PC-Based Military History Simulation:

Overview of Rules, Routines Governing Play, Tactics, and Teaching Points
As a small group versus a small group, in head-to-head play, or as human versus the simulation's Artificial Intelligence (AI), you may play Scenario 1: "First Contact!" of the Talonsoft® Gettysburg: Battleground 2 (v1.34) PC-based simulation.  In general terms, this scenario covers the meeting engagement on the morning of July 1, 1863 that began the three-day Battle of Gettysburg.

The simulation's "Notes" describe Scenario 1 as follows:

"July 1, 1863

7 Turns--------------------[Historical]------------------9:00 a.m.: As the brigades of brigadier generals James J. Archer and Joseph R. Davis, the leading elements of Major General Henry Heth's Confederate infantry division, advanced toward Gettysburg, they encountered the screening force of Brigadier General John Buford's Union cavalry division.  For almost an hour they skirmished along Herr's Ridge in the drizzling rain.  Outnumbered, Buford eventually pulled Colonel William Gamble's troopers back to McPherson's Ridge and ordered Colonel Thomas C. Devin to cover his right.  The question now became: could they hold this position until reinforcements arrived?"

Below are several tables to assist in conducting the simulation.  The first two present the units and leaders available to the Federals.  The unit table conveys the organizational, strength, movement, and fire data of the Federal infantry, artillery, and cavalry units.  Similarly, the leader table presents the name, leadership quality, and availability of the Federal commanders.  The next two tables do the same for the Confederate forces and leaders.  The last table identifies the Objective Hexagons (shortened to hex(es)), the side that initially controls them, and their numerical value.

NOTE:  The play of this scenario is about two things: Controlling Objective Hexes and "destroying" enemy units and leaders!  The simulation determines the winner based on a point total, expressed as either a positive or negative number, and derived as the result of capturing hexes and/or destroying the enemy.  In this scenario, the Confederates are the “First Side,” and the Victory Status begins as a “Rebel Major Defeat.”  (For the fullest understanding of the rules and routines of play, see the hardcopy Player's Guide and/or the on-line Main Program in the Help drop-down menu.
	Leader USA
	Unit
	Strength
	Range
	Move
	Quality
	Fatigue
	Weapons
	Status
	Facing

	Cutler
	76th NY Inf
	375
	5
	12
	B
	0
	R
	9:20AM
	Col

	Cutler
	84th NY Inf
	325
	5
	12
	B
	0
	R
	9:20AM
	Col

	Cutler
	95th NY Inf
	250
	5
	12
	B
	0
	R
	9:20AM
	Col

	Cutler
	147th NY Inf
	375
	5
	12
	B
	0
	R
	9:20AM
	Col

	Cutler
	56th PA Inf
	250
	5
	12
	B
	0
	R
	9:20AM
	Col

	
	
	
	
	
	
	
	
	
	

	Devin
	3rd WV Cav
	50
	3
	12
	B
	0
	C
	--
	Line

	Devin
	6th NY Cav
	175
	3
	12
	B
	0
	C
	--
	Line

	Devin
	9th NY Cav
	275
	3
	12
	B
	0
	C
	--
	Line

	Devin
	17th PA Cav
	350
	3
	12
	B
	0
	C
	--
	Line

	Devin
	A/2nd US Btry
	6
	18
	24
	B
	0
	T
	--
	Unlim

	
	
	
	
	
	
	
	
	
	

	Gamble
	12th IL Cav
	175
	3
	12
	B
	0
	C
	--
	Line

	Gamble
	8th NY Cav
	450
	3
	12
	B
	0
	C
	--
	Line

	Gamble
	8th IL Cav
	350
	3
	12
	B
	0
	C
	--
	Line

	Gamble
	3rd IN Cav
	225
	3
	12
	B
	0
	C
	--
	Line

	
	
	
	
	
	
	
	
	
	

	Meredith
	19th IN Inf
	300
	5
	12
	A
	0
	R
	9:20AM
	Col

	Meredith
	24th MI Inf
	500
	5
	12
	A
	0
	R
	9:20AM
	Col

	Meredith
	2nd WI Inf
	300
	5
	12
	A
	0
	R
	9:20AM
	Col

	Meredith
	6th WI Inf
	350
	5
	12
	A
	0
	R
	9:20AM
	Col

	Meredith
	7th WI Inf
	375
	5
	12
	A
	0
	R
	9:20AM
	Col

	
	
