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This document has been revised in 2016 as the author is planning to 1. AMERICAN CIVIL WAR CAMPAIGN RULES

produce some rules specifically for the Lissa Campaign. = 1.1 Playing Areas and Scales
We have retained some the data tables for shore defences that are = 1.2 Characters
applicable for use with Iron and Fire. = 1.3 Order of Play

= 1.4 American Civil War Bibliography
2. GUNNERY TABLES FOR SHORE DEFENCES




I—AMERICAN CIVIL WAR CAMPAIGN RULES

The following rules give some rough guidelines and rules for more
general multi player campaigns. They should be read in conjunction
with the Red River Blues solo campaign system also available as a
separate download sheet. Only the bare bones of the campaign are
presented - experience suggests that campaign organisers will tailor
the rules to suit their own preferences. In addition I would suggest
that anyone organising a campaign should examine as many of the
references as possible, particularly memoirs of serving officers, as
these often act as a ready source of random events and unusual
missions or circumstances for players to deal with. The American
Civil War abounds with stories of warships evacuating parties of
distressed civilians, transporting ‘ladies of the night’, surviving fire
and flood, encountering dynamite ‘accidentally’ left in piles of
captured coal - the list of unusual, embarrassing and downright
dangerous happenings is almost endless! As with most things in
life, the more effort that goes into this stage of the campaign the
more you and your players will be rewarded.

1.1 — Playing Areas and Scales

The conventional campaign is staged on a hex map, using a scale of
5 miles to one hex, and a time scale of 2 hours per turn. The area
covered by the playing area should be mapped out by the umpire in
advance, or based on historical topography. In particular the umpire
should note the location of strong currents, shallows, fords and
crossing points, and other items of interest. Sides with ‘local
knowledge’ can be given an advantage by having accurately laid
out maps, with their less knowledgeable opponents having maps
lacking in detail. Union commanders often planned campaigns on
the Western rivers using maps taken from newspapers and journals,
whilst charts of the islets and inlets on the Eastern Seaboard were
notoriously unreliable. The South, in contrast, was generally well
endowed with local boatmen who had grown up on the water and
who had unrivalled local knowledge.

1.2 Characters

State of origin

Roll D20 on the table opposite. This can be particularly interesting,
particularly where a character was born in a state which is now on
the opposing side (opportunities for role playing here, with smear
campaigns against those whose background is not as loyal as it
could be!).

1.3 — Order of Play

Each turn the players run through the following sequence:
Refuel and rearm

Conduct repairs

Write messages, deciding on method of transmittal
Telegraphic Transfer 1

Random event resolution

Plot movement.

Execute Movement

Check for opposing forces in same hex
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Resolve engagements

10 Telegraphic Transfer 2

11 Written message reception

These phases are discussed in detail below.

Roll Union Confederate
1-2 Maine Texas

3-4 Massachusetts Louisiana
5-6 New Jersey Mississippi
7-8 New England Alabama

9 New England Arkansas

10 Delaware Georgia

11 Virginia Florida

12 Pennsylvania Florida

13 Vermont South Carolina
14 Ohio South Carolina
15 Missouri North Carolina
16 Maryland North Carolina
17 Florida Virginia

18 South Carolina Virginia

19 Virginia Tennessee

20 North Carolina Maryland

Phase 1 — Refuel and Rearming

At the start of the turn players decide whether any of their ships
will be refuelling and rearming. Vessels that are doing so must
spend that turn at anchor or alongside, and may not move.

All ships use at least 1 point of fuel per turn, unless their boilers are
cold. Fuel usage depends on ship size, speed and efficiency of the
engines. Refer to the table below to determine fuel usage and
typical bunker capacity

Fuel Usage Table
Size | Cold |Idle |Upto % |Over % | Inefficiency | Bunker
speed Speed | Bonus Capacity*
A 0 1 1 2 +1 30/40
S 0 1 1 2 +1 40/75
M 0 1 2 3 +1 50/100
L 0 1 2 3 +2 60/110
VL |0 2 2 4 +2 80/120
* (Riverine/Open Ocean)

It will be noted that ocean going ships have proportionally larger
bunkers since they were expected to transit greater distances
without refuelling. This refers to their maximum capacity - once
engaged in operations on the rivers the amount of ready fuel was
likely to drop, and so it would be quite realistic to start a riverine
campaign with an ocean going vessel’s bunkers at 50 to 60%
capacity. Transports can carry a number of fuel points equal to their
original SP multiplied by 5.

