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The Delta variant 
 

 

 

A solo scenario for you. One of the perks of designing a wargames scenario is 

that you can take a real situation and tweak it, change a couple of the 

parameters, then hold it up to the light to see what happens.  

When you’re a writer as well, then you really get to play with all the toys, pull 
levers, press the big red button that says, ‘do not press this button’ and 

generally enjoy yourself.  

So when I was writing the Tsarina Sector I needed an insurgency. Or rather one 

of the shadowy figures in the background did. But because of the situation this 

one would be different. The insurgents would have some disadvantages but they 

could also have a technological edge. At the same time, the government trying 

to put down the insurgency didn’t have much money. Or perhaps just wasn’t 
willing to spend much money on the lads they sent to die in the Delta. As 

Murphy commented, “Never forget that your personal weapon is made by the 

lowest bidder.” 

 

Here is a simple solo scenario. You are going to spend a day with the Delta 

Gendarmerie. Intelligence has been received that the insurgents have been 
infiltrating forces into the heart of the Delta from the Periphery. Your force 

consists of two companies, each of which has been divided into four combat 

teams. Each combat team consists of d6+3 bases wearing flak armour with 

personal projectile weapons. 
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Each company has a heavy weapons group, three crew served projectile 

weapons. They can be shared out among the combat teams if you want, or can 

be dug in as up to three separate units. If you feel one combat team is too 

weak, you can move bases from another combat team in the same company to 
strengthen it. But you cannot move bases between companies.  

 

A Company 

1st Combat Team 

D6+3 bases, personal projectile weapons, flak armour. 

 
Reaction 3,2,2,3,2,2,2,2  18pts  

 

2nd Combat Team 

D6+3 bases, personal projectile weapons, flak armour. 

 

Reaction 3,2,2,3,2,1,2,2  17pts  
 

3rd Combat Team 

D6+3 bases, personal projectile weapons, flak armour. 

 

Reaction 3,2,3,3,2,2,2,2  19pts  

 

4th Combat Team 

D6+3 bases, personal projectile weapons, flak armour. 

 

Reaction 3,2,2,3,2,2,2,2  18pts  

 
Heavy weapons Group 

 

Three crew served projectile weapons, crews with flak armour.  

Reaction 3,2,3,3,2,2,2,2  19pts  

 

B Company 
1st Combat Team 

D6+3 bases, personal projectile weapons, flak armour. 

 

Reaction 2,2,2,3,2,2,2,2  17pts  

 

2nd Combat Team 
D6+3 bases, personal projectile weapons, flak armour. 

 

Reaction 2,2,2,3,2,1,2,2  16pts  

 

3rd Combat Team 

D6+3 bases, personal projectile weapons, flak armour. 

 
Reaction 3,2,3,2,2,2,2,2  18pts  

 

4th Combat Team 

D6+3 bases, personal projectile weapons, flak armour. 
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Reaction 3,2,3,3,2,2,2,2  19pts  

 

Heavy weapons Group 
 

Three crew served projectile weapons, crews with flak armour.  

Reaction 3,2,3,3,2,2,2,2  19pts  

 

The table 

Set up your wargames table (with this number of troops I’d suggest six feet by 
four) and deploy to prevent the enemy crossing the table from broad edge to 

broad edge. You’d probably be wise to hold back at least one combat team in 

each company as a reserve. 

For terrain the basics will be paddy fields and long narrow strips of woodland 

between the fields. The paddy fields aren’t big and the strips of ground between 

them are not wide. Wide enough to walk on but rarely wide enough for vehicles. 
There will be one road winding between the fields, running from long edge to 

long edge. It’s the direction of travel of the insurgents but none of them will 

come down the road. The woods and paddy fields will be roughly parallel to the 

line of the road. 

Mark your HQ, you can even have an extra base for you and your team. 

 

The Insurgents. 
At the start of each move, roll a d6 for each Combat Team. On a 1 they see 

something. Put a marker on the table in the nearest cover to the Combat Team. 

If two adjacent combat teams have seen something, there’s a chance that they’ll 

have seen the same thing. Toss a coin, on heads they have. This is a confirmed 

group so place enemy figures on the table. 

These figures will open fire at the nearest Combat Team. 
Each successive move continue to roll d6 for each combat team because they 

might make new sightings. If they make a second sighting, toss a coin, heads 

they’ve confirmed the first sighting, place figures on the table and they open 

fire. On a tails, place a separate marker, not too close to the first one. 

 

Markers. 

Every turn roll a dice for each marker that hasn’t been confirmed.  
 

1. Remove the marker, obviously a false alarm 

2. Move the marker d6 inches through cover to the left, it remains a marker. 

3. Move the marker d6 inches through cover to the right, it remains a 

marker. 

4. Marker stays where it is, it remains a marker. 
5. Marker opens fire, replace it with figures. 

6. Marker advances six inches towards the nearest gap between combat 

teams. Replace it with figures.  

 

Moving enemy units. 

Because the insurgents are ‘programmed’ they don’t roll for command points. 
Some moves nobody might move, some moves a lot of them might. They’re 

dashed sneaky like that!  

Enemy units that are not pinned will try to push forward, they will aim at the 

gaps between combat teams or between the two companies. They will also 
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attempt to go into hand to hand combat with pinned Gendarmerie units. Once 

they have ‘passed through the line’ roll a d6 for each unit.  

 

1. Halts and turns to fire at the nearest enemy unit to its left. 
2. Halts and turns to fire at the nearest enemy unit to its right. 

3. Swings round and attempts to attack the nearest enemy unit to its left 

4. Swings round and attempts to attack the nearest enemy unit to its right 

5. Advances toward your rear, aiming for any reserves, if there are none it 

will move left to attack your line from the rear.  

