
Savage WarS 
of Peace ~ Pt. one

A three-player scenario for Triumph 
and Tragedy (Colonial Supplement).

This scenario is inspired by the types of 
conflict that might have played out at 
the beginning of the war, with British 
traders, perhaps accompanied by a 
small number of troops, attempting to 
protect their somewhat dubious business 
interests against the will of the Chinese. 
In some ways it could also be used after 
the war, with the traders attempting to 
expand their interests beyond the five 
Treaty Ports established by the Treaty of 
Nanking and the Chinese attempting to 
stop them doing so.

The scenario focuses on a small group 
of British traders who have been 
discovered attempting to sell their illicit 
wares to a Chinese smuggler. With 
Imperial Chinese troops moving in, the 
beleaguered foreigners manage to get 
word to a nearby station or gunboat, 
mustering the small number of soldiers, 
sailors or marines. The traders must 
therefore hold out long enough for their 

allies to drive the attackers off, but 
their true aim is to save their priceless 
cargo. Meanwhile, the smugglers decide 
to make a grab for the good without 
paying, hoping to make off with the 
booty while the Chinese and British  
slug it out.

This scenario is ideal players intending 
to take their characters through a career 
of much daring do using the campaign 
system we’ll be presenting over the next 
few articles. It allows them to collect 
a small number of miniatures and use 
them in one or a small number of battles 
set around the First Opium War. Some of 
these characters can then be transplanted 
into the next conflict, whether it be the 
First Afghan War, the First Sikh War, the 
Second Opium War or any number of 
Queen Victoria’s other ‘small wars’.

There are many ideal miniatures to use 
in this scenario, and as ever the Foundry 
range is a great place to start. For  
the Chinese army there’s the Imperial 
Chinese Army Command, Imperial 

Chinese Army Spearmen, and  
Imperial Chinese Army Musketeers. 
For the British, the traders can be 
represented by the various civilian types 
in Foundry’s Victoriana range, and 
for the soldiers we recommend Perry 
Miniatures’ British Auxiliary Legion 
packs from their Carlist Wars range. The 
Foundry Colonial range also includes 
two packs of Chinese Bandits, which are 
ideal for use as the smugglers.

TAble

This scenario is best played on a 4' x 
4' table. It should feature dense terrain, 
preferably in the form of thick forest, 
as well as rocky outcrops. At the centre 
should be a ruined temple or ‘Jass 
house’ featuring a range of tumbledown 
statues, walls and the likes, and a road 
should wind its way from one table 
edge, past the temple, and off the 
opposite edge. Open spaces should be 
kept to a minimum.

DeploymenT

The traders deploy in or around the 
ruined temple. 

The Imperial Chinese Army are 
deployed at one end of the road, within 
6" of the table edge.

The British soldiers do not start the 
game in play. Instead, the British player 
rolls a d6 at the start of each turn after 
the first, before unit cards are stacked 
into the turn pile. If the number rolled 
is equal to or less than the current turn 
number, the soldiers’ unit cards are 
added to the turn pile. This roll is made 
for each unit of soldiers, so it is possible 
for them to arrive over several turns. 
When they arrive, the soldiers move on 
from the point the road leaves the table 
at the opposite side to that used by the 
Chinese Army units.

The Chinese smugglers enter play on 
turn two, moving on from any table edge 
that player wishes.

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.

Drafted by Her majesty’s most loyal Servant, mr Andrew Hoare, esq.

Col. Reginald Fotheringhamton (retired) decides to investigate the disturbing claims himself.

Wa r g a m e S  S c e n a r i o :
ShadoWS over the yangtze



FoRCe A - bARbARouS bRITS

Eight Civilian Traders (Raw Irregulars) 
and a Pack Train (see page 9 of 
the Triumph and Tragedy Colonial 
Supplement). Up to half of the traders 
may be armed with muskets, and the 
other half with swords.

One British Army Subaltern (Hero) 
and eight British Infantrymen (Trained 
Regulars) armed with rifles.

One British Army Sergeant (Leader) 
and eight British Infantrymen (Trained 
Regulars) armed with rifles.

FoRCe b - VengeFul CHIneSe

Imperial Commissioner (Hero) and 
five bodyguards (Veteran Regulars) 
armed with spears or swords. One 
carries the Commissioner’s banner and 
one is a musician (rules for flags and 
signallers are to be found on page 11 
of the Triumph and Tragedy Colonial 
Supplement)

Eight Imperial Army Spearmen (Trained 
Regulars) armed with spears.

Eight Imperial Army Musketeers 
(Trained Regulars) armed with muskets.

FoRCe C – CHIneSe 
SmuggleRS

Smuggler Chief (mounted Hero) armed 
with a sword.

Ten smugglers (Trained Irregulars, 
including one Leader) armed with 
swords and shields.

Ten smugglers (Trained Irregulars, 
including one Leader) armed with 
swords and shields.

Could these be the dangerous opium smugglers we have all been warned about?

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 the 
Wargames Illustrated article.

objeCTIVeS

Force A must rescue the traders and their 
pack train by getting them all off the 
table via the road.

Force B must capture the pack train as 
well as the traders.

Force C must capture the pack train.

SpeCIAl

The Stash: The Pack Train begins the 
game in the hands of the traders, but it 
actually belongs to any force that has a 
model in base contact with it. When this 
is the case the pack train is controlled 
by the side owning the model and is 
given orders as if part of that force. If 
models from more than one side are in 
base contact with the pack train it is 
contested, and no one controls it at all.

Death by moonlight: If the referee 
and players wish, this scenario could 
be set at night, and this certainly fits 

the narrative. There are several ways 
of representing fighting at night, the 
simplest being to increase all weapon 
ranges by one band to represent the 
difficulty in acquiring a target in the 
darkness. Given the orders system used 
in Triumph and Tragedy, another way 
is to simulate the increased difficulty 
leaders have in issuing commands to 
their underlings. Whenever an Order 
Card is chosen, the force’s leader should 
roll a d6. On 2-6 the order is issued 
as normal, but on a 1 the recipient has 
misheard and a different Order Card of 
the player’s choice must be used instead.


