AMERICAN CIVIL WAR
Items needed :25/28mm figures  Terrain  6’x4’ board. (Each figure represents up to 25)
Foot and Artillery Men  on square bases  Frontage 12.5mm  Depth 20mm
No need for Artillery gun bases. There is no distinction between Officers and men.
Cavalry  on bases Frontage 25mm Depth 40mm,50,60 depending on figure size.

2 Horse Artillery Limber Frontage 45mm Depth 60mm depending on figure size.

To start:  Pick who wants to be Federal/Confederate  or dice for it.Highest picks 1xD6.
Divide your 180cm x 120cm( 6’x4’) board into 2  so that each side has a 180cmx60cm(6’x2’) area  This area  is then split into 10,  30cm(1’) squares approximately, numbered 1-10 .

                 1                      2                      3                  4                  5        

                  6                     7                       8                  9                  10
               ____________________________________________

                 6                     7                      8                    9                  10
                  1                    2                      3                    4                   5
Each side then has to throw 1xD6 to see who has the local town or village 3to4 houses.

The highest wins and places the town in square 3 and also places a bridge in square 3. He also marks  1 ford anywhere on the river in his  area.
A river starts from the edge of square 3  and finishes at your opponents table edge.  Your opponent throw 1xD10 to see which square edge the river finishes in,  a 6 becomes a 1,  a 7 becomes a 2 etc. He can  mark 1 ford anywhere on the river in his area.
The river must use the quickest route between table edges. The army holding the town picks which way the river flows.
A Road follows the river from the town to the table edge and road junctions  must lead to both farmsteads from this road.

Then each places  2 hills,  1 farm with  2 fields both enclosed, 2 woods, 1broken ground.  They must not encroach on each others squares.    They are placed randomly by throwing 1xD10 dice. Example  1 Hill  you throw a 7 so the hill is place in square 7. If a square is occupied throw again.
You  can throw and position terrain secretly by putting a screen up between the 2 areas.You can also position your troops as well secretly but must take down the screen when troops start to move. You can double terrain area   i.e. 180cmx60cmx180cm(6’x 2’x6 ’)length goes to 180cmx60cmx360cm(6’x2’x12’) approximately and so your 12 regiments  foot (Federals) doubles up to 24 regiments of foot (Federals) . This  would then be enough for 2 Divisional Officers and a Corps Commander. You could keep doubling up depending on space but I have kept to 1 Divison per180cmx60cmx180cm( 6’x2’6’)length.
Alternative Move Sequence.     (Who holds the town goes second.)
Allocation of Troops   Order of Influence
The Commander in Chief , Chief of Staff and all Staff Officers commanding Brigades,Divisions or Corps must be represented on the wargaming table depending on forces involved.  i.e. If you have maybe 9 regiments in 3 brigades equalling 1 Division  that means you will have 3 Brigadiers and 1 Divisional Officer.

Order of Influence 

Commander in Chief    Chief of Staff   Corps Commander   Divisional Commander    Brigadier

Organisation 

Regiments were grouped in Brigades of 4 regiments but could be 3-6.  A Division could be 2-5 Brigades.  A Corps from 2-4 Divisons.

Cavalry Regiments were grouped in brigades of 4-6. A Division 2-3 Brigades. A Corps 2-3 Divisions

Artillery 4 batteries per Infantry Division.  1 Cavalry figure to about 6 Infantry figures.

Only 25% of troops should be A Class,  50%  C Class with 1 regiment being B Class and 25% D Class with the odd regiment E Class
Allocation of troops

Start

The Federal player has 12 regiments of Foot  He then throws 1xAverage Dice to see how many extra regiments of foot he gets. These will be C Class. If he did roll 4 or  5 on the Average dice  he can turn 1 Regiment into B Class
The Federal player then throws 1xD3 to see how many regiments of Cavalry he gets

The Federal player then throws 1xD3 to see how many Artillery Batteries he gets.

The Federal player can swop 1 Cavalry Regiment for 4 Companies of Sharpshooters (8 figures)

The Confederate player has 8 regiments of Foot. He then throws 1xAverage Dice to see how many extra regiments of foot he gets. These will be C Class. If he did roll 4 or 5 he can turn 1 Regiment into B Class
The Confederate player then throws 1xD2 to see how many regiments of Cavalry he gets

The Confederate player then throws 1xD2 to see how many Artillery Batteries he gets.

The Confederate player can swop 1 Cavalry Regiment for 4 companies of Sharpshooters (8 figures).

