
A Tactical Guide to Infamy, Infamy! 
 
The ancient wargames I played in my youth were typified by a somewhat linear style of game 
where two armies deployed in line of battle and moved to engage an opponent similarly drawn 
up.  There were, of course, variations on a theme, but as a generalisation the ‘real deal’ was the 
fight between the opposing centres where the medium and heavy infantry slogged it out.  This 
could not be described as ahistorical; however, as is so often the case with a wargame, the 
confines of the table, and the generality of a linear deployment from one edge or another, did 
lend itself to the more formal large-scale battles.   
 
When playing Infamy, Infamy! It is important for the players to keep in their mind the fact that 
the game is focussed on a skirmish.  When we look at a Group of eight or ten figures, this is not 
a discrete Legion or warband.  This is a small number of individuals who probably do not think of 
themselves as a unit in any sense of the word but are rather a component part of a larger body.  
For the Romans this is a small, understrength Century or a large patrol.  For the Barbarians, the 
whole force is a single warband or raiding party, what in many more traditional sets of ancient 
rules would be represented by possibly one large base of figures or just a couple of small units. 
 
The reason we wanted to create a set of rules for large skirmishes in the ancient period is that 
we enjoy seeing the detail of the combat.  Where rules for larger battles will assume that our 
Romans are doing their drill, or the Barbarians are feeding more men into the fight, the purpose 
of Infamy, Infamy! Is to allow is to take control of that small details of command ourselves.   
 
Of course, this approach can be quite a surprise for people expecting just ‘another set of ancient 
rules.  It can also be a challenge.  This is entirely intentional.  We want the you to go through a 
learning curve as you discover how best to command your force.  However, we also want to be 
able to help them on that journey.  To that end, we thought we’d produce a series of tactical 
primers, one for each force in the rules, in order to help you on your way.  Here we start with a 
general look at playing the game, following which we will look at each nation in turn.     
 
The Big Picture 
When starting out playing Infamy, Infamy! you are embarking on a journey that won’t just be 
about learning the rules but, more importantly, about learning how to command your force in 
battle.  If you fight your first battle as the Romans you can probably expect to find the Barbarian 
forces, of any nation, a troublesome crowd.  Indeed, for a newcomer the Barbarian forces are 
often the simpler side to learn the game with as they are rather less sophisticated in their tactics.   
 
It is worth recalling that Rome won its wars of conquest not by a series of endless victories but 
by having the greater ability to bounce back from her endless defeats and return to the fray with 
freshly raised forces until they managed to get the victory they sought.  As a Roman player your 
first few games may need you to show the same fortitude.   
 
The key to both sides will be learning what they can and cannot do with Drill and with Barbarian 
Orders.  It will be insufficient to simply ‘get stuck in’ and hope to grind out a victory.  Timing your 



attack will be key and then deciding when to fight and when to break contact to reorganised and 
re-enthuse your men will be just as important as how you perform in battle.   
 
Signa Cards 
Signa Cards are key to both sides as these are the key to unlocking your bets performance.  The 
ability to play these as and when you wish from the very outset does give the players a sense of 
power at the outset of a game; you do quite literally, hold all the cards.  But this presents is your 
first key decision.  Do you spend them quickly to gain an early advantage or do you conserve 
them to play at what you think will be the key moment?   
 
There is, of course, now right or wrong answer to that conundrum, but what is certain is that by 
releasing a couple of Signa Cards into the deck early in the game does mean that you are more 
likely to pick up on some bonuses that you might otherwise ignore.  Having cards in circulation 
means you tend to pick them up and actually use them as they rotate round, whereas jealously 
guarding all of your cards will tend to see some opportunities missed as it is never quite the right 
moment to play them.   
 
In truth, it is highly unlikely that the game will have only one ‘right moment’ and this will become 
increasingly the case as your opponent gets more familiar with the capabilities of their force and 
begins to wield it with more confidence.  That said, burning all of your Signa cards early in the 
game will almost certainly backfire.  As with so many things in life, a balanced approach is likely 
to give you the best result.  So, if you are a barbarian, try to keep two Signa up your sleeve to 
allow you to ambush whenever you choose.  If a Roman, holding on to two or three to hurl pila 
and brace for an attack can be a life saver.   
 
The Empty Battlefield 
Not a phrase much heard when considering the ancient period, but one very pertinent to Infamy, 
Infamy!  Your Romans are often advancing into the unknown in Barbarian lands.  Eyes watch 
them from woods and forests, fleeting glimpses of their foes suggest danger is at every turn.  And 
it is.  Let’s be honest, the jungle (or woods and forests in this case) is NOT neutral.  However, the 
terrain is there to present challenges and opportunities to both sides.  Think about how you can 
use it to get your enemy to do rash things.  Consider how you can use it to work in your favour.    
 