	
	
	
	
	
	
	
	

	Wainwright
	2nd Btry/ME Light
	6
	18
	2
	B
	0
	T
	9:20AM
	Lim

	
	
	
	
	
	
	
	
	
	

	Buford
	Supply Wagons
	6
	--
	10
	--
	--
	--
	--
	Col

	Wadsworth
	Supply Wagons
	6
	--
	10
	--
	--
	--
	10:00AM
	Col


	Leader USA
	Unit
	Army
	Command
	Leadership
	Movement

	COL Gamble
	1st Brig/1st Div/Cav Corps
	AOP
	E
	B
	12

	COL Devin
	2nd Brig/1st Div/Cav Corps
	AOP
	E
	B
	12

	BG Buford
	1st Div/Cav Corps
	AOP
	C
	B
	12

	BG Meredith
	1st Brig/1st Div/I Corps
	AOP
	D
	B
	12 (9:20AM)

	BG Cutler
	2nd Brig/1st Div/I Corps
	AOP
	E
	B
	24 (9:20AM)

	BG Wadsworth
	1st Div/I Corps
	AOP
	D
	B
	14 (9:20AM)

	MG Reynolds
	I Corps
	AOP
	C
	B
	12


	Leader CSA
	Unit
	Strength
	Range
	Move
	Quality
	Fatigue
	Weapons
	Status
	Facing

	Archer
	5th AL Inf Bn
	125
	5
	2
	C
	0
	R
	--
	Line

	Archer
	13th AL Inf
	300
	5
	9
	C
	0
	R
	--
	Line

	Archer
	1st TN Inf
	275
	5
	9
	C
	0
	R
	--
	Line

	Archer
	7th TN Inf
	250
	5
	9
	C
	0
	R
	--
	Line

	Archer
	14th TN Inf
	225
	5
	9
	C
	0
	R
	--
	Line

	
	
	
	
	
	
	
	
	
	

	Brock'brough
	22nd VA Inf Bn
	250
	5
	8
	C
	0
	R
	9:20AM
	Col

	Brock'brough
	40th VA Inf
	250
	5
	8
	C
	0
	R
	9:20AM
	Col

	Brock'brough
	47th VA Inf
	200
	5
	8
	C
	0
	R
	9:20AM
	Col

	Brock'brough
	55th VA Inf
	275
	5
	8
	C
	0
	R
	9:20AM
	Col

	
	
	
	
	
	
	
	
	
	

	Davis
	2nd MS Inf
	500
	5
	9
	D
	0
	R
	--
	Line

	Davis
	42nd MS Inf
	575
	5
	9
	C
	0
	R
	--
	Line

	Davis
	55th NC Inf
	650
	5
	9
	C
	0
	R
	--
	Line

	
	
	
	
	
	
	
	
	
	

	Pettigrew
	11th NC Inf
	625
	5
	12
	C
	0
	R
	9:20AM
	Col

	Pettigrew
	26th NC Inf
	850
	5
	12
	B
	0
	R
	9:20AM
	Col

	Pettigrew
	47th NC Inf
	575
	5
	12
	C
	0
	R
	9:20AM
	Col

	Pettigrew
	52nd NC Inf
	550
	5
	12
	C
	0
	R
	9:20AM
	Col

	
	
	
	
	
	
	
	
	
	

	Pegram
	Crenshaw Btry
	4
	12
	12
	B
	0
	N
	9:00AM
	Lim

	Pegram
	Fred'burg Btry
	4
	12
	12
	B
	0
	N
	9:00AM
	Lim

	Pegram
	Letcher Btyr
	4
	18
	12
	B
	0
	T
	9:00AM
	Lim

	Pegram
	Pee Dee Arty
	4
	18
	12
	B
	0
	T
	--
	Unlim

	Pegram
	Purcell Arty
	4
	12
	12
	B
	0
	N
	9:00AM
	Lim

	
	
	
	
	
	
	
	
	
	

	Heth
	Supply Wagons
	8
	--
	10
	--
	--
	--
	9:40AM
	Col


	Leader CSA
	Unit
	Army
	Command
	Leadership
	Movement

	BG Pettigrew
	1st Brig/Heth's Div/III Corps
	ANV
	D
	C
	24 (9:20AM)

