REBEL RAIDERS Example of Play (New Orleans, 1862) 


REBEL RAIDERS ON THE HIGH SEAS

Example of Play:  New Orleans 1862
This narrative is intended for reading with the latest Rebel Raiders on the High Seas Play Test map and the attachment of play test cards specific to this narrative which accompanies this document’s posting within GMT’s Rebel Raiders website.

Hopefully, experienced gamers will be able to follow the game’s exciting action and appreciate how Rebel Raiders’ depicts American Civil War naval actions with a relatively simple system capturing the essence of the period.  This text will be updated when playing piece images, with decent artwork, are available.
Should there be any question, kindly post it within ConSimWorld’s Rebel Raiders site (under “Gunpowder” – “American Civil War”).  It is Mark and Fred’s intent to post Rebel Raiders rules within GMT’s website.
We hope you enjoy this “game as history” description and are encouraged to place a    P-500 Rebel Raiders on the High Seas order.  Apologies for blatant “shilling”:  Thanks!

The following example of play is taken from the opening turn of the 1862 Rebel Raiders scenario.  Players have three card options available when they set-up the game.  In this case, the players opt to use “Option B”… with pre-designated cards specific to the major historical naval battles fought during the game’s first turn: April 1862 (see attached copy of relevant play test cards).
Readers should note that every single nuance of the game is not described here… only explanation sufficient to follow the game’s actions.  Suffice for now that this is an “IGO – UGO” type game (although there are things for the non-moving player to do).  A year is divided into three turns: April – August – December and the Confederate Player goes first.  At the time this narrative’s action begins, the Confederate April 1862 turn has been completed and it is now the Union’s opportunity to move pieces upon the map.
The Union player seeks to capture New Orleans from the sea.  To do so he must first attack the forts guarding it – the Fort space on the map labeled “Jackson & St. Philip.”   If successful, the victorious fleet may continue on to attack New Orleans that same turn.

The Union receives two free cannon pawns (attacks) a turn, and can purchase or gain a third or fourth through builds or card play.  Normally the Union may use only one of those pawns to make a single amphibious assault a turn; by play of the “From Sea to Shining Sea” Event (Card 24), however, the Union now has four pawns, and can use all four to make amphibious attacks (as they did in April 1862 – arguably the worst single month of the war for the Confederacy).
Union Cards and Forces

 As per the scenario instructions, the following #cards are in Play (set face up before the Union player):
2-David Dixon Porter (Place by Porter Command Box)

8-Grant Takes Command

24 – From Sea to Shining Sea (Event must be played this Turn.  Card is then Discarded.)

37-USS Hartford (Place by the Farragut Command Box)
The following seven cards are in the Union Player’s Hand.  This is a special exception to the usual hand limit of six cards:

12-USS Iroquois

13-USS Brooklyn

15-USS Carondelet

18-USS Tyler

23-USS Mississippi

35-Ead’s Ironclads

38-Queen of the West

Although there are many pieces on the map, in terms of this particular fight the Union player has the following forces available for the attack:

In the West Gulf:  Farragut with four screw sloops.

In the New Orleans Blockade Station: Porter with two gunboats
For convenience, the pieces are placed on the Commander’s respective Command Boxes (to avoid stacks of pieces spilling over onto the map). 
This will be the Union Player’s attacking force.
	Sloop


	Sloop
	Sloop
	Sloop
	Gunboat
	Gunboat


Confederate  Cards and Forces
The Confederates also have many pieces on the map, but opposing this armada, the Confederacy has 

One Battery and one gunboat in the Forts Jackson and St. Philip space

Two Batteries in New Orleans

The following six cards are in the Confederate Player’s Hand:

60-Bobby Lee

71-CSS Manassas

94-To the Dark Shores

100-Battle Flags North

104-Stonewall Jackson

110-Hulks, Rafts and Chains
Both sides also have cards in their respective “Discard Piles” from previous play.  See the separate file accompanying this narrative for their descriptions. 

The Union Move
Farragut with his sloops moves to the New Orleans Blockade Station, picking up Porter and his two gunboats (one movement point).  Porter is placed in the Farragut Command Box to indicate he and his ships are now part of Farragut’s force.  The combined fleet then moves into the Jackson and St. Philip Fort space (a second movement point).

The Union player is the attacker.  He plays cards and designates “tactics” first.  There are some “Response Card” exceptions to this in the Rebel Raiders game, but these are not germane to this narrative.
As the “Hartford” card is with Farragut, he designates one of the four sloops to be the Hartford.  This sloop may ignore ONE hit in the coming battle.