For example, a dense Germanic forest may well present a threat to a Roman Force, but it can also 
protect a flank if it has been secured.  Using your scouts or cavalry to clear key areas of terrain of 
any threat will be an important job for both sides.  Making the right choices in supports will assist 
here.  Remember that terrain near your Deployment Zone will automatically be scouted by your 
forces, expanding the ‘safe’ areas of the table by removing one additional Ambush Point can 
allow you to devise a strategy that minimises your opponent’s deployment options and 
consequently makes them more predictable.      
 
First Steps 
When taking your first steps with the rules we recommend that you read the rules through and 
take a short period of time to get your head around basic mechanisms such as movement and 



combat.  Both these sections see some very simple mechanisms in play.  You roll 2D6 (usually) 
and adjust that for terrain and whatever Order the Romans are in.  For combat, you simply use 
the table to work out the number of dice rolled and then adjust hits for armour.  Simple.  And not 
unlike anything in any other set of rules.  
 
The big area which deserved a couple of readings is the Command & Control mechanisms.  Again, 
these are simple, but there are lots of different choices built into the game that allow you to 
decide how and when your troops will fight.  This section. Is not complicated, but it is nuanced 
due to those choices.  If you feel challenged by that, why not simply play your first game activating 
on your leaders but familiarising yourself with the basic mechanisms of movement and combat 
without using the Signa cards.  It’s likely to be a more brutal ‘in your face’ affair, but it’s not a bad 
starting point.  After that, re-read the rules on Roman Drill and Barbarian Order to see how they 
could have been used and give them a try next time.  The best way to learn a game is with figures 
on a table where the outcomes thrown up are the real ones that actually happen in game play as 
opposed to some hypothetical creations that can be thrown up by a theoretical read through.    
 
Please remember, it is possible to over-think rules.  All of our rules have very simple mechanisms 
at their heart.  If there is something that you need clarification on, don’t dwell on it in the game, 
just take the simplest solution as that will probably be correct, then feel free to ask us for chapter 
and verse.  We are always happy to support our rules as is the broader Lardy community.     
 
 

 
 



The Romans 
 

The Romans are possibly the most sophisticated force on the table in Infamy, Infamy!  They have 
‘skills and drills’ that nobody else has in the form of their Drill Manual; they have the well-
armoured Legionaries who are tough to kill and very tactically flexible with their options of Close 
and Open Order.  However, they are also up against a very tough opponent who has a unique 
weapon in their armoury in terms of Fervour and is also aided, significantly if the Romans are not 
careful, by their intimate knowledge of the terrain as embodied by the system of Ambush 
Points.  Let’s make no bones about it; the enemies of Rome are dangerous if not treated with 
respect. 

Selecting Your Force 
As a Roman, your force is likely to be of high quality and generally ‘better’ than your 
opponent.  However, that will not, by any stretch of the imagination, guarantee you victory.  You 
are likely to be operating in territory which is hostile, even when you control it.  Your opponent 
is much better equipped to take advantage of his superior fieldcraft to outmanoeuvre 
you.  However, you can mitigate this by selecting your force with care.  Selecting a purely 
Legionary force can provide you with a ‘Death Star’ body that is highly effective in combat, but a 
more balanced force including Auxilia, Tribal allies, cavalry or Eploratores will give a much more 
flexible force and will, hopefully, allow you to shut down some of the threatening enemy Ambush 
Points before the game even begins. 
 
Deployment Options 
When deploying onto the table, the Romans need to spend more time considering where the 
enemy could come from rather than where they are.  The Romans have a very efficient force, 
especially if fielding Legionaries, but their quality is a double-edged sword, the enemy likely 
having more men as a result.  As a result, consider terrain when both selecting your deployment 
zone and when actually deploying. 
 
If able to select their deployment zone, the Romans should do so taking into account how much 
of the terrain on the table this will allow them to scout automatically as a result and, if they have 
Ambush Points of their own, how these can be used as part of their battle plan.  In the rather 
extreme example below, we can see that the Roman player, given the choice between the two 
long table edges, can automatically scout far more terrain pieces, possibly all of those edged in 
red, and therefore deny their use to the enemy, if they enter on the top table edge. Even if their 
deployment area was to the left or right on that top edge, the woods on their flank would give 
them a secure anchor upon which to make their initial deployment. 



 

 
 

When deploying onto the table, the Roman player should be aware that his greatest risk is to see 
his force divided and defeated in detail.  Rushing forward your Auxiliaries or tribal allies from an 
Ambush Point to try to snatch your objective early in the game can often appear attractive, but 
it can also gift your enemy some low hanging fruit that he can easily ambush and defeat, leaving 
you on the back foot from the start.  Romans work better when they operate as a coherent force 
where the parts mutually support each other.  In an ideal world they will oblige the enemy to 
fight their best troops, quite possibly the Legion, while their more nimble comrades protect their 
flanks. 

