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Rules for ACW River and Coastal Naval Actions 1861-65
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Introduction
These rules have been developed to allow players to recreate the Naval actions of the American Civil War.  The term Naval is used advisedly as many actions took place in rivers and estuaries, and, in many cases, less than six feet of water!! 

They do not pretend to bring any new mechanisms or insights into the hobby but are an attempt to provide a degree of realism without becoming too bogged down in the details.

The rules are designed for 1:600 scale ships but can be used with 1:1200 or 1:1250 ships.

Setting up the game:
Suggested scale for models used in the game is 1:600.

There are a wide range of models available. Peter Pig in the UK has a good range of River Gunboats and Ironclad, Thoroughbred Miniatures in the US offer a wide range of vessels though these are cast in white metal and are slightly more expensive.  Bay Area Yards in the US offer a good range of ships and also offer separate parts for those able to scratch build or modify existing models.  Finally, do not be afraid of attempting to make your own ships!  Osprey offer a good range of titles for this period and their Confederate Ironclad title has good colour side and plan views.   You can scratch build most types of Ironclad in a few hours using Plastic Card and Brass wire for masts and funnels.

Movement is simultaneous with conflicting moves broken down into 1/2 or 1/4 moves.  Firing takes place at the end of the move. I knot speed equates to 1” table movement. i.e. 6 knots = 6”” move.
We suggest three or four ships per side to start with.  Games take a couple of hours to complete.  Try to balance forces so a couple of ironclads and a couple of Gunboats or cottonclads each side!!!
Sequence of play is as follows:
· Movement   (Ram attacks follow test for attack) 

· Shooting

· Morale following firing or ram attack                       
Definitions:

Ship Points Value SPV

For each Ship determine the Ship Points value:  This is the stated tonnage divided by 10.   i.e 1300 Tons Displacement = 130 SPV
Penetration Value             (example below if 100 spv)
Penetration Value is SPV divided by above fraction
	Submarines, Gunboats and launches
	1/6
	84

	Gunboats, Cottonclads Wooden ships
	1/3
	67

	Tinclads, Armoured River Boats, 

Confederate Ironclads below 60 SPV
	1/2
	50

	Confederate Ironclad Frigates, Union Monitors
	2/3
	34

	Double Monitors, Late Ironclads (i.e. New Ironsides)
	5/6
	16


Crew Points Value CPV
For each Ship determine the Crew Points value:  This is the stated complement divided by 10. 

i.e. CSS Manassas   Displacement 387 tons  = 39 SPV

                                 Complement   36 Officers and men  = 4CPV
                                 Penetration Value = 20 Throw on Tables 1 -6
CPVs are allotted to Guns/Engine Boiler Room
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CSS Huntsville CPV 14.

1 CPV per Gun (Guns cannot fire without allotted CPV)

1 CV for Engine (E)

1 CPV for Boiler Room (B)

5 CPVs for replacements/repairs/boarding parties

Captain (C)
Examples of vessel details can be found
 in the Confederate and Union Ship details on Pages 29 and 30.
Orders
Each fleet may have one or more Flag ships designated. If more than one Flag ship then orders for that portion of the fleet under its control will be determined by the Fleet Commander.
Overall orders will be given by the commanding Fleet Admiral
In multi Player games choose a fleet commander, captains  and designate objectives  Each captain throws his four dice but must not tell his fleet commander of his scores!! This may cause some chaos depending on the captains white dice throw scores!!!.

Fleet Orders (Fleet Commander)
At the start of the game write down the general orders for the Fleet.  These will be in the following format: 
   “Engage Enemy fleet, land troops and seize Island, Port etc.”
Ship Orders (Captain)
These will be more detailed and will list initial heading, speed and direct course to be followed and if necessary position in formation.

