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1.0 
Introduction

1.1 General

1.11 Simpler Summer Storm (SSS) is my version of the Rick Barber designed game, Summer Storm. It is meant to be easier and faster to play. This set of rules and supporting charts replace those in the original game. If you do not see a rule here it has deliberately been left out. 

1.2 Scale

1.21 Units; each unit counter represents approximately 600 men or 6 to 8 guns and the typical brigade is represented 1-4 counters. The difference between combat strengths represents differences in morale, training and historical performance. Map; each hex represents an area 200 yards across. Time; each daytime game turn represents one hour of time during the day. Evening, night and early morning game turns represent from 1½  to 3 hours per turn, as shown on the Game Turn Track.

2.0 Components

2.1 Game Maps

There are 4 maps, labelled A, B, C, & D assembled like this:

Map A
Map C

Map B
Map D

Hexes are labelled by map section and hex number. You may use any hex as an entry hex provided it contains half a hex or more. In all cases a hex’s terrain and elevation level, is that which fills the centre and majority of the hex’s area. While trees and such may slightly intrude into an otherwise open hex, they do not turn it into a woods hex. A good deal of effort has gone into producing a very naturalistic, ‘period’ looking map, while at the same time keeping the actual interpretation of the terrain very unambiguous.

Example: A1053 is the Chambersburg Pike entry hex on Map A. B4911 is the Taneytown Road Entry hex. The famous ’Copse of Trees’ in A/4814 is just that; not a woods  hex.

2.2 The Counters

The 980 counters are divided into leaders, combat units and markers. The use of Variant units is set out in the Scenario Book. 

2.3 Leader Counters 

2.31 They are sometimes referred to as ‘commanders’ or ‘officers’; all three terms mean the same. There are six types of leaders in the game: army, wing, corps, divisional, cavalry, and army artillery. Regardless of type, all leaders have one numerical rating, their command rating. The higher the command rating, the better.

2.32 Army Commanders; each has a portrait on top of his flag all on a gold background. The reverse side shows his replacement marked with (R).

Example: R E Lee is an army commander. He has a command rating of 3. Longstreet is his replacement.

2.33 Wing Commanders; only the Union has wing commanders. A wing commander has a portrait on a gold background. Wing commanders do not have a replacement side though one can be replaced. See 6.22.

Example: Slocum is a wing commander. He has a command rating of 2.

2.34 Corps Commanders; each has a portrait on a blue (USA) or grey (CSA) background. Their name is in a colour coded bar matching their command. Union corps commanders have a flag with their corps symbol. Confederate corps commanders have a flag with the (Roman) numeral of their corps. The reverse side of a corps commander’s counter shows his replacement marked with (R). 

Example: Sykes, Union V Corps commander, has a command rating of 2. His name is in a purple bar. The units he commands also have a purple bar. Crawford is his replacement.

2.35 Divisional Commanders; each has their corps’ symbol (USA) or corps’ number (CSA) on a background that matches the colour bar of their corps commander. The number or symbol is colour coded to show the division number. Red = 1st Division, white = 2nd Division, blue = 3rd Division, and green = 4th Division. A divisional commander also has his division and corps on the bottom left of his counter in the format division/corps. The reverse side of a division commander’s counter shows his replacement marked with (R).

Example: Barnes is the Union division commander for the 1st Division (the symbol is red) of the V Corps (V Corps symbol). Barnes has a command rating of 2. Tilton is his replacement.

2.36 Cavalry Officers; each has a portrait on a gold background with a guidon pennant (USA) or pair of crossed sabres (CSA). The reverse side of a cavalry officer’s counter shows his replacement marked with (R). 

Example: Merritt is a Union cavalry commander. He has a command rating of 3. His replacement is anonymous.
2.37 Army Artillery Leaders; each has a portrait on a blue (USA) or grey (CSA) background. The reverse side of the counter of an army artillery officer who can be replaced shows his replacement marked with (R). The CSA army artillery leader, Alexander, cannot be replaced so has no replacement side. 

Example: Hunt is the Union army artillery officer. He has a command rating of 4. Tyler is his replacement.

2.4 Combat Unit Counters 

2.41 Infantry, artillery, cavalry and horse artillery units are referred to as combat units. Horse artillery units are treated as artillery units unless otherwise stated. Combat units have a blue (USA) or butternut (CSA) background. A coloured band at the top of the counter matches the coloured band on the corps commander to show what corps the unit belong to. The colour of the corps symbol and an abbreviation of the division officer’s name shows the division the unit belongs to. The brigade officer’s name is shown in the coloured band at the top; the part of that brigade is shown by the letters A-D. The only brigade leader counters are for a few cavalry units available to be deployed as independent brigades. Artillery and cavalry units have special symbols: artillery units have crossed cannons behind the corps symbol, cavalry units by crossed sabres. Some units have a nickname above the corps symbol. 

2.42 Numbers; each combat unit has two numbers. The combat strength is on the left and the morale rating on the right. 

2.43 Full Strength & Reduced; infantry and cavalry units have a full strength and a reduced strength side. The full strength side is shown by a black line under the corps band for Union units and a grey line under the band for Confederate units; full-strength units also have higher combat and morale values, printed in white, as opposed to the black numbers on the reduced strength sides. 

2.44 Committed and Uncommitted; artillery units do not have a full strength and a reduced strength side. The front of an artillery unit counter shows its uncommitted side and the back shows the committed side. Artillery units have the same combat strength and morale rating on each side of the counter. The front (uncommitted) side is shown by a black dotted line running through the crossed cannon symbol as well as the combat and morale factors being in white. The back (committed) side has no dotted line through the cannon symbol and the combat and morale factors are in black.

2.5 The Markers

2.51 Markers are not combat units and they are not leaders. They are used to show game events or record points scores for different game systems. Markers are normally put on top of the affected unit. Some markers are put on the Orders Card which records orders and command points. Each player has their own Orders Card.

2.52 Divisional Activation Chits (DAC) are used to show the orders a division has. The background colour of a DAC is the corps colour. The divisional symbol is colour coded red-white-blue-green on the battle (CSA) or national (USA) flag, and the counter is marked with its division and corps designation. 

There are also generic DAC for each side, lettered A-C on blue (USA) and A-D on grey (CSA). These DAC are for independent or other forces in certain situations specified in the rules. The back of a DAC has the appropriate national or battle flag. A DAC never needs to be flipped in SSS.

Important: for the sake of simplicity the rules refer to a ‘division’ even though that is not always historically accurate; for example the cavalry. Think ‘division’ means ‘group of units organised together’ and you won’t go far wrong.

2.53 Army (ACP) and Corps Command Point (CCP) chits are used to mark current ACP and CCP levels on the Command Point Track on the Orders Card.

2.54 The Initiative marker is to remind players which side holds the initiative in a game turn. The player winning the initiative for the turn places the marker, his side’s flag face up, in any convenient location where both players can see it.

2.55 Players put Shaken/Broken markers on combat units, with the appropriate side up to show if the units are shaken or broken. 

2.56 Players put an Inactive/Ammo Resupply marker (a) on a commander (on the inactive side) to show the commander is inactive (b) on an artillery unit (on the ammo resupply side) to show the unit is ready for resupply and (c) on an infantry or cavalry unit to show it has rally orders. 

2.57 Players use Cohesion Hit (CH) markers to show the number of CH a unit has. They should put the marker under a combat unit with the number of CH it has taken facing the top of the unit. Alternatively, players may record the number of CH a unit has taken by using the appropriate line of boxes on the Second Edition Army Status sheets.

2.58 Players use Build/Breastworks markers on the build side to show a unit with Build orders and on the Breastworks side to show a unit is in fortified terrain. Breastworks markers remain on the map once placed and either side may use them.

2.59 The Time and Weather Status Card has tracks for showing the Day, Hour, and Weather. Players should use the blank red/black markers for Day, Hour, or Weather markers as needed.

2.6 Army Morale Sheets

2.61 There are two Army Morale Status Sheets in the game. Clash of Arms gives you permission to photocopy these masters for your personal use. Players use them to keep track of their army’s morale status.

2.7 The Dice

2.71 All rolls are with either 1 or 2 10-sided dice. When rolling, the number ‘0’ is always read as a ‘10’, not as a zero. So, a 1d10 roll gives results from 1 to 10 and a 2d10 roll gives results from 2-20.

2.8 Standard Rounding Rule

2.81 Round all fractions of half and more upwards. This rounding is calculated individually; do not add a series of fractions and then round them as a whole. 

Example: a stack with units of strength 7, 5 and 3 that is halved has an adjusted strength of (4+3+2=) 9 and not 8.

3.0 Sequence of Play

3.1 Overview

3.11 The game is played in successive game turns using a set sequence of play in the order shown.

A          Administrative Phase
Rule

1 Leader Segment
4.0

2 Army Command Point Segment
5.0

3 ACP Adjustment Segment
6.0

4 Corps Command Point Segment
7.0

5 CCP Adjustment Segment
8.0

6 Orders Segment
9.0

7 Preplanning Segment
10.0

8 Initiative Segment
11.0




B          Action Phase


1 Massed Bombardment Segment
12.0/40.0

2 Action Impulse Segment
13.0

3 Operational Movement Impulse Segment
14.0




C          Game Turn End Phase


1 Cohesion Recovery Segment
15.0

2 Morale Adjustment Segment
16.0

3 Degradation Segment
17.0

4 Weather Segment
18.0

5 Construction Segment
19.0

6 Game Turn Marker Segment
20.0

4.0 Leader Segment

4.1 Replacing Leaders

4.11 During this segment both players replace leaders who were casualties during the previous game turn.

4.12 Players may put (a) an army leader replacement within 16 MP of where he was on the map (b) a corps leader in any hex within 16 MP of the division he used to command and (c) a division leader replacement with any unit of that division. Players may replace leaders regardless of ZOC or ZOI.

4.13 If Reynolds is a casualty, the USA player may replace him as Left Wing Commander by Hancock. He arrives on the Taneytown Road 5 turns after Reynolds' death, or when normally due, whichever occurs first.

4.14 If the Union player wants to appoint a second wing commander he does it in this segment. He also makes any subsequent leader changes required.

Example: if the Union player appoints Slocum as wing commander he replaces him with Williams as commander of XII. Williams is replaced as leader of 1/XII Division by Ruger.

4.2 Reactivating Leaders

4.21 In this segment, both players automatically reactivate inactive independent leaders. The owning player should remove the inactive marker from the leader.

5.0 Army Command Point Segment

5.1 Generating ACP

5.11 In SSS army command is represented by the army leaders, ACP and spending ACP. Players generate ACP in the Army Command Point Segment.

5.12 Both players resolve this segment at the same time for each army and wing commander on the map. It is not done for a leader due to arrive in the current game turn. 

5.13 Players resolve the segment by nominating the leader, rolling 2d10 and adding the leader’s rating. The player applies the adjusted die roll to the Command Points Table and the result 0-6 ACP.

5.14 If the result is ‘0’ the leader becomes inactive. (23.2) If he is already inactive, he stays inactive but there is no extra effect. If the result is 1-6, move the relevant marker to the correct space on the Command Point Track. For the Union player, the marker shows ‘AoP’ on a background Union flag. For the Confederate player the marker shows ‘ANV’ on a background Confederate flag.

Example: it is the 7.00 am turn on July 1. The CSA army commander is not on the map and the CSA has no wing commanders. The CSA player does not roll for ACP. The USA has Reynolds, a wing commander who is treated like the army commander until Meade shows up. The USA player rolls 2d10 and gets 11. He adds Reynolds rating of 4 for a final die roll is 15 which gives 3 ACP. The Reynolds ACP marker is moved to the 3 space on the Command Point Track.

5.2 Spending Army Command Points

5.21 Players may spend ACP to:

· improve the Game Turn Initiative die roll (11.11)

· improve the CCP die roll for subordinate officers (7.12)

· create Bombardment Command Points (BCP) (40.0)

· create Preplanning Points (PPP) (7.4) 

· move an army, wing, or army artillery leader (26.42)

· reactivate inactive leaders (23.2 and 23.3)

· do the same things that CCP do (5.23) 

· replace wing commander casualties (6.22) or 

· appoint a 2nd wing commander 6.23).

5.22 To spend ACP on anyone except himself, the army leader or wing commander must be able to trace a path no longer than command range to the specified subordinate officer. For an army or wing leader, tracing a path to a corps commander, command range is 16 MP. Command range is dealt with at 21.0.

5.23 Army and wing commanders may spend ACP on individual divisions in exactly the same manner as for CCP. (Orders, extra Impulses, Movement Table DRM, etc.) However, for such purposes the cost is doubled.

Example: Lee has 2 ACP. He is within Command Range of Pickett (leader of CSA 2nd Division, 1st Corps). When Pickett activates, Lee spends 2 ACP on his Movement Table roll. The 2 ACP give a +2 DRM not the +4 DRM that would have been the case if Pickett’s corps leader had spent CCP on this.

5.24  When ACP are spent, the player must adjust the ACP marker. Once the marker reaches 0, no more ACP may be spent in the turn. Any ACP left at the degradation segment of the game turn are lost.

6.0 ACP Adjustment Segment

6.1 Overview

6.11 This segment (and the CCP Adjustment Segment) is where the game system shows the effect of inertia and friction on the player’s command plans. Only the Union player carries out this segment.

6.2 Procedure

6.21 After Meade enters play, if Reynolds is kept as wing commander, the Union player must reduce Meade’s ACP by 2. See 22.12. If Meade has two wing commanders, the Union player must reduce his ACP by 4. See 22.13. Reductions below 0 are ignored.

6.22 If Reynolds is a casualty the USA player may replace him as Left Wing Commander with Hancock. If this happens, the Union player must reduce Meade’s ACP by 2 on the turn that Hancock arrives. Reductions below 0 are ignored. Any wing commander, except Reynolds, is not replaced.

6.23 If the Union player appoints a second wing leader, he must reduce Meade’s ACP by 3 on the turn of the appointment. Reductions below 0 are ignored.

7.0 Corps Command Point Segment

7.1 Generating CCP

7.11 In SSS corps command is represented by the corps leaders, CCP and spending CCP. Players generate CCP in the Corps Command Point Segment.

7.12 Both players resolve this segment at the same time for each corps and independent leader on the map. As before, if the leader is not yet on the map, ignore this section. (An independent leader is defined at 22.3.). 

7.13 Players resolve the segment by nominating the leader, declaring if any ACP will be spent, (and if so, spending them), rolling 2d10 and adding the leader’s rating and twice the ACP spent. (So 1 ACP = +2 DRM.) Player The player applies the adjusted die roll to the Command Points Table and the result 0-10 CCP.

7.14 If the result is 0 the leader becomes inactive (23.2). If he is already inactive he stays inactive but there is no extra effect. If the result is 1-10, add it to any CCP already shown on the Command Point Track for the nominated leader and adjust the relevant CCP marker. CCP may last from turn to turn (subject to degradation 7.33) which means the marker has to be adjusted to take account of any already existing CCP.

For a corps commander the marker should be obvious; e.g. the Union I Corps CCP marker is labelled ‘I Corps’ and has that flag. Independent leaders use the lettered markers in pairs, one with the leader and one on the Command Point Track.

