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Chandler’s Law 

 

For those who don’t know it, this law (for writers) is based on writer Raymond 

Chandler's advice: “When in doubt, have a man come through the door with a 

gun in his hand.” 

Actually it isn’t a bad guide for those people putting together a wargame 

scenario. Except in our case, figures entering the scenario carrying weapons is 

the norm. But I suggest, if you’re stuck, you make sure that there is an 

inordinate number of them.  

If you’ve decided that one play has a squad defending a river crossing, give the 

other side a full company with armoured support. Trust me, you cannot be too 

over the top here. (I suppose you can. If it takes you all evening to deploy the 

figures, you’ve probably overdone it.) 

But the balance (or what passes for balance) comes in the setting up of the table 

and various other tweaks. Note that this is a very generic game. It’ll work for 

pretty much any period and any scale.  

The Table 

Plenty of terrain. Fill it with terrain and then add bits. But make sure there are 

fields of fire for the defenders. Also it the defenders are defending an obstacle, 

make sure it is an obstacle. A river (impassable to vehicles) is always a good 

one, with the defenders guarding the one bridge. 

Similarly a village in a gap between dense wooded hills also works. Vehicles will 

have to go through the village.  
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Do not put defender figures on the table, note their positions, they’re all hiding, 

dug in. 

Either way, make sure that whilst the defenders only have a squad of ten or a 

dozen men, (perhaps with a heavy machine gun and some light anti-tank 

weapons they’re not really entitled to under normal Tables of Organisation and 

Equipment) the attackers cannot just sweep by and ignore them. 

The Tweaks 

Minefields.  

Both armies have passed through this area, repeatedly, over recent months. 

Both have had time to lay mines, but neither has had the time to do much about 

the enemy minefields.  

 The road IS mined, but if you’re using Hell by Daylight, troops do have a 

chance of seeing them. Roll a d6 for the lead vehicle. It finds mines on a 1 

on a d6. 

 Off road, the area might be mined. Each time troops move, roll 2d6 for 

those who are walking where nobody else has walked. On a roll of 2 or 12 

they find mines. Again they could well see them and avoid them.  

Note that these aren’t really coherent minefields, they’re the remnants of 

minefields that have been laid, shelled, partially cleared, relaid, shelled, partially 

cleared again, etc.  

The artillery. 

The attackers should have plenty of artillery but no obvious targets as there 

should be no figures on the table. With Hell by Daylight the rules allow you to 

fire at areas where you suspect an enemy presence. After all, our gallant 

predecessors did. So the attackers can shell areas even if they cannot see 

anybody. 

The defenders can also have artillery. Every move they should roll percentage 

dice, note the result and curse. This is pure theatre to keep your opponent off 

balance. You actually have three pre-registered targets. When you ask, a battery 

will pound that target until you ask them to stop or the gunners think it’s getting 

silly. All you do is fire a coloured flare into the air, different colour for each 

target. The battery hits that target next move. 

The Partisans 

There are supposed to be partisans or other irregulars who are coming in to 

harass the enemy from the flank near their baseline. You just want half a dozen 

figures with rifles, hand grenades, and perhaps an anti-tank rifle or equivalent. 

These should be Green but will be reasonably well motivated.  

But they are there to harass. They’re not there to make death or glory charges 

into the midst of enemy columns. Their aim is to find a nice patch of cover with 

a good view of the enemy and a covered retreat to enable them to sneak off the 

table if somebody takes exception to their presence. 
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The Clock 

This is the biggest problem for the attacker. They only have so much time to 

break through.  

Measure the distance the attacker’s vehicles have to travel to get off the far end 

of the board assuming a tactically sensible road move. Let us assume that it is, 

for the purposes of example, 10 moves. 

Each move the attacker will roll 2d6. The average roll should be seven. So in 10 

moves they should have a total of about 70. 

But obviously there will be problems, so they have to get their units off the far 

edge of the board before the total is 90. Hence they have a little leeway.  

If they get a big score early, rolling a lot of 10s and 11s, this means that their 

High Command is on the blower, driving them forward because they’re 

desperately needed at the far end. Alternatively a lot of low scores at the start 

show a more laissez faire attitude from above.  

It would probably be a good idea to explain the workings of the clock to both 

sides, as it will concentrate minds.  

The Engineer on the Bridge. 

If there is an engineer working to mine the bridge (assuming you have a bridge) 

he can fit in with the clock. Measure the distance to the bridge, and assume that 

it is (again for example) six moves, then on a total of 50 the bridge can be 

blown at any time. To blow it, roll 2d6 and don’t get snake eyes! 

 

Have fun 


