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1. Introduction 

The village of Lone Jack comprised little more than a few houses, a stable and assorted shacks and outbuildings. The settlement’s name derived from a black jack oak, a lone prairie tree visible for miles around. Presumably, the locals held it in some awe, for it survived the corn, the weather-boarded hotel, and even the blacksmith’s furnace. South of the original settlement, the residents tacked on an addition called New Town. Including a post office, two stores, and a saloon, New Town no doubt quickened Lone Jack’s social life. Secession held nearly all the citizens sympathy.

The Rebels, Missouri irregulars mostly, arrived looking for volunteers to put flesh to their ranks. Mostly self-armed with shotguns and squirrel rifles, the ill-uniformed troopers sorely lacked supplies; some units had as few as six rounds per man.

Union Major Emory Foster met them with a detachment of Yankee mounted militia. His troopers were militia in name only, for they were hardened to the saddle and seasoned to the bushwhacking tactics of their adversaries. They too were nearly all Missouri boys, well acquainted with the land and with the local populace.
A brief, but bruising firefight erupted on the night of August 15th as Foster drove the Confederates through the town. The Rebels reformed in the high weeds west of Lone Jack, vowing revenge in the morning. 
The plan was for CSA colonel Upton Hays to cast a mounted diversion north of the town. Then, with the Federals attention fixed firmly there, the true assault would begin, as dismounted butternuts emerged from the weeds to strike the village from the west. The Rebels relied on surprise to mitigate their lack of materiel. 
Dawn brightened the eastern sky but bore no sign of Hays assault. The minutes ticked by and finally a chagrined Lieutenant Colonel Sidney Jackman, commander of the largest contingent of troops on the Confederate right, could wait no longer. He ordered his troops forward against a crackle of Yankee weaponry.
Both sides saw the other as “invaders,” so the fight quickly escalated to one of extreme violence. The fight seesawed up and down the main street of Lone Jack, and when the rebels fired the Cave Hotel, a Yankee stronghold, their advantage appeared decisive.  Foster now wheeled his only two artillery pieces forward, blasting the gray attack with double-shotted canister. 
At last Hays arrived, who compounded his tardiness by ordering a dismounted attack. Nevertheless, he rolled hard into the Union right. The bloody assault captured the Union guns, which promptly changed hands at a blue counter-charge. The fight mortally wounded Foster, who passed his command to Captain Brawner. When Rebel cavalry came up on his left, Brawner had enough. His dwindling men where exhausted and running out of ammo. By 10:30 AM he ordered his troopers to mount up and abandon the field. Nearly every officer in his command, including Brawner himself, were casualties. The Confederates fared no better. In his official report, one officer lamented that his command had been “shot all to pieces, crippled and bleeding.”

The Confederates owned the field as well as the dead. They quickly gathered the remains of the fallen, already spoiling under the torrid sun. Friend and foe alike they buried beneath the arching shade of the lone jack oak.
This scenario is well suited to the solitaire player. It includes a custom map and units, though the game could be played with those counters supplied in Rebel Yell. The rules reference both the specific and generic unit designations. The designer strongly urges the players to download the latest Combat and Movement tables found at www.consimworld.com/. Go to Forum/Boardgaming/Era:Gunpowder (American Civil War). Select the Rebel Yell topic and then go to thread #75.
The article “Shot All To Pieces” from North and South Magazine (January, 2004, Vol 7, Number 1, pages 56-72) was the primary reference for this scenario. The player can find this article on the Lone Jack web site (http://www.historiclonejack.org/index.html), a truly excellent resource. A special thanks goes to Dennis Bishop who suggested the battle, provided the OoB and offered other valuable advice.
Note that some of the rules in this set are OPTIONAL. The players may see fit to add these on an ala carte basis.
2. The Lone Jack Map
2.1. The Lone Jack map. Use the custom Lone Jack map available as a separate download.
2.1.1. There is but a single elevation level on this map.
2.1.2. Each hex represents about 25-30 yards.

2.1.3. Treat the Village Green as clear terrain. The differentiation is for historical interest only.

2.1.4. Treat the Lone Jack tree hex as clear terrain.

2.1.5. The map has 5 unique terrain types.
· Osage Hedge hex sides
· Fence hex sides

· Corn hexes,

· High Weed hexes

· Buildings hexes
2.2. Osage Hedge hex sides. The Osage hedge is a mass of thorns, each several inches long.

