Sharpsburg & Road to Washington 

ADVANCED GAME RULES SUMMARY


Sequence of Play

1.21 Preparation

The phasing player removes M and DM markers from its units.  Also this side now attempts to replace incapacitated leaders (see section 9.0).

1.22 Movement (section 3)
The phasing player moves its unrouted units as desired and as permitted by the rules.  Markers indicating formation, movement points expended, and charges are placed as required.  

· Immediate Charges (3.411) are declared and resolved.  Immediate charges are possible if infantry have spent less than 9 MPs and cavalry less than 21 MPs prior to charge resolution, including MPs hypothetically spent to enter the enemy occupied hex (3.411.a).

· Automatic Victory (3.412) situations are declared and resolved.  Automatic Victory is possible vs. skirmishers and units in open order (3.412 & 3.412.e).

The non-phasing player may, if circumstances allow, retreat some units before combat (3.5) during this phase.  Artillery may retire by prolong (3.57).  Units routed during immediate charges and automatic victory perform rout movement.  The phasing player removes charge markers from cavalry units as the rules permit.

Movement in enemy front and fields of fire:

· Must stop when entering enemy front except for facing, formation, cover status, automatic victory and immediate charges (3.310).

· May exit enemy front at beginning of movement phase.

· Must check morale when changing facing, formation, or leaving cover in enemy front (3.312).

· MPs for formation changes are doubled in small arms and canister field of fire (6.2 & 4.2).
1.23 Fire Combat

Each side alternates firing one of its units at a time (or a group of units, combining their fire strengths) until all units have made fire attacks or both sides desire to make no more attacks.  The non-phasing side fires first.  Once a side passes its opportunity to make a fire attack it may make no more fire attacks this fire phase.  All fire combat results are applied immediately upon resolution of the particular fire attack.  Artillery ammunition levels are adjusted as required.

1.24 Rally (section 7.8)
The phasing player attempts to rally units that were routed at the beginning of this phase and performs rout movement of units which do not rally as required by the rules (section 7).  The phasing player then attempts to rally units that were shaken at the beginning of this phase (conducting rout movements as required).  

 Restrictions:

· A unit may not rout in the same phase it becomes unformed (7.83).

· A unit may perform rout movement only once in a phase (7.65).

Suggestion: Place the “shaken” or “rout” marker upside-down on newly unformed units and those having just performed rout movement as an indicator that all further morale checks in the current phase may be ignored.

The phasing player removes HM markers from its units.

1.25 Charge Resolution (section 8)
Any unresolved charges are now resolved.  Stacking points involved may be modified by terrain, position relative to the defender, and formation (sq. or col.).  See tables.

(8.4) Resolution:

(8.41) Defender checks morale of all units in defending group with one dice roll.

(8.42) If any defending unit does not rout, morale of all charging units are checked with one dice roll.

(8.52) A unit performing rout movement as a result of charge resolution first loses 1 SP (of personnel) for every 8 SPs (of personnel) present in the hex(es) containing the charging units.  (SPs are not modified for calculating casualties, round fractions > ½ up.)

(8.53) Cavalry inflicts casualties at the rate of 1 SP of skirmishers routing for every 6 SPs of cavalry which follow the path of the routing skirmishers one hex.

(8.54) Victorious unit must advance into hex charged (0 MPs).  No formation, facing, or cover change is allowed unless leader present or if charge was resolved during movement and units have sufficient movement points left to perform such movement.

Charge markers are removed from units as their charges are resolved.  Units that become routed during the resolution of a charge immediately perform rout movement.

This completes a Player Turn.

1.3 Game Turn Conclusion

After both sides have completed their respective player turns for one Game Turn, indicate that the turn is completed.  Each side adjusts the exhaustion levels of its brigades appropriately (see section 10).

