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Assisting the Civil Power. A scenario for many periods. 

 

The phrase ‘Assisting the Civil Power’ should send shivers down the spine of an 

officer. It may mean that a wise copper will guide your wild roaring boys down 

the paths of righteousness and help them restore order in a manner that brings 

credit and promotion all round. It might also mean that a self-important 

pompous nobody sends your carefully trained troops to their deaths because he 

didn’t read all the memo.  

A lot of this assisting might be running hospitals or transport. It can even be 
managing a livestock disease epidemic. But sometimes it does involve restoring 
order and might involve combat. 

Thus this scenario is probably as about as generic as you can get. Roman 
Centurions may have heard the phrase, and I have no doubt that as we colonise 

distant worlds, the process will continue. This scenario is written for Hell and 
Uncivil Disorder but other rules allowing for media, mobs and demagogues will 
be able to cope.  

 
Bandit player. 

So first you need the ‘Bandit’ player. 
As Bandit player, you have a choice of what ‘troops’ you deploy. Bunches tend to 
be between about five to ten figures strong in the larger scales, or up to ten 

bases in 6mm.  
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A) Comparatively Harmless 
 

 A bunch of unarmed but angry women 
 A bunch of old men who’ve drunk too much and are fighting in the street 

whilst angry women harangue them from the pavement. 
 A bunch of small boys throwing stones.  
 Three old ladies sitting on a bench watching the world go by, two old men 

playing chess outside a café.  
 A bunch of bandits drinking in the cantina, count as thugs. 

 Three old ladies sitting on a bench watching the world go by, two old men 
playing chess outside a café, and a group of respectful young men who 
want to present a petition to the governor complaining about corruption.  

 

 
 

B) Mostly Harmless 
 

 A bunch of unarmed but angry women and a demagogue who can 

summon more mob 
 A bunch of unarmed but angry women arguing with a bunch of young men 

with slings who are protesting about something. The young men count as 
gunmen and the slings, throwing stones the size of half bricks, hurt. 

 A bunch of small boys counting as thugs throwing stones whilst a 
demagogue whips up a mob. 

 An expectant mother about to give birth and experiencing difficulties, and 

a demagogue whipping up an angry mob.  
 

C)  Could be tricky. 
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 A bunch of unarmed but angry women and a demagogue who can 
summon more mob and a bunch of bandits who count as gunmen. 

 A bunch of old men who’ve drunk too much and are fighting in the street 
whilst angry women harangue them from the pavement. A bunch of 

bandits, counting as thugs, are hiding on the roof tops. 
 A bunch of small boys counting as thugs throwing stones. A bunch of 

guerrillas, counting as riflemen, are trying to restart a technical which 

counts as a MGIAT. The technical can fire, it can be moved but only by 
pushing it.  

 
D) Can we have artillery support here please? 
 

 A bunch of unarmed but angry women, one young men with slings who 
count as gunmen, and three bunches of local guerrillas who count as 

thugs. 
 A bunch of old men who’ve drunk too much and are fighting in the street 

whilst angry women harangue them from the pavement. Two bunches of 

guerrilla gunmen are hidden in the houses ready to open fire from 
rooftops and windows overlooking the street. 

 A bunch of small boys throwing stones. In the town a guerrilla force has 
gathered, three bunches of gunmen and two MGIAT. 

 Three old ladies sitting on a bench watching the world go by, two old men 
playing chess outside a café. Two bunches of guerrilla riflemen waiting in 
ambush. 

 An expectant mother about to give birth and having difficulties, a bunch of 
small boys throwing stones (count as thugs), and a six bunches of 

guerrilla gunmen with six technicals entering town even as you assess the 
situation. 

 

 
 

The Bandit player choses the force they want to use from the list above and sets 
up the wargames table. Obviously figures are not deployed but you do get a 
pretty village with fountain, cantina and perhaps even a church, temple, or 

similar. In 6mm you get a lot more village for your money, indeed it can be a 
small town. If the bandit player wants, they can have a media team with them 

at the start of the game.  
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Reaction Force Commander. 
The player assisting the civil power now choses his reaction force. 

