Hell Hath No Fury Rules Summary

by John Nebauer

Notes on game play and terminology

· Players may not inspect opposing stacks of units.

· Appropriate leaders:
* All tribal units – tribe leader

* Romans – leader from same legion

* Boudica is an appropriate leader for all Tribal units. Her morale modifier is ‘6’ for the Iceni, Trinovantes and Catuvellauni, ‘4’ for all others.

* Paulinus is the appropriate commander for all Roman units (not pro-Roman tribes, but including Town Defenders)

* For Germania Relief Force, relief force commander is appropriate regardless of legion

* Both pro-Roman Brigantes leaders are appropriate leaders fro their tribe.

· Tract naming conventions:

UPPER CASE = Tribal setup/appearance

UNDERLINED UPPER CASE = Roman setup/appearance

lower case = other named locations



* asterisk = relevant to variable victory conditions

· When referring to British units, ‘Tribal’ refers to anti-Roman only, ‘tribal’ to pro and anti-Roman British.

First Player – Tribal

a) Rally

· Roll 2D6, <= morale rallies. Units check individually.

· Demoralised units may not rally

· If stacked with an appropriate leader subtract morale modifier to roll.

· May rally in enemy-occupied tract, but….

b) Supply Check

· Each type of tract has a supply limit (see chart).

· Community effects on supply are cumulative. Where both sides occupy a community tract, the side that occupied the tract first occupies all the communities.

· If opposing tribal occupy the same tract the tribal limit is used.

· Each horse and chariot unit  = 1½ units.

· For each tract in excess of supply limits roll 1D6 and consult Supply Check Table.

· Results only affect units in excess of limits (owning player’s choice).

· Looting units are automatically supplied.

c) Activation

· Tribal units activate according to the activation schedule.

· Units and leaders are palced in the indicated tracts. If enemy occupied place in nearest unoccupied tract.

· If Brigantes activate both factions are placed.

· Pro-Roman tribal units do not count as Roman for activation purposes.

d) Movement

· Units may move individually or as stacks.

· Units may not move across corners between tracts.

· Stacking limits apply at the end of movement, and units may move freely through friendly occupied tracts.

· Units must stop when entering an enemy occupied tract.

· Roman Town defenders may not move unless accompanied by a Roman leader.

· Reinforcements

· Enter during movement according to schedule

· Must enter at designated tract, even if enemy occupied

· Reinforcements may be voluntarily delayed

· Tract Control/Tribal Looting

· A side controls a tract if currently or was last to have sole occupation.

· When a Tribal unit controls Viroconium, Verulamium or any Roman Centre, roll 1D6 and result on Tribal Looting Table gives Looting Period. Units and leaders in affected tract may not move for indicated number of turns.

· Newly activated tribal units that activate in a looting tract may not move until looting complete.

· If looting units forced to retreat, retreat normally and looting is completed.

· Forced March

· May be attempted by leaders and undisrupted units.

· Successful forced march adds +1 MP to any tribal unit, and to any Roman unit moving through hills, marsh (along road) or across river. Otherwise Roman units add +2 MP’s.

· Leaders force march automatically, other units must roll 2D6 (checking individually): 

< Morale – succeed without penalty

 = Morale – succeeds but disrupted

 > Morale – fails and disrupted

· If force-march successful it must be used.

· Each unit in a tract attempting to force-march may deduct a leader’s morale modifier from the die roll.

· Units may not force-march into hill or marsh.

· Disrupted units may not force march

· Road Bonus

· Must remain on road for whole movement to be eligible.

· All tribal: +1 MP, Romans +2 MP.

· Units using Road Bonus don’t pay additional movement costs to enter hill, marsh or use river crossings (but does not negate road crossing combat DR modifier).

· Petuaria Crossing: units crossing PR8-CT4 and vice versa pay 2 MPS if eligible for road movement (is not considered sea movement).

· Disrupted units are eligible for road bonus.

· Overrun

· Must have odds 7:1 or more to succeed. If successful overrun units disrupted and retreat 2 tracts, phasing units may continue to move if MPs remaining (otherwise stop).

· May not occur against units in high hills, marsh, town or tribal centre or across river crossing.

· Phasing player must reveal strength of moving units, non-phasing player only if overrun successful.

· Both sides may use charge in overruns.

· Sea Movement

· Only usable by Roman player using flotillas.

