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Defended to the last man and to the last bullet. 

 

Here is a scenario for ‘Hell and Uncivil Disorder’. I’ve done something similar in 
modern and WW2 over the years, this version is ‘science fiction’ but it does work 

in other periods. 
The basic premise is that the Empire is falling. Or at the very least has suffered 

major defeats and forces are ‘retreating to previously established defensive 
positions from which they will regroup to hurl back the enemy.’ 
The ‘city’ of Dillisford is now the front line and there is a suspicion that it will 

soon be cut off. Already orders have come from the Imperial capital.  
“Dillisford must be defended to the last man and to the last bullet.” 

 

The wargames table 
This is mainly city. In the centre of the table should be a prominent building/fort 
which is the Governor’s compound. At one edge of the table there is the 

outskirts of the city. We had it as an area of parkland, providing plenty of cover 
for approaching attackers. Between the parkland and the city there is the power 
fence. As long as the power fence holds, the rebels cannot enter the city. In our 

game it was just a handful of bollards, each about a foot from the others, which 
were obviously the anchors for the otherwise invisible power fence. 

 
The picture below shows the very start of move 1. The Governor’s compound, 
with its tower is in the centre. The police with the police chief’s vehicle is just 

beyond and to the right, whilst at the bottom you can see some of 3rd Brigade 
holding one of the buildings, an artillery piece on the roof to their right and at 

the bottom one of the ‘posts’ of the power fence. 
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The defenders.  
 
We have the following players. They each roll techno and chutzpah at the start 

of the game and decide whether to be a technomage or shaman. 
 
The Police chief   

The governor’s compound contains the pay for military units in the area. All 

troops are paid in cash and there is a heap of the damned stuff just waiting to 

be collected. The town will inevitably fall and your aim is to load the money into 

your vehicle and get out of town with it. 

You have the following units 

A bunch of riot police with shields and truncheons who can hold back a mob. 

They are thugs. 
A bunch of ordinary cops who count as gunmen. 

A bunch of paramilitaries who are tooled up, loyal to you (ish) and count as 
gunmen but get a +1 extra save when shot at because of their armour. 
 

Get the money and get out of town. But you’ll have to maintain law and order 
whilst you do it or the military might notice what you’re doing and stop you. 

 
The picture below is of one of the paramilitaries. Cannot remember whose figure 
it is, but he is accompanied by an Irregular Miniatures four legged walker (a 

2mm figure) as his ‘K9’ companion. 
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The demagogue 
 

The people are starving and the governor’s compound contains food stockpiles 
that will keep them alive. Raise a mob and take the place and redistribute the 
food. Also your people hate the police who have been terrorising them, so you 

get a bonus for every police unit you get to destroy. 
 

Irregular Miniatures rioting mob in 15mm 
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The Governor 
 

You are in charge of the city. It looks as if it will fall to the rebels if people don’t 
pull together.  

In your compound you have the following which you must defend. 
 The food supplies which are vital to see the city through the coming 

winter 

 The money that is there to pay the army. You must hold this to guarantee 
their loyalty. 

 There is the generating house which provides the power for the outer 
defences. The original generator was sabotaged and you’re now running it 
with obsolete fuels. You are running desperately short of fuel but another 

convoy loaded with fuel is coming.  
You have three bunches of alien guards (gunmen) to defend the compound. 

 
The convoy 
This was a ragtag collection of vehicles loaded with fuel. I rather assumed that in 

a war zone somebody would have done something more sophisticated than load 
a lot of jerry cans full of remarkably inflammable material in the back of a pickup 

but it is a war zone and people do do strange things. I went for half a dozen 
vehicles, it looks like a convoy and it also looks as if there are enough vehicles 

to tempt the Third Brigade Commander (see below). 
The drivers are thugs but have no intention of taking part in pitched gun battles. 
The convoy can be guided by anybody who looks to be in charge. So if the 

governor sends out a bunch to guide it, they’ll go with that bunch. If the police 
take charge, they’ll go along with the police. Indeed if the rioters seize it and 

aren’t unpleasant about it, they’ll doubtless go along with them.  
 
Third Brigade commander. 

 
You command the heroic defenders of the city. Your men are outnumbered and 

outclassed by the rebels and you don’t hold out a lot of hope of surviving.  
You have four bunches of Gunmen and two stationary artillery pieces and 
nobody is answering the radio any more. The defence hinges on the power fence 

that the enemy cannot cross. But if the fence goes down you are doomed. If the 
fence goes down, requisition any vehicles you can find and get your men away in 

them.  
Note that the power fence is flickering alarmingly and you are not sure whether 
it is about to collapse or not.  

