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A stop on the road 

 

Throughout history there are peoples who made a bare living from traversing the 

wilder areas of worlds. Eventually they seem to realise that they now possess 

the toughness and resilience to better themselves, and they move into the cities, 

producing new dynasties and reinvigorating society. Society rarely appreciates 

this service. But frankly, no matter now nicely we ask them, they are unlikely to 

stop doing it. 

Margrave Varnas Verglan. Self-proclaimed galactic historian and tap room 

philosopher.  

This is designed to be a 6mm solo game for Hellfire. The scenario came from the 

same inspiration as Hellfire in the City, about which, more further down the 

page. Needless to say, this scenario and the forces you generate can, if you 

wish, lead you straight into the campaign. 
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Overall, the premise of this scenario is simple. You are leading a caravan of your 

people towards the great city of Velonopolis. Previously your people would visit 

the city to trade, get cozened out of the better part of their money and limp 

back into the wilds in an attempt to acquire more trade goods. This time it’s 

going to be different, this time you are travelling in as much force as you can 

manage. You are going to start throwing your weight about, such as it is. 

When you pick your initial force you get six choices. For five of them you roll a 

d10 and take what you’re given but you can freely chose a 6th choice, and you 

always get one band of mahina. So if you don’t roll one at random, and don’t 

pick mahina as your free choice, you could end up with seven units. 

Recruit table 

1) One warband of Piling Tao, your elite warriors.  

 Each warband has eight bases of infantry armed with personal projectile 

weapons and a ninth base equipped with a crew served energy weapon. They 

wear flak armour. 

Reaction 3,2,3,2,3,2,2,1 18pts 

2,3,4,5) One warband of Tabak, the standard fighters of your people 

Each warband has 8 bases of infantry armed with personal projectile weapons 

and a ninth base equipped with a crew served energy weapon. They wear no 

armour. 

Reaction 3,2,2,2,2,1,2,1 15pts 

6,7) One band of Mahina. These are the older men, youths, women and children 

who guard your camp and who are your people. They are ten bases of infantry 

who count as having obsolete projectile weapons. They fire at half effect over 

10” but at normal effect under 10”. (Some of them don’t have proper rifles).  

Reaction 1,2,3,2,1,2,1,1 13pts 

8) One Kanyon Kulog. 

This is a vehicle mounted artillery piece, although in your case it might be towed 

by oxen, bantha or even mounted on a vehicle. The crew are competent. They 

can be represented by three bases of infantry with personal projectile weapons 

and no armour. 

Reaction 3,2,3,2,3,2,2,1 18pts 

9) One warband of Anino Tabak 

They are scouts, the shadow warriors of your force. They are good at infiltrating, 

so even when they’ve ‘gone to ground’ they count as in cover. It they are ‘in 

cover’ they cannot be seen unless they fire, unless the enemy has figures within 

5cm of them. 

Each warband has eight bases of infantry armed with personal projectile 

weapons. They wear flak armour. 
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Reaction 3,2,3,2,3,2,2,1 18pts 

10) Drone Master Team 

This is a small group of experts who can control three drones. In reality it 

doesn’t matter if you model them as men controlling small flying machines via 

complex technology, or telepathically directing genetically modified and cyber 

enhanced raptors whose eyes they can see through, and whose brains they can 

command. 

However it is configured, a drone can see troops who might be hidden from 

visual observation. Either because the drone is higher than the wall they are 

hiding behind, or is looking for heat signatures or similar. Also a drone can carry 

one manportable explosive round which it can drop on a target it has acquired.  

A drone master team can provide anybody on the same board as them with 

improvised ECM as well.  

Each team counts as six bases of infantry armed with personal projectile 

weapons. They wear flak armour. Three bases might be vehicles if the drones 

are flying machines. You can split this company up if you want to, and deploy 

the three components in different districts. 

Reaction 3,2,3,2,3,2,2,1 18pts 

Because this is in 6mm, it is amazing what you can achieve with paint 

conversions. Your tabak could be mounted figures drawn from a fantasy, ancient 

or even Napoleonic range, their lances subtly painted and trimmed to be energy 

rifles. You could raid colonial ranges for suitable figures. Indeed you could even 

recruit your tabak using Viet Cong figures, suitably painted. It’s not actually 

forbidden for you to use sci-fi figures. Your forces could travel in columns of 

trucks, smoke belching grav vehicles in need of care and attention, or in wagons 

drawn be domesticated animals.  

The choice is yours. 

