Chasing the Fox: Ostorius pursues Caratacus, Winter 47 – Fall 51 AD

A Scenario for West End Games’ “Druid” by Robert Ridgeway (2010)

1.0 Introduction

This scenario gives players the opportunity to simulate the 4 years of unending crises as Ostorius is greeted with a surprise Winter attack upon relieving Plautius (who’s invasion is covered in Seth Owen’s scenario “Conquest of Britain, AD 43” published in “BattlePlan” #8, 1989), as Britain’s second Roman Governor – only to die of exhaustion in 52, still operating in-country.

1.1 Sources

* “Annals” by Tacitus

* “Roman History” by Dio Cassius

* “Folk Heroes Of Britain” by Charles Kightly, Thames & Hudson (1982)

* “The Roman Fort” by Peter Connolly, Oxford University Press (1998)

* “Defying Rome” by Guy de la Bedoyere, Tempus Publishing (2003) 

* Osprey Publishing {numerous excellent titles}

* BBC online articles {“Native Tribes of Britain”, “Bosham to Lincoln – A Journey Through 

Roman Britain”, “Architectural Heritage”}
* online article “Notes on the Roman Coast Defenses of Britain, Especially in Yorkshire”:


http://www.jstor.org/pss/295957

* www.Roman-Britain.org

* Google Maps

* Wikipedia

1.2 All rules remain except for the following changes and additions, which take precedence.

2.0 Components – a few more units will be needed than are provided: use whatever’s suitable.

2.1 Map – the Western Border of Rome’s newest Province is the Fosse Way, which enters the map at hex 1801, and continues northeastward to Lindum (hex 5118).  From its juncture at Venonae (hex 3915), the Watling Road is extended westward to the Frontier Fort at Manduessedum (hex 4112).

* Ignore all Roads except:

- the Fosse Road and those east within its boundaries

- the western spur of the Watling Road: the 5 hexes beginning at hex 3915 (Venonae) and 

ending at hex 4112 (Manduessedum – see below)

* Gloucester is nonexistent: treat it as Clear Terrain

* Viroconium is an Unfortified Tribal Town (see 2.2 below)

* Ignore all Roman Towns, Posts, and Bridges except those within the Fosse Way and Watling 

Road’s westward spur.

* Only the following are Fortified (ignore all other Fortifications): 

- Camulodunum is a Fortified Roman Town (the Roman Provincial Capital)

- Lindum is a Fortified Post

- Manduessedum (hex 4112) is a Fortified Post

2.2 Playing Pieces – substitutes and additions:

* Boudicca for Caratacus (and Venutius if Caratacus is killed or surrendered before Turn 20)

* Paulinus for Ostorius (and Gallus if Ostorius is killed before Turn 20)

* there are NO Druids in this scenario (use them as Tribal Leaders)

* Tribal Leaders as needed

* Roman Fleet

* Consider the Calleva and Corinium Civilians to be Camulodunum Civilians, thus making only 

Camulodunum (with 3) and Londinium (with 2) the only Roman Towns with Civilian units.

- Camulodunum’s Civilians are considered as “1”Auxiliaries each when Converted into 

the Retired Soldier Garrison (see below 12.12)

* the Cornovii represent the Ordovices, who are not represented in “Druid”:

- consider the Ordovices’ Tribal Capital to be Deva, and Viroconium as one of their  

Unfortified Tribal Towns.

- the Cornovii Tribe are NOT active in this scenario.


- due to the poor strength of the Cornovii forces in “Druid” vs. the Ordovices’ historical 

strength, substitute the Catuvellauni units for the Ordovices, and use the Cornovii 

forces as Caratcus’ loyal Rebels (which happily happen to be exactly ½ the 

original Catuvellauni strength) (see 12.47 and 15.3 below) ~ (got all that?).

2.3 Game Scale

This scenario is 20 Turns, covering 4 years.  Therefore there are 5 turns per year.  