For example:  “USS Galena to keep station with USS Chickasaw .  Keep to port side and match speed and headings. Engage enemy ships if they attempt to flank USS Chickasaw”
Determine Fleet commander ,and Captains qualities:

Each fleet will have one captain per ship with an overall commander.  This officer may move to another vessel if his ship is damaged or sunk.  (depending on a D6 )
The Fleet commander will override the captain’s orders whilst present on the vessel.  If he leaves the vessel then the captain will resume command and his qualities will be used to determine actions. Fort commanders and Captains stay with their posts.
Throw 4 coloured dice (D6) for each captain/commander.
	White Dice
	Green Dice
	Red Dice
	Yellow Dice

	1 - 2
	Intelligent
	1 - 2
	+3
	1 - 2
	-1
	1 - 2
	+3

	3 - 4
	Stubborn
	3 - 4
	+2
	3 - 4
	-2
	3 - 4
	+2

	5 - 6
	Reckless
	5 - 6
	+1
	5 - 6
	-3
	5 - 6
	+1

	Captain quality
	Add or subtract to give Morale value
	Gunnery


Reckless captain:
Will carry out orders but will steam ahead if enemy ships are sighted and engage enemy fleet even if under Fleet Commanders orders.  A change in orders may only be made by a Fleet Commander

Examples of Reckless Captain Behaviour:

· Sailing into known minefields (USS Tecumsah at Mobile Bay, followed by USS Brooklyn and USS Metacomet)
· Firing through deck of your own ship (CSS Governor Moore fighting USS Varuna at New Orleans)

· Engaging seventeen enemy ships with one Ironclad (CSS Tennessee at Mobile Bay)

Stubborn Captain

Will carry out orders to the letter and will not deviate from them even if attacked or approached by the enemy fleet. A change in orders may only be made by a Fleet Commander

Examples of stubborn Captain Behaviour
· USS Mound City and USS St Louis attacking Fort Hindman. USS Mound City was heavily damaged by close range fire from the fort and lost 80% of her crew killed.
· USS Carondolet attempting to prevent CSS Arkansas passing Vicksburg.  The USS Carondolet was heavily damaged with little or no damage to her opponent.

Intelligent Captain

Will follow orders but will adapt to the situation as required.

Examples of Intelligent Captain Behaviour

Will go to assist friendly ships knowing an objective is in safe hands whist passing round any minefields in the area
Flag ships
Fleet Commanders will stay with their flagship for the duration of the game if stubborn   Reckless Commanders will only leave their flagship on a 5 or 6 on a D6. 

If Intelligent they will automatically leave a sinking flagship to move to a surviving vessel to continue the fight

Fort Commander
An order sheet must be completed and the Fort Commanders qualities established by throwing the four coloured D6 dice.

Fort Commander

	White Dice
	Green Dice
	Red Dice
	Yellow Dice

	1 
	Panicky
	1-2
	    +3
	1 - 2
	-1
	1 - 2
	+3

	2- 5
	Stubborn
	   3-4
	    +2
	3 - 4
	-2
	3 - 4
	+2

	6
	Fanatic
	   5-6
	    +1
	5 - 6
	-3
	5 - 6
	+!

	
	  Add or subtract to give  Morale value
	Gunnery


Panicky Commanders will take a morale test after taking 1 CPV losses and any further CPV losses.
Stubborn Commanders will follow orders but take a morale test at 1/3rd CPV losses and any further CPV losses.

Fanatical Commanders will take a morale test when 2/3rd CPV losses and any further CPV losses.
Bear in mind that Fort Guns are usually large calibre and will not fire each move.  The Order Sheet for Forts lists batteries and guns should be listed  as to which battery they belong to for recording Fire and Damage.

Morale Score
 These values are fixed for the duration of the game for captains and fleet commander and Fort Commanders
Gunnery and Ramming

This factor is used during the Ram Morale test; Captain on board.

The captain can also take charge of one gun and add his score to the firing score.  However, if the gun takes a crew hit in an exchange of fire then the captain is killed if a CPV is lost.

Table Set Up    
The following system will generate a random table set up for games between two players. Decide if you want one of two Options:

 1) River Battle                                         

                                            Upstream

	1
	2

	3
	4

	5
	6


                                           Downstream

Each fleet commander throws 1 x D6
1) Highest score picks Upstream or Downstream and determines flow of current of river  (Remember Rivers flow Downstream) Note: Upstream is Confederate Player
2) The terrain features should be written on cards (six in total)         and shuffled.  
· Shore Fort (If selected then Confederate Player has   1 ship less)

· Shore Town

· Shore Port
· Two small islands (5”x 4”) with a 4”–6” Channel 
· 2 Straight Sandbars (D6 water depth on each)

· 2 Curved Sandbars (D6 water depth on each)

