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Ok, Grognards, this bit of gumbo is the result of all the postings by me, Jim Miller and others in an attempt to come up with a workable ‘fix’ for what we felt to be wrong with Columbia’s Gettysburg:Badges of Courage block game.  Since I worked up my own maps to play them on I thought I’d better sift through all our accumulated suggestions and come up with my own ‘official’ variant.
In all cases the existing rules that come with the game remain in effect except as specifically indicated herein. I’ll add in a bit of commentary as I go along to explain the rationale behind some of my new rules. For anyone who tried the earlier version, these now incorporate the additional playtesting conducted at EdCon XIII.  The maps (both for Gettysburg and Dillsburg) are of my own design, and reflect my own terrain analysis.  

TERRAIN

Terrain interpretation – In all cases, the terrain type and contour level of any given hex is that which occupies its center point and the major of its area. In other words, a couple of trees or houses straying over into the next hex do not change the hex’s basic type. 

Ravines and Gullies – In the process of converting far more detailed maps into the ‘coarser’ interpretation required by this system’s larger hexes there were a number of significant hollows that were simply too small or narrow to count as whole hexes.  Thus the Gully hexsides – Moving or attacking across a gully hexside has exactly the same penalties as if the near side of the gully didn’t exist, except that a gully has no effect on Fire Combat.

Woods – Woods provide an impediment to Movement (especially Artillery) and a slight defensive against ranged Artillery Fire (-1 DRM), but have no effect on adjacent Fire or Melee Combat.  Woods hexsides have exactly the same effects as full woods hexes, but only on movement or combat across that particular hexside.  Note that Woods hexes are considered to be surrounded by woods hexsides on all sides (regardless of minor differences in the actual artwork), and so the Movement penalty is paid both entering and leaving a woods hex. (Exception: this is not cumulative if moving from one woods hex to another.)
Roads – In my own design experience, the major difference between Primary (Pikes) and Secondary Roads comes mainly in terms of operational movement, rather than the tactical movement on a battlefield.  Therefore, all units pay 1 MP for all Primary and Secondary roads.  Trails negate all other terrain effects but count as Open terrain (2MPs).  Leader units count Trails as Roads for movement. You may not use Road Movement to enter any enemy influenced hex (Frontal or Artillery Fire Zone), or to enter a hex occupied by another friendly non-Leader unit (except for moving Leaders).
Major and Minor Streams – these have effects on Movement and Melee Combat (where you are actually crossing the hexside) but have No effect on Fire Combat.

· Minor Streams –  +/-1 DRM on all Movement or Combat across the hexside;
· Major Streams –  +/-2 DRM on all Movement or Combat across the hexside.
· Rivers – except as noted in any game-specific rules, Rivers are impassible to all Units.  They may only be crossed at marked Bridges and Fords and at a cost of +1 to Movement to represent the congested travelway.
Elevations and Slopes – These now come in five types:

· Single contour with no slope hatching – no effect on movement or combat beyond blocking LOS between two units on lower ground.

· Minor Slope (Single contour with slope hatching). -  (+/-1) effect on movement/combat up slope

· Major Slope (two contours with slope hatching)    - (+/-2) on Movement or Combat up slope; Artillery Movement +3 Up/ +1 down.

· Bluff – (Three contours with Slope hatching).       - (+/-3) on Movement or Combat up; +2 on Movement down.  Artillery expends all MPs to move up or down, takes a M/C as if entering an enemy FZ, and may not enter an enemy influenced hex.

· Cliff – (Four or more coutours on hexside).           - (-4) on Combat upslope.  Infantry/Cav expends all MPs to cross hexside; Artillery may not cross.
Movement Allowances – To work with the more detailed terrain analysis that I used on these maps, the Movement Allowances now are:
Infantry and Foot Artillery………………………… 8
Cavalry, Horse Artillery and Leaders………………12
MOVEMENT –

Voluntary Retreats – Units may be moved out of enemy FZ hexes during their own Movement Phase (first hex takes 1/2 total MPs or Actual Terrain +1, whichever more). Unit then takes a M/C with failure preventing any further movement except a possible further retreat.
Frontline Hexes – Moving from one Frontline hex to another costs all units their entire MA, is limited to one unit per hexside, and requires leaving at least one unit in the original Frontline hex.