In the image below, we can see that the Romans have deployed the Legion from their ‘perfect’ 
deployment zone between the woods at the top of the table.  This has allowed them to secure 
an Ambush Point in the woods and they have used this to rush forwards their Auxilia, Cavalry and 
skirmishers towards the village, their game objective.  Whilst looking like an apparently large 
force heading for the village, there is real weakness there.  If the Barbarians attack from the 
village and/or the wood that is right off-centre, the Roman cavalry will fight but only for a limited 
time before they fall back to reform.  The Skirmishers will scatter and evade if the Auxilia are 
attacked as they are within 4” of them.  Very rapidly the over-extended Auxilia could well be 



overwhelmed, the cavalry much reduced in effectiveness and the Legion obliged to continue the 
attack with unprotected flanks. 

 
 

An alternative would be to deploy in a more coherent manner as we see below.  Here we see the 
Legion are still in their central position.  The skirmishers have deployed into the wood, 
strengthening the natural protecting that terrain affords, but are still within 6” of the Legion so 
may use them as a Rallying Point of attacked.  The biggest threat to the Romans comes from the 
woods to the right centre and bottom.  By placing both the Auxilia on the flank of the Legion and 
the cavalry refused on their flank, any Barbarian attack from this direction would be risky.  An 
attack from the woods would have to be made frontally on the Legion, with the Auxilia able to 
support with javelins as the enemy charge was made.  If no Barbarian attack was forthcoming, a 
rapid final advance with a ‘Step Out’ could see any threat from these areas negated and the 
Barbarians left with just the village to deploy from.  Shutting down these Ambush Points is 
important, but doing it in a measured and careful manner is much safer than simply running at 
them. But do you have the time?  That will be decided by the scenario. 



 
 
Effectively, what the Romans have done in the second image is to oblige the Barbarians to fight 
on their terms, leading with the Legion, their most effective killing machine and protecting that 
with their more flexible, but weaker, troops as it advanced. 

Before Contact 
When the enemy do appear on the table, the Roman player should be aware that his foe’s biggest 
weapon is Fervour.  Fervour provides the Barbarians with a real hard punch, but possibly more 
important is that it gives them an effective buffer against the impact of Shock.  For the Romans, 
hard to kill as they are, Shock is what will cost them the battle.  In the early stages of battle the 
Romans should focus on reducing or removing Fervour from their enemy while at range.  Even 
simply ensuring that the level of Fervour on the Groups in a Barbarian Mob is at different levels 
will frustrate and limit the Barbarian player’s options.  It is well worth Darkening the Skies with 
missile troops to limit the Fervour your opponent has but be careful not to fritter away all of the 
Signa Cards in your hand as you want to be sure that you can deliver a volley of pila (or two!) 
when the enemy do make their charge to contact. 
 
In Combat 
As we have seen, the Barbarian player’s Fervour is a huge, albeit fleeting, advantage in Close 
Combat.  Whilst Roman Armour can deflect kills, Shock is harder to avoid, especially if fighting in 



Close Order.  The Roman player receiving a Barbarian attack should do all they can to tip the 
scales in their favour in the initial phases of combat where the enemy has that supper-charger of 
Fervour.  Being in Close Order is a big enhancement to the initial defence as it being Braced to 
receive the charge.  But that’s just the start. 
 
At all points in the combat the Roman player will be battling against Shock.  Do not hesitate to 
use Signa Cards to rally off Shock.  Use your drill to Fill Ranks, or use your Triplex Acies if your 
Republican troops can do that, in order to keep the fighting line full and fresh.   As soon as the 
enemy has lost their Fervour, break contact by Punching Shields.  This rallies more Shock and 
gives you a breather to get your men in order.  This is especially valuable if the enemy are winning 
the combat and getting the additional 2D6 for that.  Breaking contact removes that benefit from 
them.  Oh, and don’t forget your Optio at the back.  His ability to hold the formation in. place can 
be a game saver. 

Once the enemy have lost their Fervour you can burst out from Close Order into Open Order to 
really do some damage.  But there is a risk here.  Be careful that you have Filled Ranks and 
reduced your Shock before you come out swinging. 

In a nutshell, the Romans need to keep things tight and fight a disciplined game using their drill 
at all. Times to gain the edge over their opponent.  They cannot allow themselves to be drawn 
out by Barbarians attempting to goad them into doing rash things.  There are, to use rugby 
terminology, no quick and easy breakthrough tries to be scored.  The Romans need to play their 
way through the phases, keeping things tight and tidy as they go.  When done well, the Romans 
can look like a well-oiled machine.  However, the Barbarians always have the ability to throw a 
spanner in the works.  

 



The Britons 
 

The Barbarian nations in Infamy, Infamy! are a varied bunch.  In this tactical guide we will look at 
the Britons, but clearly some of what is included is appropriate for the Gauls and Germans 
too.  That said, I am not going to let all of the Barbarian cats out of the bag in one go.  The guide 
that follows is, as a consequence, focussed on how the Britons specifically can make the most of 
their attributes on the battlefield. 

