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It’s quiet, it’s too quiet. 

 

This scenario will play out in any scale, 6mm, 28mm, whatever, with any 

figures, it’s just I’ve set it on Caldoom with the figures and scenery that are to 

hand. I wanted to produce something simple, but capable of being played by 

several players or solo. 

The background 

Today across Caldoom (or at least in Liberty, its major city) is a public holiday 

celebrating the Final Excoriation of Dimmit Thrall, an event that happened 

perhaps three centuries away. So all manufactories and offices will be closed for 

the holiday. Only essential services are working, although some companies 

might use the opportunity to bring in contractors to do maintenance which isn’t 

possible when the factory is busy. 

Initially the streets are empty, as the Final Excoriation of Dimmit Thrall is 

celebrated within the home with a traditional breakfast of blood pudding and 

spicy toast. Once the meal is eaten, people come out onto the streets to sing 

and dance. This they do at exactly 8:50am local time, (traditionally the time the 

excoriation started). 

So initially the streets are empty, and then suddenly fill with people. 

The mission. 

Snarl Barstool has decided that he has had enough of being a bully working for 

others, he is going to make a break for the big time. Just one big job, that’s all it 

takes. 
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The Plan 

So with three stalwarts he decides to go for broke. His plan is subtle. The 

Caldoom Trade Union Confederation has its offices on the northern edge of the 

Manufactories nearest to the Shanties. This has the advantage that the office is 

conveniently placed for union members who can pass the offices and pay their 

dues as they leave their somewhat unattractive homes in the Shanties and make 

their way to work. But it is also handy for staff and officers of the union 

confederation who can easily commute to their nice houses in the Western 

Suburbs. 

With it being just before the end of the month, Snarl knows that there will be 

more cash on the union’s premises.  

Snarl wants to break open the heavy steel doors of the Caldoom Trade Union 

Confederation offices, break in and steal the money. For this he has a Baastruk 

with a cutting arm. His hope is that the use of an industrial cutter will cause less 

initial concern than just ‘blowing the bluidy doors off.’ He’s hoping that people 

will assume it’s just a company trying to get some maintenance done when the 

workforce is out of the way. He will then burst in and steal the money. 

 

Inserting Wannabit Creaso 

But his plan is more subtle. When he opens the doors and takes the money he 

will insert Wannabit Creaso, the seasoned banking technician. Working on the 

Confederation’s own machines, Wannabit will empty the Confederation’s bank 

accounts into a number of other accounts and these will, in turn be emptied. The 

money will disappear off planet to the Orbital Spaceport and from there it will 
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ricochet through accounts becoming less and less traceable with each move. But 

Wannabit needs time. So Snarl’s objective is to act as a distraction, drawing 

pursuit after him.  

The work of Wannabit Creaso 

His task takes time and you want to win him time. Each move he is in place roll 

2d6 and keep a tally of the running total. When your total is higher than 84, 

you’ve got a message from him saying that he has succeeded and has also left 

the Confederation offices and is heading for the Orbital Spaceport. At this point 

you can stop being a distraction and just disappear. 

The Mechanisms 

The Wargames table 

In simple terms, Snarl and his Baastruk start on the edge of the wargames 

table. This should be as large as you can manage, and with as much urban 

clutter as you can manage. Next to the Baastruk, forming the edge of the board, 

are the great iron gates of the Caldoom Trade Union Confederation offices. 

Each move is 10 minutes. Having assessed the situation, Snarl will attack the 

doors of the Caldoom Trade Union Confederation offices at exactly 8am. This is 

when work would start on a normal day. He estimates that firing up the cutting 

disk will open the doors in ten, perhaps twenty minutes, the latter if he’s 

unlucky. 

 Roll a d6. Each dice roll takes ten minutes. On a 1,2,3,4,5 the doors go 

down. On a 6 the blade has broken, so it will need replacing.   

