Variant Rules for Eagle Games’ The American Civil War
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1The Sides


1The Board


2The Units


2Turn Order


2Movement Rounds


2Movement Restrictions


2Rail Movement


2Amphibious Movement


2Resolving Battles


3Battle Effects


3Naval Battles


3Production Round


3Unit Production and Placement


3Production Limits


3Scenarios


3Historical Scenario


4Balanced Scenario


5Advanced/Optional Rules


5Elite Units


51864 Presidential Election


5Battle Reinforcements


5Battle Initiative


6Blockade


6Rivers


7Political Initiative Round


7European Intervention Rating


7Emancipation of the Slaves (CSA or USA)


7Conscription (USA or CSA)


8European Diplomacy (USA or CSA)


8Seek Support or Intervention (CSA Only)


8Declare War on European Powers (USA Only)


8CSA Support from Europe


8War with Europe



The Sides

The two sides in this game are denoted USA (United States of America) and CSA (Confederate States of America).  The USA is also known as the “North”, the “Union”, or the “Yankees”, and has their capital in Washington D.C.  The CSA is also known as the “South”, the “Confederates”, or the “Rebels”, and has their capital in Richmond.  An optional rule makes possible British and French entry into the war on the side of the CSA.

The Board

REGIONS – The map is divided into regions for purposes of movement and control.  The lines separating regions are gray in CSA home regions, blue in USA home regions, green for border regions, and red or orange for Canada, Mexico, the Indian Territory and the Western Territories.

CITIES – The circular areas with a name and number next to them are cities.  Cities act as regions in all respects.  Port cities are those that border the ocean.

RAILROADS – The tracks connecting the cities are railroads.

RIVERS, OCEANS, and LAKES – units may not enter oceans or lakes, and rivers have no effect on movement or combat.

The Units

COLORS – USA units are dark blue.  CSA units are gray.  British units are red.  French units are light blue.  The red and light blue units are also used for various special units, such as Indians, rioters, and ex-CSA militia.  

INFANTRY – Move one space per turn.

CAVALRY – Move two spaces per turn.  Normal cavalry has brown horses; elite cavalry uses the black horses.

ARTILLERY – Move one space per turn.  

LEADER – Move two spaces per turn.  May not control a region by itself.

FLAG BEARER – Acts as a marker for a large group of units in a region.

Turn Order

The turn order is three monthly movement rounds, followed by a production round.  Within each round, the CSA moves or produces first, followed by the USA.  

Movement Rounds

During each movement round, a player may move any number of his units their allotted amount.  At the end of movement, if any units are in a region with enemy units, a battle is fought.  The non-moving player decides the order in which to resolve the battles.  

Movement Restrictions

Players may not move units into Canada or Mexico unless Britain and France have entered the war.  If units enter the Indian Territory and it is unoccupied, they must fight d6 Indians, half of which are infantry (round down) and half cavalry (round up).  The Indians will not leave the region, and if victorious are removed from the board.  The Western Territories may not be entered.

Rail Movement

Rather than using normal land movement, units may move by rail.  The maximum number that may be moved by rail in a movement phase is equal to that player’s Rail Stock number; cavalry cost two rail stock per unit, infantry and artillery cost one, and leaders cost zero (so may move by rail for free in effect).  The unit must begin in a city with a rail line, it may then move any distance along rail lines, not passing through enemy controlled cities or regions, ending in either a city or region.  Units may not use rail movement to enter battle.

Amphibious Movement

Rather than using normal land movement, units may move from a port city to any region adjacent to the ocean.  The maximum number of units moved in this way is equal to the player’s Naval Rating, with cavalry counting as two, infantry and artillery as one, and leaders as zero.  The non-moving player may declare a naval battle.  If the moving player loses or draws the naval battle, his units must return to their ports of debarkation and may not move further.  Also, if the moving player lost any Naval Ratings in the battle, he must lose the same number of units that were being transported (his choice as to which units to lose, and uses the carrying capacity given above, so that losing a cavalry would cover the loss of two Naval Ratings).  If enemy units are in the region being landed in, a battle is fought.  The defender has a +1 DRM on all fire and charge attacks, and if the attacker is forced to retreat his units are eliminated instead.

