 20" MEare too close to the enemy. If he h3
NRf f B8R 21y dthisSvouRl beSess thathe 16" MIQ &  /
2andwould allow theunit to beimmediatelyreturned to the map
on its BW side at least three hexes from gnenemy unit and
within three hexes of eitheof the other two Union units.

]

o

REBUILD OPTIONomore accurately reflect the fact that once
unit broke in combat it rarely returned in good order, v
recommend that younot allowa unit to everRebuild toits FRside
onceit has been placedn the Broken TrackJnfortunately; it is
not possible within the physical constraints of the game pack
to provide markers tdkeep track of such units. However, if playe
wish to do some additional bookkeeping, they may opt to
allow units that have returned from the Broken Track teeto
be Rebuilt to theirFreshsides ¢ they must remain on their
Battlewornsides.

Q)

Ve

N

18.0 End Turn Phase Procedures

Whenno chitsremainin the draw cup, players proceed to thsd
Turn Phasdo conduct various housekeeping procedures, che
on speciakituations,r Y R dzLJRF 6§ GKS 3l YS

18.1 Final Held Chit PlayBoth players may play one or more o
any eligible Event or CIC chits they are still holding at this(ime
anychits that werebeingheld, suchas ClCrirefightandRebel Yell
chits). First the Union player announceasdplays a chit followed
by the Confederate playeand so oruntil allthe eligiblechits are
played A player may not pass. If he declines to play he is done
the turn.

18.2 Victory Point Awards: Both players count the number of
Victory Points earned for the current turn and adjust the VP
markers to indicate the new neVP total depending on the
scenario being played

18.3 Reset Brigade Activation Status Markergny Brigade
Activation Status markeren ther ! O A @I G SR
001 2@SNJ (G2 GKSANI a! @FAtlt o
Brigades that will be entering play next Game Turn have th
Brigade Activation Status markers added to the existing group|
markers.

QX

p 18.4 Update Brolen TrackMove all units on the Broken Track to
the next lowernumbered box, except units located in the
a! O &Bok Wwhictsremain there.

185 Army of the Potomac Reinforcements and Confederate

Division Availability If the Union player has committedny
LJG@E&and Event Chits to theArmy of the Potomac
Reinforcements Tableluring the turn, he may roll a die, possibly
modified, and consult the table for any effect on the selected
Division Activation Ch{t19.3) Then if the Confederate player has
committed any Command Event Chits to thenfederate Division
|-Agailagility Talgle@uring the turn, he may roll a die, possibly
modified, and consult the table for any effect on the selected
Diision Activation Ch{t19.2)

18.6 Prepare for Next TurnBoth players gatheall their Event
OKAGa G23SGKSN) G2 3ISG NBI RS
Phasgincluding any assigned as Coamd Events to theDptional
RulesTracks) Finally, move the Game Turn marker to the next
space of the Game Turn Track. If this is the last turn of the
scenario, count the number of Victory Points for each side and
RSGSNXYAYS GKS 3FYSQa 6AYyYySNW®

'.F

e

S 19.0 Command Event Tracks

bt These threeprocedures are used onlyin the Grand Battle
scenari® (21.4and 21.5tol RR 42YS KA &G 2 NA Ol
ATé LI2&aaA0 At Thébak didedbfvery Ev@nt éhit hasS d
a Command EventIf the owning player chooses to use the
Command Event, he must elect to do so at the moment the Event
Chit is drawn. Heannotlater decide to use a Command Event Chit
as a Unigue Event Chit or vice versa. Those that are used for the
Command Event are placed in the appropriate boxes located on

Ck the Record Trackg hese chits so placed are then out of play until

Q the ENBFPHASL aTRRebelplayer may immediately placa

Command Eventhit on either of the twoConfederate Command

Event Tracks either Confederate Command & Controbr

Confederate Attack CoordinatianTheUnion player hasnly the

Army of the Potomac ReinforcementSommand Eventrack to

place one or more chits on

f

f0r19.1 ConfederateCommand & ControlThe performance of the
/| 2y FTSRSNI 4GS RAGAAAZ2Y 3ISYSNI
inconsistent.Players use the lower of the twmommand ratings
on the divisional leader chits unletsee Confederate player spesd
a Command Event to improve their leadership ability for the
current turn (only).During the course of play, the Confederate
LX F@SNJ YIFe 2LJi G2 dza Srawnyfér its9 @ S
Command Eventside. The first Track is the Confederate
Command & Control Tracknd jtcontainsa Command Rating Box
A fBréachl:oNI:@ thr@efcbrﬁébéﬁafé Division Generals. By placing the
St in (Kb box brrb oRB0 y' & AU alabncrbabel ha A 2
PIO2 NNB&aLRYRAYI [/ 2yFSRSNIGS DSy
ofcommand Ratindo the indicated Command Ratingiumber for
the remainder of te currentGame Turrfonly). Amaximum of e
chit can be placed on eachox If a Division leader becomes

a

20 Longstreet Attacks: The Second Day at Gettysburg

casualty (10.5b), this tracis used in the same manner for the
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awS LI I Gchis&hy iinproves the command value of thent

by one.

19.2 ConfederateAttack Coordination The three Confederate
commanders that launched the attack on the afternoon of 2ifly
were to have assaulted so as to mutually support one another
an echelon style attack. This option allows the Confederate pla
G2 FG4GSYLW G2 Y2@S dzlJ §KS | O
(McLawsand Andersoi sooner if he believes that their earlier
arrival would benefit his attack plans. The player may therefg
place one or more Command Eventhits on the Confederate
Attack Coordination Track During the End Turn Phase, thg
Confederate player chooses ofmrfederate Division Activation
chit located on the Game Turn Track (i.e., it is not in the game
and rolls the die, modifying it if applicablEor each chit placed,
GKS LI I @SN Ay ONRE dtledesult KalmibdifiRdA
die roll of 9 or more, GAdvanceDivision Chit One TunZ
Division Activation Chit is moved to theext lower-numbered
Game Turnbosp | NXO\D &ffed XF aay2 STF
(Note this means that you must commit at least 3 chits to have g
chance)

(

19.3 Union Army of the Potomac ReinforcementsThe entire
Union position hinges on the ability of the Army of the Potomac
NBIOG (2 [2y3adaNBSiQa Fdadl O
with the commitment of local supporting formations. The Unio
pla@ SNJ YIF& 2LJi G2 aGNB G2 I O0A
faster or call up the scheduled Reinforcements sooner than th
were historically available with this optional rule. The player m
commit one or more Command Evertits to the Army of the
Potomac Reinforcements Box During the End Turn Phase
starting in the 4:00PM turrthe Union player chooseme Division
Activation chitthat is not yet in the gamei.e.it is Uncommitted),
or one located on the Game Turn Track (i.e., itsisheduled
Reinforcenent) and rolls the die, modifying it if applicablEor
SIOK OKAG LX I OSRzZ (GKS LIX Hfghe N
result isa modified die roll 09 or more, GAdvancedReinforcement
One TurncOR Add One Extra Division Chit to the €up
Reinforcement ¥ision Activation Chit is moved to the next lower
numbered Game Turn boand all troops of that division are
advanced one turn in terms of entoy an additional Uncommitted

Division Activation chit can freely be added to the cup next tufn

6lt2y3a ALK GKS y2NNItfe |f
LyAz2zy wSallRyaSé LINE QBAwdrnSstart 2
on turn2.

