Gettysburg (1958 edition)

If you’ve got a copy, savor it.

One of the valued games from a period in which games were scarce, if not nonexistent. The original “Gettysburg” sprang from the miniatures period, leading to the tactical games that still used squares (e.g., “Tactics” and “Tactics II”) that in turn led into the hex games “Chancellorsville” and “D-Day” in the early 1960s.

So what did you get in 1958 upon opening the box? A great hard-mounted board with a square grid superimposed on a black-and-white terrain map, a rulebook, a die, a ruler for measuring distances (sort of like Avalon Hill’s “Jutland” game from a decade later) and assorted-sized counters.

Units: You had various sizes: infantry divisions (1 ½” x ½ '’), cavalry brigades (1” x ½”), and artillery ‘brigades’/’battalions’ (3/4” x ½ “), plus HQs and outposts (½” x ½”). The strength listings represent strength first, movement per hour second. Unit strengths were not historical. God forbid trying to adjust infantry totals. Artillery strengths might be corrected by adding an artillery brigade to each Union army corps (7 ‘brigades’ at 1-5 each). The two ‘battalions’ per Confederate corps represent five actual battalions, many of the cavalry brigades never made an appearance…you get the historical drift.

Rules: This was more a miniatures game, using that ruler for movement and range. A division could advance rapidly in column along a road while parallel to that road, swivel on its midpoint to form a battle line, and was awarded for attacking en echelon (a 45% angle on an opponent’s flank) or for a full flank attack giving a 3:1 advantage. Likewise, terrain, exhaustion, combat control and the like were factored in. Indeed, outpost skirmishing could become a game unto itself, even if OPs only rated a zero. They could delay an attack, another reason why a division could only deploy two – if I remember correctly. Someone deciding to play Pickett could also launch a mass charge: just place one division behind another and their total attack strength was added for that frontage. However, it also helps to remember the vulnerability of flanks.

It was a double blind game, so outposts and cavalry scouting were important, along with line of sight rules. All of this lacking in the 1958’s follow-ups in 1961, 1964, and so on. I don’t pretend to remember the combat results table and resolution. It was decidedly not the old AH 3:1 standby.

Counters: 28 infantry, 15 cavalry, 11 artillery, plus HQs and outposts, several blanks.

Confederate:

Army of Northern Virginia (Lee HQ)

I Corps (Longstreet HQ)

Pickett (3-3 infantry)

Hood (3-3 infantry)

McLaws (3-3 infantry)

Artillery: 2 ‘battalions’: Alexander, Eshelman (each 2-5 artillery)

II Corps (Ewell HQ)

Johnson (4-3 infantry)

Rhodes (4-3 infantry)

Early (4-3 infantry)

Artillery: 2 ‘battalions: Dance, Nelson (each 2-5 artillery)

III Corps (Hill HQ)

Heth (4-3 infantry)

Pender (4-3 infantry)

Anderson (4-3 infantry)

Artillery: 2 ‘battalions’: McIntosh, Pegram (each 2-5 artillery)

Cavalry Division (Stuart HQ): 7 brigades: Hampton, F. Lee, Chambliss, Robertson, Jones, Jenkins, Imboden (each 1-7 cavalry)

Union:

Army of the Potomac (Meade HQ)

I Corps (Reynolds HQ)

1/I (3-3 infantry)

2/I (3-3 infantry)

3/I (3-3 infantry)

II Corps (Hancock HQ)

1/II (3-3 infantry)

2/II (3-3 infantry)

3/II (3-3 infantry)

III Corps (Sickles HQ)

1/III (3-3 infantry)

2/III (3-3 infantry)

V Corps (Sykes HQ)

1/V (2-3 infantry)

2/V (2-3 infantry)

3/V (2-3 infantry)

VI Corps (Sedgewick HQ)

1/VI (3-3 infantry)

2/VI (3-3 infantry)

3/VI (3-3 infantry)

XI Corps (Howard HQ)

1/XI (2-3 infantry)

2/XI (2-3 infantry)

3/XI (2-3 infantry)

XII (Slocum HQ)

1/XII (2-3 infantry)

2/XII (3-3 infantry)

Artillery Reserve (Hunt HQ): 5 ‘brigades’: 1st Regular, 1st Volunteer, 2nd Volunteer, 3rd Volunteer, 4th Volunteer (each 2-5 artillery)

Cavalry Corps (Pleasonton HQ): 8 brigades: Devin, Gamble, Huey, Merritt, Custer, Farnsworth, Gregg, McIntosh (each 1-7 cavalry)

Final note:

I tried using what was assumed the same scale for designing a game on Chickamauga. It was a lot more fun doing the research, mounting the board, and finally getting some reasonable size for those pesky infantry divisions. Regards, folks.

