                 1/31/09 Rebel Raiders Example of Play #2: The Raider Alabama


Rebel Raiders on the High Seas: Example of Play Two
Raphael Semmes, “The Pirate of the High Seas”
This narrative is intended for reading with the latest Rebel Raiders on the High Seas Play Test map.

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 card and 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.  

Please note this narrative does not contain a complete description of how the game works… only that sufficient to support this particular description of ships’ Ocean-going movement, combat, and commerce raiding.

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!


This extended example of play uses the Rebel Raiders on the High Seas (“Rebel Raiders”) game to chart the career of one of the Confederacy’s most famous, or infamous depending on one’s point of view, raider captains: Raphael Semmes.  As such, it is both an example of how Raiders work and how the game relates to this aspect of American Civil War history.
Semme’s Modest Beginning:
A long-serving but frustrated officer of the US Navy, in 1861 Maryland-born Raphael Semmes was sailing a desk in Washington City as secretary of the lighthouse board of the Treasury Department.  During the War with Mexico, he served with some distinction commanding siege guns landed from the fleet for the battle of Vera Cruz, but in two of three previous forays in sea command, he lost his ships to storms.  When the South seceded, Semmes had been a lieutenant for 18 years.    
In February 1861 he accepted a commission in the Confederate States Navy.   Dispatched to New Orleans, Semmes took command of a rickety decrepit old 500-ton three-masted propeller steamship that for years had carried passengers and mail between New Orleans and Havana.  This dubious vessel was destined to become the Confederate Navy’s first oceangoing warship, the Sumter.
Semmes oversaw the refit and arming of the ship, which was reconfigured to allow the mounting of five light guns.     The Sumter was the only ocean going raider launched from a Southern shipyard during the war.   The Raider counter which begins the Rebel Raiders 1861 Set-Up game in New Orleans represents Semmes’ first command.

April 1861 (Turn One)
A Confederate Raider piece starts the game in New Orleans.  It has six movement points.   It moves first to the Jackson and St. Phillip Fort space, then to the New Orleans Blockade Station.  For its third movement point, it enters the West Gulf.   There awaits a Union Screw Sloop  (historically, this is the Brooklyn, card #13 in the Union deck – as this card is valuable only in combat, not in a search/evasion, the card, were it in the Union Player’s possession, would not played at this instant).

The Union Sloop has an automatically awarded die roll to attempt to catch a Raider that enters its zone.   Raiders roll a die and add “2.” For their Coastal Zone evasion bonus.  A Coastal Zone, incidentally, is any Zone with a Blockade Station within it.  All others are High Seas Zones.   
The Union player is obliged to roll first and rolls a “5.”     This means there is a chance that the Raider could be caught. The Confederate player rolls a “3,” and adds “2” for being a Raider.  As the Union die roll is NOT higher, the Raider escapes and continues moving (as Semmes did in eluding USS Brooklyn on June 30, 1861).


The Raider moves to the South America High Seas Zone for its fourth movement point, and conducts a raid, which expends its last two movement points (each raid attempt costs two movement points).   The Confederate player rolls a die, needing a 4, 5 or 6 to succeed.  He rolls a “4.”   This successful raid gains the South one Victory Point.

Semmes’ first prize with the Sumter was the Golden Rocket, a cargo ship out of Bangor, Maine that he took just off the western tip of Cuba.  Semmes cruised the Caribbean for the next five months, taking or burning 13 prizes, with Union ships chasing after him for most of that period.


During the Union half of April 1861 the Sloop in the West Gulf moves to South America (one movement point) and searches (two additional movement points).  The Union announces that he will do an extended search, using ANOTHER two movement points, for a total expenditure of FIVE.  He rolls a die, adding the Plus One he earned by expending the additional pair of movement points for an extended search.   
              He rolls a “1”, and adds Plus One for a total of “2.”     As Raiders add 3 to their die when evading in a High Seas Zone, there is no chance of the Sloop finding the Raider, and the Confederate player does not even bother to roll.   The frustrated Union Player, who at this point in the game has very few Sloops to spare for “Raider Hunting”, has one movement point remaining, but decides he will leave the Sloop in the zone with the Raider as a deterrent to further raiding. 
By doing this, leaving a Sloop in the same Sea Zone as the Raider, the Confederate player by announcing a Raid there, would risk having his sole Raider now on the map found and risked at battle, with the Union Sloop rolling two dice to his one,

Among other moves, the Union also places a Sloop from the Pacific into The Keys (Indian Ocean, Caribbean, Bahamas, and then to The Keys for an expenditure of 4 of the Sloop’s 6 movement points)  both to extend its blockade of Southern ports and to help trap the Raider.