200 0 Designer’s Notes

Thank you for purchasing and playing tthigd installment in the
wS@2ft dziA2y DI Y$ha drstdand 3ecofdGamds, S
{ G2y S &Wwdrdf @@ Thunder in the Ozarkswere great
successsfor Revolution GamesFred and want to thank all of
you who supported tbse efforts. The Blind Swordssystem is

designed to create an environment where players primarily deal

with commandand-O2 y (i N2 f A & a dz$a 3l yasRa s
G OK I 2 & .¢ By usingchitditaws, we allow for many of the
exigencies of the battlefield in a straigldrward mamer.

Blind Swordssystem Additionally, this system is meant to present
a tactical feel, but without the rules overhead that normally
accompanies systems at this scal@he players will be
maneuvering regiments and batteries on the mapt without the
need to micromanage thenforethought and planning will be key
infactors, butpal Y2 dzy G ¢Aff oS GKS LX I @&
yeradapt to changesn the battlefield
LAGLFGAZ2Y 2F (KS (62 AGCNRBISYy 5iA0
There are some unusili mechanics and methods used in this
re system.Note that firing your units comes before movement, that
there are no Zones of Control, that Brigade Orders are
intentionally narrowly definegand that Eventhits allow for out
of-sequence interventions by bbtplayers. This leads to a rhythm
etpf interplay, akin to the two players skillfully boxing each other
rather than simply taking turns hitting each other over the head.
S NRff o0& a
KTBe bigest difference in Longstreet Attacks over its two
predecessorss the sheer geand densityof this battle compared
S @ Cedar Wountdirthd Fe&Ridgdhis game will give you a unique
nyfeel for commanding massive, packedether formations
maneuvering in the immediate vicinity of equally dense and
intimidating enemy forces. Expectgeat degree of command
aryEASGeéd 6KSy GKS 3I+HYS 3Sia
to
We/ Hope Ltbaaf you ehjdy Origdiréeti Adacksoyilgl (g @ QNS 2 3
N hard to keep this series freslexciting,and moving forward to
@dthérSerrifickAEW 63ttigTields YhYthe (futufe RThanlks @dath ardly
eygood gaming!
Ry
HermannLuttmann

D

d
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Managingbattlefield chaos in a historical context is the goal of th
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21.0 Scenarios

la {A01tS&aQ LLL /2NlJa GNR2LA
Orchard and past the left flank of Il Corps, General Hancock
20aSNWSRY aDSyidtSYSy GKFd A&
GNR2LJA ¢gAff 06S O2YAy3d ol 01 ¢

Developers noteThe scenariosontain a fair number of special
rules.Theseare needed to show the slowness of the Union
response and the limitations of leadership on both sides. We
tested the game without many of these rules and it was a poor
simulation andplayedlike day 3at Gettysburgno fun at all

21.1 THE ROUND TOPS
The Battle for Big and Little Round Top

Scenario Length6 Game Turns4(20¢ 6:00)
SpecialScenarioRules

a. Area of PlayOnly a limited area of the map is in bounds for|
this scenario. The perimeter of the scenario area is a borde
of hexesNB LINB & Sy G Ay 3 (i Kabed ésYotlok
#HT24->#35240 F t £ AQEEHNE KSESEB->I N
#28136 | £ £ & E Brerin Bouns$-EEA0> 2720->

2724 The perimeter hexes aria playand hexes outsidehie
perimeteraretreated asoff-map. No units mayoluntarily
move outside the designated play area. If a unit is forced tq
retreat outside the scenario perimeter, treat this in the sam

way as a unit retreating off the game map.

Eligible ChitsA limited number of chits are used in this
scenario. Each player has ofilye Eventchits available for
use, as follows:

1 Confederate:Relel Yell, Confident ANV
Veterans, Brigade Reserve Marel Firefight
1 Union: Firefight Confident Rebel FatigueStand

to It andRally

In addition, amly the Fog of WalWild chit is used. The relevant
Division Activation Chitare also available (per the normal rules
and as detailed in the Scenario Setup and Reinforcement
Schedule)No other chits are used in this scenario.

c. Command Decision PhasEach player stiflelects one
(Union)or two (ConfederateKey Chi normally.Players will
randomlyexcludeone ortwo Event chitsandthen place the
remainingone (Confederate) or twqUnion)non-excluded
Event chitsnto the cup(for a total ofthree Event Chits in

the cup from each side).

d. No Command Rating Die RoWherevera Division
Activation Chit is drawthere isno die roll needed against

Y I thETKrnRindRytingl & chdsén dBiigade i onsidétedl tot
automaticallyhave aFull Activation

I &4LX SYRAR T R@OIFIyOSe® . dziz (K2a

S &l B NoZamdnarid &ventdlo Command Events are used in this

scenario. Only the Unique Everfteach Event Chit can be
utilized.

Reinforcement PlacementJnits brought into the scenario
during the course of the game are placed in the indicated
hexes. If the assigned hex is occupied by an enemy unit or is
adjacent to an enemy unit, the reinforcing unit is placed in
the closest available hex to the assigine$ E ® ¢ KA &
FgFAftloftS KSE¢ Ydzad ftaz2 o8
Area of Play (west and south for the Confederates and north
and east for the Union).

Victory Conditions There are three Victory Hexes: the
summit ofBig Round Toghex #323) Top and the summit
of Littte Round Tom KSE | Q&4 ommc | yR
23 §q:ntro|,s Wﬁmost number of these heAsz:s WinsAthe scenario.
B Ac’x)/ zé’é’dﬁy’eﬁié‘:u 2F¥ I KSE o0Sft2z2y3a
occupies the hex or was the last to occupy the Wdksuch
hexes begin the scenario in control of the Union player.

=

UNION SETUP
Ward’s Brigade

4 ME( 2820;2 USSS (&) 3122 (Skirmish Order)

1%

Vincent's Brigade
20 MEC 3217;83 PAG 3216;16 MI¢ 3215;44 NY¢ 3214

Division Activation Chits BirneyandBarnes

CONFEDERATE SETUP
Law’s Brigade
47 ALg 2924;15 ALg 3024; 4 ALg 2922

Robertson’s
4 TXc 2721;5 TXc 2822

Brigade

Division Activation Chits-Hood

UNION REINFORCEMENT SCHEDULE
5:00- Hazlett(Enter in hex 3214)

5:20-We ed’ s (8B40 NY(Bntken hex 3214)

5:20- Division Activation Chits-Ayres
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CONFEDERATE REINFORCEMENT SCHEDULE
5:20-Law’ s @8 Al¢Eater in hex 2819)

21.2 THE WHIRLPOOL

The Battle for the Wheatfield5 S @A f Qa1 HRY] @& Ry

Scenario Lengthl0 Game Turns4:20¢ 7:20)
Special Rules

a. Area of PlayOnly a limited area of the map is in bounds fo
this scenario. The perimeter of the scenario area is a bord
2F KSES& NBLNBaSyidiry3d (GKS
#1822->#28226 | £ t2¢ GEEBRS & ntsNER82Z>y
#2811, #2811->#18116 | f f1¢ aEEMS A | NB
#1811-> #1822 The perimeter hexes aria playand hexes
outside the perimeter are treated as affiap. No units may
voluntarilymove outside the designated play area. If a unit

forced to retreat outside the scenario perimeter, treat this in

the same way as a unit retreating off the game map.

