
Down to the River: The Death of Hamilcar 229 BC 
 
Scenario Notes: This scenario covers a semi-mythic historical event—the death of 
Hamilcar Barca, father of the famous Carthaginian general Hannibal, in 229BC. He 
probably died at the hands of the Spanish tribesmen he was attempting to subdue, 
although some other stories state that he was swept away in a swollen river, or that he 
sacrificed himself so that his sons Hannibal and Hasdrubal, who were mere teenage boys 
at the time, could make their escape. Anyway its all good hand to hand fodder for a 
special scenario situation of C&C Ancients. Since this action is more in the nature of a 
large skirmish, or ambush the command cards are not utilized—instead each player rolls 
one ordinary dice, typically at the start of each player-turn to see how many units/leaders 
can be ordered—see details below in the Command rules section. 
 
Historical Background 
 
“At the end of this (Mercenary or ‘Truceless’) war, Hanno was recalled to answer certain 
charges against him in Carthage, and Hamilcar was left in sole command of the army. He 
associated his son-in-law Hasdrubal with him, crossed the straits to Gades and began to 
plunder the territory of the Spaniards, although they had done him no wrong. Thus he 
made for himself an occasion for being away from home, and also for performing 
exploits and acquiring popularity. For whatever property he took he divided, giving one 
part to the soldiers, to stimulate their zeal for future plundering with him. Another part he 
sent to the treasury of Carthage, and a third he distributed to the chiefs of his own faction 
there.” 
 
“This continued until certain Spanish kings and other chieftains gradually united and put 
him to death in the following manner. They loaded a lot of wagons with wood and drove 
them in advance with oxen, they following behind prepared for battle. When the Africans 
saw this they fell to laughing, not perceiving the stratagem. When they came to close 
quarters the Spaniards set fire to the wagons and drove the oxen against the enemy. The 
fire, being carried in every direction by the fleeing oxen, threw the Africans into 
confusion. Their ranks being thus broken the Spaniards dashed among them and killed 
Hamilcar himself and a great many others who came to his aid”…..(From the Histories of 
Arrian) 
 
Terrain Setup: (See Special Terrain Rules): 
 
X7 Semi-impassable River Hex Tiles: Hexes A4 through to A10  (see Special Terrain 
rules) 
X11 Hill Tiles: A2, A11, B1, B11, C5, C11, D2, F4, F10, G4, G5 
 
X4 Broken Ground: B10, A12, F3, E10  (See Special Terrain Rules ”Very Rough 
Ground”) 
 
X21 Forest Tiles: B5, C3, C7, C8, C13, D8, E6, E11, E13, F1, F8, F12, H1, H2, H5, H7, 
H9, H11, I5, I7, I8,  



Initial Setup: 
 
Carthaginian Force Set-up:  
X1 Light Cavalry: (Elite Numidian Horse see special rules—2 hex move only): D4  
X1 Auxillia: E5 
X1 Light Slinger (Elite Balearic Slingers see special rules): E6 
X1 Heavy Cavalry: D7 
X2 Medium Infantry: E7, E8 (see Special Movement Rules) 
X2 Light Infantry: E9, C9 
X1 Leader: D7 (Hamilcar) 
X2 Barca Sons (see special rules Hannibal & Hasdrubal use Leader Blocks): both start in D6 
 
Spanish Tribal Set-up: (Use Roman Blocks and/or Eastern Kingdom and/or Greek Blocks) 
X3 Warriors: H7, H8, G9 
X3 Auxillia: G6, G4, H6 
X4 Light Infantry: F10, C11, G10, G5 
X2 Medium Cavalry: H3, F11 
X1 Medium Infantry: H4 (see Special Movement Rules) 
X2 Oxen Carts (use Heavy (Red) 2-Block Chariot units and see special rules): G7, G8 
X1 Leader: G6 (Oretani Chief) 
 
War Council: 
Carthaginian Force 
Leader: Hamilcar 
Roll six sided die for orders “1,2” = 1 unit/leader may be ordered “3-4”= 2 units/leader 
may be ordered “5-6” = 3 units/leader may be ordered. The same Carthaginian 
unit/leader/Barca son cannot be ordered during two consecutive Carthaginian Player-
Turns in a row 
 
Spanish Tribes 
Leader: Oretani Chief 
Roll six sided die for orders “1” = 1 unit/leader may be ordered “2-3”= 2 units/leader 
may be ordered “4-5” = 3 units/leader may be ordered “6” = 4 units/leader may be 
ordered. The same Spanish unit/leader cannot be ordered during two consecutive Spanish 
Player-Turns in a row save during Spanish Turns 1 & 2 only when such is permitted. 
 
