“With Great Boldness”

Rearguard Action in the Shin Kamar Pass, 29 January 1898

Details for Soldier Companion Rules

By Robert “Bob” Giglio

The following scenario details are for Soldier’s Companion rules, which while unfortunately hidden under GDW’s Space: 1889 game – which many historical miniature gamers therefore ignored – are (I feel) the best set of colonial rules that give both easy of play, are realistic and most importantly give the best “feel” of the period. 

The original rules have been reprinted, but still await a revised 2nd edition to be published, that incorporates rules that I have designed over the years, which in a number of cases fixes a few sticking-points in the original rules (e.g., new Initiative rules, etc.). Hopefully these will see print soon! However, if you do not have access to a copy of the original rules, then the scenario can easily be adapted to the rules set that you used, but using the notes contained herein.

Since what follows is laid out for Soldier’s Companion rules, if you chose to use those, then the work has already been done, so just print out the forces and assign to players as desired. 
Set‑up required: While the scenario was designed for 25/28mm scale, 15mm will work equally as well, but will not look as visually appealing for this type of scenario and period on the tabletop. Ground scale of game is 1” = 20 yards, and 1 turn = 5 minutes.

THE FORCES

Exact number of British is from historical references. Since no exact numbers of tribesmen in area is known, these have been based on which tribes/clans that lived in the area and the number of warriors they could mobilize.
Figure-to-men scale is 1:10 ratio. The numbers listed for ‘Ofcs’ below are the number of officer figures, which translates to 1 real officer with 9 other soldiers, but you use an officer figure for the tabletop representation. The number listed for ‘NCOs’ below equates to the senior most NCO in that unit – Colour-Sgt. for British or Havlidar for Indian – which translates to 1 real NCO  and 9 other soldiers (British or Indian), but you use 1 NCO figure for the tabletop representation. The number listed for ‘Music’ is the 1 bugler/drummer plus 9 other soldiers, but you use 1 bugler/drummer figure for the tabletop representation. The numbers listed for ‘Men’ below are for the other soldiers in the unit. Each Pathan war band consists of 20 figures (16 warriors, 1 drummer, 2 sub-leaders and 1 leader).
The ‘UV’ is the Unit Value, with the number listed being the Fieldcraft, both as used in Soldier’s Companion rules. Since Soldier’s Companion rates units according to their unit value, if another set of rules is used then these can easily be adapted. Unit values are as follows in descending order: E = Elite, V = Veteran, X = Experienced, T = Trained, G = Green. Likewise, Soldier’s Companion uses a Fieldcraft Rating, which translates to a saving throw if the unit is in Open Order (i.e., skirmishing) in cover. Lastly, ‘LR’ stands for Leadership Rating, which is used for commanders.
The following listing is for each side’s total forces available in the scenario, as well as a breakdown for each player per side, all designed for Soldier’s Companion rules. The scenario is designed for 4 players (2 British/Indian, and 2 Pathan), but can be adjusted for 2-6 players with minimal fuss, if needed.
Historical British Forces: The Mamanai Column
· 2 Staff – Col. Seppings (King’s Own Yorkshire Lt. Inf.), Army Commander; Maj. Rose (3rd Gurkhas), Staff Ofc.         

· King’s Own Yorkshire Light Infantry [427 Men; Maj. Barter, C.O.; company officers involved: Lt. Dowdall, Lt. Walker, Capt. Ottley, Lt. Hall, Capt. Marrable, Maj. Earle, 2nd Lt. Hughes]
· 36th Sikhs Regiment [200 men; Lt.-Col. J. Haughton, C.O., Lt. Turing, 2nd-Lt. Van Someren]
· 1 Section, No.5 (Bombay) Mountain Battery [2 guns; Lt. Massie, C.O.]

British Forces/Player 1
Unit



 



Ofcs
NCOs
Music
Men
UV
Staff







   1
    0
     0
   0
V2
[Army Commander: Col. Seppings (King’s Own Yorkshire Lt. Inf.), LR 1; sword & pistol: ROF 1, Range 1”/2”/4”]

King’s Own Yorkshire Light Infantry

Staff (Maj. Barter, LR 0; sword & pistol: ROF 1, Range 1”/2”/4”)

   1
    0
     0
   0
V2

Company A (Lt. Dowdall, C.O.)




   2
    1
     1
   6
V2

Company B (Capt. Marrable, C.O.; Lt. Walker)



   2
    1
     1
   6
V2

Company C (Capt. Ottley, C.O.; Lt. Hall)



   2
    1
     1
   6
V2

Company D (Maj. Earle, C.O.; 2nd Lt. Hughes)



   2
    1
     1
   6
V2

[Bolt-action rifle & bayonet: ROF 2:1:1, Range: 8”/16”/32”]
British Forces/Player 2

Unit



 



Ofcs
NCOs
Music
Men
UV
Staff







   1
    0
     0
   0
V2
[Adjutant Army Commander: Lt.-Col. J. Haughton (36th Sikhs), LR 2; sword & pistol: ROF 1, Range 1”/2”/4”]

36th Sikhs Regiment

Company A (Lt. Turing, C.O.)