Eligible ChitsA limited number of chits are used in this
scenario. Each player has oslyEventchits available for
use as follows:

1 Confederate:Rebel Ydll Confident ANV
Veterans, Rally CommandMomentumand
Firefight

Union: Goad Ground Commandviomentum,
ConfidentFirefight Stand To ltandw I f f &
the Flag

In addition, theFortunes of Waand Fog of Walild chits are
used. The relevarivision Activation Chitsare also available

1
g

(@]]

A

4

(per the normal rules and as detailed in the Scenario Setup an

Reinforcement Schedule). Thell in the Battlechit is notused,
and theCIC Chitsnay be used (see below).

c. CIC Chitswhenevera playerattempts to usehis GC chiton
achosen Brigadeéhe mustfirst roll a dieto see if the CIC is

successful in his activation attempt. Apply follows:

Longstreet:1 - 4 = the CIC chit successfulhis turnand
may activatehe brigade 5 - 6 = the CIC Chit éiscarded
with no effectthis turn.

Sicklesi - 3 = the CIC chit isuccessfuthis turn;4 - 6 = the
CIC Chit idiscarded with no effedthis turn.

Hancock(if Sickles is a Casualt})- 4 = the CIC chit is
successfuthis turn;5 - 6 = the CIC Chit discarded with no
effectthis turn.
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Command Decision PhasEach player still selects one
(Union) or two (Confederate) Key Chits normally. Players will
randomlyexcludeone or two Event chitand then place the
remainingtwo (Confederate) or three (Union) noexcluded
Eyentchitsinto the cup(for a total offour Event Chits in the

AR3S

cup from each side).

No Command Eventdo Command Events are used in this
scenario. Only the Unique Event of each Event Chit can be
utilized.

Reinforcement PlacementJnits brought into the scenario
during the course of the game are placed in the indicated

G Y | hdxeS. R théassighey ex id détufesl By ah énendy 2irfit bras g
2 dz adjacent to an enemy unit, the reinforcing unit is placed in
y  dh2 dpgddtavailable hex to the assigfe$ E ® ¢ KA &

a
I gL AflrotS KSEé¢ Ydzad faz2 o8
Area of Play (west and south for the Confederates and north
and east for the Union).

Confederate WithdrawalHistorically some Rebel units
remained in this area for onlyortion of the engagement,
moving onto fight inthe Slaughter Peareajust outside the
scenario boundariedn order to reflect that realitythe 44
AL 48 ALand2 GAunits may be withdrawn from the game
beginning with the5:40 Game Turn anthereafter. If any of
the listed units arenot currentlyEngaged with a Union unit
at the start of its movemenStep during any activation (by
Division or CIC Chit), the Confederate player simply picks up
the unit and removes it from the gamH.it is Engaged at the
check again each subsequent turn until all three are

i
Uw 2 d{&elé> . .
thdrawn. Note this means that a CSA unit on a Defend or

Attack order could fire causing Union units to retreat or be
eliminated and then the CSA unit would be withdrawritas
no longer engagedt the start of its movement step

First Turn Artillery Phase an@onfederate Preliminary
Bombardment5 dzZNAy 3 G(GKS FANRG DI YS
(only), Union Artillery units may not be activatelshstead,

the Confederate playeamlls for the abstracted effects of the
Rebel artillery preliminary bombardment against the Union
guns. He rollsne die foreachof the three hexes of the
Wheatfield RoadUnion Gun Line (1914, 2014 and 2114).

Each die roll is applied to that hex as follows:

1= no effect;

2-3=apply one Morale Hit to any unit (Confederate
playelQ éhoice);

4 -5= apply two Morale Hits total to any unit(s);

6 = flip one unit over to its BW side.
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After applying any effectshe Artillery Phase iinished,and
playersproceed with the normal sequence of play.

Hood is WoundedGeneral Hood was shot down right
before this part of the battle began. To reflect this, the
Confederate player must begihe¢ game with theHood
oReplacement Division Activation Chit in the cup.

Confederate Division Command Ratingsl RebeDivision
Activation Chitsuse theirhigherCommand Ratingé ¢ fore
AndersorandHoodd w S LX | O presNcliaévs at all
times in this scenario.

Victory Conditions Each side scorédéctory Pointshexes it
controls at the end of the scenario, as folloWEhese
locations are marked with colored circles with stars and the
number of VP)

1 VPfor each of the following hexe&tony Hill(2216, 2315
and 2316)Ho u ¢c k' £71R27d70aed 2718) anD e v i |
Den (2719 PeachOrchard(1815 andl914)

3 VPdor each of the following hexed:Weichert(2613) and
Trostle Farns (2211).

Total VPs available 5

G/ 2yiNRté 2F || KSE o6Stz2y3a
the hex or was the last to occupy the hex. All Victory Point hex
begin under Union control at the start of the scenavald each

& A R S at&he eondiusion of th@:20Game Turrand take the
difference. The side with higher totadins the gameby the
following levels based on the VP differential:

0 VP=Draw

+1to +3VP=Minor Victory
+4to +6 VP=Major Victory
+7and more =Decisive Victory

UNION SETUP

Artillery Units
Hart & Clark- 1914;Phillips- 2014;Bigelow- 2114;Winslow ¢

2515;Smith (a)- 2719

Graham's Brigade
68 PAC 1913
Burling's Brigade

7 NJg 2013;8 NJg 2317;115 PAg 2317

De Trobriand’s Brigade

110 PA-2016,5 MI-2217;17 ME-2417;3 Ml - 1915
War d’

s Brigade

ES
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2 5:2DRidsion Activ@iongLCRits Gatdwel dZNNB y (i £ &

99 PAC 2715;20 ING 2716;86 NYg 2717;124 NY-2719

Sweitzer’'s Brigade
32 MA( 2314;62 PA; 2414;4 Ml ¢ 2514

Tilton’s Brigade
22 MA( 2614;1 Ml ¢ 2614; 118 PA; 2614;18 MAG 2714

Division Activation Chits Birney Humphreysand Barnes

CONFEDERATE SETUP
Anderson’'s Brigade
9 GAC2119;8 GA 2219;11 GAg 2319;59 GAc 2419

Robertson’'s
3 AR¢ 2518;1 TX- 2519

Brigade

Division Activation Chits Hoodd w S LJt I GC8ity Sy (i ¢

s
UNION REINFORCEMENT SCHEDULE

5:20Kel Il y'™ s ( 168/6988NY, 2BMA 1dGaPdNENter
in hex 2411)

