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The Accountancy Shanty 

 

 

Think far into the future, when mankind has had time to travel a bit, grow old 

gracefully, and then revert back to type. The rich and influential world Quen-Ti-

Kong is a financial centre and as such is watched over with more than passing 

concern by the Emperor Hung XXXVII, who rules this sector of the galaxy. This 

means that trouble doesn't brew on Quen-Ti-Kong. It has to go off and brew on 

planets like Grathwick III instead. Grathwick III was a natural, unspoiled world, 

an estate agents dream, if only estate agency as a profession hadn't died out in 

the 21st Century when the extension of the Trades Description Act rendered it 

unviable. 

Most banking in the sector has been done by QTK Consolidated (the bank that 

likes to say 'Go on, make my day!'). This bank have not only got a stranglehold 

on banking in the sector but have also started moving into insurance. In the 

banking field their dominance of banking is being challenged by the 'Free 

Bankers' whilst the 'Friendly League of Actuaries and Assessors' is desperate to 

hold onto the insurance business of its members. This being the state of things it 

was inevitable that someone would eventually do something rash. The crunch 

came when one of the Free Bankers (Ush Tellmore) worked a scam which both 

embarrassed QTK Consolidated, and also left them poorer. QTK struck back, its 

company troopers hit Ush Telmore’s office building on Quen-Ti-Kong and levelled 

it. The Emperor was not amused and imposed a heavy fine on QTK which 

seriously hit them financially. 

This hit was made even more complete because QTK had innocently believed the 

building to be insured with the Friendly league, and were somewhat upset to 

discover that the scam had another layer. The Friendly League had covered 

themselves by reinsuring the building with a QTK subsidiary. Now QTK was really 
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annoyed. Something spectacular had to be done, but somehow it had to be done 

both discreetly and probably discretely, so that Emperor Hung XXXVII had no 

reason to intervene. It was then that someone remembered the Birchall Bore 

project. On Grathwick III the Birchall Bore project was an attempt to pump 

water down to the bottom edge of the planetary crust, near enough the 

planetary core to heat it and then use the heat as an energy source. If the 

project was damaged then the backers, the Free Bankers and their insurers, the 

Friendly league, would be heavily out of pocket. After first checking with their 

subsidiaries to see who had taken on what in the way of reinsurance business, 

QTK struck. A prospecting freighter of theirs was 'shot down' in the area and 

QTK troopers were landed to subdue the insurgents. Doing whatever bankers do 

when they need serious divine assistance the Free Bankers rallied to try and 

protect the facility. 

The situation is somewhat complicated because there are genuine insurgents in 

the area. Not many, and they are not particularly important. They certainly 

hadn’t the capability of shooting down anything larger than a grouse. They are 

discontented with the actions of the current Planetary Governor and a brief 

campaign of peaceful protest lasting a full afternoon meant that they have been 

forced to take to the hills to avoid any retaliation he might plan against them. 

The QTK troopers are tasked with doing really expensive damage. But in a way 

that can be blamed on Insurgent forces. Hence they intend to place charges at 

the drill head. To do this they have the following forces. 

 

1st Independent Mechanised Assault Company 

One group with Three air cushion Support vehicles. 

Reaction 5.5.5.5.1.1.1.1 

They have Crew served energy weapons and each has one, man portable, 

guided missile with plasma warhead. 

The vehicles have full NBC. Portable ECM and light armour. They are designed to 

be easily transported by Freighter. Each vehicle has one base of combat 

engineers transported in it. 

Combat engineers 

Ablative armour Personal Energy weapons, each squad carries enough charges 

to blow the drill head if only they can get there and spend two moves setting 

charges. 

Reaction. 3.3.3.2.3.2.2.2  20 pts 

Also in the freighter  

1st Marine battalion 

Three companies, each counting as one group.  

A Company 
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6 bases of power armoured marines with personal energy weapons. 

Reaction. 3.3.3.3.2.3.2.2  21 pts 

B company 

6 bases of ablative armoured marines with personal energy weapons. 

Reaction. 3.3.3.3.2.3.2.2  21 pts 

C company 

6 bases of ablative armoured marines with personal energy weapons. 

Reaction. 3.3.3.3.2.3.3.3  21 pts  

There is also the support company 

D company 

3 crew served projectile weapons.  

Reaction. 3.3.3.3.2.3.2.2  21 pts  

These can either be spread amongst the other companies or concentrated 

together. 

 

They are opposed by the following rather ad hoc forces. 

 

Free banker forces 

The drill head area is protected by an emplaced ECM system. This provides cover 

for an area approximately covering four beer mats which meet at the drill head. 

Guard Robots 

A group of four Robots for perimeter defence and to provide fire support. Each 

has a crew served Energy weapon mounted in them. Counts as improvised 

armoured vehicle. 

Being AI they have their own reaction table with a limited number of options. 

They count as having a reaction total of 17 

 Surprised: a. Outflanked: e. Melee: f. Casualties: b. S/O+ Cas.: e. M+Cas: g. 

 

Guard Company 

One group of 7 bases of infantry in ablative armour armed with personal energy 

weapons.  

Reaction. 3.2.3.2.2.3.2.2  19 pts 

Support 
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There are four crew served projectile weapons. They are dug in around the 

perimeter and manned by company engineers. 

Reaction. 2.2.2.2.2.2.1.2  15 pts 

Riggers 

An ad hoc infantry group has been formed by breaking out weaponry and issuing 

it to the men working on the rig. They have personal projectile weapons. There 

are 7 bases of them and they wear no armour. 