7.2 Leaders with Pre Planning Points

7.21 If the nominated leader has Pre Planning Points (PPP, see 7.4) available this turn the owning player also carries out the following for the leader: rolls 2d10 and adds the number of PPP (so 2 PPP = +2). The player refers the adjusted die roll to the Command Points Table and the result is CCP to be added to the total for the nominated corps.

7.22 If the nominated leader has no PPP available this turn, the steps in 7.21 are ignored.

Example: it is the 7.00 am turn on July 1. The Confederate player’s only leader is Heth who is independent and so rolls for CCP for himself. He nominates Heth. There is no army leader to give any ACP. The Confederate player rolls 2 dice and gets 14. He adds 2 because of Heth’s rating of 2. The adjusted die roll is 16 which gives 4 CCP. The Confederate player decides to use the grey ‘A’ markers. One is placed with Heth. The other is placed on the 4 space on the Command Point Track.  

Example: it is the 12 noon turn on July 1. On a previous turn Reynolds spent 2 ACP to create 2 PPP for Doubleday, the I Corps commander, for use in the 12 noon turn. And Reynolds spends another ACP to improve Doubleday’s CCP roll. Doubleday, starting with 0 CCP this turn, makes his roll for CCP and gets a 14. He adds 3 for his rating and 2 for the ACP spent by Reynolds for a final die roll of 19 which gives him 5 CCP. He also rolls for the PPP, getting a 10. He adds 2 for the number of PPP for a final die roll of 12 which gives him 2 more CCP. Doubleday now has 7 CCP. 

7.3 Spending Corps Command Points

7.31 Players may spend CCP to:

· improve the Movement Table roll for subordinate divisions (13.24)

· move the corps commander (26.42)

· reactivate an inactive corps or division leader (23.4)

· activate multiple divisions in the same impulse (13.3)

· give, change or maintain orders (9.0)

· create Bombardment Command Points (BCP) (40.0)

7.32 To spend CCP on anyone except himself, the corps commander must be able to trace a path no longer than command range to the specified subordinate officer. For a corps commander, tracing a path to a division commander, command range is 12 MP. To spend CCP on reinforcements the corps commander must be already on the board and within command range of the reinforcements’ scheduled entry hex.

This rule is crucial. If players do not pay attention to keeping their forces in command control, their troops will perform badly. Command control is dealt with in more detail at 21.0.

7.33 Any CCP left at the degradation segment of the game turn are halved. However, 1 CCP degrades to 0.

Example: 1st Corps has 5 CCP left at the degradation segment. The 5 CCP degrade to 3 CCP.

7.4 Pre Planning Points (PPP)

7.41 PPP allow a corps commander to make two rolls for Corps Command Points in a specified future turn. One roll as normal and a second roll using the number of PPP as a DRM. Each ACP spent in this way gives 1 PPP. PPP-based CCP rolls need a minimum of 2 PPP. In other words, having 1 PPP for a leader in a turn is wasted. Players must keep a note of PPP including the specified leader and the game turn. Players can add to PPP from turn to turn. 

7.42 Players may not assign PPP to (a) Night game turns (b) the current game turn or (c) the next day before 7.00 pm of the current day.

Example: no PPP can be assigned to July 2 until 7.00 pm on July 1. Example: in the 10.00 turn 1 ACP is spent to give XI Corps 1 PPP for the 3.00 pm turn. In the 11.00 turn 2 ACP are spent to give XI Corps another 2 PPP for the 3.00 pm turn. Finally, in the 2.00 pm turn, 2 more ACP are spent to give XI Corps another 2 PPP for the 3.00 pm turn. When the 3.00 pm turn comes, as well as his usual roll for CCP, the corps commander has a second roll with a +5 DRM for the 5 PPP.

Design Note: Preplanning is very important, as to achieve really decisive results requires spending massive amounts of CCP on a few divisions in the same turn (Multiple Action Impulses per division, preferably under Attack orders XE "Attack orders" , with points to spare on Co-ordination). A given corps commander can only generate a limited number of CCP at a time, and the only way to increase this is through preplanning. 

7.5 Recording Pre planning

7.51 Players should use the blank spaces on each army’s status sheet for noting ACP being spent as PPP. Players should note the corps, the number of PPP and the game turn they become active. Used or postponed PPP should be crossed out rather than erased, so that there will be a record of PPP use at the end of the game.
8.0 CCP Adjustment Segment

8.1 Overview

8.11 Players perform this segment simultaneously for their own corps and independent leaders that are on the game map.

8.2 Procedure

8.21 For each corps leader, count the number of divisions he commands with Attack, Defend or Reserve orders. The orders a division has are shown by its DAC on the Orders Card. For each such division, reduce the corps leader’s CCP by 1. Reductions below 0 are ignored.

8.22 For each corps leader, count the number of Independent or Out of Command Control divisions he commands. For each such division, reduce the corps leader’s CCP by 1. Reductions below 0 are ignored.

Example: the CCP for a corps with one out of command control division AND one with Attack orders is reduced by 2.

8.23 Players must repeat the process for every independent leader although the maximum reduction will be 1 (based on the division’s orders). An independent division does not subtract 1 CCP from its own CCP total for being independent or out of command control.

9.0 Orders Segment

9.1 Overview

9.11 Every division always has an order. Placing a DAC on the Orders Card shows the order. The available orders for a division are Attack, Build, Defend, Direct, General, March, Reserve, Rest & Reorganisation There is also a special type of order that may be given to individual units: Rally. Each order has its own unique set of effects. 

9.2 Procedure

9.21 At the start of the Orders Segment, a division’s DAC will either be on the Orders Card (because the division is already on the game map) or will be available – having been rounded up by the owning player - because the division is due to arrive as a reinforcement in the turn.

9.22 To give orders to a division, the owning player puts the DAC in the relevant space on the Orders Card. However, the rules in this section set out certain (hopefully logical) limits and restrictions.

9.3 Arriving Reinforcements and Orders

9.31 The owning player must give arriving reinforcements a single impulse of March orders. He shows this by putting the DAC in the single impulse box in the March orders row on the Orders Card. There is no CCP cost.

On the turn they arrive, reinforcements never receive two impulses. 

9.4 Cancelling Orders

9.41 To cancel orders the owning player takes the relevant DAC and puts it in the implemented box in the General orders row on the Orders Card. At that point the division is available for further orders. 

9.42 During the Orders Segment, in certain cases a player must cancel the orders a division has. For example, a division with Build orders that is engaged (in the Orders Segment) must cancel the Build orders. 

9.43 Some orders cost CCP to cancel. If there are no CCP to pay the cancellation cost, the orders are still cancelled. However, the owning player must remove the division’s DAC from the Orders Card. The division gets no orders – i.e. does nothing – in the current game turn. The owning player reintroduces the DAC in the next game turn by putting it in the implemented box in the General orders row on the Orders Card. And at that point it is available for further orders.

9.5 Engaged Divisions and Orders

9.51 A division is engaged if any of its units, including attached artillery, are in a ZOC. A player may not give certain orders to engaged divisions. This is highlighted in each orders rules section.

9.6 Giving Attack Orders

9.61 If a division’s DAC is already in the Attack orders row of the Orders Card (because it was given Attack orders in an earlier turn) the owning player must either (a) put the division’s DAC in the single impulse box in the Attack orders row on the Orders Card at 0 CCP cost or (b) cancel the orders. (9.63)  If the division has an impulse of Attack orders, the owning player may give it a second impulse of Attack orders. He shows this by putting the DAC in the double impulse box in the Attack orders row on the Orders Card. To be able to do this he must pay 3 CCP.

9.62 If a division’s DAC is in the General orders row of the Orders Card, the owning player may give it Attack orders. He shows this by taking the DAC from the General orders row and putting it in the single impulse box or double impulse box of the Attack orders row on the Orders Card. To be able to do this he must pay 2 CCP for a single impulse or 5 CCP for a double impulse.

In short, to give a division with Attack orders (from a previous turn) two impulses of Attack orders costs 3 CCP. But to give a division new Attack orders (it had different orders the previous turn) with two impulses costs 5 CCP.

9.63 If a player wants to cancel Attack orders he must pay 1 CCP. 

9.64 A player may not give Attack orders to a broken division. If a division with Attack orders breaks (regardless of whose impulse this happens in) at the end of the impulse the division is given General orders. If the division has any impulses of orders not yet spent, its DAC is put in the unimplemented box on the General orders row of the Orders Card. Otherwise, it is put in the implemented box. There is no CCP cost.

9.7 Attack Orders Effects

9.71 A division with Attack orders rolls on that column on the Movement Table. Its units may enter ZOC. In combat its units receive a +3 DRM and opposing units receive a +1 DRM. In combats its units win, at least one unit must advance. In morale checks its units receive a +1 DRM. Cavalry units with Attack orders have their combat strength doubled when carrying out a cavalry charge. See 32.2.

9.8 Giving Build Orders

9.81 A player may not give Build orders to cavalry or horse artillery units or an engaged division. If an engaged division has Build orders the player must cancel them.

9.82 Build orders are split into two stages: preparation and construction. 

9.83 If a division’s DAC is already in the Build orders row of the Orders Card (because it was given Build orders in an earlier turn) the owning player may either cancel or continue the Build orders.

9.84 If a player wants to cancel Build orders he must pay 1 CCP. 

9.85 If a player wants to continue the Build orders he must choose either preparation or construction. He shows this by putting the DAC in the particular unimplemented box (preparation or construction) in the Build orders row of the Orders Card. This does not cost any CCCP. 

9.86 A player may give Build orders to a division whose DAC is in the General orders row of the Orders Card. He shows this by taking the DAC from the General orders row and putting it in the unimplemented preparation box in the Build orders row on the Orders Card. This costs 1 CCP.

9.87 A player may not give Build orders to a broken or shaken division. If a division with Build orders breaks or becomes shaken (regardless of whose impulse this happens in) at the end of the impulse the division is given General orders. If the division has an impulse of orders not yet spent, its DAC is put in the unimplemented box on the General orders row of the Orders Card. Otherwise, it is put in the implemented box. There is no CCP cost. 

9.9 Build Orders Effects

9.91 A division with Build construction orders does not move. A division with Build preparation orders gets an automatic result for movement of ‘4/6/8’ and may not enter ZOI or ZOC.  See the Movement Table for details. Regardless of the type of Build orders, its units are halved in strength. 

9.92 If the division has Build construction orders, in the Construction Segment, the owning player may put a Build marker under any units in or next to a woods or rough terrain hex. If the hex has a Build marker, it is flipped to its Breastworks side. A Build or Breastworks marker remains even if the unit involved moves out of the hex. Breastworks (not build markers) give all units in the hex a favourable DRM in combat and against bombardment.

9.93 If a division with Build orders is attacked in ground combat, at the end of the impulse the division is given General orders. If the division has an impulse of orders not yet spent, its DAC is put in the unimplemented box on the General orders row of the Orders Card. Otherwise, it is put in the implemented box. 

To build breastworks is a multiple stage process. In the first turn the division must be given Build preparation orders. This gives them restricted movement ability and allows them to do any last minute repositioning. In the second turn they may convert the Build preparation to Build construction. They may not move. In that turn’s Construction Segment a build marker is placed. In the third turn, still with Build construction orders, they may not move. However, in that turn’s Construction Segment the build marker is replaced with a Breastworks marker. In the fourth turn they can be given new orders. Provided, of course, the player has the CCP to spend.

9.10 Giving Defend Orders

9.101 If a division’s DAC is already in the Defend orders row of the Orders Card (because it was given Defend orders in an earlier turn) the owning player may either cancel or continue the Defend orders.

9.102 If a player wants to cancel Defend orders he must pay 1 CCP. 

9.103 If a player wants to continue the Defend orders he must put the DAC in the unimplemented box on the Defend orders row of the Orders Card. There is no CCP cost.

9.104 A player may give Defend orders to a division whose DAC is in the General orders row of the Orders Card. He shows this by taking the DAC from the General orders row and putting it in the unimplemented box on the Defend orders row of the Orders Card. This costs 2 CCP.

9.105 A player may not give Defend orders to a broken division. If a division with Defend orders breaks (regardless of whose impulse this happens in) at the end of the impulse the division is given General orders. If the division has an impulse of orders not yet spent, its DAC is put in the unimplemented box on the General orders row of the Orders Card. Otherwise, it is put in the implemented box. There is no CCP cost.

9.11 Defend Orders Effects

9.111 A division with Defend orders gets an automatic result for movement of ‘2’. See the Movement Table for details. Its units may not enter ZOC.  Its units may withdraw from a ZOC. See 26.7. (If an enemy unit follows up and gets back into contact, combat does happen.) In combat its units receive a +2 DRM. In combats its units win, none of its units may advance after combat. In morale check its units receive a +1 DRM

9.112 In the combat part of the division’s impulse, those enemy units must attack all of the division's units exerting a ZOC on an enemy unit. The units with the Defend orders get the benefit of the terrain they occupy. The enemy units have the option to withdraw instead of attacking. The enemy player (not the player with the Defend orders units) chooses the order in which his required attacks are made, and the decision to attack or withdraw is made on a unit by unit basis, in the order in which the attacks are resolved.

9.12 Giving Direct Command Orders

9.121 If a division’s DAC is already in the Direct Command orders row of the Orders Card (because it was given Direct Command orders in an earlier turn) the owning player may either cancel or continue the Direct Command orders.

9.122 If a player wants to cancel Direct Command orders there is no CCP cost.

9.123 If a player wants to continue the Direct Command orders he may give it one or two impulses of Direct Command orders. To give a single impulse of Direct Command, he shows this by putting the DAC in the single impulse box in the Direct Command orders row on the Orders Card. To be able to do this he must pay 1 CCP. To give two impulses of Direct Command, he shows this by putting the DAC in the double impulse box in the Direct Command orders row on the Orders Card. To be able to do this he must pay 3 CCP.

A single impulse of Direct Command orders costs 1 CCP. Two impulses cost, in total, 3 CCP. 

9.124 If a division’s DAC is in the General orders row of the Orders Card, the owning player may give it Direct Command orders. He shows this by taking the DAC from the General orders row and putting it in the single impulse box or double impulse box of the Direct Command row on the Orders Card. To be able to do this he must pay 1 CCP for a single impulse or 3 CCP for a double impulse.

9.125 A player may not give Direct Command orders to a broken division. If a division with Direct Command orders breaks (regardless of whose impulse this happens in) at the end of the impulse the division is given General orders. If the division has an impulse of orders not yet spent, its DAC is put in the unimplemented box on the General orders row of the Orders Card. Otherwise, it is put in the implemented box.

9.13 Direct Command Orders Effects

9.131 A division with Direct Command orders rolls on that column to determine its movement allowance in an action impulse. Its units may enter ZOC. 

9.14 Giving General Orders

9.141 If a division’s DAC is in the General orders row of the Orders Card, or is moved there by having other orders cancelled in the Orders Segment, the owning player may give that division orders. For orders other than General orders the player must follow the instructions set out in the relevant rules section. To give General orders, he puts the DAC in the unimplemented box on the General orders row of the Orders Card. There is no CCP cost. 

9.142 At the end of the Orders Segment, every DAC must show that an order has been selected. Even if there are no CCP available, because General orders are free, they may always be selected.