He uses the “Union Naval Shield” tactic, and sets up his fleet so the four sloops are protecting the two gunboats.   This means that the two gunboats can not be targeted by the enemy, but also means that they do not fire in any round in which they shielded.
 (The Union player is doing this because gunboats are very vulnerable, and also because as long as he has at least one gunboat he may make use of the “David Dixon Porter Little Mortar Boats” card.

	Sloop


	Sloop
	Sloop
	Sloop


	Gunboat


	Gunboat


He then elects to play the “David Dixon Porter” Card. This allows him to use its “mortar boats” to  fire upon the battery from beyond their range.
The Confederate player, facing a sizeable armada, decides to shelter the lone gunboat behind the battery.  This means the gunboat will not fight, but also will not be a target in the opening round – and could thus retreat back to aid New Orleans if the battery is destroyed.
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The Union begins with the Porter card.  It is a card which must be played before combat.

The card allows the roll of two dice: for each “6” rolled one battery is destroyed.   He rolls two dice, neither one of which is a “6.” (Welcome to the wonderful world of war game dice rolling!)   Although both shots miss, the “Porter” Card remains face up on the table, but as it may be used only once per battle, will play no further part in the action  
The Confederate player may now play cards.  He elects to use “Hulks, Rafts and Chains” allowing him a plus one to the die for his battery on the first round of combat.

Now the fleet engages the lone battery.  Fire is simultaneous.
 The Union player has four sloops.  Each sloop rolls two dice.   Their only target is the single battery.  To destroy a battery, at least one “6” is required.    The Union rolls eight dice (2 per each of the four sloops) but fails to score a single 6 (You can imagine the Union player’s response to more bad dice rolling!).
The battery has two dice.  The Confederate player may use both dice against a single ship (which he would need should he try to sink Hartford, which ignores one hit per battle) or fire at two different ships.   
He chooses to roll against two separate sloops – and intentionally does NOT select The Hartford.     A roll of a 5 or 6 is required to sink a sloop.  The “Hulks, Rafts and Chains” gives the Battery a plus one on its die in the first round.   He rolls a 2 and a 4.  The “plus one” bonus makes these into a 3 and a 5, respectively.  The 3 is a miss, the 5 sinks a sloop.

Stay or Run?
The Union player could elect to withdraw and end the combat.  He does not.  (After all, this is Admiral Farragut, the man who two years later would utter the famous phrase “damn the torpedoes, full speed ahead” – for which, by the way, there is a card, Union Card #1, but alas, as that card is still in the deck, its bonus is not available for this fight)

In round two, the Confederacy again elects to shelter the gunboat.  The Union also elects to keep its gunboats shielded.  (Both are trying to save resources for the ‘real’ fight to come, New Orleans… presuming the Union can surmount this pesky fort space guarding that port city’s approach).

There are now three Union sloops, one of them the Hartford.  They each roll two dice; a 6 is scored and the battery is destroyed.

The battery returns fire (simultaneously).  The Confederate again chooses to fire at two sloops, neither of them the Hartford.  He fails to score the 5 or 6 needed to sink either.

With the battery destroyed, the Confederate player elects to retreat his gunboat to New Orleans.   

Assaulting the Fort
With the departure of the gunboat, the way is now open for the Union to attack the Fort space itself via amphibious assault.   Rebel Raiders resolution of land combat, or assaults, is conducted in an abstract manner without pieces to represent military units.  Cards and die rolling determine an assault’s result.

In 1862 the Union rolls two dice in an assault.  The “Sea to Shining Sea” Card, however, gives the Union a bonus die in Amphibious Assaults, for a total of three dice.   
The Confederacy always receives two dice in defense.   In land combat, the highest single die rolled by each side is compared; the higher die wins, but the Confederacy wins ties.   Rolling doubles or triples adds 1 or 2 respectively to the highest die.
The Union player elects to use “Union Tactics.”  This allows him to sacrifice dice to gain bonuses.  For each die sacrificed, he gains a plus one to the high die roll (maximum of three… but this kind of bonus won’t be accessible to the Union until later during the war: e.g. 1864).   
He decides to sacrifice one of his three dice.   The Union will thus roll two dice, but will automatically add 1 to the higher.    He rolls a pair of 5s.   The highest die is a 5, to which he adds 1 for rolling a pair and another 1 for the die sacrificed in “Union Tactics.”   His high die is thus a 7.