Reinforcements – Reinforcments enter the map at the end of the friendly Movement Phase, after all other movement by that player’s onboard units, must pass a Normal Arrival Roll to enter (see below) and may not enter an enemy Fire Zone the turn they enter the map.

Arrival Rolls – Another port from my Summer Storm, but one that adds a lot of tension and uncertainty where it’s needed most.  Every time a Specific unit or group of units is scheduled to enter the map as a reinforcement it most first take and pass a Normal (as opposed to Specific, in certain scenario rules) Arrival Roll – roll 2d6 and add in the arriving Leader’s full strength rating as a +DRM (Unit’s without a Leader get an automatic +1 DRM).  A modified DR of 7+ means that the reinforcement arrives as scheduled; 6 or less and it is delayed until the following turn.  Such Delayed units must still take another AR to enter, but get an additional +1 DRM for each turn that they were delayed.   Units scheduled to enter on the same road as a delayed reinforcement may not attempt to enter until the turn after the unit blocking the road actually enters, but still get that +1 DRM for being delayed.
You’ll find that it takes a pretty bad roll to fail an Arrival Roll, but it will happen just often enough to keep you both on your toes and playing each other and not history. You’ll be amazed at how much tension this simple mechanic adds to the whole game! ;-)
FIRE ZONES

Fire Zones – These consist of any hex adjacent to an enemy Combat Unit (Frontline) or which is within 2 hexes and LOS of an unengaged enemy Artillery Unit, and which was not occupied by any of your own units at the start of your player turn.

Units attempting to enter an enemy FZ must take an immediate Morale Check (M/C), with failure meaning that the unit either takes a hit and enters the hex, or else stays in the hex it was moving out of and ends its movement – owning player’s choice. (In the latter case it was slowed by the fire and paused to steady or rally the formation.)  If the unit fails to move it still counts towards any hexside limits on such movement.

MORALE CHECKS

Various events or actions can cause a unit to have to take a Morale check (M/C) to see if it can do something, or at what cost.  Simply roll a d12 and compare to the Unit’s Morale Rating:
A – 8 or less to pass

B – 6 or less to pass

C – 4 or less to pass

D – 2 or less to pass

With these DRMs:

-1 – Friendly Leader in Hex

-1 – Support (Friendly unit in adjacent hex, itself not adjacent to any enemy);

-# – in or behind terrain that gives a defensive DRM compared to enemy unit causing M/C; # = DDRM

+1 – Out of Command

+1 - In enemy Artillery FZ

DICE AND DIE ROLL MODIFIERS (DRMS)
My rules use 12 sided dice (D12s) for Combat, readily available in most hobby stores if you don’t already have a few in your own collection.  Note that you can also make a ‘d12’ roll by rolling 2 d6’s of different colors, with one showing the integer and the other low (1-6) or high (7-12).  (In a pinch you could also roll d10’s and apply a -1 DRM to all rolls, which will give almost the same range of results.)  This system also requires you to double the printed Firepower ratings of all units, which then allows all sort of terrain and other game effects to be simply applied as DRMs, applied as follows:
· First reduce the unit’s Firepower Rating, down to a minimum of 1, and then

· Reduce its Strength Rating, again down to a minimum of 1 (Meaning that a unit will always have at least a single 1 in 12 chance of hurting its target, no matter what the situation.)

FIRE COMBAT

Artillery - Artillery Units now get a fourth hex of range, to compensate for the slight difference in map scales used. Artillery counts as FP3 at Range 1 (1st round in Defensive melee); FP2 at Range 1 or 2 otherwise; and FP1 at ranges of 3 or 4).