5:20Cr 0s s’ -BNHil4B8#A84 PA61 PA(Enter in hex
251))

2 00d

5:40-Zo ok’ s -@&rNK 3PadNY 10 PA57 NY(Enter in hex
2411)

5:40-Br oo k e’ s2 64 NY&IPA27 CT145 A
(Enter in hex 2511)

6:00-Bur bank’'sl7B¥1USadUs7 US2 USEnter
in hex 2711)

6:00- Division Activation Chits-Ayres

6:20-Day’ s

hex 2814)

Bl4 U2 WSé US4 US 3 US(Enter in

CONFEDERATE REINFORCEMENT SCHEDULE
4:20-Benni ng’ -€95 @Ar20 @A&Edter in hex 2222)

4:20-Law s

B r* i 44 Ald 48 AlEnter in hex2722)
* - for this scenario, treaboth2 ¥ [ uni &3 delonging to
. SY Y A yai@fér allgaide@irposes.

4:40-Ker shaw' s8S83SCB®R GE@3 SC7 SGEnter
in hex 1922)

4:40-Benni ng’-2GARY7GAEntErIN hex2522)
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4:40- Division Activation Chits-McLaws

5:20-Ker s haw' s15 8(Eitay ia deg2222)

5:40- Check fowithdrawal of44 AL 48 AlLand?2 GAfor
remainder of scenario.

6:00-Bar ksdal e -21 MS(Entey g Hex 1815)

* *_for this scenario, treat | NJ & @it &s Befddging to
WoffordQ & adeNdr &lgamepurposes.

6:20- Semmes Brigade50 GA10 GA51 GA53 GA(Enter in
hex 2022)

6:20-Wo f f or d’ <sPhilips liegicn@obbs LegioyB GA
Sharp; 24 GA 16 GA 18 GA(Enter in hex 1816)

6:20-Wi | c o x ' s8 AB(Ernitegi@a ltexd812

6:20- Division ActivationChits— Anderson

21.3 ASSAULT ON EMMITSBURG ROAD

The Battle for the Peach Orchard & Cemetery Ridge

Scenario Lengt Game Turng5:40 —8:20)
Special Rules:

a. Area of PlayOnly a limited area of the map is in bounds for

this scenario. The perimeter of the scenario area is a border

2F¥ KSES& NBLNBaSyidiAy3d (GKS
#2600-> #2618 -> #1021 The perimeter hexes ariea play

and hexes outside the perimeter are treated asoffip. The
perimeter hexes ar@ playand hexes outside the perimeter
are treated as offnap. No units mayoluntarilymove
outside the designated play area. If a unit is forced to retre
outside the senario perimeter, treat this in the same way ag
a unit retreating off the game map.

Eligible ChitsA limited number of chits are used in this
scenario.The Rebel player has ordgvenEventchits
available for use and the Union playeas onlysix Event
chits available for use as follows:

Confederate:Rebel Ydll Double TimeConfident
ANV VeterangCommand Confusion, Ralgnd
Firefight

Union: Goal Ground Confidenf Command
ConfusionFirefight Standto It! and Rally

5 1
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In addition,the Fortunesof Warand Fog of WalWwild chits
areused. The relevarivision Activation Chitgare also
available (per the normal rules and as detailed in the
Scenario Setup and Reinforcement ScheddlegLull in the
Battle chit is notused,and theCIC Chitsnay be used (see
below).

CIC Chitswhenever a player attempts to use his CIC chit on
a chosen Brigade, he must first roll a die to see if the CIC is
successful in his activation attempt. Apply as follows:

Longstreet:1 - 4 = the CIC chit successfuthis turnand
may activate the brigades - 6 = the CIC Chit éiscarded
with no effectthis turn.

Sickles1 -2 = the CIC chit successfuthis turn; 4 - 6 = the
CIC Chit idiscarded with no effedthis turn.

Hancock

(if Sickles is a Casualtty)- 4 = the CIC chit successfuthis
turn; 5- 6 = the CIC Chit éiscarded with no effedhis turn.

Command Decision PhasEach player still selects one
(Union) or two (Confederate) Key Chits normallye Rebel
playerwill randomlyexcludethree Event chitsand then
place the remainingwo into the cup. The Union player will
randomlyexcludetwo Event chitsand then place the
remainingthree into the cup.This will provide #otal of four
Event Chits in the cup from each side.

N? Cg dPE§%ts

scenano
utilized.

Preliminary BombardmentDuring theArtillery Phaseof the
first game turn, the Artillery Steps are reversed. The
Confederate Artillery Step occurs first and then the Union
Artillery Step. In addition, the Confederate player may
conductthree such Artillery Stepto start this phase before
the Union playemay conduct his first step. Normal
alternating Artillery Steps begin at that point. Starting with
the 6:00 Game Turn the sequence returns to normal.

re us h

Evet Com
'n (h ver?tChlt can be

ytheU queléJ 26

Bar ks dal eAtthe stars of theCHit Draw Phasef

the first Game Turn (only), the Mc L a w sidn Ad@ivation
chitis automatically the first chit drawn from the cup and
does not need to make a die roll against its Command Rating
¢ the chit is automatically successtilring this draw.
Thereafterreplace it into the cup andormal rules apply.

Frozen Units! Yy R S NEoafgtl€rateDivisionisfrozenin
place untilGame Turn #86:20). D A 6 0 &gl Q-aeliion
Divisions ardrozenin place untilGame Turn 8 (6:40). This
includesall Union Atillery units adjacentto or stacked with
units ofeither frozen Union Divisioand Weir and Brown
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Frozen units may ndie activated normally but may only be
activated by CIC Chand may not choose Attack or Defend
orders. Frozen unit€annotbe selected for use with an
Event Chit. Should any of thesErozen Divisions units be
attackedby Fire or Close Combat, the Division to which the
attacked unit(s) belongs has [8vision Activation Chit
immediatelyplaced into the cupThat Division is no longer
frozen and will function normally for the rest tifis turn and
thereafter. Note that frozen Generals are still considered to
0S aAy LXlFe&¢ FyR adzomaeSoi i

Confederate Division Command Ratindgoth Rebel
Division Activation Chit§McLawsand Anderson use their
higherCommand Ratigsl & ' ff GAYS&a Ay
YR anész NBaAaLSOGAGSteoo

Victory ConditionsVictory is determined at the conclusion
of Game Turn 11 (8:20Jhe Confederate player (only)
scoresVictory Pointsbased on théhexes his units control at
the end of thescenario, as followgThese hexes are marked
with colored circles. For this scenario the color of the circle
does not matter.)

1 VPfor each of the following hexefRogers Farn(1706)
Klingel Farm(1709) Emmitsburg Road Exi1800)and N.
Cordori(1803)

1 VPfor eachPeach Orchardhex (1815 andl914)

2 VPdor the Trostle Thickei(2207).

3 VRsfor Trostle Farmhex(2211)

Note that the hex 2613 is worth no VP in this scenario.