Fire Combat Fire (FP) and Dice Roll Modifications

	Orientation’s Effect on Attacker’s Fire Points

	Attacker’s Position
	Front & Rear Lines
	Partial Enfilade
	Full Enfilade

	Effect on Attacker’s FP
	FP X 1
	FP X 2
	FP X 3

	See 6.44 for definition of partial and full enfilade depending on whether the target unit is in line or column formation


	Formation’s Effect on Fire Points

	Column: One-fifth of the SPs of a unit in column, not to exceed the appropriate FL of the hex occupied, may fire. (2.52.b)

	Road Column: Units in road column may not fire. (2.53.b)

	Square: The FP of units firing at units in square are doubled. (2.55.f)

	General Order: The FP of units firing at units in general order are doubled. (2.54.d)

	Horse Holders: Are considered to be in battleline (mounted). (5.28)


	Morale’s Effect on Fire Points

	Shaken:  Retain their previous formation and facing for purposes of fire resolution (7.51.d), are one-half their actual steps when calculating the actual fire factors they have (7.51.f), and those that are fired upon are regarded as standing in clear terrain (7.51.c).

	Routed: The FP of units firing at routed units are doubled. (7.52.f)  Routed units may not fire.


	Fire Combat Dice Roll Modifications
	
	

	
For Terrain 
 see TEC


Target Density (artillery personnel count double if personnel are the target; if firing at guns use number of gun SPs):



 
 -2 per SP under 6




 +1 per SP above 6


Firer Moved:



HM or M 
 -7



Ch and HM 
 -9



DM or Ch and M 
 cannot fire


Target Movement:



Regular Charge 
 +4



Immediate Charge 
 -8



Auto. Victory and HM 
 -4



Auto. Victory and M 
 0


For Exhaustion (use worst level held by any of the firing units):



5 – 8 
 -6



9 – 11 
 -9



12+ 
 -12
	
Target is mounted cavalry or limbered art. personnel 
 +2


Target is dismounted cavalry or art. personnel under cover 
 -1


Target is U.S. Sharpshooter under cover 
 -2


More FPs than highest column on chart
+1 per 3 FP above highest


Less than 2 Arty. FP 
 -1 per ½ FP under 2


For Officer bonus 
 per printed bonus


Target is Officer
-12 (-6 if Sharpshooter unit)


Sun Location:



Dawn 
 -3



Dusk:




If fire facing NW or W 
 -9




All other 
 -6



Twilight 
 -9


For Formation 
 see table


For Orientation 
 see table


Fire Combat Results Table

	Artillery

	
	2
	3
	4
	6
	8
	12
	18
	24
	36
	48
	60
	72
	84
	96
	108
	120
	

	Small Arms, Cannister

	
	½
	¾
	1
	1½
	2
	3
	4½
	6
	9
	12
	15
	18
	21
	24
	27
	30
	

	NE
	11-56
	11-55
	11-53
	11-52
	11-44
	11-34
	11-24
	11-15
	11-13
	11
	-
	-
	-
	-
	-
	-
	NE

	A
	61-63
	56-63
	54-62
	53-56
	45-52
	35-51
	25-44
	16-35
	14-31
	12-24
	11-21
	11-15
	11-13
	11-12
	11
	-
	A

	A1
	64-71
	64-66
	63-64
	61-64
	53-63
	52-61
	45-55
	36-53
	32-52
	25-51
	22-45
	16-43
	14-43
	13-42
	12-41
	11-36
	A1

	C1
	72-76
	71-75
	65-74
	65-73
	64-71
	62-65
	56-64
	54-64
	53-62
	52-56
	46-55
	44-53
	44-51
	43-45
	42-43
	41
	C1

	C2
	-
	76
	75-76
	74-76
	72-76
	66-76
	65-74
	65-74
	63-72
	61-71
	56-66
	54-65
	52-64
	46-62
	44-56
	42-55
	C2

	C3
	-
	-
	-
	-
	-
	-
	75-76
	75-76
	73-76
	72-74
	71-73
	66-71
	65-66
	63-65
	61-64
	56-64
	C3

	C4
	-
	-
	-
	-
	-
	-
	-
	-
	-
	75-76
	74-76
	72-76
	71-74
	66-73
	65-72
	65-71
	C4

	C5
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	75-76
	74-76
	73-76
	72-74
	C5

	C6
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	75-76
	C6

	Officer incapacitated if unmodified dice roll is:

	
	66
	66
	66
	66
	66
	66
	66
	66
	66
	66
	66
	65-66
	65-66
	65-66
	65-66
	65-66
	

	Fire Combat Results:
Modified dice rolls of less than “11” are no effect.  Rolls modified to greater than “76” are treated at “76.”

#: Steps of casualties.