2.2.1. Mounted Cavalry may not assault or charge across hedge hex sides.

2.2.2. It costs +7 MPs to cross an Osage hex side.
2.2.3. Units immediately behind a hedge hex side and that are a target of small arms or artillery fire, receive a -1 fire line benefit for fire directed through a hedge hex side.
2.2.4. Units immediately behind a hedge hex side that defend against a charge/assault receive a -2 fire line benefit.

2.2.5. There are two openings in the Osage hedge. Units may enter/ext the cornfield from openings without penalty.

2.2.6. Hedges do not effect the Line of Sight.

2.3. 
Fence Hexsides

2.3.1. Only units in a high weeds hex that are directly behind a fence receive the Fence benefits.
2.3.2. Its costs +1 MP to cross a fence hexside. Artillery may not cross a fence hexside in this scenario.
2.3.3. Units immediately behind a fence hex side receive a -1 fire line benefit when a target of enemy fire.
2.4. Corn Hexes

2.4.1. Treat corn hexes as HEAVY WOODS for LOS purposes.
2.4.2. Treat corn hexes as LIGHT WOODS for movement and combat purposes.
2.4.3. Mounted cavalry may charge into a corn hex, but not FROM or THROUGH such hexes.
2.4.4. Mounted cavalry may assault from, through, and into Corn hexes.
2.4.5. Artillery may not enter an unblown corn hex.
2.4.6. Any combat result in a corn hex, whether by fire or assault/charge (? combat result or greater) blows the corn down in that hex down. Place a blown corn marker in the hex. Treat that hex as CLEAR terrain.
2.5. High Weed hexes
2.5.1. Treat as LIGHT WOODS for LOS and movement purposes.
2.5.2. Treat as CLEAR terrain for combat purposes.
2.6. Building hexes
2.6.1. There are several buildings on the map, but not all hexes with a building is a building hex. Building hexes are colored gray. The buildings in non-building hexes are small sheds, cabins, or out buildings and have no effect on play.
2.6.2. For LOS treat building hexes as heavy woods.
2.6.3. Only infantry or dismounted cavalry may enter a building hex.

2.6.4. Units may not skirmish in building hexes.
2.6.5. When a target of enemy small-arms or canister fire, units in a building hex benefit from a -2 fire line modification, and a -1 modification when the target of artillery non-canister fire.
2.6.6. Units assaulting into a building hex suffer a -2 fire line modification.

2.6.7. A unit in a building may only assault into an adjacent building hex. The do suffer the effect of 2.6.6, above.
2.6.8. For movement purposes treat a building hex as CLEAR terrain (2 MP to enter), except that a unit entering a building hex must immediately STOP.
2.6.9. One unit, maximum, may end a move in a building hex. One unit may advance after a charge or assault.
2.6.10. Units have all around facing in a building hex. They are never be flanked by fire or assault. Their MFZ extends out all hex sides subject to their Line of Sight.

2.7. OPTIONAL: SETTING FIRE TO THE CAVE HOTEL. Four building hexes comprise the Cave Hotel. The CSA Player, only, may attempt to set fire to these hexes. This was a Union stronghold during the battle that the rebels set alight, much to the anger of the inhabitants of New Town.
2.7.1. A CSA unit must be adjacent to any Hotel hex. That unit must be in good order and STM or Mounted. Skirmishers may not fire the Cave Hotel.
2.7.2. No more than one hotel hex can be subject to a burn attempt in a given friendly Action segment.
2.7.3. Consider this a unit action. The unit attempting to burn the hotel may attempt no other action.
2.7.4. The player designates which hex he is attempting to burn and rolls a d10. On a roll of 0-7 the attempt succeeds. The attempt fails on a roll of 8 or 9.

2.7.5. A unit occupying a burning hex immediately routs.
2.7.6. No unit may enter a burning hex.

2.7.7. Treat a burning hex as HEAVY WOODS for LoS purposes.

2.7.8. Every P1 Action segment the fire spreads to an adjacent building hex of the Hotel. If more than 1 hex is adjacent, randomly select the building hex by a d6 roll.

