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Running in, please pass. 

 

The Mud Maggot is built on a number of worlds, but it is found in many others 

where rugged functionality at remarkably low cost is considered more important 

than speed, grace, or standard safety features. Doubtless there are new Mud 

Maggots out there, some may even have the original paint (or paint of any sort) 

but few admit to having seen one lest they be suspected of hallucinating, 

perhaps under the influence of self-prescribed mood altering substances. 

On some worlds it is traditional for a young woman to totally rebuild a Mud 

Maggot, prior to presenting it to the man she has decided to marry. Tradition 

suggests the marriage lasts as long as the Mud Maggot, but given the machine 

can go a century between major rebuilds, I beg leave to doubt this claim. 

Another issue is that you can never really own a Mud Maggot. You are merely 

the current user, one of a long list of equally indigent entrepreneurs which 

stretches back down the centuries. It may well be that a Mud Maggot did once 

come with an owner’s manual and proper documentation, but that, unlike the 

machine it claims to enumerate, cannot cope with the inevitable passage of the 

years.  

Obviously Mud Maggots have appeared on Caldoom. They are a comparatively 

popular vehicle in those areas where the environs are less carefully manicured. 

There are records of one sinking in the swamps that make up the perceptively 

named, ‘Swamp Kingdoms.’ The crew climbed out, closed the hatches behind 

them and swam to the surface. Six years later, after a remarkably dry summer, 
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they went back, dug a ramp down to the front of their Mud Maggot, started it up 

and drove it out. 

Another phenomena we see on Caldoom are various cults and religious groups. 

Tourist offices recommend that when on Caldoom, you really ought to take the 

monorail west of Liberty. Thus in perfect safety you see a little of the world. 

Stopping once in Liberty, at the station in the Administrative area, it heads out, 

passing though the outer suburbs without stopping, until it arrives in Clarence 

Junction. There a northern spur goes out onto the Great Plains where the great 

serf plantations send their produce down the line to feed Liberty. Sometimes 

fleeing serfs ride the rails, hidden in grain or between crates of vegetables. The 

main line continues west through the Free Farmers, then the Theocratic Republic 

ruled by The Order of Malthus in his Aspect as the Personification of Self-

Restraint.  

Now in Liberty, the Order of Malthus doesn’t have a good name, and even along 

the monorail, people make snide comments. But never among the Free Farmers. 

Given that a lot of the Free Farmers are descended from people who, as escaped 

serfs, fled the Order, this is surprising. On the other hand it becomes less 

surprising as you travel north from the monorail through either Order, or Free 

Farmer, territory. Their territory south of the monorail is prosperous, and indeed 

for thirty or so miles north of the monorail it is thriving. But further north the 

ground starts rising and the land is harder and less fertile. As you continue north 

the ground continues to rise and eventually you reach the mountains. These 

stretch north and east. In the east they are rich in ores and are mined 

assiduously by the major mining companies. Elsewhere in the mountains are old 

workings which pre-date the arrival of humanity. 

But in the area controlled by the Free Farmers and the Order, as you get into the 

mountains, one sees little ploughing but a fair number of grazing livestock. 

It is from the mountains that problems arise. Nobody is entirely sure what 

happened or how. Magus Geneticae Maxwell Jessan had apparently set up a 

research laboratory in the region a number of centuries ago. He purchased food 

from the predecessors of the Free Farmers, who delivered to him on a monthly 

basis. Other materials seem to have travelled by air raft, direct from the 

spaceport at Liberty. A generation or so later, there was talk of disappearances, 

both people and livestock. Finally the most northerly and isolated farms were 

found abandoned. Efforts to contact Maxwell Jessan were unsuccessful. 

In the Mountains now you will find bands of fighters, members of the Cult of the 

Magus Geneticae. There are also other, less pleasant creatures, which appear to 

have escaped from either the laboratory or the charnel house, the difference 

appears nugatory.  

Nobody outside the Cult (and perhaps few from inside it) know what the Magus 

Geneticae was trying to achieve. Some claim it was to create a new, superior, 

humanity. The general feeling, looking at the cultists, is that he comprehensively 

failed. 
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They are generally regarded as feckless and workshy. Other cults train their 

members in martial arts, this cult expects its members to go out and steal other 

people’s vegetables. 

The Scenario 

This is designed to be solo, or played by two players. The idea is that a foraging 

party from the cult has gone out looking for food. They’ve approached one 

village and realise that the furthest vegetable patch is out of range of the 

defenders. So they’re heroically loading cabbages into the Mud Maggot. 

The terrain 

At one side of the table you have the village. It can be a row of houses on the 

table edge. Most of the defenders start off there. 

The edge of the cabbage field is just over 200 yards from the village. With Hell 

by Starlight rules, one inch equals ten yards, so that’s at least 20 inches. The 

area between the garden walls that mark the edge of the village and the 

hedge is covered with bushes/low trees which produce fruit. There is some 

cover, especially if you use bushes, but it is cover that only stops visibility 

rather than blocking bullets.  

On the other hand the hedge has a good solid bank that counts as hard cover 

and will stop bullets and on top of that there’s the foliage bit which is just soft 

cover. The garden walls which form the village perimeter also count as hard 

cover.  

The cabbage field is 200 yards square. The hedge means that people in the 

field who are not within six inches of the hedge cannot be seen from more 

than three inches outside the field. Obviously anybody on guard who is using 

the hedge as cover, and who might move or open fire can be seen. 

On the far side of the cabbage field, (Outside the hedge, the cultists have 

suddenly become solicitous about ‘their’ cabbages’) is parked the Mud 

Maggot. There is a vehicle track that runs alongside the cabbage field wall, 

running from the village to the far table edge. Beyond the cabbage field is a 

mixture of close and open woodland used for grazing pigs and goats.  

