
BACKGROUND
Strength & Honour is a great stand-alone game for 
playing on a club night or evening with friends, but 
you can also take a more immersive trip into history by 
playing out a campaign.  Of  course, we can all make up 
something appropriate, but the game really comes into 
its own when we scan the histories to create a series of  
encounters featuring some of  the great commanders of  
ancient world; and what greater commander than Julius 
Caesar himself.
 
THE BIBRACTE CAMPAIGN
The Bibracte Campaign is based around three 
engagements that can be fought out in succession. 
Beginning with the River Arar scenario, these can be 
played out over a number of  evenings or, if  you are very 
enthusiastic, over a single day. 

The first scenario is fairly small although slightly 
unconventional and will give you a sense of  how the 
units move, manoeuvre and battle. The later battles 
build on these initial forces to culminate at Bibracte in 
Scenario Three. 

Scenario Two, “Caesar’s Gamble” is a potential ‘what-if ’ 

scenario that never actually happened but might have. 
You may wish to reduce the campaign just down to 
Scenarios One and Three if  you want to play the purely 
historical engagements. 

I’d thoroughly recommend you to read up on these 
battles using Caesar’s Gallic Wars to develop a better 
understanding of  their context and who know,s you 
could do better than arguably (at least in his own 
opinion) the greatest commander of  the ancient world!



Scenario One 
River Arar, 58BC 

Background
The Helvetii tribe had attempted to migrate into Gaul at 
the start of  58BC causing concern among several tribes 
who were aligned politically with Rome. In response to 
calls for help from the Gallic Aedui Tribe, Caesar marched 
with his Legions to attempt to stop this massive migration.  
 
In an attempt to stop the Helvetii, the Romans destroyed 
the bridge over the River Rhone and built a huge, fortified 
line to deter any further territorial encroachment. As a 
result, the Helvetii were funneled towards the River Arar.  
 
By the time Caesar’s Legions arrived, most of  the Helvetii 
had managed to cross, but their rear-guard, largely made 
up of  the Tigurini, was caught strung out and off-guard. 
 
The Tigurini and Rome had met before when the tribal army 
had defeated Rome a generation earlier in 107BC, killing 
a consul and Piso.  This was a particularly personal matter 
for Caesar as Piso was a relative and, as a consequence, 
Caesar was keen to extract revenge for this humiliation. 

The River Arar provides us with a simple and small 
introductory scenario and is an ideal way to learn the 
basics of  the rules without committing to building 
huge armies. The scenario is somewhat weighted in 
the Romans favour and is ideally suited to solo play. 

Terrain
At one end of  the board is the River Arar. There is a 
Ford that takes up the four terrain squaresat its central 
point.

The Roman deployment area at the bottom of  the 
map  is a wooded are from which they will deploy.   

Deployment
The Roman Deployment Zone is just  four squares 
below the left flank of  the Tigurini column which 
is advancing towards the Ford.  The Romans start 
the game concealed in the treeline of  the woods, 
having marched overnight to ambush the tribesmen. 

The Tigurini have a restricted Deployment Zone and 
must deploy all of  their Units facing towards the River 
Arar. Unlike in most normal games, the Tigurini baggage 



The game lasts for twelve turns until nightfall stops any 
further action.
 
Roman forces are led by Caesar who has two Generalship 
Points and begins with three Command Points before 
he consults the auguries. 
Points Value:  48 points
Army Break Point: 13

wagons are placed in the same way as a normal unit. 
This will make it particularly hard for the Tigurini to 
redeploy into an organised battle line, especially with the 
low Manoeuvre score of  their Warbands and Baggage.

The Roman player will need to consider if  it is best 
to attack quickly, potentially breaking up their line but 
hoping to take advantage of  the confused position of  the 
Tigurini, or to advance in a steady and methodical way. 

Unit Movement Combat Manoeuvre Discipline Characteristics Points

VII Roman legion D6 4 3+ 6 Battle training, Drilled 9

VIII Roman legion D6 4 3+ 6 Battle training, Drilled 9

IX Veteran Roman legion D6 4 2+ 5 Battle training, Drilled 11

Numidian Skirmishers D6+1 2/2 2+ 8 Skirmishers, Ranged Attack*1 4

The Tigurini are led by Arleno who has one Generalship 
Points and one Command Point before he consults the auguries.  
Points Value:  35 points
Army Break Point:  15

Unit Movement Combat Manoeuvre Discipline Characteristics Points

Tigurini warband x 3 D6 3 4+ 7 Warband 5 each (15)

Tulingi warband D6 3 4+ 7 Warband 5

Tigurini Cavalry D6+2 4 4+ 7 Cavalry 9

Mobile baggage Wagons x 2 D6-1 3 4+ 7 No charge activations. Do not provide 
support

Free

Special Rules
As this is part of a campaign we include some special 
rules to cover the outcome of the game.  In addition, 
the result will determine how units gain experience 
and progress by adding specific characteristics or 
benefits.