The Britons are possibly the quaintest force on the table in Infamy, Infamy!, in a ‘collectable tea 
pots and roses round the door’ kind of way.  They hark back to an heroic age where combat was 
about personal bravery and style rather than the industrialised killings of the newcomers from 
Rome.  However, that doesn’t make them a push over.  The have a wealthy aristocracy who are 
well armed, armoured and, potentially, very fast moving in their chariots. 

But how to beat the Romans?  Firstly, like all Barbarians, identify your own strengths and unique 
skills.  These are areas where potentially you have the edge over your Roman foe.  Typically, your 
ability to ambush your opponent stands you in good stead as does the ability to generate, and 
attack with, Fervour.   Let’s consider these. 

Ambushing is not a universal panacea for the Britons.  There is a risk that if you do Ambush your 
troops will not be at an optimal level of Fervour.  Equally, where you can ambush might not be 
perfect for the demands of the scenario and the need for two Signa Cards (normally) may mean 
that the perfect moment could pass you by.  That said, a well-timed ambush can be devastating, 
especially if your enemy presents you with an open flank or a small number of troops that have 
become separated from the main enemy body. 

Fervour is key as it is an antidote to Shock that can be more effective than first glance many 
suggest.  The relationship between Kills and Shock is quite a subtle one.  Whilst Shock can be 
removed by rallying – and the Romans are good at that – any kills have the effect of reducing the 
level at which Shock becomes effective.  Even the odd kill can make a significant difference as it 
makes it more likely that Shock will take its toll.  For the Britons, the ability to attack and have 
the first four, five or six points of Shock inflicted on you cancelled out by Fervour can be a big 
advantage, especially if you can cause a similar number of points of Shock on your opponent.  The 
Romans will start losing combat dice after two points of Shock, potentially, if your Group begins 
with 6 Fervour, they will only begin losing combat dice after a very significant eight points of 
Shock have been inflicted. 

Fervour does, of course, provide another advantage: speed.  A Group or Mob that has Fervour 
adds an inch of movement for each point, whether moving in a controlled or uncontrolled 
manner.  That can be a big advantage and allows you to catch your opponent on the hop if they 
are not being mindful of the speed you can move at. 

 
 



Selecting Your Force 
As a Briton you are fortunate to have access to well-equipped nobles who are fast moving.  Their 
speed, and their ability of all British Warriors to withdraw rapidly from action using chariot 
rallying points, is a key differentiator.  That isn’t to say you should select chariots for all of your 
Warriors, but giving some the additional benefit will help. 
 
Slingers are your friend and can really add the ‘tin opener’ you need to crack Roman heavy 
armour, whilst other light and skirmish troops are good at keeping up an unrelenting pressure on 
the enemy. British light cavalry may look weak in combat, with their likelihood to retire after just 
one round of combat but this is a self-defence mechanism rather than a penalty.  It should allow 
you to make two or even three darting attacks on top of using their missiles, especially if they 
have a named Leader attached.   What’s more, the cavalry will be good at screening your Ambush 
Points from nosy Romans if they come poking about. 

Deployment Options 
When deploying onto the table, the Britons Should try to maximise their opportunities by 
minimising those of the enemy.  Look to dominate the areas of terrain, especially woods, that 
will give you the longest reach and the most wide-ranging options; ideally with forces on the 
enemy flank at some point. 
 
Ambushing, as mentioned can be a great option, but is unlikely to be the way to go for all of your 
force.  Often refusing to deploy anything other than skirmish troops at an early stage, keeping 
your Warriors hidden, can be a good way to harass the Romans and try to get them to over 
commit.  The nature of the card driven activation and variable movement means that keeping a 
perfect formation is never as easy as it sounds (quite rightly we think!) and keeping your troops 
off the table can give your opponent time to make errors that you can exploit. 

Having said that, don’t forget the unique skirmishing skills that your Noble Warriors have from 
their chariots. These attacks, with five D6 per Warrior Groups can chip away at the Romans whilst 
also raising your men’s Fervour.  Ambushing from chariots gives you no distance advantage over 
foot Warriors, so using them to precede the main action, hopefully drawing out the enemy to 
chase them off is a valid tactic. 

Before Contact 
You shouldn’t expect a lot from missile troops in Infamy, Infamy!  Their effect is never going to 
be to see Romans falling like ninepins, but just reducing a Group of Legionaries by one man is a 
major win as this reduces the bar for Shock to take effect, as discussed above.  Shock is relatively 
easily rallied by the Romans, but if your missile troops can oblige them to burn a Signa Card or 
two this will reduce their tactical nimbleness, even if only temporarily.  Using your missile troops 
to get the Romans to put their shields up just before making an attack with Warriors will at least 
burn a Signa Card.  Look for small tactical wins like this to sap your opponent’s command and 
control superiority. 
 



