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Exile 

 

Not every martial career is a steady if unspectacular advance through the ranks 

which leads to high position and the adoration of the masses. Some are cut 

short through incompetence, government cuts, or the unfortunate incident with 

the Colonel’s lady. 

Thus it is not entirely impossible that an otherwise promising young officer could 

find themselves posted somewhere unfashionable, forgotten, or even 

unquestionably dangerous.  

This scenario starts from the premise that you have upset your superiors 

remarkably badly but not so badly they can just kick you out. Thus they are 

forced to deal with you in a more imaginative manner.  

Thus you are exiled to command a small fort somewhere on some distant 

colonial frontier.  

With regard to the period, any will do. Young officers have been getting into 

trouble for millennia. Doubtless there were Roman forts in the North of England 

and into Scotland who got more than their fair share of martial ne’er-do-wells 

who had outstayed their welcome in more respectable garrisons.  

Similarly in the far distant future, somewhere on the frontiers of the Third 

Salanid Hegemony, the young office who parked a hundred ton mecha in the 

General’s wife’s rose garden at the end of a particularly drunken night out would 
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be posted to a distant and unfashionable world before he’d even got over the 

hangover. 

Obviously you have survived in the army because somebody is looking after you, 

effectively you or your family called in a favour. This is the first of three favours 

you can call in.  

So pick your period and plunge into the game. 

Your military force 

Assuming Hell and Uncivil Disorder, you have taken over a force of a nominal 50 

men in five bunches of ten. They are a couple of heavy weapons (which count as 

stationary MGIAT) from which to defend their fort. 

The arrival 

On surveying your new home and the villainous, ill-equipped and unlettered 

rogues who make up your new command you turn to drink and/or women. 

Each week roll a d6 

Let’s start with a drink to help recover from the journey 

1,2,3,4,5 The time passes in a drunken haze 

6. A veteran sergeant who has lost patience with you drops you in a horse 

trough to sober up. Thanks to his withering sarcasm you stop drinking. 

Roll a d6 

1,2 You turn to women. 

3,4 You turn to literary pursuits. 

5,6 It occurs to you that you ought to try being a good officer. 

Turn to women. 

1,2,3,4,5 time passes. 

6 Your current mistress loses patience with you, slaps you about and forces you 

to take up your military career. You try to become a good officer. 

Literary pursuits. 

1,2,3,4,5 You are fascinated by the area, the tales your men have to tell, and 

the wiles of the locals. There is a great novel here and you are sure you are the 

man to write it. 

6 As you read through the opening chapters of your book it occurs to you that 

your men are in poor shape, whilst the natives are hostile and are plotting to 

destroy you. You take up your military career. 

Keep a careful track of exactly how many dice rolls there were. Each represents 

one week of elapsed time.  
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Taking up your military career and being a good officer. 

When you look around, there are several things you need to do. 

 Turn the men into soldiers. You would hope that this shouldn’t be too 

difficult, after all, a lot of them have been soldiers in the past. At the 

moment, in Hell and Uncivil Disorder terms, they’re Thugs. 

 Get them proper equipment, new uniforms, decent rifles, ammunition, and 

all those little luxuries of military life.  

 Get the fort tidied up, rebuild the gaps in the walls and that sort of thing.  

To an extent, some of these can be done simultaneously. You can order the new 

equipment whilst you’re trying to turn your men back into soldiers. 

As part of turning them into soldiers, you might get them on work fatigues 

cleaning and mending. 

Turning them into soldiers. 

This takes six weeks. Each week roll a d6. On a 1 you get a mutiny. You can play 

these out on the wargames table if you fancy. 

D6 mutineers try and burst into your quarters to kill you. There is only one 

mutiny. Either they kill you or they learn their lesson.  

Mutiny  

Fight it as a skirmish game, so in Hell by Daylight or for Hell by Starlight, they 

count as Green. Their leader could be Normal and would act as their NCO. 

They’d be armed with obsolete weapons, old rifles, or even clubs and knives 

because weapons are kept locked in the armoury when not in use. 

You would have your service pistol, even a sword if you want one. You might 

even have your rifle handy. Sleeping with it seems a bit eccentric but there’s 

nothing wrong with a little eccentricity. If your mistress is present you could let 

her have the pistol and you keep the rifle. Not being acquainted with the lady in 

question I cannot guess as to the standard of her marksmanship. 