Spanish Tribes Move First (but see special ambush 1st Player Turn rules when no roll 
for command is made at the start of the very first Spanish & Carthaginian player-turns of 
the scenario) 
 
Victory: 
 
The Carthaginian Player scores 1 Banner for each enemy unit/leader eliminated except 
for the Spanish Oxen Carts which elimination scores no Banners. He also scores 1 
Banner for every two Carthaginian units exited off his edge of the map, plus 1 Banner for 
each Leader/Barca son exited off/evaded off his edge of the map. Victory is 7 Banners. 



 
The Spanish Player scores 1 Banner for each enemy unit eliminated and 2 Banners for 
each Leader/Barca Son eliminated (exception 1 Banner only for Hamilcar if he is 
eliminated via drowning in the river—see special rules). Victory is 7 Banners. 
 
A Draw happens if neither side has reached his victory and all Carthaginian 
units/Leaders/Barca Sons have been eliminated or left the map. (see exiting the map) 
 
Special Scenario Rules 
 
Command Rules & Hamilcar’s Sons: 
 
Command Rules: 
Leaders can only support in close-combat units they are attached to—Hamilcar may 
cancel a retreat and a sword hit on the unit he is attached with—the Spanish chief a 
retreat or a sword hit only. Hamilcar and the Barca sons may only move a maximum of 
TWO hexes when ordered to move alone without the attached unit and may only evade a 
maximum of one hex unless evading through enemy units (they then evade up to one hex 
beyond the enemy unit). The Barca sons provide no support or advantage to the 
Carthaginian unit(s) they are stacked with—save if Hannibal is present without Hamilcar 
in the hex he may cancel a retreat or a sword hit on the unit (Hannibal was only 18 at the 
time and Hasdrubal was even younger). Barca sons cannot halt the retreat of a unit that 
passes through their hex.. A maximum of TWO Carthaginian Leader/Barca Sons may be 
stacked in a single hex with, or without a Carthaginian unit. Up to two such Leader/Barca 
Sons may be attached to a single Carthaginian unit. If the rules call for a Leader loss 
check on the hex and two Carthaginian Leader/Barca sons are present one loss check is 
made for each. 
 
Scenario use of Dice in Place of Command Cards: 
With the exception of the very first Carthaginian and Spanish Tribal player-turns (see the 
1st Turn ambush rules below) ordering of units/leaders and their number is governed by a 
die roll (see War Council above) made at the start of each Player-turn. Attached 
Leaders/Barca Sons may tag along with an ordered unit they are attached to for free. 
Leaders/Barca sons ordered & moving alone each consume one unit/leader movement 
capability, unless the two Barca sons move together throughout the player-turn –in which 
case they consume only one order. Any units/leaders/Barca sons can be ordered each 
game-turn at the choice of the moving player, but the same units/leaders/Barca sons 
cannot be ordered on consecutive same player turns (unless Spanish on Turns 1 & 2) .A 
Leader/Barca son is considered to have been ordered if they were attached to a unit that 
was ordered in their prior player-turn. Unit(s) that have a Leader/Barca son attached and 
that Leader/Barca son was ordered in their prior player-turn (either with or without an 
attached unit) may not be ordered as a unit during the current player-turn. Place the 
blocks down flat on the map to indicate which units were ordered for purposes of sorting 
out which are eligible to move next player-turn—only the blocks standing up will be 
eligible to be ordered next player-turn (unless it’s a unit with a Leader/Barca son that was 
ordered last player-turn in such a case that unit is ineligible to be ordered in the current 



player-turn). Once orders have been given the previously moved units/leaders/Barca sons 
are stood back up to indicate that they are available to take orders next friendly player-
turn.   
 
Spanish Tribal & Carthaginian 1st Player-Turns Ambush Rules: 
On the very first Spanish Player Turn that player may order the two oxen wagon units  
and up to three other units (including the attached chief leader if that Auxillia unit is 
ordered). The Spanish Medium Cavalry may not be ordered on Spanish Turn 1. Spanish 
units/leaders (including the oxen wagons) ordered on Turn 1 may also be ordered on Turn 
2  thereby showing the shock effect of what is essentially an ambush.  
On the very first Carthaginian Player Turn that player may order any two units, but may 
not order any Carthaginian Barca son or Hamilcar or the Carthaginian Heavy Cavalry 
unit. 
Note that no die roll is made to determine the number of orders available to order 
leaders/units on each Player-turn 1 for either side. The die rolling for orders starts only on 
the second player-turn for both sides.  
 