Resolving Battles

Battles are resolved using the Tactical Combat Rules.  A major battle is one in which both sides have more than six non-leader units in the battle.  Units defending cities automatically receive entrenchments in all of their battle line spaces.

Battle Effects

The player that wins the battle remains in the contested region; the other side must retreat to an adjacent empty region.  If required to retreat, the attacker must retreat to one of the regions that he attacked from; the defender may not retreat to any of the regions that the attacker entered the battle from.  If there are no regions to retreat to, the units are eliminated instead.  Whenever a home city connected to the railroads is captured, the original owner loses one Rail Stock point; this also applies to border cities that are controlled from the beginning of the scenario.

Naval Battles

To resolve a naval battle, each player rolls 2d6 and adds their naval rating to their total.  The table below gives the results.

	Lose By
	Result

	0 (tie)
	No losses for either side, but amphibious invasions fail.

	1-3
	Lose one Naval Rating point.

	4-6
	Lose two Naval Rating points.

	7+
	Lose three Naval Rating points.


Production Round

Unit Production and Placement

Each player totals up his controlled production points (the number next to each city).  A city is controlled if it is in your home area (blue border for the USA, gray border for the CSA) and is not occupied by an enemy unit, or if it is a border city (green border) and has one of your units in it.  Units are placed in any home region that does not contain enemy units; at most one unit may be placed per region.  The CSA must first place one newly built unit in each CSA state that has one or more regions controlled by the USA before placing them elsewhere.  Unused PP’s are carried over to subsequent production phases.

	Unit Built
	Balanced Scenario
	Cost to USA or France/Britain
	Cost to CSA 1861
	Cost to CSA 1862
	Cost to CSA 1863
	Cost to CSA 1864
	Cost to CSA 1865

	Infantry
	10
	9
	8
	9
	10
	11
	12

	Cavalry
	15
	15
	11
	12
	13
	14
	15

	Artillery
	20
	15
	16
	17
	18
	19
	20

	Leader
	20
	19
	12
	13
	14
	15
	16

	Rail Stock
	10
	10
	12
	13
	14
	15
	16

	Naval Rating
	10
	10
	15
	16
	17
	18
	19


Production Limits

At most two cavalry can be built per production phase by either the CSA or USA.  The CSA may at most build two artillery per production phase.  The CSA may at most build a number of Naval Ratings per production phase equal to one third of the number of their home port cities, rounded up.  

Scenarios

Historical Scenario

Start date: June 1861, first production round following the September 1861 turn.

Naval Ratings:  USA 5, CSA 1.

Rail Stock: USA 7, CSA 4.

Production Points: USA 115, CSA 80, and neither 5.

Victory: 

1. The USA must occupy all border and CSA home cities, checked at the end of each movement round.  

2. The CSA wins by preventing a USA victory by the end of 1865 or by controlling six USA cities at the end of a movement round.  For purposes of this rule, Washington D.C. and St. Louis are counted as USA cities, and Washington D.C. counts as two cities towards the six.  

USA Troops:

Washington D.C.:
5 Infantry, 1 Cavalry, 1 Artillery.

Cincinnati:

3 Infantry, 1 Cavalry, 1 Artillery.

Chicago:

4 Infantry, 1 Artillery.

St. Louis:

3 Infantry, 1 Cavalry.

14 Infantry:  to be placed by the player, maximum of one per state.

CSA Troops:
Richmond:

4 Infantry, 1 Cavalry, 1 Artillery.

Charleston:

2 Infantry, 1 Cavalry.

Mobile:


2 Infantry.

New Orleans:

3 Infantry, 1 Cavalry.

Memphis:

3 Infantry, 1 Cavalry, 1 Artillery.

Atlanta:


2 Infantry, 1 Cavalry.

7 Infantry: to be placed by the player, maximum of one per state.

Balanced Scenario

Start date: June 1861, first production round following the September 1861 turn.

Naval Ratings:  USA 5, CSA 5.

Rail Stock: USA 7, CSA 7.

Production Points: USA 130, CSA 130 (all cities worth 10 PP). No production limits except for cavalry.

Victory:  Either player wins when they control eight enemy cities simultaneously.  For purposes of this rule, Washington D.C. and St. Louis are counted as USA cities.

USA Troops:

Washington D.C.:
5 Infantry, 2 Cavalry, 2 Artillery.

