Legion vs. Horde
David Newport

Legion vs. Horde is a fast play Ancients game specifically designed for multi-player club and convention play.  Each player takes one or more leaders on the tabletop as his personal representations.  A random chit draw then drives the game, giving first one leader and then another a chance to develop the game and take advantage of opportunities which occur on the field of battle.  Initially armies deploy in lines of battle, but once the action starts the lines break down and the side which can best drive the chaos and seize the moment will carry the day.  The game focuses play on one leader at a time, so each player has his minute in the spotlight and every player gets a chance to change the course of the battle.  Play is fast enough, however, that each player’s turn will only take minute or two and every player will soon get his chance to perform.
As befits the name Legion vs. Horde, the game was primarily designed around the Marian Roman legions fighting assorted barbarian hordes.  The game later expanded to include other armies as my collection and interests expanded.  The game does best with armies which have solid cores of infantry.  The core rules stay focused on the Rome versus Barbarian battles for clarity.  At the end of the rules, I have included several ideas for working with different armies.  I also sent Eric the spreadsheet version of the rules for the newsletter, the second page of the spreadsheet has all the tables need to play the game.
Legion vs. Horde was designed with 25mm figures in mind, based on large blocks of troops.  Infantry and cavalry stands are about 5” wide by 2” deep, while skirmisher stands are squares roughly 2” by 2”.  In terms of the standard ancients basing scheme, this is a formation two stands wide and two stands deep, except skirmishers which is are one stand wide by two stands deep.  For those familiar with Armati, this is the Optimal basing scheme.  While you will of course use whatever basing system you have, this is what the game was designed around. 15mm miniatures are usable, of course.  Reducing distances by a third is the obvious course of action.  Alternately, just use the distances as given for a more free wheeling game.  The game requires a ten sided die and an eight sided die for play.  The 0 on the d10 is read as a 10.  A block of six sided dice is needed to mark cohesion hits on the troops.
Troop Quality.  There are two basic drivers behind the game.  One is the leader movement system, covered later.  The other one is the relative troop quality of the opposing sides.  The system is designed around high die rolls being good and low rolls being bad.  The more professional, better armed and armored Roman troops and leaders roll a 10 sided die for every game function.  The less disciplined, less lavishly equipped Barbarian troops and leaders roll an 8 sided die for every game function.  This basic method of differentiation serves to give each side a very different feel during play with diverse styles required to get the most out of the troops. So to recap:

ROMANS ROLL A D10.  BARBARIANS ROLL A D8.
Troop Types.  Legion vs. Horde uses a very few troops types.  These are:

	Troop Type
	Size
	Movement
	# of Hits
	Missile Weapons

	Leaders
	1 Mounted Officer
	12”
	N/A
	N/A

	Legion Infantry
	5”x2” stand
	6”
	6
	One shot Pila Javelin

	Heavy Infantry
	5”x2” stand
	6”
	6
	None

	Warband Infantry
	5”x2” stand
	6”
	6
	None

	Light Infantry
	5”x2” stand
	9”
	4
	Bow or Javelin

	Skirmishers
	2”x2” stand
	9”
	2
	Bow, Sling, or Javelin

	Cavalry
	5”x2” stand
	12”
	4
	None

	Light Cavalry
	5”x2” stand
	12”
	2
	Bow or Javelin


Starting a game.  Players should arrange a table in any mutually agreeable manner.  As this is an Ancients game, a bare minimum of terrain is required.  The heavy infantry should be set out in the middle of their side’s battle line.  Cavalry can be arranged anywhere, although they are typically on the flanks.  Skirmisher units and leaders may be placed anywhere.  The two sides should start out with a minimum separation of 24” between their armies.

