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OPTIONAL RULES 
FOR 
GUNS AT GETTYSBURG

Whilst the rules are perfectly playable as they are, the demands of some of the scenarios necessitate some optional rules which I have included here with the author’s permission. These extra rules are meant not to complicate but rather enhance your gaming in this period of warfare.
1.1 SCALES
Figure Scales
In some of the smaller engagements figure scales can be represented as 1 figure = 15 or even 10 men. Similarly in the larger battles 1 figure = 25 or even 30 is reasonable. 

2.3 INFANTRY, CAVALRY & ARTILLERY FORMATIONS:

INFANTRY FORMATIONS

DOUBLE LINE

The regiment is formed into two lines. This takes ½ a turn to accomplish from either column or line – useful when you can’t deploy the whole regiment in a restricted area or are changing formation from column to line of vice-versa in difficult or severe terrain. Also large regiments requiring 1½ turns to deploy (see 7.11) are placed into double line during the first full turn of a formation change and complete the formation change during the first half of the next movement phase. 
SQUARE

The regiment forms into a triangle, oblong or square formation. 

EXTENDED LINE

In addition to two ranked infantry bases being spaced as described, infantry in single rank and dismounted cavalry (which are always considered to be in single rank), are deployed with bases touching because they occupy the same frontage as double-ranked troops and as such they are already physically depicted in extended line.
COLUMN-OF-MARCH

This is a new formation and is similar to a column of companies except that the frontage of the column must be no wider than two figures abreast. (In actual fact the unit is in column of platoons, four abreast.) This was a much handier formation to manoeuvre and deploy in difficult terrain and widely practised. If your figures are based on six or eight figure stands then simply turn the narrow end of the stand in the direction of facing. This has the correct physical effect of elongating the unit. An arrow marker or other device should be placed at the head of the column to indicate its facing.  A column-of-march has the same disadvantages as a column of companies; however a column-of-march has several advantages viz.: 
I) the unit is not slowed by difficult terrain;

II) the unit is slowed by severe terrain but does not become unformed; 

III) only units in column-of-march can claim additional road movement;
IV) a column-of-march can be transformed into a line simply by facing the figures to the left or right of their facing. This manoeuvre was carried out “at the double” and is treated as an About Face (see rule 7.6).
V) If fired upon from the front arc any column of march is classed as an enfiladed target. See 9.7 below.

[Players may wish to utilise a marker depicting either an “M” or “MARCH” to clearly define this formation.]
MOVEMENT IN COLUMN

Only units in column-of-march, column of companies or column of divisions can claim column movement rates. Brigade Attack Columns move at Line rates.

DEPLOYING FROM OR INTO COLUMN

All deployment is made around the centre of the unit, equally on either flank. A unit cannot gain ground forward of its position when changing formation. 
6.9 CHARGED IN FLANK OR REAR

If any part of a charging unit begins it charge where its frontage crosses a line drawn directly across either the front or rear of a unit it is charging, this qualifies it as making a charge in the charged unit’s flank or rear.

7.3 GONE TO GROUND – GET UP!

ORDERING THE REGIMENT TO LIE DOWN

The Brigade General or C in C within 15cms [12”] may order a unit to lie down. This must be done in the movement phase and takes ½ turn. However once prone the Regt. must roll on the “Gone to Ground – Get Up!” Table, to stand up again.

7.9 OPENING THE FILES (INTERPENETRATION)

Delete the reference to troops “gone to ground” in paragraph b) and add:
e) The more commonly practiced method of interpenetration in the Civil War was called a “passage of lines” which involved the leading unit going prone and for units in line to pass over them. As such in the game any infantry unit in single line that has “Gone to Ground” may be passed through by other infantry in single line . However an Effect on Formation dice roll must be made as if crossing abatis (see rule 14.3). Treat the lead unit as abatis. If Militia or Green troops are involved in the passage of lines (either passing or being passed over) the dice roll is modified by -1. An Unformed result affects both units in a passage of lines. 
8.2 EFFECT OF DIFFICULT TERRAIN

Clarification: Units that change formation in difficult terrain and need more than one turn to complete the change are placed in their new formation but are considered unformed. 

8.8 LINE OF SIGHT

d) Overhead fire is permitted only if the troops being fired over are on lower ground and further from the target than the shooters are from the troops they intend to fire over. 
8.9 LINEAR OBSTACLES

a) Most linear obstacles (less than 1”), such as low walls, fences and streams reduce movement on foot by 2” and artillery and other mounted movement by 4”; these measurements are halved if moving at half move rates to make them commensurate with the distance a unit could potentially move.
b) A high linear obstacle (such as the post and rail fence along the Hagerstown Pike at Antietam) reduces foot movement by 4” and is impassable to mounted troops.

c) Fences can be dismantled by troops in any formation (including skirmish formation) for the width of the unit carrying out the task on a roll of 3+. 

9.7 ENFILADE

In addition, any unit in Column-of-March, if fired on from within its frontal arc is also considered an enfiladed target
9.10 “POUR IT ON!”

RULES FOR PISTOLS

Use the same rules for breechloaders if armed with one pistol and the rules for repeaters if armed with two pistols. Note units armed with pistols have to be aggressive. If you have “Hold” orders and are charged you may not be able to shoot your pistols in the Firing Phase but of course they can still be used in the Melee Phase with x1½ and x 2 figure modifiers for one or two pistols respectively, but only for the first round of combat - assuming you have not already fired them during the Firing Phase.

9.12 INFANTRY FIRING

CLARIFICATIONS
i) Breech loading and repeating rifles have the same range bands as a “Rifled Musket”.

All carbines – muzzle-loaders, breech-loaders and repeaters have the same range band as “Carbines & Repeaters”.
ii) “Pour it On!” for breech-loaders should read:  x 1½, not x ½.

