Quick Start Fire & Fury - A $100 Table Top War Game

This is not a new game idea, but rather a way to get started in ACW Gaming using the Fire & Fury Rules for under $100.  The key to affordability is to use a mounting system of 1 figure per stand.  Changes the visual impact but not the game mechanics.

The Details:


Fire & Fury Rules – this is easy, just buy it ($15 is a recent price I’ve seen).  


Figures – Let’s use 15 mm – a popular size for ACW.  I’ll use 3 bags of Old Glory 15 mm ACW figures for $69 (note: special prices often available at Cons):



-an infantry pack – 100 men



-a command pack – 65 men



-an artillery pack – enough for 12 guns and 49 artillerists 

(you only need 24, so recruit the rest for infantry duty)

Painting and mounting the figures:  Follow the painting guide in the F&F Rule Book.  I would prefer to use metal bases, but since I’m doing this on a budget, this time I would use either balsa wood or heavy cardboard

Flag Stands: Make one for each Brigade in the game. You may have to “recruit” a few flag bearers.  Grab your flag images from a web page.  See www.warflag.com for some examples. Labels are made with Microsoft’s Excel Spreadsheet software.

Overall army size:  Between the infantry, command packs and extra artillerist you get enough for 190 figure bases and twelve gun bases.  You should be able to field 9 union brigades and 11 rebel brigades.  You also will have to employ the concept of  “dead men rising” - as casualty figures are removed from play, or units are removed voluntarily they become the recruits for the re-enforcements to arrive later. 

Now to make your tabletop battle map, take map 1 of the first day of Gettysburg from your rulebook and “paint” it on the duck cloth.  Optionally use some clothing dye and spray paint the map like a t-shirt. Your budget for the map and terrain is $16.

List of Materials: Fire and Fury Rule Book  -- $15, 
3 bags of Old Glory ACW 15 mm figures  -- $69, figure bases – free, Unit flags (via the web) – free,  Duck Cloth – 5’ x 6’ -- $9,  Paints – no charge, Incidental scratch built scenery – free, Dice, rulers – no charge


Total Cost -- $93 (or $7 for anything not really free)

Estimate of time:  Painting ~225 figures and 12 guns – I’ll guess 25 hours, painting the map – 5 hours, making the hills and other scenery –as much time as you want to spend

Bob Breen   --   bob4x4fun@comcast.net or  www.games.homestead.com

Quick Start Fire & Fury

A $100 Table Top War Game

the complete description

Introduction:


This is not a new game idea, but rather a way to get started in American Civil War Gaming for under $100. While it may not have the “eye candy” of a lobby game at a convention, it basically allows a new comer to experience all aspects of creating a game and then dazzle his friends and family with an historical miniatures game on his dining room table. This will hopefully begin an interest in the hobby, never again to spend only $100 on a game!

The Concept:


By using the Fire & Fury Rules, the beginner not only gets a complete and well written rule set, but information on painting figures, making scenery, etc.  So without ever going to a convention or club event the person is introduced to the hobby.


The key to affordability is to use a mounting system of 1 figure per stand.  No it is not a skirmish game, and while it may look like “squads” rather then brigades on the tabletop, you do get to fight a relatively big battle. Each infantry stand still represents 200 men; each stand of artillery represents 8 guns.


After you’ve bought the rule book and the figures, the budget will not allow you to buy any elaborate scenery, but get a piece of duck cloth and some paints from around the house and paint yourself a battlefield. 

The Details:


Fire & Fury Rules – this is easy, just buy it ($15 is a recent price I’ve seen).  Also check out the web sites for “free scenario ideas”. 


Figures – Let’s use 15 mm – a popular size for ACW (so whatever you do this time can be used for later gaming).  I’ll use 3 bags of Old Glory 15 mm ACW figures:



-an infantry pack – 100 men



-a command pack – 65 men



-an artillery pack – enough for 12 guns and 48 artillerists 

(you only need 24, so recruit the rest for infantry duty)

(Note: I actually counted the figures in the bags I bought and found a few extras)

Three packs will cost you $69. You might be able to fine tune the price, selection and figure variety by shopping around for the smaller packs of other companies, but a new person to the hobby will have some difficulty doing this unless in a store or at a convention.  (Note: if you buy it at the convention and you get a friend to buy a set as well, you can share the usual buy 5 get a 6th bag free Old Glory promo, so your figure cost is only $57.50 – more to spend on scenery)

You’re also making compromises on the variety of figures, unless of course you have that friend with you to buy 6 bags and split them. I suggest buying the union figure bags and painting the rebs in gray uniforms, rather then the “ragged rebs” options of some of the rebel figure bags.