August 1861 (Turn Two)
  The Confederate Raider could attempt to raid in South America, but if it does so, this triggers a free search by the Union Sloop that is present.   Moving to The Keys would also give the Sloop there a free search.   Instead, the Confederate player moves the Raider to the Cuban Coast (one movement point), and then into the Bahamas (a second movement point).  There he conducts two raid attempts, at two movement points each.   He needs a 4-5-6 to succeed.  He rolls a “1” for the first raid attempt (it fails) and a “6” for the second (it succeeds and garners a particularly juicy prize).   That one successful raid gains the South Two Victory Points.
The Union follows, sending the Sloop from The Keys into the Bahamas.  Historically, this was USS Powhatten (USN card # 21) commanded by David Dixon Porter (for whom there is both a leader counter and a card, #2, which represents the mortar boat squadron he used in working with Admiral Farragut to take New Orleans the following April – and yes, we have a leader counter for Farragut and THREE cards that apply to him:  Damn the Torpedoes, USN#1; The Grand Fleet, USN #33 and USS Hartford, USN #37).
But I digress.

The Union player moves the Sloop from The Keys to the Bahamas at a cost of one movement point.   He expends the two movement points required to search, plus two more to get the extended search bonus AND plays USN Card #21 – USS Powhatten.  That card adds 2 to the Speed Roll for a Sloop searching for Raiders or Blockade Runners.  The Union also has a Plus 1 for the extended search (spending that second pair of movement points), for a total of Plus 3 to his die.  He rolls a “6” – and adding three to make a total of 9 --- and grins a knowing grin.

Then the Confederate rolls a die, a 6, to which the Confederate player adds Plus Three for being a Raider – also a 9.    As the Union must beat the Confederate die roll to catch a Raider or Blockade Runner, the Raider escapes (as the Union Player casts a despairing eye to the ceiling… wondering what further torment the fickle dice have in store for him during this Rebel Raiders game); the Union has one movement point remaining, and again elects to stay in the zone.  
He moves another sloop to the Caribbean to again try to close in on the Raider, brings up one to put in each of Key West and the Cuban Coast, and has yet another on blockade in the South Atlantic.  The Union wants this Raider and wants him bad (at least that is what the Yankee high command decided by dispatching many, many warships to hunt the elusive Semmes down).
December 1861 (Turn Three)
At this point, Semmes historically decided the Caribbean area was getting too hot –  too many Union warships were hunting him.  While in the neutral port of St. Pierre on Martinique, the USS Iroquois sailed into the port and repeatedly came within a ship’s length of his vessel, its commander and crew taunting him with each pass.  Then as now, hostilities are forbidden in neutral harbors – so the Union warship sat just outside, waiting for Semmes to try and make a run for it.    
The Confederate captain waited for a dark night with a “friendly” rain squall to mask the smoke from his funnel – and made what is described by one of Semmes’ biographers (Stephen Fox) as “a heart-thumping escape.”
In our game, the Confederate player moves his Raider from Bahamas to Caribbean, where the Union Sloop there tries and fails to capture it (much like the USS Iroquois at Martinique).  The Confederate player then moves his Raider piece to the Mid-Atlantic (for a second movement point), to the Azores (for a third), makes a successful raid attempt there for two more movement points (his fourth and fifth) to earn 1 VP, and then, like Semmes, who was heading for Europe, moves into the Bay of Biscay for his sixth movement point – thus hoping to put as much distance as possible between himself and his pursuers.

The Union follows up, moving its Sloop in the Caribbean to pursue.  Following the same path taken by the Raider it takes three movement points to reach the Bay of Biscay.  This leaves the Union with the two points needed to make a search (but not enough to make an extended search, which would cost an additional two movement points).  The Union player rolls a “3” – which with the Raider adding two to its die makes it impossible for the Union to catch the Raider.

Frustrated, and not wanting the Raider to get away, the Union plays USN Card # 49 – “Tempest’s Wrath,”  which forces all Confederate ships in the sea zone to head to the nearest neutral port – which in this case is Spain.  

Historically, Semmes was heading for Europe when on “as ugly looking a morning as one could well conceive,” as he wrote in his memoirs, he encountered “thick, dark, gloomy weather, with the wind blowing fresh from the east and threatening a gale.”  That “gale” turned out to be a cyclone, and the storm crippled the Sumter so badly that she had to limp into Gibraltar, pumps barely keeping her from sinking.