The battlefield 

This is a choke point on your road to Velonopolis. In reality it doesn’t matter 

what the choke point is, a narrow trail between cliffs, a causeway twenty miles 

long leading across a quagmire, even the bridge over a river otherwise 

impossible to cross.  

This reason it doesn’t matter is that it need not appear on the table, merely 

mark on the table edge, behind the village, the narrow end of a bridge or 

causeway. The table itself consists of The Village of the Toll Keepers. The 

purpose of the Toll Keepers is to both collect tolls, and also to prevent hostile 

parties passing through the choke point and entering the city. Previously your 

people have paid tolls, but they had to leave their fighting men outside the 

choke point. This time, you intend to take everybody through.  

The defenders can be a mixed lot, a small group of full time toll collectors plus 

the locals who regard collecting tolls as their main enterprise.  
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There will be a group of toll collectors who will be deployed, in a casual manner, 

along the southern edge of the village. 

Toll collectors. 

They are 8 bases of infantry who count as having personal energy weapons and 

flak armour. A ninth base as a crew served projectile weapon.  

Reaction 2,2,3,2,2,2,1,1 15pts 

Locals 

They have a variable number of bases of infantry who count as having obsolete 

projectile weapons. They fire at half effect over 10” but at normal effect under 

10”. (Some of them don’t have proper rifles).  

Reaction 2,2,3,2,1,2,1,1 14pts 

The locals start undeployed, they’re busy at their day jobs. But when there is 

any firing, roll a d6 for the village, another for the farms to the left of the village 

and further d6 for the farms to the right of the village. This is the number of 

bases of locals who rally to their unit in that area. Each move roll another d6 

until the unit has reached a minimum of 8 bases. So in theory they could be 

anywhere from 8 to 13 (d6+7) bases strong. They can open fire before they are 

at full strength but if they leave their area before everybody has joined, they do 

not roll any more d6s. 

Reinforcements 

Take a pack of cards, and draw one card per move. Only court cards count as 

reinforcements.  

Diamonds are the north edge, spades are the west edge, clubs are the east 

edge, and hearts are the south edge (and therefore your reinforcements.) 

For Diamonds, Spades and Clubs 

Jack. A unit of 8 bases of locals arrives. 

Queen. A unit of nine bases of tax collectors arrives.  

King. For Spades and Clubs, a company of technicals arrives.  

Technicals 

Technicals are ‘civilian’ vehicles with improvised armour mounting various 

weaponry. Roll a d10 for each technical. 

1,2,3,4  Mounts crew served energy weapon. 

5,6,7,8  Mounts crew served projectile weapon. 

9, 10  Mounts vehicle mounted artillery.  

A company of technicals has four vehicles,  

Reaction 3,2,3,2,2,2,2,1 17pts 
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For Diamonds, you get a mecha. 

Mecha 

This has Heavy Armour. Mounts vehicle mounted artillery capable of firing 

guided or unguided projectiles, one crew served energy weapon, one crew 

served projectile weapon. Portable ECM. Full vehicle NBC protection.  

Reaction 5,5,5,5,1,1,1,1 24pts 

Moves at 6" per move, can see over vegetation and one level buildings but not 

over anything higher. 

For Hearts 

Jack. One roll on the recruit table. 

Queen. Two rolls on the recruit table. 

King. Three rolls on the recruit table. 

Winning and losing 

Your aim is to get your people through the choke point. So in reality if the toll 

keepers and their reinforcements control the table after you’ve left, that isn’t a 

problem. You have no intention of coming back this way. 

Any enemy forces which are on the choke point and fall back through it are 

assumed to fall back in disarray along the causeway/through the gap/or 

whatever and present no more problems to your forces. Reinforcements that 

might be coming from that direction do not appear once you hold the gap.  

Thoughts 

To be honest, this is a simple scenario and might go better for the player who 

doesn’t ponder to deeply or try to be too clever. If you try to do the sensible 

thing, soften the defenders up with artillery which you might have and they 

don’t, then you are going to face real trouble. The defenders may only have four 

units on the table at the start of the game, and three of them not deployed, but 

each move brings the chance of more reinforcements. 

There are nine more units potentially hastening to the scene. It is possible that 

you will get reinforcements as well but they can actually be a potential problem. 

After all, if you have a number of your units already through the choke point and 

reinforcements arrive, do you battle to allow them to join you or just abandon 

them? 

One of the first things you really want to do is to seize the choke point. At least 

that way you’ll cut off a third of potential reinforcements. Attack swiftly enough 

and you might be the one holding the village when the enemy reinforcements 

arrive. There again, an all-out immediate attack could be expensive. Have fun 