 

 If you have to replace a blade this is a simple task on this rugged 

machine, designed to be used by labour barely capable of claiming the 

honour of being semi-skilled. Jothrom Industrial Manipulators assure us 

that changing the blade will take no time at all, so once it’s changed, roll a 

d6, On a 1,2,3,4,5 the doors go down. On a 6 you have broken a second 

blade. In this case, it doesn’t matter, the doors are actually run by a 

repurposed elevator AI, which hasn’t been calibrated in a few decades. Its 

empathy circuits are far too sensitive nowadays, so when a second blade 

breaks, the poor neural network feels so guilty that it promptly opens the 

doors, whilst apologizing profusely. (With grateful thanks to Tony S whose 

knowledge of these matters is beyond encyclopaedic.) 

 

 Once the doors are down it takes ten minutes to pick up the cash and to 

insert Wannabit Creaso. There are 5,000 Stravanese Lira in cash. Think of 

it as being about £50,000. It’s not going to set you up for life but spread it 

about and you can create a lot of happiness, (or trouble which might be 

more use to you at the moment.) 

Between the gates and the Shanties proper to which Snarl wishes to escape, 

there is a canal. Depending on what terrain you have it can stretch across the 

entire table, or alternatively it can just be a short section which means there is 
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no way of getting from offices to the Shanties without crossing it. Snarl has 

arranged for an impromptu bridge to be ready for him. This can be a barge 

which drops ramps on either side so he can cross, or something improvised from 

planks and wild enthusiasm. It depends entirely what you have or can improvise. 

When the Baastruk crosses the bridge roll 2d6 

On a roll of 2, 3, or 4 the Baastruk starts to lose control and the bridge starts to 

collapse. Otherwise the Baastruk crosses the bridge safely. 

If bridge starts to collapse roll the 2d6 again. On a 2,3,4 the bridge does 

collapse and the Baastruk ends up in the canal, where it sinks. Snarl and his 

stalwarts swim ashore having salvaged d6-1 thousand Stravanese Lira.  

Once Snarl and his companions are across the bridge ceases to exist.  

The arrival of the forces of Law and Order (Or a reasonable facsimile). 

Each move roll a d20. Assume that the offices of the Caldoom Trade Union 

Confederation are on the eastern edge of the board. You can work out the other 

cardinal points from this. Then split each edge into 6 sections and roll a d6 to 

determine at random where along that edge the upholders of public decency 

arrive. 

Move 1 is when Snarl starts attacking the office door.  

1. D6 armed union bullies turn up on the western edge 

2. D6 armed union bullies turn up on the northern edge 

3. D6 armed union bullies turn up on the southern edge 

4. D6 armed union bullies turn up on the eastern edge 

5. D6 armed union bullies turn up on the eastern edge 

6. D6 armed union bullies turn up on the northern edge 

7. D6 armed union bullies turn up on the southern edge 

8. Nothing 

9. Nothing 

10.Nothing 

11.Nothing 

12.Nothing 

13.Nothing 

14.Nothing 

15.Nothing 

16.Nothing 

17.Nothing 

18.Nothing 

19.Nothing 

20.Nothing 

 

On move 1 add 8 to the dice roll, then add one less to the dice each turn, until 

the 5th when you add nothing at all from then on.    



5 
 

These forces can either be moved by players (perhaps four of them, one for each 

table edge). If you’re playing solo, then they move towards Snarl, they know 

where he is by the sound of the Baastruk even if they cannot see him. If they 

cannot hear the Baastruk they can move to the sound of gunfire. 

Their task is to arrest, or at the very least, shoot, Snarl.  

The citizenry 

On move five, after both sides have moved you then add the citizens who burst 

out onto the streets to sing and dance.  

At this point you want to divide your wargames table into ‘zones’. There should 

be a lot of them. Each building is one. For each zone deal a playing card, face 

down. The cards have three values. 

 Black, Spades. Friends of Snarl who are willing to help him even if it  

       means getting shot at. One of them has a firearm which they are willing    

       to use. 

 Black, Clubs. Friends of Snarl who are willing to help him even if it risks 

        being shot at but they are unarmed. 

 Red. Innocent bystanders who are just trying to celebrate the Final  

       Excoriation of Dimmit Thrall and are a bit put out if armed thugs start     

       spoiling it. 

