War Between the States Variant Campaign Game

By Michael A. Dye

The variant campaign game box and rules are an attempt by the author to correct some design errors in the original War Between the States game rules as well as to create additional realism in the game.  The following rules can all be used together or in any combination the players wish.  I would like to have feedback on these rules as well as your suggestions on other improvements to the original game.  You can email your comments to either madyev82@aol.com or madye@fuse.net 

The Game Map:
There were a few rail lines that were left off the original map and these have been added to the variant map.  Specifically the rail line that ran approximately between hexes B6024-6027 was added as well as the railroad spurs that ran into Ft. Gaines, GA in hex B5121 and Columbus, MS in hex B3511.  The results of these changes is that the following cities are now considered Confederate supply cities:  Columbus B3511; Ft. Gaines B5121; Chattahoochee; Tallahassee; Jacksonville.  Jacksonville is now also considered a port city.

The Confederate Navy:
A comparison of the scenarios and the counter limits for the Confederate Navy shows that it is impossible for the Confederate player to build a Navy equal to what they had in the 1862 or 1863 scenarios.  Therefore the number of River Flotillas and River Transports available have both been increased from 2 to 4.

[4.0] SEQUENCE OF PLAY
The General Rule states that each Game-Cycle is composed of a Strategic-Turn, followed by four successive Game-Turns.  The Strategic-Turn consists of the Siege Phase, the Production Phase, the Supply and Consumption Phase and the Political Interaction Phase.  The results of the above is that units that begin the game outside the chain of supply and with no supply present with them are subject to attrition and possible elimination before the first Game-Turn has begun.  Therefore, during the first Strategic-Turn of the game, each player may forego the Supply and Consumption Phase.  This will allow units which begin the game outside the chain of supply the opportunity to move onto the chain of supply prior to having to check for supply consumption.

[21.0] PRODUCTION
As was pointed out in Fire & Movement #12, when a comparison is made of the campaign game starting forces of each side with the 1862 scenario starting forces and the amount of supply that is generated during that time, it is discovered that there is a serious deficiency in the amount of supply that can be generated in the campaign game which results in neither side being able to build a force as large as the 1862 starting forces.  To offset these deficiencies, the Confederate Campaign setup includes Forts Morgan in hex B3627 and Pulaski in hex C4511.  Each fort also has a 1 sp garrison.  Additionally, the Confederate player may build a fortress in the city of Richmond free of supply point cost.  The Union player may build a fortress in Washington D.C. free of supply point cost.  Additionally, the Union player receives an additional 25 supply points per cycle from cycle 7/61 through cycle 1/62 to use as he sees fit.

[21.3] CONFEDERATE SUPPLY GENERATION

Additional Supply Cities:

The rules allow River and Naval Transports to broadcast supply to units from supply sources during Strategic-Turns.  There appears to be no reason why the same transports could not be used to transport supply from one city on a water route to another for supply city calculation. Therefore, the following cities/towns are considered Confederate supply cities so long as the Confederate player has River Transports plying the rivers to carry supply from those cities/towns to cities with rail lines connected to major cities.  The route traced must be free of any Union River or Naval Flotillas for the city/town to be eligible to contribute supply.

Galveston B0132, Sabine City B0729, Shreveport B0815, Alexandria B1421, Little Rock B1705, Natchez B2020, Bayou Sara B2024, Akansas Post B2108, Port Hudson B2125, Baton Rouge B2126, Helena B2405, Yazoo City B2514, Biloxi B3227.

[21.31] Confederate Major Cities:

The errata for Rules section 21.31 (Confederate Major Cities) specifically state that "Besieged Confederate Major cities do not function for Confederate Production". I interpret this to mean that if the city is besieged that it can do nothing towards production, not even draw supply, even if a Department is located in that city. Note the rules also state that Departments may only function if they are un-besieged. However, there is nothing in the rules that state how a city may be besieged, only forts, leaving the problem with how a major city that doesn't have a fort on it becomes besieged.  Use the following to determine if a major city is besieged: 

Nashville: Nashville becomes besieged if the Union player 1) cuts the rail lines leading from Nashville to all other Confederate supply cities, 2) has a river flotilla on the Cumberland River to prevent supply from arriving via that route and 3) has units next to the city of Nashville. 

Memphis: Memphis becomes besieged if the Union player 1) cuts the rail lines leading from Memphis to all other Confederate supply cities, 2) has a naval or river flotilla on the hexside separating Memphis from Marion, AK or has units in Marion and a flotilla in either of the hexsides next to Memphis and 3) has units next to Memphis. 

