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Hellfire Campaigns, the Universe at your feet. 

For those with e-readers some of the tables might be a bit tricky, so I’ve put 
them here. 
 

 
 
Seeing the playing card map, Ralph Plowman produced this. 

 
Company cost table 

Unit type 

Monthly 

Unit 
cost 

Raising 
cost 

Paramilitary Gendarmes with ‘APCs’ 390 540 

‘Leg’ Infantry company 450 600 

Beast mounted cavalry 1000 1800 

Mechanised infantry company 500 2000 

Tank Company  Heavy 500 5000 

Medium 500 4500 

Light 500 3000 

Aircraft squadron counting as three 

planes 3000 
18500 

Tube artillery company 500 2200 

Support and recovery company 500 1600 

Light air support/recce company 500 2400 
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Mercenary Company cost table 

 

Unit type 

Monthly 

Unit cost 

Raisin

g cost 

20% monthly 

depreciation 

Minimum 

salary cost 

Paramilitary Gendarmes 

with ‘APCs’ 390 540 108 498 

‘Leg’ Infantry company 450 600 120 570 

Mechanised infantry 
company 500 

2000 
400 900 

Tank Company  Heavy 500 5000 1000 1500 

Medium 500 4500 900 1400 

Light 500 3000 600 1100 

Aircraft squadron counting 
as three planes 3000 

18500 
3700 6700 

Tube artillery company 500 2100 420 920 

Support and recovery 

company 500 
1600 

320 820 

Light air support/recce 

company 500 
2400 

480 980 

 

Current political stability. 

To determine how stable a state is, roll 2d6. 2 means that government is so lax 
and sloppy nothing happens and people are fed up of it. 12 means that the 
government is strict and intolerant and people are fed up with it. Obviously 7 is 

the sweet spot. But rather than thinking of this as a straight line running from 2 
to 12, I want you to think of it as a parabola. It starts at 2, rises to 7 and then 

decays back to 12. 
So as a table it could be written like this 
 

   

 7  

6  8         (6) 

5  9         (5) 

4  10       (4) 

3  11       (3) 

2  12       (2) 

 
Whenever there is ‘trouble’, roll a d6 and score less than or equal to the stability 

role to remain stable. If the state is between 2 to 6, it’s easy to work out how to 
do this. But if the state is between 8 and 12 roll less than the number in 

brackets in the column. 
If you roll over the score, then something has ‘kicked off.’ 
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What are your Neighbours Plotting? 

Types of ruler. 

a) Fief effectively run by the Grand Moghul 

b) The fief holder is a saint. 

c) The fief holder is hereditary and unwarlike 

d) The fief holder is not hereditary but unwarlike and corrupt. 

e) The fief holder is not hereditary and is warlike. 

f) The fief holder is hereditary and warlike 

g) The fief holder is bad tempered and falls out with everybody. 

h) The fief holder is a minor son of the Grand Moghul 

The Plotting Table 

 A B C D E F G H 

A p p p n n n n n 

B p p p p p p p p 

C n p p n n f f p 

D s s s s s s s s 

E s t t t w w w t 

F s t t t w w w t 

G ws ws ws ws ws ws ws ws 

H s s s s s s s s 

 

 p) Peaceful intentions. 

 n) Nervousness. They will try to find allies to help contain the fief holder 

they are fearful off. If somebody else starts the war against that fief 

holder, they’re happy to join in.  

 f)  Fear. They will do everything to ensure maximum loyalty and turn out 

from their feudal troops. If a hereditary ruler they will set aside 5% of 

their income to form a reserve for hiring mercenaries and bribing 

neighbours. If somebody else gets involved in a war against the one 

they’re fearful of, they are happy to join in. 

 s) Scheming. The schemer will try and get neighbours to ally with them 

against everybody else. The alliance can be open or secret. 

 t) Aims to get tribute/protection money. 

 w) Prepares for war. Will invade a neighbour if they look weak.  

 ws) War Soon. The fief holder will never fall out with more than two 

people are once and will prioritise attacking the weakest neighbour. 