	COL Brockenbrough
	2nd Brig/Heth's Div/III Corps
	ANV
	E
	C
	20 (9:20AM)

	BG Archer
	3rd Brig/Heth's Div/III Corps
	ANV
	E
	D
	12

	BG Davis
	4th Brig/Heth's Div/III Corps
	ANV
	E
	C
	9

	MG Heth
	Heth's Div/III Corps
	ANV
	D
	B
	24


	Objective Hexagons
	Initial
	Value

	(13,11) McPherson's Ridge
	US
	200

	(18,12) McPherson Farm
	US
	700

	(20,15) McPherson's Ridge
	US
	200


Legend:
For units, "Leader" and "Unit" are self-explanatory.  "Strength" for infantry and cavalry units indicates the number of soldiers, while for artillery units it indicates the number of cannon.  "Range" and "Movement" are measured in hexes.  "Quality" ranges from A through F.  "Fatigue" is expressed as a numerical value from 0 through 6.  "Weapons" are indicated as follows: C--Sharps and Burnside Carbine; N--12-pounder Napoleon; R--Rifled Musket; T--Rifled Cannon.  "Status" refers to whether a unit starts the scenario on the map and is thereby free to move from the beginning, or whether a unit enters the map as a reinforcement at a given time on a given turn and only then may move freely.  In the case of reinforcements, the entry time is indicated.  "Facing" indicates whether an infantry or cavalry unit is in line of battle or column of march, or whether an artillery battery is unlimbered or limbered.

For leaders, "Unit" refers to the brigade, division, or corps that they command.  "Army" indicates the named Union or Confederate army with which each unit and leader served.  "Command," expressed as A through F, refers to the leader's ability to rally disrupted units under his command.  "Leadership," expressed the same way as Command, indicates a leader's ability to rally routed units under his command.  "Movement" refers to how far a leader can move and, if he comes on the map as part of reinforcements, when he arrives.

For "Objective Hexes," the first column indicates the map location, expressed as X-axis/Y-axis coordinates, and the nearest geographic landmark.  "Initial" refers to which side initially controls the hexagon.  "Value" indicates the Victory Point value of that hexagon.

The rules for the simulation are organized so that play occurs in Game Turns, each composed of two Player Turns divided into four identical Phases: Movement Phase, Defensive Fire Phase, Offensive Fire Phase, and Melee Phase.  In Scenario 1, the Confederates go first, and the burden of attack is on them.  The Confederate side will conduct movement.  In response, the Union side will execute defensive fire.  Next the Confederate side will conduct offensive fire, followed by melee (or close-order fighting) at a range of and for control of one hex.  Thus ends the Confederate player turn of the first overall game turn.  To finish the game turn, the Union side will complete its player turn, which will end the game turn.  Play proceeds in like manner until the scenario is finished, after the completion of the 7th game turn, when the simulation will calculate victory, expressed as a positive or a negative number and equated to one of the following five victory results: Confederate (because of its designation as "First Side") Major Victory, Minor Victory, Draw, Minor Defeat, or Major Defeat.

The Game Map, Suggested Tactics, and Teaching Points:

The last item below is a bitmap showing the initial setup for the simulation.  Students may use the map to gain passing familiarity with the terrain, the hexagonal grid for regulating fire and movement, and the look of the forces.  The map scale is 125 yards per hex, or fourteen hexes per U.S. mile.  The weather is not a factor in this scenario, and only landforms and groundcover limit the line-of-sight and range of the weapons.  The map below is rendered in its two-dimensional form, which is useful for planning purposes, but play is better conducted with the map in its three-dimensional setting.  This setting permits the greatest understanding of the terrain and the movement of units upon it.  The scenario begins with two brigades of Confederate infantry occupying Herr's Ridge in line-of-battle supported by one unlimbered Confederate artillery battery.  East along the Chambersburg Pike and across the valley of Willoughby Run is McPherson's Ridge, so named for the McPherson farm, which sits astride the pike.  Directly south of the farm is the large triangular McPherson's Woods.  Dismounted and dispersed along the ridge are two Union cavalry brigades.  The three victory-point hexes total 1,100 points and are indicated by U.S. flags, which would change to Confederate flags if those hexes were last occupied by a unit from that side.  The McPherson farmstead, at 700 points, is the most valuable hex in the scenario and one for which fighting will eventually occur.  Across the entire map, there is little ground cover, and the gentle and open slopes of McPherson's Ridge offer scarce cover and concealment for either attacker or defender.  That the Chambersburg Pike leads directly from the Confederate starting position on Herr's Ridge to the high-value McPherson farmstead hex suggests that the scenario could be fought as a simple frontal assault in that direction; however, that need not be the case.