3) Throw 6 more times, Highest score places Scenery which is allotted in sequence to the six squares so that each contains one feature and are filled in order: 1 – 6
4) Throw one more D6 Highest scorer can place two small minefields (4” x 4” one dummy one real)  
         (Note: Minefields were usually laid by Confederates only)

5) Throw one more D6. Highest throws D6 for speed of current downstream.        
                                         Upstream
	Current

 = D6 

Score -3

Current

3 knots


	Current 

= D6 

Score -2

Current

4 Knots


	Centre

Current 

= D6 

Score -1

E.G

Current

5 Knots


	Current

 = D6

Score - 2

Current

4  Knots


	Current 

= D6 

Score -3

Current

3 Knots


                                    Downstream

To determine depth of River throw three D6.  This will give a range from 3 feet up to 18 feet.(but averaging around 9 – 12 feet).  

If you are fighting an historical Game like Vicksburg or Island Number 10 you should use an umpire who can use a master chart to locate obstacles determine currents and he can give players as much or as little information has he deems fit!!!

2) Estuary Battle

                                            Upstream

	1
	2

	3
	4

	5
	6


                                        Downstream

Each fleet commander throws 1 x D6

1. Highest score picks Upstream or Downstream and determines flow of current and Tidal flow. Note: Upstream is Confederate Player
2. The terrain features should be written on cards (six in total) and shuffled.  
· Island Fort (If selected then Confederate Player has 1 ship less)
· Shore Town

· Shore Port
· Two small islands (5”x 4”) with a 4”–6” Channel 
· 2 Straight Sandbars (D6 water depth on each)

· 2 Curved Sandbars (D6 water depth on each)

3. Throw 6 more times, Highest score places Scenery which is allotted in sequence to the six squares so that each contains one feature and are filled in order: 1 - 6
4. Throw one more D6. Highest scorer can place four small minefields (4” x 4” two dummy two real)  
(Note: Minefields were usually laid by Confederates only)

5. Throw one more D6 Highest throws D6 for speed of river current downstream.         
                                       Upstream

	Current

 = D6 

Score -3

Current

3 knots


	Current 

= D6 

Score -2

Current

4 Knots


	Centre

Current 

= D6 

Score -1

E.G

Current

5 Knots


	Current

 = D6

Score - 2

Current

4  Knots


	Current 

= D6 

Score -3

Current

3 Knots


                                    Downstream

An Estuary is always Downstream.  If it is Tidal then both squares 5 and 6 have a River Current speed of 0.  Squares 3 and 4 have a river speed of -1 from Current Speed.  Squares 1 and 2 have a river speed of Current – 2.

Tides

Estuary:                               Upstream
	1       No Effect


	2    No Effect



	3       ½ Effect


	4   ½ Effect



	5        Full effect


	6   Full Effect


                                        Downstream    

To determine depth of Estuary throw four D6.  This will give a range from 4 feet up to 24 feet (but averaging around 10 – 18 feet).  If the Estuary is subject to tides throw two more D6.  This will give the tidal range. (2 feet up to 12 feet.)extra.

Always assume tide has risen and that you are attacking at its highest for the rest of the game.
Game Objectives:
When scenery has been placed, River current determined and minefields placed shuffle Objective cards.  
Each player takes 3 cards, examines the cards and can discard 1 card.
· Destroy/Capture  up to one enemy Ironclad.

· Destroy/Capture  up to two enemy Ironclads

· Destroy/Capture enemy Flagship.(Players nominate their Flagship at start of game)
· Control Islands inlet area.
· Get one ship through blockade (to Upstream or Downstream)

· Get two ships through blockade (to Upstream or
Downstream)
· Destroy/Capture enemy fleet.

· Land Parties to secure Coastal town 
· Control Estuary Area or Downstream area.
· Land boarding parties and secure Fort (Use this card only if Fort selected by Confederates)

· Land boarding parties and secure Port
· Retrieve friendly ship stuck on Sandbar and return to own table edge (Upstream or Downstream)  Objective ship placed by opponent.

Winner of the game is the player who completes both Objectives, alternatively the player who completes one objective.  
Otherwise the game is deemed as drawn.
Movement 

Measure all moves from Smokestack or Pilot House. No pre-measurement is allowed!
1” = 1 Knot speed.     All movement is simultaneous. 