A: all units check morale only if artillery units (only) fired at the hex (regular or canister).

C: all units in the target hex must check morale.

	Notes:
When small arms fire specifically at an officer, the officer is incapacitated if the modified dice roll results in the infliction of any casualty points.  If more than one point is inflected, casualties in excess of the first point are assessed normally.  “A” and “C” results are ignored when the fire was specifically directed at an officer and no excess casualties were inflicted. (6.75, 6.77)

If infantry or dismounted cavalry is stacked with artillery and a fire attack on personnel inflicts casualty points, all losses may be taken from these other personnel rather than from the artillery personnel. (6.76)

Cavalry units must check morale after each fire attack against that unit has been resolved, whether or not the FCRT requires a morale check.  This applies to cavalry in any status (mounted, dismounted, detachment). (7.32)


Morale (7.0)

	Type of Morale Check
	Dice roll (Note 3)
	Result (Notes 1, 2, 4)

	7.31
FCRT Result
	# < ML – 6

ML – 6 <= # < ML

ML <= # < ML +12

# >= ML + 12

# >= ML
	
 NE

Note 6 
cover


otherwise 
 NE

if formed 
 shaken

if formed 
 rout (no rout movement)

if shaken 
 rout (no rout movement)

if routed 
 rout movement

	7.32
Fire on Cavalry


(Note 5)
	# < ML – 6

ML – 6 <= # < ML

ML <= # < ML + 12

# >= ML + 12

# >= ML
	 
 NE

Dismounted & printed ML >36 
cover


otherwise 
 NE

if formed 
 shaken

if formed 
 rout (no rout movement)

if shaken 
 rout (no rout movement)

if routed 
 rout movement

	7.33
Resolve Charge 


(one dice roll for entire stack)
	# <= ML

# > ML

# = 66
	
 NE


 rout & rout movement


(artillery personnel leave their guns)


 leader incapacitated (if present)

	7.34
Fire attack inflicts casualties on Routed Unit
	# <= ML

# > ML
	
 NE


 rout movement

	7.35
Attempted Rally
	# <= ML

# > ML
	
 rally (remove shaken & rout)


 rout & rout rovement

	7.36
Retire by Prolong
	# <= ML

# > ML
	
 retire


 rout & rout movement (bring guns)

	7.37
Adjacent Rout Movement
	# < ML

ML <= # < ML + 12

# >= ML + 12

# >= ML
	
 NE

if formed 
 shaken

if formed 
 rout (no rout movement)

if shaken 
 rout (no rout movement)

if routed 
 rout movement

	7.38
Incapacitated Leader
	# < ML

ML <= # < ML + 12

# >= ML + 12

# >= ML
	
 NE

if formed 
 shaken

if formed 
 rout (no rout movement)

if shaken 
 rout (no rout movement)

if routed 
 rout movement

	Notes:

1. A unit may perform rout movement once in a phase; ignore all further morale checks on it for that phase. (7.65)

2. A unit may not rout in the same phase it becomes unformed. (7.83)

3. Whenever a stack of units must check morale, the owning player, at his choice, may make one dice roll for the entire stack or he may roll for each unit separately.  He must declare his choice before rolling the dice.  Morale checks to resolve charges are an exception and one dice roll for the entire stack must be made.

4. Casualties incurred as part of rout movement: Routed units lose one step of personnel and guns when they rout into a front hex of 4 enemy SPs (count artillery guns) per hex entered.  That is they lose one SP for every 4 enemy SPs (7.71).  Mounted cavalry lose SPs at 1:8 friendly:enemy ratio (7.72).  Mounted cavalry inflicts casualties at a 1:2 friendly:enemy ratio (7.73).  Artillery personnel in a battery may not be eliminated until the last gun in the battery is lost (7.74).  Guns lost in this manner are considered captured (7.75).

5. The morale of Horse Holders is 25 (5.27).

6. If the unit is infantry or unlimbered artillery, and the unit is formed, and the printed morale rating of the unit is greater than 36.