Cincinnati:

3 Infantry, 1 Cavalry, 1 Artillery.

St. Louis:

4 Infantry, 1 Cavalry, 1 Artillery.

11 Infantry:  to be placed by the player, maximum of one per state.

CSA Troops:
Richmond:

5 Infantry, 2 Cavalry, 2 Artillery.

Memphis:

4 Infantry, 1 Cavalry, 1 Artillery.

Chattanooga:

3 Infantry, 1 Cavalry, 1 Artillery.

11 Infantry: to be placed by the player, maximum of one per state.

Advanced/Optional Rules

Elite Units

Both sides may roll 2d6 twice after a major battle: the first roll to generate a leader, and the second roll to convert one surviving brigade to elite, owner’s choice.  The winner of the battle needs to roll 8 or higher, while the loser needs 10 or higher and must have at least one non-leader unit survive the battle to generate a leader.  This represents the increase in experience gained from the battle.  Elite brigades may not be purchased, but may only be acquired as the result of battlefield experience.  A different color must be selected for each side (USA and CSA) to denote elite brigades.  The British and French may not add leaders or elite brigades as the result of a major battle.

1864 Presidential Election

The USA must pass the 1864 Presidential Election roll at the beginning of the November, 1864 turn or the CSA immediately wins the game.  The historical event would be that Lincoln loses the election and the peace candidate who wins grants the CSA its independence.  Roll 2d6, add the modifiers below; the result must be greater than or equal to fifteen.

	Modifier
	Description

	+1
	Per CSA, border, or Canadian city controlled by USA.

	-1
	Per USA or border city controlled by CSA.

	+1
	Per major battle won by USA during July, August, September, October of 1864.

	-1
	Per major battle lost by USA during July, August, September, October of 1864.

	-2
	USA at war with Britain.

	-1
	USA at war with France.

	+1
	USA defeated France.  (Defeat of Britain handled via Canadian cities.)

	+2
	USA declared Emancipation.

	-2
	CSA declared Emancipation.

	-1
	USA declared Conscription.


Battle Reinforcements  

Units entering a battle from multiple regions must choose a main body.  All units from the main body’s region automatically enter the battle normally.  All other forces must roll a d6 to see when they enter the battle:  1 (round 2), 2 (round 1), 3 (start in reserve), 4-6 (start normally).  Units that enter after the start of the battle are placed in the reserve at the beginning of the specified round.  A leader with the force gives a +1 DRM to the roll.  Only units that have entered the battle by being placed in the reserve may be affected by the outcome of the battle, such as pursuing or being pursued.  The size of the battle for board disposition (use of one or three battle line spaces) is determined at the beginning of the battle based on the number of units available for each player’s battle line.  The size of the battle for diplomatic effects is based on the final number of troops committed on each side, both of which must be at least six to count as a major battle.

Battle Initiative  

Before each major battle, both players roll 2d6, adding +1 for each cavalry unit in their force, +2 for each elite cavalry unit in their force, and +1 for each leader in their force.  The result is as follows; note that higher results include the lesser ones.

· A side wins by one or more, that side moves first, regardless of who the attacker was.

· A side wins by four or more, that side may watch the other side set up before setting up its own units.

· A side wins by seven or more, that side has totally surprised his opponents.  All of the winner’s units get an extra battle action during the first turn, and may perform two combat actions if not otherwise allowed to do so.

Blockade

The USA may blockade the CSA and thereby reduce its production total.  At the beginning of each production round, resolve the blockade.  After resolving it, the USA may add or remove Naval Ratings from his blockade force.  Naval Ratings that are blockading may not be used to transport land units (amphibious movement), but may participate in any naval battles that occur.  To resolve the blockade, first the CSA may initiate a naval battle against the blockading Naval Ratings.  If the USA wins the naval battle or one does not occur, the USA may then roll to determine the blockade effects.  The USA rolls a number of d6’s equal to the number of USA Naval Ratings who are blockading, minus the number of CSA home or border port cities controlled by the CSA.  The total of the rolls is the number of production points lost by the CSA for the current production phase.  The maximum number of dice that can be rolled is four.