2.31 The 1st Turn of each year (1st, 6th, 11th, and 16th turns) = the Winter Turn, which = 6 months (Harvest Season through Planting Season).  

* see 6.8,  8.8, and  11.3 below.

2.32 The remaining 4 turns per year = the normal Campaigning Season of 6 months (therefore each of the 4 Campaign Season Turns = 6 ½ weeks).

4.0 D. Druid Invocation Phase – do Not ignore, even though Druids are not actively played in this scenario (see 13.6 & 13.7 below)

5.31 Britons have 1st Initiative in the Operations Phase.

6.5 Movement in Viroconium – Britons in Revolt may move through this hex freely.

6.6 Hidden Deployment & Hidden Movement = Required Rules (Not Optional)

* the Briton Player may begin the game with any Active Tribes in Hidden Status, regardless of 

the fact that there are no Forest hexes in any Startup hex!, yet loses the Opening Hidden Status upon ENDING a future move in a Non-Wooded hex.

6.8 Winter Movement

* ALL Romans (not just Legions) are considered “Unsupplied” with all the effects of rule 11.22 

in effect, unless they spend the Winter Turn Remaining in Towns & Forts hexes.

* Rivers May be crossed Without Bridges, but as the Only movement a unit makes (unless 

blocked by “Bad Weather” rolls on the Druid Invocation Table).

8.551 Withdrawing Catuvellauni units move towards Caratacus if they are Not stacked with him, or towards any direction the Briton chooses if they are stacked With Caratacus.

8.8 Winter Combat

* ALL Romans (not just Legions) are considered “Unsupplied” unless they spend the Winter 

Turn Remaining in an Unsacked Town, Post, and Fort hexes.

* they May engage in Building, Destroying, Defending, or Attacking while in these hexes 

without losing Supplied Status.
9.15 Building Posts

* may be built only in Clear or Town hexes (Tribal Capitals must be Pro-Roman or Conquered).

* requires an Intact Legion or 45 points worth of Auxiliaries to remain in the desired hex for 1 

turn (which may be a Winter Turn) at the cost of 1 OP .

* Disrupted only if the Roman forces in the hex are attacked and reduced by ¼ (rounding down 

in favor of the Britons).

9.38 Building Forts

* may be built only in Clear, Post, or Town hexes (Tribal Capitals must be Pro-Roman or 

Conquered).

* requires an Intact Legion or 45 points worth of Auxiliaries to remain in the desired hex for 5 

Turns – though these need NOT be consecutive – at a total cost of 1 OP if built upon a Post, and 2 OPs if Not built upon a Post – paid on the first turn (not upon completion).

* a Turn is lost if the Roman forces in the hex are attacked and reduced by ¼ (rounding down in 

favor of the Britons).

* If the Fort-In-Progress is Sacked, all work is forfeit.

- For the first 2 Turns of Construction, a Fort-In-Progress has NO Intrinsic Defense 

Strength; 1 Intrinsic SP for the 3rd Turn of Construction, 2 Intrinsic SPs for the 4th; and the full 3 SPs upon completion in the 5th Turn.

9.4 Viroconium – ignore rule

10.0 Roman Legions

* the same four legions from the original scenario served at this time.

* each legion is Intact, fully Supplied, and must be Activated (automatically) at a cost of 1 OP.

* only the II Legion is off-board.

11.3 Winter Supply

* ALL Roman units (not just Legions) are considered “Unsupplied” unless they spend the Winter 

Turn Remaining in an Unsacked Town, Post, and Fort hexes.

* However, there is NO check for the loss of one step (unless a Legion is Unsupplied regardless 

of the Winter Turn conditions)!

12.12 Retired Soldiers

* Camulodunum’s Civilians are converted into “1” Auxiliaries upon Activation at a cost of 1 OP.

* they must remain as Camulodunum’s Garrison (see 12.24 below).