Where paths conflict measure moves in segments, fastest moving ship first.   
E.G..                                                                        Ship B
  Ship A[image: image3.png]



Ship B (4 Knots)is attempting to Ram Ship A ( knots).

Due to relative course and speed ship A will miss ship B

Maximum acceleration/deceleration = 2 Knots per move.

Deceleration: Move 1:4Knots, Move 2:2Knts Move 3: Stop.
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Acceleration: Move 1 Speed 2 Knots, Move 2 Speed 4 Knots Move 3 Speed 6 Knots.   

To dock against Pier or jetty you must allow ship to come to full stop.    To reverse from forward you must come to full stop.

i.e. Move 1: 4Knots, Move 2: 2Knts, Move 3: Stop, Move 4: Reverse
Reverse moves:  Maximum speed 1/3rd Forward speed unless Double ender Paddle boat. These can travel same speed in either direction.
Currents:
In Rivers or Coastal estuaries  throw 1 D6 and deduct 1.  This is then the current speed of flow.                                       [image: image5.png]


Flow

Ship travelling with current will add current speed to own vessel; speed. Ships travelling against current will deduct current speed.

Ships drifting:

Ships drifting with the river current over 80 SPVs will move at halve River Current speed.  Ships under 80 SPVs will drift at full River Current speed. Drifting ships contacting other ships will stop until the other ship moves out of the way.
See details on Page 8.

If using an Umpire then the umpire will determine flow and tide conditions which may vary during the length of the game.
Turning Ships:

5” Radius - Union Wooden Screw and Stern Wheel Gunboats
7” Radius - Confederate Wooden Screw and Stern wheel Gunboats, Union Monitors and Centre Wheel Armour clad Gunboats

9” radius  - Confederate Ironclads  Double Turret Monitors                                                                                                                            Frigates
Side Wheel Steamboats can use any of the above turning radius.

Small tugboats can be used to assist vessels and use 5” radius.

Steam launches use 2” radius.

Towing Balloons ; 

Tow inflated balloons max speed 3 knots. I move to set up and will have visibility to all areas unless line of sight is obscured.

Navigational hazards:

Sandbars,  Shorelines, etc.
Throw 1 x D6

Shallow Draft (up to 5’)      1 or 2 Stuck.

Deep draft (Over 5’)           1,2,3 or 4 Stuck

To reverse off 5 or 6, four attempts.

If assisted by Tugboats then up to eight attempts.

Note  Ships passing within 1” of Islands/Shore/Coasts may run aground. Test as for Sand bars above. 

Ships crossing lines of Stakes or Rocks;

Throw 1 x D6

Shallow Draft (up to 5’)      1,2 or 3 Stuck.

Deep draft (Over 5’)           1,2,3, 4 or 5 Stuck

Reverse off on a 6 on a D6 (up to 2 attempts) 

If assisted by friendly ship or tugboats succeed on a 5 or 6 (up to 4 attempts)

Note:  Ships crossing Shoals, Stakes or Rocks will move at 

Their normal speed but will stop and must reverse off  if stuck.

Alternatively

Whilst passing through Shoals, Stakes or Rocks throw one D6 for each 1” of movement.  If you get stuck you travel 1” further, stop and must then reverse off.

Spar Chains, etc:

These may not be crossed except by submarines, Davids and Torpedo boats.

These must be moving at 4+ knots and throw 5 or 6 on a D6 to succeed.  If this fail then they must reverse back to retry.

Sunken Vessels
In rivers or estuaries these cannot be passed.  Other vessels crossing a sunken vessel will become snagged. Throw a D6 two attemps  6 needed otherwise stuck rest of game In open sea sunken vessels can be crossed after two moves.
Combat

Visibility :
Line of sight is 50” Ships behind Islands and other larger ships cannot be seen or fired upon.  These will only be placed on Table once they are in line of sight of Enemy vessels.   Reckless Captains will only react to targets that are visible from their ships.

Fire ships

Fire ships drift with the current or can be towed into action. Drift at current speed and heading when released.

To ignite throw D6  4,5 or 6 alight.

When contacting other ships:

Ironclads  throw  D6  6  catches fire

Other ships throw D6 4,5 or 6. catch fire.

To extinguish fire up to four attempts.

