
Savage WarS 
of Peace ~ Pt. three

Drafted by Her Majesty’s most loyal Servant, Mr Andrew Hoare, esq.

This scenario is inspired by accounts 
of the events that transpired after night 
had fallen at the Battle of Mudki. 
With neither side knowing the overall 
progress of the battle, and with Sikh 
artillery active throughout the night, the 
scene was one of chaos and confusion. It 
was only with the coming of dawn that 
Sir Hugh Gough knew for sure that he 
had won, though as ever, the price for 
his victory was a steep one.

Should they wish, players could set 
this battle immediately after the Black 
Powder one presented in the main 
article, the action following on after 
darkness has fallen.

In Mudki Midnight, General Gough’s 
headquarters has dispatched a small 
staff group to find out what is going on 
at the front line. These bold gentlemen 
must survey the battlefield, potentially 
making contact with friendly units 
cut off or lost in the confusion, whilst 
roaming bands of enemy soldiers 
attempt to stop them doing so. And all 
the while, the Sikh artillery continues 
firing relentlessly.

TAble

This scenario is played out on a 4' x 4' 
table, set up to represent a battlefield 
strewn with debris, craters, corpses 

and the likes, because the fighting has 
carried over to the rear of the original 
Sikh positions

DeployMenT

Both sides draw a sketch of the table and 
mark the starting positions of their units, 
anywhere at all on the table. The only 
limitation is that the British Subaltern 
and his party must be placed along 
one table edge. Having done this, the 
players flip a coin, the winner choosing 
whether he will place one of his units 
on the table or pass to the other player. 
Having determined this, one unit is 
placed by one player, then by the other, 
until all units are on the table. Should 
any unit be placed so that one or more 
models is within 8" of an enemy already 
positioned, it is moved back so that it is 
exactly 8" away.

This is a companion article to Mr Andrew Hoare’s series in that most esteemed of titles 
- Wargames Illustrated. The series follows the exploits of heroes and villains and their 
actions throughout Queen Victoria’s Small Wars – 1837 to 1901. In this article we are 

presented with a skirmish-level scenario for the Triumph and Tragedy ruleset.

Wa r g a m e S  S c e n a r i o :
mudki midnight

A scenario for Triumph and Tragedy (Colonial Supplement).

During the battle of Mudki, the Sikh artillery pounded the british army, and continued doing so into the night.



Force A – brITISH ArMy

One British Army Subaltern (Hero) 
armed with pistol and sword, and eight 
British Infantrymen (Veteran) armed 
with muskets and bayonets.

One British Army NCO (Unit Leader) 
and ten British Infantrymen (Trained) 
armed with muskets and bayonets.

One British Army NCO (Unit Leader) 
and ten British Infantrymen (Trained) 
armed with muskets and bayonets.

Force b – SIkH kHAlSA

One Sikh Khalsa Officer (Hero) and 
Senior NCO (Hero) with bugler, banner 
bearer and two Sikh Infantrymen (all 
Trained Regulars)

One Sikh Khalsa NCO (Unit Leader) 
and ten Sikh Infantrymen (Trained) 
armed with muskets and swords.

Twelve Sikh Irregular Infantry (Raw) 
with muskets and swords.

Six Akali Zealots with swords (Veteran 
with the Fanatics Psychological Trait).

Six Sikh Army followers (Raw), 
unarmed.

cHArAcTer ArcHeTypeS

In addition to the models listed above, 
the players should bring between one 
and three character archetypes, chosen 
from those presented earlier in this 
article.

objecTIVeS

Force A’s objective is for the Subaltern 
to cross the table and exit via the 
opposite table edge. Force B’s objective 
is to stop the British Subaltern.

SpecIAl

Death in the Dark: Because this battle 
is being fought at night, increase all 
weapon ranges by one band to represent 
the difficulty in acquiring a target in the 
darkness. In addition, because of the 
darkness and the general confusion of 
the scane, whenever an Order Card is 
chosen, the force’s leader should roll a 
d6. On 4+ the order is issued as normal, 
but on a 1-3 the recipient has misheard 
and a different Order Card of the 
player’s choice must be used instead.

rain of Fire: Even with darkness 
having fallen, the Battle of Mudki is 
far from over, the distant Sikh artillery 
still firing upon positions they believe 
to have been taken by General Gough’s 
army. Each turn, one incoming shot is 
randomised. Roll a d10 and take the 
direction indicated by the point of the 
uppermost facing as the direction the 
shot deviates from the exact centre of 
the table. The shot falls three times the 
distance indicated on the die. Because 
the shot could have struck ammunition 
stores, supply wagons and the likes, 
randomise between which of the three 
artillery templates provided in the 
Triumph and Tragedy rules is to be used 
to represent the resulting explosion. 
Having determined the final position of 
the explosion, any model caught under 
the template is killed.

Another view from the Sikh artillery positions during the battle of Mudki.