The chit cup.  Legion vs. Horde uses a random activation sequence of play in order to drive the game.  I use wooden chits with leader’s names printed on them which I throw into a cup.  You could just as easily use playing cards.  Each leader should have one chit in the cup.  Added to this mix should be two chits marked “Rout.”   Each turn starts off by mixing the chits in the cup, drawing one chit at a time which will either allow one leader to take a turn or force routed units to move.  Once all the chits have been drawn, the turn is over.
Leaders
Leaders are the driving force in the game.  The intent is to have players take the part of a leader during friendly club or convention play, and ensure that the leaders have a crucial role to fill so that players are thrust into the action on every turn. To ensure this, the following rules apply to leaders. Leaders cannot be killed.  If contacted by the enemy, they retreat their full move towards their table edge or towards their nearest unit on their side, player’s option.  Leaders can command any of the troops on their side.  They may start off “in command of the left flank,” but if the flank is blown out they are free to move around and scrounge up other troops or just move around and help out somewhere else.  Nothing happens in the game unless a leader commands it.  No moving or fighting or rallying happens without a leader taking part.  These rules ensure leaders and players stay in the game and stay active. Lastly, one leader on a side should be designated the Army Commander, and he will get a slight bonus on giving orders.
When a leader’s chit is drawn from the cup he may:

1) Give ONE order to a line of troops in order to move, as long as at least one of the units in the line is within the leader’s 9” command range.  A line of troops is a set of one or more units, all of the same type, which are in base to base contact on their flanks with their fronts all on the same line.  The one exception to this is skirmishers.  Skirmishers do not have to be on a “line,” instead all skirmishers within the leader’s 9” command range can be moved as if they were a line.  
OR, INSTEAD OF THE LINE ORDER a leader may
2) Give THREE orders to single units to move or rally.  The units must be within the 9” command range of the leader.  The orders must be issued and acted upon one unit at a time.  There is no waiting to see how it all turns out before moving any units.
3) Once at any time during his move, the leader may move up to 12”.  He may move through friendly units, and he ignores all terrain.  He may freely attach or detach from a friendly unit, and may move directly from one to another if he desires.  If a unit he attaches to subsequently moves, he may move along with it, even if this would result in the leader moving more than 12” during his turn.

4) After all the moving and issuing of orders, there is a combat phase.  The only units which may fight during this phase are units which the leader ordered into a combat this turn (which MUST fight), and units which are within 9” of the leader (who MAY fight.)  No other units on the leader’s side may engage in combat during his turn.  The limited combat phase can be confusing for new players, but it is necessary as the game does not have a global move/countermove sequence which results in all units being ready for combat at the same time, and as a result combat must be limited to only those stands which have just moved or are under the watchful eye of the recently active leader.  This is in keeping with the design goal which focuses on the actions of one player/leader at a time.
Giving orders.  Leaders have a 9” command range.  Units or lines which receive orders to move must be within this command range.  Being given orders is the only way that units may voluntarily move.  Orders might not always be followed, as depending on the unit type and the proximity of the enemy the units may not be able to act on them.  Roll a die (d8 or d10, as applicable) on the following table to see if a unit may move.  If the order is unsuccessful, the line or unit does nothing.
	Unit type ordered to move
	Success roll
	Modifiers to the roll, applies to all types of orders

	Line, any type
	1+
	-1 if within missile range and line of sight

	Skirmishers
	2+
	-1 if within 6” of enemy infantry or 12” of cavalry

	Cavalry
	3+
	+1 if the Army Commander gives the order

	Infantry
	4+
	

	Rally, all types of units
	5+
	Rally must be performed individually, not by a whole Line


Moving.  The following rules apply to movement.
· The stand can move the limit of its movement allowance straight ahead.

· All foot units may wheel up to 2” at the start of their move and move the remainder straight ahead.  Wheels are accomplished by holding one corner of the stand or line stationery, and advancing the other corner of the line the desired distance.  Note that since skirmishers have a 2” base they can effectively wheel up to 90 degrees and then move 7”.
· Cavalry may wheel any amount at the start of their move, and move the remainder straight ahead.

· Units which start in line may move independently and do not have to stay in line.

· Units in line which wish to remain in line must maintain the single common frontage that denotes a line.

· Stands may about face (reverse direction) at the cost of their whole move and one cohesion hit.

· Stands in melee may not move or rally.  They are stuck in melee until one side or the other breaks and routs away.

· Skirmishers may move directly backward at any time (e.g. 6” forward, 3” back, good for making a hit-and-run missile strike.)  They may also freely move through friendly stands without penalty.