	Morale Dice Roll Modifications
	
	

	
For officers 
 morale bonus


For casualties:



Union, lost ¼ 
 -6



CSA, lost 1/3 
 -6



Lost ½ 
 -9


Exhaustion:



5 – 8 
 -6



9 – 11 
 -9



12+ 
 -12


Cavalry (7.25):



Fire check, no losses 
 +6



Rallying & > 15 hexes away from enemy unit having the cavalry in its field of fire  
 +6
	
Infantry (not detachments) open flanks (7.27):



formed unit not in same brigade
-1 per flank



no formed unit 
 -2 per flank


Movement in enemy front (3.313):



for every 6 MPs spent in Front 
 -1



for every 2 enemy SPs 
 -1



for partial enfilade 
 -4



for full enfilade 
 -6


Subtract from dice roll any amount which would be subtracted if enemy units were making a fire attack on this unit.


For charge 
 per odds effect on morale


Fire Combat (6.0)

Fire Point Calculation Procedure:

1. Number of Fire Points (FP) = number of Stacking Points (SPs) firing multiplied by fire power number on the unit’s counter.

2. FP is modified as per the Range Effect Charts.

3. FP is modified for enfilade effects (see table and section 6.44 for definition of partial and full enfilade depending on whether the target unit is in line or column formation).

4. FP is modified for rapid fire (6.47 and 6.48).

5. FP is modified for target formation and morale (see tables).

6. When there is more than one unit in a target hex and they have differing status regarding FP modification, modifications to the FP and the dice roll are based upon the qualities of the majority of the stacking points in the target hex.  If the stacking points are equal with respect to possible modification, then the modification most favorable to the defender is used.  In making such calculations when fire is directed at personnel and there is artillery in the hex, the artillery personnel SPs count double. (6.63)

7. Small arms or canister fire has no effect unless the fully modified FP equals at least ½.  Exceptions: Sharpshooters may fire at officers with fewer than ½ FP buy only an unmodified dice roll “66” incapacitates the officer.

8. Artillery may fire with less than 2 artillery FP (but see dice roll modification in table and 6.57).

Weapon Fire Ranges and Range Effects on Fire Power

	Small Arms
	1
	2
	3,4
	5,6
	7,8
	Max Range

	M
	Smoothbores
	N
	½ (N1)
	-
	-
	-
	2

	R
	Rifled muskets
	N
	N/3
	N/8
	N/16
	-
	6

	S
	Sharpshooters
	N
	N/3
	N/8
	N/16
	N/24
	8

	A
	Austrian Rifles
	N
	N/4
	-
	-
	-
	2

	C
	Carbines
	N
	N/4
	N/9
	-
	-
	3

	

	Artillery Fire (N4)
	1-8
	9-16
	17-24
	25+
	
	Max Range

	H
	Howitzer
	N
	N/3
	N/6
	-
	
	(N2)

	Mn
	Mountain How.
	N
	N/3
	-
	-
	
	11

	G
	6 lb. Guns (½ G 1)
	N
	N/2
	N/4
	-
	
	18

	N
	12 lb. Napoleons
	N
	N/2
	N/4
	
	
	20

	R
	Rifled Guns
	N
	N/2
	N/3
	N/6
	
	(N3)

	
	W ranges
	1-10
	11-20
	21-30
	31+
	
	Max Range

	W*
	Whitworth (8 W O)
	N
	N/4
	N/8
	N/16
	
	50

	

	Canister Fire
	1
	2
	3
	4
	
	

	H
	Howitzer
	N
	N/6
	N/8
	N/16
	
	

	G
	6 lb. Guns (½ G 1)
	N
	N/4
	N/8
	N/12
	
	

	N
	12 lb. Napoleons
	N
	N/4
	N/8
	N/12
	
	

	R
	Rifled Guns
	N
	N/4
	N/6
	N/8
	
	

	Notes:

1. M’s are all a ½ fire power at 2 hex range

2. Howitzer max. range:


12 lb. Howitzers (1 H 3): 13 hexes


24 lb. Howitzers (2 H 4): 16 hexes

3. Rifled Guns maximum range:


3” or 10 and 12 lbs. Rifles: 24 hexes


20 lb. Rifles (1½  R 3): 35 hexes
	4.
Artillery (non-canister) fire is doubled when firing at personnel if either:

a. The enemy is in a rocky or twon hex or under cover behind a stone wall, or under cover in a hex containing a building.

b. Or the range is five or more hexes and the line of fire does not pass through a hex occupied by any counter friendly to the artillery.  Also the range must not be greater than 16 if the artiller is of types G, H, or N.  This simulates the effect of shell and case ammunition.