If the Tigurini inflict one Setback Card on the Romans 
for each of their units of baggage wagons that reach 
the River Arar and pass a Manoeuvre Test to cross the 
river at the ford. This represents the Romans losing 
heart as their prey gets away.

Victory conditions
The battle is played until one army breaks or the time 
runs out.

Impact on the campaign
If the Romans defeat the Tigurini, work out the 
experience and recovery for any of the Roman involved 
using the campaign system in the rule book.

Whatever the outcome of this scenario, the Tigurini 

are assumed to be scattered and play no further part 
in the campaign. 

If the Tigurini are able to defeat the Romans, work out 
experience and recovery for the Roman units involved. 
You may add one additional Tigurini Warband unit 
into the next two scenarios. Roll for the experience 
and recovery of this unit if required.



Scenario TWO 
Caesar’s gamble, 58BC 

Background
Following the ambush of  the Tigurini at the Arar, the 
Romans shadowed the rest of  the Helvetii as they 
marched into the lands of  the Aedui. 

Caesar’s scouts reported back the location of  the main 
Helvetii camp, and he was keen to use another ambush to 
defeat the Gauls while they were unprepared. Labienus, 
his second in command, was sent with two Legions to 
seize a hill overlooking the Helvetii camp on their flank. 
Caesar would then advance to engage the Helvetii and, 
on a given signal, Labienus’ force would engage the foe 
in the rear. 

Historically, this battle never actually occurred. Roman 
scouts mis-identified the troops under Labienus as 
Helvetii and, believing Labienus had been cut off  and 
destroyed, Caesar withdrew without engaging.  This 
allowed the Helvetii to march off  untroubled. This 
scenario therefore offers an interesting ‘what if ?’, or, 
more to the point, ‘what SHOULD have happened?’.

Terrain
Labienus deploys his force on the large hill on the Helvetii 
flank.  Whilst the battlefield is shown as relatively open, 
this is a good chance to use the Terrain Table in the 
rules to popular your table with other features.  Use the 
appropriate table for Gaul to select these items.

Deployment
Caesar and Divico take it in turns to deploy their units 
in their Deployment Zone, as outlined in the main rule 
book. Only once all of  Caesar’s army has been deployed, 
should the Roman player deploy Labienus’s command 
in their separate deployment area on the left flank of  the 
Helvetii army. They should be at least six squares away 
from the nearest Helvetii unit.

Caesar will struggle with a divided command that has 
the potential to be defeated piecemeal. However, Divico 
must consider how to avoid being squeezed between 
two Roman forces.

Caesar’s Command Points must be allocated between 
the two parts of  his army to reflect the lack of  



communications between the forces. The rules allow for 
this, suggesting using different coloured dice for each 
force. The two Roman commanders may only use their 
Command Points to support troops under their own 
command.

Roman forces are led by Caesar who has two Generalship 
Points and begins with three Command Points before 
he consults the auguries. 
Points Value:  51 points
Army Break Point: 13

Unit Movement Combat Manoeuvre Discipline Characteristics Points

VII Roman legion D6 4 3+ 6 Battle training, Drilled 9

X Veteran Roman legion D6 4 2+ 5 Battle training, Drilled 11

XI Raw Roman legion D6 3 4+ 7 Battle training 6

XII Raw Roman legion D6 3 4+ 7 Battle training 6

Numidian Skirmishers D6+1 2/2 2+ 8 Skirmishers, Ranged Attack*1 4

The flanking force is led by Labienus with one 
Generalship Point  
Points Value: 27 points

Unit Movement Combat Manoeuvre Discipline Characteristics Points

VIII Roman legion D6 4 4+ 6 Battle training, Drilled 9

IX Veteran Roman legion D6 4 2+ 5 Battle training, Drilled 11

Aedui Skirmishers D6+1 2/2 2+ 8 Skirmishers, Ranged Attack*1 4

The Helvetii forces are led by Divico who has one 
Generalship Points and begins with two Command 
Points before he consults the auguries. 
Points Value:  78 points
Army Break Point: 20

Unit Movement Combat Manoeuvre Discipline Characteristics Points

Superior Helvetii Warband D6 4+ 3+ 6 Warband 8

Helvetii Warband x 2 D6 3 4+ 7 Warband 5 each (10)