As with Hannibal at Cannae, be aware that the enemy’s flanks are their weak spot.  You cannot 
stand toe to toe with the Legion and win unless you have lots of men and lots of luck, so only do 
so when you have stacked the odds in your favour.  This may be when you have whittled them 
down with missiles or it may be when you have manoeuvred them into a position which favours 
you.  In the following image, the British Warriors have deployed from the village having seen the 
Romans approaching.  The Leader raising Fervour is a real signal of intent and the Romans have 
wheeled round to face the threat.  This, of course, opens them up to an ambush from the wood 
on their flank.  In the cold light of day this is a pretty basic error, but this example is simplified to 
make the point.  In the heat of battle we all tend to focus on what we can see and luring your 
Roman opponent into making a move that leaves them exposed to such an attack puts you in a 
strong position.  A flank attack, even by one Group from the wood, would break the Roman 
Formation; follow that up with an attack from the Mob by the village and the Romans will have 
a real fight on their hands.  Again, this is reinforcing the point that it suits the Romans to keep 
things in lines of battle, but chaos and disorder suit your style of fighting much more.  Don’t think 
in terms of lines of battles; this is a skirmish. 

 
  

Of course, the Romans are not always going to walk into your trap, so it could be that you need 
to accept a toe to toe head on fight with the Romans in the short term in order to get a flank 



attack in a more conventional fashion. The pretty obvious ambush from the left of the image 
below is a dream situation.  However, the attack from bottom right is more achievable. It will 
take longer to achieve and it is unlikely that you’ll be able to add Fervour as speed will be of the 
essence, but warriors with ample Fervour should be able to hold the Legion for long enough to 
allow their comrades to manoeuvre round, especially if they have no supports close to hand.  If 
the fresh Mob fails to make contact before the original one is defeated it will, at the very least, 
be able to make a fresh attack immediately, thereby keeping the Romans under pressure. 

 
Of course, both examples above are extreme in that there are no Roman supports shown, but 
this only emphasises the importance of the other Barbarian tactics of destroying the low hanging 
fruit early on.  If they can draw out the allies, Auxilia or cavalry and hit them hard without getting 
entangled with the Legion, this will severely dent Roman morale before the “First XV” get a 
game.  That in itself can dent the Roman Force Morale but also the morale of the person playing 
the Romans.  I know.  I’ve been there! 

In Combat 
Fervour is a huge advantage at the start of any Close Combat, but it is fleeting.  By all means go 
toe to toe with the Romans, but once that Fervour burns off do not hesitate to use the Break 
Contact order to disengage and rally back.  If you are using Chariots as a Rallying Point, position 
them so you can break off but allow other fresh Groups to continue the fight. 



 
With the Roman ability to strip off Shock relatively quickly, it is critical to give them no respite. 
This doesn’t mean grinding your troops into the Ground.  However, it does demand constant 
pressure on the enemy.  When one Mob breaks off send in anything to keep up the fight.  A 
darting attack from light cavalry with javelins and then a quick round of close combat can actually 
tip the scales in your favour, especially if you can then back that up with a charge from some 
fresh Warriors.  As you pull Groups out of combat, rally off the Shock and get Fervour back on 
them.  Even a couple of points gets them the additional dice combined with a Ferocious Charge 
and that is enough to see them get back onto the fight again.  Your ten-man Groups give you the 
ability to take some damage whilst remaining above that 50% strength mark.  Again, that’s 
something that the Romans don’t have. 

Remember that the Roman player will be battling against Shock.  Don’t worry about the kills, they 
take care of themselves, just look to mass up sufficient Shock to send the enemy running. 

In a nutshell, the Britons need to harass the enemy to encourage them to make errors and over-
commit their supports.  If they can isolate the Legion and attack their flanks then the Romans are 
in trouble.  Once combat is joined, ensure that the pressure is relentless but don’t expect any 
one Group or Groups to do all the heavy lifting.  Keep rotating your fighting forces to make the 
most of Fervour. 

  

 



The Germans 
 

If the British represent a by-gone age of heroic warfare, the Germans in Infamy, Infamy! are the 
embodiment of Rome’s worst nightmare.  Wild, untamed, brutal and coming to get you!  The 
Germanic tribes were the product of an extraordinarily harsh existence; living as they did in a 
wilderness that had barely been touched by man’s hand and in tribal groups that were 
perpetually at war with each other as they competed for what minimal natural resources the land 
could provide. 

The Germans are poor, with a very small military elite that are ill-equipped due to lack of 
resources and the absence of a manufacturing capability that could provide the metal armour 
and weapons enjoyed elsewhere.  As a result, even their warrior elite are still dressed in hides 
and rudimentary armour taken from their foes.  However, primitive as they appear, they are a 
people who have through necessity had to fight to survive and are a tough opponent as a 
result.  It would be fair to say that, as Barbarians go, the Germans are the BIG Barbarians. 