· Light cavalry may move backward like skirmishers, but may not move through other stands.

· If non-skirmisher stands wish to move through friendly skirmishers, the skirmishers are placed directly behind the stand which touched them, and both stands take one hit.

· Units may move multiple times per turn.  Each leader on a side may order a unit to move once, so it’s possible that a unit could be given moves by each leader and move multiple times in one turn, but only once per leader chit.
· Movement through any type of rough terrain such as woods is at half speed.  Any time a unit moves in terrain, it will take one hit.  The exceptions are skirmishers and light infantry, who can ignore movement penalties for terrain.
	Unit type
	Movement rate

	Leaders
	12”

	Cavalry
	12”

	Skirmishers
	9”

	All other infantry
	6”


Shooting.  Some stands are armed with missile weapons.  In order to use these weapons, the stand must be ordered to move.  Effectively, shooting is part of movement.  Stands may fire one time per move at any point during their move, and it does not cost any of a unit’s movement to shoot.  Stands must target the closest enemy stand within a 90 degree arc centered on their front.  Shooting into melee is not allowed.  The roll to hit with shooting is a 5 or higher on the appropriate d8 or d10.  There are no modifiers to this roll.  The effect of a hit when shooting is to put one cohesion hit on the target stand.
Missile weapon ranges

	Javelins
	6”
	Slings
	9”
	Bows
	12”


Roman heavy infantry legion units have a one-shot attack with their heavy javelins, the pila.  Pila are short range, and are used just prior to melee to soften up the target rather than as a javelin attack at extended range.  Each stand has one attack which must be used the first time the stand engages in melee combat.  Immediately prior to resolving the melee, resolve the pila attack, even if the enemy is the one who initiated the melee.  I use a toothpick to denote whether or not a Roman unit has its one-shot pila attack.  Use the pila, pull the toothpick off the unit.
Melee Combat.  The following rules apply to combat.
· Combat takes place between opposing stands that have come into contact during movement.  When stands contact, they should maintain their alignment and facing.  Do not “square them up” so they are perfectly aligned or wheel an additional amount to bring them into full contact.  Units are assumed to fill in open space between the stands during combat, and overlaps where a stand is on contact with more than one enemy stand are perfectly fine. 
· There is no charge bonus movement.  If you want to get into Melee you have to get there with your regular move.

· There is no turning to face an enemy that caught you on the flank or rear, once stuck in combat units are locked in position until someone breaks and routs away from the fight.
· There is no evading from combat. Faster units can be charged by slower ones, so it’s up to the player with the faster unit to position his units correctly, or be ready to rally the broken “lighter-but-swifter” troops and send them back in.
· Units which charged into Melee this turn must fight.  All other stands may Melee if they are within 9” of a leader at the conclusion of his move and he wishes them to fight.  Fighting does NOT take an order; merely being within 9” of a leader at the end of his move is sufficient to permit combat.
· Note that if a leader attaches himself to a unit in melee, he gives them a +1 die roll modifier to their attack. Leaders assisting in melee like this are free to leave at any time. They are not locked into the melee like their troops are. There is no defensive benefit to having a leader.
· Lines all Melee together.  If you have a long extended line and part of the line fights, then the whole line may fight.

· If you win the melee, i.e. the opponent routs and the space to the front is free, you must advance 2” or as far as possible up to 2”.

· Once units take the maximum number of hits allowed for their unit type, they rout.

· If you are fighting against two units, split hits evenly, attacker chooses which defender takes the odd hits.

Melee chart: the player whose chit is pulled is the attacker, and he rolls on this table in melee.
	Die Roll
	Result

	1
	A2/D0

	2
	A1/D0

	3
	A1/D1

	4
	A1/D1

	5
	A1/D1

	6
	A0/D1

	7
	A0/D1

	8
	A0/D2

	9
	A0/D3

	10
	A0/D4


This chart gives the combat results in cohesion hits.  For example, a roll of 2 causes one hit to the Attacker and no hits to the Defender, while a roll of 8 causes no Attacker hits and two Defender hits. Note that this table is biased towards attacking, even for barbarians rolling a d8 without their charge bonus. My play philosophy is that not only should the game focus on one leader/player at a time to ensure that everyone gets to participate, but players who actively play the game and move to attack should also be rewarded.
Modifiers to the Melee die roll:

