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Formations

5.1 
Unformed Troops. Units which move without trying to maintain formation are termed unformed. Some troops, such as skirmishers are always unformed; others become so through an event or actions. Bases of unformed units should be spaced apart to indicate their state.  As unformed units do not attempt to maintain any order, bases are moved individually with no penalties for manoeuvre. They are considered to be facing all-round.
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Troops are unformed in the following circumstances:

Unformed Troops

[image: image4.bmp]Light troops are normally unformed although some may form-up in the following circumstances only:

· Foot archers may form as part of a Shieldwall (see 5.3), to support heavy infantry from a rear rank, or to receive a charge. They may remain formed in Shieldwall if they are moving as part of a heavy infantry Battle Line (see 5.5), but they will automatically become unformed again if they move on their own.   

· Javelinmen and armed rabble may form Shieldwall if stationary. They will automatically become unformed again if they move (including charging or counter-charging).

Shaken units, and troops who are evading, retiring, routing or pursuing; are also unformed for as long as they are in that state. 

Other units or units in other circumstances must always maintain unit formation and may not voluntarily become unformed.

5.3
Unit Formations. Artillery, elephants, pack animals and wagons operate as single models with no formation. Other formed units must adopt one of the following formations: 
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· Shieldwall: This is the main combat formation designed to maximise the number of troops able to shoot and fight. The unit is in one or two ranks with all bases side by side, in contact with each other, and facing the same direction. The formation must be at least as wide as it is deep. For consistency and simplicity the term is also applied to cavalry and light troops even if they are not technically presenting a ‘wall of shields’. Players who are uncomfortable with this may prefer to use the term ‘Line’ when referring to cavalry or light troops.

· Column: This is a marching formation designed for quick movement but not combat. The unit is in a single file with all bases one behind the other, in contact, and facing the same direction. 

· Cuneus (Attack Column or Wedge): This is an attack formation designed to deliver an offensive punch on a narrow frontage. The unit is deployed 2-3 ranks deep with the number of stands in each rank as nearly equal as possible, and no more than 2 stands in each rank. In the case of an odd number, the smaller number of stands should be in the front rank. Cuneus may only be formed by Shock troops, Dark Age Infantry and Roman Infantry. 
5.4
Units of only 1 stand do not have sufficient troops to form cuneus. When operating independently such units are considered to be in shieldwall, otherwise they are assumed to be in the same formation as other troops with whom they are operating.

Troops in cuneus have an advantage if attacking as the formation is more manoeuvrable and more men count in combat over a narrower frontage. The draw back is that no more than half the number of stands in the unit are able to shoot. Shieldwall allows the maximum number of stands to shoot but is unwieldy and suffers more from disorder when moving, especially if B or C Grade.

A unit of 4 stands, two ranks deep, looks the same in Shieldwall or Cuneus. Such a formation is assumed to be Cuneus for Shock Troops, Roman Infantry and Dark Age Infantry unless the player specifies otherwise.


5.5
Command Formations. Units of the same command who are in base to base contact with each other may adopt a command formation. In this case all movement and actions can be taken collectively as long as their commander spent 1 CP to control units. Unformed units which are within 1 javelin throw of formed units from the same command are considered to be part of that formation and may move together with it.

Command Formations take the following form:

· Battle Line: A continuous line of several units, all of which are in Shieldwall or Cuneus and facing the same, or opposite direction. It may be up to two units deep but must be at least as wide as it is deep. A Battle Line may ‘refuse a flank’ by turning one or more units on the end of the line to face the flank. By doing so it will not take DPs if charged on that flank or the front (see 4.5 and 7.13)

· March Column: A continuous column of several units, all of which are themselves in column and facing the same direction.  It may be no more than one stand wide with all stands one behind the other.

5.6
To move independent units into or out of a Command Formation they simply move individually the required distance. To change between Command Formations:

· March Column to Battle Line: The column remains stationary with the head of the column forming the first stand of the Battle Line. Up to the 5 following stands per movement phase, may be deployed into line beside the lead stand and to either or both sides.  The remaining stands shift forward to fill the gap in the column formed by the deployed stands and may themselves deploy in following movement phases. Each Unit which deploys this way takes 1 DP if within bow range of enemy

· Battle Line to March Column: Dice for the command’s movement allowance (see 5.8) and move the stand chosen to be the head of the column its full move forwards. As many stands as will fit behind the lead, may move from the line and fall in behind. Remaining stands close in on each other to ensure there are no gaps in the line. 

5.7 
 The speed of deployment into Battle Line from March Column may be modified as follows:

+2 stands per phase if more than ½ are  A Grade

-2 stands per phase if at least ½ are C Grade

Examples of Changing Command Formations










Movement

5.8 
Move distances are randomly controlled by dice. Units must move the full amount indicated by the dice rolled except:

· Units intending to occupy a specific piece of terrain or fortification, or intending to line up with other units, may halt when they reach that place.   