As with the Britons, a player fielding Germans needs to play to their strengths and skills.  Unlike 
the Britons, the lack of armour and chariots means that they lack, at first glance at least, a fast, 
hard hitting core to their army.  However, do not despair.  The ability to ambush and to generate, 
and attack with, Fervour can give them an edge over their Roman opponent and actually makes 
them a great force to start playing Infamy, Infamy! with as they oblige you to focus on the key 
Barbarian traits.  What’s more, and this is ABSOLUTELY KEY, the woods and forests of Germania, 
as generated by the terrain generation system, provide them with a much tougher battlefield for 
the Romans to fight on.  Placing terrain is such a way that breaks up the table and channels the 
Romans down narrow paths where they cannot form a solid line of battle will give you a greater 
opportunity to ambush and a greater opportunity to use terrain to dominate the 
ground.  Arminius did precisely this when he defeated Publius Quinctilius Varus and his three 
Legions in AD 9 and you should look to his example to find the key to German success. 

More so that the Britons, Ambushing is the Germans greatest tool.  Even areas of marsh can hold 
large Mobs when support options such as Arminius’ Wall are chosen.  Seemingly dense forests 
are penetrable when the Secret Way is used.  Do not overlook these options as the Romans will 
be very keen indeed to manoeuvre with their flanks protected by dense terrain.  A well-timed 
ambush through what appeared to be heavy terrain can be devastating, especially if that results 
in hitting a flank. 

More than. for any other force, Fervour is key for the Germans as not only is it an antidote to 
Shock, it is the means that the largely foot army of Germans can move with enhanced speed.  This 
will be far more likely to reap dividends than trying to rely on Foot Cavalry operating with 
Germanic Cavalry as whilst their mobility is impressive, they are not likely to be present in 
sufficient numbers to move large bodies of Warriors rapidly.  As a result, building up Fervour to 
the highest possible level will be key for the Germans who will find it important to ensure that 
they are the ones launching the charge to contact rather than receiving a charge from the 
Romans. 



As with the Britons, the ability to attack and have the first four, five or six points of Shock inflicted 
on you cancelled out by Fervour can be a huge advantage, especially if you can cause a similar 
number of points of Shock on your opponent.  As we said yesterday, the Romans will start losing 
combat dice after two points of Shock, potentially, if your Group begins with 6 Fervour, they will 
only begin losing combat dice after a very significant eight points of Shock have been inflicted. 

Selecting Your Force 
The Germans need to compensate for their lack of quality with quantity and the ability to deliver 
a hard punch.  Focus on Warriors but seek out Fanatics as a means to land an early blow before 
your main body makes contact. The terrain should give you lots of opportunity to launch an 
ambush from relatively close quarters. Preceding this with a Group that can ambush with a full 
six points of Fervour and that will fight to the death to cause maximum damage will greatly 
enhance the chance of an immediate follow up attack with a strong Mob breaking a Roman 
Formation 
 
Slingers are always good as they can negate the strongest armour but javelin armed skirmishers 
are also good at frustrating the enemy by getting in their faces and evading away when chased.  If 
you can break up a coherent Roman advance by drawing out some of their troops to make 
impetuous attacks, then sacrificing a low value skirmisher Group to do so is a good return on 
investment, especially if they chip off the odd Legionary as well. 

German cavalry is relatively slow due to poor mounts (they can’t Step Out), but they are 
aggressive and can operate with Foot Cavalry.  If you have the choice of two support options the 
same, a couple of these can give some surprising mobility to some of our Warriors and the cavalry 
are more than capable of preparing the way with a charge of their own. 

Deployment Options 
When deploying onto the table, the Germans should not be afraid to lure the Romans into a 
landscape heavy with terrain.  Refusing to deploy until your opponent is deep into your territory 
will allow the enemy time to make errors and straggling units to emerge due to the card 
activation system making it likely that not all Groups activate every turn.  The Romans can, of 
course, play their Signa Cards to try to ensure a more co-ordinated advance, but that means they 
may not have them available at that critical moment when you decide to launch your 
attack.  Choose your moment with care and don’t be afraid to snap up small, isolated enemy 
Groups, especially if they try to shut down Ambush Points and are isolated when doing so. The 
more you can nibble at the edges of the enemy force, hopefully getting some small wins in this 
way, they more you tip the scales in your favour. 
 
In the following image we see a Roman force drawn up in what we described as their ideal 
formation.  But the terrain here is much denser.  That force simply cannot continue it’s advance 
in that neat fashion.  Some Groups or Formations will be obliged to take the lead, others will have 
to follow.  What is more, the troops following will find it difficult to rush to support other being 
attacked as the heavy terrain will slow them down.  This is why selecting some light or allied 



troops is so important for the Romans and that is also why it is critical that you try to dispose of 
them before taking on the Legion, if you can. 

 
 
Before Contact 
Choose your time with care.  If you are not ambushing then you’ll need two or three turns to get 
your fervour up to a good level.  Remember that controlled movement is best used up to the 
moment that you send the attack in.  Whilst you can stream across the table very rapidly in an 
Uncontrolled Mob, if the enemy attacks you he can well hit your Mob piecemeal rather than as 
a body where the Groups can offer mutual support.  If you need to reform a Mob that has moved 
in an Uncontrolled manner, you can’t simply move back into contact in order to reform, you need 
the Leader to issue a ‘To Me!” Command and that takes time and saps Fervour.  Moving as a 
Controlled Mob should still be rapid enough if you have built up enough Fervour, so save 
Uncontrolled movement for the final pell-mell charge to contact if you possibly can. 
 