9.15 General Orders Effects

9.151 A division with General orders rolls on that column to determine its movement allowance in an action impulse. Its units may not enter ZOC. Exception: units with General orders may always enter ZOC that are projected purely by cavalry or artillery or cavalry and artillery; in other words, they may not enter an infantry ZOC.

9.16 Giving March Orders

9.161 A player may not give March orders to an engaged division. If an engaged division has March orders the player must cancel them.

9.162 If a division’s DAC is already in the March orders row of the Orders Card (because it was given March orders in an earlier turn) the owning player may either cancel or continue the March orders. For arriving reinforcements, see 9.3.

9.163 If a player wants to cancel March orders there is no CCP cost.

9.164 If a player wants to continue the March orders he may give one or two impulses of March orders. To give a single impulse of March orders, he shows this by putting the DAC in the single impulse box in the March orders row on the Orders Card. To be able to do this he must pay 1 CCP. To give two impulses of March orders, he shows this by putting the DAC in the double impulse box in the March orders row on the Orders Card. To be able to do this he must pay a total of 3 CCP.

A single impulse of March orders costs 1 CCP. Two impulses cost, in total, 3 CCP. 

9.165 A player may not give March orders to a broken division. If a division with March orders breaks (regardless of whose impulse this happens in) at the end of the impulse the division is given General orders. If the division has an impulse of orders not yet spent, its DAC is put in the unimplemented box on the General orders row of the Orders Card. Otherwise, it is put in the implemented box.

9.17 March Orders Effects

9.171 Players activate divisions with March orders in the Operational Movement Segment. They roll on that column to determine movement allowance unless they are arriving reinforcements when that column is used. Units with March orders may use the 1/3 Movement Rate on Pikes and Primary Roads. They are the only units allowed to use this favourable movement rate.  Units with March orders may not enter ZOI or ZOC. Units with March orders have a ZOC as normal but do not have a ZOI. Units with March orders have their combat strength halved.

9.172 Units with March orders must start or end their move on or next to a Road or Trail hex. 

This is not an ‘ironclad’ rule, but should be adhered to as closely as possible in spirit. For example, it’s OK if a unit or two doesn’t quite qualify. The intent is that operational movement should be used to move onto or along a road, not to allow cross-country moves unhindered by the enemy.

9.173 If a division with March orders is attacked in ground combat, at the end of the impulse the division is given General orders. If the division has an impulse of orders not yet spent, its DAC is put in the unimplemented box on the General orders row of the Orders Card. Otherwise, it is put in the implemented box. 

9.18 Giving Reserve Orders

9.181 A player may not give Reserve orders to an engaged division. If the engaged division has Reserve orders they must be cancelled.

9.182 If a division’s DAC is already in the Reserve orders row of the Orders Card it will be in one of two boxes there: maintain in reserve or released from reserve. 

9.183 If the DAC is in the released box the owning player may either cancel the Reserve orders or give it new Reserve orders. To cancel the Reserve orders he must put the division’s DAC in the implemented box in the General orders row on the Orders Card. There is no CCP cost. To give it new Reserve orders he puts the division’s DAC in the unimplemented box in the Reserve orders row on the Orders Card. To give it new Reserve orders he must pay 2 CCP. 

9.184 If the DAC is in the maintain box the owning player must continue the Reserve orders. To show this the owning player puts the division’s DAC in the unimplemented box in the Reserve orders row on the Orders Card. There is no CCP cost.

9.185 If a division’s DAC is in the General orders row of the Orders Card, the owning player may give it Reserve orders. He shows this by taking the DAC from the General orders row and putting it in the unimplemented box in the Reserve orders row on the Orders Card. To be able to do this he must pay 2 CCP. 

9.186 A player may not give Reserve orders to a shaken or broken division. If a division with Reserve orders becomes shaken or breaks (regardless of whose impulse this happens in) at the end of the impulse the division is given General orders. If the division has an impulse of orders not yet spent, its DAC is put in the unimplemented box on the General orders row of the Orders Card. Otherwise, it is put in the implemented box.

9.19 Reserve Orders Effects

9.191 If a player activates a division with Reserve orders he has two options: to maintain it in Reserve or release it from Reserve. 

9.192 If the division is kept in Reserve, the owning player shows this by moving the DAC to the maintain box in the Reserve orders row on the Orders Card. Such a division gets an automatic result for movement of ‘4/6/8’ and may not enter ZOI or ZOC.  See the Movement Table for details. 

9.193 If the division is released from Reserve, the owning player shows this by moving the DAC to the released box in the Reserve orders row on the Orders Card. Such a division rolls on the released Reserve column of the Movement Table. Its units may enter ZOC. 

9.194 If a division with (maintain or released)  Reserve orders is attacked in ground combat, at the end of the impulse the division is given General orders. If the division has an impulse of orders not yet spent, its DAC is put in the unimplemented box on the General orders row of the Orders Card. Otherwise, it is put in the implemented box. 

For released reserves there is no real effect. However, for the sake of simplicity this protocol should be followed. It puts the DAC in  a handy location for new orders in the next turn. 

9.195 If the division is under maintain Reserve orders in the Morale Adjustment Segment, the army Morale level is raised by 4 if it is an infantry division and 2 if it is a cavalry division.

9.20 Giving Rest & Reorganisation Orders

9.201 A player may not give Rest & Reorganisation (R&R) orders to an engaged division. If an engaged division has R&R orders they must be cancelled.

9.202 Rest & Reorganisation (R&R) orders are split into two stages: preparation and recovery. 

9.203 If a division’s DAC is already in the Rest & Reorganisation orders row of the Orders Card (because it was given R&R orders in an earlier turn) from the owning player may either cancel or continue the R&R orders.

9.204 If a player wants to cancel R&R orders he must pay 1 CCP. 

9.205 If a player wants to continue the R&R orders he must choose either preparation or recovery. He shows this by putting the DAC in the particular unimplemented box (preparation or recovery) in the R&R orders row of the Orders Card. If the DAC goes to the preparation box, this does not cost any CCCP. If the DAC goes to the recovery box from the preparation box, this costs 1 CCP. If the DAC goes to the recovery box from the other recovery box, there is no CCP cost.

9.206 A player may give R&R orders to a division whose DAC is in the General orders row of the Orders Card. He shows this by taking the DAC from the General orders row and putting it in the unimplemented preparation box in the R&R orders row on the Orders Card. This costs 1 CCP.

9.21 Rest & Reorganisation Orders Effects

9.211 A division with R&R preparation orders gets an automatic result for movement of ‘4/6/8’ and may not enter ZOI or ZOC. See the Movement Table for details. If already in a ZOC or ZOI, such units must move out of the ZOC or ZOI. And if this situation remains in the next Orders Segment the R&R orders must be cancelled. A division with R&R recovery orders may not move. Regardless of the type of R&R orders, such units are halved in strength. 

9.212 A division with R&R preparation orders activates in an action impulse. A division with R&R recovery orders ‘activates’ in the Cohesion Recovery Segment. Then, all the division’s unshaken infantry and cavalry (but not horse artillery) units lose 1 CH each. However, no unit can lose its first CH, which must remain. In addition, the division must check Divisional Morale. See 36.0.

9.213 Since artillery is not actually part of a given division (even Confederate divisional artillery is really just ‘attached’) artillery units being commanded by an R&R orders division gain no recovery benefit. Artillery units must be marked for Ammo Resupply to lose CH.

To effect R&R is a multiple stage process. In the first turn the division must be given R&R preparation orders. This gives them restricted movement ability and allows them to do any last minute repositioning. In the second turn they may convert the R&R preparation to R&R recovery. They may not move. In that turn’s Cohesion Recovery Segment the benefits come into effect.

9.214 If a division with R&R orders is attacked in ground combat, at the end of the impulse the division is given General orders. If the division has an impulse of orders not yet spent, its DAC is put in the unimplemented box on the General orders row of the Orders Card. Otherwise, it is put in the implemented box. 

9.22 Giving Rally Orders

9.221 Rally is a special order, which is given to individual units. The division the unit belongs to will have other orders which are not affected by the Rally order.

9.222 A player may give Rally orders to any infantry or cavalry (but not horse artillery) unit that is not shaken, broken or in a ZOC or ZOI. The owning player pays 1 CCP in any friendly impulse during the Action Phase to give a brigade or part of it a Rally order. The cost is 1 CCP regardless of the number of units in the brigade or the number of units in the brigade wanting to Rally. Mark the order by putting an Ammo Resupply counter on the unit(s).

9.223 The Rally order is removed (and the Ammo Resupply counter, too) if the unit is attacked in ground combat or disrupted by bombardment.

9.23 Rally Orders Effects

9.231 If rallying units are activated they may not move. In the Cohesion Recovery Segment, each unit with a marker still remaining takes a morale check. All normal DRMs apply. If the unit passes 1 CH is removed. However, no unit can lose its first CH, which must remain. Regardless of the morale check’s outcome, the owning player is free to either remove the Ammo Resupply marker or allow it to remain in place for the following turn, at no cost in CCP. 

A Rally order has no effect on army or divisional Morale, beyond the possible positive effect caused by a reduced side unit flipping back to its full strength side.

10.0 Preplanning Segment

10.1 General

10.11 This is the segment when both players, simultaneously, spend ACP for pre planning points (PPP). PPP are dealt with at 7.4. If using the optional BCP rule, this is also the segment when BCP are bought.

11.0 Initiative Segment

11.1 Overview

11.11 Both players carry out this segment together in this order:

· Each player secretly decides how many ACP he wishes to spend on improving the initiative die roll

For face to face games, players should agree how they will record the number of ACP to be spent. Solitaire gamers may wish to use a standard approach where each side automatically spends a certain fraction of the available ACP on improving the initiative die roll. Using, for example, 1/3 of ACP to improve the initiative die roll helps lighten the burden on solitaire gamers.

· Each player reveals the number of ACP being spent on improving the initiative die roll and spends the ACP

· Each player rolls 1d10 and adds 3 for each ACP spent on improving the initiative die roll

11.12 The side with the higher total wins the Game Turn Initiative for the Turn. The winner automatically gets the first Action Impulse of the Action Phase. If there is a tie, the side that had the initiative on the last turn keeps the initiative. However, if it is a tie on the first turn of the game, roll again using the same modifiers. Players should use the initiative marker to show which side has the game turn initiative.

12.0 Massed Bombardment Segment

12.1 Overview

12.11 This is an optional rule. Details of massed bombardment (MB) are set out at 40.0.

13.0 Action Impulse Segment 

13.1 Overview

13.11 The player who won the game turn initiative takes the first action impulse of each game turn. After the first action impulse is completed, the other player takes the second action impulse and players alternate action impulses, one at a time until both players pass or are forced to pass. In a player’s action impulse he may:

· activate a division (13.2), or

· activate a group of forces (13.3), or

· move a leader (13.4), or 

· pass  (13.5).

13.2 Activating a Division

13.21 To activate a division the player nominates it and carries out the following steps, in order. After steps (a) to (i) are completed, the next action impulse starts.

(a) Adjust Orders

(b) Ready Artillery

(c) Movement Roll

(d) First Artillery Fire

(e) Movement

(f) Second Artillery Fire

(g) Ground Combat

(h) Adjust Morale

(i) Adjust Orders

13.22 Adjusting Orders. In this step the owning player moves the DAC to record the orders have been implemented. Where there are two impulses of orders, the DAC is moved to show that one impulse of orders remain. A division may only expend one impulse of orders in an impulse.

Example: the owning player activates a division with two impulses of Attack orders. In the Adjust Orders Step he moves the DAC from the double impulse box on the Attack orders row of the Orders Card to the single impulse box on the same row. 

13.23 Ready Artillery. The division’s artillery units are flipped to their uncommitted side if not already.

13.24 Movement Roll. In this step the owning player determines the movement allowance (MA) or number of movement points (MP) the activated units have. He does this for forces with Attack, Direct, General or released Reserve orders by rolling 2d10 and adding the division leader’s rating and 2 for each CCP spent (so 1 CCP = +2) and Cross referring the final result with the column for the division’s orders on the Movement Table. Exception: units commanded by an inactive leader have an automatic Movement Table result of ‘2.’

13.25 For forces in other circumstances, the MA is obtained directly from the Movement Table.

Example the owning player activates Barnes’ Division (1st division of Union V Corps) which has General orders. The player rolls 2d10 and gets a result of ‘9’. He adds Barnes’ rating of 2 and another 2 because Sykes had spent 1 CCP for a final result of ’13.’ From the Movement Table, the result is ‘6/9/12’ which means infantry and artillery units have 6 MP, cavalry and horse artillery have 9 MP and leaders have 12 MP.

13.26 First Artillery Fire. In this step the owning player may fire any of his division’s artillery units according to the relevant rules.  The opposing player may then be able to carry out Counterbattery fire. See 31.4.

13.27 Movement. In this step the owning player may move the units in the activated division according to the result obtained from the Movement Table and the movement and other relevant rules. Important Reminder: any artillery units that fired in the First Artillery Fire Step may only use half their MP. And at the end of this step any artillery units that fired in the First Artillery Fire Step are turned over to their committed side whether or not they use any MP. Any of the division’s artillery units that have not yet fired and want to fire in the next step may only use half their MP. Artillery units that use more than half their MP are turned over to their committed side and may not fire in the next step. Important Reminder: the opposing player may be able to carry out Opportunity fire. See 31.5.

13.28 Second Artillery Fire. In this step the owning player may fire any of his division’s uncommitted artillery units that did not fire in the First Artillery Fire Step according to the relevant rules. They are then turned over to their committed side. The opposing player may then be able to carry out Counterbattery fire. See 31.4.

13.29 Ground Combat. In this step all of the division’s units in a ZOC must attack and all enemy units exerting a ZOC into any hexes occupied by any of the division’s units must be attacked. Exception: if the activated division has Defend orders, the non-activated units must attack the active units. This is resolved according to the combat rules.

13.210 Adjust Morale. In this step, if in the current activation impulse the activated division has attacked or been attacked in ground combat or any of its units have suffered CH because of enemy artillery bombardment, the owning player must check its Divisional Morale. Also in this step, the opposing player must check Divisional Morale for any of his divisions in the current activation impulse whose units have attacked or been attacked in ground combat or if any of its units have suffered CH because of enemy artillery bombardment. This is all done according to the Divisional Morale rules. Also in this step, both players adjust their respective Army Morale according to events in the impulse.

13.211 Adjust Orders.  In this step, the owning player changes the Orders for the activated division if such a change is necessary because the division is shaken or broken. The opposing player also adjusts Orders as may be necessary for any of his forces that are now shaken or broken. This is all done according to the orders rules.

Example: the Union player activates Ayres’ Division (2nd division of V Corps) which has 2 impulses of Attack orders. After activation it has 1 impulse of Attack orders. Unfortunately, it comes off rather badly in the attack and the division is now broken. Because it has broken, it may not have Attack orders. In the Adjust Orders Step the owning player moves the DAC to the single impulse of the General orders row on the Orders Card.

13.3 Activating a Group of Forces

13.31 The player whose impulse it is may activate a group of forces subject to certain restrictions. The forces must all be part of the same Corps. The owning player must have the necessary CCP to pay.