9.12 CLOSE ORDER INFANTY MODIFIERS

Green troops receive a -1 shooting modifier
9.17 HOWITZER BATTERIES

Substitute “mortars” for all references to “howitzers”. 

Siege mortars have a minimum range of 20cms [12”]. See Additional Weapon Types, 9.22, below.
9.18 CAVALRY FIRING 
Amend # 2. to read:  Mounted cavalry may move up to half a move and fire carbines, shotguns and pistols at half effect. (They are less effective when mounted which is why they dismounted to fight with firearms).
Amend #3. to read: Mounted troops with muskets and rifles can not use these weapons from horseback as they were too were difficult to load and/or unwieldy to use whilst mounted.
9.19 PRIORITY TARGETS
The first sentence should read: Infantry, cavalry and artillery …

9.21 EXTREME RANGE

Rifle-muskets and breech-loaders were sighted to around 1000 yards but because of their high arcing trajectory and low ballistic capability it was extremely difficult to hit targets even with telescopic sights. However, in the hands of trained troops rifled muskets could be used to some effect at extreme battlefield ranges up to 500 yards. This option is available to all standing formed infantry, skirmishers and sharpshooters classed as Veteran, Elite or Crack shooting at standing targets in the open. Units firing at extreme range can not move in the same turn. Casualties are quartered if formed infantry are firing and halved if skirmishers or sharpshooters are firing. Veteran infantry cost 0.5 points extra if this option is used. Snipers can always shoot at extreme range at any target subject to the rules below.
	Range
	Extreme

	Rifle-musket or Breech loading rifle
	28 – 40 cms   [17 – 24”]

	Sniper Rifle
	36 – 65 cms  [ 31 – 40”]


9.22 Additional Weapon Types

In the scenarios I have included units that were equipped with armaments that have not been specifically included in the rules.  

a) Shotguns: represents low quality or short range weapons only useful at short range. Shotguns have an effective range only - which is 10cms [6”] but have a point-blank range of 5cms [3”]. At point blank range shotguns ignore negative modifiers for troop grade. For example Missouri militia do not suffer -2 modifiers for point-blank shotgun range. If the shooters are mounted, the shotgun can only be used at Point Blank but without modifiers for being mounted.
b) Pistols: have only a point blank range of 5cms [3”] and can use the “Pour it on” rules. Pistols can be used by mounted troops without any penalties for being mounted. All cavalry are assumed to be armed with one pistol. Some units have two or more and are marked in the lists as “pistol +”. If a unit has one pistol the figure multiplier is 1.5 and if the figures in the unit have 2 or more pistols, x2. Additional pistols cost 0.5 points. 
	RANGES:
	POINT-BLANK
	EFFECTIVE

	Pistol
	5cms [3”]
	-

	Shotgun
	5cms [3”]
	10cms [6”]


c) Additional artillery profiles: Howitzers were generally part of a battery, usually a pair of them per 6-pounder smoothbore battery. Many of the 6-pounder batteries in the scenarios include 12-pounder howitzers but for simplicity have been listed as “6-pounder smoothbore”. Sometimes whole batteries were fielded and I feel it is necessary to offer separate profiles for these weapons given their shorter rCnge but greater&effectiveness with canister. Other types of howitzer have also been included. Mortars have been listed and follow the Optional Siege Gun rules, 14.12.

	Additional Artillery Ranges

	Range
	Canister
	Shot -Effective
	Shot – Long

	12-pounder mountain howitzer
	0 – 16cm  [ 9”]

+4 modifier
	0 – 30cm [18”]
	31 – 60cm [19 – 36”]

	12-pounder howitzer 
	0 – 18cm  [10”]

+5 modifier
	0 – 35cm [21”]
	36 – 75cm [21 – 45”]

	24-pounder howitzer
	0 – 20cm  [12”]] 

+ 6 modifier
	0 – 40cm [24”]
	41 – 80cm  [25 – 48”]

	Trench Mortar
	NA
	0 – 25cms [15”]
	26 – 50cms[16” -30”]

	Siege Mortar
	NA
	20 – 50cms [12”- 30”]
	51 - 100cms [30” – 60”]


10.5 SKIRMISHING ABILITY

DEPLOYING BRIGADE SKIRMISH SCREENS

Any unit of 15 figures or smaller has the option to be deployed entirely as skirmishers – the brigade skirmish screen. Once deployed entirely as skirmishers the unit may not be deployed as a close order unit later in the battle.

SNIPERS

Although a modern term, “Sniper” has been used to define marksmen armed with target rifles equipped with telescopic sights. Snipers usually operated alone or in pairs. The following rules cover the use of snipers:
· Maximum of one figure per division or per sharpshooter unit. 
· A sniper operates as a unit of 1 figure. 
· Only a sniper can specifically target command figures (not sharpshooters as described).

· A sniper can not move and fire in the same turn.

· To shoot, a sniper figure rolls 2D6 to hit any figure within line of sight. He needs a double 6 to hit targets at Extreme Range (no half casualties) or any one of the two dice scoring a 6 at Long Range. (Note that a double six does not hit two figures or the same target twice.)

· Snipers can only be targeted by other troops (including artillery) who do not have other target priorities and have the sniper figure within the Effective Range of their weapons.
· Command figures hit by a sniper make an immediate roll on Table 13.3 “Risk to General”. Other figures hit are removed from their unit.

12.1 UNIT MORALE

Amend item 5 to read:
5. Fired in flank or rear by close order infantry or artillery at effective range or less.

Add the following items
8. Militia or Green troops receiving their first casualties in the battle.
9. Indians and stationary mounted troops receiving casualties from artillery fire.

