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33. GLOSSARY

Numbers refer to the rules which explain the terms.
Alert: Union units become alert during the first four turns of April
6. Their abilities are inhibited until they become alert (19).
Alert 1, Alert 2: Two possible statuses of Union units, indicating
less than full alertness.
Assault: A melee attack (11).
Attack: A fire or assault against an enemy unit.
Blocked: Retreats are blocked by impassable terrain or units. Line
of sight is blocked by anything the firer cannot see through (10).
Brigade: The basic unit of infantry, represented by two counters
(2.32).
Clear: A line of sight not blocked by obstacles is clear (10).
Cohesion Step: A measure of damage inflicted on a unit in-com-
bat (12.1).
Column Shift: A modification to melee odds (11.6).
Combat Unit: An infantry, cavalry, or artillery unit (2.3).
Command Allowance: The number of brigades an army com-
mander may control each turn (6.54).
Command Control: Units must be in command control to move
normally (6.5).
Controlled Hex: A hex in a unit's Zone of Control (7.1).
Corps: A group of divisions in the Confederate army (3.2).
Division: A group of brigades in either army (3).
Effective Morale Rating: Morale rating as modified for leader-
ship, losses, and special situations (12.35).
Enfilade: Fire through a target's flank or rear (9.41).
Facing: A unit’s orientation within its hex (5).
Flank: The hexes directly to a unit's sides (5.1).
Flank Attack: A special kind of melee attack (11.61).
Forced March: Extra movement by a unit which spends its entire
move on roads (6.4).
Formation: The generic word for either a division or a corps, i.e.,
an organization which includes several units in the game.
Front: The hexes directly in front of a unit (5.1).
Game-Turn: The basic unit of time in the game, comprising one
player-turn for each side (4).
Johnston’s Attack: A special option available once per game to
the Confederate player (17).
Involuntary Retreat: A retreat forced upon the player (13.11).
Landing Hex: Three hexes on the Tennessee River are steam-
boat landings; Union reinforcements arrive there (2.28).
Leader Unit: A counter representing a general and his staff (2.34).
Leadership Rating: A number representing a leader’s abilities
(2.35).
Line of Sight: A path of hexes from firing unit to target unit (10).
LOS: Line of Sight (10).
Modifier: An addition to or subtraction from a die-roll (2.4).
Morale Check: A test to see whether a unit loses cohesion, depen-
ding on its morale value (12.3).
Move: The path of hexes a unit passes through in its movement
phase.
Movement Allowance: A quantification of a unit’s ability to move
(6.11, 6.27).
Movement Points: A unit’s movement aliowance is expressed
in movement points (6.11, 6.27).
Odds Computation Chart: An aid in figuring melee odds.
Passable: Passable terrain is that which land units can move into
or through (2.21).
Phase: The basic subdivision of a turn (4).
Player-turn: One half of a game-turn (4.1).
Range: The distance of a target from a firer (9.3).
Rating: A quantification of a unit’s fire, melee, or morale strength
(2.33).
Recovery: The process through which units regain cohesion steps
(15).
Recovery Allowance: The number of extra steps General Grant
allows Union units to recover each turn (15.4).
‘Repl’: Replacement leader (16.4).
Retreat: The movement of a unit towards its army’s rear area
because of losses, etc. (13).

Retreat Before Fire: A voluntary retreat by an artilfery unit in its
defensive fire phase (9.9).

Retreat Before Melee: A voluntary retreat to avoid melee com-
bat (11.4).

Road Movement: The use of roads to reduce movement costs
(6.3).

Shelling: A form of attack by a gunboat (27.22).

Shock: An unalerted Union unit suffers shock when a Confederate
unit first moves adjacent to it (19.3).

Stacking: Placement of more than one unit ifthe same hex (8).
Start Line: A line printed on the map, indicating where to set up
in the “Hornet’'s Nest’’ scenario (10 a.m.).

Step Loss: see cohesion step.

Trail: A woodland path which aids in movement and command
control (2.26).

Turn: see game-turn,

Unalerted: The state of Union units at the beginning of April 6,
in which they cannot function (19).

Voluntary Retreat: A retreat made voiuntarily by the player to avoid
combat (13.12).

ZOC: Zone of Control (7).

DESIGN NOTES

I took up Shiloh as a design topic out of a desire to attempt a
playable, one-map Civil War game (having spent the past several
years working on Terrible Swift Sword-variations-on-a-complex-
theme). Surprisingly, even with the plethora of Gettysburg and Bull
Run games there was no viable one-map game on Shiloh. Previous
games were either too small and simplistic, or too large and
detailed, or had historical errors so humorous that one could con-
struct TV blooper shows around them. Considering the importance
of the battle, it seemed a shame to waste such a financially
rewarding design opportunity.

The map and order of battle are based on my research for Bloody
April (2 much more complex simulation of the battie). Briefly, most
maps of Shiloh in the various books were drawn around 1890 and
are not quite accurate, in that they show the river at low tide. At
the time of the battle the Tennessee was practically flooded, which
altered the course of the river bank and some of its streams. Also,
no two maps agree entirely on the many trails and so-called roads
that criss-crossed the area. Some of the game map's roads and
trails are amalgamations of historical roads, a necessity born of
the scale and map size.

I would also have preferred to use a different method of
simulating changes in terrain level, but was unable to come up
with a system that would be simple enough for the level of game
| was attempting. Moreover, a detailed representation of terrain
levels would have had little value: it would mostly affect line of
sight, but given the incredible undergrowth guns can’t fire more
than a couple of hexes distance in most instances anyway.

The unit scale | tried first was brigades. That simply didn’t work
as there were too few Union counters tb cover their rather extended
initial line. Granted, the Confederates did achieve some good
break-throughs with their surprise attacks, but in most places the
Union was able to fall back and at least reform lines. With brigade-
level units the Rebels advanced like running water through a Swiss
cheese. The first solution attempted was to go with double-sized
counters; however, running into the same troubles with that con-
cept as in my Murfreesboro game | then changed to demi-brigades.
That worked, although it did lengthen the playing time of the game
considerably. This latter problem was solved when intrepid
developer Jon Southard streamlined the combat rules and com-
bined separate ‘fatigue’, ‘disruption’, ‘step loss’, and ‘straggling’
into the single ‘cohesion loss.’ (After severai days on stale bread
and stagnant water | joyfully concurred).

Any Shiloh game will - or should - tend toward long play time,
regardless of the level of simulation complexity. Why? it's a two-
day battle and it's a head-on collision between two full armies,
with lots of decisions to make for each player. In that sense Shiloh
is not a beer-and-pretzels special. Using all the advanced rules









