Great Battles of Alexander, Juggernaut, 1863, Thunderbolt + Apache Leader

actually fired af.

(8.56) ADDITION: Infantry units thal
are not Disordered or Rouled may
Retreat Befora Combal. They may
mova back one hex (see B.67 for
Z0G/errain restrictions), maintain 1he
same facing, and, al the end of the
fefreal, hey are aulomatically
Disordered. The player must exarcise
this option hatore amy tire; il the unit,
does refreal, there is no fire - but the
allacking enemy may advance inlo the
vacaled hex (zee B.53/4). No unit may
50 Relreat before ranged artillery fire
or a mounted cavalry melee. [n the
Advanced Game, such Retreal may
take place before enenvy Firg Only ar
Males (with or wilhout Firg).

(8.67) ADDITION: Horse Artillery (but
NOT reguiar ailleny) may Retrgal
Before Combal as it it were cavalry IF
il is eilher slackad with or adjacent to
a mounted cavalry unil. Horse arfillery
that has so retreated: [BASIC) may
not fire for the remainder of that furn;
[ADVANCED)] use one action,
repardless of how far they retreat, If
Action-2 they may not relreal.

(10.22)Relerence should be to 10,14,
SCENARIDS:

Brandy Station

(6.4) IMPORTANT CHANGE: Add #6:
Dismounted Union Cavalry have an
autemalic 1R adjustment when firing,
(Virtually all Union cavalny were
equipped with Sharps breech-loader
carbines.)

(13.3) CHANGE: Unian unils start
within 2 hexes of 5014 (not 5104),

Frederickstiurg

(13.13) lgnoee reference 1o selling
up "Burrtham”. The Light Division is
parl of Newton's division. There is no
tedder, Burnbam.

{13.16) ADDITION: A player also
gains 1 VP for eliminating an anemy
combat unik,

(13.22) ADDITION: The Union Player
also dasignales three River hexesides
over which he may cross al no
movement penalty, These ropresent
his pantoon bridges.

Coonters: The teverse side strength
ol Barksdale "A" should be '2°, not '3,

Geltysburg

(13.16) CORRECTION: All Qut of
Command units have a Commitmeant
Rating of *1°, as per 6.3 (Advanced).
SUGGESTION: For a more histaric
play of the firsh few turns of July 1,
we highly recommend you use Lhe
Dismounted Cavairy rules (see Brandy

Slation scenarin), especially as
augmented by the errata, above, for
gilher Basic or Advanced play,

Mine Run :
MAP: lgnore reference to Reinforge-
rvends it 1200 turm on the Turn
Track.

COUNTERS: Martin's (Unian) Artillery

is V corps, not 111,

(B.6B/BASIC GAME ONLY) ADDITION:

All Confederale cavalry is considared

elile,

(8.91) CLARIFICATION: Clearing

Woards s an action that requires unil

1o be In Command.

[13.4]1 The Union Player, al the

beginning of the 0900 turn, must

decide which antry hexes V and |

Corps will enter (3" or '4") by writing

them down.

{13.54) CORRECTION: [A] Those

units have to be WEST, nof East of

the run.

(13.6) ADDITION: 1o BASIC GAME,

This set of Random Events applies

onky when playing the Basic Game

rules.

= Far any turn in which a player gains

tha Initiative by rolling 2 '6°, a

Random Event has occured. IGNORE

ALL 5.7 Game-Turn rain dierolls. It is

implemanted immediately (at the end

al the Initiative Phase) by having thal
player roll one die:

Die  Event

1-2  UNIDHN COMMAND
PROBLEMS. All Union
Commilment Ratings are
lowared by one for the
ramainder of the turm,

3-4  RAIN. [See Advanced
game avants)

5 HESITATION. The rolling
playar halves all movement
ratings for his Initial
Movemnant Phase {only).

6 * STUART LEAVES/RETURNS.

First lime this is rolled, see Advance

AE #4_ If Stuart nol yel arrived, treat

a5 No Evenl. Second tima (alter Slua

has laft), see Advanced HE£11. After
that, ignare this event and roll again
for Random Event.