Reaction. 1.2.1.2.2.1.2.1  12 pts 

 

Lurking in the undergrowth to one side are two groups of insurgents. They are 

on moderately friendly terms with the Free Bankers who have overlooked the 

insurgents little disagreements with the planetary governor and have bought 

them off by giving them supplies of food and even a few weapons. These groups 

have been given a watching brief by their headquarters and should provide 

support to the Free Bankers if threatened. However, the presence of the 

Governors Gendarmes will almost certainly get them going. They will break off 

any other action if they think it will give them a chance to hit the governor’s 

men. Place these anywhere on the table (in wood or scrub) that you want. 

 

First Guerrilla Battalion 

(Actually a weak company, but you can dream.) A 5 base strong group armed 

with projectile weapons and no armour. One of the bases also has a crew served 

energy weapon. 

Reaction. 3.2.3.2.2.3.2.2  19 pts 

Second Guerrilla Battalion 

A 7 base strong group, armed with projectile weapons and no armour.  

Reaction. 2.2.1.2.2.1.2.2  14 pts 

 

The Planetary Governor 

Obviously His nibs isn't going to sit on his butt and let his drilling scheme get 

totally smashed up without protesting. Hence once the fighting starts the local 

authorities will start to despatch Paramilitary Gendarmerie to deal with the 

trouble. As the insurgents have been moderately active in this area there are 

quite strong forces of gendarmes on standby. To get them roll 1d6 per move and 

one contingent turns up when the cumulative d6 rolls add up to the units 

Reaction Point Total. No more than one group can arrive on any one move. 

First Contingent  

Arrives when you roll cumulative 16.  
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Groups 1 and 2 

Gendarmes. Each group consists of 5 bases with flak, armed with projectile 

weapons and wearing individual protective clothing to protect them from their 

own tear gas. They are travelling in a Police four legged walker. It has full 

vehicle NBC, ECM, and light armour. These walkers have a rack of 3 man 

portable unguided missiles with tear gas war heads and a hose system which 

allows them to flood the area around them with tear gas as well. They also 

mount a Crew served energy weapon.  

Reaction. 2.3.2.2.2.2.1.2  16 pts  

Reaction. 2.3.2.2.1.2.1.2  15 pts  

 

Command Vehicle. This is a two legged walker with a built in ECM group. 

Counter Battery Radar, NBC, Light armour and crew served energy weapon. 

Reaction. 3.3.2.2.2.2.1.2  17 pts 

Second Contingent 

Arrives when you roll cumulative 16, commencing your rolling after the First 

Contingent has arrived.  

Groups 3 and 4 

These are the same as 1 and 2 respectively but have open trucks rather than 

Walkers. 

Police Support craft 

A group of three flying grav vehicles. They have crew served energy weapons 

and also carry a large container of tear gas which is dropped on anyone 

underneath. This container counts as a vehicle mounted missile. 

Reaction. 3.3.2.2.2.2.1.2 17 pts 

 

The Walkers 

If a walker is hit and the armour penetrated roll on the following table. 

1. Leg  

2. Leg 

3. Missile weapons system 

4. Nerve gas hose system 

5. Crew served energy weapon system  

6. NBC 

7. ECM 
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8. Power distribution system  

9. Communications 

10. Crew compartment 

 

This table says which system fails. If a system (other than a leg) is hit twice this 

indicates that the second hit penetrated deep into the bowels of the vehicle and 

it is destroyed. If a leg is damaged the vehicle halts. Or in the case of a two 

legged walker, or a four legged walker that has just lost a second leg, it falls 

over and is out of action. 

 

Playing the Game 

This game happily accommodates four players, QTK, the Free Bankers, the 

Guerrillas, and the Planetary Governor all have a role. If you only have three 

players give the guerrillas to the Free Bankers. In our play test the QTK player 

got bogged down in bitter fighting with the Free Bankers guard company, which 

meant that the Gendarmes arrived on the scene and hit him from behind before 

he finally broke through to deal with the Rig. QTK should strike quickly and try 

and be on the way out before the Gendarmes arrive. 

 

The Figures 

Remember that this was played in 1993 so there were fewer figures available. 

Still I have a fondness for those we used and still use them. The Walkers and 

Infantry were all from Irregular Miniatures. The QTK ship was a Ground Zero 

Resin cast kit, as was the Rig/Industrial complex that was being attacked. The 

vehicles can come from any range, we used Irregulars, but Paul Copeland has a 

very nice range which is well worth exploring. 

 

The Terrain 

The project is on the edge of a large lake. (After all if you aim to heat large 

volumes of water it is a little eccentric to place your plant in the middle of a 

desert and ship your water in by truck.) The lake is fed by the Mab River which 

has a muddy bottom. Bad for infantry crossing on foot, although power armour 

negates this disadvantage. The air cushion vehicles pass over the surface, whilst 

the Walkers stride over it. 

There are two levels of hill, high and higher. There is a lot of cover. Rock fields 

are scattered at random in the areas above the first contour line. There are also 

scrub and bushes, the guerrillas find it easy to hide there. The lowlands on the 

edge of the lake have less cover, they are mainly open grassland. The QTK 

forces should be placed with their lead elements just reaching leaving the 

freighter. 
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The Shanty town is a free enterprise attempt to provide services for those 

engaged in building the Birchall Bore and Power Generation complex. These are 

disposable buildings thrown up hurriedly from foam cement, precast plasti-res, 

ferric laminates and timber. There are shops, bars, bordellos, two churches, four 

squash courts and a wargames club (12 tables. no queueing). 

 

 

We used a 6x4 table 

The Rules 

This may be a surprise to you but the rules used are the Hellfire Rules. But it is 

entirely possible to use other rule systems.   

To make it easier to convert, troops with a reaction code of 15 or over count as 

regulars, below 15 they’re militia. A reaction total of 21 or over can be counted 

as veterans. 


