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A vaguely civil war 

 

 

This ‘campaign’ is for 6mm, or any scale figures you’ve already got. The setting 

is vaguely modern but frankly it can cope with anything after WW1 and can 
reach into lower tech SF worlds.  
First decide the number of players you have. This probably works best with 

between two and six. Then you want a map, the frontage should be about ten 
miles for every player on each side. So if you have six players, who are on two 

sides, the frontage across the map should be about thirty miles. The O/S 
1:50,000 maps are about 25 miles across which is close enough, whether you 

have four players or six. Then get as many playing cards as you have players, 
making sure half are black and half are red. Allow players to draw a card at 
random, this gives them the faction they are part of. Then divide the map up so 

if there are four players each has a quarter of the map. With six players each 
faction has half of the map and then divide each half between the three players 

of that faction so each has the same frontage with their common enemy. Players 
in the same faction should not be confused with allies, but they won’t attack 
each other. There again they won’t lend them troops or equipment either.  

Now that each player has a territory and an enemy, they really need to be able 
to defend it, so we come to forces. 
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The forces 

Shuffle a pack of cards and discard the jokers. Then deal each player in one 
faction, twelve cards. Then when they’ve noted down their cards, put the cards 
back in the pack, reshuffle and deal twelve cards to each player on the other 

side. 
 

Using Hell and Uncivil Disorder the cards produce the following troops. 
 

Clubs. 
Each card represents a unit of thugs. The number on the card is the number of 
bases/figures in the unit. So the unit will be between 1 and 10 strong. 

Court cards count as 10, but with the following additions. 
Jack. The unit has transport. 

Queen. The unit is on foot but has a MGIAT 
King. The unit is ten strong, with transport and a MGIAT and the king gives you 
access to a demon. 

 
Spades 

Each card represents a unit of Gunmen. The number on the card is the number 
of bases/figures in the unit. So the unit will be between 1 and 10 strong. 
Court cards count as 10, but with the following additions. 

Jack. The unit has transport. 
Queen. The unit is on foot but has a MGIAT 

King. The unit is ten strong, with transport and a MGIAT, also remember the 
king because it gives you access to a demon. 
 

Diamonds 
Each card represents a unit of Riflemen. The number on the card is the number 

of bases/figures in the unit. So the unit will be between 1 and 10 strong. 
Court cards count as 10, but with the following additions. 
Jack. The unit has transport. 

Queen. The unit is on foot but has a MGIAT 
King. The unit is ten strong, with transport and a MGIAT, also remember the 

king because it gives you access to a demon. 
 
Hearts. 

1,2,3,4,5  You get this number of stationary MGIAT (crew served heavy 
weapons.) 

6,7,8,9,10.  You get this many transports, each of which can transport a base. 
You can permanently assign them to a unit, keep them in a central pool for 
handing out temporarily, or you can add one stationary MGIAT to one transport 

to make one MGIAT. 
Jack. One MGIAT. 

Queen. Two MGIAT 
King. Three MGIAT and remember the king because it gives you access to a 

demon. 
 
Demons. These are things you summon, artillery, air support etc. Tot up the 

number of Kings you’ve got and make a list of the different sorts of demons you 
want to issue to your commanders. 
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If, by chance a player doesn’t draw a king, they still get one demon. They can 
call down artillery. 

 
Artefacts. Each player must decide whether their commander is a shaman or a 

technomage, and may pick up to five artefacts from the list in the rules.  
 
As an example of the sort of force you can get, I draw the following 

cards 
 

 9 Diamonds. So First Battalion of the Popular front is composed of 
riflemen and is 9 bases strong 
 

 4 Diamonds. The second battalion is only four bases strong but is also 
composed of riflemen. 

 
 Queen of hearts. Two MGIAT, well they always come in.  

 

 3 Clubs. So the militia battalion Tonka’s Tigers is three bases strong and is 
composed of thugs. 

 
 8 Spades The provisional governor’s Dignity battalion is eight bases strong 

and is composed of Gunmen 
 

 2 Spades. The First Workers Militia Battalion is two bases strong, but is at 

least composed of gunmen.  
 

 Queen of Clubs. The Revolutionary Workers Battalion is 10 bases strong, 
have their own MGIAT, but is composed of thugs. 

 

 Ace of Clubs. The Peace and Freedom Battalion is, alas, one base strong 
and is composed of thugs. 

 
 3 of Spades. The Second Workers Militia Battalion is three bases strong, 

and is composed of gunmen.  

 
 Ace of hearts. Well we have one stationary MGIAT. 