2.8. See the Terrain effects chart at the end of this scenario for a summation of this section.
3. Unit Miscellanea, Orders of Battle, and Initial Deployment
3.1. Unit Miscellanea

3.1.1. Each unit represents a company of about 65 men. EXCEPTION: Quantrill’s companies are about 30 men each.
3.1.2. Only the USA has artillery. Its morale = 6. It does NOT receive the MORALE bonus (6.1).
3.1.3. Mounted Cavalry of both sides may charge in this scenario, if eligible. However, see the section about Blown Cavalry for cavalry charge constraints.
3.1.4. Dismounted cavalry of both sides may charge in this scenario, if eligible.

3.1.5. CSA Infantry may not Stand to Fire in this game. The allowable deployments for infantry is Stand to Maneuver (STM), Cover, and Skirmisher. The reverse of STM infantry units is Cover.

3.1.6. COMMAND. Any flag not within the Command Radius of its leader may be placed in command by rolling a d10 and comparing the number rolled to the initiative rating on the flag. A number greater than its initiative rating indicates an out of command flag. Make sure to flip the flag to its out of command side. Determine command at the beginning of every friendly Action segment.
3.1.6.1. Out of command flags have a lower initiative rating than in command ones. 
3.1.6.2. The Initiative rating of the flag is the number to the LEFT of the flag icon.
3.1.7.  The morale bonus (6.1) does NOT effect a flags Initiative rating.
3.2. CSA (Player 1) Order of Battle. 

	Regiment
	Strength
	Morale
	Weaponry

	Jackman (1/1)
	7
	5
	M/S

	Hunter (2/1)
	2
	5
	S

	Tracy (3/1)
	4
	5
	M

	Hays (4/1)
	6
	4
	M/S

	Hancock’s Cavalry (1/1 cv)
	3
	4
	M

	Quantrill’s Guerrilla’s* (2/1cv)
	2
	3
	S


3.2.1. Command range of CSA leader: Cockrell (1 Bg) = 5
3.2.2. Cockrell commands all units, except for Hay and Quantrill. 
3.2.3. Hays and Quantrill must always roll their initiative to be in command except for the turn of their arrival. They are in command on that turn.
3.2.4. *Each unit of Quantrill’s command enters the game with 1 O hit. They were under-strength relative to the other formations in the game.
3.2.5. Hays, Hancock, and Quantrill arrive as reinforcements.

3.3. USA (Player 2) Order of Battle.

	Regiment
	Strength
	Morale
	Weaponry

	6 Missouri State Militia (MSM) (1/1 cv)
	3
	5
	R

	7 Missouri State Militia (MSM) (2/1 cv)
	3
	5
	C

	8 Missouri State Militia (MSM) (3/1 cv)
	3
	4
	M

	7 Missouri Volunteers (MO V) (4/1 cv)
	5
	5
	R


3.3.1. Command range of USA leader: Foster (1 Bg) = 4
3.3.2. The 2nd Missouri State Militia is attached to 7 MO V.
3.3.3. Artillery: 3rd Indiana, 2 units, each with 1 Rf.
3.4. Deployment
The units listed below deploy before the start of the game. Only the CSA receives reinforcements.
3.4.1. CSA Deployment. Begin STM. All designated hexes must contain at least 1 unit of the appropriate designation. Cockrell begins stacked with any CSA unit.
· H: units of Hunter’s command
· J: units of Jackman’s command.
· T: units of Tracy’s command

3.4.2. USA Deployment. All units begin dismounted/unlimbered. The deployment hexes are on the map, on or around the street. Place the USA HQ in any Blacksmith building hex. Foster begins the game in his HQ.
3.5. Player Designation and Game Length.
3.5.1. The CSA is player 1.

3.5.2. Begin the game on the first (USA) player Action Segment (segment f).
3.5.3. The scenario lasts 9 turns (about 3 hours of game time).

4. Reinforcements.

Only the CSA player receives reinforcements. Consult the tables below to determine the availability of CSA reinforcements.

4.1. On the given player segment of the given turn, the CSA player rolls a d6. If the number rolled falls within the range of the numbers listed, then the reinforcement arrives.

4.2. Hancock and Quantrill arrive together on the given turn.

4.3. Hays and Quantrill are in command on the turn of their arrival. They do not need to roll for initiative on that turn.