Charge Resolution (8.0)

Resolution: Stacking points involved may be modified by terrain, position relative to the defender, and formation.  See tables below.

1. Defender checks morale of all units in defending group with one dice roll. (8.41)

2. If any defending unit does not rout, morale of all charging units are checked with one dice roll. (8.42)

3. A unit performing rout movement as a result of charge resolution first loses 1 SP (of personnel) for every 8 SPs (of personnel) present in the hex(es) containing the charging units.  (SPs are not modified for calculating casualties, round fractions > ½ up.) (8.52)

4. Cavalry inflicts casualties at the rate of 1 SP of skirmishers routing for every 6 SPs of cavalry which follow the path of the routing skirmishers one hex. (8.53)

5. Victorious unit must advance into hex charged (0 MPs).  No formation, facing, or cover change is allowed unless a leader is present or if charge was resolved during movement and units have sufficient movement points left to perform such movement. (8.54)
	Formation’s Effect on Strength Points

	Column: The SPs of units charging while in column are multiplied by 1½. (8.13)

	Road Column: The SPs of units being charged while in road column are halved. (2.53.b)

	Square: The SPs of cavalry units charging a square are halved. (2.55.g)


	Morale’s Effect on Strength Points

	Shaken units retain their previous formation and facing for purposes of charge resolution. (7.51.d)

	Routed:  Routed units being charged are considered being charged from the flank (see Orientation’s Effect below). (7.52.g)


	Orientation’s Effect on Strength Points

	Attacker’s Position
	In Defender’s Front
	In Defender’s Rear
	On Defender’s Flank

	Effect on Attacker’s SPs
	SPs X 1
	SPs X 1½
	SPs X 2


	Terrain’s Effect on Strength Points

	Defender’s Terrain Type
	Gentle slope hex
	Gentle slope top
	Steep slope hex
	Steep slope top
	Woods or under cover
	Towns

	Effect on Defender’s SPs
	SPs X 1¼*
	SPs X 1½*
	SPs X 1½*
	SPs X 2*
	SPs X 1¼
	SPs X 1½

	* The Attacker must be on lower terrain.

In the event that more than one effect is called for, then each multiplication is carried out separately and fractions below ½ are rounded down and above are rounded up, after each multiplication.


	Odd’s Effect on Morale

	Attacker’s SPs to Defender’s SPs
	< 1-3
	1-3
	1-2
	1-1.5
	1-1
	1.5-1
	2-1
	3-1
	4-1
	5-1
	6-1
	7-1

	Morale Pts. Lost and side losing
	AR
	14A
	7A
	4A
	NE
	3D
	6D
	12D
	18D
	24D
	30D
	36D

	AR: Attacker automatically routs.

#A: Attacker subtracts this number from units’ morale.
#D: Defender subtracts this number from units’ morale.

When units charge horse holders the charge is resolved normally except odds greater than 3-2 constitute and Automatic Victory. (8.56)


	Terrain Effects Chart

	
	Movement Cost
	Stacking
	Firing Effects
	MOVEMENT POINT ALLOWANCES

Basic Movement allowances:
Sharpsburg
R to W
Infantry 
 24 
 25

Cavalry & officers 
 32 
 35

Limbered artillery 
 24 
 25

Limbered horse artillery 
 28 
 30

Horse holders 
 16 
 16

Shaken units 
 my not expend movement points

Routed units 
 move only by rout movement

MP Adjustments for Exhaustion levels:

5 – 8
Inf. –6 MPs
Cav. –8
both no Charge bonus

9 – 12
Inf. –8 MPs
Cav. –12
both no Charge bonus

MP Adjustments for Command Control:
Distance from:
Inf/Art Effect
Cav Effect

Brigade
>8MPs
-4 MPs
-5 MPs


>16 MPs
-8 MPs
-10 MPs

Division
>30 MPs
-3 MPs
-4 MPs


>60 MPs
-6 MPs
-8 MPs

Corps
>30 MPs
-2 MPs
-3 MPs


>60 MPs
-4 MPs
-6 MPs

Detachments, CSA cavalry and regular US cavalry are not subject to command control rules. 