Rivers  

Major rivers exist along the eastern borders of Louisiana (also through it), Arkansas, and Missouri, the southern borders of Illinois, Indiana, and Ohio, between Maryland and the northeastern region in Virginia, and along the St. Lawrence and the Great Lakes.  This requires some minor map changes as well:  the southeastern part of Louisiana (the part east of the Mississippi) becomes a separate region and the portion of Canada east of the St. Lawrence becomes a single, separate region.  St. Louis is to the west of the Missouri River, Louisville is south of the Ohio River, Memphis is east of the Mississippi, Vicksburg is east of the Mississippi, New Orleans is north-east of the Mississippi River, Montreal is south of the St. Lawrence, Quebec is north of it, Detroit is west of the Great Lakes, and Cincinnati is north of the Ohio River.  The sections connecting the Great Lakes are considered to be rivers.  There are two separate river systems:  the Mississippi and the St. Lawrence.  The river ports for the Mississippi system are St. Louis, Memphis, Vicksburg, New Orleans (also an ocean port), Louisville, and Cincinnati. The river ports for the St. Lawrence system are Milwaukee, Chicago, Detroit, Cleveland, Buffalo, Toronto, Montreal, and Quebec (also an ocean port).  

Units that cross a major river and enter battle give the defenders a +1 in all attacks (fire or charge) against them.  Units that retreat across a major river give their pursuers a +2 DRM on their pursuit rolls.  Units may not move across a lake except via amphibious movement, and may never retreat across one.

Units may use a separate river amphibious movement capability, to move from river ports to any region bordering a major river or lake in their river system.  However, units moving in this way may not move past a neutral or enemy controlled river port (except for Toronto and Cleveland), nor past an enemy artillery unit in a region adjacent to the river (not lake) being moved along.  If the destination region contains enemy units, an amphibious attack is conducted against them, as with an ocean-based amphibious move.  The opponent may declare a river naval battle if it would be legal for him to move to reach any part of the river movement.  Ocean and river amphibious movement may not be combined, it would have to be two separate moves.  Separate Naval Ratings are kept for each river/lake system (Mississippi and St. Lawrence).  The USA begins with two and CSA begins with one River Naval Rating in the Mississippi system.  Both the British and the USA begin with one River Naval Ratings in the St. Lawrence system.  The CSA may only build one River Naval Rating per production phase, only in the Mississippi system, and only if he controls at least one home river port city.  If a player controls a city that is both a river port and an ocean port, he may transform ocean Naval Ratings into River Naval Ratings, but not vice-versa.

Political Initiative Round

This round is added prior to each production round.  In it each player may choose and resolve one political action, CSA first then USA.  The CSA may choose Emancipation, Conscription, European Diplomacy, or Seek European Support.  The USA may choose Emancipation (after meeting the prerequisites), Conscription, European Diplomacy, or Declare War on the European Powers.

European Intervention Rating

The European Intervention Rating denotes the level of support for the CSA.  It is used to determine the likelihood of European support or intervention in the war.  The starting value for the European Intervention Rating is 8.  It can be adjusted in a number of ways.  The winner of a major battle adjusts the European Intervention Rating one step in their favor (increase for USA, decrease for CSA).  Capture of the enemy’s capital (Washington D.C. for the USA and Richmond for the CSA) yields an adjustment of two steps in the captor’s favor.  It can also be adjusted by diplomacy and emancipation, see below.  The European Intervention Rating is no longer used once a war breaks out between the USA and Britain and France.

Emancipation of the Slaves (CSA or USA)

Either player may declare this action, but it may only be declared once per game.  The USA may only do so after winning a major battle where they eliminate eight or more CSA units or if they control at least 20 PP worth of CSA cities.  The CSA may declare it at any time.

USA Declares Emancipation

The CSA immediately receives six new infantry units, to be placed in any region or city controlled by the CSA, maximum of one per region.  The European Support and Intervention Rating goes immediately to 12.  When the USA conquers a CSA city for the first time, the USA may place a free infantry unit in that city, representing freed slaves who enlist in the USA army.

