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LIMITED WARRANTY

Strategic Simulations, Ine. (“S51") warrants that the diskette on which the enclosed program is re-
corded will be free from delects in materials and workmanship tor a period of 30 days from the date
of purchase, If within 30 days of purchase the diskette proves defeclive in any way, you may retum
it to Strategic Simulations, Inc., 1046 N. Rengstortf Ave, Mountain View, CA 94043 and S3| will
replace it free of charge. In addition, il the diskette proves defective al any time after the first 30
days, return the diskelte lo SS| and SS| will replace it for a charge of $10.00. Please allow about
four weeks for delivery.

551 MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED, WITH RESPECT TO THE SOFTWARE
PROGRAM RECORDED ON THE DISKETTE OR THE GAME DESCRIBED IN THIS RULE BOOK,
THEIR QUALITY, PERFORMANCE, MERCHANTABILITY CR FITNESS FOR ANY PARTICULAR PUR-
POSE. THE PROGRAM AND GAME ARE 50LD “AS 15" THE ENTIRE RISK AS TO THEIR QUALITY
AND PERFORMANCE 1S WITH THE BUYER. IN NO EVENT WILL S5] BE LIABLE FOR DIRECT, IN-
DIRECT, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM ANY DEFECT IN THE
PROGRAM OR GAME EVEN |F S51 HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES.
[SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF IMPLIED WARRANTIES OR
LIABILITY FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR
EXCLUSION MAY NOT APPLY TO YOU.)

The enclosed softiware program and this Rule Book are copyrighted. All rights are reserved, This
Rule Book may not be copied, photographed, reproduced, or ranslated or reduced to any electrical
medium or machine-readable form, in whole or in part, without prior written consent from SS1. The
program accompanying this Rule Book may be copied. by the original purchaser only, as necessary
for use on the computer tor which it was purchased,

© 1987 by Strategic Simulations, Inc.
All Rights Reserved.

It you are unable to make a backup copy of your disk (most of our games have some torm of copy-
protection), you may purchase a backup disk from SS1 for $10 plus $2 for shipping and handling.
Calilornia residents, add applicable sales tax.

What to do if you have a defective disk

Each of our games undergoes exlensive playtesting prior to its release. Through this process we
hope to uncover, and correct, any errors in programming. However, due o the complex nature of our
simulations, some program errors may go undetected until after publication. In addition to errors in

+ the program, there are occasionally problems with the disk itsell. We experience the industry standard
of approximately a 3 to 5% failure rate of duplicated disks. Before assuming that a disk is defective,
make sure to check your disk drive. Up to 95% of the disks returned to us as defective will run fine
on our computer systems. Often the problem is with a disk drive that needs servicing for alignment,
speed, or cleaning.

Should you have a defective disk, please return the disk only (keep all other parts of the game) to
our Customer Support Department, along with a note describing the problem you have encountered.
A replacement disk will be provided upon our recelpt of the defective disk.

Should you uncover an error In the program, return both your game disk and any "save game" disks
to our Customer Support Depariment. Please enclose a description of what was taking place in the
game when the error occurred. Upon correction of the program error, we will return an updated disk
1o you,

Always make sure to include your name, address, and daytime telephone number with any corre-
spondence. We will do our best to see that any problems are correcled as soon as possible.

APPLE® version: Produced using copyrighted software products of Einstein Corporation.
ATARI"™ version: Produced using copyrighled software products of Manarch Dala Systems.
C-64" version: This program was compiled using Insta-Speed, a product of MICROSCI CORPORATION, Santa Ana, CA.
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QUICK START RULES

1.0 START-UP

These rules allow the player 1o quickly ger into
a simple and straightforward game with o
minimum of rules reading. Those of you who
wish more complexity and realism are invited
tar play the INTERMEDIATE and ADVANCED

HATeS

1.1 Starting the Game (C-64)

To begin the pame, insert the game disk and
type LOAD 8 und press RETURN. When
READY appears, rype RUN and press RETURN.

1.2 Starting the Game (Atari)

Remove all carrridges from your computer.
Boot-up the front side of the disk (800 XL and
130 XE owners will have to hold down the
OPTION key when they tum on their coms
puter to boot). After selecting the starting
values for your game, you will be instructed to
insert the Game Side of your disk.

1.3 Starting the Game (Apple)

To begin the pame, boot your game disk with
the front side up and the game will smrr
automatically. If you are using the Apple llc or
lle, keep the CAPS LOCK key down through-
out the game. The first menu you see prompts
you to indicate if you are using o “speed-up”
board. If so, press the appropriate key. Press
“4" if you are not using a “speed-up” board
Older versions of the *Speed Demon” that do
not contain the DIP swirches may not work
properly with this game.

L4 Starting the Game (IBM)
To begin the game, remove the BASIC cartridge
{if using the IBM JR) and insert your 2.0 to 3.2
DOS disk in the drive. Saving o pame in progress
requires a formatted disk. e would be advisable
to format one before you boot up the game.
Tum on the computer system.
Press ENTER until you see the ready "A>".
Insert your game diskerte. Type START, press
ENTER, and the game will boot The IBM
version has additional menus that allow you
to choose the 10-key option (movement
compass using “58" for moving North instead
of stundard "1™}, adjust the sereen to the right
or left, and change the colors On these menus,
simpl\' pross the key that -.'urrusp(:nds to the
desired option. To use the tutorial, choose the
standard compass option (#1: non-ten key
option).  For your convenience, this disk
contains no copy protection. This allows you
to make a back-up copy of the game disk and
facilitates mransferring the game disk to a hard
drive system.

1.5 Main Menu

When the game 1S booted and past the title
page and demo selection, you will see 2 menu
with a list of oprions. Ar a later time you may
wish to use these menu oprions (See 2.1 of the
INTERMEDIATE and ADVANCED Game rules)
IBM users are given addirional menus con-
cerning screen marging, number pad (choose
option #1 for rutorial), and color. For Quick
Start purposes, leave the defauleselections and
press the RETURN keys

A series of displays showing casualties for
men and guns will be presented on the sereen
one by one. Press RETURN to continue. You
will then be asked o ser the dq:lu',.r !uup for
displayed messages for this turn. Set thisat 6 if
you have a speed board and 4 if you do not

L6 Getting Started: A Tutorial

Afrer serting the time for the delay loop, the
program will go through the beginning phases
of the first game turn wnil it reaches the
Confederate Operation Phase #1.

The map on the screen has a white square
exactly in the middle, At the borrom of the
screen, you see lines of text which indicate the
phase, ime, and day among other things You
are now in what is called the Cursor Menu
{you may wish ro read section 2.1},

Move the white square on the map, which
we will now call the cursor, by pressing the
keys “1"="8". You will notice in the lower
right-hand corner of the screen, the numbers
1-8 arranged in a box. This servesasacompass
tor cursor movement. Pressing 1" moves the
cursor one square directly up (north). Pressing
“2" moves it one northeast and so on

Lookingat the texe on the bottom, you will
norice “X, Y : 20, 25" on the last line. This
indicates the column and row on the map
where the cursor is currently situared. Move
the cursor and these numbers will change.

Move the cursor to location 31, 57 and
press the “V" key. Every square that can be
seen from this location is highlighted. Press
any key to return.

Press the “T key: You will notice that the
figures or units on the map will disappear,
revealing the narure of the terrain beneath
them. Press any key to continue.

Move the cursor to 31, 53 and press the
“0" key. You will notice that the map centers
itself on the cursor location

Press the " O key and the map will*z00m-
out” to the strategic map. You will notice that
all keyboard funcrions are active. You can play
the game on either map. Scroll around the
map with the cursor and then press “O" o
“2o0m-in" to the ractical map.

Move the cursor to 25, 63 and press the

SPACE BAR. The Confederate unir there will
be accessed You are now in the Command
Menu (section 2.2) with the unit information
for MANIGALT on the screen (you may wish to
read section 2.3).

Press “7" twice (with a pause in berween
the rwo 7's) and you will see the unit move
two squares to the left. When you move into
the second square, two Union infantry units
that were hidden will pop up in front of the
Confederate. Moving next to hidden unirs will
cause them to appear (You may wish to read
section 8.3 of the Intermediate/ Advanced
rules to learmn more abour hidden units and
line of sight). Press *F" and the rarger menu
will appear. This menu allows you o mrger an
enemy unit. Press “V" and you will see all the
squares you may fire at highlighred. Press any
key to return to the target menu. Move the
cursor by pressing “7". You are now over a
Union unit. Press “T" to mrger it You will
now return to the Command Menu for the
unit MANIGALT, Notice that the FIRE display
shows 22, 63, the square of rhe rarger unic
Press the *N" key and you will access that the
next unit in order of barle sequence (the
order thar units are listed in the back of this
rule booklet). Press “Q" to exit thar unit and
to retum o the Cursor Menu

Press “G" and you will be prompted to
enter a unit number. Press 0" and then
RETURN. The cursor will move to unir
number 0, Jackson, and access it into the
Command Menu Press Q" to quit the unit
and return to the Cursor Menu.

Move the cursor to 41, 31 and press the
SPACE BAR. Move DIBRELL north along the
road by pressing*1,1,1,1, and 1" Press the*N"
key and move DAVIDSON likewise up the
road. Instead of pressing “N" at rthe end of the
DAVIDSON'S mave, press** Q" to return to the
Cursor Menu

Press “Z" and the cursor returns to the laste
square from which you accessed a unit with
the SPACE BAR. Move the cursorto43, 32 and
press the SPACE BAR to access C. CORPS ART.
Move the unit up the road by pressing“7,7,1,1,
and 1. Ar the end of the move press, “Z". You
will see the unit move iself back to its original
square. (If in the process of moving you
uncover hidden units, you will lose 4 operation
points when you press the “Z" key) This is
handy when you make a mistake and wish ro
move a unit somewhere else. Press “QQ" o
return to the cursor menu.

Move the cursor to 46, 39 and press the
SPACE BAR to get the unit, WALTHALL, that
has 1837 men. Press “R". The unit will divide
itself into an A and B WALTHALL. Press “R"
again to reunite the A & B units into one unit
Press "Q" to return to the Cursor Menu.



~ THE BASIC GAME

You are now ready to enter the Combar
Phase. During the combat phase vou should
see the artillery fire first and then the infantry.
Please note that even those units you dide't
target for will fire on their own if they can.
You may fight hand to hand (melee):
® if you are next ro the enemy
® have targeted that enemy for fire
* have pressed “M" in the Command Menu
for thar unit

® and have enough operation points 1o do so
(see section 2.4 and 2.8 and also look at the
Operation Costs table).

Press “C" and then “Y" and you will enter
the Combar Phase.

After the Combar Phase, you are given the
apportunity 1o save the game. Press “N™ and
the game will enter the 1st Operations Phase
tor the Union Player. When the 2nd Combat
Phase is completed, the game will display up-
to-date losses and o new turm begins with the
Command Control Phase (see Section 3.0 of
the Intermediate/ Advanced Game Rules for
detailed information on Sequence of Play).

2.0 OPERATION PHASE

During this phase you are allowed w move
and plot melee combat for all your troops
Most actions reguire you to spend operation
points (see Operation Costs Tablel.

2.1 Cursor Menu

When you first enter the Operation Phase, you
will see the tollowing menu below the map.
The dav, phase number, and rime of day are
also displaved

(M = Cenrers the map ar the cursor.
("5 for IBM key pad)

(1=8) = Moves the cursor in the desired
direcrion according to the com-
pass on the lower right hand
side of the display. (*1-9" for
IBM key pad.)

{C) = Takes you to the Combar Phase,
Press this key when you are
findshed moving all your units.

(G) = Upon pressing this key, you will
be prompred o input a number
comresponding to one of your
unies (see Order of Barde). The
cursor will go ro thar unit and
access It putting it nwo the
Command Menu (see below)

(O} = Togules berween the tactical and
STrAtegic maps

(SPACE = Picks up the unit under the

BAR) cumor to allow you to give it

commands If two or more unirs

are in the square, you will pick
up the fHirst unit. You are now
in the Command Menu (see
below) for that unic

(T) = Removes unit shapes from the
map sO you can see the termimn
underneath.

(V) = Highlights all the squares that a
unit could see from thar square.

(Z) = Takes you back o the last square
where you accessed a unit

2.2 Command Menu

As soon as you pick up a unit, you switch from
the cursor to the Command Menu, The
commands you may selecr are listed below:

(# = Centers map on the unic (5" for
IBM key pad)

(1-8) = Moves the unit in desired direction
as indicared by the compass
("1-9" for IBM key pad)

(F) = Takes you to the Tarpet Menu
which allows you ro ser a priority
fire square,

(H) = Displays list of commands available
in this menuw

(M) = Plots the unit to MELEE combat
the unir it fires ax

(N) = Goes o the next unit on the map
n promortion order (this s the
order of units present in the Order
of Batrle).

(O = Topules berween the mencal and
strategic maps

(Q) = Puts down the unit and takes you
back to the Cursor Menu.

(R} = Will divide the unit ines an "A”
and a *B" unir or will recombine
an A and B unit if located in the
SAITE SUUTE.

(T) = Removes units on the map to view
TF'“.' rerran llnL{t."ITIL‘.ITh.

(L) = Picks up rhe next unir in the square

(V) = Allows you to view all squares thar
you can fire into. You see in a 360
duurvc ArC,

(£) = Aborts or cancels the actions of
the unit you have currently picked
up. The unit is retumed w its
original square.

2.3 Unit Information
When you pick up a unit, the unit statistics are
displayed below the map as shown below:

CONFED DEAS INF 1842 MEN

RFL EFF20/90 FT:0 MORALES0 8 1 2
NORMAL OP:7 MELEE:N 7 3
CLEAR() X, Y:l6,34 FIRE:16,35 63 4

The above display shows that the Confederare
unit, DEAS is INFANTRY with 1841 men, lts

men are armed with RIFLES, hasan EFFICIENCY
of 90 our of the 90 it began with, a FATIGUE of
0, and MORALE ot 90. lts status is normal {nor
routed), has 7 OPERATION POINTS lett, and
does not wish to melee. The unit is on a
CLEAR square with an elevanon of (1), 1s
locared on square 16,34, and has plorted fire
on square 16,35, The direction compass is
located on the right hand side,

Units have different shapes on the map
according ro the type of unit (infunery, cavalry,
or artillery) and the stacking See Figure 2.3
below.

UNION

“Oine” Infantry

“Twao' Infanrry

Arrillery

Artillery plus
“"One" Infanery

Artillery plus
“Twao™ Infantry

RLIII‘!.‘LI

|99 999 =

Cavalry

o] 29 g 999 B = |

Figure 2.3 Unut leons

2.4 Moving A Unit
When you have picked up a unit you may
move it in the desired direction according ro
the compass displayed:

g 1 2 7 8B 9 {numberpad for IBM)
i 3 4 5 6 3= Centers cursor
6 5 4 1 2 3 on map.

~



Mowing costs you operation points and fatigue,
according to the Operation and Fatigue Costs
Chart. Your unirs receive 8-10 operation
points each OPERATION PHASE. If you don't
use up all your operation points, left over
upetation points will improve fangue and
efficiency on a 1t 1 basis 3 to 1 if next to an
enemy unit (less recovery next to the enemy).
It you don't have envugh operation poines,
you won't be allowed ro move i @ sguare
unless that unit hasn't moved even one square
for the whole phase. You can't stop in a square
if that would couse it to have oo many unirs
(see Stcking 2.9).

If you move an artillery umit it may not fire
until the next phase. Movement costs during
the Nighr Turn are doubled.

2.5 Stacking

A square may have one or two infantry and/ or
cavalry units In addition, it may have one
artillery unit. You may overstack while moving
a unit, but you may not stop moving and be
overstacked.

2.6 Zones of Control

The 8 squares surrounding a unit are defined
as drs Zone of Conerol (Z0O0), This Zone of
(:unm-l COSIS 2nemy Wit : CRITY |||l¢:r.|liul1
points 1o enter or exit. Units rerrearing during
combart lose more men if forced to retreat into
an enemy Zone of Conmrol or rour our of an
enemy ZOC Units may only move from
criemy Z0C to 200 if the square moved into s
vecupied by o triendly unin

2.7 Fire Plots

A umit will fire at the closest enemy unit it can
see unless you have set a priority fire square, If
UL TATEET 3 SOLEATE WO O MIOFe SOUares away,
your priority fire will be reser 1o an adjacent
ernemy unit (which may have since movéd
next to the firing unitd. To ser priority fire,
press “F' i the Commund Menuw This will
take your to the Targer Menu and allows you to
move the cursor overa square and press™ T to
set it as the priority targer. In the Target Menu,
you may also press V" ro view your line of fire
or “E" to exit the menu (in which case the
computer will find o mrget for you just betore
combar), Pressing “N” will exit and plor “No
Fire" in which case the unitwall only fire atan
ENCMY Ut nexe w e

2.8 Melee Plot

It you wish o plot o unit to engage in melee
(hand-to-hand)  combat, press "M in the
Command Menuw, The unit will melee the
enemy unir it fired arif it is adjacent to the
enemy unit and has enough operation points.
If not, it will not melee.