Throw D6   6 for ships,   4,5 or 6 for Ironclads

Explosive Ships
Move as fire ships.  Throw D6.  Detonate on a 6 

If touching another ship this will sink.

Smoke
Throw 1 D6                               1,2     no wind

                                             3,4,5,6.   wind

 

If wind  throw 1x d6      dice score of   1, 2= North     3 = East   
                                                            4 =West   5, 6 = South.
 If  wind smoke disperses same move

If there is no wind smoke congregates around the gun firing  or gun port firing  in a half inch cube  if the gun continues firing and there is no movement the cube expands by half inch 

cube up and forward  each time     
Smoke disperses at 2 moves  per 1 move firing
Fog

This may occur in Early morning.

Throw 1 D6                  1,2     no Fog       3,4,5,6.   Fog

If Fog throw 2x d6      dice score + Visibility in Inches. 

This increases by ¼ each subsequent move up to full visibility
i.e. 8” visibility, next move 10” visibility, next move 12.5” visibility etc.
Firing
	Range
	Howitzers
	Hit on
	Smoothbore
	Hit on
	Rifles
	Hit on

	Close
	0-4”


	456
	0 – 8”
	456
	0 – 12”
	3456

	Medium


	4” – 8”
	56
	8” – 12”
	56
	12”- 20”
	456

	Long


	8” – 12”
	6
	12” – 20”
	6
	20”-28”
	56


Method:
Designate target No pre-measurement is allowed!!!

Throw 1 x D6 per gun. One shot each turn. First move you may fire at any point in the move. Subsequent moves you can only fire at the end of the move.  
Note: if a one is thrown when firing a rifled 32 lbr. Gun then throw another D6, if score is one then this will explode killing the crew as well, lose one CPV.
Example: An 11” Smoothbore is firing at a Confederate Ironclad (with Sloping Armour). The range is 9”.  The Union player throws a D6 and scores 5.  The Ironclad is side target so does not benefit from any reduction as a small target.  The 11” Smoothbore has a damage value of 8.  This value is halved to 4 because of the sloping armour of the target so the Ironclad takes 4 SPVs off.
Note

Firing is allowed to all guns each move However 11” Smoothbore 

100lbr Smoothbore, 6.4” Rifle  7” Rifle 15” Smoothbore and

150lbr Rifle can only fire on alternate moves. 

i.e;   Move 4 Fires,  then cannot fire again until  Move 6.

Difficult targets:

For example the CSS Manassas  minus 1 on D6 Firing dice (Small target :difficult to hit).  Bow and Stern shots against Ironclads and other ships  Minus 1 due to small profile target.

Example Targets
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    Normal side target                      Small target CSS Mannassas
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    CSS Gaines             USS Tecumsah        USS Cincinatti

Examples of Bow & Stern Targets

Arcs of Fire

Monitors and turret ships and Mortar Boats will have 360 degrees unless obstructed by other turrets, funnels, Stern Paddle wheels or pilot towers  On twin turret monitors the Forward turret may not fire Aft nor the Aft Turret fire forward. Triple turret monitors are the same except that the centre turret may only fire Port or Starboard.

A turret may fire into any 1 of 4 arcs - Forward, Port, Starboard or Aft. The arc that the turret is facing must be plotted when the vessels movement is plotted. i.e. Note turret position at start of move. i.e. 12 AM, 3 AM, 6 AM etc. Move turret 1 arc per ¼ turn.
i.e. 1” movement allows the turret to move through 90 degrees.

Other ships:  Pivot Guns in the open 150 degrees.

                  All other guns 10 degrees each side of gun centre line
[image: image1.png]



      10 Degrees

     Centre line

If a hit is scored consult table for effect:
Note: for Ironclads with Angled or curved armour halve the effect.