Each card produces d10 figures (or in 6mm, d10 bases).  

At the start of the game, Snarl gets the black kings, queens, and jacks. These 

Snarl can place in which zone he wants, he’s taken the time to seed the area in 

the planning phase. (But he still has to roll a d10 to see how many have had the 

nerve to follow through.) 

 

When the game proceeds, as Snarl or a bunch of thugs get within an inch of a 

bunch of civilians they will know which side they’re on.  

If they’re friends of Snarl they will move with him, or he can tell them to move 

one move. But once no longer within an inch of him, they’ll largely stay there. 

If they’re not friends of Snarl he can throw 1000 Stravanese Lira where he wants 

them to go, (no more than one move, he’s not using a mortar) and they will 

chase the money. Note all civilians within one move of where the money lands 

will go to it, whether he wants them to or not. Also any thugs within a move 

must roll a d6. On a 1, they also lose discipline and go for the money. They are 

no longer under control and are just faceless members of the mob. 

If the thugs try and pass through a bunch of civilians who are blocking their 

path, it takes one move to pass through a red bunch, and two moves to pass 

through a black bunch. If the bunch is black spades, toss a coin, on a tails one of 

the bunch shoots at a thug with a concealed pistol.  

If the thugs shoot at, or shoot through, a bunch of civilians, if they’re black 

spades they will shoot back or if the thugs are within a move, they have a 50% 

chance of attacking them with improvised weapons they’ve got. For bunches 
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that are not black spades, immediately draw a new card for the bunch (you 

might need a second pack of cards). The bunch will change to whatever the new 

card is. So it’s possible for some to become less keen on supporting Snarl, but 

some might indeed become enthusiastic and armed supporters. 

If the thugs shoot at the bunch and inflict casualties then there will be a ripple 

effect. Draw new cards for each bunch who can see this (ignoring those who are 

already black spades) and next move draw new cards for each bunch who can 

see a bunch that has drawn a new card. 

If the thugs are controlled by players, they will make the decisions, otherwise 

the thugs, who are moving towards the Baastruk or the sound of gunfire will roll 

a dice. If they can see the Baastruk, roll a d6, and on a 1,2 they will fire at the 

Baastruk even if there is somebody in the way. If the Baastruk fires at them 

they get+1 to fire. If they are under fire from civilians they will return fire on a 

1,2,3,4 otherwise they will back off and try and go round.   

Wargames Rules 

I’ve tried to keep things generic so they can drop into your favourite rule set. To 

help you fit things in, Snarl and his lads are a bit better than the thugs, who’re a 

bit better than the civilians. But remember everybody is armed with light 

infantry weapons, carbines and pistols. Snarl’s force and the thugs will be 

wearing light body armour, but it doesn’t give them a major edge over the 

unarmoured.  

Personally with 28mm I’d use either Hell by Starlight or Hell and Uncivil 

Disorder. In 6mm I’d use either Hellfire or Hell and Uncivil Disorder.  

Note in 28mm there Snarl has four fighters on one Baastruk. In 6mm it’ll 

probably be a small convoy of four Baastruks. Each with three or fighters, but no 

heavy weapons built into them.  

Winning and Losing. 
Snarl and his men can disappear at any time, if they join a bunch of civilians 

who are friendly to him. This fading into the crowd depends on a d6 

Roll a d6, on anything but 1 or less it has been successful. 

+1 if it wasn’t observed by thugs 

-1 for each one of Snarl’s myrmidons who are trying to join the group.  

So if one man joins a group and the thugs cannot see, it’s automatically 

successful. 

So escaping is actually comparatively easy. But once they’ve lost Snarl the thugs 

will return to base and will find Wannabit Creaso if he hasn’t already left. So to 

win Snarl has to accumulate a running total of more than 84 and then lose 

himself and his followers in the crowd. One advantage of the Baastruk is that 

whilst it does give his position away, by giving his position away it gives the 

other side hope that they might catch him. 

The other side win if Snarl doesn’t.  
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Figures from Cp Models, terrain and Baastruk from Iliada Game Studio 