3.0 COMBAT PHASES

During this phase, all fire phases and melees
are resolved. Casualties are mken.

3.1 Fire and Melee Phases

There are w toml of five fire phases, two
retreat’advance phases, and one melee phase
dunng a combar phase as outlined below:

* Detensive Artllery Fire Phase
® Offensive Artillery Fire Phase
® Detensive Fire Phase

® Oftensive Fire Phase

® Retreat Phase’ Advance Mhase
* Defensive Melee Fire Phase

* Melee Phase

* Retreat Phase/ Advance Phase

Urnits will fire if they have o line of sight and are
within range of the trger unit. Ranges of
wenpons are found in the Weapon Range
Casualty Table. All fire phases are automartic-
ally resolved by the compurer,

You will see the names of the firing units
and their targets on the sereen along with their
casualties, Units that will retrear or rout during
the Rerrear Phase will be so indicated by a
mess

3.2 Rout and Rally

Units will change to the rout shape and retreat
when their motale breaks (there is 2 wood
chance of breaking when monle is less rhar
15). Afrer they have rested, T|1L"§-' iy ml]\- and
return to the nommal shape. Every fime a unit
rours, any uther unies stacked in the square
with it lose 15 points from their effectiveness,

4.0 FATIGUE/EFFICIENCY

A unit's fatigue rting 15 a measure of how tired
it is. It gains fatigue when it moves and loses
etticiency when it takes losses. See the Fatigue
Gain/ Efficiency Loss Table for deruls. Fangoe
'lII'I.d I.‘"IL'[I:“L"‘,' |'H'|.\'L' HE SEIIII'PTU]."C“TLL!]T-IE I'.'I.fcl.'[
on fire strength (see Modifier Tables at back).
Effectiveness minus fatigue equals morale,
Since gaining fatigue lowers morale, you may
raise morale by losing tarigue. You lose farigue/
recover efficiency by having left over opemation
points in the middle and at the end of a turn.
One operation point wipes out one fatigue
point (three operation points wipe out one
fatigue point it next to an enemy unit). A unit
will recover half of is lost effecriveness during
the End ot the Day Phase. Also during this

phase, umits lose their fangue completely.

E— =t
= e T e
- =
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5.0 REINFORCEMENTS

Each side receives reinforcements according
to the Order of Bartle,

6.0 END-OF.-THE-DAY
PHASE

This phase occurs atter the night turm. During
this phase, units lose all fangue. In addition,
unirs recover efficiency by hall of the ditfer-
ence berween their starting efficiency and
current efficiency.

7.0 HOW TO WIN

Players rteceive victory points A score s
calculared by subrtracting the Confederate
points from the Union. You may examine the
map and look ar the unirs of both sides when
the game has ended

7.1 Vietory Points
Players receive points based on enemy casual-
ties according to rhe schedule below:

I pt per Infantryman’ Artilleryman lost
1.5 per caprured Infantryman/ Artilleryman
1.5 prs per Covalryman lost

pts per captured Cavalryman
100 pts per Arrillery Gun lost
150 prs per caprured Amllery Gun

2

CONFEDERATE OBJECTIVE UNION t‘l]!-&tél'.'!'l\"l:
SQUARES SQUARES

B, 1 =5000 prs 4732 = 1000 prs
14, 1 = 5000 ps 47,36 = 1000 prs
23, 1 = 5000 pts 49,41 = 1000 pes

7,22 = 1000 pts 15,58 = 1000 pts
25,12 = 1000 prs 27,63 = 1000 prs
25,21 = 1000 pts
2527 = 1000 pis
15,36 = 1000 prs

2543 = 1000 pts

To receive points for an objective square, you
must control it. Conrrol is determined during
Remnforcement Phases. To control an objec-
tive square, you must have 3000 men in or
adjacent to it without any enemy units beingin
or adjacent to it. (Control of Confederate
ohjecrives 8,1; 14.1; and 23,1 requires 5000
men in or adjacent to the square) It s not
necessary to keep unis in or next to a squire o
maintain control However, control is lost if
any enemy unit, regardless of size, is in or
adjacent to the objective square during a
Reinforcement Phase.

7.2 Victory Levels

At the beginning of each turn , a display will
appear on the screen showing victory levels
and the scores needed to atrain those levels




INTERMEDIATE AND
ADVANCED GAME RULES

L0 INTRODUCTION
REBEL CHARGE AT CHICKAMAUGA is a

grand-mactical level game of the most evenly
contested battle of the Civil War. This hartle
was the Confederacy's last hope for victory.

1.1 Overview of the Game

Each game rum represents two hours of real
time. The execution of a game turmn includes
rally, movement, mode changes, facing changes,
and resolurion of arrillery fire, offensive fire,
defensive fire, melee, rerreats and advances.

1.2 Talking to the Computer

To selecr a routine from a menu or answer a
YES/NO question, just press the desired key.
1.3 Starting the Game (Commodore 64)
To begin the game, insert the game disk and
type LOAD “* 8 and press RETURN. When
READY appears, type RUN and press RETURN,

1.4 Starting the Game (Atari)

Remove all cartridges from your computer.
Boot-up the front side of the disk (800 XL and
130 XE owners will have to hold down the
OPTION key when they tum on their com-
puter to boot). After selecting the starting
vitlues for your game, you will be instructed ro
insert the Game Side of your disk.

1.5 Starting the Game (Apple)

To begin the game, boot your mme disk with
the front side up and the game will sear
auromatically. If you are using the Apple e or
lle, keep the CAPS LOCK key down through-
out the game. The fiest menu you see promprs
you to indicare if you are using a “speed-up”
board. If so, press the appropriate key. Press
“3" 0f you are not using a “speed-up” board.
Older versions of the “Speed Demon” thar do
not contain the DIP swirches may nor work
properly with this game.

L6 Starting the Game (IBM)

To begin the game, remove the BASIC cartridge
(if using the IBM JR) and insert your 2.0 to 3.2
DOS disk in the drive. Since you need a
tormatted disk to save a pame, you may wish ro
make one before you boor the game. Tum on
the computer system. Press ENTER unnl you
see the ready ">". Insert your game diskerre
Type START, press ENTER, and the game will
boot The IBM version has additional menus
thar allow you to choose the 10-key option
(movement compass using “8"
North instead of standard "17) adjust the
screen to the right or left, and chanpe the
colors. On these menus, simply press the key
thar corresponds ro the desired oprion. For
your convenience, this disk contains no copy
protection. This allows you to make a back-up
copy of the game disk and facilitates trans-
fernng the game disk ro a hard drive system.
You should have a formatted disk handy to
SIVE games in Progress.

for moving

L7 Game Scale and Map

There are 13 tums in the game, each repre-
senting two hours from 8:00 am to 8:00 pm
of September 19-20, 1863, The map is sicuared

on a 54 X64 square grid. Each square repre-
sents 200 vards from side to side. The various
terrain depicted includes clear, woods, hills,
ridges, fields, primary roads, secondary roads,
creeks, and bridees, Three elevations are
represented by contour lines. See Figure L7
below for termin symbols

L.8 Saving a Game

At the end of ecach combar phase, the com-
puter will allow the player(s) ro save the game
in progress You will need a separate, save
game disk to store the saved game dara Players
must initialize their blank disk from within the
program as offered by the Save Game Menuw
{IBM owners must use i previously formarted
disk.) Onee a game is saved, you may restar it
at the point where you left off. You may not
change selected options when you restart a
EamMe 1IN Progress

L9 Units
There are three unit types in the game:
infantry, cavalry, and amillery. Each unit 1s
rated for manpower {and guns for i|l'ti|.|.|:r'}':'.
effectiveness, fatigue, morale, weapon type,
ammo, mode, facing operation poines, com-
mand contral, rout status, and  distuprion
status. Units are represented by specific graphic
shapes depending on unir rype and stacking
See Figure 1.9 below. On vour screen, Wnion
symbaols are blue and Confederare symbols are
white (Apple color version. Other versions
may vary). Nore thar the symbaols will change
shape to reflect different fucings and stacking
combinarions

Each unit represents a brigade or a demi-
brigade (if it has broken down to the " A" and

<
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Creek (blue)
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Bridge or ford
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Figure 1.7 Terrain Symbols

units). A unit is named atter its brigade
commander with an A" or "B" designation
attached, if broken down. Divisional and
corps commanders may also be artached o
units. The brigade commander is assumed o
}"I.' pr\:st‘nt at .I.'“Jt]'l A Jl'l.lj H units UI- hlfv l"rl}.{'ﬂ-\{l:'—

L10 Changes from “Gettysburg: The
Turning Point" System

If you have played GETTYSBURG: THETURN-
ING POINT, you will find this game very
similar. There are some important differences
Below are listed rthe most significanc

* Command Control may be altered by the
players

® Lnits in column may not move along a road
onto & unit in column or limbered mode.

® A srratepic map is provided upon which the
game may be played.

® All unirs are brigade sized. You may break
units down into *A" and “B" halves and then
build them up ar any time.

* Units may carry up o 4 ammo pomts.

® Arracking unirs that have moved next o the
enemy have a chance of successtul arrack and
receiving a 50% modifier on their strength
® Defending units firing against targets in
woods adjacent to them have a chance of being
“ourmanuevered”, losing 300 of their volley
(a definite disadvantage).

Infantry

“Two” Infantry

“One” Infantry plus Arillery

“Two" Infantry plus Arrillery

Unlimbered Artillery

Column or Mounted Cavalry

Routed

Limbered Arrillery

[¢] gu/|um

Figure 1.9 Unit Symbols



® There are retreat and advance phases borh
afrer fire and melee phases.

® Units no longer incur fatigue for casualivies.
A unir's effectiveness is reduced by casualties
and ingreased to a maximum by resting

® Turns represent two hours rather that one
hour.

1.11 Parts Inventory

Your game should contain the following parts:
a. Game box

b Rule book

¢ One 3% game disk

d One map card

2.0 SET UP

REBEL CHARGE AT CHICKAMAUGA is a
two-sided game Union vs Confederare.
Both sides may be played by either a human
player or the compurer opponent.

2.1 Determining Conditions of Play
After the title screen display and demo oprion,
the player(s) must determine the conditions
under which the game will be played from the
menu to the righe Press *A-O" to make your
choices Press RETURN when your choices are
made and you are ready ro continue. (Defaults
are shown as bold type).

A)  NEW GAME SAVED GAME

B)  UNION HUMAN COMPUTER
) CONFEDERATE

HUMAN COMPUTER
) BASIC INTERMEDIATE
ADVANCED
By HIDDEN UNITS NON-HIDDEN
P TIME LIMIT NO TIME LIMIT
G) COLORTV BLACK/WHITE
) ICONS  SYMBOLS

)  LEVEL OF PLAY 12345
I UNION ARRIVAL 12345
K)  CONFED ARRIVAL 12345
Ly UNION AMMO 12345
M)  CONFED AMMO 12345
N CORPS COMMAND 12345
Oy DIVISION COMMAND | 23 45

® The A" oprion allows you to select a new
ame or conrinue wirh a game in progress
When you select a saved game, the oprions on
the menu are defaulred o the options selected
in your saved pame. When you select the
“SAVED GAME" oprion and press RETURN,
you will be prompted to insert your saved
pame disketre and type in the name of the file
(yvou will be allowed to catalog the save pame
disk if vou wish). You may nor change game
Options when you boot up a saved game.

e Options B and C allow you o ser rthe
Confederare or Union player to be controlled
by a human or the compurer. Please note that
you may have the computer play against itself
tor a demo pame.

* Oprion D gives you a choice of three games
of varying complexity. The differences are
explained under the appropriate headings of
this rulebook. The INTERMEDIATE Game is
exacrly the same as the ADVANCED Game
except for the deletion of leaders command
control and voluntary fortification,

* Option E allows you to play a game where
only known enemy units of both sides will
appear on the map during the combat phase.
Hidden units will also become visible when
moved adjacent to during the Operatnon
Phases It is strongly recommended that you
play the game with this oprion to realistically
portray the “fog” of war.

® Option F gives you the ability to set a limit
to how much time a player has to complete his
Operations Phase.

e Oprion G gives the black-and-white or
monochrome user better-suited unit sh:;'pus
Atari owners are given the option of u one-
or twoedrive system here. C-64 owners are
allowed to choose between light blue or dark
blue for the Union color.

® Opron H allows you to play with icons
(figure profiles) or symbols (bars). Symbaols
are recommended for INTERMEDIATE and
ADVANCED play since they show facing and
mode changes lcons are automatically used
for the BASIC game.

* The | oprion selects the difficulty level
Lewvel 3 is historical and makes no modification
to either side. Levels | and 2 favor the Con-
federare player (level 1 more so than level 2).
Levels4 and 5 favor the Union (5 more so than
4). Levels affect the casualties inflicted in fire
and melee combat. Please nore that you should
play an easy level of difficulty the first few
times you play the game. Level 3 is a challenge.
® The"]" and “K" options allows for variable
reinforcement arrivals. Units may appear up ro
rwo o eight hours earlier or later. Level 3 is
historical with no changes Levels 1 and 2 allow
for earlier times and luter times rc.-.-rmu:rlvci-,- by
arandom of 0 to 2 turns (level 1 earlier and 2
later). Level 4 allows for a random of 0 to 2
turns earlier to later amrival, and level 5 allows
for @ ro 4 turns earlier to later arrival. The
authors and playtesters recommend that once
players are acquainted with the system, they
should play with option level 5. This rruly
recreates the uncertainty of @ meeting engage-
ment where commanders did not know the
size of the opposing force or how quickly they
would be reinforced.

® The"L" and *M" options allow for variable
amount of ammo received by the individual
units Level 3 is historical with levels | and 2
giving progressively less ammo and levels 4
and 5 giving progressively more ammo,

® The"N" and “O" allow players ro milor the
effects of divisional and corps command
control; the higher the number, the closer
together these formations must be in order to
enjoy good command control

After you have chosen your oprions, a series of
displays showing casualties for men, guns,
leaders, and objectives will be presented on
the screen Press RETURN to conrinue. You
will then be asked to set the delay loop for the
displayed messages for this turm. {(Use 4 or 5
with a speed-up card.}

2.2 Historical Set-Up
At the start of the game, the computer will
assign all combat forces ro their locarions the

morning of September 19, 1863. All units have
been historically placed.

3.0 SEQUENCE OF PLAY

1. Command Control Phase

2. Recovery/Rally Phase

3. Reinforcement Phase

4. Confederate 1st Operation Phase

5. Confederate 1st Combat Phase
6. Union 1st Operation Phase

7. Union lst Combar Phase

8. Mid-Turn Recovery Phase

9. Confederate 2nd Operation Phase
10. Confederate 2nd Combat Phase
1. Union 2nd Operation Phase

12. Union 2nd Combar Phase

13. End of Day Phase (Turn 7 only)
14. Vicrory Determination Phase

4.0 COMMAND CONTROL

During this phase, all units make a range check
to their appropriate division and corps leaders
and receive a command control rating of 0.5 to
1.5 hased on this range, a random number, and
the proficiency rtings of the leaders The com-
mand control rating affects strength, operarion
points received, and ammo resupply. Please
note thar command control is checked only
once per game turn, In the Intermediate game,
units are randomly assigned a command con-
trol of 0.9 to 1.2, Reinforcing units receive an
automatic 1.5 ranng for the first turn on the
map. In the Advanced Game, cavalry has a
command control value of 1.2 and artillery has
1.0 repardless of leader range.

4.1 Range of Leaders

The chart below shows the cost in command
points per square the leader is from the
infantry unit making rhe range check. The
chart below assumes that the corps and divi-
sion values in the set-up menu have been left
ar the defaulr level of ewo (each level on the
menu increments the value by two for the
division and by one for the corps). A range
check is also made between two halves of a
brigade it the brigade has broken down.

OTHER HALF DIV. CORPS
OF BRIGADE CMDR CMDR
Command Poines Lost 5/sq 5/sq 2/sq

There is a maximum of 4 squares range for the
“other half brigade”, 7 squares for a divisional
leader, and 10 squares for a corps leader. The
range and values above are used ro determine
the base command control raring. If the range
to a corps leader is less than two squares and
the division leaders range is greater than rhe
corp leader’s range, then the divisional range is
defaulted ro the range of the corps leader.