New Orleans: New Orleans becomes besieged if the Union player 1) cuts the rail lines leading from New Orleans to all other Confederate supply cities (note: If the Confederate player has a river transport in Lake Pontchartrain then the rail leading from N.O. to Brookhaven would need to be cut at hex B2527 or further north, or the Union player could send in a river flotilla and kill it. River flotillas & transports can enter the lake even though Naval flotillas and transports can't), 2) has a river or naval flotilla in the Mississippi river hexside on the south side of New Orleans, 3) has a river or naval flotilla positioned to block supply coming in via Lake Pontchartrain (hex B2828), 4) has units next to New Orleans. 

Atlanta: Atlanta becomes besieged if the Union player 1) cuts the rail lines leading from Atlanta to all other Confederate supply cities, 2) has units next to Atlanta. 

Richmond: Richmond becomes besieged if the Union player 1) cuts the rail lines leading from Richmond to all other Confederate supply cities, 2) has a river or naval flotilla positioned so no supply could reach Richmond via the James River (Only necessary if the Confederate player could bring in supply if the flotilla wasn't present, ie; if the Confederate player doesn't have a river transport present that could bring in supply, then the flotilla wouldn't be necessary), 3) has units next to Richmond. 

The effect of being besieged would be that 1) the city could not generate supply via the major city supply rule, 2) the city could have no reinforcements placed on it (assuming there is also a department present, since it wouldn't function either) until the siege is lifted and 3) the units inside the city would have to live off of on board supply only (supply could not be broadcast to it during the strategic turn even if there was a department present, since the department wouldn't function either) until the siege is lifted. 

These besiege rules would of course only be used where there was not a fort/fortress present on the city, since if there was a fort/fortress present, the Fort Siege rules would be used. 

Note also that the term "cut the rail lines" above means either cut as in tearing up the tracks or have units present on those lines. Keep in mind that if you only tear up the track and don't have units present on the rail line itself, you would need to make sure you tore up enough rail line to ensure the Confederate player couldn't march those 3 infantry movement points from the first cut hex to reach the uncut part.

[22.2] CREATION OF HEADQUARTERS UNITS

Headquarters units are created during the Headquarters Creation Segment of the Production Phase of Strategic Turns designated on the Cycle Record Track. During 1861, 1862, and part of 1863, this creation is subject to a random luck factor. Starting with the 9/63 Cycle, Players may create Headquarters freely each Strategic Turn up to their counter mix limits.

[22.21] When created, Headquarters are placed on any existing Department at the Player's option.

[22.22] The Cycle Turn Record Track states when a Player may attempt to deploy Army or Corps Headquarters. To deploy an Army Headquarters, a Player rolls the die.  If he rolls a one he may deploy one Army Headquarters.  To deploy Corps Headquarters, a Player rolls the die. If he rolls a one, he rolls a second time and deploys the same number of Corps Headquarters as the second die roll. If he first rolls a two through six in either of the above attempts, he fails to deploy any HQs.

Starting with Production Cycle 4/62, the Union Player may create Headquarters on a die roll of one to four instead of one and the Confederate Player may create Headquarters on a die roll of one to three instead of one.

Player's Note: Headquarters are a tremendous benefit to moving and fighting. Their random introduction into play is meant to simulate the historical empirical evolution of the command structure on both sides. It is meant to be unfair and exasperating.
[22.5] LEADER PICK, PROMOTION, DEMOTION, PAROLE

Instead of one large leader pool, historical leader pools have been created to reflect when leaders came into prominence.  The leaders have been placed at various points on each players Cycle Turn Record Chart.  When the turn reaches a cycle that has leaders on it, the leaders are added to that players’ leader pool and are then available to be picked in the Leader Pick Segment of the Strategic-Turn.  This ensures that leaders will appear in the game in a time frame similar to when they historically did.  There have also been a few new leaders added to the pool, specifically, Gordon Granger, George Stoneman & Gouverneur K. Warren for the Union and Jubal Early, Stephen D. Lee and Wade Hampton for the Confederates.
[26.2] LEADER EFFECT ON COMBAT 

Leaders affect combat by initiating it.  They also directly affect the combat resolution die roll.  The Player owning the leader/leaders involved in the combat applies the combat rating of the leader in command of the attacking or defending force to the die roll in any direction. 