The mutineers have to get through a narrow door which will make them easier 

to hit. We’ll count you as veteran for the purposes of this game, on the grounds 

you have doubtless seen combat on other fronts in the past. If you’re wounded, 

normally that is you out of action. Because of the nature of the scenario, roll a 

d6 for each wound. On a 1 it takes you out, otherwise it reduces your movement 

by half. At the end of the scenario roll a d6 and try to roll over the number of 

wounds. If you do this you’re capable of light duties. If you roll four less than the 

number of wounds, the campaign is over, you have to be invalided out to 

hospital and get a comparatively honourable discharge.  

Each move after the first roll, a d6. On a 6 the sergeant arrives with 2d6 men 

loyal to you. They will attack the mutineers from behind and fight their way 

through to rescue you. 
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At the end of six weeks you and your sergeant have turned them from (in Hell 

and Uncivil Disorder terms) Thugs to Gunmen. In other rule sets, perhaps lift 

them from Green to Normal. 

Getting them proper equipment 

You can put in a requisition, roll a d6 and wait. On a 6 you get what you 

ordered. It’s always a roll of 6 unless you have called in a favour at which point 

it’s 5,6. There are things you can do. You can try one a week.  

 If you can call in favours, do so now. This will give you a another chance 

of rolling but at 5,6. It will also add +1 to other chances below if you need 

them.  

 

 If you had a drinking problem, you can send another requisition with a 

case of drink you had left. This gets you another chance of rolling. 

 

 If you have a mistress, she will write to friends who know people who 

know people. This gives you another chance of rolling.  

 

 If you pursued literary excellent, with a requisition form you send a 

chapter from your book about base efficiency. You send two versions of 

the chapter, one is an excoriating and brutally honest account of base 

corruption and names names. The other version is somewhat blander, 

painting the base staff as hard worked and honest servants of the state. 

They have a choice as to which gets published. 

Note that if you get them proper equipment, once it’s arrived you don’t have to 

roll for mutiny when you’re making soldiers of them. They realise you can deliver 

and are worth keeping alive. 

Getting the Fort tidied up. 

Let us assume that it costs 10 points to get the fort into a state where it’s both 

secure, the walls and defences in decent order, and it’ll also pass inspection.  

When you’re turning them into soldiers, roll a d6 every week. On a 4,5,6 you 

also get 1 point of work done on the fort.  

Once they are soldiers, you can get 1 point of work a week done, without 

stopping doing other stuff.  

Or alternatively you can decide to crack on and do a quick job. Each day you’re 

doing this, roll a d6 and that’s how many points you’ve got. 

If you do ‘crack on’ then there is an element of improvisation. So areas where 

the wall has fallen down are covered by a sandbagged trench and bunker rather 

than properly building the wall up. It won’t look as good but it will be as good.  

If there is an attack on the fort before it’s finished, roll a d10. If the attacker 

rolls over the number of points of work you’ve done, they’ve spotted the 

weakness and will attack there. (This will demand an element of both roleplaying 

and honesty on your part. It might be that the gate is rotten so an infantry 
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attack could literally burst through. If could be that one section of wall is still 

only waist high and you’ve not managed to either rebuild it, or build a bunker 

outside to cover it.) 

Reinforcements.  

How many men do you actually have? Roll a d10 for each bunch, but they will 

not have fewer than five men in a bunch so any roll of less than five is a five.  

You can ask for reinforcements. Roll a d6 

1. You hear nothing back, at all. 

2. You get a d6 trouble makers, any bunch you add them to drops 

immediately to Thug and takes d6 weeks to get right again. These arrive 

next week.  

3. Knowing the reputation of your station, the other commanders make sure 

you get the right number of reinforcements but they’re the men they don’t 

want. If you mix them in with your men, you’ll be back to square one and 

it will take 6 weeks to get things sorted. Alternatively you could form your 

reinforcements into separate bunches and they’ll take d6 weeks for each 

new bunch to be got into shape. So keen are the other commanders to 

get rid of them, these men arrive next week.  

4. You’ve got half the replacements you wanted, but they’re decent men and 

can be added to any bunch without problems. These arrive in d6 weeks. 

5. You get the replacements you wanted, they’re decent men, and they’ll fit 

in nicely. They arrive in d6 weeks.  

6. You get the number of replacements you want and they arrive next week. 

7. You get the men you want, next week, and they’ve fetched a couple of 

light armoured vehicles/technicals as well so you also have two MGIAT. 

Add +2 if you call in a favour.  

Hostile elements 

It has to be assumed that the reason the fort was built here and remains 

garrisoned is that there are hostile elements in the area who would cause 

trouble if you weren’t on the scene to deter them. Thus, enter the Friendly 

Association of Bandits, Brigands, Scum and Allied Trades. (From now on 

FABBSAT)   

Currently, even as you work, “intellects vast and cool and unsympathetic, 

regarded this area with envious eyes, and slowly and surely drew their plans 

against you.” (Obviously I paraphrase.) 