The base command control rating 1s deter-
mined by dividing the loss of command points
into the constant 18. (Base command =
28/ loss of command points). The number
derived is rounded up or down to fit berween
the range of 0.5 to 1.5, See back of rules
for examples of how o calculare command
E{I"rﬁ.lL



4.2 Leader Proficiency and Command
Control

The proficiency ratings of leaders are sub-

tracted from the base command conrrol of

units A leader's rating is modified by a

random number and compared to the charr

below for its effect

RANDOM PLUS MESSAGE GIVEN
RATING EFFECT ON SCHREEN

0-30 = 03 Leader confused!!
=50 = 0.2 Leader indecisive!!
51-10= —0.1 Leader caurious!
70+ 0 Leader confident

Each leader affects every unit in its formation.
{e.g, Polk affects every unit in his corps
Cheatham affects every unit in his division).
Each unir will be affected by both ies divisional
and corps commander. A unit will lose 0 to0.3
from its base command control for each
leader. Thus a unir with a base command of
13 may end up with a command control
number from 0.7 w L3 after receiving the
effects of its divisional and corps leaders A
unit will receive no less than a 0.5 rating The
command conerol of artillery and cavalry units
are not affected by leader proficiencies

4.3 Command Control Effects

A unit's rating determines the number of
uperation paints it receives according ro the
chart below:

C ap
1.5 =15
14 = 14
1.2 = 12
L1 =11
1.0 = 10
09 = 9
08 = 8
07 = 1
06 = 6
05 = 5

Units may vary slightly from the above chart
due 0 a random and the unit's momle.

A unit's strength s moditied proportion-
ately by its command conrrol with a minimum
maodifier of 0.5 (i.e. a unit with a strengeh of
500 men would be treared as 450 men betore
any other modifiers o it had a command
control of 0.9).

A unit's ability to mlly and resupply with
ammua is also affected by is command control
raring

5.0 RECOVERY/RALLY
PHASE

Unitsin this phase recover from disruption and
artempt to rally. They also receive ammo every
turn. Units are automatcally rallied during the
night (Rally Phase of the 8 AM. turmn.)

5.1 Rally

Units that are routed will atcempr o mally
based on morale, command control raung,
and a random number. Units with a morale of
less than 25 will not rally. All routed units on
the 8 AM. turn will automatically rally (their
fatigue is reduced ro 0 during the night). See
the Rally Table for more deralls at the end of
this rulebook.

5.2 Ammo Replenishment

Each unit has o maximum carrying capacity of
4 ammo poines. If a unit isat its maxumum or is
routed, it will not be resupplied. In addirion, a
unit has a 6% chance of receiving no ammeo.
The higher the command control, the greater
the chance of receiving more than one ammo

it

6.0 REINFORCEMENT
PHASE

Reinforcemenrs are automancally pur on the
map at designated entry squares If the entry
square is enemy occupied, then the rein-
forcements will arrive at an adjacent square
that is not occupied by an enemy unit
Stacking limits do notapply to reinforcements
Remforcing units automatically receive a com-
mand control rating of L3 for the first tum
(both phases) they are on the map See Order
of Bartle tor the order of appearance.

7.0 OPERATION PHASE

During this phase players may perform a var-
ety of actions ncluding movement, double-
ume marches, fire and melee plots, leader
ransters, mode changes, and facing changes.

7.1 Cursor Menu
In this menu the player may do the actions
listed below:

(@ = Centers map at cursor, {"5" for
IBM key pad oprion).

(1-8) = Moves cursor in Jesired direc-
nons (“1=9" for [BM key pad
option).

(C) = Exits to Combar Mhase (Press
thus key when you are finished
movitg all your unus).

{(G) = Upon pressing the key, you will
he prompred to input a number
corresponding to one of your
units (See Order of Bartle) The
cursor will go to that unir and
access it, putting it into the
Command Menu.

() = Togeles the map berween tacrical
and serategic

(Mage = Second menu On this menu
will be displayed the number
of recons you are allowed to
conduce, along with other com-
mands. If in this menuw, “P" will
switch you to first menu.

(R} ecan = Pressing this key when the
cursor is over enemy units will
display an approximate strength
of the unir{s) in the square.

(Shtop= When playing with time limirs,
this command stops the time
clock.

{T) = Remowes units from rhe map o
se¢ termain.

(V) = Prompts you 1o indicate a
direction and then highlights the
squares that can be seen.

(SPACE = Accesses first friendly unit in

BAR) square. Command Menu for
Thﬂt unir 15 now active.

(7) = Abort. The cursor will rerurn to
the last square where a unit was
accessed.

Also displayed m the Cursor Menu is the
terrain rype, elevation, and X, Y coordinares of
the square. The rime, date, and phase number
is also shown.

7.2 Unit Statistics
When you access the first unir in a square, you
will see the tollowing display (example):

CONFED DEAS INF 1842 MEN Bl
D&N AMMO:4 MELY FT:1 EF90/90 7
NORMAL OO0 DIR3 ADWVIN 63
WOODS () XY:30,63 FIRE 31,63

The display above shows thar the Confederate
unit, Deas, is INFANTRY with 1842 men. Iris
not DISRUPTED, has 4 ammo points, is plotted
tor MELEE, has a fangue of 1, and an efficiency
of 90 our of a maximum of 90, The unir is in
NORMAL mode, has 10 remaining operation
points, is facing DIRECTION 3 and is not
plorred for ADVANCE. It is on a wood square
with an elevation of 1. The unit occupies the
square with X, Y coordinates 30, 63 and is
plotted o fire ar square 31, 63. There is a
compass showing directions of movementand
facing,

A second page of umir statistics may be
accessed by typing "

CONFED DEAS INF 1842 MEN
FORT:0 NORMAL CC:1.2

RFL MRL &9 LEADER: POLK
WOODS (1} X.Y: 30,63 FIRE 31,63

The second display above shows rthar the
Confederate unir, Deas, is INFANTRY with
1842 men. The unir has a FORT value of 0, is
in NORMAL mode, not routed, and has
COMMAND CONTROL of 1.2, lts weapon type
is RIFLE, and its MORALE is 89. The unit
belongs to Polk’s Corps. lrison a woods square
wirth an elevanon of 1 with X, ¥ coordinates
30, 63, ls fire plot is on square 31, 63.

7.3 Command Menu

When a unit is accessed, a number of com-
mands are available. The commands listed
below can he enacted by pressing the appro-
priate key in either page of the unir smristics

i f

{® = Cenrters map on unit (9" for [BM
key pad option)

(1-8) = Maves unit in desired direction as
indicared by rhe compass changing
its facimg automancally. (*1-9" tor
IBM key pad opron).

(A) = Plots the unit ro advance it given
the opportunity in fire phases or
melee.

(B) = (Advanced Game Only) Builds
one level of fortificanon.

(D} = Prompts you to input a new facing
(1-8) for the unit(*1-9" for IBM
key pad option).

{F) = Takes you to the Target Menu
which allows you o ser a prionty
fire square.

(H) = Displays Help Menus

(1) = All units that belong to the same
division as the accessed unit will



be inversed. The square with the
divisional leader will be inversed
and blinking (Advanced Game).
When you press this key, you will
also be able ro ser the fire plots
of all unirs in thar division to
“Nao Fire” or “No Plor"

(L) = (Advanced Game Only) Displays a
menu with the name of the divi-
sional or corps commander artached
and allows you to rranster thar
leader if you desire. The menu also
allows you to go ro the divisional
oar Ci}rp.‘: l:t]“'irl'lﬂndl!ri

(M) = [ots the unit to melee in the
direction it is facing

(N} = Accesses next unit in the unit order
(the unit orders are listed in the
Order of Bartle).

() = Topples between tactical and
STTATERic mup

(P} = Diisplays the other page of unit
STATISTICS.

() = Exits Command Menu and goes to
Cursor Menu.

(RY = Will divide the unit into an *A"
and a *B" unie or will recombine an
“A" and a “B" unir if in the same
square and of the same parent unit

{S) = Changes the mode of the unit

(T) = Remowes units on map to view
terrain underneath,

(LN = Accesses next unit in the same
square,

(V) = Allows you to view all squares of
the accessed unit can see (squares
are highlighred).

{X) = Double Time (adds to the unit
e :1ptr:lt1:)r| P[}ln[s ar a cost “f’
fatigue).

{Z) = Abort move. The unir you have
accessed will return to its original
square, facing, and mode with s
original operation points and fatigue
(Unless it reveals a hidden unit).

You should srudy caretully the commands
above. Proper use of the commands greatly
facilitates the playability of the game, Note that
the"Z" key in the Command Menu allows you
to take back a unit's move or action, Notice
how it differs from the "Z" key in the Cursor
Menu, which retumns the Cursor o the lase
square where a unit was accessed with the
SPACE BAR. The “N" and “LI" keys are very
h.’ll'ld',-' when MOVINE Froups and stacks of
units Since reinforcements enter o unit
order, it's best to use "N when moving
reinforcement columns Note that the artillery
at the end of a reinforcement column isn't in
unit order so you should use the “7" key from
the cursor menu to get back ro them, The L™
key is essential to examine stacks of units The
“F key takes you to a target menu where you
may scroll over the map, target unirs, and even
view what you can see to fire at. The "O" key
toggles you to and from the strategic map and
can be very useful in seeing lines of sight when
using the “V" key, This map may also be useful
when using the "I" key to locate divisions and
leaders.

7.4 Operation Points

Units receive operation points at the beginning
of the turn and ar the Mid-Turn Recovery
Phase. A unit receives operation poines accord-
ing to its command control (see section 4.3).
Muost actions and movement in the Operation
and Combar Phases cost operation points
(refer to Operation Costs Table at the back of
the rulebook). Please nore thar operation
paints are expended to fire and melee. Unused
operarion points are expended to recover
fatigue and efficiencyon a l for | basis (3o | of
adjacent to an enemy unit) during the Mid-
Turmn Recover Phase and the end of the tum.
Openition costs for movement are doubled
during the Night Turn.

7.5 Moving a Unit

Once a unit is accessed, it may be moved by
pressing keys “1-8" (“1-9" for IBM key pad
option) in the desired direction. Operation
points expended o move depend on unit
rype, unit mode, terrain of the square, and
ather factors (see Operation Costs Table).
Units may always move one squire at the cost
of all remaining operation points (see ZOC
rules, section 7.6). Units may move as part of
an advance during the Combat Phase without
expending operation points. The advance is
allowed if plorred (see Command Menu 7.3)
and the unit is otherwise eligible. Artillery may
not move unless limbered. Press"Z" to cancel
4 unit's movement and to pur It back tw its
original square. If using the hidden option, a
unit will lose 4 opertion points when it uses
the “Z" key if it has caused hidden unirs o
appear on the map by moving next to them
Routed units may move the same as other
units Since they may not change mode o
column, they never use the road rare, bur may
cross bridees

7.6 Zones of Control

The eighr squares surrounding a unit consri-
tute its zone of control. Zones of contral affect
movement costs per the Opemtion Costs
Table. It costs two extra operation poines to
EXIT OT £nrer an enemy. zone E'l' C(}nm\!.
Movement from an enemy Z0C to another
will cost exera operanion points in addition o
normal costs and will only be allowed if no
other movement has been made by thar unit
and the unit is entering a square occupied by a
friendly unit (See Costs Table), Z20C 1o 20C
movement is also allowed during advances in
the Combar Phase. Units forced to retreat
during combat into an enemy 7Z0C suffer
losses. Changing mode in an enemy ZOC costs
rwo additional operation points.

7.7 Stacking

No more than two non-artillery units may
stack together. No more than one artillery unit
may be in a single square repardless of the
presence of other units You may have a
maximum of two non-artillery units and one
artillery unit in o square,

A unit in the Operation Phase may over-
stack while moving if in column or limbered
mode. [t may not end its move overstacked.
Routing units may also overstack during retreat
and movement

Sracking shapes are dependent on whart is
in the square. All units in a square assume the
direction of facing of the last univ accessed in
the square. When a square is fired upon by
non-artillery units or artillery at greater than
one range, casualties are distributed among the
defenders with one of the defending unirs
receiving 3 times the casualries of the others. A
square fired upon by artillery at a range of one
will affect only one unit in the square.

Units in column receive the road rare only
if they are in a square containing a road and
moving along it into a square contaming
another road. A unit in column moving from
one road square to another may not stack onto
another unit in column or limbered mode.
When routed units stack onto friendly units
during rerreat, each unir loses 8 effectiveness
points.

7.8 Unit Modes
Units may be in ane of two modes which affect
movement and combat Infantry units may be
n column or normal. Cavalry may be mounted
or dismounted. Artillery may be limbered or
unlimbered. When a unit changes mode,
its graphic shape on the map also changes
Changing modes requires the expenditure of
operation paints as fisted on the Costs Table.
Unlimbered artillery may not move. Chang-
ing mode in an enemy ZOC costs two extra
openation points. Dismounted cavalry has a
0.75 modifier applied to its strengeh (horse-
holders). Infantry in column, limbered artillery,
and mounted cavalry are considered o be
flanked when fired upon from any direction.
In addition, they suffer fire modifiers and have
special modifiers in melee (see rable ar hack.)

7.9 Facing

A unit may have eighr different facings from |
to 8 ("1-9" tor IBM key pad oprion). Facing
may be changed ar any tme during the
operations phase at no cost. Facing automarie-
ally changes during movement as a unit faces
the square it is moving into. In addirion, all
units in a square will assume the facing of the
last unit accessed in the square.

All unirs in a square have the same facing,
This way you may change the facing of an
entire stack by changing the facing of just one
unit. Unirs and stacks of units will assume
appropriate shapes on the map 1o reflect their
tacing.

Facing determines a unit's line of sight. A
unit has a line of sight equal to a 90 degree
angle radiating in a V shape from the unit See
8.3 tor further details on line of sight A unit
fired at through a direction not in its line of
sight 15 considered o be flanked.

7.10 Double Time

A unit may receive extra operation points by
double time marching at a cost of farigue
points on a one to six basis Pressing the “X"
key in the Command Menu will increase the
farigue level by six and increase the operation
points remaining by one. Units with fangue
levels of 40 or higher may not use double-time.

7.11 Fortification
A unit may have a fortification value of 0 to 5

that modifies combar results (See Modifier



Table). Fortifications are builr one level ar a
time by pressing the “B" key at a cost of
operation and fatigue points in the Advanced
Game only. (see Costs Table). A unit with a
farigue of 20 or more may not forrify. Units
will automatically fortify during the End of
Day Phase (Secrion 10.0). In the Intermediate
Game, units fortify only after the Night tum.
They will do this automarically,

7.12 Leaders and Leader Movement
(Avanced Game Only)

Leaders are artached to specific units. Each
leader commands a tormaron, Formarnons are
brigades, divisions, and corps Leaders are
organized into a chain of command thatr must
be updated when a leader is wounded or cap-
rured. A corps commander who s wounded
or captured will be replaced by one of the divi-
sional commanders in his corps. That divi-
sional commander will be replaced by a brigade
leader of his division. Brigade leaders are
assumed to be present at both units of their
brigade. They are not artached to a particular
unit as long as they are a brigade commander.
Brigade commanders promoted to command
a division act as divisional commanders.

Divisional and corps commanders may be
rransferred to any unit under their command.
Pressing 1" when a unit is accessed will List
any leader present and prompr you to transfer
it If you wish to transfer, the cursor will cycle
through cligible units. Ar this time you may
also press "D" or " C" which will take you to
the divisional or corps commanders. You may
also press“E" o exin If you go w the divisional
or corps commanders, you will see displayed
the leader's name, his rating in parentheses,
and the mnge from the current unit. You may
access the leader by pressing " A", Ar this point
you may choose any of the displayed options.

Pressing “I" for a unit in the Command
Menu will inverse all unirs thar belong ro the
same division as the accessed unit. The loca-
tion with the divisional leader will blink. At
this point, you may plorall units of the division
for “No Fire” or "No Plot” or “Exit”" by
pressing the appropriate key displayed on the
screen.

Every tme a unit with a leader tkes
casualties, there is a check to see if the leader is
wounded. Leader may be caprured in melee
only. Each leader has a combart bonus or profi-
ciency rating. A leader wirh a ranng of 20 will
increase casualties infliceed by the unit he is
with by 209. See the Order of Battle for each
leader's rating. Corps and divisional leaders
are important to command conrrol. Brigade
leaders affect rally. When a leader is replaced,
the unit it is attached to loses 5 efficiency points.
The unit receives a new leader rating. All
leaders affect command control in a direct way
thar greatly affects the play of the game. Please
refer to section 4.0.

7.13 Fire and Melee Plots
During the Operation Phase units may plot
priority fire, melee, and advances if they wish
to perform those actions Juring combat.

To plor melee, press*M". To plor advance,
press A", For both these plots you may roggle
between ™Y for yesand "N forno by pressing

the appropriate command key. Nore also that
plotting melee will sutomarically ploradvance,
as a convenience to the player, since advances
are usually desired in melee armacks You may
toggle it back ro N for no advance by pressing
A" A unit that moves hasitsadvance plor ser
o N.

