FATEFUL LIGHTNING ON SUMMER STORM MAPS

Fateful Lightning (published by XTR) is one of my two favorite Gettysburg games.  It’s a regiment-level Gettysburg battle game that plays far faster than other Gettysburg games at its scale, and it delivers a truly nail-biting experience.  The biggest problem with FL are its maps, which are inaccurate and not attractive.  Fortunately, the FL maps are at the same scale as Summer Storm (Clash of Arms), which features maps which are, in my opinion, the best ever done for a wargame.  FL can be played easily on SS 

maps, with very few changes.   Most of the changes below only transpose FL to SS maps.  A few of these changes are modest house rules to make the game more playable.  

I highly recommend playing Fateful Lightning on these maps with these rules !!!

1.
Use the setup and reinforcement entry hexes identified on the attached reinforcement schedule.  I have made a few changes to the entry hexes to align FL with the SS research, which I trust more.  Whenever it proves necessary to refer to any of the FL entry hexes (such as for FL Rule 5.4), the following SS hexes should be substituted:  A (A1053), B (A0932), C (C0917), D (C0926), E (C1800), F (C4800), G (D4000), H (B4911), I (B4935), J (B1053).  The hexes referred to in the victory conditions for Scenario 1 represent the Confederates exiting the train via the Baltimore Pike (decisive victory), Taneytown Road or Hanover Road (marginal victory).  The hexes referred to in Scenario 2 are the center of Gettysburg and Cemetery Ridge.

2.
There is no change to the standard FL movement allowances: 4 for full activation, and 1 for partial activation.  Cavalry moves at double the normal rate.  Use SS Chart F to determine terrain effects on movement and combat.  Modifiers to ground combat modify the differential between the attacking and defending units.  Thus, a Confederate unit with a strength of 2 attacking a disrupted Union unit with a strength of 1 defending behind a major slope in rough woods, will resolve the attack on the -2 table (2 – 1 – 2 –1 = -2).   

3.
Stacking is 2 infantry or cavalry regiments plus one artillery battery, or 3 artillery batteries.  This reflects my calculations of unit frontages.  I find this rule is most critical when units are using road movement, especially in reserve mode.  Without it, units are able to deploy for battle too quickly and defend too efficiently.

4.
No attacks may occur during Turn 6 (Night).  

5.
Not a change, but just a clarification… a unit or stack may never make more than three charges in a couplet:  one regular charge and two follow-on charges.   

Please be aware that these five rules work together to strengthen the defender significantly as compared to Fateful Lightning as published.  I think this is a good thing:  it should be hard to take terrain like Little Round Top or Culp’s Hill.  That said, don’t be fooled, an entirely passive defense will always fail in Fateful Lightning.   

FATEFUL LIGHTNING TURN RECORD 

	Turn 1

Early Morning
	Turn 2

Late Morning
	Turn 3

Early 

Afternoon
	Turn 4

Late 

Afternoon
	Turn 5

Evening
	Turn 6

Night



	Couplet 1

0-8 same

9 change
	Couplet 2

0-8 same
9 change
	Couplet 3

0-8 same
[7-8 turn ends on T3,5,or 6]

9 change
	Couplet 4

0-6 same
7-8 turn ends [5-8 on T3, 5, or 6]

9 change
	Couplet 5+

Same as Couplet 4, but 

+1 for each couple over 4. 

Change on natural 9.

	 Rout

 7


	4-6
	2-3
	1
	0

	EXTRA STRENGTH 

	CSA 4
	8
	USA 1 &6
	14

	CSA 6-9
	15
	USA 2-5
	15

	CSA 11-13
	12
	USA 8-16
	15

	CSA 15
	6
	USA 19-24
	10

	CSA 17-20
	12
	USA 26-28
	8

	CSA 22-25
	10
	USA 29-30
	8

	CSA 27-31
	18
	USA 32-34
	8

	CSA 35-39
	17
	USA 35-36
	12

	CSA 41-42
	4
	USA 37-39
	9

	CSA 46-49
	19
	USA 41-46
	13

	
	
	USA 48-52
	15

	
	
	USA 57
	5

	
	
	USA 58
	57

	ELIMINATED UNITS




	Master Reinforcement Schedule

	
	Confederate
	Union

	Jul 1  

Start
	All within 3 hexes

A/1843: 43 (-11Ms, 2ctrs)

A/2135:  41 

A/2336: 52
	A3518: Buford

A2432: 59 (2ctrs)

A3122: 59 (2ctrs)

A1923: 60 (2ctrs)

A1613: 60 (1ctr)

A1904: 60 (1ctr)

A3122: A-2US (from 65)

B1721: Reynolds

	T1 
	
	B4935: 1, 2 (-7 In), B-4US (from 7)

	T2

Imp1
	A1053:  42, 44, 45, 51, Heth
	B1053: 5,6

B4911: 41 (-41NY), 42, 47, 

Howard

B4935: 3, 4, 7 (-B4US) 

	Imp2
	
	B4935: 45, 46 (-58NY)  

	T3

Imp1
	A1053: 46-50, Pender, Lee

A0932: 28-30, 32, Rodes

A1000: 1 Md (from 55)

A2800: 54
	B4911: 41 NY (from 41), 43, 44



	Imp2
	A0932: 27, 31

A1000: 17-21, Early
	

	T4

Imp1
	A1053: 35-40
	B4911: Hancock

D4000: 48-53 (-3 Md from 48), Slocum, Williams

B4935: 7 Ind (from 2), 54

	Imp2
	
	B4935: 58 NY (from 46)

	T5
	A1053: 22-26,33-34, Jhnsn, Latmr

A1000: Trimble
	B4935: 19, 20, 22, 23, 25 (-D1NY, 4NY), 56, Sickles

	T6
	A1053: Train, 1,2,4,5 (-Brnch),Lngstreet, Hood, 6-10, McLaws, 15, 16, Alexander
	Train

B4911: 8-18, Gibbon, Meade, Warren

	Jul 2 T1


	
	D4000: 26-31, Sykes

C1800: 55 (-1MdE, 2 ctrs)

B4911: 58 (-1 Vol, all 4 batteries), Hunt

B4935: 21,24,D1NY& 4NY (both from 25)

	T2
	A1053: 3, Branch (from 5)
	C4800: 57

D4000: 3 Md (from 48)

B4911: 1 Vol (4 btys, from 58), McGilvery

	T4

Imp1
	A2000: 53, 55 (-1 Md), 56, 57, all d, Stuart

A1053: 11-14
	D4000: 61 (-1Ma), 62, Tdbll (from 65, - a4US)



	Imp2
	
	D4000:32-40,1Ma (from 61),all d, Sdgwick

	T5
	
	B4911: Robtson Brigade (from 65,-M2US)

	Jul3,T1
	A1053: 11 Ms (2 ctrs, from 43)
	D1700:  1 MdE (2 counters, from 55)

	T3
	
	D4000:  63, 64, M-2US (from Rbtsn 65)