13.32 Activating a group of forces is carried out in the same way as activation of a single division. However, when the player nominates the forces he must pay 1 CCP if two forces are being activated, 3 CCP if three forces are being activated and 6 CCP if four forces are being activated. 

Example: the Union player wants to activate a group of forces from V Corps: Barnes’, Ayres’ and Crawford’s divisions. All 3 forces are in V Corps. Sykes (the V Corps leader) has 4 CCP. This activation of the group costs 3 CCP leaving Sykes with 1 CCP. 

13.33 When a group of forces is activated, each division carries out each step at the same time.  In other words, all forces do step a, then step b, then step c and so on.

13.4 Moving a Leader

This step is only for army, wing, army artillery and corps commanders. Divisional leaders move when their division is activated. To move an army, wing, army artillery or corps leader the player nominates it and carries out the following steps, in order. After steps (a) to (c) are completed, the next action impulse starts. (a) Adjust ACP or CCP (b) Determine movement allowance (c) Movement.

13.41 It costs 1 ACP to move an army, wing or army artillery commander. It costs 1 CCP to move a corps leader. Army, wing, corps & artillery leaders have 16 MP or, if inactive, 8 MP. Movement is carried out according to the movement rules. Only one leader at a time (in the one impulse) may be moved using this procedure. An army, wing, army artillery or corps leader may only move once per game turn using this procedure. See 26.42 for details of how such leaders may move without spending ACP or CCP.

13.5 Passing

13.51 If a player passes, nothing happens in the impulse. If a player passes, he no longer receives impulses in the Action Impulse Segment. His opponent continues to take impulses until the opponent also passes. 

13.52 A player may only pass if the only unimplemented orders his forces have are Build construction, March or Rest & Reorganisation recovery ones. Build construction orders may only be implemented in the Construction Segment. March orders may only be implemented in the Operational Movement Segment. Rest & Reorganisation recovery orders may only be implemented in the Cohesion Recovery Segment.

13.6 End of the Action Impulse Segment

13.61 Once both players have passed the Action Impulse Segment ends and play continues with the Operational Movement Impulse Segment.

14.0 Operational Movement Impulse Segment

14.1 Overview

14.11 The Operational Movement Impulse Segment is only for forces with March orders, including arriving reinforcements.

14.12 The player who won the game turn initiative takes the first operational movement (OM) impulse of each game turn. After the first OM impulse is completed, the other player takes the second OM impulse and players alternate OM movement impulses, one at a time until both players pass or are forced to pass. In a player’s OM impulse he may:

· activate an on board division, or

· activate reinforcements or

· pass  

14.2 Activating On Board Division

14.21 To activate an on board division the player nominates it and carries out the following steps, in order. After steps (a) to (c) are completed, the next operational movement impulse starts.

(a) Adjust Orders (b) Movement Roll (c) Movement

14.22 Adjusting Orders. In this step the owning player moves the DAC to record the orders have been implemented. Where there are two impulses of orders, the DAC is moved to show that one impulse of orders remain. A division may only expend one impulse of orders in an impulse.

14.23 Movement Roll. In this step the owning player determines the movement allowance (MA) or number of movement points (MP) the activated units have. He does this by:

· Rolling 2d10 and adding

· The division leader’s rating and

· 2 for each CCP spent and

· Cross-referring the final result with the column for March orders on the Movement Table.

Exception: units commanded by an inactive leader have an automatic Movement Table result of ‘2.’

14.24 Movement. In this step the owning player may move the units in the activated division according to the result obtained from the Movement Table and the movement and other relevant rules. Important Reminder: units with March orders may not enter ZOC or ZOI.  Units with March orders must start or end their move on or next to a Road or Trail hex. Units using March orders are the only units that may use the 1/3 Movement Rate on Pikes and Primary Roads.

14.3 Activating Reinforcements 

To activate reinforcements the player nominates the division and carries out the following steps, in order. After steps (a) to (c) are completed, the next operational movement impulse starts: (a) Adjust Orders (b) Movement Roll (c) Movement

14.31 The steps are carried out in the same way as for an on board division except that the division refers to the March Arriving Reinforcements column of the Movement Table. A leader arriving on his own does not make a Movement Roll but uses his normal movement allowance.

14.4 Reinforcements

14.41 All off-board forces due to arrive in a Game Turn are called reinforcements. In Summer Storm there are two types: variable and regular. In SSS, the potential early arrival of variable reinforcements is ignored.

Example: in SSS, the USA player does not roll for XII Corps’ arrival. The Corps will arrive in the 5:00 pm turn. Or rather, it is due to arrive then. Arriving reinforcements may be delayed by their Movement Table result.

14.42 Arriving reinforcements that consist of more than one division are treated as separate forces, each division being one division. Two divisions entering on the same turn at the same road, roll separately and so may arrive or move more or less efficiently than one another.

14.43 If an arriving reinforcement is part of an already onboard division, it is considered to be a separate formation for the turn in which it arrives, and should be marked with and use a set of the generic, letter-coded DACs. If the onboard division is independent, its leader may spend CCP on the reinforcements. Once the reinforcement has moved onto the board and is within command range of its onboard leader, its separate status ends and it becomes part of the onboard division. 

14.44 If part of a division already on the board arrives as a reinforcement, that part is considered to be a separate, out-of-command division under March orders. It retains this status until it gets within the command range of its on-board division leader. It uses a set of the letter-coded DACs, (place a second DAC of the same letter code with or on the unit to identify it) and rolls on the Movement Table normally. So, if the division leader is not with the division, his leadership rating will not act as a DRM.

14.45 All reinforcements enter the board unstacked - in a continuous column stretching down the road. Players determine the exact order in which units are lined up, but the division’s leader should be stacked with one of the first two units. The owning player may put an arriving corps/wing/army commander anywhere in the column. Important: unlike in Action Impulses, in OM Impulses leaders may not be activated separately unless they enter on their own.

14.46 The arriving units are considered to be occupying a continuous series of road hexes of the same type as the entry hex. For ease of play, line the units on a series of board edge hexes, starting next to their entry hex. Each unit enters the board with its available MP reduced by the number of units preceding it in the column, as modified by the movement cost of the road type (usually 1/2 or 1/3 MP per unit). Under most circumstances this will be a needless calculation, as following units will simply move up to the road hex behind the unit preceding it. 

14.47 If there are enemy combat units within 5 hexes of an arrival hex, arriving reinforcements may instead enter on any road hex at the board’s edge within 10 hexes of the original arrival hex. 

14.48 If an arriving reinforcement division fails to arrive this has no effect on other forces due to arrive in the same turn at the same entry hex.

14.5 Passing

14.51 A player may only pass in the OM Impulse Segment when he has no forces (on board or arriving reinforcements) with unimplemented March orders.

14.6 End of the OM Impulse Segment

14.61 Once both players have passed, the Operational Movement Impulse Segment ends (as does the Action Phase) and play continues with the Game Turn End Phase and in particular, the Cohesion Recovery Segment.

15.0 Cohesion Recovery Segment

15.1 Overview

15.11 This segment is carried out simultaneously by both players in the order shown. It involves units with Rest & Reorganisation recovery or Rally orders and artillery units marked for resupply.

15.2 Artillery Resupply

15.21 Each artillery and horse artillery unit with an Ammo Resupply marker takes a normal morale check. If it passes the morale check it removes 1 hit. If it fails the morale check there is no effect. The owning player is free to either remove the Ammo Resupply marker or allow it to remain in place for the following turn. 

15.22 The artillery resupply procedure is used to remove all hits on artillery, regardless of their cause. It is the only manner in which artillery units can so recover; they gain no benefit from being 'commanded' by a division under R&R orders. As opposed to infantry and cavalry Units, artillery units may have all their hits removed through ammo resupply.

15.3 Rally Orders

15.31 Each infantry and cavalry (but not horse artillery) unit with a marker still remaining takes a morale check. All normal DRMs apply. If the unit passes 1 CH is removed. However, no unit can lose its first CH, which must remain. Regardless of the morale check’s outcome, the owning player is free to either remove the Ammo Resupply marker or allow it to remain in place for the following turn, at no cost in CCP.

15.4 Rest & Reorganisation Orders

15.41 A division with R&R recovery orders ‘activates’ in this segment. The owning player must put the DAC in the implemented recovery box on the Rest & Reorganisation row of the Orders Card. Then, all the division’s unshaken infantry and cavalry (but not horse artillery) units automatically lose 1 CH each. However, no unit can lose its first CH, which must remain. Lastly, the division must check Divisional Morale. See 36.0. 

16.0 Morale Adjustment Segment 

16.1 Overview

16.11 This segment is carried out simultaneously by both players. In this segment, shaken units may be able to recover and broken units may be able to improve to become shaken. Also Army Morale is adjusted for divisions with Rest & Reorganisation recovery orders and reinforcements.

16.12 Both players deal with their shaken and broken units as set out at 34.4. Note that a broken unit cannot completely recover in this segment; the best it can do is recover to shaken. Both players flip all their artillery units to their uncommitted side. Both players adjust their Army Morale for divisions that are maintained in Reserve orders. Both players adjust their Army Morale for reinforcements that have arrived in the turn. See 35.11.

17.0 Degradation Segment

17.1 Remaining ACP & CCP 

17.11 Any remaining ACP are lost. Any remaining CCP are halved. However, 1 CCP degrades to 0.

Example: Longstreet, the Confederate I Corps commander, has accumulated 3 CCP. In the Degradation Segment this is reduced to 2 CCP.

18.0 Weather Segment

18.1 Overview

18.11 This is an optional rule. In the basic game the weather is assumed to be clear every game turn. 

19.0 Construction Segment

19.1 Overview

19.11 In this segment both players simultaneously activate any forces with Build construction orders. They do so by moving the division’s DAC to the implemented construction box on the Build orders row of the Orders Card and then following the procedure set out in 9.92.

20.0 Game Turn Marker Segment

20.1 Overview

20.11 The Game Turn marker is moved into the space for the next game turn.

21.0 Command Range

21.1 The Chain of Command
21.11 The chain of command follows the superiority of leaders; it extends from army and wing commanders at the top down to corps commanders, and from corps commanders down to divisional commanders. From divisional leaders command extends to down to the combat units themselves. The chain of command is maintained by keeping the various leaders and units within the command range of their superior officer. The penalty for exceeding a leader’s command range is the inability of that leader to spend any command points on his out-of-command subordinate officer.

21.2 Command Range

21.21 Command range is measured in movement points as if it were a leader counter that was being moved. Command range is measured from the higher leader to the subordinate leader or unit as appropriate.

Example: an army leader has a 16 MP command range to trace to a corps commander. If he can, the corps commander is in command. Other wise the corps commander is out of command.

21.22 Command range is affected by ZOC and ZOI, paying the appropriate MP costs exactly like movement with one exception: command range may never be traced through a ZOC unless a friendly unit is in the hex. 

21.3 Out of Command Combat Units

21.31 If a combat unit does find itself outside of command range: it may not enter a ZOC or ZOI, if already in a ZOC or ZOI it must voluntarily withdraw; and all (other) movement must be towards getting the unit back into command range.

Example: Rodes (Confederate 3/II Division leader) finds that Daniels-A is more than 8 MP from him and, to add insult to injury, is in a ZOI. When activated, the Confederate player has to voluntarily withdraw Daniels-A. If the hexes moved in the voluntarily withdrawal (which always uses up movement for the impulse) are not enough to put him back into command range, he will have to wait for the next 3/II impulse. Then, if still out of command range he will use ordinary movement to move within command range. 

Note: the rule only applies to a combat unit not a division. A division that is out of command control range from its corps commander does not need to move back into command range – even if it would be a good idea. Its penalty is that the corps leader will not be able to spend CCP on it and will suffer CCP adjustment.

22.0 Special Leader Rules

22.1 Union Army Wing Commanders

In game effects, wing commanders are somewhat of a cross between corps and army leaders: they have the same command radius as corps commanders, but generate and spend ACP like an army commander.

22.11 On July 1, the Union Army starts with one wing commander active, General John F. Reynolds.  However, until Meade shows up, Reynolds is considered the commander on the field.  As such, Reynolds  functions in all ways as the army commander, including having the army commander's command range & reduced self-reactivation cost; he also has command of any other Union troops that show up.  Reynolds functions in this manner until Meade arrives and ends a turn either stacked with or adjacent to him. (The Union player may not delay this occurrence once Meade is on the map)  At that point, and at the Union player’s discretion, Reynolds may either revert to his function as a regular wing commander, or go back to simply being commander of the I Corps. 

22.12 Should Reynolds be retained as wing commander, he reverts to his wing commander command range, and may command any units within that range.  Retaining Reynolds in Wing Command, however, reduces Meade’s ACP. See 6.2. 

22.13 Meade may have a total of two wing commanders: Reynolds, and either Hancock, the Centre Wing Commander, or Slocum, the Right Wing Commander.   The second wing commander may command any troops within his command range.  To appoint a second wing commander costs Meade 3 ACP and an eventual shift in Victory Levels by one in the Confederate player's favour.  A second wing commander further reduces Meade's ACP. See 6.2. 

22.14 Once activated, wing commanders remain on the board for the remainder of the game; the shift in Victory Level remains even if any of the wing commanders manage to get killed.  Eliminated wing commanders affect Army Morale in the same manner as the army commander.

22.15 Only army commanders (or the senior wing commander if the army commander is not yet on the field) may spend ACP on the Initiative roll.  A single corps commander may only have ACP spent on him by one army/wing commander in any single game turn.

22.2 Army Artillery Officers

22.21 Each Army starts the game with one Army-level Artillery Officer; Hunt for the Union, and Pendleton for the Confederates.  Each such officer arrives with his army commander, and is not deployed on the board until he is used or moved separately from that army commander. 

22.22 Each army artillery officer may command any friendly artillery units. They have a command range of 12 MP.

22.23 No matter whose command has enabled a gun to move/fire, a given artillery unit may only move/fire in conjunction with a single division in any single Game Turn.

22.24 Army artillery officers are moved by spending ACP.
22.3 Independent Leaders

22.31 Essentially, all cavalry leaders and certain specified divisional leaders are independent.

22.32 In SSS the Confederate leader Heth is independent. However, he loses that independent status in the first Administrative Phase when his Corps Commander (A P Hill) is on the board and able to trace a valid command path within command range to him. Any CCP he has are removed. He may never regain independent leader status. Any other independent leaders are specified in the scenario being played.

22.33 Independent leaders generate and spend their own CCP.

23.0 Inactive Leaders

23.1 Overview

23.11 All leaders start a scenario active unless the scenario has special rules that apply. A leader can become inactive because of certain game events. A leader who becomes inactive suffers certain restrictions.

23.2 Inactive Army, Wing or Corps Commanders

23.21 An army, wing or corps commander becomes inactive if he rolls 0 ACP/CCP. Put an inactive marker on the leader. An inactive army, wing or corps commander may only: roll for ACP/CCP, move or reactivate (23.4).

23.22 An inactive army, wing or corps commander may not spend ACP/CCP except for Self-Reactivation. However, CCP may be accumulated as usual. Preplanning points (PPP) assigned to an inactive corps leader for the current turn are automatically lost. An inactive army, wing or corps commander has 8 MP.

23.3 Inactive Division Commanders

23.31 A divisional commander becomes inactive according to a result on the Movement Table. If the leader does become inactive, put an inactive marker on him. An inactive division commander and the division he commands have an automatic Movement Table result of ‘2.’ 