6. Advances toward your rear, aiming for any reserves, if there are none it 
will move right to attack your line from the rear.  

 

Insurgent infantry 

A group, when revealed will have d10 bases, troops will have no armour and will 

have personal projectile weapons. 

 
Roll a d6 for reaction. 

1,2 Reaction 2,3,2,3,2,2,2,1  17pts  

3,4 Reaction 2,3,2,2,2,1,2,1  15pts  

5,6 Reaction 2,2,2,1,2,2,1,1  13pts  

 

Enemy artillery.  

The enemy have mortars but they’ve had to carry the ammunition on their backs 
to they’re sparing with it. These count as manportable tube artillery. If an enemy 

unit advances in the open to attack one of your units, roll a d6. On a 1 the 

enemy will fire a mortar at your unit first. 

 

Enemy Command. 

Whilst you’ll never see an enemy commander, at some point one will appear on 
the table. When there are more than six known enemy units and mortars have 

been used, there is probably an enemy command base on the table.  

 

Your command points 

Because of the problems you have with radios, you only get d6 command points, 

not the d8 that you’d hope for. As it is you’re doing a lot of communication with 

coloured smoke and runners. 
 

Radio Communication 

The enemy have technology which can pick up radio transmissions, work out 

exactly where they are, and drop mortar rounds on the person using the radio. 

All in a matter of seconds. 

 
You need to use radio 

 To call down your own artillery fire 

 To call in air support 

 To call on your reinforcements. 

 

If you use a radio and there is probably an enemy command base on the table, 
toss a coin, on a heads, your position is targeted by an enemy mortar. 

 If you are pinned you get no command points. 
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 If you and your base are taken off as casualties, then it takes 1d6 turns 

for one of the two company commanders to take over at which point he 

gets the 1d6 command points. 

 
Air support.  

You have on call a Steg and Snorsin D20, an open topped utility flitter. This has 

improvised armour (they hung ceramic panels on it) and improvised ECM. It 

does have two power cannon, each in a barbette, one each side of the pilot. 

There is nothing improvised about these, they count as crew served projectile 

weapons and can fire at the same target or at two different targets. This is the 
only air vehicle the Delta Gendarmerie has, it also acts as a troop carrier, and 

each will transport a combat team.  

 

Reaction 3,3,3,3,2,2,2,2  20pts 

 

You can communicate with it using the radio, or you can use coloured smoke or 
patterns of cloth laid out on the ground. You can also ask it to land and you can 

talk to the pilot. He will then take off and radio your message to HQ for artillery 

or reinforcements. For artillery you have to give the exact position on the table 

you want the artillery to aim at. To correct their aim, you either use radio or 

expect the flitter to act as your forward observer. When acting as forward 

observer he can do nothing else. 

You can get him to attack targets of opportunity with his power cannon if you 
want. It takes to command points to get the message through to him with 

smoke candles, large white shapes on the ground, and for all I know, 

interpretive dance. 

When flying, the flitter can use radio because it’s immune to mortars when in 

the air. 

Now you might wonder why you as commander don’t just take to the air in your 
flitter. You may wish to consult the section on anti-aircraft missiles. 

 

Artillery support. 

There is one vehicle mounted tube artillery piece within range that would be 

happy to support you. You just have to talk to them. To do this you can radio 

them, or get the flitter to handle this. 

 
Anti-aircraft missiles. 

The enemy have access to excellent manportable anti-aircraft missiles. If there 

is probably an enemy command base on the table then whenever a flitter comes 

in low enough to engage ground targets, there is a chance it will be engaged by 

an anti-aircraft missile. Roll a d6, on a roll of 1, your flitter is being attacked by 

a missile. If a missile has previously been used, then your flitter will now be 
attacked on a roll of 1,2, or 3. 

The missile has portable ECM, your flitter has improvised ECM.  

If you lose a flitter, then you can ask for another. 

Over the radio. 

 

Reinforcements. 
You can ask for reinforcements. To warrant them you must be outnumbered by 

enemy groups on the battlefield and have suffered losses equivalent to at least 

two combat teams. You can use radio, or ask the flitter to land and then get him 

to ask for them. 
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Each move, toss a coin, the reinforcements arrive on a heads. 

You can land the reinforcements off table behind your base edge and they walk 

on next turn. Nobody bothers them. 

Alternatively you can have the flitters drop them off on the table. If there is 
probably an enemy command base on the table the roll a d6 for each landing 

flitter, on a 1 has been spotted and is targeted by a mortar. Remember this also 

counts for every time you get your supporting flitter to land and talk to you so 

you can get him to do radio messages. 

 

Winning and losing 
If, by the time you have to pack up, you’re still holding the line, then you’ve 

done pretty well.  

 

And what figures do you use? 

Use what you’ve got.  

If you want ‘authenticity’ the insurgents or ‘Swampies’ are described as “Some 
were stripped to the waist but with dark culottes, others wore faded britches or 

old combat fatigues accessorized with battered helmets. There were men with 

fatigue caps and even some broad-brimmed sun hats made from plaited reeds.  

The one thing they had in common was that they were all armed, with combat 

rifles slung across their backs and webbing belts bulging with ammunition.” 

 

The men of the Delta Gendarmerie wear britches, a shirt, and over that a long 
Kevlar coat which fastens under the left arm. There is a long pouch in the front 

into which fits a ceramic armour panel. They wear a helmet which might be 

described as a WW1 British army helmet but with ‘Roman’ style cheek pieces, 

projecting the face but not covering the ears. A visor can slide down to protect 

the eyes if people are using energy weapons.  

 

 
 

Good luck in finding them, I’d recommend just using what you’ve got.  