Painting the figures – follow the directions in the book. I think the contest rules don’t require including the cost of paints, but while you should follow the suggestions of the book, paints from you local craft store might be more affordable. 

Mounting the figures – I would prefer to use metal bases (because I can make the labels removable and use a magnetic sheet for transport), but since I’m doing this on a budget, this time I would use either balsa wood or heavy cardboard – I’ll choose free beer coasters from the local tavern (contest rules do not require to include the cost of the beer). For base sizes use the sizes in the F&F rules that would be used for 3 or 4 figures per base. The reason is that first you don’t want to modify the rules in your first game and second when you start adding to your collection with multi-figure bases, you can continue to use your starter figures as extra units.

Flags – Grab a couple of images from a web page, size them for your need and print them on a color printer. See www.warflag.com for some examples.  Depending on your (or your children’s) computer graphic skills you can do some graphic editing of the image. A sharp knife will facilitate cutting them out. It would be easier to just buy two flags sets, but then again there is that budget constraint.  Anyway learning how to use the web for this does give you access to a variety of unit flags as well. So if you are ambitious with this aspect of the figures you could have both national and unit flags for all brigades – something not seen even in many more elaborate games.  If you need extra flag bearers, just add a “wire” flagpole to a figure with an outstretched arm.

Overall army size. Between the infantry, command packs and extra artillerist you get enough for about 190 figure bases and twelve gun bases. You probably can’t use every figure.  You should have enough for about 9 union brigades and 11 rebel brigades – troops and leaders. An adequate number to play the Gettysburg day 1 scenarios in the rulebook– do have to assume the cavalry is dismounted, since those figures mounted were not in the budget. I did use cav flags for them, but did not cut off the bayonets!

You also will have to employ the concept of  “dead men rising”.  As casualty figures are removed from the initial play, they become the recruits for the re-enforcements to arrive later. I’ve also added an option to the rules to allow you to remove a unit from the field that is out of infantry fire range (8”), and all the troops, not the flag stand to become reinforcements.

This process for re-enforcements will present some decisions to be made in that a unit may not be at full strength when its arrival turn occurs. Do you bring it in early with reduced manpower, or do you wait until it is at full strength?  Sounds to me like a decision a General might have to make. Attached is the modified deployment sheet for Scenario 1 – The Gathering Storm - from the F&F Rule Book consistent with the overall number of figures outline above.

Okay, almost done (which is good because you are almost out of money – by my count you have $16 left (assumes no discount on the figures).  Time to get very creative. Go to Wal-Mart (or some other inexpensive cloth store and for $9 you can get a 5’ x 6’ piece of heavy duck cloth – I suggest you get natural color. Use the remaining $7 for materials to create your scenery of choice – might be Styrofoam, toothpicks, lichen (or floral moss), small stones, etc.  Alternatively you might be able to find this stuff for free in which case you can spend your $16 scenery budget on some other neat stuff at the local hobby or craft store.

Now to make your tabletop battle map, take map 1 of the first day of Gettysburg from your rulebook and “paint” it on the duck cloth.  Make sure you have something under the cloth when you paint and thin out the paint. Your task is as creatively as possible make a two dimension map come alive – paint the roads and trails brown – the water is of course blue – the rest can be one or two shades of green (or whatever old paint you have in the garage or workshop).  Don’t worry too much about how it looks – it will get better with age and you can always add details later.

Optional painting approach. Use some clothing dye and spray paint the Gettysburg map, with the same technique used for t-shirt painting. With a little practice, you might have a second career selling battlefield prints at the local ACW Re-enactor events.

Wherever you have a hill, is where you can enhance your battlefield with a piece of Styrofoam to fit your painted map, slope the edges and give it a coat of paint. After it dries you will put your Styrofoam hills on top of the 2D hill you painted on the map.

Look around the house for other free scenery material. You can make fences out of tooth picks or (used) wooden matches, stone walls out of kitty liter or fish tank gravel, some small pieces of decorative stone on a piece of felt can designate the rough terrain, some scrap greenery (eg lichen, floral moss) on green felt can designate woods, buildings may be available from your holiday decorations, a model railroad set might have some usable scenery, there are numerous articles with ideas for cheap trees (eg twisted wire glued to a penny base, covered with lichen or scenery grass),  etc.

Put your low budget armies on the table, recruit an opponent and give your first ACW F&F game a try.  Remember to take a picture so in the future when you build that dream tabletop for your 2,000 figure army, you can look back on how it all started.

Footnotes and after thoughts:

The above contains a complete description of one implementation of the concept. Additional surfing of the web might identify some other cost reduction possibilities – ie a no cost set of stand based rules, other scenarios and map sources. 