An important note is that a unit will melee
only if it has also fired ar the square it intends
to melee. Plorting melee automarically plots
fire into the melee square. Consequently, do
not plot melee until after you have moved
your unit. A unit will only melee in the
direction ir is facing. A previous melee plotis
erased when a unit moves, changes facing, oris
given a priority targer plot.

To plot fire press " F7, which will display a
menu rthar will allow you ro move rhe cursor ro
the mrget square and press T o wrger it
Pressing “ V" will highlighe all squares eligible
to be targer squares and pressing “E" will
return you to the command menu, inserting a
"No Plot™ into the fire plot Press "N" w puta
“Nao Fire" plot inro a unit. The unic will noe
fire at a rarget greater than one square away,
thus conserving ammo. A fire plot will only be
accepted if the targeted square is within range
and in line of sight (see 8.3, Line of Sight). A
unit that plots a melee will automarically plot
that square for fire.

Unirs thar are unable o execure their
priority tire plot or units without a plorwall fire
at the nearest enemy unit in range and in line
tor sight. A unit will change its plot to fire atan
adjacent tarper.

7.14 Reorganization

The command, "R, will breakdown o full
brigade into an A and B Jdemi-brigade of equal
size. The funcrion costs two operation points.
Using the "R" command with the A and B
units in the same square will build them up
inta the parent unit. This will norbe allowed it
borh unirts have @ divisional or corps leaders
attached to them. For example, if Ector A
contained 250 men and was smcked with
Ector B which contuined 350 men, Ector A
could build into the full bigade. Ector A and B
would be tken oft the map and Ector would
contain 600 men. The reverse funcoon of
breaking down can also be execured.

When unirs build-up or break down,
fatigue, effectiveness, and ammao supply are
proportionately averaged und given w the
surviving unir{s). Facing, plors disruprion,
-u.r'ld mt!d{! are .'l" JL‘I}lullL'd (4] whi“' II]C
surviving unit(s) had before the build-up/
break down. Nore thar 8 routed unit may
butld-up into a unir in normal mode and the
surviving unit will be in normal mode (its
morale may be low since the routed unit
probably had a lor of farigue). A brigade wirth
only one unit on the map has its brgade
command conrrol modifier defaulted to O (itis
treated as if the other uniewas stacked with ic)

8.0 COMBAT PHASES

Diuring this phase, all fire phases and melees
are resolved. Casualties are mken Routs
retreats, and advances are all execured.

8.1 Combat Phases

There are a total of tive Fire Phases and one

Melee Phase during a Combat Phase as out-
lined below:

® Defensive Artillery Fire Phase

& Offensive Artillery Fire Phase

Defensive Fire Phase

Offensive Fire Phase

Rerrear’ Advance Phase

Defensive Melee Fire Phase
Melee Phase
® Rerreat/ Advance Phase

- @ & &

Defensive Fire Phases are executed by the
non-phasing player and Offensive Fire Phases
by the phasing player. Messages will appear on
the screen and the map will scroll wo fired- upon
units, Casualties and other combat resules will
be printed on the screen, Several pussible
messages may appear on the screen during
combat. The most important are listed below:
FLANKED! The target unit has been flanked by
the firing unit. This means that the firing unit is
not in the line of sight of the targer unit or the
target unitisin imbered, column, or mounted
mode (See Section 8.3). A 50% maodifier is
added ro the strengeh of the firing unit.
DEFENDER OUTMANUEVERED! A defensive
firing unir has a 15% chance of having its
strength cut in half if bath 1 and the mrget are
sdjacent and in the woods. That 15% chance is
increased to 400 if the mrper has just moved
next to the firing unic

SUCCESSFUL ATTACK! An offensive player
who has just moved next ro an enemy targer
has o 3000 chance of having its strength
increased by 50%. The 309 15 increased by |
for every 3 morale points of the atacker.
UNITS RETREATING OR ROUTING! The units
just fired upon will retreat or rour during rhe
next Rerreat! Advance Phase.

AMMO BLOW-UP! The arullery umir tired
upon loses ammo poings.

8.2 Casualties
A unit inflicts casualnes with irs fire based
Lo a number of factors See the Strenp.rh-
Casualries Moditier Tables for the factors and
their effeces

Artillery units lose puns and artillerymen.
They are eliminared when their gun or men
count reaches 0. Artillery guns are lost due to
combar when enemy artillery is firing upon
them, when they retreat from an enemy ZOC,
orin melee. Infantry fire againsearllery resules
in artillery- men casualties only. An artillery
unit will retrear in melee or fire combart if it
loses abour 309 or more of its original strength
in artllerymen casualdes only. An artillery
lost artillerymen per tum. Artillery units low
on men will auromarically retreat and casualries
will be reduced when fired upon

8.3 Line of Sight

I order for a unit to plot or execute is priorney
fire plor, it must have o line of sighttoand be in
range of the rarger. Ranges of weapon types are
listed on the Weapons/ Range Casualty Table
You may view the line of fire of any unit by
pressing “V" when the unit is accessed in the



Command Menu or Targer Menu, Pressing
“V'"in the Cursor Menu displays the line of
slght from thar square. During the Night Tum,
a unit’s mnge s limited to 2 squares.

There are three elevation levels on rhe
map representing 40550 feet of elevanon per
level. Woods represent a 30 foor elevation
ohstacle and units 3 feer

8.4 Melee

To melee, a unir must be plotted for melee and
be undisrupted, Irwill melee into the square it
faces and it fired into if the square s adjacent,
All units Pl”ttl.'t! nginnst the same square are
combined into one armck. Defending vinigs in
2 melee hove an exoa defensive fire before
melee 15 resolved. Unirs expend operation
poines to melee (see Coses Table), Unies must
hivie enough vperation points for both fire
and melee, otherwise their meles (s concelled.
See the Modifier Tables and the Melee Come
bt Resules Table for details

8.5 Retreats
A resulr of rour, fire combut, or meles, unies
may be torced to rerreat. Rerrears are manda-
tory for routed umits. Refer to the table ar the
back of the rulehook for chance of rerrearing
during melee Retrears during fire combat are
derermined by the unit's morale and percent
age of losses in any one combar result The
lower the morile of the units in the square
urnder attack and the higher the losses expressed
as  percentage of ten present, the greater the
chances o rerrear. Rerreated unirs will gener-
ally cetrent away from enemy imits rowands the
renr of ther lines A unit that routs will lose up
tor 100 men caprured (140 in melee) depending
vn the number of .1|.|1iu'em enemy  units
Rerreating units also sutter casuslties in cap-
tured men it they have to enreran enemy 200
A routed unir rhat rerreats into or out of an
enemy ZOC will lose caprured men and
effectiveness. Friendly umits routed onro lose
H ettectiveness poines. A unit that recreats ends
the rerrear facing the same direcoon it faced in
the original square. Units thot cause enemy
units to retrear gain 1 effectiveness paings
Linits that rerrear lose 3 effectiveness poins
A defending unir thar rerreats is auto-
matically distupted. An artillery  unic will
retrear in melee or fire combur if ir loses abour
0% o more of its original sereneth i men.

B.6 Morale, Rout, and Rally

A unir's morale is equal o its effectiveness
minus irs fatipue. A morale check s made tor
possible rout whenever a unir takes losses A
unit with o morale of 4 o 15 hasa 40% chance
of routing. A unir with morale less chat 4 routs
putomatically, A unirwith less than 80 men will
automatically rout whern it tukes losses. When
aunit routs, it retreats three squares i will
enid its rerreat overstacked, the unir continues
t rerrear until it finds an eligible square.
Artillery never routs; it may only retreat.

8.7 Advances

Units plotted o advanee will advance in the
combar phase into squares vacated by retrear-
g enemy units Advancing 20C to Z0OC is
allowed.

B.8 Disruption

Every time a unit suffers losses, there is a
chance it will become disrupred. A defending
unit which retrears as o result of melee 15
automancally disrupred A disrupred  unie
lnses its prionity fire plot [Emay not fire except
for detensive melee lire nor may it execute
melee plots A unir has a change of becaming
undisrupted ar the beginning of the um and ar
the Mid-Turn Recovery Phase. [ts chancesand
conditions for recovery are found on the
Drisruption Recovery Table

8.9 Ammo

Each unit carres with it a supply of ammao up
w tour shors: Every ome a unit fires an ammo
point 15 expended. When o unit runs our of
amma, it may only detend in melee mmd final
defensive fire. Unies are resupplied on every
turn. See Secrion 5.2 [or more detuls on
ammo resupply,

8.10 Fatigue/Efficiency

A units futigue tating is a measure of how rired
it is It gains farigue when it moves and lises
E'Hlll.'lL‘I'lf&' when it takes losses. See the F:Irl_ul.ll.'
and Efficiency Loss Tables for demails. Fangue
and ethiciency have a semi-propornional effect
on fire strengrh (see Moditier Tables ac back).
Effectiveness minus hangue  equals morale.
Since gaming bingue lowers morale, you may
raise morntle by losing fatigue. You lose fatigue/
recover efficieney by having lefrover operation
poines in the middle and ar the end of g tun.
e opertion point wipes out one futigue
poine (three operition points wipe our one
fatigue point it next to an enemy unit). A unit
will recover halt of its lost effectiveness during
the End ot the Day Phase Also during this
]'\hil:w‘. units lose their hitigoe L'nl'l'l].'\!:.'tl:h_.r.

9.0 MID-TURN RECOVERY
PHASE

During this phase units will check o recover
disruption, fangue, and effectiveness,

10.0 END-OF-DAY PHASE

At the end of the Night rurn (#7); o special
phase occurs. Dunng rhis phase, unirs lose all
farigue, Inaddivion, units will regaimn half of the
effectiveness that they have lost Unies will also
automatically tortify during this phase from 0
to 3 fortiticacon points based on farigue and
enemy ZOC. Units in column, mounted, or
limbered mode and units with a futigue of 50
ar more will nor fortify,

1.0 VICTORY DETER-
MINATION PHASE

Dhuring this phase, players are awarded poine
tor casualties and territorinl objectives. Afrer
the appropriate turn is completed, the game
ends and the scare is compared 1o the victory
levels You may exumine the map and access
unies of borh sides after the game has ended.

11.1 Victory Points
Players receive victory points according ro the
chart below:

® | pr per infantryman/artilleryman lost
® |5 pts per cavalryman lost

® 100 pts per brigade leader lost

® 200 prs per division leader lost

® 300 pts per corps leader lost

® 100 prs per arrillery gun lost

Multiply the above numbers by 1.5 for cap-
tured mnfantry and arillery puns. Mulnply by 2
tor caprured leaders and cavalry.

lpnare leader poines for the Inrermediate
Cinmi.

CONFEDERATE OBJECTIVE UNION OBJECTIVE

SQUARES SQUARES

8, 1=73000 pts 47,32 = 1000 pts

14, 1 =5000 pt= 47,36 = 1000 prs

23, 1 =35000 pts 4941 = 1000 prs

7.22= 1000 prs 35,58 = 1000 prs

25,12 = 1000 prs 27,63 = 1000 prs
25,21 = 1000 pes
25,27 = 1000 prs
25,36 = 1000 pes
2543 = 1000 pus

Tor receive points for an abjective square, you
must control it Control is determined during
Reinforcement Phases To control an objective
square, vou must have 3000 men in or
adjiacent to it without any enemy unitsbelngin
or adjacent to it (Control of Confederats
objecrives 8,1 14,1: and 23,1 requires 5000
men inoor ndjrtccnt to the squ.ln:J It s not
NeCessary to ktt.'p LITHRES i OT Mext Toy i SO unre To
maintn contral However, control is lost i
any enemy unit regardless of size, 150 or
adjucent to the objective square durmg a
Reinforcement Phase.

1.2 Victory Levels

At the beginning of each turm, o displuy will
appear on the soreen showing victory levels
ind the scores needed o attain those levels.

12.0 STRATEGY AND
TACTICS

Union Strategy:
The Uniom is un the strategic defensive due o
the large area he has to cover and protece
Initially the bulk of his army s far removed
from the northern area where lurge quantines
of victory pomr objectives are locared. This
victory point area actually represents the
supply line of the Union

Given his detensive position, the Union
player should <et a defensive line from the
northern bend of the creek to the northern
edge of the map. Reinforcing divisions should
march to the center using the primary road
thar runs straight north to south. Two or three
divisions should be devoted 1o the southern-
most end of this line since this is the area the
Confedemtes can strike the quickest

Atrer a few rurns, it should be apparent
where the Confederates are launching rtheir
main atrack. Union reserves should reinforce
the threarened sreas. Counterartacks can be
very worthwhile where local superiority can
be achieved.

Ii the Union can anticipate where the
Confederare s commirting his army, he can
usually march rthe amack and even counter-



attack where the Confederate is weak The
Urion, however, has to be mindful of a
Confederate sweep to the far north.

If caught off guard, the Union will lose
thousands of victory points in the north. On
the other hand, the Union can't afford
commit large numbers of men to uncontested
TerTitory.

Command control can be a real problem
for the Union. The game system encouriges
Jdivisions and cormps to operate close together,
The Union has only three corps to cover a
large arew Compromuses and careful planning
will be required for maximum command
control. A significant advantage to the Union
is the primary road system thar allows the
Union army o shife relanvely quickly and pues
it essentially on interior lines

Confederate Strategy
Initially, the Confederite is in position to
move quickly with a good portion of his army.
The surprise and uncertainty of what he does
with his army is his preatest advantage over the
Union. He could strike noreh, to the center,
mass to the south, or o combination of the
three. He must keep the Union guessing unil
he delivers a telling blow to the stretched-our
Union army. There are pros and cons to any
approach. The good appraach s the one the
Union isn't expecting Well planned feines
could kéep the Union guessing and draw off
valuable reserves

The nature of the road ner and probable
hartle lines puts the Confederate on exterior
lines. Being on exterior lines makes it difficult
1o shift rthe Confederare army guickly from
ane aren of the battle to another. To maximize
command conmrol, the Contederate should
eroup together divisions and corps

At the north of the map are three objectives
warth 3000 points each ro the Contederare. A
thrust to that area is a threar the Union muse
deal with and neutralize. The area up north
containg many fields and clear spaces Bring up
artillery to support your oftensive in that area.
Sometimes it's worth sending one or wo corps
up north just to further stretch and unbalance
the Union defense. Be wary of letting the
Union infilrrate your lines and grab the bridges
tor the Contedermnte rear that are worth victory
pOInts.

Tacties:

Below are listed a number of supsestions and
hints ro sharpen the merical edge of the
deployed armies. Well conceived and though-
out plans can be toiled and defeared with
pUl“'L\' exectited manuevers

. Artillery is a porent weapon, lts weakness
is the exposed crew. Players will ind that
extended artillery bombardments will resulrin
units low in ammo and morale, Rest your
artillery, There are rimes when you shouldn’t
tire untl you sec “the whites of their eyes™.
Before you assault an artillery position, be sure
that the opposing arrillery has been weakened.
Artillery in woods firing ar units m woods is
preatly reduced inies hire power

2 Flank shots not anly give o bonus in fire
combar, but give o significant bonus in melee
3, Warch for disrupted units They can't fire
maost of the time and are reduced in melee on
the defense (they can't even attack on the
offense).

4, The Spencer nfles are lethal weapons. The
Union command by Wilder have them. They
are deadly ar close runge.

5. Watch your command conrrol. It has o

tremendous effect in the game. Keep your
brigades, divisions, and corps rogether.

6. Be careful where you place leaders. Their
loss can be camstrophic to your command
conerol.

7. Keep in mund thar enemy units will lose a
considerable number in captured men when
they rout in an enemy 20,

B, Melee is deadly in this game. All units
involved are greatly affecred. It does pur the
matter of who owns the square to rest —
quickly.

9. Beaware that in this game, advantages have
been given to the atacker who moves next ro
the enemy, especially in woods

10, Warch the various modifiers on a unit's
strengeh. A unitcan very quickly be reduced ro
practically nothing, given enough moditiers
applied against it Be careful to rest fatgued
units  Fatigue Jirectly affects strength and
brings o unit ¢loser o the breaking poine
Resting also brings effectiveness back up.

1. Study the rerram and elevarion of the
pround you are fighting over. Clear lines of
sight, especially for artillery, will muke a
difference,

12, Make sure you will have enough oper-
tion points o fire and/or melee.

13, Use double-nme marching judiciously.
4. Forrity whenever you are not in contact
with the enemy. Give yourself enough time to
recover from the fangue.

15. Remember that the “NO FIRE” plot will
allow a unit to fire at unics next to him butnor
any further. A handy way 1o consérve ammo
and farigue for long-ranged arrillery.

16. Units can plor fire into an empry square in
anticipation of enemy units moving into that
square the next phase. This option allows you
toy control your fire onan advancing enemy line.