The Confederate player rolls two dice:  a 3 and a 6.   The Union 7 is greater than the Confederate 6.   The Confederacy loses the battle.   The Union places a control marker on the fort space.   As the Union won the battle by a difference of one (7-6=1) the Confederate Victory Point total is reduced by one.

As the scenario has the Confederate Victory Point Marker set at 30, this is now reduced to 29.

On to New Orleans
As the Union fleet is victorious, it may continue moving, and as the Union still has cannon (attack) pawns left, the Union may attack again.  Farragut, with Porter, his two gunboats and the three surviving sloops move into the New Orleans space (this is the third movement point for the fleet since beginning its move from the West Gulf… Porter’s gunboats, however, have only used two movement points as they began the turn in the New Orleans Blockade Station).

The Union player decides to pull out all of the stops.  He plays the Brooklyn and Mississippi cards (#13 and #23).   Each affects one of his sloops.  His third sloop is still the Hartford.    The sloops marked as Hartford and Mississippi will each ignore the first hit they receive in the upcoming battle.  Brooklyn has a die roll chance (5 or 6) to ignore EACH hit it receives.  He also announces that he will use Porter’s “Little Mortar Boats” again, as he is allowed to do so once per battle.
He elects to shield the gunboats for the first round.

	Sloop

Hartford

	Sloop

Brooklyn
	Sloop

Mississippi


	Gunboat


	Gunboat


The Confederate player decides it is now time to play the Manassas (card 71).  This is an ironclad ram.  The Confederacy receives an Ironclad from the counter mix to add to the battle.  Its special ability to ram is resolved immediately.

The Confederate player chooses to ram the sloop marked Mississippi.   Each side rolls one die.  If the Confederate die is higher, the Mississippi will be sunk (this is not considered a “hit” which the Mississippi could void).    The Confederates roll a 4, the Union a 3.  The sloop marked with the Mississippi card is sunk; the Mississippi card is discarded.

 The Confederates elects to fight a combined battle, where his ships and batteries will fight together.  After all, reasons the Confederate Player’s massed firepower (lots of dice) has a greater chance of derailing this Union naval attack… or so he hopes.
The fight now looks like this:
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The Union rolls his two dice for Porter – and again fails to score a “6” needed to destroy a battery.  The Union Player is now threateningly glaring at the game’s dice.
The Union has two sloops, each may roll two dice.  Ships, however, may not split their fire.  He decides to use the Hartford to fire upon the Confederate Ironclad, and the Brooklyn to fire upon a battery.   He will need to score at least one six to destroy either.

The gunboats do not fire in this round, as they are shielded.

(NB:  Had the Union elected NOT to shield the gunboats, the Confederate ships would most likely have sortied – this prevents the mortar boat card from being used until after a round of ship to ship combat is completed.   To use the mortar boat card, moreover, at least one gunboat must survive – the Confederates would most likely have targeted the gunboats, and if both were sunk, the Porter card would become useless and placed in the Discard Pile)

The Union player rolls.  Hartford rolls a 3 and a 6; Brooklyn a pair of 6s (“boxcars”!).    The Ironclad is sunk.  The battery is destroyed (the second six is superfluous).  The Union Player heaves a sigh of relief and proclaims his dice “heroic”.
Fire is simultaneous, however, so the Confederates may respond.

The Confederate player elects to use one battery and the ironclad against the Hartford, and the other battery and the gunboat against the Brooklyn.   The batteries each roll two dice, the ironclad and gunboat roll one die each.    This gives the Confederates three dice against each target, needing 5 or 6 to sink a sloop.

The three dice against the Hartford are a 1, 4 and 5.   The 1 and 4 miss.  The 5 is a hit, and would normally sink a sloop.  With the Hartford card, however, that sloop may ignore one hit per battle.   The Hartford card is flipped over to show that this ability has been used.  If Farragut survives this battle with a single remaining sloop, this card may be used again for a different engagement.

The three dice against Brooklyn are a 2, 3 and 6.   Again, a 6 would normally sink a sloop.  The Brooklyn card allows this sloop a chance to stay in the fight.  On a die roll of 5 or 6 the Brooklyn ignores the hit and keeps fighting; on any other result it must retreat.   The die for the Brooklyn is a 4 – the sloop retreats, and is moved back to the space from which it entered the fight (the Jackson and St. Philip Fort space).  The Brooklyn card is placed in the Discard Pile.
Round Two
The Confederacy has a battery and a gunboat remaining.  The Union has a single sloop and two gunboats.   The Union could elect to retreat, an action that would allow the Northern ships to fight another day, but at the possible cost of forfeiting victory point(s) (the difference between two dice).    This is, however, Farragut, and the Union Player, emboldened by his seeming turn of luck with the dice, decides to stay and fight.