· During the march phase all units must halt at bow range of enemy to their front. In the tactical phase they must halt at javelin range. Units need to initiate a charge (see 7.1) in order to move in to contact with enemy.

· Troops in March Column may not approach closer than bow range to enemy.

· Units may halt short if their full move would force them to interpenetrate a friendly unit or move into, out of, or across, a terrain feature. In these cases the unit may halt up to one javelin throw before reaching such a position. 

5.9
Units, which are part of a Battle Line or March Column, use the same die roll in all but rough terrain; others roll individually. In the case of a command formation of mixed troop types, use the appropriate die for the slowest and highest grade troops in the formation.

 Move Distances:


Infantry, elephants, horse-holders, pack animals & wagons

Normal Move:
One javelin throw for each number rolled, less one. AvD for A Grade,  D6 for others. Minimum move 1 javelin throw.

Fast Move (Charge, Evade, Rout, Retire, Pursuit): One javelin throw for each number rolled on a D6 less one for all Grades. Minimum move 1 javelin throw.




Cavalry and camel-mounted troops
Normal Move: One javelin throw for each number rolled.  AvD for A Grade, D6 for others. 

 Fast Move: One javelin throw for each number rolled on a D6 plus 1. Maximum move 6 javelin throws.

Artillery.  Move 1 javelin throw (no die roll required).

Light troops: May add one optional extra javelin throw for normal moves. Must add one extra javelin throw for fast moves. 

Column: No dice required. Infantry may move up to 4 javelin throws, cavalry up to 6 

5.10
Minimum and Maximum Moves. 

Units may chose to move or not, if they do move, the minimum move distance is one javelin throw. The maximum distance is five javelin throws for infantry, elephants, wagons etc.; six javelin throws for cavalry.  

5.11
Fatigue and Disorder. Formed units normally incur 1 DP each time the move die result is 5-6. This reflects fatigue from moving fast, together with disorder in the ranks caused by the difficulty of maintaining dressing while moving fast. Units in Cuneus do not, however, incur a DP when a 6 is rolled (only on a 5). Unformed units, single models, and units in Column do not incur DPs for fatigue.

5.12.
Skirmishing. Unformed light troops must fall back to maintain desired skirmishing distance in face of an approach by formed enemy. This is done in the enemy movement phase and has no impact on previous or subsequent movement by the light troops. 

Examples of Move Distances:

· An  A Grade light infantry unit, making a normal move, rolls ‘3’ on an AvD. This means they must move at least 2 javelin throws (AvD roll, less one) but may move 3 if they elect to add the optional extra distance allowed by Light Troops.   

· A Battle Line of two heavy infantry units roll a 5. They move 4 javelin throws (AvD-1) and each get a DP for fatigue. 

· A unit of unformed light cavalry and heavy cavalry in the same command, but not in Battle Line wish to charge. Since they are not in a command formation they must roll individually. The heavy cavalry roll a 5 which gives them a DP for fatigue and a move of 6 javelin throws (Fast Move of D6 plus 1). The light cavalry roll a 6. Since they are unformed they do not get a DP for fatigue and they also move 6 javelin throws (maximum move) The light cavalry would move 6 javelin throws on a die roll of 4-6 (D6 + 1 for fast move, +1 for light troops, to a maximum of 6)
· A Battle Line of one A Grade and one B Grade heavy cavalry unit, and a B Grade light cavalry unit will move together at the speed of the A Grade heavy cavalry if all move together as a command formation (highest grade and slowest unit) Slowness takes priority over grade so if the light cavalry was A Grade and the Heavy Cavalry all B Grade, the Battle Line would move at the speed of the Heavy Cavalry 

· Skirmishing: A unit of unformed light troops is 1 javelin throw from formed enemy who intend to move as indicated by the arrow. The player with the light troops moves them out of the way to allow his opponent to move, then places them one javelin throw from the new enemy position. 
Effect of difficult terrain:

5.13
Difficult terrain is any terrain that hinders movement. It can include woods, heavy scrub, built up areas, soft sand, bogs, steep hill slopes and rocky outcrops. It also includes crossing minor linear obstacles such as streams and gullies. 

· Roads negate the effects of all difficult terrain, except steep hill slopes, to troops in column. Infantry in column on a road may move up to 5 javelin throws. Mounted troops do not get an increased move on road. Troops in column in a built-up area are assumed to be on a road.

· Difficult terrain is usually impassable to mounted troops unless on a road. However, troops mounted on camels are not affected by soft sand. All mounted troops may cross minor obstacles, they may also negotiate steep hill slopes on a road.

