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attacker die roll modifiers
+1 if attacker did not move during turn
-2 if attacker force marched during turn

+1 if attacker chooses pitched battle
defender die roll modifiers

+1 if defender did not move during turn
+1 if defender chooses pitched battle

+3 if defender is entrenched
-1 if defender chooses withdrawal
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3. percentage table
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4. combat results table
number of strength points committed
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combat results table die roll modifiers
+? Leader combat bonus

+1 if pitched battle is chosen
-1 if withdrawal is chosen

1. combat options table
defender's option

Probe

attacker's
option

assault
pitched

1
pitched

2
UNL

1
stand

2
2

1
withdraw

1
1

must be in supply to choose this option

sequence of play

A. Replacement Phase (both players)
1. Apply Replacements

2. Place Reinforcements

B. determine initiative (1-5: Initiative Player; 6: Opponent)

C. First Action (selected by initiative holder)
1. Determine # of ranking leaders to activate

2. For each activation:

i. determine movement points (end phase on roll of 12)

ii. move units, including:

* Bridge/Rail Destruction

* devastation (1864 scenarios only)

* enemy reaction movement

III. flip active unit to reverse side

D. second action (repeat steps by other player)
E. combat (stacked units)

G. end of turn activities
F. morale recovery

1. Record victory points

2. flip moved units to front side

4. advance turn marker

3. check lincoln track and note effects