Example: for ‘inactive’ think ‘lethargic’ or ‘inefficient’ or ‘losing it’ or ‘having a bad day at the office!’ Inactive leaders are not useless. But they will throw a spanner in the works.

23.4 Reactivation of Leaders

23.41 Inactive leaders stay inactive until they are reactivated.

· An army commander may pay 2 ACP to reactivate himself or any subordinate leader.

· A wing commander may pay 4 ACP to reactivate himself or 2 ACP to reactivate any subordinate leader. (In SSS Reynolds pays 2 ACP to reactivate himself when he is acting as the army commander.)

· A corps commander may pay 4 CCP to reactivate himself or 2 ACP to reactivate any subordinate leader.

· An independent leader who is inactive automatically reactivates in the Leader Segment

· Any inactive leader stacked with or next to a unit attacked in ground combat or forced to take a morale check due to bombardment, reactivates.

23.42 However it happens, if a leader reactivates the owning player immediately removes the inactive marker, the leader returns to normal (active) and there are no more inactive effects. (Unless, of course, he later becomes inactive again!)

24.0 Zones of Control & Influence

24.1 Overview

24.11 Zones of control (ZOC) represent the effect of the firepower and presence of nearby enemy combat units. Zones of influence (ZOI) represent the effect units have on enemy units that are a little further away; factors like advanced skirmishers, pickets, sniping, and the desultory shelling that goes on all the time well below the level of command the player is representing.

24.2 General ZOC Rules

24.21 Combat units that are not broken project a zone of control into each of the six hexes next to the hex they occupy. Broken units and leaders never have a ZOC. ZOC only effect enemy units. 

Where the rules refer to a unit entering or leaving a ZOC or being restricted from entering a ZOC, they may not explicitly say ‘enemy ZOC’ but that should be assumed. 

24.22 All units in a ZOC are  engaged. All units must stop normal movement when they enter a ZOC. Units may only enter a ZOC if their orders allow them to do so and it costs an extra 2 MP to enter a ZOC. Units may not use road movement to enter or leave a ZOC. Artillery units may never enter a ZOC. Units in a ZOC suffer a –3 DRM on all morale checks.

24.23 When a division is activated, after all desired movement is completed, all of the division’s units in a ZOC must attack and all enemy units exerting a ZOC into any hexes occupied by any of the division’s units must be attacked. Exception: if the activated division has Defend orders, the non-activated units must attack the active units; see 27.11.

24.24 Units leave ZOCs either by voluntary withdrawal or retreat. Units retreat when forced to do so by a combat result or when the owning player chooses to retreat after combat to get a better DRM for the morale check. Retreats are dealt with in rule 28.0. Units use voluntary withdrawal (see 26.7) when they:

· Leave a ZOC in their own movement impulse

· Withdraw before combat (see 32.3)

· Fall back (see 29.5)

· Withdraw from a ZOC or ZOI in the Morale Adjustment Segment

24.3 General Zones of Influence Rules

24.31 Combat units that are not disrupted (shaken or broken) or engaged or have March orders project a zone of influence (ZOI) into the hexes beyond their ZOC out to a certain range. Disrupted units and leaders never have a ZOI. ZOI only effect enemy units. ZOI are separate from ZOC.

Example: at a range of 1 hex (the adjacent hex) an infantry unit projects its ZOC. At a range of 2 hexes (1 intervening hex) an infantry unit projects its ZOI.

24.32 ZOI is unaffected by LOS. In other words, intervening terrain has no effect. ZOI is unaffected by friendly or enemy units unless the unit projecting the ZOI becomes engaged. Units immediately lose their ZOI when they become engaged.

Example: in a normal turn a Union artillery unit has a ZOI of 4 hexes. The Confederate division opposing it is activated. One of the Confederate units engages the artillery unit. The artillery unit now has no ZOI. Any other movement by the Confederate units will, for example, be able to move two hexes away without worrying about the artillery unit’s ZOI.

24.33 Units may not enter a ZOI if their orders prevent them from doing so (e.g. March and R&R). It costs an extra 1 MP to enter a ZOI. Units may not use road movement to enter or leave a ZOI. Units in a ZOI suffer a –2 DRM on all morale checks.

25.0 Stacking

25.1 Overview

25.11 Stacking is when more than one combat unit is in the same hex at the same time. Leaders are ignored for stacking purposes. In other words, a player may have as many leaders stacked together as he wants – provided, of course, they can legally move in to the hex in question. Markers are also ignored for stacking purposes.

25.2 General Principles

25.21 Regardless of terrain, a player may not stack cavalry units except with a single artillery unit. 

Remember the general principle: unless otherwise stated, a horse artillery unit is treated as an artillery unit. Example: a player may stack a cavalry unit with a horse artillery unit. A player may not stack a cavalry unit with another cavalry unit or an infantry unit.

25.22 In open ground (clear, farm or orchard) a player may stack up to 3 combat units in a hex only 2 of which may be artillery. 

Example: a player may stack three infantry units or two infantry units and an artillery unit or one infantry unit and two artillery units or one cavalry unit and an artillery unit in an open ground hex.

25.23 In terrain which is not open ground (i.e. a hex which is woods, town, rough, rough woods, or marsh) a player may stack up to 2 combat units in a hex only 1 of which may be artillery. 

Example: a player may stack two infantry units or one infantry unit and an artillery unit or one cavalry unit and an artillery unit in a non open ground hex. Example: a player may stack an infantry unit, an artillery unit and a horse artillery unit in an open ground hex. And a player may stack a cavalry unit and a horse artillery unit in any hex. 

25.24 Regardless of paragraphs 25.21 to 25.23 a player may never stack units while using Road Movement.

25.3 Applying the Stacking Rules

25.31 Stacking limits are in effect at all times for infantry and non-horse (i.e. regular) artillery units. A player may not move infantry or non-horse artillery units through a fully stacked hex. A player may freely move cavalry and horse artillery units through a fully stacked hex. For cavalry and horse artillery units the stacking limits do not apply during their movement, but only in the hex they end their movement. 

Example: a player may move a cavalry unit through a hex occupied by a cavalry unit and a horse artillery unit but may not end the cavalry unit’s movement there.

25.4 Over Stacking Effects

25.41 If at the end of any impulse, a hex is over stacked the owning player must destroy the units of his choice to bring the hex within the allowed stacking limits.

26.0 Movement

26.1 Overview

26.11 There are two segments of the action phase when movement takes place: tactical movement in the Action Impulse Segment, and operational movement in the Operational Movement Impulse Segment. Regardless, a unit’s Movement Allowance (MA) is found on the Movement Table.

26.2 Tactical Movement

26.21 When a unit moves it goes from hex to adjacent hex, paying the cost of each hex entered. Stacked units may move together. A unit’s (or stack’s) movement must be completed before another can begin.

26.22 A unit spends Movement Points (MP) from its MA for each hex it enters, for crossing certain hexsides and for entering ZOI or ZOC. The Terrain Effects Chart shows the MP costs by unit type for each hex or hexside terrain type. A hex containing two types of terrain uses the terrain filling a majority of the hex.

26.23 All units of the activated division may use as much of their MA as desired. Regardless, all units may always move 1 hex, except across a prohibited hexside.  A unit with 1 or more MP remaining may always move that one final hex, providing that the MP remaining are at least half of the MP cost, rounded up, of the desired hex. However, such movement may not breach any of the other movement rules. A unit may never move into or through a hex containing an enemy com​bat unit. 
Example: using 26.23 does not allow a player to move a unit into a ZOI using Road Movement.

26.24 Road Movement. Providing that they enter a hex over a Road/Trail hexside, all units pay 1/2 MP by road and 1 MP by trail regardless of other hex or hexside terrain. Whether finished or not, railroads are considered to be trails for all purposes. March orders allow units an even faster Road Movement on Pikes and Primary Roads. See 9.171.

26.25 Both Major and Minor Creeks are considered hexside terrain; the movement penalty is paid when crossing the hexside. All other in-hex runs and brooks are added purely for aesthetics and have no game effect beyond helping to visually define the ‘low’ ground. 

26.26 The added movement cost for moving up Major and Minor Slope hexsides is reduced by 1 when moving down the hexside. 

Example: Minor slopes cost +1 moving up, but 0 down.

26.3 Artillery and Movement

26.31 The owning player may only move artillery units if they are in the command range of an appropriate superior officer; such artillery is referred to as ‘commanded’. Confederate divisional commanders may command artillery attached to their division, as well as any of their corps artillery. Confederate corps commanders may command any of their subordinate divisional or corps artillery. Union divisional commanders may command corps artillery. Union corps commanders may also command artillery Reserve units within their Command range. These restrictions apply to tactical and operational movement. Artillery units may never enter a ZOC. An artillery unit may only be commanded by and move along with a single division in any single Game Turn.

26.32 An artillery unit may spend up to half of its available MP and still Bombard or give support fire. An artillery unit that spends more than half its available MP may not bombard or support and becomes committed.

26.4 Leaders and Movement

26.41 Divisional officers are (only) allowed to move every time their division is activated. A divisional leader’s movement allowance is determined from the Movement Table. 

26.42 Army, wing, army artillery and corps commanders may move twice during a Game Turn. Once during a Game Turn, they may move with any of their activated divisions, as long as they start and end the Movement part of that impulse stacked with or next to a unit of that division, including commanded artillery. There is no cost in ACP or CCP for this. Once during a Game Turn, they may move by spending command points as set out in 13.41. Whenever they move, army, wing, corps & artillery leaders have 16 MP or, if inactive, 8 MP.

26.5 Operational Movement

26.51 This is carried out exactly the same way as tactical movement except that units are restricted by their March orders: they may not enter ZOC or ZOI and must start or end their move on or next to a Road or Trail hex. They also benefit from an improved MP cost (1/3) for Pikes and Primary Roads.  Remember that units cannot stack when using Road Movement.

26.6 Examining Enemy Units

26.61 Players may freely examine enemy units or stacks at any time. However, excessive use of this will drastically slow play down and should be discouraged by mutual agreement.
26.7 Voluntary Withdrawal

26.71 Withdrawal is carried out in 4 stages: (a) moving the withdrawing units then (b) carrying out any follow up by enemy units then (c) resolving any leader casualty check and then (d) resolving all morale checks.

26.72 Withdrawal is a special type of movement; all MP costs are ignored. Infantry and artillery (but not horse artillery) units may be moved up to 3 hexes. Cavalry, horse artillery and Berdan’s Sharpshooters (Berdan A & B, 2/III of Union III Corps) may be moved up to 4 hexes. 

26.73 A unit may never voluntarily withdraw into an enemy occupied hex, a hex with prohibited terrain, or across a prohibited hexside. 

26.74 A unit may voluntarily withdraw into a ZOC – but only if there is no alternative route avoiding the ZOC - but suffers a CH penalty. Units that voluntarily withdraw into a ZOC each automatically gain 2 CH for each such hex entered – whether or not the ZOC is occupied by a friendly unit - and must continue their voluntary withdrawal until they reach a hex that is not in a ZOC. In such cases they may move more hexes than normally allowed until they are no longer in a ZOC.

26.75 A unit may voluntarily withdraw through a hex within the stacking limits. A unit may voluntarily withdraw through a hex in excess of the stacking limits – but only if there is no alternative route avoiding the over stacked hex  - but suffers a CH penalty. If a unit voluntarily withdraws or retreats through an occupied hex in excess of stacking limits, all units – moving and stationary – each receive an automatic 1 CH. Exception: cavalry units, including horse artillery, may freely withdraw in excess of stacking limits without this penalty applying to them or the stacks they move through. 

Note: if the hex was one where the stacking limits were exceeded and it was in a ZOC, the withdrawing units would each suffer 3 CH (2 CH for the ZOC, 1 for the overstack) but the units in the hex withdrawn through, only 1 CH.

26.76 After the voluntary withdrawal the enemy unit (or units) whose ZOC has been left may follow up unless they have Defend orders or are, themselves in a ZOC. Subject to this, units with Attack orders XE "Attack orders"  must follow up. Units that follow up enter the hex left by the withdrawing unit: the hex the following up unit was projecting a ZOC into and from which the withdrawing unit has now moved. They then stop. 

26.77 After the voluntary withdrawal and follow up, the player whose units withdrew must take a leader casualty check for each leader that withdrew. See 33.0.

26.78 After the voluntary withdrawal and follow up and leader casualty check, the withdrawing units AND any units the withdrawing units moved through must take a morale check. If there has been a leader casualty, the DRM is applied and any other affected units (i.e. adjacent to where the leader withdrew to) take a morale check.

27.0 Combat

27.1 General

27.11 When a division is activated, after all desired movement is completed, all of the division’s units in a ZOC must attack and all enemy units exerting a ZOC into any hexes occupied by any of the division’s units must be attacked. Exception: if the activated division has defend orders, the non-activated units must attack the active units; see 9.112.

27.12 The attacking player determines the order of attacks. Each combat must be fully resolved before the next one is started. A unit may only attack or be attacked once in a given impulse. All units attacking the same enemy unit/stack, whether or not they are next to each other, must have their strengths combined into one total. Enemy units stacked together in a hex must be attacked as a group.

27.13 Normally a combat between a single unit or stack and several enemy occupied hexes would be resolved as a single combat. If a stack is forced to conduct combat with two enemy units or stacks that are not next to one another, the attacking stack may split its units and attack each enemy separately. Any direct support would apply to both combats, but support fire only to the attack on the enemy unit to which it is directed. However, if either or both enemy (defending) stacks have support fire it applies to both combats.

27.14 In the rare case where a single attacking unit is forced to have combat with several enemy units/stacks, each under a different order (for example: Attack and Defend) the non active player gets to choose which orders based DRM will apply to the combat.

Because of the game scale, die roll modifiers (DRMs) simulate a number of battlefield tactical factors.

27.2 Overview of Combat Procedure

1
Withdrawal before combat.

2
Commit artillery units

3
Calculate combat strength of involved units.

4
Compare combat strengths and express as a ratio of Attacker to Defender.

5
Compare the ratio to the Basic Combat Odds Table and find the Basic Combat DRM

6
Calculate the Final Combat DRM by considering the effects of terrain, contributing fire, direct support, support fire, enfilade, command rating and cavalry charge.

7
Each player simultaneously rolls 2 dice.

The attacker adds the final combat DRM to his dice roll and the defender subtracts the final combat DRM from his dice roll.

8
Apply any special DRM for disruption or orders

9
Each player compares his final modified dice roll on the Ground Combat CRT to find the damage result applied to each of his opponent’s involved units.

10
Each player applies the relevant damage, checks for ammo depletion, resolves leader casualty checks, retreats, advance after combat and morale checks.

27.3 Withdrawal Before Combat

27.31 Unless under Attack orders XE "Attack orders"  themselves, units forced to attack because they are next to activating units with Defend orders may withdraw before combat. Also, cavalry units and the Berdan’s Sharpshooter units of Union III Corps (Berdan A & B, 2/III) may withdraw before combat with only non-cavalry units. See voluntary withdrawal 26.7. Withdrawal – including follow up and morale checks needed – is completed before moving on to the next part of the combat procedure.