4.4. Table 1, Hays
	Game Turn
	Player Segment
	Reinforcement Range

	1
	G
	1-3

	1
	M
	1-4

	2
	G
	1-5

	2
	M
	Automatic


4.5. Table 2, Hancock and Quantrill
	Game Turn
	Player Segment
	Reinforcement Range

	2
	M
	1-2

	3
	G
	1-3

	3
	M
	1-4

	4
	G
	1-5

	4
	M
	Automatic


4.6. CSA Arrival Hexes
4.6.1. Hays arrives on the NORTHERN BOARD edge in any Heavy Weeds Hex.

4.6.2. Hancock and Quantrill arrive on the WESTERN BOARD edge on any Corn hex.

4.6.3. If all entrance hexes are blocked then the reinforcement enters anywhere along the designated board edge.
5. Retreats
5.1. The western board edge is friendly to the CSA player. 

5.2. The eastern board edge is friendly to the USA player. 
5.3. When a unit executes retreat movement it must move towards its friendly board edge
5.4. Retreating units must end up further from all enemy units than when they began their retreat. If necessary, retreat them 4 or move hexes until this requirement is satisfied. Units so retreated lose an additional O hit.
5.5. A unit retreating through an Osage hedge suffers an O hit. Units with 2 O hits suffer no additional effect.
6. Lone Jack Morale

Men from western Missouri largely made up the opposing armies. It was a deeply passionate fight, pitting neighbor against neighbor, friend against friend, blood against blood. The following rules attempt to simulate the extremely personal nature of this battle.

6.1. Morale checks caused by enemy fire (not charge or assault)

6.1.1. Units standing in good order that are a target of small arms or artillery fire and that fail morale by any number go to COVER.

6.1.2. Units under cover that fail a morale check triggered by enemy fire by 3 or less become disrupted. Remove the cover marker. If they fail the check by 4 or more, they rout.

6.1.3. Disrupted units that fail a check by any number rout.
6.1.4. When attempting to take an O hit in lieu of disruption, a unit is ALWAYS disrupted if it fails the morale check.

6.1.5. Mounted cavalry can never go to cover. They are always disrupted or routed when failing morale.
6.2. Routing units automatically rally by executing that action. They do not need to roll to rally and do not need a flag or leader.

6.3. Mounted cavalry may only rally in a friendly Action segment. It may never rally in a friendly Horse (Cavalry) segment.
6.4. OPTIONAL: MORALE BONUS: A regiment has its initial morale increased by 1 (from 5 to 6 for example) until some child company routs. At that point, the regiment’s morale reverts to its printed value. Keep track of which regiments are eligible for this bonus on the Morale and Ammo sheet at the end of these rules (section 10).
6.5. OPTIONAL: REORGANIZATION. Both sides may attempt to recover O hits through the process of Reorganization.

6.5.1. A unit with 2 O hits may attempt to recover 1 of those hits. Destroyed units may not reorganize. Units with only 1 O hit may not Reorganize.
6.5.2. To Reorganize a unit must be at least 4 hexes from the nearest enemy unit. It then makes a morale check comparing the roll to its UNMODIFIED morale. If the roll is less than or equal to its unmodified morale, it recovers an O hit.
6.5.3. Reorganizing units may be mounted, dismounted, or STM. They may not be Disrupted, Routed, under cover, or skirmishing.

6.5.4. If stacked with a Flag or Leader, subtract one from the die roll.

6.5.5. If mounted cavalry, subtract 1 from the die roll.
6.5.6. Cases 6.5.4 and 6.5.5 are cumulative.

6.5.7. Reorganization is considered a unit action.
7.  Blown Cavalry

Mounted Cavalry is BLOWN after it completes a third round of Assault. Place a BLOWN CAVALRY marker on these units. Mounted units initiating an assault are both Blown and Disrupted! Place Blown markers on mounted cavalry whether attacking or defending in an assault.
7.1. Blown Cavalry markers may automatically be removed in the first friendly Action segment after placement. Consider this as a RALLY action. Blown markers must be removed before a unit attempts to remove a Disruption. No die roll is needed to remove a Blown marker. The units do not need to be stacked with a friendly leader or Flag.
7.2. Blown cavalry forced to retreat ROUTS. Remove the blown marker.

