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Do Martians fear the Rebel Yell? 

 

 

You are a Major in the army of the Confederate States of America. If you read 

the newspapers you’ll know that General Jackson is currently campaigning 

successfully in the Shenandoah Valley. Meanwhile you are detached with three 

companies of infantry to go on a ridiculous wild goose chase which is keeping 

you out of the fighting. Your three companies are each eight bases strong. They 

are ‘Reservists and normal troops’. They are armed with rifles. 

Also, probably because somebody upset somebody, two 12pdr Napoleons have 

been attached to your force.  

A message came on the telegraph, a strange cylinder has crashed near the 

Harewood Place, and nobody is quite sure what is going on. So the regiment has 

decided that you are taking three companies, plus three supply wagons, an 

engineer and his wagon, the doctor and his wagon, as well as a field forge and 

plenty of rope. People seem to think that you’re going to salvage the damned 

thing. The steamer ‘Irredeemable’ has been sent to assist. (She mounts a heavy 

gun on the deck at the bow which can traverse 45 degrees from straight ahead. 

There are also four light guns, mounted so that there are two on each broadside. 

She also has two machineguns and two machine gunners for a total crew of 33 

men. Other than that she has light improvised armour. Her build points are 270 

so she takes 27 points of damage.) 

At the very least there’s enough timber in the area to build a raft to float the 

cylinder downstream on.  

Look on the bright side, you’ve inadvertently got plenty of horses, mules and 

men to haul it with. 

Oh wait, there’s a new message. Old Man Harewood has telegraphed to say that 

there appears to be a lid to the cylinder and it’s unscrewing and Satan himself is 
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sitting inside. Regiment suggests that you check to see if Old Man Harewood’s 

moonshine is any good and if it is, fetch them some.  

And another message. From Mrs Harewood this time. Apparently this cylinder 

fired a blast of heat and Old Man Harewood was just obliterated.  

Probably just some damned Yankee trick. Better be careful out there. 

Your force marches along the River Road. You cannot see the cylinder because of 

the North Wood. You can deploy in North Wood, the Harewood Place and the 

fields north of it, but haven’t time to reach the West Wood when things start to 

happen. 

The wargames table 

 

Set things up as in the photo. With regard to distances and scales, the cylinder 

has crashed over 600m from the river. Roll a dice to see where the opening of 

the cylinder faces.  

1,2 It faces North Wood 

3,4 It faces the Harewood Place 

5,6 It faces the West Wood.  
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The steamer ‘Irredeemable’ cannot see the cylinder, but can see the Harewood 

Place when not obscured by woods. The North Wood is passable for your 

infantry. There are rides and tracks which mean you can move wagons and guns 

through it as well.  

The Martians 

The cylinder has cooled enough to unscrew the exit. In spite of the ridiculously 

thick atmosphere and unbearable gravity, you have managed to activate the 

handling machine and with that you have built the first fighting machine. The 

pilot is just getting into it now. 

There was a few of the local creatures wandering about earlier but you drove 

them off with a heat ray. Now that the fighting machine is ready, you are 

confident you will be left alone to get on with assembling the next prefabricated 

fighting machine. 

The Game Starts.  

The first thing that happens is the Martian Tripod Fighting Machine stands up. 

Given it is about 200ft high, this is impressive. It’s so tall that the Irredeemable 

can see it over the trees of North Wood.  

Given it has already killed somebody, the assumption has to be that it is hostile. 

Playing the part if the Martians 

The Martians can be given to a player. They pilot the tripod, this is the only 

weapon the Martians currently have. The rest of them are hiding in the cylinder, 

they cannot even close the lid again because it’s too heavy for them without 

using the handling machine and that would mean you’d have to leave the 

handling machine and crew-entity outside. 

For solo play, move the tripod in line with the tripod’s mission. This is to drive 

off the human force. It has to keep between them and the cylinder because the 

last thing the Martians want is for somebody to throw explosives inside. Indeed 

given the cylinder is about thirty yards in diameter, and the opening cannot be 

much less than that, firing artillery into it is entirely possible. Obviously this 

must not happen.  

If the tripod stays in front of the opening it halves the chances of artillery getting 

shots into the cylinder.  

The Martian is currently learning what the various threats are. Until it sees the 

effect of an artillery piece (whether hit by a shell or a solid shot doesn’t really 

matter) it doesn’t see them as a threat. The infantry are the obvious first target 

as it’s already shot at humans on foot.  

The Martian does have problems. It still hasn’t got used to the gravity, and 

hasn’t piloted a fighting machine for some months and never in circumstances 

like these. So for this scenario only, it cannot move more than 20cm per move, 

and must halt before it can turn. 
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Human Objectives 

Ideally, knock out the tripod and storm the cylinder. If you have to soften the 

cylinder up by firing into it, that’s just fine and dandy.  

What happens when you fire a cannon into the cylinder? 

Damned if I know, to be honest. But it cannot be good. The cylinder is going to 

be full of prefabricated fighting machines, a handling machine, and somewhere, 

there could be five cowering Martians.  

 For each solid shot that goes in, roll a d6, this is the number of points of 

damage done. 

 If a shell goes in, roll 3d6, this is the number of points of damage done.  

 If the engineer throws (we’re talking something so large that it takes 

more than one man to roll it or throw it) a suitable explosive charge into 

the cylinder, roll 10d6 for damage. 

If the Martians do drive off the attackers, tot up the total damage inflicted by the 

various attacks on the cylinder. Treat the figure as a percentage (so if it suffered 

12 points of damage that is 12% damage.) Roll percentage dice and if you roll 

less than or equal to the damage, something irreplaceable has been damaged 

and the mission has failed. 

If infantry with fixed bayonets burst in, it’s all over. Any surviving Martians 

which aren’t killed out of hand will surrender. 

 

 

 