Retreat/Repulse – Any unit which receives at least 1 hit during Fire Combat map attempt to negate that first hit by retreating 1 or 2 hexes away from the unit which fired upon it.  After any possible Follow up (see below) the retreated unit then takes a M/C; if it fails it gains the hit anyway and must retreat at least one additional hex. (Hint: retreating only one hex may have you getting a –DRM on that M/C if the enemy Follows up!)
Units which receive their final hit must attempt to retreat, and may be eliminated anyway if they fail the M/C.

Following Up – If a Fire Attack vacates the target hex, either by elimination or retreat of the target unit, any units that participated in the Fire Attack may follow up into the now vacant hex. (Hint: good to do so if the enemy Retreated, as it will adversely affect his required M/C).
Return Fire – Units in a hex hit by a Fire Attack that are not either eliminated or forced to retreat may Fire back at their attacker – this does not require Command! This also allows Artillery to conduct Counterbattery Fire.

MELEE COMBAT

First Fire – When determining who fires first in the first round, the Defending unit gets a +bonus to its Morale rating equal to any terrain based DRM that will be applied to the Attacker’s Combat roll. (The better the defensive terrain, the more likely the defender is to get of that important first shot. Any single Leader in the hex also adds his full Strength rating to this calculation.
Officers in Combat all count as having a Strength of 1 in Melee Combat, regardless of their current ‘strength’, which actually represents accumulated staffwork.

Reinforcing Melees - Either side may reinforce a melee hex from adjacent hexes, one unit per hexside per round, as long as the stacking limit of the hex is not exceeded.  This support may come from an adjacent Frontline hex, as long as that hex is not itself involved in a declared Melee Action, and as long as at least one unit is left to occupy the hex.

SUPPLY

· It costs any unit 2 Supply Points to regain a step while in an enemy FZ (not just a Frontline hex).

· A Unit (not a Leader) may only have a single step rebuilt in any single daytime Supply phase (No limit at Night).

· Shattered Units may be rebuilt at Night (one Step only), at a cost of 2/ Infantry, 3/ Artillery or 4/ Cavalry.
ARMY COMMAND POINTS

Army Commanders (Including General Reynolds when acting as Advanced Wing Commander, until Meade arrives), General Hunt and all Cavalry Divisional Leaders may try to replace their own spent Strength Points, in any Supply Phase in which they did not give any Supply Points to any other Units or Leaders.  Simply roll 1 d6 and divide by 3 (giving a possible 0, 1 or 2 as a result.)

It always bothered me that in the Standard rules an Army Commander could go completely dead at the stick for most of the day, simply because he had been active during the morning.  This mechanic rectifies that anomaly, while also allowing additional uses for those ‘strength points’ (which actually represent accumulated staff work) that you’ll find in the game specific rules.  Think of it as the Commander and his staff staying at the HQ, analyzing those incoming reports and doing the necessary work to issue all the orders for the action to come.  Cavalry Leaders also acted as much more independent commanders than their Infantry opposites, and need to be represented as such.
ARMY MORALE – (Optional, but recommended)
I’m borrowing a form of the Army Morale system that I used in Summer Storm, in order to provide a slightly more detailed and flexible (as well as realistic) means of determining levels of Victory. It requires a bit of bookkeeping (on the forms provided), but I think it’s worth the effort.  Each player keeps track of his Army Morale, which ultimately represents the mindset of the historical Army Commander – his confidence in the ability of his troops to take or hold their ground and whether or not he’s willing to continue the fight on the present ground or fall back on his lines of communication.

Army Morale is kept track of by a series of numbered boxes, the exact number of which (the Army Morale Index or AMX) is determined by the number of units and leaders that he has currently on the field.  Players should note their current AMX by circling the proper numbered box.  The AMX is raised every time that reinforcements arrive, by the full strength rating of all the arriving units or leaders.  So, the more units that a player has on the field, the harder he will be to break.
The Army’s current Demoralization Level is kept track of by crossing off boxes (in pencil), starting at 0 and working up.  If the ADM level ever reaches or exceeds the Army’s AMX, the game ends immediately in an Automatic Victory for his opponent.