The examples below involve the brigades
of Croxton, Connell, and Van Derveer of
Brannan's Dhvision of Thomas' Corps.
During  the , Commuand Control Phase,
THOMAS is declared as CONFIDENT and

RRANNAN s CONFUSED, The brigades of

BRANNAN are situared as follows (#4 is a unit
from a different division, but same corps): Keep
in mind thar a unit loses 5 command points per
square away from its other half brigade, or
division leader, and loses 2 command points
PET square away |.rl"1|| IT: COrps f'“n"“'ﬂndf—'T-

#1 #2
— —
BHANNAN

#4
=

THI A

#3
e

The #! unit has the leader BRANNAN
attached to it The #4 unit belongs to a
ditferent division and has THOMAS artached
o It

COMMAND CONTROL EXAMPLES

The #1 unir is o full brigade thar s O
squares in range from s divisional leader and
2 squares from its corps Commander. It is
docked 0 commind points tor the half brigade
(the brigade has not broken down), 0 com-
mand points for the divisional leader, and 4
command puints for the corps commander, les
base command control is 28/4 or 7.0 which is
rounded down to the maximum of 1.3

The #2 unir losesO tor che half brigade, 13
for the division, and 8 for the comps. [es base is
28/23 or .2

The #3 unir loses 0 for the half brigade, 10
for the division, and 4 for the corps [s base
is 28/14 which is rounded down w the
maximum of 1.5,

Since THOMAS was declared CONFIDENT,
none of the units of this corps lose addinonal
points for the performance of the corps leader:
BRANNAN however was CONFUSED sub-
tracring 0.3 command control from  each
brigade in his division, This results in unic #1
receiving a finul command control of 1.2, unit

2 a command control of 09, and unit #3 a
command control of 1.2,

In the example above, i THOMAS had
been artached to #1 instead of #4, the special
rule that units in the same square o next to a
corp commander ignore the range of their
division commander {division tange = corps

mnge), would po into effect. This would result
i the following command conrrol values:

Unit #1 HALF =0
DIV =0
CORPS =f
BASE = 18/6 or L5
CONFUSED =-0.3
FINAL = 1.2

Unit #2 HALF ={)
DIy =(
CORPS =
BASE = 1.3 (MAX)
CONFUSED = =0.3
FINAL =12

Unir #3 HALF =
DIV =10
CORPS =h
BASE =28/16 or 1.5
CONFUSED = -0.3
FINAL = 1,2

The above examples illustrare the need for
proper placement of division and corp com-
manders It shows how a corps commander
can bolster the control of a dispersed division.

1o



CONFEDERATE ORDER OF BATTLE

1 8 AM 3-3 61 SM]TH 1500  RFL 90  CHEATHAM 20
]-Z 63 STRA.HL IH‘} CHEATHAM POLK

BAM 2&61 ANDERSON ITBS 60 HINDMAN

8 AM 15 63 MAN]G.‘\LT 22[5 60 HINDMAN
zM 276} : 014 i CLEBURNE
2?.63 E - o . BRECKENRIDGE
2765 A e . "RFL ) BRECKENRI[}GE 30 HILL

20 132 RFL B0  STEWART

EAM ';. McN‘AlR

: '. 53.33 UMHRE 2 [(ERSHAW
SAM A6 ROBERTSON 25 om KL %0 LA

I - : = l AVALRY .

PEGRAM

60
8 AM 29,63 BUCKNER
60

83 B8AM 4332 C. CORES | 24 384

Il



UNION ORDER OF BATTLE

BHRIGALYE
LEADER
BONLS MEN

DIVISION
LEAIER
RONLS

CORPS
LEADER
BONLS

TUR™N L

ENTRY

ENTRY WEAON DIVISION LEADER CORPS LEADER

SULARE LINIT NAask

& AM 2634 SCRIBNER 1879 BAIRD THOMAS
86 B .-’xM 26,34 STARKWEATHER 15 1567 RFL 70 BAIRD 30 THOMAS 70
| 88 BAM 2632 KING 7 1634 RFL 55 BAIRD 0 THOMAS 70
90 4PM 1663 BEATTY 25 1098 RFL 90 NEGLEY 25 THOMAS 70
92  4PM 1663 STANLEY 15 518 RFL 70 NEGLEY 35 THOMAS 70
94 4 PM 16,63 SIRWELL 5 1139 RFL 50 NEGLEY 25 THOMAS 70
9 BAM 2526 CONNELL 15 1338 RFL 70 BRANNAN 50  THOMAS 70
OB 5 AM 25,28 CROXTON 21 2279 RFL B5 BRANMNAN 50 THOMAS 70
100 S8AM 2527 DERVEER 25 1788 RFL 90 BRANNAN 50  THOMAS 70
102 B AM 7,54 E. KING 10 1600 RFL 60 REYNOLDS 15 THOMAS 70
104 S8AM 1755 TURCHIN 20 1633 RFL 80 REYNOLDS 35 THOMAS 70
106 12 PM 16,63 CARLIN 10 1115 RFI 60 DAVIS 20 McCOOK 0
108 12PM 1663 HEG 10 1118 RFL 60 DAVIS 20 McCOOK 30
110 10 AM 16,63 WILLICH 15 1325 RFI 70 JOHNSON 25 McCOOK 30
112 10 AM 1663 DODGE 15 1030 RFL 70 JOHNSON 25 McCOOK 30
114 10 AM 16,63 BALDWIN 10 1500 RFL 60 JOHNSON 15 McCOOK 30
116  2PM 1663 LYTLE 20 1300 RFL 70 SHERIDAN 20 McCOOK 30
118 2 PM 16,63 LAIBOLDT 7 1300 RFL 35 SHERIDAN 20 McCOOK 30
120 2PM 1663 BRADLEY 5 1300 RFL 50 SHERIDAN 20 McCOOK 30
122 B AM 12,63 BUELL 15 1321 RFI1 70 wWOOoD 30 CRITTENDEN 30
124 S8AM 122,62 HARKER 10 1391 RFL B0 WOOD 30 CRITTENDEN 30
126 8 AM 2458 CRUFT 15 1304 RFI 70 PALMER 25 CRITTENDEN 30
128 8B AM 2457 HAZEN 15 1467 RFL 70 PALMER 25  CRITTENDEN 30
130 8 AM 1456 GROSE 10 1685 RF1 60 PALMER 15 CRITTENDEN 130
132 B AM 122,61 S. BEATTY 10 1384 RFL 60 VAN CLEVE 15  CRITTENDEN 30
134 5 AM 23,60 G. DICK 7 1122 RFL 55 VAN CLEVE 25 CRITTENDEN 30
136 B AM 2459 BARNES 10 1223 RFL 60 VAN CLEVE 25  CRITTENDEN 30
138 8 AM 30, | WHITAKER 10 2500 RFL 60 STEEDMAN 50 GRANGER 60
140 8AM 14,2 MITCHELL 7 1136 RFL 55 STEEDMAN 50 GRANGER 60
142 8 AM 14, 3 D. McCOOK 10 1400 RFL 60 STEEDMAN 50 GRANGER 60
CAVALRY
MINTY 1800 RFL. 70 B. MITCHELL 35
WILDER 30 2200 SPN 90 B. MITCHELL 35
BAIRD 60
149 4 PM 16,63 NEGLEY 18 188 N/R 60
150 BAM 2525 BRANNAN 16 56 NAP &0
151 8 AM 17,56 REYNCLDS 352 N/R 60
152 12PM 1663 DAVIS 10 160 NAP 60
153 10 AM 16,63 JOHNSON 18 188 LIR 60
154 2PM 1663 SHERIDAN 18 88 NAR &
|55 B AM 21,63 WOOD 12 192 NSP 60
156 BAM 23,57 PALMER 24 384 N/R 60
157 B AM 22,58 VAN CLEVE 18 288 N/P a0
158 8AM 13, 2 GRANGER 18 88 N/R 60




CONFEDERATE ORGANIZATIONAL CHART

ARMY OF TENNESSEE

51,864 men (43,318 infantry, 2496 artillerymen, 6050 cavalry); 156 guns
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UNION ORGANIZATIONAL CHART

ARMY OF THE CUMBERLAND

50,576 men (44,504 infantry, 3072 artillerymen, 3000 cavalry); 192 guns
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OPERATIO

ADDITIONAL MODIFIERS
FOR FIRE AND MELEE

Numbers in parentheses refer w diagonal
moves — directions 2, 4,6, and 8 (1, 3,7,9 on

TARGET LOCATION FIRE MOD. MELEE MOD.

. ) Cle: 00 0
the 1BM key pad). For the BASIC game, please L !* i i _k‘l Lk <
ignore the numbers and letters printed in Woods 6L Loy
preen, Z0C stands for zone of control, which is Fields 090 0.90
awargaming term for the squares next toa unit. Higher Elevarion Q.70 0.70
P = Prohibited and N/A = Not Applicable. Bridue 1.00 1.00

: ] INF..  MID. LIMB UNLIMB,
IRRRADVACTION, DIXCAV, CAy. ANL —AKY FIRING UNIT'S LOCATION FIRE MOD. MELEE MOD.
1. 7 7 5
Clear 23 12 U P Bridge 060 0.40
Fields 3 21N 35 P All Others .00 1.00
Wonds 4(6) 4(6) 8(I1D) r
Bridge (1] 1{3)  1(5) 1(5) r SPECIAL CONDITIONS FIRE MOD. MELEE MOD.
- . } 7 ] " - -
;;‘L"I"‘ll-'lrl'f - 4 . I Targer unit is flanked 1.50* 1.50%**
ARILS - B - -
oy Firing unit is disrupred  0.50** (.50
Primary Roads [ 3] | I 1 P 3 [ L e
) Firing unit is “routing Q.50 N/A
Enter higher . .
R 6 4 +8 I Firing artillery
o in woods o woods 0,20 1.00
Chs « mode o = . -
hange mode Firingunitout ofammo  0.30%* 0.70

(%} mn 1
column, ? 1 N/A 4
mounted, or

limbered [4]
hange mode o

normal, 4 4 4 N/A
dismounted, or
unlimbered [3]

Enter or leave +2

enemy FON

Move trom
enemy 2000 v 48 +5 48 I’
enemy FOC [6]

Forrify 5 = r 3]
Reorgmze 2 2 N/A MNSA
Melee (amacker) 2z 2 r P
Melee (defender) d ] I 2
Fire in fire phase 2 2 r 4

Notes

[1] Units must be in column, mounted or
limbered mode o enter a bridge square

[2] Regardless of other terrain in the square; a
unit that moves from any road o a second-
ary road pays 2 operation poines unless it is
moving diagonally {directions 2, 4, 6, and
8), in which case, it doesn’t benefit from
the road. The unit must be in column,
maounted, or limbered mode o receive
the road benetits

[3] The same as Nore | except the cost is |
opertion point

[-H The cost for CAV ART L\:l ih:-!q_',l.L ot 4 T
limber. All units pay | operation point
exira ”.l!.hil“ﬁt‘ [{8] [||\‘\£‘ |'|'|l'l3'-‘\- mn “'l‘l‘l.k\

[5] The cost torCAV ART 152 instead of 4. All
units pay 1 operarion points exira o
change ro these modes in woods

[6] Inorder to be able to move enemy 70C to
F0C, 2 unie must be moving into a friendly

n.n'.'l:pl:-._i square.

MODES FIRE MOD. MELEE MOD.
Normal 1.00 1.00
Column 0.30 0.30
Mounred (.55 2.00
Routed 0.50%* Q.50
Lnlimbered 1.00 1.00
Limbered 0.20** Q0T
Dismounted 0.75 1.00

* During Final Defensive Fire, the modifer
is 0.5 for the flanked unit firing

** May only tire during Final Defensive Fire
and with these modifiers.

*** The flanked defender in Melee and Final
Defensive Fire has a modifier of 0,50.
The flanker has a modifer of 1.50.

®e*® May only defend in Melee and with this
maodifier.

NOTE: The .20 fire modifier given to Armil-
lery firing from a woods square overrides the
060 moditier the target would receive if
located in woods

The Fire and Melee strenerh modifiers would
support the !|||t|\wr|n_' c\,1|11pl|_--..

L. A targer unit in woods on higher elevation
than the firing unit would result in modifier of
042 (0.7 X 0.6) in the Fire Phases and the
Melee Phases

2, A rarger unir flanked by a tiring unit in clear
terrain would give the firing unira 1.5 modifier
in the Fire and Melee Phases In the Fire
Phases, the flanked unir would fire wich a 1.0
madifier (if it had a targer) bur would melee
with a 0.5 modifier.

V. An artillery unir in woods firing ar a unir

in woods would receive o 0.20 modifier (nor

0.2 %06 — the 0.2 supersedes).

Leader Bonus: Direct Modifier. A leader
with bonus of 20 would give a modifier of 1.2.
Target Density: 1% more casualties per 50
men when more than 1000 men are in the
target square. 1% less casualties when less than
1000 men. Maximum modifier of 1.4,
Density of Firing Units' square: (non-
artillery) If over 1000 men are firing from the
square, a modifier of 01 per 50 men over this
number isapplied (1200 men = .96 modifier).
Fortification Level: The firing unit is penal-
ized by 1096 per level that the target is fortified.
A tortification level of 5 would give a modifier
of 0.5.

Effectiveness: Semi-Direct Modifier. Strengrh
is reduced by .01 for every 2 points effective-
ness is below 100, An effectiveness of 90
would give a 95 modifier.

Fatigue: Semi-Direct Modifier. Srrength is
reduced by .01 for every 2 points of fatigue.
Fatigue of 20 would give a modifier of .90.
Command Control: Direct Modifier. A
rating of 1.1 would give a modifer of 1.1.
Artillerymen: Each gun requires 16 aﬂil!rl‘\-"
men to fully support it When artillery fires,
it receives a modifier proportionate to the
number of men it has to man itsguns A Union
art LHl;'r\: unit with six guns would need 96 men
to funcrion fully. If it lost 19 men, the unir
would receive a modifier of 0.8.

Random Modifier: Modifier of 1.3 o 1.5
determined randomly.

Unit _Gul:mamfuven:d: Firing Unit receives
modifer of .5.

Successful Attack: Firing Unit receives
|11nd1ll|l'r nl'. ]i

Scattered Artillery Fire: Arullery receives
modifier of .3.

Maximum and Minimum Modifiers: .‘\“_
modifiers are cumulative with a maximum of
2.0 and 2 minimum of 0.2.

All moditiers are cumulative as shown in
the example below:

A unit finng under the conditions below
would receive the indicated modifiers (all
modifiers are multiplied rogecher),

~ Firer has 2000 men in square = (.80
— Targer in woods = 0.60
— Targer has 3000 mien in square = 1.4
- Firer in column mode =030
— Firer has 75 effectiveness = 0.80
— Firer has 15 farigue = (.93

— Firer has leader bonus of 15 = 1.15
— Firer has command control of 1.3 = 1.30
— Random modifier is 1.3

TOTAL (.29
A unit above with 2000 men would fire with
a strengch of 5380, {With nfles ar range one, it
would kill 23 men plus a random of 7 to 11.)

ABLE

RANGE IN SQUARES
ABBREV, 1 2 § 4

RANGE IN SQUARES
1)

WEAPON TYPE ABBREV. 1 1 6 TW

WEAPON TYPI 8 70

Rifle RFL 421 0 0 ¢

Spencer SPN B4 0 0 0O

12 Ib. Napaleons NAD 144 2 1 0O

12 Ik Napoleons [ 0 L U T N
10 Ik, Parrotes .

12 Ih. Napaoleons NR 11 4 3 1 0

3" Rifles

12 Ib. Napoleons NS 125 2 | |
6 b, Smuooth buores
100 Ik Parrisees

10 b Parriss MR 85 4 2
3" Rifles
12 b Lights/'6 Ib. LR 105 2 1 0

James 3" Rifles

The number under the mnge column corres-
ponding to the proper weapon type is the
numhber of men suffered as casualties per 100
men firing for small arms (the top wo on
the listh and per one gun for the artillery,
The casualties derived here are  turther
maoadified by various strengrh/ casualty values

£ 1987 by Strategic Simulations, Inc.
All Rights Reserved.