12.21 Lindum need NOT be Garrisoned (but see 12.48 below)

12.22 ignore

12.23 ignore

12.24 Camulodunum requires a Garrison of either 20 Legionary or Auxiliary points – unless and until Camulodunum’s Civilians are Activated as Retired Soldiers, who then remain to meet the Garrison requirements.

12.3 Tribal Revolts – only Caratacus (and Venutius if he comes into play) can attempt to Rally Inactive Tribes, and then Only Tribes Outside the Fosse Way.

12.4 Spontaneous Briton Revolt = Required Rule (see 12.8 below)

12.47 Tribal Disarming – the Romans may Disarm ALL Tribes within the Fosse Way (the Dobunii are considered Outside the Fosse Way, and therefore Immune to Disarmament):

* this Action costs the Roman 5 OPs (or all his turn’s OPs if less) and the 3 on-board legions 

must be within the original starting borders.

* any Tribe already in Revolt is Unaffected.

* upon being Disarmed, Immediately check for Revolt using the Spontaneous Revolt Table:


- if a Tribe Outside the Fosse Way (Not Disarmed) is selected, ignore the result and 

ReRoll from the start.

- any Activated Tribe appears at ½ strength (rounded up) with an Unnamed Tribal Leader 

in their Tribal Capital, and May be played that Turn.


- any Activated Tribe that is Defeated is made Pro-Roman with an Unnamed Tribal 

Leader enthroned as their new Chief and Rome’s new Client Monarch (i.e. Prasutagus’ speculated installation after the pacification of the Iceni in 47).


- if the Catuvellauni are selected, muster 7 units of mixed Infantry and Cavalry (= ¼ of 

the original force, given that half are already off with Caratacus: thus the other half’s been halved).

12.48 Brigantes Civil War – the Brigantes begin Pro-Roman; however, if the Brigantes are rolled on the Spontaneous Revolt Table (see 12.8 below), the tribe goes into Civil War:

* the full Tribal Forces are Activated and divided into two opposing camps, each side with an 

Unnamed Tribal leader, with the Pro-Roman Force placed in Isurium, and the Revolting Force placed anywhere 2 hexes outside of Isurium.

- if Lindum is Not Garrisoned with 20 Strength Points, the Forces are divided: 2/3 in 

Revolt vs. 1/3 Pro-Roman

- if Lindum IS Garrisoned with at least 20 Strength Points, the Forces are divided Evenly

* Roman forces May freely intervene with no negative effects on further Brigantian Revolt rolls

* if the Pro-Romans win, Cartimandua is placed on the throne as their Client Queen

- if Caratacus arrives after Cartimandua is enthroned, roll 1 Die: 1-4 = Caratacus is 

immediately arrested and handed over to the Roman player; 5-6 a 2nd Civil War breaks out with the Force Division determined in the same way as above, only Caratacus is the Revolt Force’s Leader.

12.481 if Caratacus is surrendered BEFORE Turn 20, roll a die EACH following Turn’s Tribal Revolt Phase on the Spontaneous Revolt Table specially for the Brigantes in addition to any other Revolt rolls: if the Brigantes’ are rolled, they undergo a 2nd Brigantian Civil War:

* the Tribe is returned to Full Strength and Divided as above (12.48), with Venutius entering the 

game as the Britons’ new Revolt Leader (see 13.32 below).

12.5 Off-Map Roman Units – change as follows:

12.51 Legion II = off-map in Isca Dumnoniorum [Exeter]

* Activated at 1 OP and placed Intact and Fully Supplied on hex 1801 (the southern most tip of 

the Fosse Way on the map) as its sole movement for the turn; it May engage in Combat in the same turn.

* May NOT be Activated in a Winter Turn.

12.52 Roman Fleet = off-map.  It’s sole use is to Ferry units across otherwise impassible Sea hexes from shore to shore (it does not transport units around the Island).

* must be Activated at a cost of 1 OP.

* upon activation, enters any Sea hex and may immediately Ferry troops across Sea hexes.