1 VPfor everyfull 5 SPof Confederate Infantry unitaé
modified by theircurrentcondition) that exit the scenario
perimeter from hexs#2600to #2613 to #2215(inclusive).
These units may not return to the gamEhemaximum VP
that can be awarded to the Confederate player for this
condition is a total o2 VP

Shouldthe Confederateplayercontrol either theMrs.
Brown (2401) or J.Hummerbach(2504) hexat the end of
any Game Turthe game ends ani is aDecisiveVictory for
the Confederates.

G/ 2yiNRté 2F | KSE o6Sfzy3aa
occupies the hex or was the last to occupy the hex. All
Victory Point hexes begin under Union control at the start g
the scenario. Total the number of VPs scored by the
Confederate playefonly)and cetermine the result as
follows:

4 or lessVPs = Decisive Union Victory
5 VP = Major Union Victory

6 VP = Minor Union Victory

7-8VP = Draw

2

f

9 VP = Minor Confederate Victory

Longstreet Attacks: The Second Day at Gettysburg

10+VP = Major Confederate Victory
Automatic = Decisive Confederate Victory

UNION SETUP

Artillery Units
Clarkg 1914;Ames & Bucklyrg 1714;Seelyg 1610;Turnbullg

1608;Woodruff ¢ 2000;Brown ¢ 1902;Cushing; 2202;Arnold ¢
2101;Thomasg 2506;Weir ¢ 2105;Sheldong 2405

wh e HRENBL & égzbgﬁé SFFSOtao
3 ME(Skirmish Ordery 1716;1t USSS (g)Skirmish Order,
1509;15tUSSS (kSkirmish Orderg 1507

U5 Agdh o8P S TN 2g a0d%eP €

68 PAC 1913;141 PA; 2214;114 PAg 1713;57 PA 1711;105
PA¢ 1712;63 PA(Skirmish Orderd 1513

Brewster’'s Brigade
71 NYg1911;72 NYg 1912;73 NYg 1813;120 NYg 1910;70 NY
¢ 2012;74 NYc 1908

Carr’'s Brigade
11 MA¢ 1707;12 NH¢g 1809;16 MA¢ 1708;11 NJ; 1810;26 PA
¢ 1907;1 MA(Skirmish Orderg 1605

Burling’s Brigade
2 NH¢ 1814;7 NJg 2013;5 NJ(Skirmish Orden 1511

Harrow's Brigade
19 ME¢ 2302;15 MA¢ 2403;1 MN¢ 2502;82 NY¢ 2603

Webb’s Brigade
69 PAG 2102;71 PA; 2301;72 PA; 2402;106 PAg 2202

Hall's Brigade
19 MA¢ 2204;20 MAC 2103;7 MI¢ 2103;59 NY¢ 2102;42 NY
¢ 2203

Smyth’s Brigade
14 CT¢, 2200;12 NJ; 2100;108 NYg 2000;1 DE(Skirmish Order)

¢ 1500

UNION REINFORCEMENT SCHEDULE
6:40 - Frozen Division Activation Chsit GibbonsHays

7:40-Wi | | ar d’-39 NB125 YA HL &Y 126 NY(Enter
inhex2609. . .. < . A f e
02 GKS aARS 4KAOK OdNNByidft e

CONFEDERATE SETUP

Artillery Units
Carlton & Manlyg 1518; Taylor & Parkerg 1417;Moody &

Gilbert ¢ 1315;Pattersong 1212;Woolfolk & Jordan- 1416

Barksdale's Brigade
21 MS¢ 1418;17 MS¢ 1317;13 MS¢ 1217;18 MS¢ 1316
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Wofford’s Brigade
16 GA; 1218;18 GA; 1117;24 GA¢1116;P hi | | i p&3s
GA S 1115;Cob b’ s ¢l10Egi on

Wilcox's Brigade
8 ALc 1313;10 ALg 1211;11 ALg 1210;14 ALg 1209;9 ALg
1208

Lang’'s Brigade
5 FLg 1107;8 FLg 1106;2 FLg 1105

Wright's Brigade
22 GA; 1004;3 GA( 1003;48 GAc 1002;2 GA(Skirmish Ordeg
¢ 1203

Posey’'s Brigade
48 MS¢ 1001;19 MS(Skirmish Orderd 1101;16 MS(Skirmish

Order)¢ 1100;12 MS¢ 1000

CONFEDERATE REINFORCEMENT SCHEDULE
6:20 - Frozen Division Activation ChitAnderson

22AHAMMERI N SI CKLES
Scenario)

Longstreet Attacks the Sickles Salient

Scenario Lengthl4 Game Turns4(00¢ 8:20)
Special Rules

a. CIC ChitsWheneverthe Unionplayerattempts to use the
Sickle<CIC chit on a chosen Brigatie rolls a die and
applies as follows:

Sicklesi - 4 = the CIC chit successfuthis turn;5 - 6 = the
CIC Chit idiscarded with no effedthis turn.

The Longstreetand HancockCIC Chits arautomatically
successfueach turng no roll is necessary.

b. Confederate Division Command RatingRebeDivision
Activation Chits(McLaws Hoodand Andersoi use theidower
Command Ratingi this scenariainless raised by playing
commandevent chits. See (19.1)

b. Preliminary BombardmentDuring theArtillery Phaseof
GameTurn 1, the Artillery Steps areeversed The
Confederate Artillery Step occurs first and then the Union
Artillery Step.The Rebelplayer conducsthree such Artillery
Stepsto start this phaséefore the Union player may
conduct his first stepgNormal alternating Artillery Steps
begin d that point. Starting with Game Tui2) the sequence
returns to normal.

27  Longstreet Attacks: The Second Day at Gettysburg

Command Decision PhasEach player selectme (Union)

L e g dr v (Confederate) Key Chits normalfhe Uniorand

Confederateplayer willeachthen randomlyadd four more
Event chitsnto the cup. The remaining chits for each side
are excludedfor this Game Turn and placed aside

Ho od’' s dunng thewehtite first Game Turn (only), the
HoodDivision Activationchit does not need to make a die
roll against its Command Ratigghe chit is automatically
successful each time it is drawnring the first Game Turn.
Thereafter, normal rules apply.

TheScklesSalient The position of Il Corps at the start of
the Rebel attack wasoexposed and erratically deployed
that unit cooperation and coordination was severely
hampered. To simulate this early disadvantadpe tinits of
the Union Division8irney HumphreysBarnes Caldwel]
Gibbon,and Haysall start deployed on the map bufo not
yet have their respective Division Aatation chits placed
into the cup. The Brigades of thegeUncommitted
Divisionscannot be activatedexceptby CIC Chiuntil their
respective Division Activation chits enter the gambe

( G pivigiomAgiivatiqB Gitp fgtaysagd Gibbonare added to

the draw cupthe turn after Andersoris added to the cup by

the CSAHaysand Gibbonmay not be advancedy the

Union player playin€@ommand Everthits to do so.

