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About-Face, 52

- and disorder, 51


- not if charging, 60


- not if falling back, 79
Action Cards, 34-35

- neutral or national, 31

- no cards left in the deck, 32


- removing from the game, 36


- card cost for disorder, 51


- loss due to officer casualty, 93

Artillery


- basing, 11

- formations, 20


- breaking, 20, 22


- and obstructing terrain, 28-29


- fire, 38-40, 46


- and terrain, 41


- movement allowance, 50


- defending in combat, 69-70, 75


- falling back, 80


- leaving the table, 100


- in club games


- in the grand campaign, 140-41

"At Risk" (officer casualty), 92-93
Bridges, 26, 85-86

Cavalry


- mounting/dismounting, 58


- combat modifiers, 72
Changing Formation, 54-57

- mounting/dismounting CAV, 58


- for artillery, 59
Charge


- cover vs., 27, 29, 65


- who may charge, 60


- the charge move, 60-61


- and disorder, 61


- mandatory targets, 61


- contacting the enemy, 62


- rewards in Epic points, 96


- limits on US Colored units, 105

Cover


- definition, 27

- hill crest, 29

- vs. artillery fire, 41, 46

- vs. small arms, 43

- shooting from behind cover, 44

- in combat, 65, 71-72


- from field works, 109-110
Difficult terrain


- definition, 25-26

- and fire, 38, 46

- causing disorder, 51, 59, 61


- in combat, 69, 71


- when falling back, 80

Enfilade, 46
Engaged (in combat), 62-64

- marginally engaged, 68


- and combat resolution, 75


- and falling back, 79
Field Works, 109-111
Flank


- definition, 16-17

- on non-linear (bent) units, 19

- flank movement, 53, 100

- in combat, 63, 70


- falling back, 79
Fords, 25-26. 86-88
Formations

- legal/illegal, 14


- artillery, 20


- named formations, 15

Guidon, 55
Hand size, 31

Hills, 12-13


- when setting up the table, 85-86

- crests as obstructions, 29, 43

- fire modifiers, 46, 48


- higher elevation modifier, 72
"In Water," 25
Interpenetration

- and disorder (movement), 51, 53

- when charging, 61

- when falling back, 80

- in club games, 116-17
Interrupt cards, 35-36

- in club games, 117
Modifying cards, 34-35

- and movement, 53, 59

- special rules for US Colored units, 105
Morale Value (on cards), 34

- in fire phases, 47

- in combat, 73-74

- for limbers in combat, 75

Objective, 88

- and victory, 89

- and Epic points, 96

- in club games, 115, 119
Oblique movement, 52-53, 60

Re-Roll (definition), 8
Reshuffle, 32, 36

- CinC's bonus, 94
Retrograde, 53
Roads

- and bent units, 18, 56


- and bridges over rivers, 26


- and terrain choices, 84-86

Shattered Point, 89


- adjusting rules for, 103


- in multi-player games, 113
Smoke marker, 8, 38

- and charging, 60
Unit Quality, 13

- in the campaign, 95
Victory, 88-89

- disengaging, 101

- optional victory conditions, 103

Vulnerable, 70

Walls, 25-26

- as an obstruction to artillery, 41

- and small arms, 43-44


- in combat, 65


- and terrain choices, 84-86
Wheeling, 53

- at the start of a charge, 60