27.4 Commit Artillery Units

27.41 Attacking or defending artillery units are, if not already, flipped to their committed side. At this time, flip only those artillery units actually attacking or defending as opposed to those supporting a combat.

27.5 Calculating Combat Strengths 

27.51 Each player calculates the combat strength of his involved units. If fractions are involved round according to the Standard Rounding Rule. Artillery units alone in a hex, units with Build or March orders, shaken units that are attacking and broken units that are defending or in a Marsh hex have their combat strength halved. Regardless of the circumstances, a unit may only have its combat strength halved once. Cavalry units charging (see 32.2) with Attack orders XE "Attack orders"  have their combat strength doubled for attack or defence.

27.6 Calculating the Combat Odds

27.61 Compare the combat strengths and express as a ratio of Attacker to Defender. In this case do not use the Standard Rounding Rule, but round down to the next printed ratio in favour of the Defender. 

Example: a combat strength of 11 attacking a combat strength of 4 is 2.75:1 odds, rounded o 2:1. A combat strength of 4 attacking a combat strength of 9 is 1:2.25 odds, rounded down to 1:3. A combat strength of 5 attacking 7 is 1:1.4 odds, rounded to 1:1.5. A combat strength of 9 attacking 5 is 1.8:1 odds, rounded to 1.5:1.

27.7 Finding the Basic Combat DRM

27.71 Compare the combat odds ratio to the Basic Combat Odds Table and find the Basic Combat DRM

27.8 Terrain Modifier

27.81 The terrain modifier is taken from the Terrain Effects Chart. The terrain modifier includes the terrain in the hex and any hexside terrain the attack must pass through. Hexside terrain includes Minor and Major Creeks, Minor and Major Slopes, Cliffs, and Railroad Cuts. If attacked from multiple hexes through hexsides with differing terrain, the defender always gets the most favourable hexside modifier.  The Defender gains the Minor/Major Slope terrain modifier only if being attacked from below the Slope hexside.

Example: A unit in A3143 is attacking a unit in A3243. The total Defender's Terrain Modifier is -3: -2 for the Minor Creek and -1 for the Minor Slope. Note there is no DRM for woods (e.g. in A3243) by themselves in ground combat.

27.9 Contributing Fire Modifier

27.91 Add a +1 modifier if the enemy unit being attacked is also in the ZOC of an unactivated and otherwise unengaged friendly unit or stack. If the stack contains artillery, each artillery unit adds an extra +1 modifier. The maximum contributing fire modifier is +3 per stack

27.92 If the activated division is being attacked because it has Defend orders, and if the enemy unit making the attack is also in the ZOC of an unactivated, but otherwise unengaged friendly unit or stack, add a -1 modifier. If the stack contains artillery, each artillery unit adds an extra -1 DRM. The maximum contributing fire modifier is -3 per stack. An uncommitted artillery unit giving contributing fire becomes committed.

27.10 Direct Support Modifier

27.101 Undisrupted units next to friendly engaged units of the same division - but not themselves next to the enemy - can contribute modifiers to combat and morale checks. These units are called direct support units. A committed artillery unit may give direct support. An uncommitted artillery unit giving direct support becomes committed.

27.102 Each direct support unit or stack gives a +1 DRM if attacking and a –1 DRM if defending. Each direct support unit or stack may only support one combat in an impulse and no combat may be modified by more than +/-1 for direct support no matter how many units or stacks are eligible for direct support. Stacked units may not be split to support more than one combat. 

In other words, in any one combat the maximum DRM for direct support is +1 for the attacker and -1 for the defender. Note, however, that direct support is different from support fire. See 27.11.

27.103 Units in direct support do not suffer CH from combat. However, if artillery they may suffer Ammo Depletion. Retreating units may also affect units in direct support.

27.104 Having a unit or stack in direct support gives a +1 DRM to any morale check taken by the engaged unit being supported. For this sole purpose, a single unit or stack may be considered to be in support of any number of adjacent engaged units. 

In other words, a supporting unit or stack that is next to several engaged units gives a +1 DRM to all their morale checks.  

27.11 Support Fire Modifier

27.111 Uncommitted artillery units may contribute support fire in ground combat, whether or not they are next to a participating unit, as long as they are within LOS and normal range of at least one of the enemy units involved in the combat. The LOS may be traced through one (and only one) friendly occupied hex.

The last part of the rule is important. It allows an uncommitted artillery unit to give support fire in circumstances where it could not ordinarily fire bombardment because its LOS is blocked.

27.112 Each supporting fire unit gives a +1 DRM if attacking and a –1 DRM if defending. Up to 3 eligible artillery units may give support fire to any combat. All supporting fire artillery units are immediately turned to their committed side. Each supporting fire artillery unit may only support one combat in an impulse. Unlike direct support, stacked artillery units may be split to give support fire to more than one combat. Artillery units used for direct support do not count against the 3 unit limit for supporting fire.

27.113 Artillery units giving support fire do not suffer CH from combat (except through ammo depletion). An eligible artillery unit may be used for either direct support or supporting fire, but not both. An uncommitted artillery unit giving support fire becomes committed.

27.12 Enfilade Modifier

27.121 Add a +2 DRM if the defending units are completely surrounded by enemy units or their ZOC. Add a -2 DRM if the attacking units are completely surrounded by enemy units or their ZOC. A friendly unit does not cancel a ZOC for this rule.

27.13 Command Rating Modifier

27.131 A participating attacking leader’s command rating is added as a DRM. A participating defending leader’s command rating is subtracted as a DRM. If leaders are present on both sides, use the difference of their ratings.

Example: Hood (CR = 4) and Longstreet (CR = 3) are stacked with units attacking elements of Ayres' Division. The Confederate player chooses Hood to lend his command rating as a modifier; Hood lends a whopping +4 modifier. Ayres (CR = 3) is also present with the units being attacked, so he lends his rating as a -3 modifier. Total command rating modifier would be +1. 

27.14 Cavalry Charge Modifier

27.141 If the combat involves a cavalry charge against any undisrupted artillery or infantry units, there is a –3 DRM. If the combat involves a cavalry charge against only disrupted units (regardless of type), there is a +3 DRM. See 32.2.

Hint: it is not normally a good idea to use cavalry to attack units that can defend themselves!

27.15 The Combat Dice Roll

27.151 If either player rolls doubles (i.e. there is a natural die roll of ‘0+0’, ‘1+1’, ‘’2+2’ etc before any DRM) that player’s involved artillery units must roll for an Ammo Depletion Check. See 31.6. 

· The attacker adds the final combat DRM to his dice roll

· The defender subtracts the final combat DRM from his dice roll

Example: if the final combat DRM is +2, the attacker adds 2 to his dice roll and the defender subtracts 2 from his dice roll. If the final combat DRM is –3, the attacker subtracts 3 (adding a negative number is the same as subtracting) and the defender adds 3 (subtracting a negative number is the same as adding).

27.16 Disruption Modifier

27.161 If an involved division is shaken, the owning player has a –1 DRM. If an involved division is broken, the owning player has a –2 DRM.

27.17 Orders Modifiers

27.171 Each player applies any special DRM for orders as set out in the following table. Other orders or combinations of orders that are not mentioned have no effect. The Defend-Defend situation will very rarely (ever?) arise but is there for completeness. 

Example: an attacking unit has Direct orders. The defending unit has Defend orders. The attacking unit has a no DRM. The defending unit has a +2 DRM.

27.18 Combat Damage Result

27.181 Each player compares his final modified dice roll on the Ground Combat CRT to find the damage applied to each of his opponent’s involved units. 

Example: the attacker’s final modified dice roll is 17 and the defender’s final modified dice roll is 22. The attacking units each suffer 3 hits. The defending units each suffer 2 hits.

27.19 Completing the Combat

27.191 Each player applies the CH results to affected units. Each player then compares the CH results to determine the combat outcome: what retreats and morale checks may be required. However, the retreats and morale checks are not carried out until later. A player who rolled doubles then checks for ammo depletion (31.6). Each player then checks to see if any of his involved leaders has become a casualty. Each player then resolves retreats, falling back, advance after combat (29.0) and morale checks (34.0).

27.20 Applying CH Results

27.201 Every unit on a side receiving damage suffers the number of hits called for by the Ground Combat CRT. Exception: Direct support and support fire artillery units do not suffer any hits due to combat. 

Example: Four units in two hexes are attacking one unit, and the combat results call for the Attacker to suffer 2 hits and the Defender 3 hits. Each of the 4 attacking units receives 2 hits and the lone defending unit receives 3. 

It is important to understand hits represent the level of combat intensity as suffered by all participating units on the side receiving them, rather than a specific manpower loss. No units get a ‘free ride’ through combat by having other units to soak off a step loss, and continued front line use will quickly degrade even winning units. Proper use of reserves and supporting units is a must!

27.202 A full strength infantry or cavalry unit can absorb 10 hits and a full strength artillery unit can absorb 5 hits before being eliminated. An infantry or cavalry unit that suffers its 5th hit is flipped to its reduced side.

27.203 Players must record each CH. See 2.57. Each side of a combat unit can absorb 4 CHs and still remain on that side (i.e., either full or reduced); once the 5th CH is sustained:

· Flip an infantry or cavalry unit to its reduced side, (removing any CH marker), or
· Remove the unit if it is an infantry or cavalry unit on its reduced side.

· Remove the unit if it is an artillery unit.

Once an artillery unit takes its 5th hit it is eliminated.

27.204 The owning player should put units eliminated in ground combat in the Available for Reorganisation Box, subject to possible rebuilding during Night-time Reorganisation. See 37.0.

27.21 Determining the Combat Outcome

27.211 Players calculate the combat outcome by comparing the CH result from the Ground Combat CRT not the number of hits each side suffers.

Example: the attacker has two units and the defender has one unit. The combat result against the attacker is 2 hits. The combat result against the defender is 2 hits. Because every unit takes hits, the attacker will actually suffer 4 hits (2 for each unit) and the defender only 2. However, it is the result that is compared. In this example, each side suffers a result of 2 so the number of hits is the same. 

27.212 If the CH result is the same:

· 1 or 2 = No morale check is made as a result of the combat. The units remain engaged unless the active side falls back at the end of its action impulse. See 29.5.

· 3 or more = Both sides must take a morale check, defender first, then attacker, unless the defender has Defend orders, in which case the order is reversed. Either side may retreat (see 28.0) before taking the required morale check, but the other side must still take its own morale check. 

27.213 If the CH result is not the same:

· 1 or 2 = Loser takes a morale check. This morale check may be taken in the ZOC or the affected units may retreat (see 28.0) first.

· 3 or More = Loser takes a morale check and must retreat (see 28.0).

In either case the winner has the option of following up before the retreated losing unit takes its required morale check.

27.22 Ammo Depletion

27.221 If called for (the owning player rolled doubles) the owning player must resolve this for all his involved units. This includes contributing fire, direct support or supporting fire units. See 31.6.

27.23 Leader Casualty Check

27.231 If either player has a leader (or leaders) involved in the ground combat, the owning player must make a leader loss check for each of them. In ground combat a leader is involved if he is stacked with a participating unit. A participating unit is one that had its combat strengths counted in the combat resolution. See 33.0.

28.0 Retreats

28.1 Overview
28.11 There are two types of retreat. First where the unit must retreat because it has suffered 3+ CHs and second where the owning player chooses to retreat to improve his chances of passing a required morale check. The procedure for both is the same.

28.2 General Retreat Rules

28.21 The owning player retreats his own units. Retreat is a special type of movement; all MP costs are ignored. Infantry and artillery (but not horse artillery) units may be retreated up to 3 hexes. Cavalry, horse artillery and Berdan’s Sharpshooters (Berdan A & B, 2/III of Union III Corps) may be retreated up to 4 hexes. 

28.22 A unit may never retreat into an enemy occupied hex, a hex with prohibited terrain, or across a prohibited hexside. 

28.23 A retreating unit must obey the following priorities. If priority (1) cannot be met then priority (2) should be. If not, priority (3) and so on. So long as the priorities are followed, a stack of retreating units may split up.

1
An unoccupied hex that is not in a ZOC. If 2 hexes qualify then the one further from all enemy units exerting ZOC/ZOI on the unit. If still 2 then the one with the least movement cost.

2
A friendly occupied hex not in a ZOC. The retreating unit must continue the retreat until it reaches an unoccupied hex not in a ZOC. 

3
A friendly occupied hex in a ZOC. The retreating unit must continue the retreat until it reaches an unoccupied hex not in a ZOC. 

4
An unoccupied hex in a ZOC. The retreating unit must continue retreating until it reaches an unoccupied hex not in a ZOC. 

In cases where a retreating unit must keep moving to get out of a ZOC, it move more hexes than normally allowed until this is achieved.

28.24 A unit may retreat through a hex within the stacking limits. If a unit retreats through a hex in excess of the stacking limits, all units – moving and stationary – each receive an automatic 1CH. Exception: cavalry units, including horse artillery, may retreat in excess of stacking limits without this penalty applying to them or the stacks they move through.

28.25 If a unit is forced to retreat into a ZOC it gains 2 CH for each such hex entered – whether or not a friendly unit occupies the ZOC.

Note: if the hex was one where the stacking limits were exceeded and it was in a ZOC, the retreating units would each suffer 3 CH (2 CH for the ZOC, 1 for the overstack) but the units in the hex retreated through, only 1 CH.

28.26 After the retreat the enemy unit (or units) may be able to advance after combat. See 29.0. After the retreat and follow up the retreating units AND any units the retreating units moved through must take a morale check.

28.27 A unit unable to retreat gains 3 CH and takes an immediate morale check. However, it ignores any retreat caused by the morale check. 

28.3 Leaders and Retreat

28.31 An officer stacked with a unit forced to retreat must remain with the retreating unit. If an enemy unit tries to enter a hex solely occupied by a friendly leader, or a leader is left in an unoccupied hex after the unit he was stacked with is eliminated, the leader is immediately placed by the owning player with the nearest friendly unit under that leader’s command. If there are no more units of his command currently in existence, he is simply removed from play, at no cost in army or divisional morale. He will be placed back on the board with any unit of his command that reappears due to Nighttime Reorganisation. 

29.0 Advance After Combat 

29.1 Overview

29.11 If a unit has eliminated its opponent or forced it to retreat in ground combat, the owning player may advance his participating and supporting units after the combat. Participating units are those that had their combat strengths counted in the combat resolution. Supporting units are those that provided direct support.

29.2 Procedure

29.21 Units advancing after combat may move up to two hexes, but must stop in the first ZOC entered. For participating units, the first hex entered must be the one vacated by the enemy unit that was eliminated or retreated. The second hex is up to the moving player’s discretion. For supporting units, the first hex must be one occupied (or that was occupied before advancing) by a participating unit. The second hex must be the one vacated by the enemy unit that was eliminated or retreated. 

29.22 If units that could advance after combat have Attack orders, then at least one unit must advance after combat into the enemy vacated hex. Anything else is at the player’s discretion. If units that could advance after combat have Defend orders, no advance after combat is allowed. Artillery units may never advance after combat unless the vacated hex is not in a ZOC. 

If, at the time of advancing after combat, an enemy unit projects a ZOC into the attacking unit’s hex, the attacking unit may still advance because its advance is only stopped by the first ZOC it enters. So, if the first hex entered also has a ZOC its advance stops there. However, in the same circumstances, a supporting unit that advanced after combat would also have to stop in the first hex of its advance because it was entering a ZOC.