The Foot Regiments must be put into Brigades of a minimum of  3 regiments and there must be at least 3 Brigadier figures per army. A Divisional Officer figure must also be allocated.ie The Confederate player has  8 Regiments of foot to start with  and has thrown a 3 on the Average Dice giving him a total of 11 Regiments.  To get 3 Brigades and 3 Brigadiers  you would divide your regiments as follows   4   4   3. You could squeeze 4 or 5 Brigades out if you wanted depending on the Dice throw but you would still have only 1 Divisional Officer. Cavalry and Artillery batteries are discounted from above.
Allocation of Figures  

Each Regiment of Foot and Cavalry start off with 10 figures. You must then throw 1xD10 for each Regiment to see how many extra figures that Regiment gets.    i.e  You’re A Class Regiment has 10 figures to start with and you throw 1xD10. You get a 7  so the A Class Regiment starts with 17 figures.   Federal Artillery Battery always have 5 Figures,1Gun and a 2 Horse Limber. Confederate Artillery Battery always have 4 Figures,1 Gun and a 2 Horse Limber.
Allocation of Foot regiments and  Class

Federal 12 Regiments

Veteran/Zouarve   A Class

Veteran/Zouarve    A Class

Veteran/Zouarve    A Class

Regular Infantry      B Class

Experienced Infantry/Volunteers C  Class

Experienced Infantry/Volunteers C  Class

Experienced Infantry/Volunteers  C  Class

Experienced Infantry/Volunteers   C  Class

Experienced Infantry/Volunteers   C  Class

Recruits/Volunteers    D  Class

Recruits/Volunteers    D  Class

Recruits/Volunteers     E Class

Confederate  foot   8  regiments 
Zouarve/Veteran    A  Class

Zouarve/Veteran     A  Class

Regular Infantry       B  Class

Experienced Infantry/Volunteers  C  Class

Experienced Infantry/Volunteers   C  Class

Experienced Infantry/Volunteers    C Class

Recruits/Volunteers    D Class
Recruits/Volunteers    D  Class

You throw 1xD6 per Cavalry Regiment   12  C Class  3 4   B Class   5 6  A Class

You throw 1xD6 per Artillery Battery       12  C Class  3 4  B Class   5 6  A Class
Movement

Infantry  15cm  line and Skirmish    Charging in line   30cm    Column in 2 figure width  25mm   

Cavalry    30cm    line and Skirmish   Charging in line  60cm   Column in 2 figure width  50 cm

Field Art   30cm      Foot 7cm   Manhandled            Infantry in Column 30cm
Heavy Art  25cm     Foot 5cm   Manhandled           Cavalry in Column 60cm
Wagons and Siege art  15cm

Officers as figure designated 

Gunners on foot as Infantry.

Line to Skirmish   line to Column  Column to Skirmish    1 Move  (no firing)  can only move up to designated movement rate.  check Formation Fail
Movement in column is only allowed along roads. You must then  go into line or skirmish off-road. check Formation Fail
No deduction through soft/hard cover   check  Formation Fail 
Order of Influence  

Brigadier  30cm  Divisional Commander 60cm   Corps Commander 90cm   Chief of Staff + Commander in Chief   120cm
All regiments if not within the designated CM’s(centimetres) of  their Brigadier  or Divisional Officer or Corps Commander (depending on the size of the Army) etc.   will not move towards the enemy under any circumstances and get a Officer Fail. They can still fire and melee and retreat . If an Officer moves within the allotted CM’s the regiment or regiments will be able to move next move.

Formations permitted and Class

A     Zouarves Veterans Guard   Cavalry    Artillery                                   line  Column Skirmish

B     Reg Inf  *Sharpshooters*   Cavalry    Artillery         line   Column  Skirmish *only Skirmish*
C     Regular  Inf   Experienced Inf  Volunteers  Cavalry     Artillery            line Column Skirmish

D     Volunteers  Recruits   Inexperienced Inf(Raw)                                      line  Column
E      Inexperienced Inf (Raw)     *Indians*                                      line Column    *only Skirmish*
To  dismount/mount takes 1 move   To unlimber/limber takes 1 move To realign a Artillery Gun takes 1 move.

Artillery Guns  cannot pass through  woods/walls/rivers/marshes/swamps/fence/hedges/fieldworks/earthworks.        

Cavalry/Mounted  cannot pass through  
Walls/marshes/swamps/fence/hedges.

They may decide to jump over fence/walls  Throw 1xD6 on a score of 6 and the trooper/Indian   is killed

Cavalry/Mounted may decide to cross rivers.  Throw 1xD6   on a score of 5 6  the trooper/Indian  is drowned.

Cavalry can move in column, line and skirmish.  On Foot they can only skirmish. 