  Gunfire Damage Table
	Notes
	Damage Done>>>>>>
	SPVs,BDPs and FPVs
	

	
	12 lbr Howitzer, 

24 lbr Howitzer

10 lbr Rifle
	2
	Fire Every Move

	
	20Lbr Rifle    30lbr Rifle

32Lbr Rifle or Smoothbore

6” Smoothbore
	4
	

	
	8” -9” Smoothbore

42lbr Rifle  

50lbr Smoothbore
64lbr Rifle
	6
	

	Fires

alternate moves
	11” Smoothbore 

100lbr Smoothbore

84 Lb Rifle 6.4” Rifle  7” Rifle
	8
	

	Fires 

alternate moves
	15” Smoothbore

150lbr Rifle


	10
	


Ship Points Value SPV divided by fraction for Penetration Value
	Submarines, Gunboats and launches
	1/6

	Gunboats, Cottonclads Wooden ships
	1/3

	Tinclads, Armoured River Boats, 

Confederate Ironclads below 60 SPV
	1/2

	Confederate Ironclad Frigates, Union Monitors
	2/3

	Double Monitors, Late Ironclads (i.e. New Ironsides)
	5/6


Deduct SPVs off Ships total.
When the total is below Penetration Value consult the table 1 – 6 for effect of each hit.

When all SPVs have been lost the ship will sink.

For Table 1 – 6 effects:  Throw two different colour dice for each hit.

First dice denotes which Table;  Second Dice denotes effect from table.
Note: It takes 1 CPV to make repairs in four moves.  If no CPVs are available damage lasts for rest of game

	Table 1
	Table 2

	Armament
	Steering and Pilot House

	No effect
	1
	No effect


	1

	1 Shutter or turret jammed for 4 moves or Deck Gun out if action for four moves  Note “A”
	2
	Steering damaged Hard right for four moves


	2

	No effect
	3
	No effect
	3

	1 Gun out of action for four moves
	4
	Steering damaged Hard left for four moves


	4

	1 Shutter or turret jammed for rest of game

Or Deck Gun for rest of game  Note “A”
	5
	Steering chains damaged same course for four moves
	5

	1 Gun destroyed


	6
	Pilot house wrecked. Same course for rest of game
	6


Note “A”:  If hit by several shots then the effects are on separate guns!!  If only one gun on Target ship then this cumulative on that target gun.

If any  target hit  twice or three times the damage goes to 8 moves 12 moves etc  so you need, if hit 3 times, 3 cpv’s  to repair in  4 moves or  if  only 1 cpv  available  repairs are done in 12 moves.
All damage is accumulative unless stated

	Table 3
	Table 4

	Boiler and Speed
	General

	No effect
	1
	No effect


	1

	Steam pipe bursts reduce speed by one knot for 4 moves
	2
	Screw/Paddle/Chains hit. Steer straight 

ahead for four moves
	2

	No effect
	3
	No effect
	3

	Engine hit. Reduce maximum speed by 2 knots for rest of game
	4
	Lose one CPV

	4

	Boiler holed. Reduce maximum speed by two knots for 4 moves
	5
	Funnel/Stack hit 

Lose two knots speed for rest of game
	5

	Boiler destroyed Ship decelerates at 2 Knots per move to stop.
	6
	Fire started.  Four moves to extinguish (6 on D6) otherwise abandon ship
	6

	Table 5
	Table 6

	Crew
	Bulkheads

	No effect
	1
	No effect


	1

	Lose 1 CPV
	2
	Bulkhead splinters 

Add 1’ to draft.


	2

	No effect

	3
	No effect
	3

	Lose 2 CPV
	4
	Magazine hit, fire started 4 moves to extinguish on 5,6 on D6
Otherwise Abandon ship
	4

	Lose 3 CPV
	5
	Hull holed below deck.
Add 2’ to draft
	5

	Captain killed.

If already killed lose 4 CPV and test morale
	6
	Magazine Hit 

Ship explodes
	6


Note: 

When ships are holed by gunfire (hull or bulkheads) then draught increases by 1’, 2’ etc.  
Ships will sink when draft has increased by 50% of stated draught at start of game.
Example: USS Chickasaw has draught of 6’.  If draught exceeds 9’ then ship sinks.
Torpedoes and Anchored Mines
Umpire will mark out the mined area, if no umpire use  two real minefields and two dummy minefield.

Method: 
When a ship passes through the mined areas throw one D6

	Torpedo/Mine fails to go off
	1
	No SPVs lost

	Explodes causing damage
	2
	20

	Explodes causing damage
	3
	30

	Ship sinks
	4 - 6
	N/A


Spar Torpedoes

State at start of game that ship is fitted with Spar torpedoes.