· Capacity 5 units (leaders free). Each unit in excess –1 on Sea Movement Table (and –1 for all flotillas entering Land’s End Sea Area).

· For each sea area entered, all flotillas roll 2D6 and consult Sea Movement Table.

· Embark at ports only and both flotilla and units must begin there. Landing at any port or clear coastal tract. If disembarking in clear coastal tract flotilla must begin in adjacent sea area and roll on Sea Movement Table.

· Units disembarking in ports may move ½ movement allowance (no movement is disembarking in clear coastal tract).

· Flotillas in a coastal or port tract that have tribal units entering the tract are eliminated.

· Units/leaders lost at sea are eliminated for all purposes including victory.

· Disrupted units may not use sea movement.

· Stacking

· Roman units – no restrictions.

· Tribal – No restrictions if stacking with Boudica. Otherwise each Tribal leader allows that tribe and one other to stack. Different tribal leaders may stack together to allow larger numbers of tribal units to stack.

· Pro-Roman tribes – may stack together or with Roman units if a friendly leader present.

· Restrictions only apply at end of movement, and don’t apply to enemy occupied tract or one being looted.

· Otherwise, no restrictions on actual number of units in a tract.

· Disruption

· ½ movement

· Disrupted Roman units may not move without appropriate leader.

· Disrupted Iceni, Trinovantes and Catuvellauni may only move accompanied by Boudica or when in own homeland.

· Other disrupted tribal units may only move when in own homeland.

· A disrupted unit may always move one tract even if it exceeds their movement allowance.

· Disrupted tribal units in a tract being looted may not move at all.

· Legionary and chariot units in high hills or marsh (not on road) are disrupted.

· All tribal units with morale 6 or less disrupted if more than 5 tracts from home area at end of combat phase (unless stacked with appropriate leader).

· Leaders

· Leaders alone in a tract with enemy units are captured (and must remain guarded). Capturing player may eliminate leader or bargain with opposing player.

e) Combat

· Occurs between opposing units in same tract, and is voluntary.

· If a player chooses to attack, all undisrupted units must participate, and all enemy units must be attacked.

· Disrupted units may not attack, but defend at their regular strength.

· Charging units may use charge strength (Roman horse and tribal chariots, not Roman auxiliary). May not charge in high hills, marsh. If losses are taken these units must be lost first. Use basic strength for all loss calculation purposes. Disrupted units may not charge.

· Combat ratio-based (rounded down).

· Round up losses (10% of 31 SP = 4 SP’s lost).

· Units which charge must take losses first, taken from basic not charge strength.

· Winner is side with lower percentage loss, unless eliminated. If equal, attacker loses. All surviving losing units disrupt and retreat.

· All leaders must roll on Wounded/Captured table.

· Winner may ignore 10% of losses if:

i. Attacking force is 10 SP or less, OR

ii. Only contains one unit

· Retreating units must retreat 2 tracts, not through an enemy occupied tract. Do not have to retreat to the same tract. Disruption does not affect ability to retreat.

· Attacker may (if Roman), or must (if tribal) advance into a tract retreated through by losing units. If defender is eliminated, no advance occurs. Disrupted units may only advance if accompanied by an appropriate leader.

· Pro-Roman tribes do not have to advance if stacked with a Roman unit.

· No advance occurs if:

i. Tract advanced into is enemy occupied,

ii. Combat tract contains a centre subject to looting,

iii. All surviving tribal units are disrupted.

Combat Modifiers


Low hills:



-1


High hills/marsh:



-2


Crossing river:



-1


Appropriate leader combat modifier:
variable


(Leader must command at least one unit)


For each 4 undisrupted cohorts

+1/- 1


(In clear or low hills only)


Roll on Tribal Unreliability Table

variable


All defenders disrupted:


+1

Ambush:



+2

(50%+ of force newly-activated 

Tribal units including 

Iceni).

Horse advantage:



+/-1

(Side with largest number of horse and/or 

chariot units. Disrupted units do count. 

Not applicable in marsh or high hills).

f) Demoralisation Check

· If SP losses for a legion or tribe => demoralisation level, that command is demoralised.

· Flotillas, Town Defenders and Governor’s Guard are not part of any command and may not be demoralised.

· Appropriate leader losses lower demoralisation level (in brackets).