Beginning withthesecondt ur n’ s Command De
(4:20pm) and withthe nextthreei dzNyy Qa / 2 YY Il Yy R
Phase, the Union playselects any on®f Barnes Birney,
Humphreys or Caldwellto place into the cup(and thus

makes that Division available for normal activation this turn).
Reinforcements (for examplé, & NIBWisiOn which arrives

on thesecondGame Turn) still have their Division Activation
Chits added to the cup normally when they arrive. Brigades

of Uncommitted Divisions can still be activatedebynion

CIC Chiaind function normally whilso activated. Uits of
Uncommitted Divisionsanbe selected for use with an

Event ChitNote that Uncommitted Generals are still
O2yaARSNBR (2 06S aAy LXlLeeg
effects.Also note that units of these Divisions can still

defend themselves normal] including issuing eligible
Defensive Fire and Defensive Support Higt that does not
commit them

Union Artillery: Much of the Union artillery was held back
and not committeduntil later in the battle. At the start of

the gameThompson Phillips Hart, Bigelow, Turnbull,

Thomas Walcott, Watson, Sheldon Weir, CushingArnold,
Brown, andWoodruff are on the map but may not mows

fire until they are releasedn addition,Barnesand Gibbsare
reinforcements and may not enter at hex 360l they are
released. In the Artillery Phase of thedOturn the US player
may releasefour artillery units. In each subsequent turn he
may releaseéwo more until all Unionartillery units have

been released. If the CSA player fires at a Union artillery unit
that has not been released is released immediatelyrhe
Union player may use any method he prefers to show which
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Union artillery units may not yet move. Turn them sideways
mark withsome other marker not included in this game,
write them down, etc.

g. Confederate Division CoordinatiorThe units of the Rebel
Divisions oMcLawsand Andersorstart deployed on the
map but do not have their respective Division Activation
chits placed into the cup until later in the scenario (as
indicated in the Confederate Reinforcement Schedule).
These two Divisions aferozen Divisiongnd cannot be
activated(except by CIC Chitntil their respective Division
Activation Chits are placed into the cup. Brigades of Froze
Divisions can still be activatdyy the LongstreetCIC Chibut
cannot select Attack or Defend orders for the activated
brigade.Frozen unit€amot be selected for use with an
Event Chit Should anyf these Frozen Divisionsits be
attackedby Union Fire or Close Combat, the Division to
which the attacked unit(s) belondms itsDivision Activation
Chitimmediatelyplaced into tte cup. That Division is no
longer frozen and will function normalfgr the rest of this
turn andthereafter.

Note that the differences between rule3 andg) aresignificant

* Union Uncommitted formations come in at the player's whim
but are never released by Rebel action (reflecting their surpris
and Sickles' stumbling around).

* Rebel Frozen formations come in on a-get historical
schedule but can be unfrozen if attackieg Union troops (so tha
prevents the Union from attacking them unrealistically)

o)

h. Confederate Flank Guard'he7™ Georgiaregiment (from
I Yy RS NBrigadehh 2 2 Riflsion) was assigned to flank
JdzZl NR Rdzieé G2 LINRGSOUG GKS
cavalry raids and wandering patrols. It is set up in hex #213
andmay not movefrom that hex for the entire game unless
a Union unit moves withi® hexesof it. At that point, it may
0S AyOtdzRSR Ay GKS y2NXNI ¢

i. Union Movement Restriction:The Union player may not
enter hex rows 1000 to 1300, inclusive

j- Union Brigade Reserve Movemeriite UnionBrigade
Reserve Movemeriiventchit isonly available to beplaced
in the cupon the Game Turn thahe McLawsDivision
Activation Chiis placed in the cuBefore then, this Event
chit cannot be used by the Union play&his represents the
Union Command speeding up their response to the
increasing tempo of battle.

k. Lull: TheA Lull in the Battl&Vild Chit(10.8)is placed onto

h

2

the Game Turn Track the Game Turr#12 (7:40) space. At

28 Longstreet Attacks: The Second Day at Gettysburg

- 06 A @l-f" f

the start of that turn,and each Game Turn thereafter until a
successful roll is made, either player rolls a die. On a die roll
of 1 -3, place the chit into the cup eadhameTurnfor the

rest of the game.

Victory Determination:At the conclusion oGame Turn #14
(8:20), figure out the total net Victory Points usinget
following procedure for determining victory and defeat. Both
players earn Victory Points (VPs) based on certain
accomplishments each turn and then apply the net difference
Ay xta G2 GKS N¥zyyAy3a Gz2al ¢
should adjust the ssigned Victory Points markers to indicate
who is ahead in net VPs.

a. CasualtiesVPs Players will each eartz VPfor every
enemy SRusing theFRside of each unit or the largest
BWside ifFragile locatedanywhereon theBroken Track
at the end of the game, and¥z VPfor each SP of
eliminated enemyArtillery and Fragileunits.

b. Hex Control VPsBoth players earn additional VPs by
controlling certain hexes during the game, as detailed in
SIOK aO0SyIFNA2d &/ 2YGNRE E A
(of any type) to physically occupy the hex in question at
the end of the turn (remaining in the hex, or even on the
map, is not necessaryHex Control VPs are awarded
each Game TurnThese VP hexes are marked on the map
with circles with stars in themral a number. A blue circle
is Union only. A red circle is Confederate only. A circle
that is red and blue means either side can collect VP for
the hex

Union Hex Control
1 VPfor eachPeach Orcharthex (1815 and 914)
1 VPfor eachStony Hillhex (2216, 2315 and 2316)

[ NI & Qa1 vNdr 3akhii o T & k ¥ hex BINB, ¥7a 7 afd\221¥)

1 VPfor eachLittle Round Tophex (3116 and 3117)
1 VPfor N. Cordori(1803)
efate_ Hex Con a = =
for eachPeach c%a?@%kﬁ(l%l% gn% 91'4)NJ\ kR
1 VPfor eachStonyHill hex (2216, 2315 and 2316)
1VPforeachHo u ¢ k' hex R718, 8747 and 2718)
1VPforDevi | (289 Den
1 VPfor Big Round To[3223)
1 VPfor eachLittle Round Tophex (3116 and 3117)
1 VPfor Emmitsburg Road Ex({t.800)
1 VPfor Klingel Farm(1709)
1 VPfor Rogers Farnf1706)
2 VPBsfor Trostle Thicke(2207)
3 VPdor J. Weickert(2613)
3 VPdor G. Weickert(2708)
3 VPdor Trostle Farm(2211)

4 VPdor J. Munschowe(3113)
4 VPsfor eachUnion LOChex (4009, 4015)

Revolution Games, 2018



Should the Confederate player contrahy of the
following hexes at thendof any Game TuraAMrs.
Brown (2401), J. Hummerbact{2504)or Powers Hill
(3402)¢ the game ends ani is aDecisive Victory for
the Confederates.

c. Victory Determination:During theEnd Turn Phasef the

last turn of each scenario, both players consult th
Victory Point Track and cressference the net total
Victory Points earned by either player and consult th
scenario victory conditiong.he player witlthe most net
VPs wins the game. An exact tie in the VP total is a Drg
The level of Victory is determined as follows, based
the net VP total for the winner:

