CWB Random Events

by Thomas Prowell 

Players familiar with later titles in Rich Berg's GBACW series will know how random events add more chaos and fun to Civil War paper battlefields. It is an idea that one can easily adopt as an optional rule to The Gamers'' CWB series. I think that matching random events with the CWB' s command rules creates the best game system for capturing the military history of the era. 

The process is simple; each turn, as the first action of his Command Phase, the phasing player checks for a random event. He rolls one die. If a 1 results, he checks the Random Event Tables. There are two Random Event Tables in play, one "standard table" and one exclusive to each game. For a random event, the player rolls two dice on the Standard Random Event Table. Results on this table may direct him to roll two additional dice and consult the Game Random Event Table. If the random event specifies certain conditions and these do not exist, ignore the Random Event for this turn do not generate another in its place. Otherwise, follow the instructions below the table. 

A final note: these Random Events aim to work with the full battle, "campaign” treatments of the CWB titles. Some of the events may unbalance or be inappropriate for the shorter scenarios. Also, the use of some variants (those replacing Bragg as commander in Barren Victory, for example) may render certain events irrelevant. 

Standard Random Events Table

2 Leader Casualty
3 Game Table
4 Order Lost
5 Game Table
6 Delay Reinforcements
7 Game Table
8 Advance Reinforcements
9 Game Table
10 Loose Cannon
11 Game Table
12 Panic Check/Loose Cannon 

Standard Random Events

Leader Casualty 

- Select one of the player's leaders (infantry or cavalry, division, corps or army commander) from the map at random (use any mutually acceptable procedure, such as placing all the leaders in a cup and drawing one). Roll one die: on a roll of 1-2,that leader is killed; on a roll of 3-6,that leader is wounded. The leader' s current location does not matter nor does the proximity of enemy troops; this event covers such actions as friendly fire or non-combat related injuries. (For the curious, there is only a 1 -in-216 chance per turn of this event happening, and even then some unlucky division commander is usually the recipient. Yet somehow, the Confederate army lost Robert E. Lee to this event in our last Bloody Roads South game. The Wilderness claims yet another Confederate leader at the hands of friendly fire. Shades of Jackson’s ghost!) 

Order Lost 

- Consider one random aide-delivered order currently in transit lost and disregard it. The army commander may reissue the lost order in any friendly Command Phase. 

Delay Reinforcements 

- If the phasing player should receive reinforcements this turn, he gets them next turn instead. Alternatively, if using a variant where players must roll 10 or greater on two dice to receive reinforcements, the player may not roll to bring any reinforcements on this turn. 

Advance Reinforcements 

- If the phasing player should receive reinforcements on the next turn, he receives them this turn instead. Alternatively, if using a variant where players must roll 10 or greater on two dice to receive reinforcements, the player automatically receives any reinforcements for which he is eligible to roll this turn. He may not receive or roll for reinforcement groups for which he is eligible to roll beginning next turn. 

Loose Cannon 

- The phasing player must randomly select one infantry division or cavalry brigade (chosen by a mutually acceptable random means, such as blind selection). The selected command becomes a Loose Cannon this turn; the non-phasing player may write an order for it as if the command were attempting to obtain initiative and rolled a "2". 

Panic Check/Loose Cannon 

- If playing a game with army status rules and panic checks, the phasing player must check his status. If it is a I or 2, he must conduct a Panic Check. If those rules are not in play, the player undergoes the Loose Cannon procedure above. 

Game Table

The die rolls on the Game Random Event Tables will usually produce different random events for the Union and Confederate sides. Explanations for the random events follow with each table. If a "once only" event occurs after being put in play treat it as no event if it recurs. 

The Peninsula Campaign

2-3 
Heat

4-5 
Rain
6 
Conf: Lee is too polite


Union: Seeing the Elephant
7 
Map problems       

8 
Conf: Longstreet Waits

Union: McClellan is Confused
9-10 
Piecemeal Commitment

11-12 
Fog

Heat 

- If you roll this event between noon and 5:00 p.m. on June 26 to June 30, heat is in effect until the end of the 5:30 p.m. turn that same day. On July 1, heat takes place if rolled anytime from 9:00 AM to 5 PM and is in effect until 6 PM. Heat produces an automatic +1 DRM to all Straggler Rolls as if the unit were DG. 

Rain 

- If it begins to rain Starting on that turn, visibility drops to 3 hexes and all non-road movement costs one extra MP per hex for all units except cavalry, leaders, and HQs. Rain effects are in force from that moment in the turn until the end of the turn three game-turns in the future.

Lee is too Polite 

– All CSA leaders, new to command, were unused to Lee’s gentlemanly ways of leading the army. When this event occurs, consider all aide-delivered orders from Lee that have not yet arrived, or orders Lee writes this turn, to shift 2 columns left when rolling for acceptance. 

Seeing the Elephant 

· The Peninsula Campaign marked the first combat experience for a number of units, particularly on the Union side. When this event occurs, the Confederate player may select any Union unit; that unit must immediately undergo a Morale Check and apply the result. 

Map Problems

            - Neither side had particulary reliable maps of the Peninsula (and the Confederates had the famous Darby/Enroughty snafu.) If this event is rolled, one division currently in column along a road (randomly selected) must halt in place for this Game Turn.  Units in column on the road behind them may march “through” them, but at twice the road cost (i.e. 1 MP instead of ½.)

Longstreet Waits 

- If the date is between 26th and 29th of June and Longstreet has a complex order from Lee that is currently in delay status, consider that order cancelled as if Longstreet had rolled initiative to cancel it. Additionally, Lee may not issue Longstreet an in-person, verbal complex order this turn. 

McClellan is Confused 

– McClellan’s misunderstanding of the developments going on around him paralyses him. The Union player may not use McClellan to issue any orders this turn or next. Division and corps leaders may check for initiative as usual. 

Piecemeal Commitment 

· Any commander with a command value of 2 or less that accepts a complex order (or enacts a delayed complex order) this turn does so in piecemeal fashion. Only one half of the brigades (rounded up) in each division of the force accept the order this turn. Each separate remaining uncommitted brigade receives a D2 status order to commit. The player may choose which brigades become committed this turn and which are delayed. 

Fog
- If you roll this event before 7:00 a.m., the early morning fog either burns off early (die roll of 1-3) or burns off late (die roll of 4-6). If the fog bums off early, visibility immediately increases to 8 hexes for the remainder of this turn, and is clear at the start of next turn. If the fog bums off late, then visibility is no more than 5 hexes until 7:30 a.m. Visibility is 8 hexes at 8:00 a.m. and clear at 8:30 a.m. 