The Sumter, a small, under-gunned and now badly damaged ship could not stay long in the neutral port, especially as Union warships had followed her and were now awaiting the little Raider should she try to break out.    Semmes paid off the crew and sold the ship to a local merchant, who would later repair her, remove the guns and use it as a legitimate cargo vessel.  
The Semme’s Narrative Resumed
The conversion of Semme’s 1861 command into a cargo ship was the end of the Sumter, but not of Semmes.  Later that year, in August, he would take a steamer from Nassau to the Azores, and would there meet up with a vessel built in the Laird shipyards of Liverpool, England.  Launched as ship #290, it is better known by another name, that of the Southern state where Semmes had made his home during his long years of service in the US Navy – the Alabama.

.

The Alabama

…..The Alabama is represented in Rebel Raiders on the High Seas by both a card (CSN Card #63 – Alabama) AND by a special counter (Alabama).   This counter is used to show that the ship retains the special bonus shown on the card as long as the ship remains in play (i.e. until or if she is sunk).   That card, which bears Semmes name as its subtitle, allows the Raider to add 1 to its die in both combat and speed rolls – the later meaning that instead of just adding Plus 2 or Plus 3 as all Raiders do, it adds another – for a total of Plus 3 or Plus 4.  As for combat, it means the Alabama can hit and sink a Union Sloop on a die roll of 4, 5, or 6… not just a 5 or 6.   

This replicates Semmes’ uncanny ability to elude the Union Navy while in command of Alabama.  Especially designed and built for speed and for use as a commerce Raider, Alabama had a seven-to-one length-to-beam ratio – that means she was seven times as long as she was wide, thus resembling a large racing yacht more than a warship or commercial vessel.  Although she had the look of clipper ship, she was much faster – and her propeller could be lifted from the water, thus making her even more nimble when under sail.   And Alabama could pack on an enormous amount of sail, as she was configured in a barkentine rig like an East Indiaman.  She could lie close to the wind like a schooner, giving her a top speed of 13 knots under sail, or 15 under steam.   As Semmes’ biographer Stephen Fox notes, under sail, Alabama was “faster than practically any ship she cared to chase or escape.”
For the next 22 months the formidable Alabama would range the oceans of the world, traveling over 75,000 nautical miles.  She went as far east as Singapore, as far south as the Cape of Good Hope in Africa, as far north and west as the Gulf of Mexico and as far north as The Grand Banks (in our game that would be from the Azores to the Pacific to the Brazilian Coast to the Gulf of Mexico and up to the North Atlantic).   In this grand tour of raiding terror Semmes sank or captured 66 prizes.   This did so much to harm Union commerce that the Federal government was besieged by ship owners,  industrialists and other businessmen to dispatch a fleet’s worth of sloops to hunt Semmes  (in our Rebel Raiders game this is represented by the Victory Points gained from raiding and Advanced Game Optional Rule 18.33, “Union Commercial Interests Demand Protection.”
In the Fall of 1862 Semmes planned a raid on New York City – hoping to catch and burn ships in site of the Union’s busiest port – and perhaps even lob a few shells into Manhattan.  Alabama, however, ran into a horrific storm, and low on coal and in need of repairs, Semmes abandoned the project and headed for the Caribbean, and a rendezvous with his coal resupply ship.  (Alabama rarely ran under steam, saving it for times when she needed to make a fast getaway or could not use the wind to her advantage; the steam engines, however, provided her with fresh water – a necessity during extended cruises).

 In January 1863 the Alabama made history.   Semmes read in captured New York newspapers that the Confederate port of Galveston (which is on our map) was to be the target of an invasion by the Union General Banks.  Semmes planned to meet the invader during approach and sink the transports.   By the time he reached the area, however, the Union had already landed, taken the city – and then lost it to a Rebel counterattack (we have the possibility of such an immediate counterattack built into Rebel Raiders, – in our game, Galveston could have been reclaimed through a counterattack launched by either CSN Card 103 – Uprising! Rouse the State Militia or CSN Card 107 – The South Shall Rise Again.   
The Confederate player may also purchase counterattacks during the game’s Build Phase (for use the following turn) and use other cards that allow counterattacks such as CSN Card 89 – John Bell Hood, which is not playable until 1864.  Land assaults in Rebel Raiders are resolved in an abstract manner with cards and dice.
As Semmes approached Galveston he saw five Union warships shelling the town.   Brave and confidant as he was, Semmes knew that five to one did not make for good odds, so he started to move off.  A Union warship, USS Hatteras, followed.   Semmes coyly drew her out, and when the two ships were a mere 100 yards apart, Semmes boldly hauled down his false Union Jack and raised the Confederate battle flag.  He announced that “this is the Confederate States Steamer Alabama,” told his crew to “Give it to the rascals!” and fired his starboard broadside into the Union warship.