· Light Cover such as scrub, orchards and vineyards do not affect movement

· Any formed units who move in difficult terrain, except in column on a road, receive a DP whenever the move-die result is 4. This applies even if only part of the unit or part of the unit’s move is through the difficult terrain. This is in addition to DPs for fatigue in normal terrain.

5.14
Some terrain such as major rivers and sheer cliffs can be designated as impassable to all but light infantry. Light infantry negotiating such impassable terrain may do so at a rate of 1 javelin throw per move phase, incurring 1 DP for the manoeuvre, regardless of how many turns it takes. 

Manoeuvre

5.15
Normal moves by formed units must be in the direction of the unit’s facing with no more than 22 ½( deviation off-centre. 

5.16 
Unformed troops, and special troops operating as single stand models manoeuvre by each base moving freely and independently without having to maintain alignment or order. Bases of the same unformed unit may not, however, be separated by more than 1 javelin throw from each other. Unformed units, and single model units, do not incur any movement penalties or DPs for any manoeuvre other than mounting and dismounting. Manoeuvre by formed units usually reduces the move and may cause the unit to accumulate DPs. 

5.17  
Wheels.  This is the usual method of changing the direction of a unit’s facing. It is conducted as a normal move, first rolling dice to determine the move distance. The unit then pivots on one end of the line and the distance moved by the outside base is measured. If any distance remains, the unit may move forwards normally up to the full allowance. Cost: 1 DP if in shieldwall. No penalty if in cuneus or column. A Battle Line of units in shieldwall wheel as one long single body. Individual units wheel individually as may units in cuneus.

5.18 
Unit Formation Changes. These are done by re-arranging the unit’s stands, on the spot, into the appropriate formation (Column to Shieldwall, Shieldwall to Column, Column to Cuneus etc.) This takes ½ move phase and causes 1 DP if within bow range of enemy.

5.19  
To re-form Unformed troops into Shieldwall, Cuneus or Column, the unit must first be free of whatever caused it to become unformed in the first place. This means that a shaken unit must rally (see 4.8) and other units must have ceased evading, pursuing or routing (see 3.12). If these conditions have been met, the unit’s stands may be re-arranged on the spot into either Shieldwall, Cuneus or Column, taking one complete move. No DPs are incurred by this action.

5.20  
Crossing Major Obstacles. Crossing a minor obstacle is considered the same as traversing difficult terrain. Crossing a major obstacle such as a river or fortification takes ½ move, regardless of the size of the obstacle. It causes the unit to incur 1 DP (2 if Mounted). Elephants incur no penalty if crossing a non-permanent man-made obstacle such as a barricade or hasty field fortification. If an elephant crosses such an obstacle they open up a path one javelin throw wide.

5.21
About Face. This involves turning the unit around to face the rear. It takes ½ move. C Grade troops other than elephants incur 1 DP. Mounted troops who do not move before turning also incur 1 DP. No penalty for other formed units. No penalty in either time or DPs if unformed.  This is the only turn allowed by formed units. Turns to the flank are not possible although a unit in shieldwall or cuneus could form a column facing the direction of either flank (and visa versa), conducting such a move as a formation change (see 5.18). They could then use the rest of their move to change back into their original formation with a new facing. Such a double formation change takes a complete turn and incurs 1 DP if in bow range of enemy.

5.22
Doubling and Halving Ranks. This is only allowed by units in shieldwall. They may change the width or depth of the formation by doubling or halving the number or ranks. It takes ½ move and causes 1 DP for C Grade troops.

5.23  
Side-step/Step-back. This is only allowed by A and B Grade Infantry in Shieldwall. It is conducted instead of a normal move, by moving up to 1 javelin throw back or sideways (no dice required). Takes 1 move phase. 

5.24
Slow Walk. A and B Grade formed troops may move 1 javelin throw forwards without having to dice for movement.

5.25  
Mount/Dismount.  Replace the mounted troops by figures on foot (or visa versa) Takes ½ move and 1 DP for all troops (including unformed). Two mounted stands form one dismounted stand. Dismounted troops should have a horse and horseholder marker placed close to them to indicate their status and the location of their mounts

5.26  
Incline. This is only allowed by A Grade Infantry in Shieldwall. It is conducted as a normal move with the unit moving up to ½ its allowance to the side and an equal amount forwards. It is possible to combine an incline with forward movement. For example a unit rolling a 4 giving it a movement allowance of 3 javelin throws (AvD less 1), may elect to incline 2 javelin throws (1 sideways and 1 forwards) then move the remaining javelin throw forwards.  It is not possible, however, to do this the other way around and move more to the side than forwards







An A Grade Infantry unit conducting an incline. It moves equal distance forwards and to the side.

5.27
Interpenetration.  No penalty if one unit is stationary, and one is unformed not more than one stand deep.  Otherwise causes 1DP to be incurred by each formed unit involved. Formed troops interpenetrated by elephants take 2 DPs (no penalty for the elephant).