ADM Points are accrued for the following:

· Shattered Units – Each Shattered unit gains ADM points equal to its full Strength, x2 (Infantry), x3 (Artillery) or x4 (Cavalry). This represents their relative value in an Operational or Strategic sense. Eliminated Leaders cost you 5x their full Strength rating
· Defensible Terrain – Every time you lose a hex to an adjacent enemy attack (i.e., not just Artillery Fire), whether your unit was eliminated or retreated, you gain ADMPs equal to 1+ the Defensive DRM involved in the Combat (1+DDRM).  So, even retreating out of Open Ground still costs you!  Note: Cavalry Units may always voluntarily retreat out of a Frontline hex, either during their own Movement Phase or to avoid enemy attack, at just the DDRM cost, meaning that they can give up open ground at no cost to Army Morale.
· Rebuilding Shattered Units – Rebuilding Shattered Units in the Night Turn loses ADMPs (erase them) for the first step rebuilt: 2/ Infantry; 3/ Artillery; 4/ Cavalry.
· Confederate Artillery Ammunition – (Optional)  Anytime a Reb Artillery Unit conducts a Fire (not Melee) attack, mark off 1 ADMP.  If the Reb Ammunition Train ever arrives (Random Event) The Confederate immediately loses 20 ADMPs and no longer gain such points for Artillery fire. As opposed to the AOP (even not counting Hunt’s ‘Ghost Train’), Lee’s long arm had an extremely finite supply of long range ammunition, the almost total expenditure of which in the bombardment proceeding the PPT attack on July 3rd being a major factor in Lee’s ultimate decision to break off the hostilities and head back south.  This rule is NOT in effect if playing ‘The Devil’s to Pay’, due to the supplies captured by the confederates in Harrisburg.
Should neither side’s Army Morale be broken at the end of a game or scenario, determine the relative level of Victory as follows:
· Each side gets Victory Points equal to the total number of ADMPs accrued by his opponent, as well as any awarded for any scenario specific factors.  Simply work out a proportion of the larger total to the smaller and then compare to the Victory Level Table. Which means that the larger the forces involved, the less likely the possibility of a really decisive Victory, which is usually the way of such things!
· Victory Level Shifts – Most of the variable conditions for the scenarios, in terms of additional troops or different arrival times, are ‘paid for’ in terms of shifts to the eventual level of Victory.  The fact that some of these options may not be know to your opponent until the final reckoning is just another part of the game.

If both players want to continue to play it out after one side achieves an Automatic Victory, it counts as a 2 level shift in that player’s favor.

GETTYSBURG SPECIFIC RULES

The following represents my best attempt at simulating the historic conditions leading up to and during the historic battle of Gettysburg, in the context of this set of rules, based on all the research that went into the operational and tactical games in Summer Storm. Working on this had me once again poring through Coddington’s Gettysburg: A Study in Command and Martin’s July 1st, as well as both of Trudeau and Sears’ newer single volume Gettysburg studies.  I’m trying to make all of my ideas in terms of the published game components, but I’ll add in a few suggestions for those who may want to tinker with a copier and a bit of glue.

Lee, Meade and Warren – Lee at Gettysburg was certainly not at his best, for a number of very real reasons. For the first time on ground that he wasn’t intimately familiar with, his operational options were increasingly constrained by a lack of timely information about his opponent’s movements and location, and his very small staff proved woefully incapable of adequately handling the operations of his own large army over the three days of actual battle – the extent to which this forced him to do more and more things himself not being helped by his own arguably poor health.  And yet he gets one of the only SP ratings of 3, while Meade gets by with a 2.

