1% Battle of Herdonia 212BC

Historical Background:

“Here he had heard that Fulvius was laden with booty and had, from easy successes,
become careless of his discipline. Knowing the impatient character of Fulvius, and
hearing also that his troops were overeager to fight and probably in poor condition for
battle, Hannibal choose his camp where a good battlefield lay before him, and preparing
during the night an ambuscade of three thousand foot in some farmyards near by, he sent
Mago and some two thousand Numidians to occupy all the roads in the rear of the enemy.
Fulvius, who had promised his impatient men to fight the next day, accepted the gage of
battle so soon as Hannibal had drawn up in front of his camp, and moved to the attack.”

“Hannibal was superior in numbers as well as skill. Fulvius, in order to make his front
equal Hannibal’s, decreased his depth against the protests of the tribunes and, mixing his
cohorts of the Roman and allied legions in one line, drew up with his horse on either
flank, and covered by his light troops.”

“Hannibal formed as usual in phalangial order, sixteen deep, cavalry on the wings,
skirmishers in front. The Roman line scarcely stood the first shock. Fulvius, less daring in
deed than in threat, fled from the field at the earliest sign of disaster. His legions, taken in
front and flank and rear by Hannibal’s phalangites and Numidian horse were absolutely
destroyed. Scarce two thousand men were able to make their escape from the sword of
the Carthaginians.

“Thus, in a few weeks, the Romans had lost three armies as well as any standing they had
gained in southern Italy. Hannibal, despite his success, felt constrained to return again to
Tarentum, and here he remained during the rest of the year...”

(The above was from T.A. Dodge’s 1891 masterwork Hannibal p.470-471)

Terrain:

Fortified Roman Camp: G9, G10, H9 see special rules

Walls of Herdonia (use Ramparts) see special rules: 16, H6, H7, 18
Forest: E1, F1, G1

Hills A7, A8, A9

Order of Battle and Initial Setup for 1st Herdonia 212BC

Roman Army:

X2 Heavy Infantry F6, F7

X4 Medium Infantry B5, B8, B9
X2 Light Infantry: E5, E9

X2 Medium Cavalry F3, F10
X2 Auxillia G9, H9

X1 Leader: F7 (Fulvius)




Carthaginian Army:

X2 Heavy Infantry: B6, B7

X3 Medium Infantry B5, B8, B9

X2 Warriors B4, A7

X2 Auxillia B3 G2

X2 Light Infantry F1, C5

X1 Light Slingers C9 (these are elite Balearic mercenary Slingers see below)
X3 Light Cavalry B11, F12, H2

X1 Heavy Cavalry C3

X1 Medium Cavalry B10

X2 Leaders B6 (Hannibal) G2 (Mago)

Order of battle notes: The Roman Army represents the standard Republican army of the
era—made up of two double-size Legions (each Legion containing one Roman and one
Allied all-arms Legion of roughly equal sizes) and numbering about 18,000-20,000
fighting men all told. Hannibal’s army was somewhat larger (maybe 25,000+) and is of
the typical composition for a Carthaginian army of this time and place in Italy in the
midst of the 2" Punic War. Hannibal had recruited new drafts for his mercenary army
from the local communities in Italy that had disassociated themselves from Rome after
the Roman defeat at Cannae in 216 BC.

War Council:

Roman Army:
Leader: Fulvius

4 Command Cards (3 randomly chosen & 1 Line Command Card)
Move First

Carthaginian Army:
Leader: Hannibal
6 Command Cards (randomly chosen)

Victory:

7 Banners—but the Romans score three (3) Banners if they eliminate Hannibal.—The
Carthaginians receive one banner for each Roman Camp hex they enter—once they enter
a Roman Camp hex that tile is removed from play leaving clear terrain.

Scenario Special Rules:

Command Rules:

A Leader attached (stacked with) a friendly unit may cancel one sword hit on the unit in
lieu of canceling a retreat hit.

Hannibal may cancel both a sword and a retreat hit if stacked with a friendly unit.

A unit involved in close combat with the support of a Leader may only count one helmet
hit amongst those rolled to inflict a hit on an opposing unit.




Outflanking---This is an easy way of introducing facing and flanks to the game with
little fuss—it can be retrofitted to other scenarios where appropriate:
A unit is said to be “Outflanked” if it is surrounded in all six adjacent hexes by either
enemy units, or hexes adjacent to an enemy unit. The presence of friendly units does
not negate an “Outflanked” situation in any way. Units on the board edges (and not
surrounded by six adjacent hexes) cannot be “Outflanked”.
Effects of being Outflanked: “Outflanked” units when battling back roll only half the
normal number of dice they would be normally entitled to rounded up—to a
maximum of only two dice—“Qutflanked” units when battling back never hit on
helmet rolls even if supported by a leader. A unit’s “Outflanked” situation is judged
at the instant it battles back.

Balearic Slingers: The Carthaginian Light Slingers are elite Balearic mercenaries, when
firing their missiles at Roman Light (Green) units they hit on swords—in battle back only
they also hit on swords.

Walls of Herdonia: hexes 16, H6, H7, 18 represent the walls of Herdonia, the local South
Italian city that Fulvius was besieging before the battle. Both sides may not enter these
hexes. (Its doubtful the locals would have allowed Hannibal’s mercenaries inside anyway
during a fierce battle and Fulvius probably had siege lines about the place)

Numidian Cavalry: In lieu of evading towards their map edge Carthaginian Light
Cavalry may evade in any direction, however if they opt for the “any direction” option
the path of their evasion may not pass adjacent to Roman units.
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