7.3. Blown cavalry may only move or rally. It may not fire, assault, or charge. 

7.4. There is no effect to Blown cavalry when subsequently assaulted.
8. OPTIONAL But Recommended: CSA Ammo
The CSA player may suffer ammo depletion. Every time CSA units fire (small arms fire only) they have to make an ammo check. Historically, some companies began the battle with only 6 rounds, with no prospect for replenishment.
8.1. Only small arms units are subject to ammo loss. Ammo rolls only occur during non-assault combat (a Fire Action, Advance/En Passant, or Pre-Assault fire). 
8.2. Fire during an assault or charge (whether offensive or defensive) never causes an Ammo roll.
8.3. CSA regiments begin the game with a given number of AMMO POINTS.

8.3.1. Whenever a CSA unit or stack executes small arms fire it rolls a six-sided (ammo) die along with the 10-sided (combat) die.
8.3.2. A modified Ammo Roll of 0 (zero) or less results in an ammo point loss to the regiment of the firing units.
8.4. Modifications to Ammo roll

· -1 for each unit firing

· -2 if zero rolled on the Combat die
· -1 if firing units VOLLEY

· -1 or -2 if firing a unit with an ADVANCE FIRE marker on it. See section 9.
· +1 to die roll if firing unit is a SKIRMISHER

8.5. A unit or stack can expend one ammo point per fire, maximum.
8.6. It is possible for a regiment to expend more than 1 ammo point in a given segment. If a two stacks in the same regiment fire at different targets then each would have to make an ammo roll.

8.7. Each time a unit or stack executes advance fire it must make an ammo roll.

8.8. Keep track of Ammo Points on the Morale and Ammo sheet at the end of these rules.
8.9. A regiment may not fire when is has expended all its ammo points. Remember, this does not effect ASSAULT or CHARGE combat. Units that are out of ammo may still fire during a charge/assault.
8.10. Units out of ammo may not execute advance or pre-assault fire.

8.11. Ammo example: Two CSA units from the 20th GA fire. They roll a six-sided die (the AMMO die) along with the 10-sided combat die. The ammo die roll results is a 3. The combat die roll was a 0. The player applies the following modifications to the ammo roll: -2 for two units firing (-1 for each unit), -2 for rolling a zero. The modified roll is -1 (3 – 4). The 20th GA expends an ammo point.

8.12. Each regiment receives ammo equal to its initial strength +2. A regiment with 6 SP begins with an initial allotment of 8 ammo points.
8.13. Ammo Replenishment. No unit may replenish ammo in this game.
9. OPTIONAL But Strongly Recommended: Advance Fire Markers, 
This rule is from I Fights Mit Sigel and applies to all Rebel Yell scenarios.
9.1. Place an Advance Fire (1) (AF1) marker on a unit the first time it executes advance fire in a given segment. 

9.2. Flip the marker to its AF2 side if it advance fires a second time in a segment.

9.3. Remove the AF2 marker and replace it with an AF3 marker the third time it advance fires in a segment.

9.4. Units with AF1 markers receive a -2 fire line modification when firing. CSA units subtract 1 from their ammo roll check.

9.5. Units with AF2 markers receive a -3 fire line modification when firing. CSA unit subtract 2 from their ammo roll check.

9.6. Units with AF3 markers may not execute advance fire against any units the rest of the segment. They may Pre-Assault fire only against the unit(s) that triggered the placement of that AF(3) marker. In this case treat the fire as AF2 and record an automatic ammo loss if firing a CSA unit.

9.7. Units with ADVANCE FIRE markers on them may not fire in the next friendly SMALL ARMS or ARTILLERY segment after the segment of placement. Thus, Advance fire markers placed on CSA units in segment G, P1 (CSA) Action Segment, would not allow fire by those units in segment I, P2 (USA) Small Arms Segment. 

9.8. Units with AF1 or AF2 markers may fire in a friendly Action segment following placement. Units with AF3 markers my not fire in a friendly Action Segment after placement.

9.9. Units with AF1 markers on them have a maximum Minimum Fire Zone (MFZ) of 2 hexes.
9.10. Units with AF2 markers on them have a maximum MFZ of 1 hex.
9.11. Un-routed units will always have an MFZ of at least 1 hex, regardless of the presence of an Advance Fire marker.

9.12. Remember: All Advance fire chits (AF1, AF2, AF3) are removed at the end of every friendly Action or Small Arms segment.
10. Victory

The player who controls the USA HQ hex at the end of the game wins. 
11. Lone Jack Morale and Ammo and sheet
11.1. A regiment’s moral initially is its printed morale value +1. Place a check mark next to a regiment when any company belonging to it has ROUTED. Its morale is then its printed value.
11.2. CSA Regiments receive AMMO points equal to the parenthesized number in the AMMO column. Place a slash in the appropriate row each time a units expends ammo. 