5.28  
Passing a gap.  Formed units wishing to pass through a gap narrower than their frontage, must either:

· Reduce frontage by up to half, pass through, and then expand immediately back to original formation. This incurs 1 DP and reduces Infantry move by ½. Cavalry can maintain full speed; or 

· Change formation into column or cuneus then pass through.


Example of a unit of 4 stands reducing its frontage by half to pass a gap:



5.27  
DPs are incurred only once for each action.  For example a unit which starts crossing a major obstacle on turn 1 then continues the manoeuvre on turn 2 only gets 1 DP for the manoeuvre. 

5.28  
When ½ move is specified the unit must roll the dice then divide the total allowance by two and round up; therefore a unit moving 3 javelin throws may move 2 after taking a ½ move deduction. 

5.29
Moving off-table. Once on the table, units may not normally move off voluntarily. It may happen, however, that a unit is forced off when evading, retiring, routing or pursuing. In order to return, a unit must first pass a control test getting a result of ‘act as player wishes’ (see 3.14). If a unit was followed off table by pursuers it may not return until after the pursuers have returned. In such a case the pursuing player may choose to remain off table with his unit in order to prevent his opponent from returning.

Summary of Movement Penalties:


Action




Penalties

5 rolled on move die in normal terrain
1 DP for unit in shieldwall or cuneus 

4-5 rolled on move die in difficult terrain
1 DP for unit in shieldwall or cuneus

6 rolled on move die in any terrain

1 DP for unit in shieldwall only

Wheel




1 DP for unit in shieldwall

Change Unit Formation


½ move. 1 DP if in bow range of enemy

Change Command Formation

1 DP to deploy to Battle Line if in bow range

Form-up unformed troops

1 move.

Cross Major Obstacle


½ move. 2 DPs if mounted, 1 DP for other formed units

About Face



½ move + 1 DP if stationary mounted or C Grade

Doubling and Halving Ranks. 

Shieldwall only. ½ move and causes 1 DP for C Grade 

Mount/Dismount


½ move for all units + 1 DP for all units

Interpenetrate Friends
1 DP unless one unit is stationary and one is unformed

Pass a Gap
1 DP for formed units + ½ move for infantry
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    Possible Cuneus Formations.  





Column Formation.  





An Unformed Unit with stands spaced apart  





Two units in Battle Line  with a refused flank.  





A Battle Line of three units in Cuneus





Two units in Battle Line facing opposite directions.





A Battle Line of 7 stands deploys into March Column. The left stand is chosen to become the head of the column and moves forwards its full move allowance. Other stands fall in behind and there is sufficient room for 4 of them. The remaining two stands shift left to fill in the gaps and may fall in behind in subsequent move phases. 








Examples of Interpenetration: 














There are no penalties in this case since the red unit is unformed and the blue unit is stationary.  


Since there is no stationary unit in this case, the blue (formed) unit takes 1 DP.


Since the red (formed) unit is interpenetrating an unformed unit, which is two stands deep, it takes 1 DP.  


Since there is no formed unit involved in this case, there are no penalties.


There are no penalties in this case since the blue unit is unformed and stationary.








Examples of Battle Lines





A





B





C





D





E





Distance to be Measured





Examples of Shieldwall





A Battle Line. of four units in Shieldwall





Units in Shieldwall will wheel as one long Battle Line





Wheels





Units in Cuneus wheel individually
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A March Column can normally deploy five stands per  phase into Battle Line. The first stand remains stationary and the following five move into line. At the end of the movement phase the deploying command would look like this.  The final stand, which was not able to deploy into line, has moved up so that no gaps exist. It may deploy in subsequent move phases. 
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           Normal battlefield terrain is never as flat and clear as what appears on the wargames table.


           Even an open plain will be covered with small folds in the ground, crops, rocks, scrub, trees and a variety of things that will disrupt a unit’s parade-ground manoeuvre. The DPs incurred for fatigue and disorder take this into account as well as representing the difficulty in maintaining alignment with a wide frontage, especially for cavalry and undrilled troops. The slower a unit moves and the narrower its frontage, the easier time it will have in keeping its ranks and files together. Unformed troops who are not trying to keep order in the ranks are not bothered by such problems, neither are elephants. 





Unit FormationChanges








Unit changes from cuneus to column, facing another direction . This takes ½ move and 1 DP if in bow range of enemy





The same unit could use the remainder of its move to change to shieldwall incurring no additional DPs





Unit in shieldwall contracts its frontage by doubl ranks. Since it is a three stand unit  the odd number forms the second rank sheildw





A mounted unit turns around and then moves incurring 1 DP. Had it moved first in the direction of its original facing, then turned, it would not have incurred a DP
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