Deployed in a regional capital with a full infantry battalion, plus artillery support, 
he has available;- 

  
 The Battalion HQ. This can deploy a heavy weapons company, with an 

infantry platoon, and two platoons each of three MGIAT. (These could be 

armoured cars, light tanks, technicals or whatever you’ve got). 
 Three infantry companies. Each company has three platoons, and each 

platoon has three squads (which count as bunches of d6+4 men) 
 Each squad deploys in an armoured personnel carrier which can count as 

a MGIAT because of the armour and .50cal equivalent. But if the media 

are present and he wants to look peaceful, why, it’s just a transport and 
the heavy weapon has been quietly taken off the mount and is safe inside.  

 A mortar platoon which can provide support. 
 A 105mm artillery battery that is deployed ready to provide fire support. 
 A multiple rocket launcher battery is in the town at the moment, refuelling 

and enjoying a bit of R&R but can be called on. 
You can take a media team with you. You might end up getting one turning up 

anyway. 
You can also call on helicopter Casevac if needed, both for combatants and 

civilians. Ideally you don’t want to take too many troops out of the regional 
capital lest there is trouble in the town itself. 
Your men are reasonably well trained and disciplined. When a bunch is first 

deployed roll a d6 
 

1. Thugs 
2. Gunmen 
3. Riflemen 

4. Riflemen 
5. Riflemen 

6. Riflemen 
 
Ideally the player who has the reaction force doesn’t know the bandit player’s 

options. They have the following intelligence assessments. 
 

 There are guerrillas in the hills. 
 Banditry is a problem, but to be honest the bandits aren’t as big a 

problem as the guerrillas. When trying to tell them apart, the guerrillas 

are the competent ones. 
 There is a lot of civil unrest in the area due to government corruption and 

the heavy handed military presence.  
 
Then you can ask your local contacts what is going on in the village. You and the 

bandit player roll a d6. If you win the roll, the bandit player has to give you a 
hint as to what sort of trouble you face. This is merely one letter. So if the 

bandit player has chosen and scenario from A then they must say either A or the 
letter on either side (in this case B or D) The reaction force commander merely 
knows that A is no big deal and D is serious trouble and assumes the other two 

fit in between. 
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A ‘terrorist attack.’ 
At a far higher level than this game, the Guerrilla high command are arranging 
an attack of some sort of the Regional Capital. This isn’t fought out but at the 

end of the game you roll a d6. The commander of the Reaction Force knows 
there is a risk of this but doesn’t know the details. The bandit player knows the 
details.  

 
 If the equivalent of a full company has been withdrawn from the capital to 

deal with the village the terrorist attack succeeds on a roll of 5,6 on a d6 
 If a full company and parts of a second company have been withdrawn 

from the capital to deal with the village, the terrorist attack succeeds on a 

roll of 4,5,6 on a d6. 
 If more than two company ‘equivalents’ are withdrawn from the capital, 

the terrorist attack succeeds on a roll of 3,4,5,6. 
 
 

Playing the game. 
The Reaction Force commander decides on their force and drives to the village. 
They arrive in the main square to see the initial scene, whether it is bandits 
drinking in the Cantina, boys who throw stones at them, or whatever.  

The Reaction Force commander deploys to deal with the problem and then the 
scenario unfolds and the bandit player deploys more assets. 

 
If things get bad the Reaction Force commander can summon more assistance, 
be it more men from his battalion, artillery support, Casevac etc.  

 

Winning and losing. 
 
(This is the paragraph above) 
Winning and losing is very subjective. Deploying two companies with heavy 

weapons to deal with stone throwing children is probably a fail, especially if your 
men lose control and open fire.  

Similarly going into a village with a couple of bunches and getting shot down in 
the street by the guerrillas isn’t going to look well on the CV either. But if whilst 
this happens you manage to Casevac a young woman to hospital and the 

Regional Governor can go on the news presenting her and her beautiful baby 
with flowers, then you might even spin it into a win.  

 
We then have the issue of the terrorist attack. If the attack succeeds and there 
is very little fighting in the village, this is a Bandit victory. 

If the attack fails, whilst somebody will claim credit, it’ll be dismissed as ‘fake 
news’ and nobody will believe it, so go back to the paragraph above.  

If the terrorist attack succeeds but there has been fierce fighting in the village, 
then it’s a draw. The Reaction Force commander and the Regional Governor can 
place the blame firmly on Central Government who ignored their desperate, but 

in retrospect, entirely reasonable pleas for more troops. 
 

 
 
 