Movement by Road  (2 figures Cavalry/ foot/Artillery  column width)
Charge then it is allowed  every 3 moves thereafter. Must only be over Open terrain  and must travel over threequarters of your movement to qualify. Cannot charge into soft/hard cover,or having a Formation Fail,or change formation or out of base to base contact. (Skirmishers cannot charge)
If an artillery limber has 1 horse killed its movement is reduced by ½ . If both horses are killed the artillery gun can only be manhandled. You can transfer a limber horse from another limber if both horses are killed but it will take 1move to do so.
Firing:  Fire once per move.  Line of Sight only.   Cannot move and fire.  Must dismount to fire except Indians.   Must all fire at the same unit.
In line   line of sight  22½ degrees either side of figure

In column   line of sight 22½ degrees either side of only front 2 figures

In skirmish  line of sight 360 degrees of figure 

Artillery Gun  line of sight 45 degrees  either side of gun barrel

An Artillery Battery needs at least 1 Artillery man to fire otherwise it will cease firing.

               Ranges           Short                 Long                      After 1862 long( 25% of Army)
Infantry Musket           up to 15cm      up to 30cm            up to 90cm 
Infantry Rifle                 up to  30cm    up to 120cm         (25% of of Army i.e Zouarves )
Indian Bow                   -----------            up to 20cm

Cav Shotguns                up to 5cm

Cavalry Carbine           up to 15cm       up to 50cm
Field Gun                      up to 30cm        up to 120cm  ( see up to 45degrees of either side of gun barrel)
Heavy Gun                    up to 45cm         up to 180cm (see up to 45degrees of either side of gun barrel)

Throw 1xD6  per 2 Inf/Cav figure firing  in skirmish order or Column.

Throw 1xD6  per Infantry figure firing in line.

Throw 2xD6 per Artillery Figure firing Field Art 
       Throw 3xD6 per Artillery Figure firing Heavy Art

Throw 1xD6 per Inf figure firing  Artillery Gun     
Score required to hit on 1xD6                                       

Inf/Cav Firing                                                           Artillery firing
A    +2                                                                             A   +2                                                           
B     +3                                                                            B    +3
C    +4                                                                              C   +4
D    +5

E    +6

Add +1to score if Formation Fail                           Add +1 to score if Formation Fail
Add +1 firing at Skirmishers                                   Add +1 to score if firing at Skirmishers
 -1 target in Column                                                 -1 target in Column

I.e  a B class foot regiment has a formation fail +1  and is firing at skirmishers+1 in the open so the dice score needed to hit would be +5

Throw 1xD6  per figure hit,  for save from musket ,rifle ,bow ,shotguns and carbine
Saves at Short Range                 Saves at Long Range

Open     +5 +6                                    +4 +5 +6

Soft Cover   +4 +5 +6                        +3  +4 +5 +6

Hard Cover  +3 +4 +5  +6                  +2 +3 +4 +5 +6
Throw 1xD6 per figure hit for save from Field/Heavy Artillery

Saves at Short Range                 Saves at Long Range

Open     +6                                     +5  +6

Soft Cover +5 +6                           +4 +5 +6

Hard Cover  +4 +5 +6                   +3 +4 +5 +6

Must behind soft/hard cover to get save throw

Artillery Guns take 1 move to realign if out of 45degees               
Artillery men are classed as skirmishers behind soft cover.

If an  Artillery man is killed he can be replaced by a Infantry man but he only ever gets 1xD6 to hit and he also shares that fate of the Artillery Battery. 
Officers
Officers who attach themselves to Regiments may not quit that unit till after Firing,Melee and Morale is resolved and they must share that Regiments fate in that turn. i.e  must continue routing. When an Officer is attached to a Regiment and that Regiment receives 2 Figures casualties from enemy fire ,Roll 1xD6 if a 1 2 is scored roll again  if a 1 is scored the Officer is killed as well.
You  cannot target Officers who are behind Regiments of Infantry ,Cavalry and Artillery or attached to them. If an Officer is in Line of Sight and none of the above apply you are entitled to fire at him. 

If  Officers are out of cm range of there allotted troops each regiment out of range will get a Officer Fail  in Morale.

If an Officer is killed their allotted regiments cannot move forward towards the enemy until the next highest Officer comes within range. If that Officer is then killed the said regiment or regiments cannot move forward towards the enemy at all. Another Brigadier cannot take control of another Brigade, other than his own.