11.3. Copy this page before playing the game.
	USA Regiments
	Lost Morale Bonus
	Ammo

	6 Missouri State Militia (MSM) (1/1 cv)
	
	N/A

	7 Missouri State Militia (MSM) (2/1 cv)
	
	N/A

	8 Missouri State Militia (MSM) (3/1 cv)
	
	N/A

	7 Missouri Volunteers (MO V) (4/1 cv)
	
	N/A

	3 Indiana Artillery
	
	N/A

	CSA Regiments
	Lost Morale Bonus
	Ammo

	Jackman (1/1)
	
	(9)

	Hunter (2/1)
	
	(4)

	Tracy (3/1)
	
	(6)

	Hays (4/1)
	
	(8)

	Hancock’s Cavalry (1/1cv)
	
	(6)

	Quantrill’s Guerrilla’s (2/1cv)
	
	(4)


12. The Lone Jack TEC (additions to the Rebel Yell Terrain Effects Chart)

	Terrain Type
	Movement
	LOS
	Fire Combat(a)
	Assault/Charge(b)

	Osage Hedge hex side
	+7
	NE
	-1
	-2

	Post and Rail Fence hex side
	+1
	NE
	-1
	NE

	Corn
	3 (c)
	As Light Woods
	As Light Woods
	NE

	High Weeds
	3
	As Light Woods
	As Clear
	NE

	Building
	2/STOP(d)
	As Heavy Woods
	-2/-1(e)
	-2


NOTES:
a. Fire Line modification benefits the TARGET UNITS.

b. Fire Line modification effects the unit(s) initiating the assault

c. Artillery may not enter an un-blown corn hex

d. It costs a unit 2 MPs to enter a building hex and it may move no further. Maximum stacking = 1. May not be entered by Artillery or Mounted Cavalry

e. Effects are Small Arms or Cannister/Artillery shell
Appendix: Mounting HomeGrown Design-Type Counters

With practice, and by carefully following the directions outlined below, a player can reliably mount double-sided game counters of the provided configuration. This is the method the designer follows to mount the units of all HomeGrown Design games. Although the directions seem involved, with experience, it can take as little as 15 minutes to mount and cut 100-150 counters (not including drying time for the glue).
1. Equipment needed

· Color printer

· matte photo paper (minimum 170 g/m, 8 mil, or 32 lb) (e.g. Brochure & Flayer paper available at Staples)

· Scissors

· utility (razor) knife

· ruler or metal straight edge 

· white glue (e.g. Elmers)

· manila folder

· lint free cloth

· optional: brayer (rubber roller) or rolling pin

· optional: finishing spay (e.g. Krylon clear, gloss acrylic spray)
2. Procedure

a. Print the counters on a color printer. Experiment with the printer settings to achieve the most satisfactory results.

b. Optionally finish the print with acrylic spray. This will fix the ink to the paper and greatly enhance counter durability.

c. Trim the print, leaving about ¼ inch of flashing, or white space, around the counters.

d. Spread a consistent coat of white glue on the back of the counters. Do not apply too much glue, as this could cause buckling. Again, you may need to experiment. Do not fret at slight buckling, as this will not be noticed once the glue dries.

e. Mount the counters on the manila folder, using a roller to smooth and level pockets of glue. Be careful to remove excess glue from the roller during the smoothing process.

f. With the lint free cloth, carefully wipe the counters, pressing the edges into place as necessary.

g. Let the counters dry for at least ½ hour. Note that the counters may curl, but this is normal and is of no concern.

h. Trim the flashing from the counters, noting the location of the score line (the center of the print). Cut along, not on, the black line of the counters. Leave the black line around the counters. Do NOT trim this off. Make sure to use a sharp pair of scissors.

i. With the utility knife, carefully score the counters along the score line (the center of the print out). To score the counters align a ruler along the score line and lightly run the utility knife along its edge. Do not cut through the counters, you just need to cut the surface of the mounted counters.

j. Fold the counters along the score line and glue the folded halves together. Use a roller to seal the edges to and level any pockets of glue.
k. Allow the glue to dry for about ¼ hour and cut.
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