Limitations also exist for ammunition. At the start of the game it is
assumed that each gun has 20 to 30 turns worth of ammunition
available for each gun. A ‘turns worth’ (hereafter referred to as a
‘round’) may be a single 15 shell, or several smaller shells, but
represents the amount of ammunition expended in a single game
turn. Transports can carry a number of rounds of ammunition equal
to their original SP multiplied by 5, but the type and number of




rounds for each type must be specified before the start of the
campaign. Space allocated to ammunition storage cannot be used
for the carriage of extra fuel.

Players may set up fuel and ammunition depots in their territory. As
for ammunition carried on transports the number of rounds for each
calibre of gun should be noted. Ammunition and fuel at depots is of
course available to the opposition if those depots are captured.
Scavenging of fuel and ammunition from shore batteries, towns or
captured ships takes at least one turn to complete, during which the
forces involved are immobile. The umpire must determine the local
availability of fuel and ammunition (the former depending on the
degree of habitation, local woods, etc., the latter usually depending
on the presence of enemy batteries or ammunition dumps). In
general scavenging should offer up 1d10 fuel points within a
particular hex on the first turn it is scavenged, with 1d6 on
subsequent turns. Umpires should allow two or more d10 rolls in
inhabited areas, but are also free to designate areas as ‘sparse’,
allowing no scavenging rolls at all.

Phase 2 — Undergoing Repairs

Repairable damage is limited to 50% of any damage inflicted (e.g.
if a ship suffers 10 damage points in an engagement, 5 will be
repairable. The remaining 5 points is permanently lost, or at least
within the confines of the campaign - more permanent repairs
would require the services of a dockyard).

Repairs may be conducted if the vessel is hove to. A minimum of
three campaign turns must be spent on repairs for progress to be
made. A group of three concurrent campaign turns spent making
repairs is referred to as a Repair Turn. Each Repair Turn allows:

e SP and BP damage up to 5% of the ship’s original points values
to be reinstated (or 10% if the vessel is at a dockyard or repair
facility.

e Repair rolls to be made for guns and other damage, up to a
maximum of 1 roll per 20 original SP or part (e.g. a ship with
25 SP can make 2 rolls).

"Other damage" includes knocked out guns, damaged boilers,
funnels, paddle wheels etc. Some damage may be irreparable, other
damage may be found to be irreparable as repairs progress. Burst
guns and boilers that were penetrated (Critical hits 4 and 16) cannot
be repaired by the ship's crew. Repairs to these items requires the
services of a dockyard (see below) For other items, roll on the table
below, with the numbers shown indicating the scores required for
success:

On a roll of 10 the damaged item is found to be irreparable,
requiring the services of a dockyard as for burst guns and
penetrated boilers, otherwise the item has not been repaired during
that repair turn. Note that it is possible for an item to be declared
irreparable after more than one attempt to fix it.

Ships may be docked to allow permanent repairs. This requires the
services of a dockyard (which may or may not be available, at the
discretion of the umpire). Repairs to guns and critical hits are
conducted as above (ignoring the effects of a roll of 10) but hull
damage is repaired at the rate of 1% of original SP and BP per day.
Note that in this case there is no rounding involved - the ship is left
in dock for a number of days, on completion of which the
proportion of damage repaired is calculated.

For example, a ship that suffered 45% damage could be
returned to service in near-perfect order after 45 days. If a
ship is in dock for more than a month it can be assumed
that all guns and critical hits have been repaired, to save
excessive die rolling.

Phase 3 — Write Messages, deciding on method of
transmittal

All communication with other players or remote commands is via
written orders and reports. These may be as long or as brief as the
players wish. Having concocted their reports they must declare how
the message is to be delivered. Options are by despatch boat,
mounted courier, pigeon, or by telegraph. The telegraph has its own
phase; the others are discussed below.

Despatch Boat

The message is allocated to a particular vessel, and is delivered to
the recipient in the Message Receipt phase of the turn in which the
vessel reaches them.

