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A pirate raid. 

 

I wanted something a bit different. I rather like games where people are not 

entirely sure what is going on. The basic premise is that space pirates have 

landed their ship (a freighter) in town on the world of Touchdown and are hitting 

a particular business (a manufacturing plant) before leaving again. This is 

obviously shocking and doubtless the proper authorities will step in to act. 

Except that in this case the proper authorities are in reality the ones mounting 

the raid. The factory, previous a respectable business, is under new 

management, supplying weaponry to pirates. But because the factory is 

exporting their goods off planet using reasonably reputable channels, the proper 

authorities have realised that using the law to stop them would be longwinded 

and expensive. But if they do it this way, they get to make off with the machine 

tools as well as all the technical drawings and software.  

The police, whose senior officers are in on the plan, are tasked to evacuate 

civilians and keep people safe and not to get into gunfights with desperate men.  

Fortunately, or unfortunately, various temple militias (whose leaders have been 

working with the pirates and are now the new management of the factory) have 

rallied to defend their world against the depredations of these criminal scum 

from the stars. (Or at least that section of the criminal scum that is too 

degraded to buy their weaponry from the right people.) 

It could all get horribly messy. Actually it’s an incident from my novel, ‘In on a 

Chance.’ Ironically I wrote the scene, published the book, and then thought, ‘this 

would make a good game!’ 
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It can be played solo, with two or even three players. 

So the participants. 

The Pirates. 

A nameless freighter lands on the security fence of ‘Nestor Consumer 

Electronics’ so ensuring that the landing party can enter the premises without 

problems. Out of one side of the freighter emerge fifty heavily armed men who 

set up a perimeter on the side of the freighter facing the rest of the city. From 

the other side of the freighter come the various forks and loaders with which 

another thirty men will strip the factory. They are accompanied by a further fifty 

who will form a perimeter on that side of the building. Finally next to the 

freighter is a reserve of a final thirty men who are ready to support anybody 

who needs assistance. They carry the heavy weapons in case there are 

problems.  

These men are recruited from the Exarch of Touchdown’s guard. (The 

aforementioned proper authority) If you assume that in 6mm one figure is one 

man and have bases which average three figures, you can have three bases to a 

unit. Thus the perimeter will have ten units covering it, with three units in 

reserve. Depending on the length of the perimeter it’s not a lot of men, but if 

there is fighting in one area, other units may not be able to join in. If you need 

to concentrate firepower, units can amalgamate but once they’re joined, they 

stay joined. Also it makes sense to push the perimeter out because if it’s too 

constricted an enemy breakthrough could rapidly lead to hostile elements 

reaching the ship. Or even worse bringing it under direct heavy weapon fire. 

These men are trying not to look like a formal military unit, to quote;-  

“He looked the other man up and down. He was wearing a civilian jacket combined with a 

faded spaceman’s coverall. At his waist was holstered a heavy-calibre energy pistol. On his 

head he wore a battered helmet with a coms headset attached. “Everything but earrings and 

a parrot?” 

Chavan made a slight bow. “I’m sure my deputy ought to have been a theatre director, he 

had far too much fun putting everybody’s outfits together.” 

So I would suggest ten units, each three bases strong which are 

Unarmoured, personal projectile weapon.  

Reaction code 3,3,3,3,3,3,2,2   22pts 

The reserve should ideally not go anywhere near any witnesses, and if they do 

it’s because they’re having to fight. So I would suggest they have a mixture of 

armour styles. You have three units, each three bases strong which have 

Flak armour, personal projectile weapon. Each base has a man portable guided 

missile with portable ECM. (Nobody else has ECM, they’re just using it out of 

habit.) 

Reaction code 3,3,3,3,3,3,2,2   22pts 
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There are also three units of men frantically loading stuff onto the ship, they’re 

far too busy manoeuvring the SF equivalent of forklifts and low loaders to bother 

about fighting unless somebody brings fighting to them.  

The ship has a small turret with a crew served energy weapon that can target 

anybody who is not too close to the ship (minimum range is 4” away.) The ship 

isn’t so much landed as is resting on its legs with the engines running. It can 

leave at a moment’s notice.  

If playing solo, then the player plays the pirates and the police. 

The police. 

The job of the police is to stop innocent people getting hurt and to keep them 

out of the way. The accepted policy is that the military will turn up to deal with 

the pirates. So the police are ‘the men on the spot’ and will get a constant 

stream of reinforcements to enable them to keep civilians safe until military 

forces arrive.  