* the Fleet may Ferry all non-leader combat units that begin the turn in a single Stack at a MP 

cost of ½ what would be paid to cross a River, but at NO extra OP cost; Ostorius and any Tribal Leaders accompanying him may be Ferried from whatever hex they begin from as long as they have the required MPs.

* ferried units May engage in Combat – however, if they attack the hex they debark into, the 

Britons’ Combat Strength is doubled (as being attacked across a bridge).

- an important terrain note is that the Silurian Tribal Capital (Venta Silurum, hex 2902) is 

NOT a Shore hex: the Roman must move to it after disembarking to attack.

* the Fleet may be moved to a new location for a cost of 1 OP.

* May Not be Activated, Ferry, or Move during Winter Turns OR if Bad Weather has been 

rolled on the Druid Invocation Table (see 13.6 below).

12.8 Spontaneous Revolt Table – the following table supercedes the original:


         1


     2


  3-6

1
Catuvellauni

Coritani

None

2
Trinovantes

Iceni


None

3
Belgae


Cantii


None

4
Brigantes

Parisii


None

5
Durotriges 

A/R or ReRoll*
None

6
None


None


None

*Atrebates/Regnii Combined Tribe IF Cogidubnus is dead; Otherwise ReRoll from the Start!

13.0 Leaders

* Unnamed Tribal Leaders as needed = same stats as Druids, but NOT abilities unless noted

* Only Caratacus or Venutius may lead multiple tribes; all other Tribal Leaders, named or 

unnamed, may Only lead their own respective tribes.

13.2 Ostorius has the same Stats, Abilities, and Vulnerabilities (kill roll) as Paulinus

* If killed, Ostorius is replaced the following Turn by Aulus Didius Gallus:

- Gallus has the same Abilities and Vulnerabilities (kill roll) as Paulinus, but only a Battle 

Rating of “1”.

- Gallus is placed at either Rutupiae (2033) or Magnus Portus (1415) at no OP cost

- Gallus May move at full MP upon placement 

13.3 Caratacus has the same Stats, Abilities, and Vulnerabilities (kill roll) as Boudicca.

13.31 If Cartimandua comes into play as per (12.48), she has the same Stats and Vulnerabilities (kill roll) as Druids.

13.32 If Venutius comes into play as per (12.481), he has the same Stats, Abilities, and Vulnerabilities (kill roll) as Boudicca.

13.33 If Cogidubnus comes into play as per (12.49), he has the same Stats and Vulnerabilities (kill roll) as Druids.

13.34 Unnamed Tribal Leaders – when Activated, have the same Stats and Vulnerabilities as 

Druids, except that they are simply Removed if their Tribe is completely defeated (no kill roll is necessary).

13.4 No Druids are in play: they are assumed to be active in the “background” with Caratacus, hence the availability of the Invocation Table (13.6).

13.5 Only Caratacus or Venutius may lead Briton Hordes.

13.6 Only Caratacus or Venutius may voluntarily roll on the Invocation Table at a cost of 1 OP

* “Bad Weather” (a roll of 2): in addition to the normal effects, the Roman Fleet is Inactivated 

for the turn; also the reduction in MPs is cumulative with those during Winter Turns.

* on a roll of 4, roll on the Berserk Table for each Tribal Leader in a stack


- including Caratacus


- if there are multiple Leaders in a stack, the results of all their rolls are cumulative

13.7 All Briton Tribal Leaders in Revolt, Named or Unnamed, may use the Berserk Table at a cost of 1 OP.

14.3 Road Construction

* requires a minimum of 1 Strength Point, Legionary or Auxiliary, to remain in the desired hex 

for 1 turn, including the Winter Turn.

* costs 1 OP per Contiguous Line of hexes, regardless of any Disruption in construction that may 

result along the line (therefore the Road may have breaks in the line).

* construction is Disrupted (not completed) in any hex where the Romans in the hex are 

prematurely removed.