+1 if a friendly leader is attached.  There is no defensive leader bonus.
+3 if attacking an enemy on the flank or rear

-3 if fighting an enemy on your flank or rear

+2 if a non-skirmish unit is fighting skirmishers

+2 for warbands on the initial turn of melee if and only if the warband initiated the melee

-2 for attacking the front of a pike unit, first turn of the melee only

-2 for cavalry attacking the front of an infantry unit

Units can take the following number of hits:

	Heavy infantry and warbands
	6 hits

	Cavalry and light infantry
	4 hits

	Skirmishers and light cavalry
	2 hits


Cohesion hits are marked with a standard red colored six-sided die placed next to the unit.
Double depth units. Special rules for deeper formations.
· Units may line up one behind the other, so that they are two deep.  This is called “double depth.”  There is no benefit to forming up any deeper than two deep.
· Double depth units must start the game formed two deep, you can’t on the fly form a double depth unit.
· Double depth units are treated as being one large unit for purposes of movement.  They may voluntarily split up once they have been placed in double depth.
· When taking cohesion hits in combat, odd hits are placed on the front unit, even hits are placed on the rear unit. This means that the front unit in a double depth formation will often take more damage than the rear unit and it will rout first back through the rear unit.
Routing.  This section covers units that take enough hits to rout.
· Units which reach their limit on cohesion hits, either from melee or shooting, must rout.
· When a unit routs it must immediately face to its rear and must move its full move straight backwards.

· Any friendly units it moves through as part of this initial rout must take one cohesion hit. If the routed unit would stop in the middle of a friendly unit, it keeps going back until it has enough clear space to stop.
· If the routed unit contacts an enemy unit as part of its move, it is immediately eliminated.

· If an enemy unit contacts the routing unit, it must stop and melee the unit. The routed unit will be automatically eliminated at no damage to the attacker.

· If the routed unit takes any kind of hit from any source, such as skirmisher missile fire or being routed through by another unit, it is eliminated.

· When the “Routed” chit it pulled from the cup routing units flee for their table edge using their full move. If they would run off the table, they are eliminated. During this routed chit driven move, the units try to move as directly as possible off the table but will not run through friendly units and cause additional cohesion hits like they did on their initial rout. Remember there are two Routed chits in the cup, so routing units effectively move at double speed.
Rallying. This section covers rallying routing units and reducing cohesion hits on unbroken units.

· Leaders may issue a Rally order as an individual command. Lines can’t rally!

· The Rally order must be successful, so note that with a 5+ success roll it’s not automatic.

· If a routing unit is successfully rallied, it may immediately be turned to face any direction desired and it is restored to having two cohesion hits remaining. For example, a heavy infantry unit would have 4 hits, while a skirmisher would have no hits.

· If the rally order given to the routing unit is unsuccessful, the routing unit is immediately eliminated.  You only get one chance to try to rally them.

· In the case of rally orders for a unit which is not routing, a successful rally order will remove two cohesion hits from the unit.

· Since units in melee can’t receive any orders until someone breaks and runs, this effectively means that you can’t rally the troops who are fighting in melee.
Skirmishers.  Skirmishers have some extra rules.
· They can’t initiate a melee against non-skirmishers.  If they want to affect the heavier troops they must use their missile weapons to inflict hits and screw up command rolls.
· Skirmishers can’t use a double depth formation.
· Non-skirmisher units inflict double hits on the skirmishers in melee. This means that non-skirmish units will rout a skirmisher, at the possible cost of a hit and the time it move it takes to do the melee.
· As noted in the movement section, Skirmishers may move directly backward, at any time (e.g. 6” forward, 3” back, good for making a hit-and-run missile strike.)  They may also freely move through friendly stands without penalty.
· Light cavalry are not skirmishers for these rules, although they have missile weapons, can move backwards, and only have two hits. Light cavalry may melee anyone normally and do not take double hits in melee.