Given that the scenario is only seven turns long, time is of the essence for the Confederate side.  The map below indicates a variety of maneuvers that might be tried.  In short, the Confederate side should consider advancing to contact along the Chambersburg Pike with a brigade of infantry and thereby fixing some portion of the Union cavalry in place.  Considering the great effectiveness of cavalry carbines at short range, the Confederate side would do well to stand off at a range of four to five hexes and attempt to maintain contact by fire, if not in body.  Using its initial artillery battery and some of its reinforcing ones, the Confederate side could conduct effective ranged fire from Herr's Ridge toward the Union cavalry across the way on McPherson's Ridge, perhaps focusing on bringing counter-battery fire on the Union battery occupying the McPherson farmstead.  With the remaining infantry brigade, all infantry reinforcements, and a few batteries of reinforcing artillery, the Confederate side could maneuver to the south along Willoughby Run and toward the left of the Union line, where there is sufficient room to envelop that flank.  Using McPherson's Woods and the Herbst farmstead orchard to provide cover and concealment, there are three points along Willoughby Run where a crossing might be forced, the Union left enveloped, and direct pressure brought against victory-point hexes.  Those points, in order of preference, are numbered on the map below.  Crossing the run at point #1 would take the greatest amount of time but benefits from more cover and concealment during the maneuver and gains access to the Union left flank via a Herbst farm road that provides the greatest space for exploiting that flank.  The risk, however, is that crossing the run far away from the fixing attack might take the two wings of the Confederate side's overall maneuver out of supporting distance of one another.  Crossing at point #2 would take less time and brings the leftmost victory-point hex under pressure sooner, but suffers from lack of maneuver space and a more constricted and difficult crossing of the run.  Crossing at point #3 would take the least amount of time, benefits from considerable cover and concealment from McPherson's Woods, and brings the most valuable victory-point hex under pressure from a favorable angle.  Those benefits notwithstanding, the high cost of movement through woods might give the Union side time to mount a defense there, bring infantry reinforcements into the fight, and turn the whole scenario into a battle of attrition in McPherson's Woods.  Whatever scheme of maneuver the Confederate side chooses, it must move fast, strike hard, and finish rapidly in order to garner enough victory points to win the scenario.

Union tactics are more obvious.  The principal task of the Union side is to fight tenaciously for the three victory-point hexes, especially the center and highest value one at the McPherson farmstead.  In doing so, however, the Union side should strike a balance between holding those hexes and suffering attrition at the hands of the more numerous Confederate infantry and much more numerous Confederate artillery.  As the Confederate side advances, in particular straight down the Chambersburg Pike, the Federal cavalry units should not only hold the high ground at the McPherson farmstead but also try to establish a skirmish line north of and parallel with the pike and not more than three hexes from it.  In this way, the Union side can inflict heavy casualties on the Confederate infantry from close range with carbines.  As Federal reinforcements arrive along the eastern edge of the map in the vicinity of the Chambersburg Pike, they should be sent straight ahead to fight for possession of the McPherson farm or to the southwest, to the left of McPherson's Woods, to try to stop the likely Confederate envelopment coming across Willoughby Run from that general direction.  Whether defending to the north or south of the woods, the Union side must observe the conventions of nineteenth century warfare that are well portrayed in this simulation.  For example, the Federal infantry and cavalry regiments should maintain a continuous line of battle, one in which the left and right of each unit is in contact with or within supporting distance of the flank of another such unit.  As a result, all of the ground to the front of these units, especially where there is open terrain, can be turned into a killing field.  In the linear warfare style of the late gunpowder era, the Confederate side will often have to advance over open ground in the face of effective long-range infantry fire and murderous short-range cavalry and artillery fire.
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