CSA Declares Emancipation

The European Support and Intervention Rating goes immediately to 5, unless it is already lower than that.  Roll 2d6 for every CSA home state.  On a roll of 7+, the state leaves the CSA and forms its own government.  After all of the rolls are completed, any CSA units in states that leave the CSA are relocated to the nearest CSA home region that is still controlled by the CSA.  Any of these units that had to relocate may not move in the subsequent movement round. All CSA units must roll a d6; on a roll of 1 or 2 the unit is disbanded (eliminated).  Add 1 PP per state still in the CSA to the CSA total each production phase; this represents the contributions of the freed slaves.  If units of either side enter an unoccupied region of one of the states that left the CSA, 1-3 (d6/2, round up) infantry (militia) will appear to defend the region.  If the militia wins they are removed, leaving the region unoccupied again; they may not leave the region.  Cities in these ex-CSA states will not produce PP for either side if conquered.

Conscription (USA or CSA)

Either side may declare conscription, but only once per side.  The player declaring conscription receives additional production points each production phase, but must face the possibility of riots breaking out in his cities.  The USA receives 20 PP for conscription and the CSA receives 15 PP.  To resolve riots, each listed city must roll 2d6 if not occupied by enemy units; if the roll is 8+, then a riot breaks out in the city.  A riot consists of d6 infantry (use the red or light blue units), which may not move out of the city but will defend it against any attackers.  If there are friendly units in the city when the riot occurs, they will immediately fight a battle with the rioters, with the rioters being the attackers.  While the rioters remain in the city, that player may not collect the PP income for it.  The USA cities that must be rolled for are Boston, New York, Chicago, and Philadelphia.  The CSA cities that must be rolled for are Richmond, Atlanta, and New Orleans.

European Diplomacy (USA or CSA)

Either side may give a gift of 10 PP to the European powers.  A gift from the USA increases the European Intervention Rating by one, a gift from the CSA decreases it by one.

Seek Support or Intervention (CSA Only)

The CSA may seek support or intervention from the European powers if they are not presently at war with the USA or have not fought a war with the USA.  Roll 2d6, if it is equal to or greater than the current European Intervention Rating, then the Europeans offer their support of 15 PP during the next production phase.  If the roll is three or more over the current European Intervention Rating, then the European powers intervene in the war.  See War with Europe below.

Declare War on European Powers (USA Only)

The USA declares war on the European powers, thus starting a war with France and Britain.

CSA Support from Europe

Whenever the CSA is to receive production points from Europe, it must have the port capacity to handle them.  The CSA must have home port cities worth in PP at least as much as that being granted, otherwise the grant is reduced to the PP value of the CSA controlled home port cities.  If the CSA controls no home port cities, it can receive no support from Europe.  The CSA limit on artillery production is lifted if they are receiving support from Britain or France.  

War with Europe

France and Britain are at war with the USA, allied with the CSA who controls them.  Once war breaks out, the European Support and Intervention Table is no longer used, even if the wars end by France and Britain being defeated.  The British and French use the same unit cost table as the USA.  The CSA Naval Rating adds the British fleet, worth ten points, but uses a separate marker for it.  The CSA receives support worth 10 PP from France and 10 PP from Britain during each production phase.  When France leaves the war, its support stops.  When Britain leaves the war, its support stops and its fleet is no longer included in the CSA Naval Rating.  When either nation leaves the war, any of its units remaining on the board are removed.

· France, using the light blue units, takes over Mexico and places 4 infantry, 2 cavalry, and 2 artillery units anywhere in Mexico.  During each following production phase, France receives 5 PP for Mexico City and 15 PP from France.  New French units must be built in Mexico City.  If USA or revolutionary units capture Mexico City, France is out of the war.  During each following USA production phase, the USA player rolls for each region in Mexico, except Mexico City, to place revolutionary units.  Each region gets d6-3 (minimum zero) revolutionary infantry units, which may not leave Mexico but may move and attack freely within Mexico.  The French may not build Naval Ratings or Rail Stock.  France may only build one cavalry per production phase.

· The British, using the red units, control Canada, and place 3 infantry, 1 cavalry, and 1 artillery there.  The British receive all of the Canadian production plus 20 PP from Great Britain.  Newly built British units may be placed in any Canadian city.  If all of the cities in Canada are occupied simultaneously by the USA then the British are out of the war.  Britain can build Naval Ratings for its own fleet, which adds to the CSA Naval Rating, but may not build Rail Stock.  The limit on CSA Naval Rating production is not in effect while Britain is at war with the USA and the CSA controls at least one home port city.  Britain may build only one cavalry per production phase.  Quebec is a port city, and therefore may launch amphibious moves.
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