Winning the battle.
Legion vs. Horde games are designed for heavy infantry armies with supporting arms to beat each other to a pulp. The side which is the first to eliminate half of the enemy heavy infantry units wins the game.  A good matchup which is pretty balanced is a barbarian army of 18 warbands, 6 cavalry, and 4 skirmishers against a Roman army of 11-12 legion infantry, 4 cavalry and 3-4 skirmishers.
Using other armies/units
Legion vs. Horde was originally crafted for my Roman Marian Legions and Gallic Hordes and these armies do not need any extra rules.  However, the basic game engine allows a lot of customization with only a few changes, so you can knock yourself out to allow your army to play in the game.  Following are some suggestions for adding in new units and armies.

Leader customization

The basic leader in the game has one line command or three individual orders. This is readily changed.  A good leader could have four, five, or even six individual orders, allowing many units to be ordered in a swirling melee.  This is very valuable for cavalry leaders.  A good Roman leader should perhaps have two line commands, as the Roman legions are based on a linear system and work really well from the deployment. This same leader might have only the three individual orders, however, as his system breaks down and he has to depend on the legionnaires to fight their own individual battles.  

Leaders could also have special rules tied to their historical performance.  Try not to go too overboard, as an extra order or a one time use sort of rule can have a major impact. Some examples I have used for great captains on the battlefield:
· Caesar:  The great man himself is allowed to issue either TWO Line Commands or FOUR individual orders.  And after the game he’s allowed to write about how great he was.
· Vercingetorix:  Once per game he is allowed to issue orders to every single Gallic unit within his 9” range.  This order is automatically accepted for units executing movement and combat, rallies must still roll for acceptance.

· Alexander:  Big Al can issue orders to every one of the Companion Cavalry every turn, and the Companions will automatically follow these orders.  In addition, Alexander is allowed to issue two other orders every turn.  And finally, Alexander gets a +2 bonus when in melee with the Companion Cavalry.  He’s called The Great for a reason!
· Hannibal:  At the start of each turn, Hannibal may choose the first chit to come up from those remaining in the cup if he so desires.  The chit must be a Carthaginian leader OR a rout chit. 

All of these rules are useful but not overdone, and they are easily recalled in play. Caesar can really work his army. Vercingetorix can choose one time to get his army moving as he wishes. Alexander is a homicidal killer at the head of his Companions.  And Hannibal can use his genius to choose who will go first each turn, which I think that after running 50+ games of Legion vs. Horde is the biggest benefit of all.
Unit customization

Different units can have different abilities. The main way I customize an army or a unit is to look at their performance and decide if they get a d10 or a d8. You can split this up in an army.  For example, in a Carthaginian army, the Celts in the front rank get to roll a d8.  The second line of African veterans is superior, and gets to roll d10s for combat.  Other minor tweaks are readily possible. If you think that the African veterans were of the long speared variety, you can give them the pike rule which gives enemies a -2 in combat on the first turn. Bow or Peltast type infantry gets rated as Light infantry, with 4 hits and the missile weapons, reserving the Heavy infantry designation for the shock oriented troops.
I tend to keep the basic skirmisher/cavalry/infantry classifications and adjust the dice, but there is no reason you have to stop there. You can say some units can take more hits, like Catapracted cavalry can take 5 or 6 cohesions hits.  Or you have some super-skirmishers who can fight well in hand-to-hand and take 3 hits. Or give an infantry unit the ability to throw javelins or shoot bows.  It’s easy to modify.  The only two unit types I’ve made up special rules for are the Macedonian pike phalanx and elephants.  The rules for these:
· The Phalanx operates in large double depth units. The full block can take 12 hits, don’t bother marking the front and back units separately.  The phalanx may either wheel or move straight, not both.  Broken phalanxes may not rally, unless for some reason you think a man running for his life is going to keep his 18’ sarrissa with him.
· Elephants.  Cavalry may not attack Elephants frontally.  Every unit that the Elephants attack must take an extra hit, regardless of the combat roll.  Finally, when an Elephant routs we get a Rampage!  Determine a random direction, rout the Elephant 12”, and everyone in his way takes 2 hits.  Then the Elephant is removed.