DISRUPTION TABLE

A unit has a chance of being disrupred based on the number of men in the unit and its number of ACTION COST
-asualties The chart below gives some examples:
RS ghie SR BIVESSATIE PREs Unit moved onto by routing unir -8
Unit sufters leader casualry =5
CHANCE CHANCE CHANCE CHANCE CHANCE  CHANCE I SR P s . =Ee
MEN NO CHANCE WITH WITH WITH WITH WITH WITH Unit stacked with unit that rours |
INUNIT  OF DISRUPTION 20 LOSSES 40 LOSSES 60 LOSSES 80 LOSSES 100 LOSSES 120 LOSSES Unit retreats -3
500  less than 7 losses 11% 27 4206 58% T3% 1005 Unit causes retreat +1
1000 less than 15 domses 6 2 S 83 68 100 Per casualties of 5 men -1
1500 less than 19 losses 1 17 32 48 63 130

2000 i G 05 L 0 12 2? 43 T 100 * A unit with more than 600 men suffers

proportionately less effectiveness loss A
unit with 900 men would lose 67% less and
a unit with 1200 men would lose 50% less

effecnveness,

DISRUPTION RECOVERY

RALLY

TABLE

ACTION COST Generally speaking, the higher the morale and

. : ) . 2 Ef . E . e
Recovery from disruption is based on com- Fire Combat -.Iumm.md u:llmnl A wnit IhII\ the grearer llr-
: chance Can . TR
mand control and whether or not a unit is in Infticry and Cavilis 4 chances to rally. See Illn-'” relow tor examples
ok ANt ane AVl T s s T ]
an enemy L0C, of percentages to rmally
Artillery &
NO Melee C )
COMMAND CONTROL ~ ENEMY Z0C Melee Combar " COMMAND CONTROL 25
& = 1 All units +5
3 5 LYK - - T
A0 | Enter clear terrain 1 i s A,
Li C 14 A T ‘
7 45 154 Enter fields ! ¢ 64
7 }5 5% : g .
- 1€ Enter woods +3 [4]
e | '|L' b} [ i
2 : Enter road to road square +0 or +1 1.0 b (s sl
4 S5 =1 ik k
i [t ! 10y
] . {randomly 1.1 it o, A
14 60% 0% I 2 i S
1.1 - dependent on L -
D' 1 s 24 A 0
1.2 "3 ) etticiency) 1.3 i 4
“ (LR L3 o FA T Ok
i = Forrify +15 1.4 T Bk T
1.3 | 15 £ -3 T e oo
: _‘ Per 1 Operation point 4+ 1.5 [l o ORK
|.4 BOUG 16
T of double-time
I 55t 18

Ihe attacker's modified strength is divided by
the |]|:f|,'ll.,.F|'l'-H I |J|l||_'.,| strength to ._]n, EeTminge

the odds which govern the losses and rerreats
from I1|L'|t'|' The odds of 2z
ri1L' |-"[I.'.]1'.'i". en |-\| WL -I-lli' .Ii'll.'l'll.ll.’f QT armac Lk'l’
{not borh) may rerreat according to the charr
below, The defender is checked first and then
the attacker (provided the defender does not
tetreat)

] | are Ci ![l‘.ll,il,'!l.‘.\l

H CHANUE y, CHANCE
AT KER DEFENDER
onns RETREAT RETREAT
<03 &0 10
0.3 to 0.49 50 20
0.5 o 0,99 40 0
1.0 1o 1.99 30 4
2.0 to 2.99 20 50
3.0 to 3.99 0 60
4.0 to 4.99 0 10
b 0 8]0
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THOMAS AT CHICKAMAUGA

bout 10:00 AM. on Seprem-

ber 20, 1863, Lady Luck rode up

and kissed the Confederacy on the
torehemd. Ir was an opportune time. A short
two months betore, Lee's Army of Northern
Virginin had been strugeling ro recover
from its devasmating loss ar Getryshurg In
the West, Vicksburg had finally fallen —
and in Tennessee the Army of the
'.:'I.I I.'I'Ihl."rl.'ll'ld Wils t.'n‘;,,ra-lﬂ‘.'l-t I an Ifi:]hl]mtc
maneuver which would yield them Chatta-
nooga withour a major bartle, For onee
Union hopes were bright and the Confed-
cracy seemed to have fallen on evil ;Iu\as

But plans were in the works to change
all chis. In all theaters of operanon
Confederate leaders had been strupgling
against superior numbers. At Chancellors-
ville the South had been ournumbered
better than two-to-one — and yer Lee had
produced his greatest masterpiece of batcle
there. It seemed the same everywhere.
Supenior numbers always for the North;
only supenor leadership or spirit keeping
the South in the war.

Now, taking advantage of their interior
railroad lines of communication, The
Confederates were rushing Longstreet's
large corps to Brage in Tennessee. There
they would join with other reinforcements
from the west and, superior numbers at last
on their side, they would strike the Army
of the Cumberland such a fierce and
unexpected blow that it would disintegrare
in the mountainous, forested termain cut by
often unfordable rivers This would be no
ser-piece bartle with the armies retinng
afterward ro rest and recuperate, This
would be a battle of annihilation, with the
Contederacy in sutficient force o destroy
an entire Union army. Then Longstreet’s
men would ride their trains back 1o Lee
before the Army of the Potomac was even
aware they were gone. The momemtary
dimming ol Southern hopes would be
reversed; the sun would sparkle once again
upon her bravely flurtering barele flags

The plan wis working! Longstreet's
t‘nmps L'l'lrl'ﬂil'lL’lj ﬂl'llj Werc shuttlcd wiest-
ward. Union Geneml Rosecrans, confident
atter his masrertul maneuvers had driven
Bmm.: from Ch.ltt'.mung{‘l.. Wil hurginp, ahead
with his Army of the Cumberland ro stick
his head righe into the noose.

Batele was joined on the 19th of
September. The fighting was indecisive —
but Longstreet's troops had not yer fully
arrived. On the next day they were there.
They lined up five divisions for a massive
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By Robert S. Billings

assault on the Union rght. And then, with
everything armanged tor a Confederare
victory, Lady Luck appeared in the form of
a poorly conceived, fuzzily written, and
spitefully obeyed order. Within a few
minutes half the Union army was in wild
retreat — all semblance of order destroyed.
Leaders later revered by history books
(Sheridan not least among them) were
thrown into a state of numbed shock and
raced with their men toward the rear.

It was the golden chance the Confed-
eracy had always longed for, had telr for
once it deserved. The Confederates had
solidly oumumbered the entire Union army
— now they could turn all their vastly
superior force aginst the small remmnant lefr
on the field and win their bartdle of
annihilation,

All char stood in their way was the
already hard-fought Fourteenth Comps —
and one man standing on a hilltop.

hen history is rushing madly on

in one direcdon — only to

plunge head-on into a man who
seems by the force of his own chamcter o
change its very course — rhere must have
heen a lunu preparation tor that moment.
Only in childhood dreams does pure luck
alone, the being in the right place ar just
the right time, raise a man from obscurity
tw the status of history-changer. And a
closer look assures us thar that man and
that hilleap had been waiting for each orher
through more than two years of campaign-
ing, and before that through a lifetime of
preparation

The man was George H. Thomas,
commanding general of the Fourteenth
Corps of the Army of the Cumberland.
And everything we know about him
reverberates with a more solid tone rhan
the pack of ego-driven, vain, self-deluding
generals who caprured the public eye and
promoted themselves into high military
positions — only to fail miserably when
their moment of truth arrived The
McClellang, the Popes, the Hookers — they
rode on stage with a flourish of rumpets
and boastful words o the press Nor
George H Thomas
Everything about the man seems an

enigma and a contradiction. History has
given him scanr atrention — perhaps wisely,
at least for the reputations of several names
we are accustomed to speak with reverence.
The glow arrached to men like Sheridan,
Sherman, Grang and even Lincoln hamself
is somewhat diminished when one looks
closely ar their relationships to this far less

well-known man. If we are to have grear
mythic heroes, perhaps it is for the best that
men like George H. Thomas are kepr in
the wings, while others parade rtheir
radiance hefore the audience.

he long preparation mighr have

bepun when as a schoolboy in

Virginia he secretly taught what he
had leamed each day to the black vouth on
his father's plantation. (So one source rells
us — bur then all the facts of his early life
are shrouded in mystery. When he decided
to remain loyal to the Union, his pure-
Virginia-hred sisters tumed his portrait's
fuce the wall asked him to change his
name, and never spoke to him again)

A part of thar prepamtion certainly was
his service with Zachary Taylor in the
Mexican War. As a mere lieutenant leading
a section of artillery at Buena Vista, when
much of the infantry had routed and
disaster appeared inevitable, he kept his
secrion firing ar Santa Ana's atacking
thousands. Without infantry support and
ordered to retrear, he managed it by letring
the natural recoil of the pieces drive them
slowly and gradually backward. Infantry
support finally arrived and the day was
saved.

When the Civil War came rhere was a
mass exodus of West Pointers to the South
There had been, apparently, an elite within
the Federal army based on Southern birth
and West Point training. Thus highly
competent Southern officers stayed in the
military; those from the North gor the point
and soon wenr into other fields of
endeavor. Thus it was that the Confed-
emtes had the overwhelming share of top-
ranked Repular Army leaders tor their
forces;: the Union army had o spend years
of sifting through incompetents betore
finding men capable of leading their vast
armies to victories in the field.

When the massive shife of alleplance
occurred, the members of the *club”
(especially the Virginians) went over almose
en masse to the rebellion. Virginians
assumed their loyal son George H. Thomas
(whom they had presented with a cere-
monial sword after his valorous deeds in
the Mexican War) would rush o the
defense of his home stare. When he did
not there was shock and disbelief. Then
came the spiteful stories: he had tried to
“sell” himself o the highest lidder; he had
been controlled by his “Northemn™ wife; he
was a weak and vacillating person, incapable
of firm decision. (Most of these were put in
writing only after he was dead and could
not reply.)



So the Virginia West Pointer stayed
with his colors One would think that a
grateful government would have rewarded
such loyalty with trust and immediate
appointment to high rank. The truth is that
he was accepted with much suspicion, lack
of appreciation for his considerable talents,
and even compluints in some quarters thar
he was a traitor secretly serving his native
state.

Unfortunately for the rumor mongers,
many of the “loyal” politicians tended o
lose bartles, while men commanded by
George H Thomas tended to fight well
His military judgments tended to be
embarrassingly borne out by later conse-
guences. (As when he advised thar General
Patterson's forces should be placed closer to
McDowell's before Bull Run — if his
advice had been followed it would have
been the Union army that received the
crucial reinforcements late in the day of the
first Manassas battle, and the headlong rout
might well have been roward Richmond
rather than Washington).

So despite suspicion of his loyalty and a
quiet pride rthar refused ro pander for
promotion, he gradually rose in rank. Then
he had total command of one small but
crucial bartle himself. The result was one of
the very first Union victories at the Bartle
of Mill Spring. In a war of many partial and
ineffective victories, this one was so
complete that much of the Confederate
artillery and stores had ro be left behind,
and the Southemn troops were so demoral-
ized rhat much of their army evaporated in
desertions. Yer in Lincoln's announcement
of the victory, against all previous and larer
custom, the commanding general's name
was not mentioned even once.

hen Thomas became a leading sub-
I ordinate commander in General

Buell's Army of Ohio, which was to
comhine with Grant's forces ro move on
Corinth. Unfortunately the Bartle of Shiloh
intervened. Grant was caught in a way
Thomas never was and nearly defeated. But
stubbomn derermination by Grant and
Sherman helped make up for their earlier
failure; the Army of the Ohio began to
armive in time for some of the action, and
the battle was retrieved.

General Henry W, Halleck, a fussy
political schemer often called *Old Brains”
without much corroborating evidence, put
Thomas in command of Grant's four
divisions in addition to his own, This was a
sudden jump to army command over men
his senior (Grane among them). Halleck
thus humiliated Grant and Thomas had ro
bear the weight of Grant's active dislike
because of it. Ir was a possible route o
higher command for Thomas. His response
was typical of the man. As soon as he could
dll 540, hE ﬂskﬂd 0 I.-H: rl:turﬂt:d o
commuand of his own division, giving up the
command of five. Such behavior among
Union generals was unheard of. There must

be something wrong with this strange
Virginian

Buell's army was renamed the Army of
the Cumberland, and Thomas took a very
acrive part in the training of the new men
who were coming in. This army became a
disciplined force — far more so than the
men who followed Grant and Sherman.
And before long it would be tested against
the invading Bragg's army.

Buell refused much of Thomas' advice
and got himsell in a bad situation where a
Confederate force under Kirby Smith, in a
lightning strike, was soon shelling Cincin-
nari. The schemer Halleck, now risen to
vague bur powerful position in Washington,
decided to replace Buell with Thomas
Once again General Thomas did the
unheard-of thing: he said it was wrong to
take the command from a geneml who had
planned an action and was abour to
undertake it Therefore he declined the
command. Schemers like Halleck hardly
knew what to do with such a man.

Then Buell, who had done so much o
organize and train the Army of the
Cumberland, ruined his own career by
showing he could not handle his army
effectively at the Bartle of Perryville. His
three corps commanders were incompetent
— and his one good bartle leader
(Thomas) was wasted in the fifth-wheel
position of second-in-command. Now
Thomas was ready to take command of the
army,

But now the schemers in Washingron,
distrustful of a man whose personal
ambition was so much more under control
than theirs, turned instead to General
Rosecrans In the Union army, apparently,
vou had to grasp when the grasping was
good — and devil rake your scruples
Thomas was, however, given command of
the Fourteenth Corps, one of three in
General Rosecruns' army.

Rosecrans moved his army forward to
meet Bragg at Murfreeshoro. The two
commanders both decided to attack on
their left flank. The Confederates struck
first and nearly rore apare Rosecrans’ ill-
prepared right corps Within a few minutes
disaster was hovening over the Umon force,
its left corps set for an artack it could not
deliver and irs right collapsing But the
center corps was Thomas' Fourteenth [t
was enough. Garhering and siting artillery,
skillfully positioning his infantry, coordi-
nating rhe efforts of the remnants of the
corps on his right, Thomas held firm.
When that night everybody else was ralking
retreat, Thomas, intermitently napping after
his hard day of fighting, roused himself to
declare, “This army can't retreat.” Suddenly
all ralk of rerrear quieted; plans were made
to stay and fight. Soon thereatter Brage
decided ro withdraw and leave the Union
forces in possession of the field Once again

the Virginian had saved the day for the
Union.

Then Rosecrans began an elaborate set
of maneuvers that successfully forced Bragp
to evacuate Chatanooga That was when
the Confederacy made its momentous
decision to heavily reinforce Bragg's army
and lead Rosecrans’ army right into a mp
in which it could be annhilated.

n September 9 Rosecrans was

O cuphoric. He had just conducred a

masterpiece of maneuver, forcing
Brage to yield the transportation hub of
Chattanooga without a battle. The Union
army's three corps were already pursuing
Bragy's rerreating forces past Missionary
Ridge and striking at the passes through
Pigeon Mountain. Push on through fast,
Rosecrans told Thomas, who was at the
center of the three “gaps”

Bur Thomas smelled a rat. Rosecrans in
his eurphoria, seemed unconcemned that his
three corps were widely separated — by as
much as fifrty miles He had believed the
Confederate deserrers who had climed
Bragy's forces were in wild retrear. Thomas
wasn't so sure. [f Brage were not in
disorderly retrear, but being heavily rein-
forced and waiting for an opportunity to
strike back (as was actually the case), the
present dispersal of the Union army would
give him a golden opportunity. He could
turn his overwhelming forces against the
three Union corps one at a time,
annihilating each in turn.

So Thomas intended 1o take his rime
about shoving his neck into what might
turn out to be a waiting noose. He sent
back a warning ro Rosecrans that he had
information of a heavy Confederare con-
centration on the far side of Pigeon
Mountain Rosecrans replied sternly that
Thomas was moving far too slowly — he
should have passed through the Pigeon
Mountain gap some time before.

On the moming of September 11,
Thomas still hadn't made an all-our push
through rhe gap. His orders to his lead
division were to guard against a possible
flank artck from the north. He might have
heen reading Bragps's own orders for
Seprember 11. The latrer planned to atack
Thomas through the gap while a whole
corps plus a division would pour down on
him from the northern flank. 1f Thomas
had rushed to obey Rosecrans’ orders the
destruction of the Union army piecemeal
would have been a near certainny.

Finally Thomas' warnings penetrated.
Rosecrans suddenly realized he was in a
desperate situation, with his army hopelessly
scattered while facing a highly concentrared
superior force, He gave orders for the other
two comps to concentrate on [homas' corps
But they were marching over treacherous
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mountain roads — would they arrive in
time!

Brage in an ideal situation for a toral
victory, was having his own problems His
subordinares, though there was no reason
for it in their case, were being as cautious
as Thomas. Brage would order his com-
manders to arack — and they would hold
a council of war and decide o dt.']m,'. So
the cliffhanger situation was drawn our, day
after day.