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 or 
impassable terrain 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—“Outflanked” 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.  

 
Special Units & Rules:  
Spanish Oxen Carts: ( represented by  2 block Chariot units see below for special rules) 
a) Spanish Oxen Carts may only move one hex maximum when moving and may only 

enter clear hexes or close-combat attack into clear terrain hexes when ordered. 
b) The only way to inflict hits on Spanish Oxen Carts is to engage them in Close 

Combat or Battle Back and roll the matching “red’ symbol. Spanish Oxen Carts are 
totally immune to Carthaginian Missile fire— Spanish Oxen Carts totally ignore any 
Flag hits inflicted on them—Flag results are always No effect. 

c) Spanish Oxen Carts normally roll only 2 dice in close combat or battle back, but on 
the Turn 1 Spanish Player-turn they roll 4 dice when atttacking—this is when they 
went up in flames (see Arrian’s account above). Oxen Cart units may not advance 
after combat or make Momentum attacks.   

d) The Carthaginian Player scores no Banners for eliminating Oxen Cart units. 
e) Ordered Spanish units may move, and retreat/evade through their own oxen cart units 

where possible. 
 



Carthaginian Balearic Slingers: The Carthaginian Light Slinger unit hits on swords when 
missile firing at any Spanish foot units (i.e. all but Medium Cavalry and Ox carts).They 
also hit on swords when battling back. 
 
Elite Numidian Horse: The Carthaginian Light Cavalry may move a maximum of two 
hexes when ordered and only retreats two hexes per Flag result inflicted on them. They 
hit on swords in both close-combat and battle-back.  
 
Medium Infantry: Both sides Medium Infantry may move when ordered exactly like 
Auxillia units, but for all other purposes are treated as Medium Infantry. 
 
Special Terrain Rules: 
Semi-impassable & Swollen River Hex Tiles: The River Tiles cannot be retreated or 
evaded into by any unit or leader/Barca son. No Spanish unit/leader may ever enter or 
advance into such hexes—although they could close-combat attack into such hexes at -1 
normal dice, or missile fire normally Only Carthaginian Leader/Cavalry units/Barca sons 
can be ordered in their player-turn to enter such hexes and such units may only be 
ordered in from an adjacent to that river tile move starting hex. Upon an ordered initial 
entry into the river hex immediately roll one die per unit/personage to see if the 
Leader/Cavalry units/Barca sons drowns—(eliminated)--Hasdrubal drowns on a “4-6” 
Hannibal & Hamilcar on a “5-6”. For cavalry units; “1” lose no blocks “2-4” lose 1 block 
drowned “5” lose two blocks drowned “6” unit wiped out (eliminated). Carthaginian 
units located in a river hex may not close-combat, missile-fire or battle-back or conduct 
an ordered move to another river hex. Carthaginian units located in a river hex may exit 
the map. Carthaginian Leader/Barca sons/cavalry units located in a river hex may not 
conduct an ordered move to another river hex. 
 
“Very Rough Ground”: Foot units & Leaders/Barca sons must cease moving when 
entering Broken Ground hex tiles in the scenario—but may attack/battle-back if units 
using the normal Broken ground rules. Cavalry units may not enter/evade or close-
combat attack or retreat into such hexes, they may battle-back or missile fire into such 
hexes.   
 
Exiting the Map: (Carthaginian Player ONLY): 
Carthaginian units/personages that are eligible to be ordered & are located on the 
Carthaginian map edge at the start of their player-turn from A1 to A13 may be ordered to 
exit the map and permanently leave the scenario. Conduct such orders just as if the 
unit/personage was taking a normal move (including expending order(s)) and remove 
them from the map—they are not considered eliminated and may score victory Banners. 
Carthaginian personages that evade successfully off the map are not considered 
eliminated and score normal Banners as if they exited. Flagged Retreats after a close 
combat off-map are not permitted—resolve with the normal rules.  
 
Hamilcar may not voluntarily exit the map (although he could be forced off in an 
evasion) if, in doing so, he would leave behind on the map a Barca son or more than two 
Carthaginian units still on the map at the end of that Carthaginian Player-Turn.  
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