Example:  Assume a Leader with a Combat Rating of 2 is involved in a combat.  The die roll reads 3.  The Player owning the Leader may then inspect the CRT and select any result in the column on the one line, two line, three line, four line or five line and pick any of those five possible results as the result for the battle. 

If a Player has more than one Leader who could affect the die roll, ie. two separate forces commanded by separate Leaders are attacking, he may select only one (his choice) to affect the die roll. 

If both Players have Leaders present, the Player with the higher Combat Rated Leader is allowed to alter the die roll by the numerical difference between his Leader and the enemy Leader.

LEADER LOSSES 

Any time a combat occurs and there is a leader or leaders in any of the hexes involved in the combat, roll two die once for each leader in each hex involved and apply the results from the following table.  When a leader is wounded, roll again to see how many Strategic Turns the leader is out of action and place him ahead on the Cycle Turn Record Tract the number of Strategic Turns equal to the die roll. The leader becomes available for re-entry into the game on that Strategic Turn.  When a leader re-enters play, he may either (1) be placed in command of an existing Army or Corps Headquarters or (2) be placed on a Department, following the rules for Leader Pick, Promotion, Demotion, Parole (22.5). 

Example: A Leader is wounded on the third game turn of the 4/62 cycle.  A die roll of six indicates he is out of action for six Strategic Turns.  Place the Leader on the 11/62 turn on the Cycle Turn Record Tract.  The Leader becomes available to return to play on the 11/62 Strategic Turn. 

If the death or wounding of a Leader results in an Headquarters becoming Leaderless, the Player so affected may immediately place any Leader in the same hex which is not currently in command of an Headquarters in temporary command of the Headquarters to prevent it from becoming Leaderless.  The Player must state he is doing so at the time this occurs.  The Player then has four game turns to move another Leader to the Headquarters to take permanent command of it.  If the Player has not moved another Leader to take command of the Headquarters within four turns, then the Leader in temporary command becomes the permanent commander of the Headquarters and all rules for Leader Pick, Promotion, Demotion, Parole (22.5) apply.  Should there be no Leader not already in command of an Headquarters present in the hex to take temporary command of the now leaderless Headquarters, the owning player may then randomly pick a Leader from his current Leader pool and place that Leader as temporary commander of the Headquarters.  The player then names some other on-map Leader to take permanent command of the Headquarters and MUST move that Leader to the Headquarters as soon as possible.  Once the new Headquarters commander has reached the Headquarters, the temporary commander is placed back in the Leader pool.  Should a Strategic-Turn with a Leader pick occur before the permanent Leader has had an opportunity to make it to the Headquarters, then the temporary commander may be considered the Leader pick for that turn, however, the temporary commander still may not take permanent command of the Headquarters.  Note that the above is designed to prevent a Headquarters from going Leaderless, not to prematurely pick new Leaders from the Leader pool.  The player MUST move the permanently named Leader to the Headquarters as quickly as possible.

LEADER LOSS TABLE 

Dice Roll - Result: (2 d6)

2 :     4 or 5 Star Leader or any Leader in command of an Army 

        Headquarters: Roll again.  On a roll of 2-5 the Leader is 

        Killed; On a roll of 9-12 the Leader is Wounded; On a roll of 

        6-8 there is no effect.  If the Leader is wounded roll again 

        to see how many Strategic Turns the Leader is out of action. 

3 :     3 Star Leader or any Leader in command of a Corps 

        Headquarters:  Roll again.  On a roll of 2-7 or 12 the Leader 

        is Killed.  On a roll of 8-11 there is no effect. 

4 :     3 Star Leader or any Leader in command of a Corps 

        Headquarters:  Roll again.  On a roll of 2-6 or 8 the Leader is 

        Wounded.  On a roll of 7 or 9-12 there is no effect.  If the 

        Leader is wounded roll again to see how many Strategic Turns 

        the leader is out of action. 

5-12 :  No effect. 

CAPTURED LEADERS 

Leaders can become captured in one of two ways.  First they can be captured as a lonely leader, per rule 10.33.  Secondly they can be captured as part of a surrendering force in a besieged fort, fortress or city, or as part of an eliminated force which is completely surrounded by enemy units or prohibitive terrain (See Case 26.1).  A Leader who is first wounded in combat while in these circumstances is still considered captured when the force is eliminated and is placed on the enemy Players Cycle Turn Record Tract.  The enemy Player may Parole the Leader at any time per the rules for Leader Parole (22.53), except that the Leader is not available to return to play until the Strategic Turn he is available to return from being wounded.