Tulingi warband D6 3 4+ 7 Warband 5

Rauraci warband D6 3 4+ 7 Warband 5

Latotrigi warband D6 3 4+ 7 Warband 5

Helvetii Skirmishers D6+1 2/2 2+ 8 Skirmishers, Ranged attack*1 4

Helvetii Cavalry x2 D6+2 4 2+ 7 Cavalry 9 each (18)

Tigurini Warband D6 3 4+ 7 Warband 5

Boii Warband D6 3 4+ 7 Warband, Frenzied 6

Wagon laager N/A 3 NA 7 Fortified Baggage, Immobile 3

Victory conditions
The battle is played until one army breaks

Impact on the campaign
Work out experience and recovery for all of the Roman 
and Helvetii units involved using the campaign system 
in the rule book.  If any units are forced to miss the 
next battle, they are unable to fight in Scenario Three, 
Bibracte.

If either general is slain outright they are replaced by 

a deputy who will have just one Generalship Point for 
the next, final, battle.

Increase the Army Break Point of the winning army by 
+1 for the next scenario.



Scenario Three
Bibracte, 58BC 

Background
Short on corn, Caesar has been forced to retreat towards 
the oppidum of  Bibracte where he hopes the Aedui can 
supply his men with food. The Helvetii sense that the 
Romans are retreating and give to chase  Caesar’s army.  
 
Under pressure, the Romans decide to halt and fight 
a pitched battle against the Helvetii on a hillside just 
outside of  Bibracte.

Terrain
The Roman force deploys on a very large hill that should 
be wide and deep enough to accommodate the entire 
army.  A smaller hill opposite represents the Helvetii 
Deployment Zone.

Deployment 
Deploy is undertaken as outlined in  the main rule book.  
However, the Helvetii have a flanking force that is not 
initially deployed on the table.  This flanking force may 
be activated any turn from Turn 3. Use the rules for a 

Flanking March in the Ruses section of  the main rules.  
This covers how they are activated and when they may 
arrive.  They may deploy from the table edge to the right 
of  the Roman force, as indicated by the blue solid line 
on the map below.



Roman forces are led by Caesar who has two Generalship 
Points and begins with three Command Points before 
he consults the auguries. 
Points Value:  87 points
Army Break Point: 18

Unit Movement Combat Manoeuvre Discipline Characteristics Points

VII Roman legion D6 4 3+ 6 Battle training, Drilled 9

VIII Roman legion D6 4 3+ 6 Battle training, Drilled 9

IX Veteran Roman legion D6 4 2+ 5 Battle training, Drilled 11

X Veteran Roman legion D6 4 2+ 5 Battle training, Drilled 11

XI Raw Roman legion D6 3 4+ 7 Battle training 6

XII Raw Roman legion D6 3 4+ 7 Battle training 6

Aedui Skirmishers D6+1 2/2 2+ 8 Skirmishers, Ranged Attack*1 4

Numidian Skirmishers D6+1 2/2 2+ 8 Skirmishers, Ranged Attack*1 4

Cavalry D6+2 4 2+ 7 Cavalry 9

Fortified Camp NA 3 NA 7 Fortified Baggage, Immobile 3

The Helvetii forces are led by Divico who has one 
Generalship Points and begins with two Command 
Points before he consults the auguries. 
Points Value:  84 points
Army Break Point: 20

Unit Movement Combat Manoeuvre Discipline Characteristics Points

Superior Helvetii Warband D6 4+ 3+ 6 Warband 8

Helvetii Warband x 2 D6 3 4+ 7 Warband 5 each (10)

Tulingi Warband D6 3 4+ 7 Warband 5

Rauraci Warband D6 3 4+ 7 Warband 5

Latotrigi Warband D6 3 4+ 7 Warband 5

Helvetii Skirmishers D6+1 2/2 2+ 8 Skirmishers, Ranged Attack *1 4

Helvetii Cavalry x2 D6+2 4 2+ 7 Cavalry 9 each (18)

Fortified Laager NA 3 NA 7 Fortified Baggage, Immobile 3

Flanking Force
Tulingi Warband D6 3 4+ 7 Warband, Flank March 8

Boii Warband D6 3 4+ 7 Warband, Frenzied, Flank March 9

Victory conditions
The battle is played until one army breaks.

Impact on the campaign
Whoever wins this final battle is the victor of  the 
campaign. Caesar will either have gained a foothold 
in Gaul, or be forced to account for his defeat to the 
Senate!

Some of  the later battles in the scenarios in the main rule 
book follow on directly from the Bibracte campaign. 
You may wish to follow the campaigns of  these same 

Legions through the rest of  the Gallic Wars and indeed 
into the Civil Wars!