Pigeon Post

Pigeons can carry short messages (allow no more than 30 words)
back to prepositioned Headquarters which must be located in
advance, and which must have been established for some time.
Flight time is 1 turn per three hexes. Pigeons were, however,
vulnerable to snipers, troops looking for lunch, or the local wildlife
- roll a d6 per pigeon despatched. On a roll of 5 or 6 the pigeon has
been intercepted, and the message is lost. Note that the supply of
pigeons will be limited - say no more than 5 per flotilla, if they are
available at all.

Mounted Couriers

Mounted couriers travel at a speed of three hexes per turn. There is
a chance they will be intercepted by enemy patrols, get lost or are
otherwise delayed. Roll a d6 per message:

Roll Effect

1-3 Message arrives OK

4 Courier intercepted and message lost if enemy patrols are
Item Repairs by Ships Repairs at a Repair active, otherwise delayed 1 turn

Crew Facility 5 Courier gets lost - delayed 1 turn until message is delivered

Guns 1 1-2 6 Courier gets lost - delayed 1d6 turns until message is delivered
Boiler 1 1-3
Boiler valves 1-2 1-4
Other items 1-2 1-3

Items for which
repair rolls are
shown on the
critical hit table

All such damage apart from fire and flood is assumed
to be fixed following the end of an action. Rolls for
firefighting and flooding continue after the end of the
action until they are secured (fires out, flood
stemmed) or the ship sinks




Phase 4 — Telegraphic Transfer 1

Telegraphic transfer may be used if the wires are available. The
umpire should plot the location of wire stations and the routes of
the wires themselves. The use of the telegraph may allow multiple
messages to be passed, such as queries and replies, but again,
delays may be caused. For each message passed along a particular
wire, roll a d6. On a roll of 1-5 the message is passed immediately
to the recipient, but on a 6+ the message is delayed and is not
passed until the start of Phase 10, telegraphic Transfer 2. One is
added to the die for each message passed.

Phase 5 — Random Event Resolution

Before the start of play the umpire should generate a random event
table. This should be tailored to the specific conditions of the
campaign, but Table 11 of the solo campaign rules could be used as
is. Rolls for random events should be made once per day for each
flotilla.

Phase 6 — Plot Movement.

Movement of each flotilla or individual vessel is plotted on the
campaign map. Orders should be accompanied by a note on the fuel
used by each vessel and the available fuel remaining after
movement.

Phase 7 — Execute Movement.

Movement orders are passed to the umpire who plots the moves on
the map.

Phase 8 — Check for opposing forces in same hex.

If the movement of a ship or flotilla takes a vessel into a hex
occupied by enemy forces, whether on land or afloat, the umpire
should check for the possibility of an encounter. These will usually
be automatic unless there is some element of restricted visibility,
for example a vessel attempting to pass a battery at night or in fog.

Phase 9 — Resolve Engagements.

Any encounters that lead to combat are transferred to the tabletop
and the resulting action fought to a conclusion. Particularly long
actions may allow the movement of reinforcements to assist on
subsequent campaign turns.

Phase 10 — Telegraphic Transfer 2.

Any telegraphic messages that were waiting to be delivered from
Phase 4 are delivered now.

Phase 11 — Written Message Reception.

Written messages that reach their destination are handed to the
recipients now. Note that if a message was intercepted or otherwise
lost neither the recipient nor the sender are informed of the fact
until the game is concluded.
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A TYPICAL FORTRESS

Mound Battery

100 200 300 400 500

Key to Armament
8” Rifle

7” Rifle

6.4” Rifle

10” Smoothbore
8” Smoothbore
6.4” Smoothbore
4.2” Smoothbore

5/0

Yards

Fort Fisher, depicted in the diagram above, was an earthwork fort
on the Cape Fear River, near Wilmington. The fort has been
divided into 11 sections, each shown as a shaded oval. The Armour
Thickness of each section is shown as two numbers, e.g. 6/0.

This means the battery has an AT of 6 when under fire from direct
fire weapons, but an AT of 0 overhead (all the guns were mounted
en barbette).




2 — GUNNERY TABLES FOR SHORE DEFENCES

The capabilities and characteristics of the shore-based guns are
somewhat distinct from the more modern pieces used on ships.