Meade, on the other hand, showed himself to be both active and aggressive when handed the AOP at the eleventh hour (actually 3:00 AM, but let’s not quibble!), helped by the large and competent Army level staff he had inherited from Hooker.  In particular he was well served by Gen. Warren, his Chief of Engineers, who personally intervened several times on the field to get things done in Meade’s name.  With altering any of the game’s components, I think this can be handled as follows:
· Use the Pleasonton* Counter to represent Warren, who may now use his single CP to activate any 2 units within his Command Range.  At that point his counter is removed from the board, but is replaced at the start of the next turn in the same hex with Meade, at full (1CP) strength.

* Pleasonton had been essentially limited to being a HQ staff officer ever since Meade took command (most likely to keep him from getting into trouble until Meade could replace him!), with the day to day tactical command devolving onto the three Cavalry Divisional Commanders (who can now roll to replenish their own CPs, as can Stuart.)  His only real ‘contribution’ to the conduct of the battle was actually negative – withdrawing Buford’s entire 1/Cav Division for replenishment in the late morning of July 2nd, many hours before either Gregg or Kilpatrick had arrived to take his place. This mistake allowed Longstreet to set up his flank attack unseen, and greatly contributed to Sickles’ decision to advance his now unscreened Corps out to the Emmitsburg Road, thoroughly upsetting Meade’s otherwise sound defensive plan.  This ‘comtribution’ by Pleasonton is now represented by the Buford Withdrawal Roll taken by the Union player at 10 and 11 AM on the 2nd.
The Phantom General – The countermix out of the box actually does a pretty good job of representing the Union command structure at about 11 AM on July 1st – with a Command (Strength) Rating of 2 the Reynolds I Corps counter fairly well represents Gen. Doubleday as acting Corps Commander, a post he had held for most of the two weeks leading up the battle, and would continue to hold until Meade rather unfairly replaced him with John Newton from the VI Corps later that night.

Likewise, the Doubleday Divisional Leader (CR 1) is about right: Rowley was actually drunk for most of the day (he was relieved of command and court martialed), and Gen. Stone had to work around him for most of the day.

However, gameplay on July 1st is rather skewed in the Rebs’ favor by the omission of one rather important officer, John F. Reynolds himself, who as Commander of the Advanced Wing of the AOP was overall commander on the field until his death around 10:30.  Certainly he would have remained so until Meade arrived that night had he lived.  Leaving him out of the mix from the start is to play the game with the result of what would in any other context be a fairly rare random event – the death of the overall commander on the field – already taken as a ‘given’!
· To make up for this omission, simply use the Hancock II Counter to represent Reynolds as Wing Commander until Meade arrives in the Night turn.  At that point he should revert to being I Corps Commander (though I’d still argue that he and Doubleday should have ratings of 3 and 2 as corps and Divisional Leaders respectively!)

· And if that feels like too much a change from history for the Reb player – simply roll a d6 the first time any Brigade of Wadsworth’s Division takes a hit; on a 6 Reynolds has met his bullet – otherwise you had your chance, now carry on!
· If Reynolds remains in the saddle Hancock will arrive with his II Corps in the Night turn (handily, just as his counter is freed up by the arrival of Meade!)  If Reynolds dies, however, Hancock will arrive as Meade’s representative at 3:00 PM as he did historically (unlike the way Columbia has him showing up – they managed to shortchange the Union player both Reynolds and Hancock !!)
Checking the Order of Appearance Chart you’ll notice that the survival of Reynolds can allow the battle to unfold in a slightly different manner, particularly in the possible arrival times for the III and XII Corps.  I know that I’ll get accused of showing a real Union bias here, but I’m simply showing the battle as it likely would/could have been.  Reynolds’ death was perhaps the largest single factor in shaping the battle on the Union side that day, and yet it’s almost second nature for gamers to ‘expect’ that the battle will automatically follow the course flowing from what was actually a very unusual event.   I’m just trying to do my best to face both players with the actual conditions and limitations that their counterparts faced that day.
General Hunt – It’s hard to overstate the contribution to the Union success at Gettysburg by Gen. Hunt as overall Commander of the AOP’s Artillery, a position that Meade (as opposed to Hooker at Chancellorsville) was only too happy to allow him to exercise to the fullest. In addition to being constantly on the spot where he was needed the most, Hunt had arranged for a completely off the record second ammunition train (his famous ‘Ghost Train’) that ensured that no Union Artillery Brigade was ever in danger of running low.  He was ably assisted by not only a competent and professional set of Corps Artillery Commanders but such as Tyler and McGilvery of the Artillery Reserve.
To reflect the very real advantage that all this gave to Meade, I think that Hunt should be given a Supply Rating and Range of 4, as well as the ability to regenerate his CPs like Meade.
LEE’S CAUTION AT GETTYSBURG
To understand what actually happened on July 1st you have to really understand what Lee did and didn’t know at the time – not always easy to do in a game situation where you always know far too much going in.