Missile troops are a good way to chip away at the Romans if you have space.  Just reducing a 
Group of Legionaries by one man is a major win as this reduces the level at which Shock will take 
effect.  As we have seen before, Shock is relatively easily rallied by the Romans, but if your missile 
troops can oblige them to burn a Signa Card or two this will reduce their tactical nimbleness, even 
if only temporarily.  Using your missile troops to get the Romans to put their shields up just before 



making an attack with Warriors will at least burn a Signa Card.  Seek out small tactical wins like 
this to sap your opponent’s command and control superiority. 

In Combat 
Fervour provides a huge advantage at the start of any Close Combat, but it is fleeting and burns 
out fairly rapidly.  Once Fervour burns off, your Groups are at a huge disadvantage due to their 
lack of armour, so don’t be tempted to slug it out.  Use the Barbarian Command to ‘Push Up’ 
fresh Groups early and then use the Break Contact order to disengage and rally back as soon as 
Fervour disappears.  If you have Wailing Women serving as a Rallying Point this will allow you to 
hang in the fight for a little longer but be sure to have other Groups ready to feed in.  Note 
here:  Wailing Women should remove two points of Shock from each Group when you fall back 
on them.  That is one for the Errata I’m afraid. That’s good news for you! 
 
Your German Warlord is the Bravest of the Brave, see the special characteristics, so he will be in 
the front rank of any fight.  Use his Warlord ability wisely to maximise your combat dice BUT 
remember that your lack of armour will make him taking a hit more likely. 

With the Roman ability to strip off Shock relatively quickly, it is critical that German force gives 
them no respite but keep constant pressure on the enemy.  With the German emphasis on foot 
Warriors as their main strike they are well advised to try to isolate one part of the enemy force 
and overwhelm that.  Even better, deal with any Roman light or cavalry Groups first and allow 
your force to focus on the main enemy body.  If you can get two mobs operating as two fists, 
hitting first with the left and then the right, the Romans will be hard pressed to withstand the 
pressure.  Your ten-man Groups give you the ability to take some damage whilst remaining above 
that 50% strength mark, something you need to keep your eye on as well as the levels of Fervour 
and Shock. 

In short, the Germans need to use the terrain to their advantage; harass the enemy to encourage 
them to make errors and over-commit their supports.  If the enemy force can be broken down 
with each part attacked in detail the Germans can overwhelm the enemy with a series of hard 
hitting attacks that break off only to rally again and attack full of Fervour.  Keep rallying back and 
then keep coming on again with renewed Fervour. 

 



The Gauls 

Before the Romans met the Germans the big bad wolf of their history was the Gauls.  If the 
German raiding along the Rhine was bad, the Gauls had topped that by some distance by sacking 
Rome itself in 390 BC, or thereabout, when Brennus, the Gallic leader, coined the term ‘Vae 
Victis’. 
 
In their hatred of the Gauls, the Romans went out of their way to present them as barbaric, but 
in truth Gallic society was an advanced modern civilisation with large urban centres, advanced 
metalworking skills and a semi-feudal nobility as well as a social infrastructure which would have 
been recognisable in Europe a thousand years later. 

The social hierarchy of Gallic society meant that a class of Noble warriors displayed all the 
trappings of their wealth.  High quality armour and weapons as well as often fighting mounted 
on horses with their stewards accompanying them to provide remounts and additional 
weapons.  This gives the Gauls a speedy, hard-hitting core to their force that, whilst somewhat 
brittle due to small Group sizes, is both capable of snapping up any Roman Groups that over-
extend themselves as well as delivering an effective attack on the toughest troops when 
required.  Don’t look on the requirement for cavalry to withdraw after one or two rounds of 
combat as a negative; it is actually a self-preservation mechanism there to protect them and 
allow them to keep returning to the fray afresh. 

Like all Barbarians, the Gauls need to play to their strengths.  The terrain there are fighting in is 
likely to be more open than the Germans, but that suits their noble cavalry.  As a result, ambushes 
are less of a primary weapon but should not be ignored as they can still provide a very effective 
weapon. 

Fervour is clearly still the key to defeating the enemy.  As we have seen, the ability to attack and 
have the first four, five or six points of Shock inflicted on you cancelled out by Fervour can be a 
huge advantage, especially if you can cause a similar number of points of Shock on your 
opponent.  It is well worth reading all if the tactical guides as the more general comments 
regarding the Britons and Germans will largely apply to the Gauls.  Check out the Romans too: 
know your enemy! 