29.3 Stacking

29.31 If a supporting unit advances after combat stacking limits are ignored in the first hex it moves through, that is the hex occupied (or that was occupied before advancing) by a participating unit. However, stacking limits are applied if it stops its advance there. In any advance after combat, stacked units may unstack and advance to different hexes within the limits of the advance rules.

29.4 Leaders 

29.41 If a leader is stacked with a unit that advances after combat (participating or support) he may advance with the unit. If a leader is stacked with a participating unit and a supporting unit advances after combat through that hex, the leader may join the advancing supporting unit in its advance. 

29.5 Falling Back

29.51 All troops involved in combat may, if still engaged at the end of their action impulse, voluntarily fall back.  Units that fall back follow the exact same procedure outlined in 28.0, retreats. Units supporting such engaged units may themselves be moved first if desired, as if they were falling back too but with no morale check required.

This represents the forward and back, 'wave' nature of Civil War combat. Note it only applies to active units.

30.0 Line of Sight (LOS)

30.1 Overview

30.11 In order for artillery units to bombard or support (i.e., fire into a non-adjacent hex), they must have a Line of Sight (LOS) to the non-adjacent hex. 

30.2  LOS and Blocking Terrain

30.21 LOS is always measured from the centre of one hex to the centre of another hex. Regardless of the location of a contour line, the entire hex is considered to be the same altitude level as its centre point. Similarly, each hex is considered to be entirely filled with whatever terrain type fills its centre point.

30.22 Woods and Town terrain, as well as combat units, are considering blocking terrain. Exception:  support fire (27.111) where LOS may be traced through one friendly unit or stack.

30.23 LOS always exists, regardless of terrain, between adjacent hexes.

30.24 If both hexes are on the same level, LOS is blocked if any intervening hex has higher ground, blocking terrain, or a unit belonging to either player. Exception: when adding in artillery as support fire, LOS from the artillery to an eligible enemy unit is not blocked by friendly units as long as such units are next to either the firing or target unit.

30.25 LOS traced down a hex spine is blocked only if there is blocking terrain hexes on both sides of the extended hex spine. Such blocking hexes do not need to be next to each other. 

30.3 LOS and Changes in Elevation:

30.31 If the firing and target hexes are on different levels, LOS may be blocked depending on the type of contour or slope crossed and where it lies between the firing and target hexes. 

30.32 Contour hexsides that are not Minor or Major Slopes represent a smooth, gradual slope which won't block LOS. Regardless of the number of levels of difference, LOS that crosses only non-Slope contour hexsides is not blocked as long as the LOS is one long slope. If there are any intervening lower ground hexes, then the top edge of the highest ground nearest the lower unit is considered to be a Slope hexside for LOS.

Example: A Union artillery unit in hex A2629 wants to bombard some Confederate troops in A2423, but finds its LOS blocked. Why? The low ground along Willoughby Run makes the east edge of A2424 and A2524 'slopes' for LOS purposes. Note that were there no lower ground in the way there would be a LOS. The real slope next to the artillery in A2629 has no bearing in this case. 

30.33 For LOS purposes, hexes with enemy units are considered to be one level (40 ft.) higher than their base terrain. Hexes with friendly units, woods, or towns are considered to be two levels (80 ft.) higher than their base terrain. Consider the hex edge closest to the lower unit as a Slope hexside when determining LOS block.

30.34 If there is one level difference, a Slope hexside blocks LOS only if it is halfway between or closer to the lower unit.

30.35 If there is a difference of two or more levels, each level over one serves to move the slope hexside in question one hex closer to the uphill unit.

31.0 Artillery

31.1 Overview
31.11 Artillery units take part in ground combat by adding their combat strength or providing a modifier according to the circumstances. However, artillery units can bombard enemy units at a distance but not in an adjacent hex.
31.2 Artillery in Ground Combat

31.21 If engaged, artillery units are flipped to their committed side at the beginning of a Ground Combat Step. If engaged, they may not support or bombard. If engaged they add their combat strength to the combat strength calculation. However, artillery units not stacked with infantry or cavalry have their strength halved.

31.22 If giving contributing fire 27.9, artillery units give a +/-1 modifier per unit to the Basic Combat DRM.

31.23 If giving direct support (27.10), artillery units give a +/-1 modifier to the Basic Combat DRM.

31.24 If giving support fire (27.11), artillery units must be uncommitted. They give a +/-1 modifier per unit to the Basic Combat DRM with a maximum of +/-3 per combat.

31.25 Infantry or cavalry stacked with an artillery unit have a +1 DRM on any morale checks taken.

31.3 Bombardment

31.31 In the Artillery Fire Steps of an Action Impulse  eligible artillery units may bombard a target hex with enemy units. All bombarding units are flipped to their committed side. To bombard, units must:

· Be in command range of an eligible leader (see 31.81); and

· Be uncommitted; and

· Not be engaged; and 

· Have the target hex In LOS and range (normal or extended)

31.32 Artillery units belonging to the same battery/brigade may combine their strength as long as they are no more than two hexes apart. If belonging to different battery/brigades, they may only combine fire from two hexes apart if one of them is stacked with a corps or army artillery officer. Otherwise units from different battery/brigades must be next to one another to combine fire.

31.33 No more than three hexes with artillery units may ever combine their strength into a single attack. Exception: Massed Bombardment (40.0). Extra units must make a separate attack, even if on the same target. These attacks are considered sequential rather than simultaneous, and if the first attack vacates the hex, the other artillery units are free to switch to another target.

31.34 The Basic Combat Odds for bombardment are established by comparing the firing units’ total strength, modified by range to a basic defence strength of 4. At normal range the unit’s strength is normal. At extended range the unit’s strength is halved. 

Example: the two CSA artillery units Alexander-A and Alexander-B each have a combat strength of 8. It is a normal turn and they are bombarding a target hex 5 hexes away. This is extended range. So, their total bombardment strength is halved and instead of 16 it is 8. This is compared to an automatic defence strength of 4 for a basic odds result of 2:1.

31.35 Compare the ratio to the Basic Combat Odds Table and locate the Basic Combat DRM. See 27.71. To the Basic Combat DRM the player adds the appropriate modifiers to produce the Final Combat DRM.

31.36 The bombarding player (only!) rolls 2 dice on the Bombardment CRT, adding in the Final Combat DRM. If the firing player rolls doubles (i.e. there is a natural die roll of ‘0+0’, ‘1+1’, ‘’2+2’ etc before any DRM) all firing units must roll for an Ammo Depletion Check. See 31.6. 

31.37 Hits are hits to every unit in the target stack. The stack has to take a morale check. See 34.21.

Example: an artillery unit bombards a stack of two enemy infantry units. The final result on the Bombardment CRT is 19. Each target unit takes 2 hits and a morale check has to be taken with a –2 DRM. 

31.4 Counterbattery

31.41 Non-engaged, uncommitted artillery units belonging to the player who is being bombarded may respond with counterbattery fire against any unit participating in the bombardment, becoming committed in the process. 

31.42 Counterbattery fire artillery units must have a LOS and be within range (normal or extended).

31.43 Committed artillery units may only conduct counterbattery fire if they themselves are the targets of bombardment. 

31.44 Counterbattery fire follows the same procedure outlined in 31.34.

31.5 Opportunity Fire

31.51 Non-engaged, uncommitted artillery units may Opportunity fire at any enemy unit or stack that enters a hex within their ZOI and LOS and range. Units that carry out Opportunity fire become committed. Committed units may never carry out Opportunity fire.

31.52 Opportunity fire follows the same procedure outlined in 31.34. A moving enemy unit loses any remaining MP if the opportunity fire bombardment inflicts any CH or disruption.
Along with activated divisions under Defend orders, Counterbattery and Opportunity fire are the only times non-activated units may attack enemy units.

31.6 Ammo Depletion

31.61 If called for, the owning player must roll 2d10 for each artillery unit. A roll of 9 or less results in ammo depletion for the unit. Ammo depletion means the artillery unit gains 1 CH. On a 10 or higher there is no effect. There are no modifiers.

Ammo depletion represents the loss of caissons or other localised ammunition shortage.

31.7 Ammunition Resupply

31.71 During any friendly impulse in which it is activated, an artillery unit wanting to resupply may use up to ½ its MA and is then turned over to its committed side and marked with an Ammo Resupply marker. In addition, the unit must not be in a ZOC or ZOI. The unit may not conduct bombardment, counterbattery or support any combat. If attacked by ground combat the unit will defend itself normally, but loses the Resupply marker. If disrupted by enemy bombardment the unit also loses the Resupply marker. The resupply is resolved in the Cohesion Recovery Segment. See 15.2.

31.8 Artillery and Leaders

31.81 For artillery units to bombard, an appropriate leader must command them.

31.82 Confederate divisional leaders may command artillery attached to their division, as well as any of their corps artillery. Confederate corps leaders may command any of their subordinate divisional or corps artillery.

31.83 Union divisional leaders may command corps artillery. Union corps leaders may also command artillery Reserve units within their command range. 

31.84 Army artillery leaders may command any friendly artillery units within a command range equal to 3x their command rating. 

31.85 Leaders can help artillery units making bombardment or counterbattery rolls but the owning player only receives one DRM for leaders. See the Charts and Tables.
31.86 Leaders can help artillery units making morale checks by being stacked with them. See 34.11 and 34.22.

31.9 Artillery and Commitment

31.91 In the Morale Adjustment Segment, all artillery units are flipped to their uncommitted side. It does not matter if the unit is shaken or broken or in a ZOC or ZOI.

32.0 Cavalry

32.1 Overview

32.11 For the most part cavalry is treated as very fast infantry. The scale of the game removes the need to worry about whether or not they are mounted or dismounted at any particular time. However, there are a few important differences that set them apart. Most are specified in the relevant rules section. This part gives detail and clarification of some aspects of cavalry.

32.2 Cavalry Charge

32.21 Cavalry units that move into a ZOC are making a charge attack. Cavalry units with Attack orders XE "Attack orders"  that make a charge attack have their strength doubled. If the enemy includes any undisrupted infantry/artillery, there is a -3 modifier to the Basic Combat DRM. If the enemy consists solely of disrupted units of any type, there is a +3 modifier to the Basic Combat DRM. The cavalry charge modifiers to combat strength and DRM only apply in the impulse the cavalry units have moved into a ZOC.

32.3 Withdraw Before Combat

32.31 Cavalry and horse artillery units that are attacked in ground combat may voluntarily withdraw before combat unless any of the attacking units is a cavalry unit. See 26.7.

32.4 Independent Cavalry Brigades

32.41 At the start of the game all cavalry are deployed as independent brigades, complete with their own leaders and tracks on the Morale Status Sheet. They function in all ways as independent divisions.

33.0 Leader Casualty Check

33.1 Overview

33.11 Players must carry out a leader casualty check for each leader stacked with a unit (a) involved in combat (b) suffering a morale check or worse from bombardment (c) withdrawing before combat or (d) falling back. A unit participates in ground combat if its combat strengths counted in the combat resolution. In other words, there are no leader casualty checks for leaders stacked with supporting or contributing units.

33.12 If called for, the owning player must roll 2d10 for every leader involved. On a result of 5 or less the leader is a casualty. On a 6 or higher there is no effect. There are no modifiers. 

33.13 If a leader is a casualty the owning player must immediately remove him from play and ready his replacement (the leader on the reverse side of the counter) to be put on the board in next turn’s Leader Segment. Also, the following effects take place:

· Army or Wing Leader: USA player receives 12 MH to Army Morale, CSA player 15

· Corps leader: USA player receives 9 MH to Army Morale, CSA player 12. Also, all subordinate divisions suffer a DRM next time they check Divisional Morale.

· Division leader: division suffers a DRM next time it checks Divisional Morale.

· Units in the leader casualty’s hex and in the six surrounding hexes take a Morale Check. If any such units already have to take a morale check for other reasons (combat, retreat etc) the leader casualty does not increase the number of checks; it does, however, apply a negative DRM. 

33.14 To actually replace a leader, turn his counter over to show his replacement. If his named replacement is already a casualty, he will be replaced by one of the other front side officers of similar rank under his command. This officer is flipped to his (R) side to show the change, but the removed leader still uses his own (R) side.

33.15 Replacing a corps or army leader will cause a chain reaction of sorts, as a divisional officer who moves up to replace a lost corps commander will himself need to be replaced. Promoting leaders in this manner has no effect on Army or Divisional Morale. 

34.0 Morale Checks

34.1 Overview

34.11 Whatever the reason, the procedure for resolving a morale check is the same: roll 2d10 and add the appropriate modifiers from the Morale Checks Chart.

34.2 Morale Check Modifiers

34.21 If conducting a morale check against a stack of units, only one check is made for the entire stack. The checking player may choose the best morale rating in the stack, and the results of the check are then applied to every unit in the stack.

34.22 All leaders give a DRM for morale checks to forces they command. So, a corps leader can help out if that combat unit is part of that corps. Artillery leaders only command artillery pieces. If more than one, the owning player chooses which to apply. Important: the owning player only subtracts a leader’s command rating if the leader has just become a casualty (due to a leader loss check). The DRM applies only once in each check to units the leader was stacked with and units adjacent to his former position.

34.23 The inverse of the terrain DRM is the one that is relevant to the circumstances for the morale check. 

Example: a unit uphill on a major slope from the enemy, taking a morale check from ground combat, would have a DRM of +2. If the same unit was downhill of a major slope hexside it would have a DRM of –1. A unit uphill on a major slope from the enemy, taking a morale check from bombardment across that major slope hexside would have a DRM of +2. If the same unit was downhill of a major slope hexside through which it had been bombarded and needed to take a morale check it would have no DRM for the terrain.

34.24 The DRM for bombardment CH is –1 per CH. The DRM for ground combat CH depends on whether or not the checking unit’s side suffered a higher or lower result. A unit suffering a higher result subtracts the difference as a DRM. A unit enjoying a lower result adds the difference as a DRM. A unit with the same result has no DRM.

Example: a unit takes 2 CH in bombardment. The morale check has a –2 DRM. Example: an attacking stack of 3 units suffers 2 CH and the defending unit suffers 1 CH. The attacking stack has suffered the higher result. The morale check for the attacking stack has a –1 DRM because of the difference in the hit result. If the defending unit had to take a morale check it would benefit from a +1 DRM.

34.25 For morale check purposes only, a single unit or stack may be considered to be in support of any number of adjacent engaged units.

34.3 Disruption

34.31 If a unit fails a morale check (except in a rally/resupply situation) it becomes disrupted. There are two types of disruption: shaken and broken. When a unit becomes disrupted, place or flip the appropriate marker on top of the unit. Shaken units have a ZOC but no ZOI. They defend at full strength but attack at 1/2 strength. Broken units have no ZOC or ZOI. They defend at 1/2 strength but may not attack. On activation, broken units must withdraw from an ZOC.

34.4 Reduction/Removal of Disruption

34.41 In the Morale Adjustment Segment of the End of Game Turn Phase a unit’s disrupted state can be reduced or removed entirely.

34.42 If disrupted units are not in a ZOC or ZOI, all shaken markers are removed and all broken markers are flipped to their shaken side.