{10.0) MEW BASIC GAME OPTIONA
RULE: COMMANDERS

For those who wish an added
dimension Lo the spaed and simplicit
ol the Basic Game system, use the
tollowing rules for Commandars,

{10.1) COMBAT LEADERS

Units that start their Initial Movement
Phase within their Combat Leader's
Hange (520 Advanced 10.14) use that
leader's Commitment Rating for
entering an enemy 206 when using
the Commitment Rule. Units not

within that range have a Commitment
Rating of '1'. EXCEPTION: An arriving
{reinforcermeant) leadar may, il hi can
move sa thal his units are within
range, place those units within Range
g0 that they may move at full
efficiency. EXAMPLE: Al Gellyshburg,
APHIN enlars the gama in the July 1,
1000 turn. 1T he moves so that Hath's
units are within his range, Heth may
undgrgo Initial Movement In
Comemand. If you are nol using Lhe
Commitment Rule - or it does not
apply Lo a particular scenario - only
combat unit's within their leader's
range may enler an enemy Z0C.

{10.2) SUPERIDR COMMANDERS
Essentially, this is the same as
Advanced 10.2, with the lallowing
gxceplions:

«+(10.23) lgnore #'s 1 and 4.
«+(10.24) CP's may be given any
lime within a turn {ignore references
to “actions™ for the Basic Game)

#= (10.26) Does not apply.

(10.3) LEADER CASUALTIES
Players may apply this section either
im its standard form {10.31) orinils
Opteonal format (10.32-3).

Brandy Slalion Leaders [BASIC
GAME] Stuarl has '0' CP's for the
0430 turn. He increases this by one
each lurn, starting with the QGO0 Wern.
He may NOT give GF's to Aoberlson.
We suggest you apply Brandy 6.3, but
give all foot unils a 1" rating if Qut of
Gommand,

1862
{December, 1992)

CHANGES: COUNTERS/STONES
RIVER: The front of Grosa's Brigade
{LInion/Palmer) should read 5-6 (not
3-8).

STONES RIVER: (12.4) When playing
the BASIC GAME, slarting with the
1200 turn, 12/31, the CSA player rolls
ong die at the starf of the turn. If he
rolls a *1°, Wheeler arrives. Thiea
lurns after Wheeler arrives, the C5A

player starls 10 poll again; this time, i
ne rolls a '6° Wheeler leaves. He lhen
wails 31 turns and reverts back

o Wheeler arrival dierolls,

Thunderboll+Apache Leader
ALO-119 Clarifications

The ALO-119 granis two indepandent
types of pootection to the aircraft
carrying it.

The ALD-119 does nol alfect atlfacks
attempted against olher friendly units.

The ALQ-119 has absolutely no effect
on attackers at ranga zern.

When defermining Line of Sight 1o a
aircrall carrying an ALO-119 Pod, an
anemy unit, ground or air, is
considerad 1o be blocked by the
Obstructed edges of the Terrain card
they ocoupy.

In addition to the first type of defense,
lhe ALO-119 alsn has a chance 1o
negate enamy altacks which are
attemplad from a range of ong or
maore. Draw the damaage chits as
normal for the attlack. Hemaove any
that are narmally ignored due to
Troop Quality or Aircraft Type. Roll a
dig for each of the remaining damage
chits. 11 the die roll is equal to, or less
than, the range 1o the altacking unii,
the chit is negated.

Example:
Rafer to the exgmple Terrain cards in
the right column an page 2 of the TAL
rulebook.

An A-10 carrying an ALO-119 s in
Terrain card #9. There is a AAA
Vehicle in card #8, an APC in card #9,
a 3P Artiltery in card #5, and a SAM
Vehicle in card #2. The enemy Troop
Quality is Elite,

The AAA Vehicle could normally
ignore the Qbstruction alonn the East
edge of its cand and atiack the A-10,
But tha ALD-119 forees i 1o observe
the Dbstruction and prevents AAA
ehicle from attacking.

he APC is al range zero, and is
complelely unaflected by the ALD-119
Pod.

he SP Artillery at range one draws
one Minor damage chil, The Troop
Quality and Aircrall Typs specity “AH-
6d & Poor”, and fail to effect it. You
hen roll a d10. W the dig roll isa 1"
(the range to the attacker or less), the
hil is negated.

he SAM Vehicle at range two draws
e Minor damage chit. The Troop
uality and Aircralt Type specily “AH-
& Good”, and fail 1o effect it. You
then roll & 10, If the die roll is a '1*
ar'2" {the range to the attacker or

less), the chit is nagated.
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