This may only be used once.  Throw one D6

	Spar Torpedo fails to go off
	1
	No SPVs lost

	Spar Torpedo ignites early
	2
	20

	Ship sinks
	3 - 6
	N/A


Then throw D6 Submarines. Davids Torpedo boats sink on 1,2
Mortar Boats

Fire only offshore  Minimum 6” Range

11” – 15” mortars Range 40”,   smaller calibre mortars Range 30”

Target is divided into grid:

Examples of Targets:  Forts/batteries. 
If firing at Towns plot the area between 1-6 
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Method:  Throw one D6 .  6 = Hit  
Further shots at same target +1 to die score (5 6).

If hit throw D6 for which area of fort/town  and then throw D6 and follow table below: 
                                                                            FPV/BPV  FPV/BPV
	Range
	>>>>
	40”
	30”

	No effect
	1
	-----
	----

	Fort/Building Damaged
	2
	20
	10

	       1 Gun and 1 CPV destroyed
Building destroyed
	3
	----
	----

	Fort/Building Damaged
	4
	30
	20

	          1Gun and 1 CPV destroyed

                    Building destroyed 
	5
	----
	----

	              Fort Commander Killed
                 Take a morale test
             Fort/Building  Damaged
	6
	     40
	30


(above  only takes effect if target is in allotted grid square)
Forts and Buildings

FPV is Fort Points Value        BPV is Building Points Value
Earthworks  FPV = 40 points for each 1” x 1”

Stonework   FPV = 60 points for each 1” x 1”
Buildings     BPV=5 points for each ¼” x ¼”

Forts (if not historical )
 You get 1 Fort Commander
Throw 1x D6 to see how many guns you get.

Throw 2xD6 to see how many CPV’s are allocated to your Fort.

Each Fort Gun must have 1 CPV so that it can fire.

All CPV’’s/Guns/Fort Commander must be allocated to grid 1-6.

If fired upon by Ships then all fire counts as deductions from FPV/BPV.(CPV’s and guns are not affected)
When a Forts FPV is reduced to below a 1/3 the fort ceases to fire.(it would be full of rubble.)
Only effects of fire from Mortar Boats can remove CPV’s

Buildings

When a Buildings BPV is reduced to below a ½ it  is classed as rubble. 

Morale

Morale test must be taken when:

· Captain is killed.(ship/fort)
· Ship falls below minimum SPV

· Lose any CPVs 
· Run aground on Shoals, Rocks etc

· No armament left

· No speed left

· Steering jammed

Method:  Throw one D6 +   and add or subtract following
Add   
                  + 1 Lost no CPVs

         + 1 Above minimum SPV

         + (Green) Captain (ship/fort)alive
         + 1 Guns can still fire(at moment of test) Ships only.  

         + 1 Ship can still move

Subtract   

· 1 Lost any CPVs
· 2 Lost 1/3 CPVs

· 3 Lost 2/3CPVs

· 3 Unable to fire (No Guns or CPVs left)

· 3 No speed available

· 1 Run aground

· 2 Run aground and under fire

· 2 Rammed with no speed left

· (Red) Captain (ship/fort)dead
· 2 Steering jammed

                -3 Below minimum SPV  (ship only)
                -2  Each CPV destroyed (Fort only)
Result   0 or -1 and below      Abandon ship /fort

                   + 1 or above        Continue in action
Ramming

Uncontrolled Ramming:

Uncontrolled ramming is friendly ships contacting or in collision with enemy ships due to plotted heading course. These contacts do not need a ramming test as this is unintentional. The order sheets will not have a Ram Attack order to indicate a planned ram.

Controlled Ramming:

This requires the appropriate test to confirm an intentional Ram  The Ram Attack order (RA) will give 1 extra dice during the attack.
Check to see that ships are within 45 degrees to 90 degrees arc to count as ramming. If ships are at a shallower angle then they will not ram but instead the rammer will slide along the target ship and then plot a new course.
When rammed within 45-90 degrees both ships will stop.  The ramming vessel will back off to move and carry on.

You must always if your controlled ramming fails do everything possible to avoid a ramming action  either reduce speed or turn away from the intended ship.
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                                                             Ram Attack                                     Failed Ram Attack
                                                                      less than 45 degrees
Always test if RA in order heading box    

Method: Throw one D6 to check morale prior to ramming.