Artillery Batteries and Sharpshooter companies only come under Divisional or Corps Officers Order of Influence and they will get an Officer Fail as per Infantry and Cavalry Regiments.
Melee
All figures must be in base to base contact   3 figures can melee with 1 figure and that figure can escape in his turn.  You can only melee in your turn. You can move into melee in your turn. Your opponent melees in his turn or can move away. 
Throw 1xD10

Scores to Kill                               open                 behind soft cover              behind  hard cover

To kill   E Class                      3 4 5 6 7 8 9 10             4  5 6 7 8 9 10                        5  6 7 8 9 10
To Kill   D Class                        4 5 6 7 8 9 10                5 6 7  8 9 10                            6 7 8 9 10

To  Kill  C Class                            5 6 7 8 9 10                    6 7 8 9 10                              7  8 9 10

To Kill  B   Class                                 7 8  9 10                          8 9 10                                     9  10

To Kill  A   Class                                     8  9 10                            9 10                                          10

To Kill  Officers                                      8 9 10                             9 10                                          10
If fighting troops with formation fail +1 to score ie trying to kill B Class  in the open  6 7 8 9 10 
If fighting Skirmishers +1  to score i.e  trying to kill B Class in the open 6 7 8 9 10

If Charging +1 to score i.e  charging B Class  in the open   6 7 8 9 10

Artillery men in melee are classed as skirmishers behind soft cover
If you are attacking and have a Formation Fail you get no additions above.
Formation Fail Test
 You must always take a formation fail test at the beginning of your turn.
To get out of a Formation Fail Throw 1xD6 

To Pass
A Class   +2
B Class   +3

C Class   +4

D Class  +5

E Class  +6

Must be taken at the start of  a move. The formation fail must have finished for you to take a test.  If fail after test,take again next move. It effects firing ,melee and morale.

You get a formation fail :    whilst changing formation   crossing soft cover   crossing hard cover    out of line of sight (skirmishing)   after melee   not in base to base contact (line or column)  dismount/mount   unlimber/limber   moving in or out of buildings(if part of your regiment is in a building and another part is outside you will always get a formation fail until all the troops are reunited and in base to base contact)   in rout   passed through by routers.
All  troops that skirmish must be in line of sight of each other or they will get a formation fail

All troops in Line or Column must be in base to base contact or they will get a formation fail.
Example:

A  Foot Regiment A Class crosses a low stone wall (crossing soft cover) it moves 15cm over the wall onto the other side thus receiving a Formation Fail. Next turn before moving  the unit throws a Formation Fail Test   1xD6   The score is a 1  so the Regiment fails its Formation Fail Test . It still moves another 15cm  and still has a Formation Fail. Next turn before moving again  the unit throws a Formation Fail Test 1xD6. The score is a 4 , the unit passes and  still moves another 15cm.  A Formation Fail only affects Morale/Firing and Melee.

Morale

Taken when lost 1 figure or more to Infantry/Cavalry and Artillery fire.

 Lost 1 figure or more to melee  

You must count the original number of figures in a regiment even  if you detached figures to a Artillery Battery i.e   You have a  B Class 12 figure foot regiment in the open and detach 2 figures to a Artillery Battery.  You then lose 2 figures to Infantry fire.  So you will have 8 figures left  that is 8 points look at chart  B Class and 12 figs  so your regiment is ok to carry on as normal.
Each Infantry and Cavalry figure of a Regiment  is worth 1 point, Artillery men of a Battery are worth 1 point ,detached infantry figures used in artillery batteries are worth 1 point, you get no points for killed figures, then add or subtract below and check the appropriate chart ,if your regiment ,company or Battery is level or below on the points chart that unit will rout off the battlefield and will not come back into play.
 add or subtract  
-1 point   No friendly troops with 30cm

-1 point    Enemy Cavalry within 30cm

-1 point     Officer Fail 
-1 point      Formation Fail

-1 point     seeing a Regiment rout within 30cm

+1 point    if Officer attached to Regiment.

+1 point   if behind soft

+2 points  if behind hard cover

Check Chart    Infantry and Cavalry
Figures in Reg   11  12  13  14  15  16  17  18  19  20 
A Class                4    5     5    6    6    6     7    7     8    8     points  which unit routs
B Class                5    5     6     6   7     7    8    8      9    9    points at which unit routs
C Class                6    6     7      7  7     8    9    9     10   10  points at which unit routs
D Class               7      7    8     9   9    10   11   11  12   12 points at which unit routs
E  Class              8      8     9    10  11  11  12   13  14   14   points at which unit routs
Example
A  B class Regiment  with 12 figures in the open sustains 5 casualties to Infantry fire  so   7 figures are left  that  is  7points, so the total is 7 points so look on the chart  for B Class  and  look up 12 figs .The regiment is ok 5 points is the total which the unit will rout at, so carry on as normal.
Check Chart    Sharpshooters and Artillery men