34.43 If shaken units are in a ZOC or ZOI they must take and pass a morale check to remove a shaken marker or flip a broken marker to shaken. However, they may choose to voluntarily withdraw out of the ZOC or ZOI first to obtain a better morale check DRM. Broken units must withdraw out of the ZOC or ZOI first, before taking the morale check.

35.0 The Morale Status Sheets

35.1 Army Morale

35.11 Army Morale is used in calculating the winner. The Army Morale Track reflects the effects of the battle on both the army as a whole and the strategic situation in which it is operating. The Army Morale Index which players mark by placing a circle in the appropriate box in pencil, shows the maximum level for the army’s morale at any given time. Each scenario will indicate the beginning Army Morale Index for each side. The USA Army Morale Index increases by 1 for every combat unit, divisional and corps leader that arrives on the board. The CSA Army Morale Index increases by 1 for every combat unit and divisional leader and 2 for every corps leader (including Stuart) that arrives on the board.

35.12 As the army gains Morale Hits (MH) players mark off the MH on the Army Morale Track by checking off boxes in pencil, starting at the upper left corner. A couple of situations can actually cause MH to be erased. Consult the Army Morale Table below and mark off (or erase) the proper number of boxes each time any of the listed events occur. Note: Negative Morale effects are shown by marking an ‘X’ in the boxes, starting at the upper left and moving ‘up’ the track; positive effects are shown by erasing the highest numbered box.

35.13 The MH for withdrawal is 1 per withdrawal, not 1 per unit. The MH for a combat retreated from does not apply to withdrawal before combat; only retreats, voluntary or otherwise, as part of actual ground combat resolution after the dice are rolled.

36.0 Divisional Morale

36.1 Procedure

36.11 When called upon to check Divisional Morale the owning player rolls 2d10, applies the following DRM and reads the applicable result from the Divisional Morale Table. Show a broken or shaken division by putting a suitable marker on top of the division leader. There is no book keeping in the Divisional Morale system although players have to keep track of already eliminated units.

36.12 Do not add the division leader’s command rating if he is absent – because he has become a casualty! The DRM for loss of the corps leader is only applied once to each division and only applies if the casualty happened since the division’s last impulse. However, the DRM for loss of the division leader applies until his replacement takes command in the Leader Segment.

36.13 Note that artillery units (but not horse artillery units), even if permanently attached as in the case of Confederate divisional artillery, are not considered to be member units for morale purposes. So, broken or shaken artillery units or artillery units with CH are ignored in applying divisional morale modifiers. However, a division does not ignore artillery units being in a ZOC or ZOI. In other words, if the only units in a ZOI are artillery, the divisions till counts as if it has units in a ZOI. Since the Union Artillery Reserve was designed to be a support service, split up as necessary to bolster various portions of the line, it does not keep track of any sort of divisional Morale. Its member units suffer no penalty by being out of command range from Col. Tyler as long as some corps level leader is in position to command them.

37.0 Night-time Reorganisation

37.1 Overview

37.11 At the very end of the last Night-time Game Turn, after all adjustments have been made for units with R&R orders, the players carry out a special Night-time Reorganisation. For this rule, horse artillery are treated as artillery units.
Although CH represent various factors such as fatigue, straggling etc, they also reflect manpower being permanently lost in game terms. So, while units can come back from a major loss into fighting shape, they will be smaller
37.12 Step One: each player may voluntarily eliminate any infantry or cavalry unit on its reduced side and use the eliminated steps to build up a unit in the same brigade. There is no Army or Divisional Morale effect because of this. Players may not build a unit up to full strength. Excess steps are lost.

 Example: Wilcox’s Brigade, part of Anderson’s (CSA I/III) has Wilcox A is on its reverse side with 6 CH, Wilcox B is on its reverse side and has suffered 7 CH  and Wilcox C has 1 CH. During night-time reorganisation, the Confederate player eliminates Wilcox A and takes its remaining 4 steps to build up Wilcox B so that it only has 3 hits – and it is therefore face up again. If Wilcox B had only suffered 3 CH, the player could only have built it up by 2 with 1 step being lost.

37.13 Step Two: if a player has a division that lost a total of 0 or 1 cavalry or infantry units eliminated in the preceding day – including those eliminated in 37.12 - there is no further effect.  If a player has a division that lost a total of 2 or more cavalry or infantry units eliminated in the preceding day, he puts them all in an opaque container. If he puts 2 or 3 in, the owning player randomly selects 1. If he puts 4 or more in, the owning player randomly selects 2. The selected units are referred to as reorganised units. Reorganised units have 5 CH and so use their reverse side. The other, unselected units, are permanently eliminated.

Example: Anderson’s (CSA I/III) Division has lost 4 units in the preceding day. The 4 are put in a coffee mug. The CSA player draws (randomly) out 2 units. Both are reorganised: marked as having taken 5 CH and placed on the board. The other 2 units are permanently eliminated.

37.14 Artillery reorganisation is carried out the same way except at the corps level. Also, reorganised artillery units have 4 CH, not 5.

37.15 Players place reorganised units according to the following priorities: 

· Next to another unit of the same brigade/battalion; if none 

· Within 2 hexes of any unit of another brigade in the same division; if none 

· Within 3 hexes of any unit of another division in the same corps, but NOT within 6 hexes of any enemy combat unit. 

· Units may not be placed in a ZOI.

37.16 If, during Nighttime Reorganisation, a unit is eliminated or a unit recovers from its reduced side to its full strength side, there is no effect on divisional or army Morale. 

37.17 Leaders returning in Nighttime Reorganisation (see 28.3) should be placed with any unit they command. They may be placed in a ZOI but only in a ZOC if there is no other valid choice.

38.0 Victory Conditions

38.1 Overview

38.11 Unlike most Civil War battle games, SSS does not use predetermined Victory Point hexes to calculate victory. You gain VP by damaging enemy units and forcing them to retreat; you lose VP by having your own units shaken or broken and being forced off good ground. Just where the battles will be fought will be determined uniquely each game; there is nothing sacred about, say, Little Round Top, except that it is good defensive terrain troops, historically, viciously fought over.

Ultimately, victory is determined by destroying enemy morale, as you are assigned VP equal to the level of demoralisation you have inflicted on the enemy’s army Morale. This necessity of destroying the enemy’s army Morale forces players to view the situation in much the same way as the actual participants did. There won’t be any starred hexes for you to know with perfect historical hindsight that taking them will ensure victory. Here you will have to do what Lee hoped to do to Meade: destroy the Army of the Potomac and ensure the independence of the Confederacy! Or, you will have to do to Lee what Lincoln hoped his new commander would: destroy the Army of Northern Virginia and break the back of the Rebellion!

38.2 Victory Calculation

38.21 If a player’s Army MH are ever greater than the current Army Morale Index, the game immediately ends in a Major Victory for the opponent. (This represents a result forcing the real life army commander to break off the action and to retreat towards either Washington or Virginia.) By agreement the players can continue the battle. If they do, the level of victory is shifted by two in favour of the player whose army has not broken.
38.22 If neither player’s Army MH are greater than the current Army Morale Index by the end of the game, players must compare their accumulated victory points (VP) to determine the relative level of victory or defeat. 

38.23 Each side gets VP equal to the opposing side’s Army MH. (Note: neither player will know the comparative level of VP until the end of the game, increasing the game’s tension.)

38.24 Each side also gains VP equal to the VP value of any of the opposing side’s Variant Reinforcements, if any. The Variant Reinforcements and their VP values are noted in the Scenario Book. Certain changes in command structures and other variant conditions are also noted there, as well as their effects on VP and Levels of Victory.

38.25 Players divide the higher number of VP by the smaller number of VP to produce a ratio. Players cross-refer the result to the Victory Level table to find the level of Victory. The row used is the one with the highest ratio that is not greater than the ratio determined by the VP comparison. So, if the ratio in VP is 2.5 to 1 the result is a Major Victory; it would need 3:1 or higher for a Strategic Victory. If the losing army’s Morale is broken, shift two levels in favour of the winner. 

The Union side has 140 VP. The Confederate side has 100 VP. The ratio is 1.4:1 so the Union side wins a Tactical Victory. The Union side would have needed 150 VP for a Minor Victory.

Questions?  For SSS questions contact Ellis Simpson by email at ellis@golds.co.uk. For Summer Storm questions you may contact the designer: Rick Barber, 15 Franklin Drive, McSherrystown, PA 17344-1132 but send an SAE. Or send email to: rbarber@netrax.net. If online, browse the Summer Storm folder, (individual games section) in John Kranz’s www.talk.consimworld.com. There is an official site at www-personal.umich.edu/

~dlrichtm/storm/summer-storm.htm 

and an unofficial site at http://www.inlink.com/~mitchell/summerstorm/ss.html
Optional Rules

39.0 Leader Options

39.1 General Gouveneur K. Warren

Gen. Warren was the Chief Engineering Officer of the Army of the Potomac. He is credited for recognising the threat posed to the Union left by Longstreet’s attack on the afternoon of 2 July. On his own initiative, he commandeered Vincent’s Brigade and Hazlett’s Battery and got them to Little Round Top in time to hold that vital position.

39.11 Starting with the 12:00 Noon turn of July 2nd, the Union player rolls 1 die in the Leader Segment of each Daytime Game Turn to see if Warren has shown up.  The army commander (only) may spend ACP on this roll if desired.  Each ACP spent is a +1 DRM. On a roll of 10 or more, Warren may be immediately placed in any hex within 3 hexes of any Union unit that is also within the army commander’s command range.  On a roll of 12 or more, Warren may be placed in any hex within 3 hexes of any Union unit.

39.12 Once placed, Warren operates in all respects as an independent division leader.  He rolls for CCP to spend on himself (use a letter–coded DAC), has a command range of 8 MP, and may command any combination of up to 6 infantry and artillery units, or any combination of such up to 6 regardless of their parent organisation.  As with ‘commanded’ artillery, these 6 units may only be activated by and with Warren in the turns he commands them.  Losses to these units do still affect their parent divisions’ morale as usual.

39.13 Once Warren is placed on the map, the Union player still continues to roll 1 die at the start of every Game Turn.  No ACP may be spent on this roll, and on a result of 1 Warren is needed elsewhere and will be removed from the board in the current turn’s Degradation Segment. However, the Union player may roll for him to return again exactly as before. In other words he may appear, disappear and reappear several times as determined by the die roll.

39.2 General Isaac Trimble

Recovering from a previous wound too late to receive a command, Trimble nevertheless went north with the Army of Northern Virginia. He attached himself to II Corps, where his main contribution seems to have been to constantly offer unwanted advice to Gen. Ewell.  On 3 July morning, Trimble was given command of the wounded  Pender’s III Corps Division, which he led during Pickett’s Charge. 

39.21 During the Nighttime Reorganisation Phase of any day, Trimble must be given the command of any Confederate division whose leader was replaced during the previous day.  If more than one division qualifies, the choice is up to the Confederate player.  The next time the division checks morale there is a one off +2 DRM. Once assigned, Trimble will remain in command of the division for the remainder of the game. 

39.3 Col. Porter Alexander

Col. Alexander was an Artillery Battalion Commander in Longstreet's I Corps, but was placed in control (over Col. Walton, the I Corps Artillery Commander, as well as Pendleton, the Army Reserve Officer!) of the majority of the guns used in the Confederate Bombardment on July 3rd.

39.31 Starting with the Noon/July 2nd turn, at any time during a game turn, the Confederate player may detach Alexander from his artillery battery and place his counter on the field as an army artillery officer, at a cost of 3 ACP or 6 I Corps CCP (or any combination of the two at the same 1-to-2 ratio).  He is placed with any I Corps Artillery unit, and must either start or end each turn stacked with/adjacent to any I Corps artillery unit.  Except for that restriction, however, he functions as an army level artillery officer in all respects.

See 31.8 for further information on leaders and artillery.

39.4 Variant Leaders

39.41 See the Scenario Book for special rules on General Thomas J. “Stonewall” Jackson, General Joseph Hooker, and Longstreet’s ‘scout’, Harrison.

40.0 Massed Bombardment

40.11 If both sides have Massed Bombardment(s) due in the current game turn, the side with Game Turn Initiative goes first. If there are multiple MB, after the first alternate MB, one each side at a time. When only one side has MBs left, resolve them in the order chosen by the owning player. Each side may have a maximum of 3 MB scheduled for any single game turn.

40.12 Each MB impulse costs 12 Bombardment Command Points (BCP). Each ACP spent creates 2 BCP. Each CCP spent creates 1 BCP. corps commanders may only spend CCP on this if they actually command some of the guns involved.

40.13 BCP must be bought and designated in the same way as PPP; i.e. you may only set up MB impulses on a future game turn, never the same turn in which the ACP/CCP are spent. When marking them down, these BPPs must be designated as such, separately from PPP.

BCP are the only way CCP may be spent on Preplanning.

40.14 To participate in a MB impulse, an artillery unit must be within command range of either an army artillery officer or an army/corps leader qualified to command it. 

40.15 All participating guns must also have the range and LOS to reach their designated target hex. Within that restriction, however, the Bombarding player is free to choose whichever target hexes he desires so long as each such hex contains at least one enemy combat unit.

40.16 Total the bombardment strength of all artillery units participating in the MB using their Extended Range strength (i.e. ½ the combat strength, rounded up) Divide the total by 24, rounding up to determine the number of target hexes which may be designated by the bombarding player. Each such target hex must be within the range and LOS of at least 18 bombardment SPs of attacking artillery to qualify.

40.17 Each designated target hex is automatically attacked at 3:1 odds (i.e. a +3 DRM) subject to other DRMs for defensive terrain etc. All hexes next to the designated target hexes are attacked with a –2 DRM whether or not they are within the Range/LOS of any Bombarding artillery units. All artillery units taking part in the MB are flipped to their committed side.

40.18 Beyond enabling artillery units to take part in the MB, no officer’s rating is ever used as a DRM in a MB.

40.19 After all rolls have been made for the Impulse, any enemy artillery units qualified to do so may conduct counterbattery fire becoming committed in the process. Artillery units which counterbattery fire are ineligible to participate in any MB scheduled for their own side in the current turn. The reverse is also true; artillery units that have already participated in MB may not utilise counterbattery fire if subsequently the target of an enemy MB in the same game turn.

40.110 After any counterbattery fire all artillery units that participated in the MB must take an immediate check for Ammo Depletion. 

40.111 To represent the increasing difficulty of maintaining accurate fire through the thickening smoke, each subsequent MB impulse taken in the same game turn generates a cumulative –1 DRM on all such MB rolls. the final such DRM is also applied to any bombardment rolls taken by either player for the rest of the turn provided that the firing unit or its target is within 6 hexes of any bombarding unit or target hex involved in the MB.

40.112 MB does not in any way restrict the ability of units that were not involved, to conduct movement/combat as per the normal rules.

40.113 Artillery units that took part in an impulse of MB remain committed for the rest of the turn; they may not be commanded and reactivated for any other use for the balance of the turn. However, they may conduct counterbattery fire if they themselves are targeted later in the turn. Units that conducted Counterbattery fire while on the receiving end of an impulse of MB are not under this restriction; they may be commanded and reactivated later in the turn according to the normal rules.
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