 
 2 of hearts. Another two stationary MGIAT. 

 

 7 of hearts. We have seven transports. So immediately I can put three 
stationary MGIAT onto three transports and have created another 3 

MGIAT. I can give the other four to the Second Battalion which is now 
motorised and can get itself into serious trouble far more quickly. 
 

I didn’t draw any demons so just get artillery by default. 
 

So the deployment. 
 
I have five independent MGIAT. They and the Second Battalion can be a mobile 

reserve or spearhead. The First Battalion is my strongest unit so I’m going to 
hold that back with the reserve so it can counter attack or lead offensives. The 

Dignity Battalion is also potentially useful. The Revolutionary Workers Battalion 
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is large but low quality. Still it could lead a bayonet charge against a weakened 
enemy. So I’ve got three decent strength units held back. The other units can be 

put to holding my front line and garrisoning towns. 
 

I put my counters on the map. You can use pins or any other tokens. But the 
enemy will just see ‘The Revolutionary Workers Battalion’ or ‘The Second 
Workers Militia Battalion’. Only experience will tell them how strong it is. 

 
A word from our sponsors. 

Obviously you could sit comfortably defending your terrain, but your various 
sponsors aren't particularly keen on you being comfortable. Each player must 
note down an offensive they could make. They can ask for other assets, more 

units etc that they feel they would need for that offensive. The players on each 
side then roll a d6 and the one with the highest score is the one who gets to 

implement their offensive. But before deciding a winner, from the die rolls 
deduct one for every extra unit you asked for. So it might in reality be the player 
with the least negative score who wins. Still if they won the roll and asked for 

three units, they draw three more cards and get three more units. They must 
then start their planned offensive. 

Other players on both sides can also put into action their own plans, or 
frantically defend against the other side, depending on fate.  

 
Reinforcements 
Each move, each player will draw a card. It’s not necessarily a new unit. It can 

be if you want but it can be a number of bases of a certain type that can be split 
among your units to strengthen them.  

 
Within your own forces you can take men from some units to strengthen others.  

 You can add one base of thugs to six bases of riflemen without reducing 

the quality of the riflemen.  
 Similarly you can add one base of gunmen to three bases of riflemen 

without reducing the quality. 
 You can add one base of thugs to three bases of gunmen without reducing 

the quality. 

 
As an example of how this works, I draw the 2 of clubs for my reinforcements. 2 

bases of thugs. I can add one base to the First Battalion, who are riflemen but 
strong enough to absorb a base. I could add the second base to the Peace and 
Freedom Battalion, doubling its strength.  

 
Media, NGOs and Warrior Knights. 

Media can appear as usual in the game. 
NGOs will not appear until a town is besieged and media are present (either side 
can always ask for media to be present). Each move after the siege starts, roll a 

d6 and on a 1 (second move 1,2, third move 1,2,3 etc) an NGO tries to get an 
aid convoy through to the town. Play the game out and the NGO can try and 

summon Warrior Knights (intervention forces) but nobody else can. 
 
Winning and losing.  

The player who extends their territory the most at the expense of the ‘other 
side’ is the winner. Obviously you can take territory of the other faction. But 
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also, if you can recapture territory that was initially held by your faction, you can 
keep it rather than hand it back to the incompetent who lost it in the first place. 

 
However because of the media presence, remember that at the end of the 

campaign there could well be war crimes charges. During a game, take a note of 
possible charges. If an NGO is present these are actual charges. At the end of 
the campaign the player with the largest number of total charges is the loser, if 

there is a draw, it is the player with the largest number of Actual charges who 
loses. If both players still draw, both are jailed.   

 
Figures and setting. 
It really depends what you’ve got. It would for a British Civil war in the 1930s or 

fighting in the Balkans in the 1990s. If one player has a lot of US kit, one of the 
sponsors is the US. Similarly if you have several players with former Soviet kit, 

then everybody can use it. With regard scale, using 6mm you can cheerfully call 
your units battalions, even if grossly understrength. With 20mm deploying one 
or two figures as a battered battalion is probably going to stretch your ability to 

suspend your belief. But if instead you use a squad of 20mm figures as a ‘base’ 
then it’s easier to swallow. It’s really up to you whether you decide to keep 

calling them ‘battalions’ or go for ‘companies’ instead. There again, when outside 
Budapest in 1944, 900 men with 13 tanks and assault guns called themselves 4th 

SS panzergrenadier division. So wargamers aren’t the only people who can 
suspend their disbelief in these matters.  
 