Figures   in  Company or Battery            4  5   6  7  8

A  Class                                                       2   2   2   3   3  points at which units will rout

B  Class                                                       2   2   3   3   4  points at which units will rout

C  Class                                                       2   3   3   4   4  points at which units will rout

Example

A   Federal B Class Artillery Battery in the open loses 2 Artillery Men to Infantry Fire  so  3 figures left that is 3 points so the total is  3 points so look on the chart for B  Class then look up  5 figures. The battery is ok  2 points is the total which the unit will rout at, so carry on as normal.
Soft Cover

Fences/low walls/hedges/marshes/hills/streams
Hard Cover

Fieldworks/Earthworks/woods/High walls/rivers/stone buildings/bridges/wooden buildings/swamps

Up to 5 figures can occupy a building. If melee in building opponent is classed as in hard cover.Remember if a regiment occupies a building it will always have a formation fail due to not being in base to base contact I,e 5 figures in building and 7 figures outside (12 figure regiment)
For each figures base width  you can make Fieldworks or Earthworks per 4 moves.
OPTIONAL:
Flank marches

Up to 2 units can flank march but only on 1 flank  Throw 1xD20 to see what move they come onto the battlefield and into which Square. If you throw 5 or less your unit appears on your Squares 1 or 5  in 5 moves or less.if you throw between 6-10 your unit appears on your Squares 6-10 in 6-10 moves or less. If you throw between 11-15 your unit appears in your opponents Squares 6-10 in 11-15 moves or less  If you throw between 16-20 your unit appears in your opponents Squares 1-5 in 16-20 moves or less. They appear on any part of the table edge of that square. If both armies  use flank marches and are both on the same flank they become nullified and take no further part in the battle.
Visibility:

If you can see your opponent you are visible

Night and Day:
The player who has not got the town/village throws the dice and chooses if it is summer etc Throw 3xD6  each point on the Dice equals 1 hour after midnight   so  if you threw 13 the time is 1 o’clock in the afternoon, so you will have 7 hours left in summer and 6 hours left in spring/autumn   Each 1 hour is equal to 4 turns per player.  A score of 6 or less throw again, a score of 17 or above throw again, if you throw again one day has already passed. It affects Victory points.  For each day passed your opponent gets 10 Victory Points
Wind:

Throw a 1xD6 , a score of 1 means that there is no wind. Any unit firing from the same position for more than 2 moves cannot fire due to a build up of smoke. It takes 2 moves for smoke to clear. Place smoke in front of the firing unit. (cotton wool). Wind disperses smoke.
Boats /Large boat/Canoes
They travel 12” downstream and 6” upstream.  Whoever has the town/ village decides which way the river flows. It takes 1 move to get in / out and load/unload  a boat/large boat/canoe. Up to 4figures can travel in a canoe/boat  and up to 8 figures in a large boat. No figures can fire out of a boat/canoe but up to 4 figures can fire out of a Large boat. Getting in and out of  boat/canoe/large boat is a formation fail so you must throw 1xD6.
Baggage:

You can have 1 baggage wagon per Division ,if captured you get 20 Victory Points.
The aim of the battle is to have more Victory Points than your opponent to win.
Victory Points

60 points in control of the town

20 points in control of a farm

20 points in control of a bridge

5 points each routed enemy unit

10 points each 30cm square in opponents half occupied (at least ½ of regiment in square to qualify with no enemy unit also in it)

10 points each Officer killed

Destruction of:

Only  Field and Heavy Guns can destroy  Stone Buildings/Stone Bridges /Stone Walls/Wooden Buildings /Wooden Bridges /Fences/Earthworks/Fieldworks.

Throw 2xD6 per Artillery man field gun and 3xD6 per Artillery man Heavy gun, none for detached Infantry figures. You get 1 point per hit scored. Stone Buildings have a hit value of 40 hits Stone Bridges have a hit value of 40 hits   Wooden buildings and bridges have a value of 20hits.  Earthworks /fieldworks have a hit value of 40hits per 6 “   Each 6” of stone wall has a hit value of 20 hits.   Each 6” of fence has  a hit value of 10 hits.  When the hit value is reached they are destroyed .  Troops in buildings and on bridges are also destroyed when the hit value is reached.Troops behind fences/walls/earthworks/fieldworks are not affected when the hit value is reached
Notes:
By all means multiply the table terrain  depth if you want to I have only done it length ways.You can have extra Officers on the battlefield but they will only be there for effect unless you want to add Order of Influence and more Victory Points to the game.