                                           TARGET VESSEL
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ATTACKING VESSEL
	Torpedos Davids

Tugboats

Spar
	Gunboats

Tinclads

Wooden Sloops

Cottonclads
	Eliot Rams

Small Ironclads
	Frigates

Confederate

Ironclads

Single Monitors
	Double Monitors
Ironsides

Triples

	Torpedos Davids

Tugboats

Spar
	        -


	        -
	        -
	         -
	        -

	Gunboats

Tinclads

Wooden Sloops

Cottonclads
	        -


	   Test if lost 

     any CPV
	  Test  -2
	Test  -4
	Test  - 6

	Eliot Rams

Small Ironclads
	        -


	       -


	   Test if 

   lost  any 

     CPV
	  Test -2
	Test  -4

	Frigates

Confederate

Ironclads

Single Monitors
	        -


	        -


	        -


	   Test if lost 

     any CPV
	Test  -2

	Double Monitors

Ironsides

Triples
	        -


	        -


	        -


	        -


	        -




  Captain killed Automatic fail.

        Add                                                 Subtract

+1 Lost no CPV                                - 2 Fired upon by target ship

+ Captain on board *                       - 3 Lost any CPV

* add Yellow Dice Score
                  - 2 No ram

+1 Above SPV                                  - 2 Below SPV  

Result of Test:      Score + 1 and above continue with ramming.
                                        0 and – 1 Abort ramming move

Results of Ramming

Results of successful Ram attack

RAMMING CHART
	Speed Knts
	SPV
	+ D6
	Result
	If no SPV left Ship sinks
	If result goes below SPV throw D6 and use table 6. Replace magazine hit (6) with ship sinks

	1 - 3
	5
	1
	SPV x Dice

Halve total if no ram
	
	

	4 - 7
	10
	2
	
	
	

	8 and above
	15
	3
	
	
	


Effect on Ramming Ship  Roll D6

	Speed
	1
	2
	3
	4
	5
	6

	1 - 3
	No effect
	No effect
	No effect
	No effect
	Lose ram If none fitted lose 20 SPVs
	Lose stack -2 knots for rest of game

	4 - 7
	No effect
	No effect
	No effect
	Lose ram If none fitted lose 30 SPVs
	Lose stack -2 knots for rest of game
	Steam pipe bursts

Lose 2 CPV lose 2 Knts for 4 moves

	8 and above
	No effect
	No effect
	Lose ram If none fitted lose 40 SPVs
	Lose stack -2 knots for rest of game
	Steam pipe bursts

Lose 2 CPV lose 2 Knts for 4 moves
	Ships locked Throw D6

See table below


Jammed Chart  Roll D6
	1
	2
	3
	4
	5
	6

	Released
	Released
	Released
	Jammed for Two moves Then released
	Jammed for Four moves Then released
	Jammed for Six moves Then released

	
	
	
	If opponent sinks Jammed ship sinks with it.


Boarding Ships
Union / Confederate up to two parties per move can board.
To board ships must be alongside.  

Boarders throw one D6:  4,5,or 6 Succeeds. 

Then both players throw one D6 per party (1 CPV). 

Highest score is winner.  If drawn then fighting continues into following move. 

Once one side has taken or retained the ship it will take one move to get ship under way and fire guns.You must always have 1cpv for engine room and 1 cpv for boiler room so that your ship can still move. (Use this method to capture enemy ship)
Landing Parties:  Coastal Town/Port
To land parties takes one move. Parties will then proceed at 1” per move to  centre of  town /Port buildings.

When in centre of town/Port buildings throw one D6 per party.  Score of 6 means town /Port building taken.

If not continue till following move and retry. This will continue until a six is thrown.  Once this has occurred the game objective is complete.
Landing Parties:   Forts
To land party or parties takes one move. Party will then  proceed at 1” per move to Fort. When in contact with Fort both players each throw 1xD6 per party (1 CPV)  Highest score is winner. If drawn then fighting continues into following move.  Once one side has taken or retained the fort the game objective is complete 
1 Landing Party is  1 CPV|.

Anchor
It takes 1 CPV to weigh/drop anchor. Weigh/Drop anchor only when ship stopped (no deduction occurs when weigh/drop anchor). Ships under 60spv’s  will turn direction whilst at anchor with the flow of current,  up to 2 turns 90 degrees per 1 turn 
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