Lee had most of his success in Virginia, where a lot of his officers and men knew the lay of the land and he was always kept in full information regarding his opponent thanks to Stuart and his cavalry.  In Pennsylvania, however, he was on unfamiliar ground, and operating almost blind with Stuart OOC for the most crutial part of the campaign.  Two days earlier he had been ‘humbugged’ in the Wellingtonian sense to find out that Hooker had managed to get the AoP across the Potomac and near Frederick, MD, when he believed them all to still be marching slowly northward through Virginia.  This caused him to pull Ewell back from his imminent attack on the Harrisburg defenses, and to try to effect a concentration of his scattered Army east of South Mountain in order to prevent the Yankees from operating against his long lines of communication running down (up) the Cumberland and Shenandoah Valleys.

However, he still didn’t take the Union threat seriously enough, with the result that two days later he still had the bulk of his troops on the west side of the ridge.  He passed Anderson’s III Corps Division on the road up to the Cashtown Pass, and then had to delay Longstreet’s entire I Corps in order to let Johnson’s II Corps Division onto the road first.  As Johnson had with him all of the II Corps wagon’s and Artillery reserve, that meant that Longstreet’s troops couldn’t even start out until later that afternoon.
When Lee arrived at Hill’s HQ in Cashtown at around 10:30 in the morning of the 1st he had another rude awakening, as the volume of cannon fire that he could hear told him that at least some units of the AoP were again far closer than he had allowed for.  He read Ewell’s note to Hill, which said that he would turn and move south on Gettysburg instead of west to cashtown (Lee’s orders allowed for either one as the concentration point).  However, Lee then sent a message to Ewell repeating his desire to not allow any major engagement until the entire Army of Northern Virginia was concentrated.

Hill rode forward, leaving Pender’s Division deployed in reserve on Whisler’s Ridge (just off the Columbia map) and halted any further attacks by Heth, who had just got his leading two Brigades thoroughly bloodied in combat with Wadsworth’s I Corps Division.  Lee didn’t change anything when he arrived, and it was only Ewell’s midafternoon attack with Rodes’ Division that convinced him to allow Hill to renew the attack from his front as well.  Ewell was very mindful of Lee’s cautionary orders, but was in so favorable a position on the Union I Corps flank that he simply had to attack – Jackson certainly would have done so under the same circumstances.
However, Lee had twice now been caught off guard by the marching speed of (now) Meade’s troops, and also knew exactly how bad a situation existed on those 17 miles of road behind him.  He now had to allow that any portion of the AoP might be over that next Ridge, while knowing that at least a third of his own Army couldn’t possibly get over the mountain and onto the field until at least the middle of the night.  So it’s no wonder that, in spite of the success achieved by the four (now bloodied) Divisions that he had on the field, he held up Anderson’s arriving Division back as his only reserve until more of his troops could arrive.  