FABBSAT is obviously plotting to take control of the area. Whilst you’re weak it’s 

obviously a good time. So they too will be making plans. Work through the bullet 

points in order.  

 Each week, starting from when you take over, roll a d6. On a 1 somebody 

has noticed that things are going from bad to worse. 

 Once they’ve noticed this roll another d6 every week for them to have a 

meeting to decided what to do about it. On a 1 they have the meeting. 
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 At the meeting they decided how big a force they will gather to attack. 

Assume each member of FABBSAT has one bunch of ten men. Roll a dice, 

odd and you have a bunch of gunmen who are the proper bandits. Even 

and you have a bunch of thugs who will do some fighting but are more 

there for the looting and carrying. 

 Roll a d6, that’s how many FABBSAT members are available and want to 

take part. These are now the ‘core force’. 

 If it looks as if the assault would work now, then they’ll attack. Otherwise 

they’ll spend time watching you and contacting other FABBSAT members. 

Each week roll a d6. This brings in even more members who may want to 

join the core force. Roll a d6 to see how many want to join. (Call them the 

auxiliary force, it doesn’t matter here, but it makes things easier later). 

Check the quality of their following. At this point they have enough and 

will plan an attack. They will roll d6 each week from this point on. They 

will attack on a 6 on a d6, and add +1 to the dice every week.  

At this point you can move to the wargames table, the size of the rabble of 

bandits and whether they attack a rejuvenated fort is up to you and pure 

chance.  

When it comes to fighting on the table, it really depends on the number of 

figures that you have. I’ve already suggested how the weakness might play out. 

Because there might still be a weak point in the defences it might be worth 

concentrating on that section of the perimeter. You have, nominally at least, five 

bunches. So that is one per side (assuming a roughly square fort) and one in 

reserve. Nobody is going to think it unreasonable if your strongest bunch is on 

the weakest wall and the reserve is held close by.  

Similarly the attackers can divide between the various sectors, but the strongest 

and best trained will obviously be saved for the weakest sector. So you can, if 

you want restrict the fight to that sector. 

During the fighting. 
Remember that you are defending the entire position, not just one side. So each 

move roll a d6. On a roll of 1, the enemy have made unexpected advances 

against one of the other sides, and your reserve has to be rushed there to shore 

up the defences.  

If you cannot spare a reserve, when you roll your d6, on a 1,2, the enemy are 

over the wall in that sector. At any point until then, if you send the reserve, they 

deal with the problem and you start again, rolling a d6 and waiting for a roll of 1 

to have problems.  

Patrolling 

Once you have your force in some sort of order, and if you haven’t been 

attacked, you obviously have to show the flag and convince everybody that 

you’re in charge. 
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Decide on the size of patrol that you’re going to send 

out. 

Decide how far it will range from the base. There are three zones. 

 If you range d6 moves from the base, you restore 1 point of order in that 

zone.  

 If you range 2d6 moves from the base you restore 3 points of order in 

that zone.  

 If you range 3d6 moves from the base, you restore 5 points of order in 

that zone. 

You have to restore 6 points in the inner zone, 12 points in the middle zone, and 

18 points in the outer zone. Once you’ve done that the area is pacified and you 

are lauded to the skies as the man who brought civilisation to the area. 

The ranges (1d6,2d6,3d6) are the number of moves that it takes to get a rescue 

party to them, or the number of moves it takes them to get back to rescue the 

base. 

The FABBSAT Response.  

At some point you created their ‘core force.’ If not, go back and do it now and 

also create an ‘auxiliary force’.  

When you send out a patrol roll a d6 

1,2, The core force attacks the patrol. 



8 
 

3,4, The core force attacks the fort 

5,6, The core force attacks the patrol, the auxiliary force attacks the fort. 

-1 for each defeat you inflict on FABBSAT 

Rushing to the rescue. 

It is entirely possible that when the fort is attacked you might want the patrol to 

dash back to help. Similarly when the patrol is ambushed you might want the 

garrison to sally out to help. 

Roll d6 

1,2,3 The auxiliary force ambushes the potential rescuers. 

4, 5, The rescuers get there without difficulty. 

6 If the rescuers leave the fort to help the patrol, the auxiliary force attacks the 

fort.  

So there you have it, might fill a wet evening? 

Period? Use what you’ve got,  

 

After all, all sorts of people have had to defend convoys. 
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And all sorts of people have sacked cities.  