USS Hatteras was a 1,100 ton commercial steamer purchased by the Navy and outfitted for blockade duty.  She was armed with five guns – four 32-pounders and one 20-pounder.  Although in many ways only a gunboat, due to her size and armament, our game would classify USS Hatteras as a Sloop.   This Union ship could pack a mighty punch, but Alabama had more, better and more modern weapons.  (See Guns and Rifles below).      
In our game, a Union Sloop, like USS Hatteras, as previously noted, rolls two dice when firing. To sink a Raider, one of those dice must be a 5 or a 6.    A Raider rolls only one die, usually needing a 5 or 6 to sink the Sloop.  Alabama, as her card (CSN Card #63 – Alabama) notes, adds 1 to its combat die – thus in effect needing a 4, 5 or 6 to sink the warship.
The battle lasted 13 minutes.   In Rebel Raider game terms, USS Hatteras did not roll either a 5 or a 6; Alabama did.  Alabama became the first armed steamship to sink another armed steamship on the high seas during wartime. 

Semmes was a skilled and lucky captain of a fine ship…but by the spring of 1864, as biographer Stephen Fox laments, “Semmes played out his hand.”   After almost two continuous years at sea the ship, writes Fox, was quite literally “coming apart.”

“Like a crippled hunter limping home from a long chase,” Semmes himself wrote then, he headed for a European port for repairs.
In our game, this would again be simulated by another play of the Tempest’s Wrath, USN Card #49 – (which because of the play of cards and events could be shuffled back into the deck and could thus come up again).
In June 1864, Semmes put into Cherbourg, France (in our game the neutral port space of France and England).    The Union vice consul in the port spied her, telegraphed the U.S. ambassador in Paris, who in turn sent a telegram to the nearest Union warship, a man of war on patrol off the Dutch coast.   The name of that vessel was USS Kearsarge (in Rebel Raiders, represented by USN Card #14 of the same name)
Kearsarge and Alabama
It is now the 19th of June, 1864 (the Confederate portion of the tenth turn of our game, April 1864).   The Raider Alabama is in the France & England port.  A Union Sloop is in the sea zone.   The Union player plays USN Card #55.

After the Emancipation Declaration (rule 17.3 in our game) it became more difficult for the South to build or repair ships there, and, eventually, the government began to seize ships it suspected of being built for the Confederacy.  USN Card#55 – Diplomatic Pressure, now played by the Union, closes England to the South.  It also requires the Confederate player to roll a die for each ship present, if any, with it being seized – i.e. sunk – on a 1, 2, or 3, or being forced out to the sea zone on a die roll of 4, 5 or 6.  The Confederate player rolls a “4,” thus avoiding seizure.   Alabama, however, is forced out to sea, where, as Card #55 states, the Union may immediately conduct a search.    
As it is the Confederate turn, the Union does not have the ability to expend movement points to gain the bonus to the die for an extended search.  The Union, however, does have USN Card #14 – USS Kearsarge.   Play of that card adds one to the speed roll for the Union sloop.   The Union player rolls a “6,” and adds that one bonus for the card – for a total of “7.”

The Confederate player rolls a “2” – and adding Plus Three for being a Raider, as well as the Alabama’s special plus one speed die roll advantage (unique to that ship) that is a total of “6.”    It is not enough.  Like the real Alabama, the Raider Alabama counter is caught at sea.  It must now fight for its life.