1 through 15 VPs=Minimal Victory
16 through 30 VPs=Minor Victory
31 through45VPs=Major Victory
46+ VPs=DecisiveVictory

UNION SETUP

Artillery Units

Smith (a)¢ 2719;Smith (b)¢ 2817;Winslow ¢ 2515;Clarkg
1914;Amesc 1714;Bucklyng 1714;Seelyc 1610;Turnbull ¢
2507, Walcott & Watsort, 2907;Hazlett¢ 2613;Phillips &
Thompsong 2510;Hart & Bigelow¢ 2509;Woodruff ¢ 2000;
Brown ¢ 1902;Cushingg 2202;Arnold ¢ 2101; Thomasg 2506;
Weir ¢ 2304 Sheldong 2405

Ward's Brigade

3 ME(Skirmish Ordery 1716;15t USSS (g)Skirmish Order
1509;15t USSS (k(Skirmish Ordery 1507;2" USSS (g)Skirmish
Order)g 2524;2" USSS (k)Skirmish Order) 2121;4 MEC

2719;86 NY& 124 NYg 2718;20 INg 2717;99 PAg 2716

De Trobriand’s Brigade
110 PA-2317;40 NY¢ 2316;17 ME- 2416;5 Ml ¢ 2216;3 MI
(Skirmish Order) 1918

Graham” s Brigade
68 PAG 1913;141 PA; 1815;114 PA; 1713;57 PAG 1711,
105 PA; 1712;63 PA(Skirmish Ordery 1513

Burling’s Brigade
6 NJ& 8 NJ& 115 PA; 2214;7 NJg 2013;2 NH¢ 1814;
5 NJ(Skirmish Order 1511

Brewster’'s Brigade
71 NYG1911;72NY¢1912;73 NY¢ 1813;120 NYg 1910;70 NY
¢ 2012;74 NY¢ 1908

Carr's Brigade
11 MA¢ 1707;12 NH¢ 1809;16 MAG 1708;11 NJ; 1810;26 PA
¢ 1907;1 MA(Skirmish Ordery 1605

D
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Vincent’'s Brigade
44 NYq 2713; 16 MI-2712;20 MEC 2711; 83 PA; 2710

Tilton’s Brigade
22 MA& 1 MI¢2808;118 PA& 18 MAG 2708

Sweitzer’'s Brigade

4 Ml ¢ 2611;32 MAG 2609;62 PA-2610

e

Cross Brigade
81 PA& 5 NHq 2407;61 NY& 148 PA- 2307

n
Zook's Brigade
52 NY& 57 NY& 66 NY¢ 2406;140 PAg 2505

Kel | v ' Bsigadel r i sh)
63 NY/69 NY/88 N¥ 2306;116 PA& 28 MA¢ 2207

Brooke’s Brigade

2 DE& 64 NY& 27 CTg 2206;53 PA& 145 PAg 2305

Harrow's Brigade

19 ME¢ 2302;15 MA¢ 2403;1 MN¢ 2502;82 NY¢ 2603

Webb’s Brigade

69 PAg 2102;71 PAg 2301;72 PAg 2402;106 PA¢g 2202

Hal | s Brigade
19 MA¢ 2204;20 MA¢ 2103;7 MI¢ 2103;59 NY¢ 2102,

42 NY-2203

Smyth’s Brigade
14 CT¢ 2200;12 NJ; 2100;108 NY¢ 2000;1 DE(Skirmish Order)

¢ 1500

Willard’'s Brigade
39 NYg 2101;125 NYg 2201;111 NY¢g 2401;126 NYg 2300

UNION REINFORCEMENT SCHEDULE
4:20-We e d ’ s -B40iNy 16 NY 91 PA 155 PAENter in
hex 3600)

4:20-Bur bank’' 2U8TUSGUSEL US17 USEnter
in hex 3600)

4:20-Day’
hex 3600)
4:20- Division Activation Chit Ayres

s BrUB4usSé ©S12 US14 USEnter in

6:40-Fi sher ' s PBReddPA Hesl0 PA Resll PA
Res 12 PA ReéEnter in hex 3600)

6:40-Mc Cand |l e s s1'PA BeRiP4 BedbePA Resl3 PA
Res(Enter in hex 3600)
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Wright's Brigade
22 GA; 1004;3 GA 1003;48 GAc 1002;
2 GA(Skirmish Ordery 1203

6:40 - Division Activation Chit Crawford

7:00-Nevi n’' s-1BRAO3JPAE2NY 98 PA(Enter in hex
3600)

Posey’'s Brigade
48 MS¢ 1001;19 MS(Skirmish Orderd 1101;16 MS(Skirmish

7:00- Division Activation Chit- Wheaton Order)¢ 1100;12MS¢ 1000

CONFEDERATE REINFORCEMENT SCHEDULE
4:00- Artillery Units - Woolfolk, Jordan(Enterin hex 1020)

720-Bar t | et t-129 N\BOb PAPaG RIAG ME(Enter in
hex 3600)

7:20- DivisionActivation Chits—Wright 5:00- Frozen Division Activation ChitMcLaws

6:20 - Frozen Division Activation ChitAnderson

CONFEDERATE SETUP

Artillery Units

Reilly¢ 2326;Latham¢ 2024;Fraser& McCarthyg 1620;Carlton
& Manly ¢ 1519;Taylor & Parker; 1417;Moody & Gilbert¢
1315;Patterson-1212

215 SICKLES FOLLOWS ORDERS

This scenariagsaNBS | £ A & (i ApOssililigy Eridsimulitdse
what may haveK | LILISY SR AF {A01tSaQ LL
close to itsassignedspot in the Union battle line. It presumes

Law's Brigade QK A0t 85 s2dd R AOAEE 68 daf
48 ALC 2430:44 ALG 2329:15 ALG 2328;47 AL 2228 u a { , 1tsSa S p=az adu 05 a
4 AL-2227 INRdzy R¢ | YR & SoyigrdcghIorc@szbhittiat iR &

Robertson’s Brigade
5 TXc 2126;4 TXc 2026;1 TX¢ 2025;3 AR 1924

Benning's Brigade
2 GAg 2129;17 GAc 2029; 20 GA 2028;15 GA- 2027

Anderson’s Brigade
59 GA 1926;11 GA( 1826;8 GA( 1825;9 GA( 1724;7 GA-
2132

Kershaw’s Brigade
15 SQ@; 1623;7 SC; 1622;3 SQ; 1521;2 SQ; 1520;
8 SQ; 1420 3 SC BA1519

SemmesBrigade
53 GA¢ 1523;51 GAc 1522;50 GAc 1421;10 GA- 1422

Wofford’”s Brigade
16 GAC1218;18 GA¢ 1117;24 GA¢1116;P hi | | i p&3s
GASR1115;Cob b’ s -1D¥gi on