He did ask Ewell to try and take that obviously important high ground if he thought that he could (if practicable, to use the period phrase), but added that he wouldn’t be getting any help from Hills Corps and, again, was not to restart a general engagement between the two armies until the rest of the ANV had arrived. In other words, Ewell, with a much better idea of what was going on east of town and aware of how few of his own troops would actually be available for the attempt, was absolutely obeying the letter and intent of Lee’s orders when he judged the attempt to take that hill as ‘impracticable’.
The restrictions on the Rebs in the notes for their Order of Appearance are my attempt to reflect these very real limits on what Lee was willing to risk in the historic battle on July 1st, given what he knew at the time.
Interestingly, by the next morning Lee seems to have gone back over to his usual over optimism and convinced himself that it it really couldn’t be more than just a part of the AoP that he was facing after all. In this he was helped by Capt. Johnson’s unfortunate recon mission that morning, as well as by what Lee could see for himself.  (Any of you who get the chance to come to Gettysburg can see the same thing for yourself, and it greatly explains why Lee’s plan of attack for July could have been so seemingly out of touch with reality.
Wellington once said something like, “Most of the art of being a general is in separating what you do know from what you don’t; in knowing what is beyond that next hill.”  The big problem was that Lee, as with all of his officers had no idea of the actual lay of the land that he was facing.  From anywhere that he or another Confederate could see it looks like the high ground starting on the left at Cemetery Hill smoothly flows into the high ground that follows the Emmitsburg Road south – you simply can’t see that there’s a hollow behind that high ground (the upper valley of Plum Run).  Nor can you see that Cemetery Ridge doesn’t really connect with the high ground along the road, but actually continues to the SE, eventually connecting with the ridge that ends at Big Round Top.

At last light on July 1st the Union lines had stretched from around the Codori house in an arc facing north, running through Cemetery Hill and ending on Culp’s Hill.  Given that he couldn’t see that the actual Union line now extended down Cemetery Ridge and not along the Emmitsburg Road, Lee viewed the Union position as essentially the same as it had been the night before, meaning that no major reinforcements had arrived and that they had a vulnerable left flank that could be exploited if he could get Longstreet into position in time without alerting ‘those people’ to their peril.  It had worked to perfection at Chancellorsville, and this time Lee had (or thought he had) the numbers on his side, even without Pickett’s Division.
Had the Union position been as he believed his plan probably would have worked, but given the actual situation (and the fact that he believed that nothing had changed 8 hours later!) it was a recipe for disaster.  And had Sickles’ III Corps been posted where ordered, Longstreet’s attack on the 2nd would have been in great danger of being flanked as it deployed.  (Walk the ground where he was supposed to be – especially with the latest tree cuttings having opened up the historic lines of sight – and you’ll want to throttle the bastard!)
Players’ Note – Players who are gamers first and history buffs second, and who hate having their personal playing style limited by historic realities can use the standard Order of Appearance and such from the published game.  However, they should do so knowing that they are simply playing a Gettysburg ‘flavored’ game, rather than any realistic simulation of the actual campaign conditions.

The trouble with a lot of Gettysburg games is that both players go into it knowing from the start that they’re in a footrace for the Diamond in Gettysburg and will push their troops forward as fast as possible accordingly.  A lot of Confederate players prefer to see Lee always as the aggressive, decisive commander that he was at Second Manassas and Chancellorsville and, again, some players simply don’t like to have a lot of ‘historical’ restrictions cramping their playing style.  So be it.

However, if the Reb player is to be allowed to simply push forward and attack as he wishes from the get go, the same should be true for his Union counterpart.  In other words, whether or not you choose to have Reynolds actually represented on the board as Wing Commander (which the published game emphatically does not!), you should be able to play as if he stayed in the saddle at least long enough to have written the orders and dispatches that he most likely would have, had he survived that initial encounter.  So, if you’re going to allow the Rebs to come charging onto the board as Columbia does, both Sickles (III) and Slocum (XII) should come on using the earlier times shown in my OOA (Reynolds had both the seniority and authority to do that), and the arrival of virtually every other Union reinforcement should be advanced by about 6 hours. (Reynolds had essentially selected Gettysburg as the battlefield, but his death prevented him from sending Meade the more detailed information that he needed to set the rest of the AoP into motion – that had to wait until he got Hancock’s report at 6 PM.)
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