In combat, a Raider gets a single die.  When targeting a Sloop, a 5 or 6 are required to sink it.    Alabama, however, has a combat bonus according to CSN Card #63 – Alabama.  That bonus adds one to its die – so the Confederate player will need a 4, 5 or 6 to sink the Union Sloop.
In combat, as previously noted, Union Sloops normally roll two dice.   USN Card #14 – USS Kearsarge gives that particular Sloop an ADDITIONAL die in combat – for a total of three dice.   When firing upon a Raider, a single 5 or 6 will sink the ship.    Given the bonus in combat the South has for Alabama, this makes for a fair fight - too fair, for the Union player.   If he misses Alabama in the first round of combat, the Raider can retreat – and thus live to raid again.  As the Union player is by now utterly sick of chasing down this Raider, he decides to stack the odds in his favor, and plays USN Card # 3 – Yankee Guns.  This powerful card allows all Union Sloops and Ironclads to re-roll one miss in the first round of combat.  (The card remains face up for the rest of the game, and will apply to all combats involving Union Sloops/Ironclads, whether against Rebel ships or batteries).
Unfortunately for the Union, the Confederate player has a card or two up his sleeve (well, in his hand, actually, as having a card up his sleeve would be ungentlemanly and would undoubtedly lead to the exchange of words insinuating that the Confederate player was of dubious parentage and conjectural antecedents).  

The Confederate plays CSN Card #109 – Miscommunication.  This allows him to respond to any Union card play and force the Union to pick up that card and return it to his hand, where it must remain unplayed for the remainder of that turn.  The Confederate player could have used this to put USN Card #14 – USS Kearsarge back into the Union hand when it appeared, but he did not – as he was saving the card for something more important – and “Yankee Guns,” with its long-term and multiple effects, is definitely such a card.
Now the fight is set.  Alabama has one die, adding one, thus needing a 4, 5 or 6 to sink Kearsarge.  The Union Sloop has three dice, needing a 5 or 6 to sink Alabama.
In history, Semmes decided to fight.  He did not even consider trying to get away and went around Cherbourg the night before the battle telling everyone he met that “tomorrow, we fight!”  

The next morning, the French ironclad warship Couronne escorted Alabama out of the harbor, its mission to ensure that any combat between the two American vessels took place outside of the three-mile territorial limit.  The presence of the French warship also meant that Alabama could not slink up the coast in French waters, had Semmes tried to do so. 
 Couronne did its duty, although the precaution was ceremonial and unnecessary.   Semmes was ready for a fight. So was Captain John A. Winslow, USN, who had taken charge of the Kearsarge from its previous commander, Charles W. Pickering.  He had stationed his vessel some seven miles from the French coast, but well athwart the sea lane.  There’d be no avoiding of combat for this Confederate Raider. It was an epic duel.  
Guns and Rifles

Alabama was faster and more agile than Kearsarge,  and Semmes maneuvered her like a fencer – moving the Confederate cruiser into position to snipe away with his pivot guns – a powerful Blakely rifle (a seven-inch 110-pounder) and a crushing eight-inch (68-pound) smoothbore.   Alabama also boasted six 32-pounder smoothbores, three on each broadside.

Kearsarge could more than match this firepower.  The Union warship carried a pair of Dahlgren 11-inch smoothbores, a quartet of 32-pounders in broadside and a 30-pounder Parrott rifle.  At 11 knots it could keep up with Alabama, and at half again her size (1,550 tons versus 1,050 for the Raider), she could take more punishment – and as a Mohican-class sloop-of-war she was built to give and take just such punishment, something for which the lighter, sleeker Raider was not.  Winslow had chain cable set in tiers along the sides of Kearsarge to give her added protection.
Alabama opened fire first.  Winslow held his fire until they were 1,000 yards apart.  For 70 minutes the two ships maneuvered, circled each other and exchanged fire.   A shell from the Blakely rifle hit the stern post on the Kearsarge, affecting her rudder.  Unfortunately for Semmes, the shell failed to explode – had it done so, the battle could have ended right then and there.

Alabama fired again and again, as fast as her eager gunners could load.   Although a very successful Raider, Alabama had not fired her guns often, let alone in combat.  Her crew was very good at manning and loading the guns, but their fire was not accurate.   Kearsarge’s professional navy gunners kept up a more measured, steadier and far more accurate rate of fire.  Alabama let loose some 370 or so rounds; most were too high and missed.  The Union gunners fired half that many rounds, but their aim was true…and reduced the Raider to a flaming wreck.
Semmes had no choice, his ship, torn open at the waterline, her boilers flooded,  many of her crew dead or wounded – he struck his colors.   

Thus ended the Alabama.

In our game, this would be as if the Confederate player rolled a miss with his die and the Union rolled at least one 5 or 6 with his three dice (two for a Sloop, a third for the bonus card 14 provides).    

Of course, being a game, and not history, the Alabama might not go down.   The Union could miss and the South could roll the die that sinks the Yankee sloop.  Or both could hit, and both ships would sink.  Or both would miss, and the Raider could elect to retreat, thus living on to raid another day….or at least into turn 11: August 1864….
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