Final MP Adjustments:
Charge bonus (infantry) 
 +6

Charge bonus (cavalry) 
 +40

Double movement 
 allowance X 2

Double movement & charge 
 not permitted

Terrain, Formation, Facing, and Cover Changes:

For Terrain and Formation 
 see TEC

Column to line, line to column, and form or leave square or general order 
 +3

Limber or unlimber 
 0

 
-
in small arms or canister field of fire 
 +4

Column to road column & visa versa 
 +2

Extend line 
 cost of column to enter hex

Dismount cavalry (3.25) 
 +8

Remount cavalry (3.26) 
 +4
Change facing 60( or less 
 0

Change facing more than 60( but less than 180(
4

Change facing 180(:


-
inf. & cav. not in road column nor covered
0


-
artillery & units in road column 
 4

Change cover status 
 3

Change stacking order (3.317) 
 0

Movement in enemy front (3.312) 
 Morale Check

* Bold: These costs are doubled in enemy small arms or canister field of fire (6.2 & 4.2).

	Terrain Features
	INF

L/Col
	Cav.

L/Col
	Artil.
	SL (N1)
	FL (N1)

S/Cov
	Fire Combat

Mods. (N3)
	

	HEXES, N11
	

	Clear
	5/4
	5/4
	5
	30
	9/2
	0/-3
	

	Orchard
	6/5
	10/5
	6
	25
	8/2
	-1/-4
	

	Oak (N2), R to W
	8/6
	12/6
	12
	16
	4/1
	-2/-5
	

	Oak & Brush (N2), R to W
	12/9
	30/15
	30
	12
	3/1
	-4/-7
	

	Pine (N2), R to W
	7/6
	11/6
	12
	16
	5/1
	-1/-5
	

	Pine & Brush (N2), R to W
	10/9
	28/14
	29
	14
	4/1
	-3/-6
	

	Brush, R to W
	9/7
	14/7
	20
	18
	4/1
	-1/-4
	

	Woods (N2), Sharpsburg
	10/7
	16/8
	12
	15
	4/1
	-3/-7
	

	Rocky Woods
	10/8
	P/10
	16
	10
	4/2
	-4/-11
	

	Cornfields
	6/5
	5/5
	6
	20
	6/-2
	0/-4
	

	Town
	16/6
	16/6
	6
	20
	6/6
	-1/-11
	

	SLOPES (N11)
	

	Gentle (N7), Up
	+2/+1
	+2/+2
	+2
	NE
	NE
	NE
	

	
Down
	+1/0
	+1/+1
	+1
	NE
	NE
	NE
	

	Steep (N4, 5, 6), Up
	+5/+4
	+12/+8
	+12
	NE
	NE
	0/-1
	

	
Down
	+3/+2
	+20/+12
	+16
	NE
	NE
	0/-1
	

	HEXSIDES (N7, 8, 11 & 12)
	

	Deep Cut (N10 & 18), R to W
	+20/+18
	P/P
	P
	NE
	4/0
	0/0
	

	Embankment, R to W
	+2/+1
	+2/+2
	+2
	NE
	NE/+2
	-3/-8
	

	High Embank (N10), R to W
	+15/+12
	+36/+24
	P
	NE
	NE
	+2/NE
	

	Crest (N17), R to W
	+2/+1
	+2/+1
	+2
	NE
	NE
	NE
	

	Fence, R to W
	+2/+1
	+3/+1
	+2
	NE
	NE
	-1/-2
	

	Stone Wall, Sharpsburg
	+4/+4
	+4/+4
	+4
	NE
	NE/+1
	-2/-5
	

	Post & Rail Fence, Sharps
	+6/+4
	P/+4
	+4
	NE
	NE/+1
	-1/-3
	

	Stream
	+2/+1
	+1/+1
	+2
	NE
	NE
	NE
	

	Fords, R to W
	P/+12
	P/+12
	+12
	NE
	NE
	NE
	

	Creek (N13)
	P
	P
	P
	NE
	NE
	NE
	

	ROAD FORMATION EFFECTS
	

	Pikes (N9 & 14)
	
4 MP

	7/6
	NE
	NE
	

	Roads (N9 & 15)
	
4 MP

	6/4
	NE
	NE
	

	Lanes (N9)
	