For this game, mentally place over the table a 12 hour clock face. You know, the 

old fashioned one with hands that go round and round. In this case digital won’t 

work. Align the clock with the landed freighter. So the front end points to 12 and 

the stern points to 6. Hence when reinforcements arrive, whether for police or 

temple militia, roll a d12 and that is where they initially appear, at least ten 

inches from the perimeter established by the pirates.  

For the police, the ideal situation is that they have the entire clock covered, with 

their men forming an outer perimeter which moves away from the ship, 

evacuating civilians as they go, whilst the pirates move up behind them. To the 

police, temple militia are just more civilians who ought to be evacuated. After all 

a lot of pirates don’t turn their noses up at slavery either, hence your civilians 

are merely merchandisable property on some worlds.  

Each move roll a d6 and that is how many police bases turn up. Each base is a 

self-contained unit. If two bases arrive at the same place on the clock face, the 

police central command can divert one to the nearest place on the clock face 

that isn’t covered.  

There is a maximum of 20 bases of police.  

Flak armour, personal projectile weapon.  

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

Remember these are police, not paramilitaries. They will not start shooting at 

people (but if caught in crossfire they will roll reaction just like everybody else 

and they might open fire in self-defence.) 

In the interests of keeping people alive they will try to stand between the temple 

militia and the pirates.  
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Temple Militia.  

These have gathered relatively spontaneously as members contacted each other 

through civilian communication channels and arranged to meet. Once in place 

they will obey the orders of a recognised superior but their main aim is to 

engage the pirates and storm their ship.  

From the point of view of their superiors, (who are not present but are safely 

directing from afar) the aims are to capture the ship and to prevent the loss of 

the machine tools and similar being taken from Nestor Consumer Electronics. 

The capture of a ship (without it having extra holes in the hull) will give the 

temples the ability to transport their produce off-planet. This will make it easier 

to organise their own more nefarious activities.  

A unit of Temple Militia will have an uncertain number of bases. 

They will have no armour, a mixture of small arms, just call them personal 

projectile weapons.  

Reaction code 2,1,2,1,2,2,1,2   13pts 

Each move roll a d6.  

First move, -4 

Second move, -3 

Third move, -2 

Fourth move, +1 

Fifth move, +2 

Subsequent moves, just roll a d6. 

This is the number of units that arrive. Roll d6 for the number of bases in the 

unit.  

In any move where your modified roll is 6 or more, you get an improvised 

armoured vehicle. (Maximum of two) 

If, after the 7th move, the militia have an armoured vehicle destroyed, or there 

are more than twenty units deployed, no more reinforcements appear.   

If two units haven’t left their ‘start line’ they can be amalgamated as they were 

obviously part of the same unit that is arriving in dribs and drabs. No unit can 

have more than ten bases.  

For where the units arrive, roll the d12 and place the units according to the clock 

face. There are three informal assembly points, so after the first three units have 

rolled, the others will assemble at the point nearest to them. So if the numbers 

rolled are 12, 4, and 7, a unit that rolls 9 will move to 7. Their start line will be 

outside the line of police, and no nearer than 10” from the pirates.  
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Armoured vehicles. 

The temple militias have created some improvised armoured vehicles. These are 

ordinary civilian vehicles with the cab armoured with metal plates and a crew 

served projectile weapon on the back. The weapon can even be deployed in a 

concrete blockhouse with firing ports, built on the flatbed of the truck. These 

count has having improvised armour. There are only two of these. They have the 

same reaction code as the rest of the militia. 

The militia and the police. 

It is entirely possible that the militia will find the police between them and the 

Pirates. Indeed the police may try to interpose themselves between the two 

factions to keep them apart. From the police point of view, the militia are 

citizens (and possibly tax payers) and frankly the police role here is to try and 

keep them alive. This means keeping them and the pirates apart.  

If the police outnumber the militia, there won’t be an issue. But if the police are 

outnumbered roll a d6. 

• Militia outnumber police more than 2:1         +1 

• Militia outnumber the police more than 4:1   +3 

• Police are not in enough strength to physically block the road.    +1 

• Sound of sporadic gunfire ahead.   +1 

• Sound of heavy gunfire ahead.    -2 

If the militia roll more than 6 on a modified d6, they surge through or past, 

leaving the police standing. Roll each move if more militia arrive.  

Using the militia when playing solo 

The militia units will move towards the freighter every move unless stopped by 

the Police baring their route, or coming under fire from pirates. If, from the 

assembly point they have arrived at, they can see a route to the freighter that 

isn’t blocked by the police, they will move down that one. After all, it’s their city, 

they know the streets.  