Which Edition of the Rules ?

If you are using an edition prior to the 3rd Edition, you should use
the two Gunnery Tables 1 and 3 for shore defences below.

Gunnery Table 1 - Hitting the Target

If you are using the 3rd Edition of the Rules please use the table at
the bottom of the page (which is also labelled 3rd Edition). The
effective values in the table below are the same as those above, but
in the 3rd Edition the way you roll to hit is reversed so that the
scores shown are the minimum required.

Gunnery Table 3 - Penetration

Mortars o"- |5"- |10"- |[15"- |20"- |25"- |30”- |40”- Mortars | 0"- |5"- |10"-|15"-|20"-|25"-|30"- | 40”- | Damage
5" (10" [15" |20 [25" |30 |40” |50~ 5" {10 | 15" |20" |25" |30" |40” |50” | Value

30pdr Mortar 30pdr 5

see main rules for details of mortars see main rules for details of mortars

60pdr mortar 60pdr 10

Howitzers Howitzers

7pdr Field 8 7 5 Tpdr Field |2 2 2 2 2 2 2 2 1/1

Howitzer Howitzer

10pdr Howitzer |8 |8 |6 Special rules up to 607 10pdr 2 |2 2 |2 |2 |2 |2 |2 |

30pdr Howitzer |8 8 30pdr 2 2 2 2 2 2 2 2 12

Rifles Rifles

7pdr shell gun | 8 7 5 3 — — — — 7pdr shell |1 1 0 0 — | — |— |— |1

12pdr RBL 8 8 6 5 3 1 — — 12pdrRBL | 1 1 1 0 0 0 — |— |12

24pdr RBL 8 8 7 6 4 2 — — 24pdrRBL |5 4 4 4 3 3 — |— |23

30pdr RML 8 8 7 6 5 3 — — 30pdrRML |5 5 5 4 4 3 — |— |24

Smoothbores Smoothbores

6pdr 8 7 5 3 — — — — 6pdr 3 3 2 1 — |— |— |— |11

12pdr SBM 8 8 6 3 1 — — — 12pdr SBM |3 3 2 2 1 — |— |— |12

18pdr SB 8 8 6 3 1 — — — 18pdr SB |4 4 3 3 2 — |— |— |23

24pdr ML 8 8 6 4 2 — — — 24pdr ML |4 4 4 3 3 — |— |— |3/5

48pdr SBM 8 8 6 4 2 — — — 48pdr SBM |5 4 4 3 3 — |— |— |2/

Gunnery Table — Shore Defences — 3rd Edition

Mortars 5” ‘ 10” ‘ 15”7 ‘ 207 ‘ 25” ‘ 30” ‘ 40” ‘ 50” DR

30pdr 5

60pdr see main rules for details of mortars 10

Howitzers 5” 10” 15” 207 ‘ 25” ‘ 30” ‘ 40” ‘ 50” DR

7pdr Field Howitzer 3+/2 4+/2 6+/2 1/1

10pdr Howitzer 3+/2 3+/2 5+/2 Special to 60/ Pen 2 1/1

30pdr Howitzer 3+/2 3+/2 5+/2 12

Rifles 5” 10” 15” 207 25” 30” 40” 50” DR

7pdr shell gun 3+/1 4+/1 6+/0 8+/0 — — — — 1/1

12pdr RBL 3+/1 3+/1 5+/1 6+/0 8+/0 | 10+/0 — — 172

24pdr RBL 3+/5 3+/4 4+/4 5+/4 7+/3 9+/3 2/3

30pdr RML 3+/5 3+/5 4+/5 5+/4 6+/4 8+/3 2/4

Smoothbores 5” 10” 15” 207 25” 30” 40” 50” DR

6pdr 3+/3 4+/3 6+/2 8+/1 — — — — 1/1

12pdr SBM 3+/3 3+/3 5+/2 8+/1 | 10+/1 — — — 172

18pdr SB 3+/4 3+/4 5+/3 8+/3 | 10+/2 — — — 2/3

24pdr ML 3+/4 3+/4 5+/4 | 74/3 9+/3 — — — 3/5

48pdr SBM 3+/5 3+/4 5+/4 7+/3 9+/3 — — — 2/5