Barksdale’'s Brigade
21 MSq 1418;17 MSq 1317;13 MSq 1217;18 MS¢ 1316

Wilcox's Brigade
8 AL 1313;10 ALg 1211;11 AlLg 1210;14 ALc 1209 9 AL-
1208

Lang’'s Brigade
5H.¢1107;8 FLg 1106;2 FLg 1105
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does not commit tathe decision to move his entire Corps
forward (as he did historically)Note that the CSA might want
to study the rule about Union Hesitant response and think

I 6 2dzii didX lasyvalh F

Special Rules

This scenario is played exactly like thé Y YSNA y Q
scenario with the following changes:

a. Alter the Union Setupand Reinforcementnstructions
to the following:

Artillery Units

Smith (a)¢ 2615 Smith (b)¢ 2615 Winslow ¢ 2515 Clarkg
2213 Ames¢ 22117; Bucklyng 2213 Seelyg 2609 Phillips¢
3305 Bigelow— 3305 Thompsong 3405 Hart ¢ 3405

Ward’'s Brigade

3 I&E(Sj(iﬁnish Ordery 1714 15t USSS (gBkirmish Orderg,
1712 15tUSSS (k(Skirmish Orderd 1807 2" USSS (&)Skirmish
Order)g 1917 2" USSS ()Skirmish Order) 2220 4 MEQ

2714 124 NYg 2714 86 NY-2713 20 INg 2712 99 PA; 2216

De Trobriand’'s Brigade
5MI¢281% 110 PA 2911, 17 ME-2911; 40 NY¢ 3011 3 MI -
3111

Graham’s Brigade
57 PAG 2411, 105 PA; 2411, 114 PA; 2511, 68 PAG 2612 141
PA¢ 2612 63 PA(Skirmish Orderg 1709
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Burling's Brigade
2 NH¢ 2707 7 NJg 2807 5 NJg 2807;6 NJ& 8 NJ& 115 PAC
2906

Brewster’'s Brigade
70 NYg 2709 71 NYg2809 72 NY 2908 73 NYg 2909 74 NY¢
3009;120 NY¢ 3010

Carr’'s Brigade
1 MA¢ 2708;26 PA; 2808 11 MAG 2907, 16 MA¢ 2907 12 NH
¢ 3008 11 NJ; 3008

UNION REINFORCEMENT SCHEDULE
4:00-Vi ncent '-44 NB 16iMy 200M& 83 PA(Enter in
hex 3600)

4:00-Ti | t on’ -922\NeA 1iMg B18 RA18 MA(Enter in
hex 3600)

4:00-Swei t zer 4 BMA §2aPA(Enter in hex
3600)

4:00 - Artillery Units - Watson Walcott, Hazldt (Enter in hex
3600)

b. All other onmap units not mentioned above set up in
their normal locations. Reinforcements beginning with
the 4:20PM reinforcement arrive normally as wélhe
Union player may place units into Skirmish Order up tg
the limits of the available Skirmish d@&r markers.

c. CIC Chitswhenever glayerattempts to use his CIC
chit on a chosen Brigade, Ineust firstroll a dieto see if
the CIC is successful in his activation attempt. Apply
follows:

Sicklesi - 3 = the CIC chit successfuthis turn;4-6=
the CIC Chit idiscarded with no effedhis turn.

The Longstreetand HancockCIC Chits are automatically
successfueach turng no roll is necessary.

d. Confederate Division Command RatingRebeDivision
Activation Chits(McLaws Hoodand Anderson use their
lower Command Ratings this scenariainless raised
by playing comrandevent chits. See (19.1)

e. Confederate ArtilleryBombardment:During the
Artillery Phaseof Game Turn 1lthe Confederate
Artillery Step occurs first and then the Union Artifle
Step.The Rebel player conductree such Atrtillery
Stepsto start this phaséefore the Union player may
conduct his first stepgNormal alternating Artillery Steps
begin at that pointFor the remainder of the gamé&e
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normalsequencek & NI GtfeNTorSederared
Artillery Step is firsteach Artillery Phase artie Union
Artillery Step is secondalternating thereafter

TheSickles Salientule in not used¢ The following
Division Activatiorthitsare daced in the cupstarting
turn 1: Barnes, Birey, Caldwell, Humphrewnd Hood

The Union Brigade Reserve Movement restriction is
not usedc the chit is available with all the other Union
Event chits from the beginning of the game.

Frozen Union Right Flank Unit®:A 6 0 @ng1dae a Q
Union Divisions arfrozenin place untithe Game Turn
after the AndersorDivision Activation Chit is placed into
the cup. Place their Division Activation Chits into the cup
at the start of the turn afte’Andersorenters the game.
Frozer¥ 2 NJY | Gnks2maynat be activated normally
but may only be activated by CIC Girid may not be
given an Attack or Defenatder. Frozen unit€annotbe
selected for use with akvent ChitShould any unit of
these Frozen Divisions lattackedby Fire or Close
Combat, the Division to which the attacked unit(s)
belongshas its Division Activation Chit automatically
placed into the cup at the start of the following Game
Turn.That Division is no longer frozen and will function
normally from the ne&t turn forward. Note that frozen
DSySNIXta INB aidratt O2yaiRrs
to Leader Casualty effects.
Hesitant ResponsdlJntil any Confederatenfantry
unit attacks (with Fire or Close Combat) any Union
unit that isnot in Skirmish Orderthe Union player
may only activatdNon-FrozenUnion formations using
a CIC Chior hisBrigade Reserve Movemeiiivent
Chit ignore any other drawn Division Activation or
Event Chits. As soon adJnion unit not in skirmish
order is attacked by a rebel infantal future chit
draws are resolved normallilote that Union artillery
is free to move and fire within the restrictions of the
Union artillery rules listed in the Hammerin Sickles
scenario

Victory Determination: If at the end ofanyGame
Turnthe Confederate player controls any one of the
following hexesMrs. Brown(240L), J.Hummerbach
(2504) orPowers Hill(3402)the game ends and it is a
Decisive Victory for the Confederate$his ighe only
way for the CSA to win the game. Anything else is a
Union victory.
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(4.1) Unit Counters Check out these other fine games in our Americar
Infantry

Fresh Side Battleworn Side Civil War Series. Order atvw.revolutiongames.us
- Wofford . |
- Regiment
Pani= W M el
Points
Sharpshooter Cohesion Rating Weapon Type GG v 71 Cpitins Aot cs oo
Fresh Side Artillery Battleworn Side S e
Battery Commander
Patterson
Battery Name
Strength B. Sum
Points 39 D
Cohesion Rating Weapon Type
(4.2) Gameplay Markers
Skirmish -18p Game Union
Orn'dn:: -1 CR Turn VP x1

(4.3) Brigade Activation Status Markers

Barnes

rer

uttmann

Vincent

(4.4) Chits
Cic Division Act Union Event wild
- Gibbon_
' :,j" e Battle of Pea Ridge, March 1862
- OZARKS
CIC Casualty R ment Conf. Event wild e

Longstreet4  Rally! " %

A Lull
in the
Battle

DEVELOPER

FRED MANZ
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