 
Below we have one of the artillery pieces powered by the power fence 
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The Attacker 
The Rebel Commander 
 
You lead your gallant rebels to crush the tyrants. At the moment there is a 

power fence which your men cannot cross. You have heard from spies that the 
generator is in the governor’s compound and if you could knock that out, 

perhaps with artillery, then the fence would collapse and your men could storm 
into the city. You have six bunches of riflemen and 4 MGIAT 
 

 
Sometimes ‘My God It’s A Tank’ is actually ‘My God It’s A Mecha 
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The situation. 
Ironically, if the defenders worked together they could almost certainly block the 
rebel advance in this sector. Third brigade, plus two bunches of the Governor’s 

mercenaries and the paramilitary police have a decent chance against the 
advancing enemy. Whether they could withstand the second assault when the 
rebels brought up their artillery and did things properly is another matter.  

 
In our game (a club game so I wasn’t entirely sure how many people would turn 

up) there wasn’t a player for the Rebel commander. So I took that role. As it 
was I had the rebel troops appear only when the power fence finally collapsed. 
 

As umpire I kept stressing the obvious instability of the fence. In spite of this the 
governor was far too busy keeping his men under control. He started the game 

by summoning the convoy and got a media team by accident. These proceeded 
to take up his time with interviews, discomforted his men and generally kept him 
too busy to answer his phone. 

Outside the rioting mob was gathering and the police were deploying to cut them 
off from the Governor’s Compound whilst ensuring that the Police Chief, his 

official car and his paramilitaries were within striking distance of the compound 
themselves. 
Things started going wrong when a frustrated 3rd Brigade commander, fed up of 

not being able to contact the governor, traversed his artillery and fired a warning 
shot or two to get the governor to the phone.  

To be fair, given his techno and chutzpah, whilst he could easily get his 
artillerists to agree to open fire, when it came to giving them targeting data, he 

effectively ended up shelling the city at random.  
At one point the fuel convoy diverted sharply to avoid the shelling. Given that at 
this point the Brigadier was complaining to the governor that there was no sign 

of fuel arriving, his comments met a lack of sympathy. 
Eventually the governor went down to the generator house. By this time most of 

his mercenaries had fled and the rioters and the police had entered his 
compound, he announced he was going to use the generator as a bomb to take 
all of his enemies with him.  

He needed to roll under his techno to achieve this and failed so dramatically he 
just switched the generator off, permanently, in a perfectly safe state. The fence 

went down, the Rebels appeared on the end of the board and the 3rd Brigade, 
already retiring, requisitioned the fuel convoy and left. The police chief, his car 
loaded with cash and with his paramilitaries marching alongside, followed them. 

The rioters, the food stocks captured and distributed, were surprised to discover 
they were welcomed as fellow rebels and the Demagogue was promoted on the 

spot to acting governor as the rebel military forces moved onwards continuing 
their advance. Given the rebels had not yet fired a shot and were content to just 
drive the enemy before them, the rebels felt they were having not a bad war 

either.  
 

Figures and Scales. 
To be honest it doesn’t really matter. You could do it in 6mm, all the troops are 

available in this scale, and your city will really look like a city. In fact it might 
work better as there will be more room for the rebels to deploy in. This will allow 

the rebel player to keep up the pressure. 
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I played it in 15mm because we have the terrain and I have plenty of figures 
that I’ve collected over several decades.  

But if you’ve got larger scales these will work as well. Indeed if you fancy doing 
something from scratch, a couple of pounds will buy you enough of the 28mm 

‘Army Men’ to provide police, third brigade and the rebels. The Governor’s alien 
mercenaries might be trickier, but then there are a lot of people producing cheap 
plastic goblins nowadays. Finding cheap and cheerful civilian rioters in this scale 

isn’t easy. https://cpmodels.co.uk/shop/urb05-rioters-with-placards/ have some 
but getting a hundred of so would stretch my budget.  

 

 
 
It might be worth looking at some of the partisan figures coming out in plastic. 
There again, having seen the ingenuity with which some people approach their 

army men figures, I leave the production of civilians hanging here as a challenge 
for them. I wonder if adding long robes using tissue paper stiffened with pva 

could be the way forward? 
 
 

https://cpmodels.co.uk/shop/urb05-rioters-with-placards/
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