The concentration of the Union army
in fact took five days, and on September 18
it was still not in position o defend itself.
But the hurrying pieces were finally abour
o coalesce into an army again. The lead
elements of Thomas' corps reached Craw-
tish Springs ar 4:00 PM. — only to find the
Confederates had extended their force
miles to the north, I there were no
powerful forces there in the morning 1o
block them, the Confederate army woulld
vutflank Rosecrans army and strike its rear,
cutting it off from Chattanooga. There was
nothing for it but 1o make o hurried night
march with men, artillery, and supply trains
all crowded along the State Road moving
northward, Ir was a march across rhe
enemy's fronr, an extremely dangerous
maneuver, but it had to be done if the
Union Army was nor going to be badly
flanked on their left the next day, So the
men and horses stumbled through the
durkness while those who knew the
situarion held their breath und waired for
disaster 1o strike. But when early light came
the leading unies of Thomas corps had
arrived at rtheir destination (the junction of
the Reed's Bridge Road and the Stare
Road) and were moving off the road into
Kelly Field, east of the State Road.

Early on the moming of September 19
both sides knew they were going ro fight a
hl\‘fl\' = blll l:c'ii.‘h Wils '\"L’T‘" unCil:Hr “bﬂ".]t
the enemy's situation. Brage had thoughe he
wis moving a large part of his army past the
Union lete (or norch) flank, and he
anticipated 1 massive turning movement
against little opposition here (as he was sure
the bulk of the Union army was in the area
of Lee and Gordon's Mill — about rthree
and a half miles south of where the nighe
march had raken rhe Union left flank). The
Union officers, for their part, knew lirtle
Jdetail about the position of Brage's force.
The whole countryside in this area s rough,
irregular rerrain, much of it covered by
trees. Visibility in most parts of the
battlefield was thus extremely limited, often
to merely a few yards Ir was nightmarish
terrain for a worried general in command:
nowhere could he ger a view of the whole
are; disasrer mighe strike and he mighe
never know it until the enemy was rushing
into his rear.
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Thomas was informed by a subordinare
commander that only one Confederare
brigade had crossed Chickamauga Creek
and was isolared there. This was way off the
mark, for almast all the Confederare army
was across and readying for the battle. Bur
Thomas, on the basis of the report, sent
Brannan's division forward to see whart it
could do with this “isolated” brigade.

Whal‘ Br‘annnn's men !'L}und Wis a li[tlc
more than had been figured on. In fact,
they mer several brigndes — of Nathan
Bedford Forrest's cavalry, fighting dis-
mounted as infantrymen. Though the
cavalry units had to waste one-fourth of
their strength holding the horses in the
rear, [}'IL'I'L' were plunty l)f men to ]:'lU].d UH‘ a
brigade or two. But other men were coming
up from Thomas' second division in line,
General Absolam Baird's. Forrest fed in
more men but sent 4 hurry-up call for
infantry support

It was Bragg's turn to be shocked. He
had thought he had the Union army
L‘nmpletehr outflanked on the north — and
here was enemy infantry extended way past
his own northern flank. There was nothing
to do but feed the infantry as fase as
possible.

For some hours that's what borh
Thomas and Brage did. The fighting
wavered back and forth in the area
enclosed on the west by the Stare Road and
on the east by Chickamaugn Creek. Bragg
wiis not in the most enviable position —
with an almost unfordable creek ar his
back. His advantage was that he probably
had sufficient force o keep from gerring
pushed back against that creek.

When Thomas became aware that
Brannan's men were fishoing cavalry, he
sensed a chance to strip the inoanve from
Bragge It enough force was quickly added ro
the arrack. they might be able defeat each
reinforeing infanery element as it was rushed
inta positon.

But Rosecrans disagreed He was not at
all sure of where the enemy really was —
berter to take a pood defensive position
and see what would happen.

Forrest had been pushed back ar first,
busr by 10:00 A M. he was beginning to ger
solid infantry support, and then Thomas
hecame uncermin of his own ability to
hold, He asked for a division from
Crittenden's Corps, stanoned on his nght

The batde seemed o wke on a life of
its own, drawing units into action as
reinforcements to save other units from
bemng overwhelmed. The fighring gradually
grew nearly continuous; casualties were
heavy; pandemonium seemed 1o reign
everywhere. Artillery was overrun and
recaptured. Divisions from different corps
were intermixed as they were fed in as
needed and available. Thomas starred the
battle with two of his own divisons on his
left flank (Brannan's and then Baird's);

Johnson's division from McCuook's Corps
was rushed in to save Baird's flank; Palmer
(Crittenden's Corps) then had to help out
Johnson but was soon ourflanked; Van
Cleve (Crittenden's Corps) tried ro help
Palmer but was in turn forced to retreag
Reynold's division (Thomas' Corps) finally
got into action but could not swing the
tide: next Davis' division of McCook's
Corps went in but had to be assisted

by Wood's division (Crittenden's Corps).
Later in the afternoon Sheridan's division
(McCook’s Corps) had to be used to help
out Wood. During the day Thomas had
asked that his one remaining division
(Negley's) be senr to support his left by the
end of the day this division seill had nor
arrived from its original position far to the
right

n all this seesaw of artack, retreat, and
counterattack, there seemed very little
actual gain being made — alchough the

lines might advance and rerrear up o a
mile at a time. Thomas was concerned thar
his left flank hold firm — and ar the end of
the day it was soll intact There had been
some near things along the line but no real
breakthrough. About the middle of the
afternoon, Brage had switched his amack
from Thomas' left ro the the gap on his
right herween his men and Critrenden's
There Van Cleve's division was forced to
full back and Confederare roops were
finally in the Srate Road. Contact was
temporally lost berween Thomas' and
Rosecrans' headguarters as the Confed-
erates penerrated to within a shore distance
of Rosecrans' command post. Here for a
moment was something really serious

Hazen's brigade of Palmer's division was
replenishing ammunition when a call for
help came from Van Cleve. Hazen promptly
formed up his'men and struck south into
the enemy attack. When it loocked as if his
men were going to break, he quickly
collected rwenty cannon, conscripred pass-
mg stragglers for infantry support, and
stopped the Confederares’ momentum.
Then more of Crittenden’s men joined in
and pushed the artackers back of the State
Road — rhough the sun had nearly ser
before the road was again clear.

Bragg had one more blow to strike,
however, hefore the long day was over.
This was another atempt to send an
attacking force around the Union's lefr. Tt
was about sunset betore General Clebume's
Contederates were in position. Then they
came on in the gathering gloom with a
sudden, sereaming attack that seemed about
to collapse the lefr hinge of the line. They
pushed it back and swept around and even
behind it Thomas, on the southemn end of
Kelly Field ar the time, heard the
commortion and rushed to the threatened
area, picking up Palmer's divison as he
went. It was a hard-fought, confused scuffle
in the dark, with troops often firing into
their own men, but although some of
Cleburmne’s men had remporarily advanced



as much as a mile, when it was over the
Union line had held its position.

It was rime ro take stock and try to
patch things up for the the next day's
fighting Rosecrans called a council of war
and Thomas, exhausted from the the long
day's crises after rwo nighrs withour sleep,
artended bur nodded off until a question
would be directed ar him. He answered
always the same: "1 would reinforce the
lefe.”

There was lirtle rejoicing among the
Union generals They had just been hanging
on and they knew it Rosecrans refused to
accept Thomas's suggestion thar the Union
right be drawn back to Snodgrass Hill in a
position ar ripht angles to Thomas's line,
which was now being heavily fortified. Bur
this movement would have required the
abandonment of a Union field hospiral In
light of the events abour ro occur, Thomas's
supgestion scems remarkably prescient

The commanders retumned to their unirs
and rhe armies prepared for the long
uncomforrable nighr (the weather had
turned cald, most of the Union soldiers
were withour warer to quench their thirst,
while some of the Confederates were
shivering in uniforms still wert from crossing
Chickamaugn Creek). Both sides had o
suffer the groans and screams of the
thousands of wounded who could not be
reached berween the lines. Thomas lay and
studied his map by the light of a fire. Ar
;00 AM. he received word thar Baird's
troops, now on the extreme lefr, did nor
reach as far s the Reed Bridge Road. He
made a note to do something about thar as
soon as it was light. Now there were a few
haours when sleep could, for a lucky few,
blot out the confused strugeles of the day
past and the ominous fears of the day o
COMme.

Ar 6:00 AM.Thomas was up and again
requesting that Negley's brigades be hurried
to him to bolster his inadequare lefr Hlank.
If he could just. be assured thar flank would
hold, his line looked reasonably firm He
had Baird's division on the left, well in
advance of the Smte Road: Johnson's came
nexr, with two brigades in line and one in
teserve; Palmer's division was on Johnson's
right, two brigades in line and one in
reserve; next was Reynold's division, which
bent back to the southeast and crossed the
State Road. Because his third brigade was
detached, Reynolds collecred abour half his
regiments and kepr them back as a reserve.
Brannan, whose division had been roughly
handled on the previous day, had been
pulled back as corps reserve — then moved
forward again to extend Reynold's line
Brannan had two brigades in line facing
south and one brigade pulled back as a
reserve. Thomas' line was thus a solid
one, bolstered by timber barricades in
many places, and with adequare divisional
reserves. [here was no corps reserve,
however — and the left flank was hanging
in the air with no natural barrier and no
reserve.

There was, however, an army reserve. It
consisted of Critrenden's rwo remaining
divisions Woods' and Van Cleve's

As the right wing of the army,
McCook's Corps extended Thomas' line o
the south with the divisions of Negley,
Davis, and Sheridan, plus Wilder's brigade
(previously detached from Thomas' corps).
There was one other small force, com-
manded by General Granger, which Rose-
crans had ordered left some miles in the
lefr rear near Rossville. It was 1o protect the
route to Chattanooga — bur its com-
mander had been waiting impatiently for
orders all during the previous day. Thomas
requested thar this force he kepr near
enough to support his left flank if necessary.
But no orders had been sent by Rosecrans

With the coming of lighe the Confed-
erates were scheduled by their commander
to begin operations early. All Longstreet's
troops (including the commander, who had
armived durring the night) were at last on
the field and were placed as the south wing
of Bragg's wrmy. Polk commanded the north
wing and was to begin the attack. But the
usual foul-ups occurred and the arrack had

to be delayed until nearly 10:00 AM.

s the sky grew light Bragg
A expected to hear the sound of
battle from his righe. He had

changed his command structure after
General Longstreer had arrived with the
rest of his men during the nighe the army
wits divided into two wings, with Polk
commanding the right and Longstreet the
left. Polk was to initiate the action shortly
afrer daylight

Bur the expected roar of guns did not
occur. Bragg waited impatiently. Sdll no
sound of puns. Finally in exasperation he
sent to see what was wrong The messenger
tound Polk just preparing to eat breakfase
One of Polk’s corps commanders, D, H.
Hill, had not been properly informed and
his troops were not ready. More delay.
Hours went by. It was 9:45 hefore the
belared artack was finally launched

Breckinridge's division led off on the
extreme right. There he was mer by Beatry's
brigade of Negley's division (Thomas had
been waiting for the whole division; he was
lucky to pet even the one brigade in time).
Breckinnidge's men poured into and around
Bearry's gamely fighting brigade. With
Confederate troops in front, on the left
tflank, and even behind them, Beatty's men
were punished severely bur did nor collapse.

Meanwhile the attack had been ex-
panded ro include Polk's ather roops Here
Thomas' men were in much berter shape.
Many log breastworks had been erected,
and from behind them the Union men
were able to stop the attacking Confed-
erates. But rrouble was fast building
elsewhere.

Rosecrans had previously ordered Negley
to shift to the left flank, where Thomas

wanted him. Bur before Negley could move
out of the line, he had o wait for Wood's
division to replace him. And Wood had
nor appeared. Leaming of this, Rosecrans
found General Wood and angrily de-
nounced his failure w follow orders quickly
enough. Wood moved off to carry our his
orders — holding back his own feelings of
anger at such a public reprimand. This

little event would have terrible conse-
quences in just a few more minutes

A staff officer, riding along the Unian
line a short time later, could see no roops
berween Reynold's and Wood's divisions.
This was serious — an apparent gap of a
quarter-mile in the battle line. (There was
no gape Brannan's men were there, bur back
among some trees whl.’fl: lhcv Were
hidden.) The staff officer informed Thomas
of the “hole” in the line, and Thomas
immediately sent the information o Rose-
crns. Apparently Rosecrans did nor have a
clear sense of the order in which his
divisions were placed, for he had the
following order sent to Wood: “The
general commanding directs you close
on Reynolds as tast as possible, and support
him.”

General Wood read the order and was
baffled. Brannan was to his left. Reynolds
was further on somewhere. He did not see
how he could “close” on Reynolds withour
pulling hack and going around behind
Brannan. Rosecrans' headquarters was
nearby — it would have been easy to verity
the order guickly. But only a shorr while
before Wood had been publicly rebuked for
moving too slowly. Should he delny
carrying our this peremptory order tw check
its meaning with his commander! No, that
was too much. He would obey ir as lirerally
and as quickly as possible. He started the
process of moving his division out of line
and to the left

Just at this time Longstreer was
preparing to send three divisions crashing
into the Union right. Suddenly it looked as
if the Union army had opened up a hole
for them: Wood had moved our; Davis,
who had been ordered to replace Wood,
had nor yet arrived. Longstreet saw the gap
and headed his men toward ir.

Meanwhile, two of Shendan's brigades,
nort far to the south, had been ordered 1o
move to the north in support of Thomas
Lady Luck had really smiled on the Souch
Three of Longsrreer's divisions would be
plunging into a gap and striking two whole
divisions and two brigades of a third — all
in motion to the flank.

The Confederates came on with a rush
into the pap, striking the confusion of
Davis', Wood's, and Sheridan’s maneu-
vering ranks — and sending rhem flying
The Union line thar had been so carefully
preserved during the first day of battle and
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up unl‘i.[ nL‘ﬂrIY nexon llf the SL"EUnd wWils
splintered and half of it demolished wichin
i tew minures

It all happened so fast nobody could do
anything. In almuost no time Rosecrans’
headguarters was overrun, with the com-
mander barely clearing out in time o avoid
capture. Within minutes the Dry Valley
Road {the only road to the rear from this
sector) was crowded with fleeing men,
horses, wagons, guns — all the wreckage of
a deteated army in flisht To make matters
worse, the the road narrowed ro 2o through
McFarlind's Gap (which was the only way
across Missionary Ridee in the area). So the
tlecing mob jammed up in the bortleneck
untll nothing was moving,

Rosecrans, shucked at the sudden tum
of events, rode back with the mobh, At
MeFarkind's Gap he mer his chief of staff,
James Ao Gartield. He rold Garfield o po
back to Chattanoogs and ery to organize
the rerrearing army to defend rhe ciry —
while he himself tried to reach Thomas
back on the barlefield. Garfield protested
that Rosecrans should be the one o
orgamize the detenses in Chatranooga;
Garfield humselt would go to Thomas with
'LI“"' MeCessiry INSTTUCTONS

Rosecrans, now in a nearly hopeless
state of shock, agreed withour argument. So
he rode back o Chammanooga and a ruined
military career. Garfield rode back o
TIII.“TIl'L\ hlnl.i Iu'“L'T 1-‘L'L:|'|n“..' Pn..'.'ijljl.'“‘ L‘I. thL'
United States OF such small decisions are
careers made or broken

ack un the bartlefield Thomas' roops

stood by thetr arms and could only

wonder whar all that thunder of
bartle on their right could mean. For the
line, down along che State Road had
repelled all amacks, making a rerrible toll of
Contederare casualties from behind the log
barricades

Thomas himselt hud been keeping o
cireful eye on His endangered letr tlank.
There Beatty's brigade was in perperunl
danger of encrclement from its open left
Munk. Negley's other two brigades had been
called tor long before but had never
showed. Then Thomas had asked tha
Sheridan's division e sent from the right
wing to supporr the tortering lefr flank.
(Rosecrans hid agreed — bur those were
the two brigndes which were just starting
our when they were engulfed in the
collapse of the whole right wing of the
Union army. There would be no help
there,)

Anxious tor the armival of some suppor,
Thomas decided he would have to nde
himselt to find our whar was delaying
everything He rode southward along his
line, roward the territic din of battle
coming from the righe He passed the
divisions of Johnson and Palmer, sell
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holding well in their positions Next was
Reynolds. There he found some of Wood's
rroops (moving to “support” Reynolds as
the Rosecrans' catastrophic order had
commanded). Thomas countermanded the
order and sent Barmnes's bripade, the first of
Wouod's rroops to arrive, on the run to give
the much-needed support to the open lefr
flank. That should hold the siruation in the
north for awhile. Bur whar was all this din
in the south — which seemed o be
moving more to the west with every
minute!

It was now somewhere around noon
(all sense of real time had been losg
Thomas thought it was ar least 2:00 in the
afternoon). He was stll hoping to see
Sheridan's rroops coming o his suppore. He
found Harker's troops (Wood's second
brigade to arrive) and stood with the
brigade commander watching a host of
blue-clad soldier moving toward theny That
must finally be Sheridan.