Roman

Loss of Paulinus: -5 

Legio II August:

39 (36)

Legio IX Hispania:

45 (42)

Legio XIV Gemina:

50 (47)

Legio XX Valeria:

45 (42)

Germania Relief Force:
30 (27)

Pro-Roman Brigantes:

22 (D/19 – auto D if Cartimandua lost)

Pro-Roman Regnenses:
14 (9)

Parisi:


13 (11)

Tribal

Loss of Boudica: -5 Iceni, Catuvellauni, Trinovantes, -2 all others

Anti-Roman Brigantes:
40 (D – auto D if Venutius lost)

Anti-Roman Regnenses:
10 (8)

Atrebates:


15 (13)

Belgae:


15 (13)

Cantiaci:


10 (8)

Catuvellauni:


50 (48)

Coritani:


30 (28)

Cornovii:


16 (14)

Deceangli:


13 (11)

Demetae:


10 (8)

Dobunni:


24 (22)

Dumnonii:


21 (19)

Durotriges:


20 (28)

Iceni:


41 (31)

Ordovices:


14 (12)

Parisi:


13 (11)

Silures:


20 (18)

Trinovantes:


16 (14)

Second Player – Roman

Repeat steps a-f.

Turn Ends

Victory

Victory is awarded to the appropriate player the instant their victory conditions are fulfilled.

Tribal player: either

a) 3 legions demoralised

b) 8 lowland Tribes activated (Iceni, Trinovantes, Cantuvellauni, Cantiaci, Regnenses, Belgae, Atrebates, Durotrigues, Dumnonni, Cornovii and Coritanii)

Roman:

Iceni and any 5 (or all if less than 5 activated) other lowland tribes demoralised.


If neither player achieves victory after 25 turns the game is drawn.

Optional Rules

II Augusta Restrictions

· Cohorts of II Augusta may not move more than 3 tracts from DB22 (Glevum) or DB21 (Ariconium) until either 2 Tribes are demoralised or Paulinus enters play.

· When this restriction ends Postumus is removed from play.

· If using this rule the Silures and Demetae also activate when any legion is demoralised if they control DB33 (Corinium) or CR24 (Viroconium).

Variable Tribe Activation

· Both players may attempt activation of tribes.

· Roll 1D6 for EACH condition (Geographic, Activated Tribes, Roman Losses). DR’s indicate conditions needed to activate tribe. If condition met, tribe activates.

· If condition NOT met, variable activation may not be attempted again (exception: Trinovantes and Catuvellauni if Boudica in Tribe’s homeland). Tribe activates when ALL conditions on Variable Activation Table met.

Movement of Disrupted Units

· Disrupted tribal units must move towards their homeland (except Iceni, Cantuvellauni and Trinovantes, which may move towards Boudica). Once in homeland may move freely.

· Disrupted Romans must move towards Legion commander, Legion Posts (if unoccupied or not looted) or Paulinus. Once it reaches one of the above it may not move.

· A disrupted unit surrounded by enemy occupied tracts may not move.

· Disrupted units that must retreat must attempt to satisfy the above conditions (within other retreat restrictions).

Centres and Roman Fortifications

· Roman player defending a Roman or Tribal Centre that it controls may choose whether or not the Horse/Chariot modifier is to be used.

· Glevum (DB22), Lindum (CT27) and Viroconium (CR24) are Legion posts:

· Roman defenders receive a –2 modifier if the tract is Roman controlled and is correctly garrisoned.

· Correctly garrisoned: between 4-10 cohort or auxiliary foot units.

· If the –2 modifier does not apply, the Roman may choose whether the Horse/Chariot modifier is used).

Variable Victory Conditions

Tribal Player:

a) All rebel tribes are active and no more than 3 tribes are demoralised

b) Paulinus and one other Roman commander eliminated, and at least ½ current combat strength eliminated

c) Controls:

1) Durbis, Durovernum Canti, Camulodunum, Londinium, Cerulamium, Calleva, and;

2) Either Corinium or Ratae, plus;

3) Glevum, Lindum, or Viroconium

For 2 complete game turns

Roman Player:

Avoid Tribal conditions and either;

a) All Lowland tribes are inactivated or demoralised, and all highland tribes are inactivated, demoralised or contained (no undisrupted units in lowland areas)

b) Boudica eliminated, ½ Trinovantes eliminated and Roman controls Londinium and Durovernum Canti. 