The one figure per base is obviously a budget compromise to be able to field about 20 ACW brigades in order to do a “big” battle.  While it is clearly a visual impact issue, it does not impact any aspect of the rules. As an alternative you could consider doing this is 6mm, although I think that works better in Napoleonic’s then ACW. 10mm figures are also a possibility, but I think you will have to change the base sizes, movement and fire distances.

Having only “kepi clad” figures for both sides is another compromise, but it does make the painting a little bit easier, in that it is basically the blue against the gray.

Base labels and other game markers can be made with the Microsoft Excel Spread Sheet Software, glued to a piece of cardboard and cut to size. Probably can even do a better job with some of the Publishing software, but that is not my area of knowledge.

Painting a 2D map will take some time. If you are not familiar with Gettysburg the research will help to educate you about the terrain and give you some insight into why some things happened historically they way it did. It’s also the least expensive way I know to incorporate terrain features into the game play. It’s also quick to set up. If you do a good job it might be a wall decoration.  And if you are doing this project with a son or daughter this is something they can do in the garage while you are painting up the figures.  But some green felt, a bag of brown roadway scenery, those Styrofoam hills, and some scratch built scenery can also work.

List of Materials:


Fire and Fury Rule Book  -- $15


3 bags of Old Glory ACW 15 mm figures  -- $69


Cardboard for figure bases – free


Unit flags (via the web) – free


Duck Cloth – 5’ x 6’ -- $9


Styrofoam – scrap – no charge


Paints – no charge


Incidental scratch built scenery – free


Dice, rulers – no charge


Total Cost -- $93 (or $7 for anything not really free)

Estimate of time:


Painting ~225 figures and 12 guns – I’ll guess 25 hours


Painting the map – 5 hours


Making the hills and other scenery –as much time as you want to spend

Bob Breen

732 Allwood Road

Brick, New Jersey 08724

bob4x4fun@comcast.net or  www.games.homestead.com

Adapting Scenario 1 – The Gathering Storm, for Quick Start F&F

Corps Commanders – you need 4 (2 union, 2 CSA) – use 4 horse mounted leaders from command pack. In the standard F&F Rules you would usually use 2 mounted leaders per stand to represent a Corps Commander, so ultimately these figures would become Division Commanders if you expand your army.

Division Commanders – you need 11 (7 & 4) – use individual infantry command figures. Put something else on the stand – eg a “rock”.  In the standard F&F Rules, Division  Commanders are one horse mounted leader per stand. As you expand with more leaders you can use these figures in brigades to designate the exceptional leaders.

Brigade Flag Stands – you need 31 (14 & 17) for the scenario. Even though you can’t have all the units at full strength initially do make up all the flag stands. You will probably have to use a few figures with an outstretched arm and a piece of wire to get enough flag stands. 

Artillery – you need 20 stands (8 &12). You have 12, with two artillerists per stand. Paint up 5 union and 7 rebel gun stands.

Troops – you need 203 (90 & 113). From what is left from the above you should have ~142 figures. Paint up 61 union and 82 rebs.

Order of Battle – Arrival Schedule and initial manpower.

(Remember you use losses to build up later arriving units)

Numbers in ‘(  )’ represent initial available strength

‘(*1*)’ is a unit that needs to be completed

UNION

On map at Turn 1: 

Buford, Gamble(8), Devin(6), 1 Horse Artillery

Reynolds

Wadsworth, Meridith(9), Cutler(10), 2 Artillery

Doubleday, Rowley(7), Stone(7), 1 Artillery

Turn 3:


Robinson, Paul(8), Baxter(*1*)


If available 1 Artillery


Schurz, Schimmelfening(8), Krzyanowski(7)


If available 1 Artillery


Note: you could also let the union player choose how to deploy the troops

 among the 4 brigades.

Turn 4:


Howard


Barlow, VonGilsa(*1*), Ames(*1), 1 Artillery if available

Turn 5:


VonSteinwehr, Coster(*1*), Smith(*1*), 1 Artillery if available

CSA

On map Turn 1:


Heth, Pettigrew(13), Brockenbrough(5), Archer(6), Davis(11), 4 Artillery

Turn 4:


Hill


Pender, Perrin(9), Lane(9), Thomas(7), Scales(7)

Turn 5:


4 Artillery

Turn 7:


Ewell


Rodes, Daniel(11), Iverson(7), Doles(7), Ramseur(*1*), O’Neil(*1*),


2 Artillery if available

Note: you could also let the CSA  player choose how to deploy the troops

 among the 5 brigades.

Turn 9:


Early, Hays(*1*), Avery(*1*), Smith(*1*), Gordon(*1*)


2 Artillery if available