But some Confederates had been seen
wenring hlue uniforms earlier, Thomas
E‘ﬂ]'.‘rfd r]'l.l: L'ULUT !"C-CII.'L‘T.'I o wave l‘hcir
flags for identification. They did and a hail
of bullers greered rthe acrion. Here on the
right, the “safe” wing — the ground was
swarming with Confederate troops!

And here was Thomas' first knowledge
of his own catastrophe about to happen.
Here it must have first come o him that he
alone was in command on the barlefield —
with at least half the army shattered and
gone heaven knew where. [t was the kind
of paralyzing shock rhat Rosecrans had
been hit with a few moments betore; the
kind that had made Hooker a broken man
when he had first seen Jackson's men
appearing from nowhere on his right flank
at Chancellorsville. And most men, facing
such o moment, can only stare helplessly in
disheliet. 1r 15 nor the momenr they wanred
(418 nanCIpcltL'd — I.'FLI.r It 18 th‘ maoment rhcy
have lived their lives preparing for.

Now the man who had detied all
conventional loyalties to sty with the
Union, the man who had tought so many
unrecognized bartles, the man who hoad
twice declined higher command because he
I-l.'lr |1ih :II.'\':InL'L' Wi |'|.|lk] I"I'."\'l.' hI!L'n r'.IL:L'“
unfairly at someone else’s expense — that
man must take over and carmy on with
whatever resources his past had prepared
him for.

Three nights with hardly any sleep, o
day and a halt of hard tighemg, his own line
finally secured — and now chisl Now there
wias no tme for serutting poses elaborate
excuses. Now there was only time fora
man's hard inter core of characrer to
'C.'I'I‘ll:rﬂl: lel Edkl‘.‘ L'UT!'II'I'IJ.‘.I'.I.LL

uickly he saw whar must he done
His own front along the Stae
Road was held securely. Something
had to be improvised for the
broken flank, He glanced behind him,

There was the imposing bulk of Snodgrass
Hill, perhaps three-guarters of a mile away.
That was where he had originally recom-
mended the right wing of the army be
placed. Now that would have to serve as
the anchor for the broken wing

But where would the rroops come
from! (The ones who should have been
there were now racing down the Dry Valley
Rond roward Chattanooga) Well, when
you don't have what you need, you must
make do with whar you have. Thomas rode
to Snodgrass Hill and took stock. Brannan's
division (whar was left of it — one brigade)
was there. It was a beginning He had
Harker's brigade of Wood's division (which
had moved north early enough o escape
the rout). Hazen's brigade, which had been
near the south end of the State Road ling,
wits moved up higher on the northeastem
slope of Snodgruss Hill For the rest, there
was a mass of men — pieces of regiments,
ndividual soldiers and officers who had no
unit but refused to give up the stubbomn
need to stand here with their grim-faced,
stolid commander, who was apparently
everywhere at once bur never in a hurry,
carrying the tull responsibility bur nor oo
busy for a word of gratitude for a soldier
standing to his duty.

Somehow a skeleton line was impro-
vised on the ridge facing south — just in
time to meet the first charges of Longstreet's
exultant men. Firing turiously, the skeleton
line held. But they knew more and heavier
charges would come as Longstreer directed
more of his victorious thousands against
this hopelessly oumumbered few.

And thar was not all. The ammunition
wagons had been caught up in the wild
retreat of the Undon right wing — and
already there were cries for more ammeo.
The quick search of the dead and wounded
tor such carmdges as they had on them had
begun.

Suddenly another problem appeared.
While his tew units were desperately
fending off artacks on Snodgrass Hill from
the south, Thomas had his attention
direcred oward a dust cloud being raised
trom the northwest. It was marching men
all right — bur whose? If they were
Confederates then the circle would be
complete, all avenues of escape erdicared,

Srill o one could make our what
colors these men were marching under. An
aide finally braved sharpshooter fire and
rode toward the advancing columns In a
few minures he was back. They were Union
soldiers! Granger's “reserve” corps — the
small foree of only three brigades Rosecrans
had ordered riv sty near Rossville. Granger
hud waited all day on the 19¢h and all the
next moming — anxious to be on his way
to the sound of the guns When no orders
arrived he finally derermined to enter the
battle, orders or no orders. Leaving only
one brigade to guard the Rossville gap, he
wias now coming with Steedman's division
as fast #s his men could march.

Relief flooded through the officers



warching from the ridge. The force was
small — but what a welcome sight it was!
These men could help fill the gap berween
the ridge force and the other men still
down there holding the State Road line
(there was about three-quarters of a mile
berween the rwo lines, and it is very
difficult now w understand why the
Confederates didn'r simply walk through at
this point. Bur it was far from clear terrain;
trees obscured the view in many places and
in the confusion of the battle this section
was being largely ignored), Still — at any
moment an attack there mighe reveal the
hole to the Confederates

But Thomas was not o be allowed the
luxury of a continuous line. Before
Steedman’s infantry had reached their
posidon, Thomas had an urgent call from
the west edpe of his Snodgrass Hill line. A
mass of Confederate artillery and infantry
were preparing for 4 grand assault Brannan's
few remaining men could nor be expected
to hold them again. They had been
fortunate ro have one regiment with Colr
revolving rifles, and these men had been
stopping the assaults cold with rapid fire
thar Confederates afrerward said they were
sure came from a whole division. Bur this
new mass would be too much for them.

In a moment Thomas made the
decision, Steedman was ordered to counter-
march his men o the west end of the ridge
and stop the assault which was now under
way, Desperately he rushed his men to the
threatened area. Before he could ger them
there the Confederates had pushed their
way to the very top and had their colors
planted there!

There was nothing else for it Steedman
grabbed a flag and led the charge of his
men up the slope to the end of the ridge
now occupied by Longstreet’s men. With
no artillery support of any kind, rushing
helter-skelter :ugi:thcr in a mad rush,
Steedman and his men wok the section of
the ridge back. Then they held it as the
Confederates counterattacked. The toll was
devastating — nearly half the division lost
in twenty-five minutes But the ridge line
had been restared,

The battle roared on. Longstreet's
seventeen bripades against a scant half-
dozen weakened bur determined Union
brigades. Slowly the sun crept down the sky
— it seemed to the men it hardly moved
tor hours. Though the State Road line had
been having u fairly quiet time of ir, the
men on Snodgrass Hill could hardly say the
same. Bur ar least Steedman had brought
90,000 rounds of ammunition with them
— s0 the nearly empty cartridge boxes
could be pardally replenished.

About this time Garfield, Rosecrans’
chief of staff, arrived at the ridge after a
perilous journey. He had brought authoriza-
tion from his commander for Thomas to
withdraw. The orders were of little use
now. To begin a withdrawal in the midst of
this fighr for survival would doom the

whole remaining part of the army to
destruction. Thomas knew his only hope
lay in holding out till sundown. So he
continued to ride back and forth directly
behind his men, barely holding on to the
ridge.

Down by the State Road line, mean-
while, the division commanders were
puzled abour what 1o do. All sorts of
rumors were flying about the rest of the
army had fled; Thomas was killed; everyone
else had collapsed and left them there.
What should they do? It was suggested thar
the senior general take command and ey to
get them our Bur not one of the division
commanders would agree to rake the
responsibility of starting the retreat. Thomas
had placed rhem there and there they
would stay till he ordered them out

Finally word came. Thomas was still in
command. The army would retreat in good
order — beginning with the men down in
Kelly Field by the Stare Road.

It was not an easy thing. Polk,
commanding the Confederate right wing,
finally gor his men set for another atmack —
just as the pull-out started. And ar the same
time Longstreet's reserve came in for a final
assault up Snodgrass Hill

To make matters worse, just as
Reynolds' division was leading the way our,
Thomas became aware that Confederare
troops had come around the left flank again
and were In the space berween the State
Road and Snodgrass Hill This would be
truly disastrous for all the men who had o
get out of the State Road line. Thomas got
Turchin's brigade of Reynolds' division
lined up facing their former rear and had
them attack roward Snodgrass Hill In o
spirited charge the brigade cleared the aren,
taking 250 prisoners. The way our was now
open again.

As the men who had been on the State
Road cleared their forward area, those on
Snodgrass Hill were also being withdrawn,
some toward McFarland's Gap, orhers
toward Rossville. It was unfortunate thar
the rear guard, three regiments of Brannan's
division (which seems to have been in the
thick of the fighting for most of the wo
days), had to be hir with another arack
before they could pull back. They had no
ammunition left — bur they had o delay
that charging mass coming at them: Whart
should they Jdo?

“Charge bayonets,” Granger, the officer
lefe in command of the rear guard, ordered.
Our came the bayonets to be clamped on
empty rifles The order ro advance was
given, and with a cheer the men rose up
and rushed down at the artacking horde.
Amazed, the Confederates were temporarily

stopped. Bur the men with empry rifles
could do lirde else. Some, having fought
their way through the Confederate line,
could only turm and try to fight their way
back our again. Over 200 were killed or
wounded; over 500 were caprured. Bur the
Army of the Cumberland was away. The
men had fought their longest day and
survived — under the man they had all
come to trust as the “Rock.” They had not
won a victory — bur they had fought unril
the “victory" of their enemies would be an
empty one.

It was a rechnical Confederate victory.
But it marked the end of any real chance
for the Confederacy to defear the Army of
the Cumberland. And a glance ar the
comparative casualty figures is surprising
Union, 16,169, Confederate, 18.454. Even
though half the Union army was thrown
Into a rout (in which one would expect
losses to be very high), the northemners
actually inflicred much more damage than
they received.

Thomas was given command of the
army. And a short time later the Confed-
erates were driven away from Chattanooga
— with the help of Grant and Sherman,
but with Thomas's troops winning the key
VICTOTies,
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OPERATION COSTS

FIRE AND MELEE

ADDITIONAL MODIFIERS

TABLE

Numbers in parentheses refer to diagonal

STRENGTH MODIFIERS

TARGET LOCATION FIRE MOD. MELEE MOD.
moves — directions 2, 4,6, and 8 (1,3,7,9on
the IBM key pad). For the BASIC game, please Clear 1.00 1.00
ignore the numbers and lerters printed in Woods 0.60 0.60
green. ZOC stands for zone of control, which is Fields 0.90 0.90
a wargaming term for the squares next to a unit. Higher Elevation 0.70 0.70
P = Prohibited and N/A = Not Applicable. Bridge 1.00 1.00
INE., MTD. LIMB. UNLIMA
R FIRING UNIT'S LOCATION FIRE MOD. MELEE MOD.
Clear 23) w23 P Bridge 0.60 0.40
Fields 243 23 W5 P All Others 1.00 1.00
Woods 4(6) 4(6) B{I12) P
Bridge 1] 1(5)  1(5) 1(5) P SPECIAL CONDITIONS  FIRE MOD. MELEE MOD.
ﬁcnﬂ;d[z 21 2 P Target unit is flanked  1.50*  1.50***
Firing unit is disrupted  0.50** 050
E“ana:_:::ds A ! : . Firing unit is “routing” (.50 N/A
ter h T s s &
: +6 4 44 P Firing artillery
fi_'w""" in woods to woods  0.20 1.00
"'hl"'"l“ made to Firingunitoutofammo  0.30**  0.70
column, ] 1 N/A 4
mounted, or MODES FIRE MOD, MELEE MOD,
limbered [4] Normal 1.00 1.00
Change mode o g 5
Column 0.30 0.30
ormal,
:-;t.'-m:umcd. o - s 1 _— Mounted 0.85 2.00
unlimbered [5] Routed 0.50**  050****
Enter or leave 42 1 43 P Unlimbered 1.00 1.00
enemy ZOC Limbered 020" 050"
Mave from Dismounted 0.75 1.00

enemy ZOC o +8 45 <48 r
enemy ZOC [6]

Fortify ] 8 P -
Reorganize 2 2 N/A N/A
Melee (artacker) 2 2 P P
Melee (defender) 2 2 ) 2
Fire in fire phase 2 2 r 4
Notes:

[1] Units must be in column, mounted or
limbered mode to enter a bridge square.

[2] Regardless of other terrain in the square, a
unit that moves from any road to a second-
ary road pays 2 operation points unless it is
moving diagonally (directions 2, 4, 6, and
8), in which case, it doesn't benefit from
the road. The unit must be in column,
mounted, or limbered mode o receive
the road benefits

[3] The same as Note | excepr the cost is |
operation point

[4] The cost for CAV ART is 2 instead of 4 o
limber. All units pay | operation point
extra to change to these modes in woods

[5] The cost for CAV ART is 2 instead of 4. All
units pay 1 operation points exeri o
change to these modes in woods

[6] Inorderto beable to move enemy ZOC 1o
ZOC, a unit must be moving into a friendly
occupied square.

* During Final Defensive Fire, the modifer
is 0.5 for the flanked unit firing

** May only fire during Final Defensive Fire
and with these modifiers.
*** The flanked defender in Melee and Final
Defensive Fire has a modifier of 0.50.
The flanker has a modifer of 1.50.

*E** May only defend in Melee and with this
modifier.

NOTE: The 0.20 fire modifier given to Artil-
lery firing from a woods square overrides the
060 maodifier the mrger would receive if
located in woods

The Fire and Melee strength modifiers would
support the following examples:

1. A target unit in woods on higher elevation
than the firing unit would result in modifier of
042 (0.7 X 0.6} in rhe Fire hases and the
Melee Phases

2. A target unit flanked by a firing unit in clear
terrain would give the firing unita 1.5 modifier
in the Fire and Melee Phases In the Fire
Phases, the flanked unit would fire with a 1.0
modifier (if it had a rrger) but would melee
with a 0.5 modifier.

3. An artillery unit in woods firing at a unit
in woods would receive a 0.20 maodifier (not
0.2 %0.6 — the 0.2 supersedes).

FOR FIRE AND MELEE

Leader Bonus: Direct Modifier. A leader
with bonus of 20 would give a modifier of 1.2.

Target Density: 1% more casualties per 50
men when more than 1 men are in the
target square. 1% less casualries when less than
1000 men. Maximum maodifier of 1.4.

Density of Firing Units' square: (non-
artillery) If over 1000 men are firing from the
square, a modifier of .01 per 50 men over this
number is applied (1200 men = .96 modifier).

Fortification Level: The firing unit is penal-
ized by 109 per level that the rarget is fortified.
A forrification level of 5 would give a modifier
of 0.5.

Effectiveness: Semi- Direct Modifier. Strength
is reduced by .01 tor every 2 points effective-
ness is below 100. An effectiveness of 90
would give a 95 modifier.

Fatigue: Semi-Direct Modifier. Strength is
reduced by .01 for every 2 points of fatigue.
Fatigue of 20 would give a modifier of .90,

Command Control: Direct Modifier. A
mring of 1.1 would give a modifer of L1.

Artillerymen: Each gun requires 16 arrillery-
men to fully support it When artillery fires,
it receives a modifier proportionate to the
number of men it has to man its guns A Union
artillery unit with six guns would need 96 men
to function fully. If it lost 19 men, the unit
would receive a modifier of 0.8.

Random Modifier: Modifier of 1.3 wo L5

determined randomly.
Unit Qutmaneuvered: Firing Unit receives
modifer of .5.
Successful Attack: Firing Unit receives
maodifier of 1.5.
Scattered Artillery Fire: Artllery receives
modifier of 3.
Maximum and Minimum Modifiers: All
modifiers are cumulative with a maximum of
2.0 and a minimum of 0.2.

All modifiers are cumulative as shown in
the example below:

A unit firing under the conditions below
would receive the indicated modifiers (all
maodifiers are multiplied rogether).

— Firer has 2000 men in square = (.80
— Targer in woods = (.60
— Target has 3000 men in square =14
— Firer in column mode =(,30
— Firer has 75 effectiveness = (.80
— Firer has 15 fatigue =093
— Firer has leader bonus of 15 = 1.15
— Firer has command control of 1.3 = 1.30
— Random modifier is 1.3 = 130

TOTAL 0.29

A unit above with 2000 men would fire with
a strength of 580, (With rifles at range one, it
would kill 23 men plus a mndom of 7 to 11.)

WEAPON/RANGE CASUALTY TABLE

WEAPON TYPE Provatt i w43 WEAPON TYPE ABBREV. 11 s e
Rifle RFL 42 00 0 12 Ib. Napoleons/ NSP 125 21 1
Spencer SPN B4 00 0O 6 b, Smooth bores/
10 Ib. Parrotrs
12 I Napoleons NAP 144 2 1 0
12 Ib. Napoleons/ NP 115 31 1 10 Ik Parror/ PPR BS5S 42 1
10 b, Parrorts ¥* Rifles
12 Ib. Napoleons/ NR 11 4 3 1 12 [h. Lights/6 Ih UJR 10521 0
3" Rifles James/3" Rifles

The number under the range column corres-
ponding to the proper weapon type is the
number of men suffered as casualties per 100
men firing for small arms (the rop two on
the list) and per one gun for the artillery.
The casualties derived here are further
modified by various strength/ casualty values
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