15.1 Roman Setup – setup first.

* II off-board at Isca Dumnoniorum [Exeter] (see 12.51)

* IX at Lindum (hex 5118)

* XIV at Manduessedum (hex 4112)

* XX Garrisoned at Camulodunum (hex 3031)

* place Ostorious with any of the 3 on-board legions.

* Civilian counters are placed in Camulodunum and Londinium (see 2.2 above).

* Auxiliaries may be placed freely in Towns, Posts, & Forts within the Fosse Way and 

Manduessedum.

* the Atrebates & Regni Tribes – treat these as a Combined Pro-Roman Tribe led by 

Cogidubnus, Rome’s favored Client King.  This Combined Tribe begins the game Inactive AND Immune to any Spontaneous Revolt rolls (even after being Disarmed).

- the combined Tribe is only Activated if attacked by Britons: they are Pro-Roman under 

the leadership of Cogidubnus.  Place both Tribes’ Forces (all if Not Disarmed, ½ rounded down if Disarmed) in Noviomagus.

- if Cogidubnus is killed, the combined Tribe undergoes Civil War as with the Brigantes  

(12.48), with the Forces in Revolt joining the invading Britons, and the Pro-Roman forces being led by a Unnamed Tribal Leader.  From this point on, treat the Combined Tribe as any other (see 12.8 above).

* the Dobunii are Pro-Roman and considered Outside the Fosse Way.  They begin the game 

Inactive AND Immune to Spontaneous Revolt rolls (as well as to Disarmament); if Activated, all Forces and an Unnamed Tribal Leader are placed in Corinium (hex 3106).

- they are Activated as Pro-Roman if attacked by Britons.


- they May be Rallied to Revolt by Caratacus or Venutius.


- the Romans May Move AND Build in Dobunii territory.

15.2 Roman Allies – the Brigantes and Iceni are Independent Allies: Romans May move through their territories, but may Not Remain more than one turn in them Unless responding to a Revolt or Civil War; Romans may Not Build in Allied territories.

* they begin the game Inactive.

* they are Activated as Pro-Roman if attacked by Britons: setup their forces (½ of the Iceni if 

they have been Disarmed, 12.47) with an Unnamed Tribal Leader on their respective Tribes’ Capital. 

* Caratacus May attempt to Rally the Brigantes to Revolt, but may Not attempt to Rally the Iceni 

to Revolt (they are Inside the Fosse Way).

* both Tribes are subject to Spontaneous Revolt.

* Should either Tribe become Pro-Roman via Briton attack or having a Client King enthroned 

(see 12.47 above), Romans are no longer held to the above strictures regarding Independent Allies.

15.3 Briton Setup – setup second.

* Silures = Active

* Ordovices = Active

* Active Tribes may Begin the game in Hidden Status anywhere within their Tribal boundaries 

(regardless of the fact that there are no Forest / Wooded Hills hexes in any Startup hex!)

- the Silures’ border is the Severn and Bay [of Bristol]

- the Ordovices’ border runs from Deva down to Viroconium (along the now 

nonexistent road).

* Caratacus and ½ of the Catuvellauni Tribal forces (round up) may be placed Freely within any 

Active Tribe’s territory, stacked with other Tribal forces, and in Hidden Status.

16.1 Briton VPs

* 6 VP if Ostorius is killed

* 5 VP if Gallus is killed

* 4 VP if Cogidubnus is killed

* 3 VP if Cartimandua is killed

* 3 VP for each Pro-Roman Unnamed Tribal Leader killed

* 5 VP for Sacking Camulodunum

* 4 VP for Sacking Londinium

* 3 VP for Sacking any other Roman Town or Pro-Roman Tribal Capital

* 2 VP for Sacking a Fort

* 1 VP for Sacking a Post

* 15 VP for Eliminating a Legion

* 10 VP for eliminating 33 to 44 of a Legion’s Strength Points

* 5 VP for eliminating 22 to 32 of a Legion’s Strength Points

* 1 VP for eliminating 1 to 21 of a Legion’s Strength Points

* 1 VP for Eliminating a Civilian Unit

* 1 VP for every 7 Strength Points of Auxiliaries Eliminated

* 1 VP for every 5 Strength Points of Pro-Roman Tribal forces Eliminated

16.2 Roman VPs

* 7 VP for capturing Caratacus

* 5 VP for killing Caratacus

* 4 VP for killing Venutius

* 2 VP for any Unnamed Tribal Leader killed

* 3 VP for seating a Pro-Roman Client King in an Unsacked Defeated Rebel Tribe’s Capital