4 MP

	4/2
	NE
	NE
	

	Paths (N9)
	
4 MP

	2/1
	NE
	NE
	

	Bridges
	As per connecting road feature
	NE
	NE
	NE
	

	ADDITIONAL HEX FEATURES (N11)
	

	Buildings
	NE
	NE
	NE
	NE
	NE/+1
	0/-3
	

	Sunken Road (N10)
	
As per road

	NE
	NE/+2
	-2/-7
	

	Railroad Cut (N10), R to W
	+4/+3
	+6/+4
	+8
	NE
	NE/+2
	0/-7
	

	Rifle Pits, Sharpsburg
	NE
	NE
	NE
	EN
	NE/+2
	0/-4
	

	Slope Top (N19)
	NE
	NE
	NE
	NE
	NE
	+2/0
	

	Cartographic Symbols
SL = Stacking Limit
FL = Firing Limit
NE = No Effect


P = Prohibited
L = Line
Col = Column
S = Standing
Cov = Covered
N = note number
	


Notes to Terrain Effects Chart

1. The Stacking Limit (SL) gives the number of SPs which may defend a hex against a charge or charge from a hex.  SLs are given in terms of infantry and artillery personnel SPs.  Each cavalry SP is considered as two infantry SPs for purposes of SL.  Firing Limits (FL) state how many SPs may fire for standing / covered personnel.  The FLs of artillery gun SPs are twice the printed standing FL except in woods, rocky woods, and towns for which the FLs are (for each) six gun SPs.
2. Mounted cavalry may not charge into such terrain except in skirmish order.

3. These are additions and/or subtractions from the dice roll resolving the fire combat.  The number before the slash is used when firing at standing personnel or guns and that after the slash is used when firing at covered personnel.  Fire modifiers and limits for hex terrain features are mutually exclusive.  Fire modifiers for hexside terrain features and additional hex terrain features are cumulative among themselves and hex terrain features.  Fire modifiers for slopes and cumulative with all hex and hexside terrain features.

4. This only applies if the line of fire passes through an adjacent slope top hex, which itself is not also a slope hex.

5. Artillery may not unlimber in such hexes.

6. Cavalry may not charge during a movement phase in which it moves down such a slope, nor may it charge down at units on such a slope.

7. 
Mounted cavalry may not charge units directly behind such hexsides.

8. The additions to the covered FL apply only if the fire is directed across the hexside feature.  The dice roll modifiers apply only if the target units are in line and oriented parallel to the fence or wall and the fire on them comes across the fence or wall.

9. The SL given is applied at the end of the movement for units in road formation only.  The first number is the SL for infantry and the second for artillery guns.  Cavalry SL are half those for Infantry.  Only one type of unit my end a movement phase fin road formation in a single road hex feature.

10. Units are considered to be defending along the terrain only if deployed in line and parallel to the terrain feature.  That is they must be deployed hex by hex as parallel as possible to the terrain feature.  In the case of sunken roads and RR cuts the direction of the terrain feature is given by the hexsides through which it exits the hex.  These must be flanks of the unit.  A unit is parallel to a hexside feature if the hexside feature lies between the unit and its front.

11. For movement only, terrain features having an effect preceded by a “+” are cumulative to other terrain features.  All other terrain features are movement points expended to enter the hex.

12. The cost to cross stone walls, fences, and post and rail fences is double if in an enemy small arms or canister field of fire.

13. 
Units may not cross a creek unless by a bridge and are in road formation.

14. Ignore all slope costs.  Add 4 MPs to the unit’s MPA if the unit spent its entire movement phase in road formation on a Pike.

15. Ignore all slope costs.

16. Cavalry may only charge across this if they spend 10 additional MPs after crossing the hexside in addition to any other MP expenditures.  The LOS is blocked by this hexside, even between adjacent units, unless one is charging across the hexside in which case and only in this case does the standing +2 modifier apply.  Fronts do not extend across such hexsides.

17. LOS to and from hexes adjacent to this terrain feature is blocked, except with respect to units charging across the hexside.  A unit’s front does not extend across the hexside.

18. If in the deep cut, units may not fire at non-adjacent enemy units nor be fired at by such units.  Units in the deep cut have no front.

19. Unit gets this benefit only if the line of fire passes through an adjacent lower slope hex. 