The cultists 

They have a mixture of firearms and older weapons. Their firearms count as slug 

firing shotguns. If they have a bow or crossbow, treat it as being similar. Some 

have only got melee weapons. All count as ‘Feudal followers’ with 14 reaction 

points. They wear limited flak armour covering a third of the body (so a roll of 1 

or 2 means the weapon fired at them hits the armour). They move as ordinary 

humans. Note this means that when they are lining the hedge, they are out of 

range of the village wall. 

There are ten of them and they have the following jobs. 

 One stays in the Mud Maggot. The others pass cabbages through the 

hatch to him and he stacks them inside. 



4 
 

 

 At least two stay at the hedge line and watch the village to make sure the 

villagers don’t interfere.  

 

 The rest pick cabbages. Each cultist can pick a row of cabbages, two 

inches long and as wide as the figure’s base, and put them in a sack in a 

move. They then move back to the Mud Maggot. When they get there it 

takes a move to hand the cabbages up to the stacker and for him to turn, 

move, and stack them.  They then have to move back to the field where 

they can continue picking. You might want to put down a counter for each 

figure so you know how much of the field they have picked.  

If those on the hedge line come under fire, they will call for help. (This is if 

playing solo. If there are two players, one of them is in charge and will take a 

tactical decision) D6 pickers will join them as guards. If the guards are still 

under fire from a greater number of opponents, they’ll call for help again, and 

another d6 will join them. If the fire slackers, or the enemy come no closer, d6 

will go back to pick cabbages. 

For reaction and tests treat the pickers and the guards as different groups, even 

though men move from one to another. 

The Villagers (If you’re playing solo, this is you.) 

You have 10+d6 defenders. Divide them into three roughly equal bunches. Each 

bunch will be Militia, armed with shotguns capable of firing slugs, (unless the 

figure has something else you really want to use but still doesn’t have a range 

more than 15 inches). They are also green troops, (they’re not really soldiers at 

all) but they are defending their families so we’ll give them 15 reaction points. 

Two bunches are in the village defending it. The third bunch is in the woods 

foraging, and are in radio contact with the defenders. 

The role of the third bunch is to steal the Mud Maggot. They can try and get 

close to it.  

 The man inside the vehicle stacking cannot see them unless they appear 

in front of him. 

 Men picking cannot see them. 

 Men on guard cannot see them, even if looking, because they’re screened 

by the other cabbage field hedge. 

 The only people who can see them are men who are walking back to the 

Mud Maggot with their sack of cabbages. They’re potentially looking in the 

right area. But even they have to be within three inches of the hedge to 

see beyond it, or looking through an open gateway or some other gap. 

If somebody is looking in the right area, then roll a d6. Note that their line if 

sight must not be blocked by something solid, like the Mud Maggot. 

They see the person they’re looking at on a 5 or 6 

+1 on the dice if the person they’re looking at is moving. 
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+2 on the dice if the person they’re looking at is in the open. 

-1 if the person freezes. 

Getting into the Mud Maggot 

 There are hatches at the front where they’re loading cabbages. 

 

 There are hatches at the back, but they’ll be shut and need opening.  

 

 There is a hatch on the roof which is normally left open to allow light in 

and engine fumes out. 

It is possible to climb up the back of the Mud Maggot, especially if you have a 

comrade to give you a bunk up. It takes two moves to get up and to the hatch. 

It takes one move to reach up and open a back hatch from outside, if you have a 

comrade to give you a bunk up. 

The chap stacking cabbages might hear you climbing, trying to open a hatch or 

walking across the roof. They roll a d6. 

They hear the person on a 5 or 6 

+2 on the dice if the person the person is trying to open a back hatch. 

+1 on the dice if the person is walking across the roof. 

-2 on the dice if the chap stacking cabbages is taking a sack of cabbages from 

one of the others outside.  

-1 on the dice if the person climbing freezes and doesn’t move. 

If the chap stacking cabbages does hear something, when the person trying to 

enter, you have a gun fight as both of them use what hard cover they can find to 

pot away at each other. Others from the third bunch of villagers can take part in 

the gunfight, or could instead go on the roof of the Mud Maggot and shoot at the 

other cultists to stop them reinforcing the fracas. 

Winning. 

If the villagers capture the Mud Maggot and drive it away, they’ve won. Indeed 

they’ve even had some of their cabbages picket. 

If the cultist keep control of the Mud Maggot and pick all the cabbages, they’ve 

won. 

If you suffer 10% casualties it cannot never be more than a winning draw. 

Thoughts 

From the point of view of the villager player, the more of the village defenders 

who are pushed forward into the soft cover, the more cabbage pickers have to 

act as guards and the fewer are available to protect the Mud Maggot. 
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But obviously the more you push forward, the more chance you have of 

suffering casualties and that is bad news.  

Figures etc 

If you like the figures, they’re printed from files supplied by Knucklebones. If 

you have a printer then seriously, take a look at their website. 

 

https://www.myminifactory.com/users/Knucklebones%20Minis 

 

If you don’t have a printer, Iliada Game Studio is a merchant for Knucklebones 

and is selling the printed figures 

https://www.iliadagamestudio.com/ 

 

Obviously the Mud Maggot is from Iliada as well. 

https://www.iliadagamestudio.com/product-page/mud-maggot 

 

https://www.myminifactory.com/users/Knucklebones%20Minis
https://www.iliadagamestudio.com/
https://www.iliadagamestudio.com/product-page/mud-maggot

