Hannibal –Increased Realism

Introduction Hannibal is rightly considered to be a classic game. Nonetheless, it has some problems from the point of view of realism. Most significantly, the war tends to be waged only in 1 area at a time usually Italy, while historically, the war was fought simultaneously in Italy and Spain. 

Please send your questions or comments to Roger Cooper, RogerCoop@aol.com.

Avoiding Battle All generals may avoid battle and pursue on a roll of 1-5. You can avoid battle into a space with an enemy PC or Walled City, but you must remove 1 CU.

It was difficult to force a battle in ancient times.

Carthaginian Sieges Carthage does not receive a –1 penalty on sieges. However, a 1 Op card can’t be used for a siege. The Carthaginian Siege Train is not used.

The difficulty Carthage had with sieges is hard to explain. They conducted many sieges in other wars. My impression is that Hannibal relied on cavalry and mobility and was reluctant to engage in sieges

Carthaginian Siege Train Card Treat as a “Battlefield Stratagem” draw 2 battle cards immediately. Playable by either player.

The card is superfluous with the change in the siege rules.

Citadel in Tarentum If the Carthaginians take Tarentum by using the Traitor in Tarentum card, the Carthaginian player must discard an operation card of his choice. If the Carthaginians have no cards left, they take 1 less card next turn.

The Roman garrison held out in the citadel, requiring major efforts to defeat.

Cities in Combat Receive 1 extra BC if there is a friendly walled city in the battle space.

This reflects both city garrisons and the logistical advantages of a nearby city

Leader Abilities

Fabius Has a SR of 1 for non-combat movement. If activated with 1 or 2 card, he can’t move into a space containing enemy units and must retire before interception.

Hanno Same as Fabius. He loses his special ability to remove PC’s.

Varro Always pursues successfully

The enhanced ability to avoid battle makes the abilities of Fabius & Varro irrelevant. The ability to remove PC by expending MP, makes Hanno’s ability less useful.

Massalia Massalia counts a normal province for victory purposes. 

Massalia was a major city, which could have been an important battleground.

Naval Bases If Massalia is controlled by the Carthaginians; Carthage receives a –1 on all naval moves. If Tarentum is controlled by the Carthaginians, Carthage receives a –1 on all naval moves. If New Carthage is Roman-controlled, Carthage receives a +1 on all naval moves. If the Carthaginian naval modifier is –3 or less, the Romans can no longer amphibiously move to Africa or Spain (they may move out).

These cities were important naval bases.

Province Controls and Cities To control a province, you must control all walled cities, as well as a majority of the spaces

Walled cities were the military, political and economic centers of the province.

Removing PC’s during movement You may remove an enemy PC in a non-walled space containing a leader and at least 1 CU by expending 1 MP, or place PC’s uncontrolled spaces for 1 MP. To replace an enemy PC with your PC takes 2 MP.

A hostile army marching through inherently disrupted control

Revolts Revolts can only be played in enemy-controlled provinces. In addition to removing enemy PC’s, you may place 3 PC’s of your own. Notes about specific cards

1. Revolt in Syracuse is not discarded after use. Syracuse can revolt back.

2. Cards that require the loss of provinces as triggers (Revolt in Capua, Volones, Grain Shortage) do not require Carthaginian control of the province(s), the loss of Roman control is sufficient

3. Revolt in Celtiberia affects Idubeda if played by the Romans

4. Capua can not revolt back. If Capua revolts and is recaptured by the Romans, its walls are torn down and it becomes an unwalled space.

5. Capua or Syracuse will not revolt if there are 3 CU’s of the controlling player in the space, 

Revolts were serious business, usually requiring that an army be dispatched. You may wish to forestall revolts with garrisons.

Roman Aggressiveness Roman leaders (except Fabius) must make a caution check before avoiding battle or retiring before interception, if they have at least 5 CU’s. To make such a cautious move, roll D6 <= the number of Roman defeats in major battles (any battle with a Roman leader and at least 5 CU’s). Therefore after 6 defeats, this rule has no effect.

There is no penalty for a failed caution check. You must still make a regular avoid battle roll, even if the caution check succeeds. No caution check is required to retreat from a battle.

The Romans were extremely aggressive in the early part of the war, causing a number of serious defeats)
Spanish Tribes There is a pro-Roman tribe at Ilerda and a pro-Carthaginian tribe at Salamantica.

This reflects the resistance both sides faced in Spain.

Siege Interference If there is an enemy CU adjacent to the besieged city, (not across a pass or strait) you receive a –1 on a siege roll. 

It was difficult to conduct a siege with an enemy army in the vicinity. The Romans can use this to disrupt Carthaginian sieges.

Truce A truce lasts at least 2 card plays (total for both players) not counting the truce card itself. You may end the truce during your move by conducting any action that violates the truce, but you must immediately remove 2 PC’s.

The original rule was always confusing.

Victory Conditions To win, you must control at least 2 more provinces than your opponent at the end of a game. Otherwise, the result is a draw

A draw result was a distinct possibility. If the Carthaginians make no effort to invade Italy, they have no chance of winning.

