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In SPQR, the Roman legion (LG) units generally enjoy an

overwhelming advantage over the opposing infantry units. If one

disregards the usual, and depressing, inadequacies of the Roman

cavalry in protecting the infantry line's flanks, the legion infantry

will have no problem in blowing out the center of the enemy line,

with one exception. The exception occurs if the enemy has a line of

elephants or phalanxes (in some cases, as in Zama and Bagradas

Plain, lines of both types). In such cases, the Roman player has a

real pain in the you-know-what to deal with.

These two unit types are the only enemy
non-cavalry units which Roman LG units
are not attack superior to. In such cases,
the Roman attack through the center
could easily be ground to a halt or
delayed long enough for the enemy
cavalry to gain control of the flanks and
disrupt the Roman infantry lines. This
article gives the Roman player advice and
guidelines on how to deal with these
problems while minimizing the amount of
pain and grief involved.

Even though elephants are very suscep-
tible to missile fire and rampage caused
by other stampeding elephants (thus not

too difficult to dispose of individually or
in a small group), they form a quite

formidable obstacle to the Romans when
deployed in a lengthy line in front of the
enemy infantry. One can see the defensive
potential of such an array of elephant in
Bagradas Plain and Zama (SPQR sce-
narios). With elephants deployed in this
way, the Roman player has a problem in
that the elephant line needs to be cleared
before the LG units move to engage the
opposing infantry, which requires time.

The difficulty in blowing out an elephant
line is that it cannot be quickly removed
with shock combat alone. The Roman
units, as stated above, lack attack superi-
ority and attack so low on the shock table
against these guys, they receive more TQ
hits than they deliver. During all of this,
the elephants are not standing idly by but
will return the favor with TQ hits from
the elephants screen archers/javelins, if
not shock attack themselves. There is also
a chance the Roman player will be
unlucky by getting smacked with a
rampaging tusker and accrue more TQ
hits. All of this adds up to a not-so-happy
prospect for the Roman player who does
not use extensive missile volley prepara-
tion. In theory, to sufficiently disrupt the
elephant line, two to three missile volleys
are required, with possibly some shock
combat (ugh!) to remove any lingering
tuskers. Theory, being all well and good,
does not necessarily give an outline to
follow. The prevalent question is, how to
deal with these pachyderm guys exactly?
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The first Roman units to make contact with
the elephant line are the Velites. Using
their close volley missile capabilities, the
Velites should be able to fire two missile
volleys of pilas with the missile hits
distributed evenly along the line or
concentrated in certain parts of the line for
maximum effect. At this point, if the Velites
have not been routed by missile fire or a
counterattack from the elephants, one can
withdraw them behind the LG infantry
lines.

All of the above babbling will be a mute
point if the Romans have to deal with
double phalanxes. Double phalanxes
(being double the trouble) nullify the
parity and slight advantages the Roman
get from using the ganging up solution
due to their increased size ability to
distribute acquired TQ hits between two
units plus other little benefits. For an
example of their defensive effectiveness,
see the SPQR Cynoscephalae scenario.

Another solution, which is good for both
phalanx and double phalanx lines, is to beat
up on the neighbors. A key point for the
Romans to remember is no opposing army
will have enough phalanxes, double or
single, to construct a line which covers the
full length battleline. To make up for
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the deficiency, the opposition will employ
MI and/ or HI units to lengthen the line
and protect the phalanxes' flank. The
Romans have a golden opportunity to
blow out the phalanxes with relative ease
by attacking these neighbors.

Being attack superior to both MI and HI,
the LG units can easily rout these units
and then turn on the phalanxes' flank. By
having the rest of the attacking LG line
two hexes away from the opposing line

and unengaged, the Romans will prevent
the remaining phalanxes from pivoting to
face the oncoming flank attacks. In this
way, the Romans can roll up the line
without suffering extensive losses. With
the beating up the neighbors solution
being a methodical procedure, it requires
the commodity which the Roman
usually have very little of, time.

Difficult and formidable as they are,
elephants and phalanxes have inherent

weakness which astute Roman command-
ers can exploit to their advantage. Lines of
such units are not totally insurmountable,
when using the advice and guidelines
given above, as they might seem for the
Romans. Hopefully this article helps to
get potential consuls of Rome one step
closer to victory.


