GETTYSBURG 1863 PLAY AID

	
	Cavalry
	Artillery
	Infantry

	Movement
	3
	2
	2

	Attack
	Charge
	Bombardment
	Assault

	Range
	Must be 2 areas away & unblocked
	Printed range
	Adjacent (not diagonally adjacent)

	Adjustments to Dice Number
	1 die for every 2 SPs 

+ leader tactical value

+ morale superiority
	Roll 1 die for each SP 
	Roll 1 die for each SP 

+ tactical value of 1 leader

+ morale superiority

+ 25% for enfilading attackers

- 50% for enfiladed defenders

+/- terrain effects

	Modifiers to Die Roll 

 
	
	+1 max from: 

+1 enfilade

+1 dense stacking

+1 artillery leader
	+1 max from

+1 on defense if area contains at least one artillery unit

+1 on attack if defending area contains only artillery or leaders

	Return fire
	If charge is frontal, target gets return fire of 1 die per each SP.  Resolve return fire first.
	None
	Return fire is simultaneous but can be directed against only one attacking space.

	Special Loss Rules
	If target’s losses exceed ½ of original SPs and also exceed attacker  losses, target must retreat and one pursuit round is possible.  

Otherwise, charge is repelled and charging cavalry must return to launch zone and then retreat additional area.
	
	Units may elect to retreat to satisfy losses if they roll successfully against morale.  If they retreat, reduce losses by 1 step loss (or 2 step losses if losses >= 4).  If attacker wants to use the retreat option, he must retreat all attacking units.

  

	Special Retreat Rules
	Cavalry may retreat before assault combat if they roll successfully against their morale. 
	Artillery (except for horse artillery) that retreats for any reason must roll against morale.  If it fails, the artillery unit is eliminated.


	

	Other rules
	No more than one cavalry unit may charge unless stacked with cavalry leader.  
	Must fire at closest unit.

Bombarding artillery may not move later in the activation
	


Note: 
Columns are arranged from left to right in order in action phase order.  

Stacking:  
13 strength points per area, including not more than 1 long counter



11 or more strength points is dense stacking.

Activation Chart

	Die Roll
	Confederates
	Union

	1
	Activate three formations
	Activate four formations

	2
	Activate two formations
	Activate three formations

	3
	Activate one formation
	Activate two formations

	4
	Activate one formation
	Activate one formation

	5
	No activation
	Activate one formation

	6
	No activation
	No activation


Note: 
A formation is either an infantry corps, the Confederate cavalry corps, a Union cavalry division, or a headquarters.