Selecting Your Force 
The Gauls have probably got one of the nicest choice of support option available to them.  Due 
to their wealthy culture they can hire mercenaries, either British or Germans, but their force 
compositions give them a quite specific choices to make, namely do they want to fight primarily 
as a mounted or foot force.  If they prefer mounted, then the ability to choose either Noble or 
tribal cavalry will give them the ability to create a highly mobile force that can swirl about the 
battlefield, rushing in and attacking with javelins or attacking and fighting before disengaging to 
rally back, ideally onto waiting stewards.  This type of battle is difficult for the Romans as they 
are unlikely to have sufficient mounted troops to counter this approach.  However, brittle as 
cavalry are, be aware that one bad round of combat can see a cavalry Group much reduced in 
effectiveness. 



 
The alternative, choosing a predominantly foot force to do the heavy lifting, still gives you lots of 
choices.  Don’t forget the Fanatical warriors who are great at breaking the cohesion of a Roman 
force and if you want more warriors consider the Ambaxtoi as their medium armour and elite 
status makes them a very tough opponent. If you need to sacrifice points elsewhere the 
Woodman archers are a good choice as long as you have some good terrain to stick them in. 

Deployment Options 
When deploying onto the table, the Gauls should consider the terrain.   As with the Germans, 
refusing to deploy until your opponent is deep into your territory will allow the enemy time to 
make errors and straggling units to emerge due to the card activation system.  However, with a 
mounted force deploying early and using your javelins to harass the enemy, even those of your 
Mounted Warriors, will hopefully frustrate the enemy, obliging them to use Command Initiative 
to rally off Shock.  One key point here.  A Roman Centurion with three Command Initiatives can 
advance very effectively, beginning his move in Close Order, opening out into Open Order, 
moving swiftly as a result and then changing back into Close Order at the end of his 
movement.  He cannot do that without burning Signa Cards if he has to rally off even a single 
point of Shock.  Harassing the enemy is well worth it even if the victories gained from it appear 
small. 
 
Choose your moment of deployment carefully, whether with foot or mounted troops.  As with 
the Germans, try to snap up small, isolated enemy Groups, especially if they try to shut down 
Ambush Points and are isolated when doing so.  If you are using a force with ample cavalry you’ll 
probably want to decide how to use the combination to best effect.   A cavalry fight before 
launching your foot troops into the fray can be good as it allows the mounted troops time to rally 
off Shock before going in again. That said, keeping your cavalry bac to launch a coup de grace can 
be very effective, especially if your main foot force is the tough Ambaxtoi who are likely to leave 
the Romans chewed up after their encounter. 

Before Contact 
As with your German neighbours, remember that controlled movement is best used up to the 
moment that you send the attack in.  Whilst you can stream across the table very rapidly in an 
Uncontrolled Mob, if the enemy attacks and hits your Mob piecemeal, rather than as a body 
where the Groups can offer mutual support, you will be in all sorts of trouble.  Reforming a Mob 
that has moved in an Uncontrolled manner is not quick or simple.  Your Leader will need the 
Leader to issue a ‘To Me!” Command and that takes time and saps Fervour.  Moving as a 
Controlled Mob should still be rapid if you have built up enough Fervour, so save Uncontrolled 
for the final charge to contact when the ability to ‘change shape’ as you move will hopefully give 
you some tactical choices. 
 
As always, missile troops are a good way to chip away at the Romans.  In Gaul you’re likely to 
have space to give these troops a good field of fire so deploy them early and focus on the Legion 
if they are present.  As we have seen before, Shock is relatively easily rallied by the Romans, but 
if your missile troops can oblige them to burn a Signa Card or two this will reduce their tactical 



nimbleness, even if only temporarily.  Using your missile troops to get the Romans to put their 
shields up just before making an attack with Warriors will at least burn a Signa Card.  Seek out 
small tactical wins like this to sap your opponent’s command and control superiority. 

In Combat 
Fervour is, as always, a major advantage at the start of any Close Combat, but it is fleeting and 
burns out fairly rapidly.  Once Fervour evaporates off, your Groups are at a huge disadvantage 
due to their lack of armour, so don’t be tempted to slug it out.  Push up fresh Groups early and 
then use the Break Contact order to disengage and rally back as soon as Fervour disappears.  As 
soon as you disengage, this is when to throw in another attack.  With Noble cavalry this can be 
fast and hard hitting, so try to keep your forces in a position where they can mutually support 
each other.  With the Roman ability to strip off Shock relatively quickly, it is critical that any 
Barbarian force gives them no respite but keep constant pressure on the enemy. 
 
In summary, the Gauls must harass the enemy to encourage them to make errors and over-
commit their troops.  If the enemy allow Groups to come loose from their main body they can be 
snapped up and disposed of.  Cavalry are extremely good at this as their hit and run approach 
allows them not only to get into contact but get out again before any enemy reinforcements can 
arrive.  Ultimately, taking on the enemy’s main body will demand a coordinated approach where 
two or more blows by fresh troops are launched in waves. 

 
 

 
 
 