   2
    1
     1
  6
V2

Company B (2nd-Lt. Van Someren, C.O.)



   2
    1
     1
  6
V2

[Breech loading rifle & bayonet (rifled musket range): ROF 1, Range: 5”/10”/20”]
1 Section, No.5 (Bombay) Mountain Artillery (Lt. Massie, C.O.)

   1
    1
     1
  6
V0

[2 x 7-pdr Rifled ML: PEN 0, DV 1, ROF 1, Crew 3, Range 18”/36”/72”]

[Movement: Light Pack (mule) Guns. Limbered moves 8” per Action and treat terrain as open order cavalry; Unlimbered moves 8” per Action and treat all ground and barriers as one difficulty less than other artillery]

Historical Pathan Forces: Zakah Kel Afridis
· Total 2400 Zakha Khel Afridi tribesmen (including Ghazi fanatics)
The Zakha Khel, were “…the most intractable, predatory, and most powerful and important of the Afridi clans, and not very willing to accept service in the Indian Army”. They were also known as "…the greatest thieves, housebreakers, robbers and raiders among all the Khyber clans, their word or promise never being believed or trusted by their Afridi brethren without a substantial security being taken for its fulfilment".

Favored dress is various shades of blue (from light to medium) for angarkas, off-white trousers, and many seemed to favor either light blue or white turbans/caps and lungis, usually having stripes (ranging from blue or light blue, with possibly red, black and yellow as well); ghazi fanatics all in white, possibly with some green lungis. They carried flags/standards that were of various shades of red for the field color, with one contemporary photo also showing a striped flag with five alternating wide red and white horizontal stripes.

All Pathans are considered Marksmen (M) and Sharpshooters (S) and therefore have +50% ranges with all firearms, and any rolls to determine if Senior Officer is hit are at +1 easier. 

To reflect the historical Zakha Khel Afridis, for Soldier’s Companion rules they have been rated Trained (UV: T), with Ghazis rated Veteran (UV: V). In melee, the opponent facing all tribesmen (not Ghazis) will receive a +1 modifier as they are facing ‘Weak Opponents’ for the first turn only if charged, and also if charged, the tribesmen (not Ghazis) will check morale at a -2 modifier, all of which reflects the fact that the tribesmen (not Ghazis) are chiefly armed with firearms, not having drawn swords yet (Ghazis are only armed with melee weapons, so are always ready for a fight!). 

Note that if tribesmen charge, none of the aforementioned modifiers will apply, since they have slung their firearms and drawn melee weapons. Likewise, none of the aforementioned modifiers will apply after the first turn of close combat, since they will have had time to discard their firearms and drawn weapons.

Naturally Pathans (especially in Open Order) will have trouble closing against the firepower of the British and Indian units. Therefore as many natives did historically, a charge should be either after outflanking the enemy, or in any case using an Open Order war band to screen two or more massed war bands behind during a charge.

Pathan Forces/Player 1
Deployment: Deploy on the western area of hills.

Unit



 





Men
Figures
UV
Staff [Army Commander: Khan, Chief of the Zakha Khel Afridis, LR 1]


1
1
T3MS

Nasr-ud-din Khel of the Zakha Khel Afridis – divided into two sections

Staff [Commander: Khan, Chief of the Nasr-ud-din Khel, LR 1]


1
1
T3MS

Habib Khel and Khusrogi (total of 8 war bands)




1600
160
T3MS

[Half of the war bands are 100% armed with rifled muskets and the other half early breechloaders; all are armed with sword and shield; Rifled Muskets: ROF ½, Range 5”/10”/20’; Early Breechloaders: ROF 1, Range 5”/10”/20”]

Ghazi Fanatics [Armed with sword & shield] (total of 2 war bands)


400
40
V3

Pathan Forces/Player 2

Deployment: Deploy on the eastern area of hills.

Unit



 





Men
Figures
UV
Budai Khel of the Zakha Khel Afridis – divided into three sections

Staff [Commander: Khan, Chief of the Budai Khel, LR 1]



1
1
T3MS

Pakhai, Zia-ud-din and Annai (total of 6 war bands)




1200
120
T3MS

[Half of the war bands are 100% armed with rifled muskets and the other half early breechloaders; all are armed with sword and shield; Rifled Muskets: ROF ½, Range 5”/10”/20’; Early Breechloaders: ROF 1, Range 5”/10”/20”]

Shanai Khel of the Zakha Khel Afridis – divided into three sections

Staff [Commander: Khan, Chief of the Shanai Khel, LR 1]



1
1
T3MS

Balajhoi
, Usman Khel, and Umar Beg Khel (total of 4 war bands)


800
80
T3MS

[Half of the war bands are 100% armed with rifled muskets and the other half early breechloaders; all are armed with sword and shield; Rifled Muskets: ROF ½, Range 5”/10”/20’; Early Breechloaders: ROF 1, Range 5”/10”/20”]

Ghazi Fanatics [Armed with sword & shield] (total of 2 war bands)


400
40
V3