* 2 VP for Sacking any enemy Tribe’s Capital
* 1 VP for each Tribe In Revolt reduced to ½ or Less of its Starting Strength (which would mean 

½ of an already halved Disarmed Tribe, with the Combined Tribe of the Atrebates and Regni counting as a Single Tribe for 1 VP)

* 2 VP for each Tribe reduced to More than ½ of its Starting Strength (which would mean ½ of 

an already halved Disarmed Tribe, with the Combined Tribe of the Atrebates and Regni counting as a Single Tribe for 2 VP)

* ¼ VP for each Road Hex Built Outside the Fosse Way

* 1 VP for each Bridge Built Outside the Fosse Way 

* 1 VP for each Post Built Outside the Fosse Way

* 2 VP for each Fort Built Outside the Fosse Way (Not cumulative with any VPs for Building 

upon previously Built Posts)

16.3 Automatic Loss - the Britons suffer an Automatic Loss after 20 Turns IF Caratacus has NOT had at least one Climactic Battle (see definition below, 16.31), either as Attacker or Defender, ending in his loss of Cohesive Leadership, and the resulting Tribal Dissolution {Caratacus has failed to deliver the Celtic love of battlefield glory and plunder (let alone ousting the Romans), causing a combination of disillusionment, inter-tribal bickering, impatience, disappointment, and distraction}.

16.31 a Climactic Battle is defined here as any battle where Caratacus is leading the combined forces (in a single stack) of at least 2 Tribes represented by At Least ½ of their original strength as given on the Tribal Summary Table (16.4).

* therefore, a Disarmed Tribe must be present with All of its remaining forces, since they will 

already have been halved.

* and therefore remnants of Tribes below ½ of their original strength (16.4), the “disaffected and 

recalcitrant”, may certainly participate, but do Not count towards the 2 Tribe requirement.

* any of Caratacus’ Catvellauni forces present do NOT count as one of the required Tribes.

16.32 Caratacus’ fate in any Climactic Battle has No relevance to Automatic Loss.

Notes:

* Having play-tested this scenario, I can identify two areas of concern that might produce ahistorical results/problems (they did NOT for me):

1) Spontaneous Revolts (This question does NOT apply to the Required Check upon Disarmament, see 12.47 above) – the frequency of checking Every Even turn may result in too much chaos for this period in the Roman Occupation.  It did not for me due to most rolls resulting in “None”, and those that did generate revolts played remarkably well, both game- and history-wise.  However, it may be desirable to limit the Auto Checks to, say, Every Fourth turn.  

2) Victory Points – there’s a lot of “play” with the VPs: they produced good results for me, but they’re ripe for fiddling with if they appear to be unbalanced or generate unrealistic play.  I removed VPs for “Pro-Roman Tribes and Tribes in Revolt at the end of Turn 20”, but perhaps they might be desirable.  Etc., etc.

* I never did bother to Build Roads, Posts, or Forts, so I can’t comment on the suitability of these rules, or the fraction required to Disrupt Roman construction.  The purpose of these rules is to simulate the Roman intent on staying by penetrating Briton with the “civilizing infrastructure” you see on the board by the time of Boudicca’s Rebellion.

* I hope players enjoy this scenario for the grueling puzzles and predicaments the Britons and Romans must face while creating havoc for each other.  I found it to both play and simulate well, producing a taut contest to the end.
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