Militia units will attempt to board and hold the freighter. Once a unit has got 

past the reserve, assume there is one pirate unit of three bases in the freighter. 

It doesn’t appear on the table, it fights ‘on paper’ as the militia make their way 

through the inside of the ship. 

An extra assembly point.  

If in one move, two or more , militia units arrive on the same number that isn’t 

an assembly point, it’s obviously just become one. From that point on other 

troops arriving at random may move to join forces there. The possibility of an 

extra assembly point keeps both police and pirates ‘honest’ and means that the 

policy of concentrating their forces only to face the known assembly points is 

more risky than otherwise.  
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The wargames table. 

There is a clear patch in the middle where the ship has landed, next to the 

factory of Nestor Consumer Electronics. The rest is surrounded by pretty 

cluttered urban terrain. There can be some broader streets and even a few 

squares and similar. However there should never be any street giving a line of 

sight for more than 10”. Certainly there shouldn’t be anywhere where you can 

see the ship from more than 10” away. 

Filling the ship and leaving.  

The game is finished when the pirates have finished loading the ship and have 

got back aboard and have left.  

The estimate is that the ship will be fully loaded on move ten. Toss a coin on 

move ten, heads it’s loaded, tails it isn’t. Each move after that toss a coin until it 

is loaded. Once it’s loaded you can pull the pirates back and leave. 

The last move. 

One move after the freighter leaves, a large shuttle carrying a reaction force, 

men of the Exarch’s Body Guard (in proper full combat gear this time) lands 

where the shuttle was and a hundred infantry pour out and secure the area. Any 

‘pirates’ still hiding in the factory that haven’t been found by temple militia or 

police can at this point can be quietly issued with their uniform and just join the 

reaction force. The shuttle landing finishes the game, any firefights that still 

continue, will fade away because everybody has realised the pirates have left.  

Winning and losing  

If the Temple Militia storm the ship, they’ve won. 

If the Pirates cannot take off because somebody has punched a hole in the hull, 

they have lost.  

If the pirates empty the factory and leave both they and the police have won.  

Figures 

This is probably easier to stage in 6mm than it is in 15mm. After all who makes 

‘temple militia’ being a mixture of young men and women in a mixture of civilian 

dress and combat fatigues brandishing an ad hoc mixture of pistols, carbines 

and other semi-legally acquired firearms and energy weapons? 

In 6mm you can do a genteel paint conversion. I once saw Irregular Miniatures 

6mm Dark Age Saxon infantry painted with blue tunics and trousers, the shield 

as a riot shield. A blob of thick silver paint placed strategically on the face made 

it the ‘Perspex’ visor to go with the helmet they were wearing. 
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Perhaps my favourite figures for 6mm miscellaneous scruffy and disreputable 

types has to be the Brigade armed civilians. (This picture, along with all the 

others, is borrowed from the website.)  

 

 

In 15mm there is more choice, especially for armed police. 

Irregular do rioters as well as their police, but to be fair, the police are not their 

most inspiring figures. 

 

 

Other riot place are available 
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Try  

https://fighting15s.com/gladiator-miniatures-15mm-riot-police-in-heavy-

armour/?v=79cba1185463 

https://www.offensiveminiatures.com/product-page/nfrp201-8-riot-police-with-

baton-and-large-shield 

https://vanguardminiatures.co.uk/wp-content/uploads/2017/07/terran-ppf-

suppressors-15mm.jpg 

 

Irregular do rioters and police in 6mm as well 

 

 

https://irregularminiatures.co.uk/ 

 

As for pirates, I think the prize for the most fun set in 15mm has to go to 

Irregular. 

 

https://fighting15s.com/gladiator-miniatures-15mm-riot-police-in-heavy-armour/?v=79cba1185463
https://fighting15s.com/gladiator-miniatures-15mm-riot-police-in-heavy-armour/?v=79cba1185463
https://www.offensiveminiatures.com/product-page/nfrp201-8-riot-police-with-baton-and-large-shield
https://www.offensiveminiatures.com/product-page/nfrp201-8-riot-police-with-baton-and-large-shield
https://vanguardminiatures.co.uk/wp-content/uploads/2017/07/terran-ppf-suppressors-15mm.jpg
https://vanguardminiatures.co.uk/wp-content/uploads/2017/07/terran-ppf-suppressors-15mm.jpg
https://irregularminiatures.co.uk/