The Union player can not use Porter again in the same battle, and puts both gunboats into the firing line.   Each will roll one die.  The surviving sloops will have two dice each.

The Confederate player could decide to pull the gunboat back behind the battery.  Gunboats are easy to sink (a roll of 4, 5 or 6 does it), and as long as even a single warship remains alive, the Union cannot assault the port.   The Confederate, however, is feeling feisty and lucky.  He leaves the gunboat to fight alongside the battery.

The fight now looks like this:
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The Union player fires.  He puts one gunboat against the Confederate gunboat, and the other gunboat and the sloop on the battery.    That is three dice (two for the sloops, one for the gunboat) against the battery.   He rolls a 1, 4 and a 5.   The battery survives (“arghh!’ exclaims the Union Player).   The other gunboat rolls a single die: it rolls a 4, sinking its target (a 4-5-6 would have sunk the Confederate gunboat).

The Confederates respond.  The gunboat will fire at one Union gunboat.  The battery will split its fire, one die at the sloop, one at the second gunboat.

The Confederate gunboat rolls a 4, sinking the Union gunboat.  The Battery rolls one die at the other gunboat, also rolling a 4, sinking it.   The Battery rolls its other die at the now non-named Union sloop (the Harford card has been withdrawn), rolling a 2…a miss (it needed a 5 or 6).

The  Confederate  gunboat is removed, as are the two Union gunboats and with both gunboats sunk, the “Little Mortar Boats”, card 2, is placed into the Union discard deck… a serious blow to the Union’s future Mississippi River ambitions.  The sole surviving Union sloop and the Confederate’s battery survive.   

Decisions, Decisions
The Union player now has a painful decision to make.  He has a single sloops versus a battery….he has two dice, needing a 6 to hit a battery, while the battery has two dice, needing either a 5 or 6 to hit the sloop.   

The Union could retreat, saving the sloop and yielding up the difference in two dice in victory points to the Confederacy.

The Union could continue the naval assault.  If the sloop destroys the battery, that would make the landing easier.  If the battery destroys Farragut’s single remaining sloop,
however, that will end the naval battle with the Hartford card being removed from play.  The way the dice have been falling, the Union Player decides this is a risk not worth taking.
He chooses to take the third option.  As there are no Confederate warships remaining, the amphibious assault may be conducted, even though this means that the landing will go in against the battery.   

The Porter Commander, no longer needed with the demise of his two gunboats, is returned to his Command Box for possible future use. 
In go the landing parties….
The Union player has his normal two dice for an 1862 amphibious attack, plus a third for the Sea to Shining Sea Card.    He will sacrifice a die for Union Tactics, giving him two dice with a plus one bonus.
The Confederacy always has two dice on defense.  Each battery, up to a maximum of three in a space, adds a die.  As there is one battery remaining, the Confederates receive a die for that battery.  The Confederates will roll three dice, and as Confederates, will win ties.

The Union rolls a pair of 3s.   His high die is thus a 3, plus one for rolling doubles, plus another for the Union Tactics – a total of 5.

The Confederacy rolls three dice – all 2s.   His best die is a 2, adding two for rolling triples – giving him a total of 4 (It is now the Confederate Player’s turn to stare at the fickle dice with gritted teeth).  The Confederates are defeated.  A Union control marker is placed in New Orleans.

The Union player has won by a difference of one (5 – 4 = 1).   This costs the South a Victory Point.  Move the Victory Point marker down from 29 to 28.   

The loss of a city (as opposed to a mere fort) costs the South additional victory points.  The Union rolls a die, reducing the Southern Victory Point total by the number on that die.  The Union rolls a 3 – thus costing the South three VP points:  move the marker down from 28 to 25 victory points.

The Union player still has Farragut with one sloop remaining in New Orleans.  The Farragut “fleet” has expended three movement points so far; as sloops have six movement points, Farragut and the sloop could continue moving….and they do so, back out to Fort space Jackson and St. Phillip, on to the New Orleans Blockade Station and then out into the West Gulf (where that sloop could intercept Confederate Blockade Runners seeking to enter the West Gulf and land their VP cargo in Galveston).

Although costly, the Union campaign on the Mississippi River is off to a good start, but this game of Rebel Raiders has just begun and many are the variables of dice and cards… the issue remains very much in doubt.
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