The Legion - Apocalyptic Horde Rework

Core Concept: From One to Many

The Fantasy: Start as a single Legion member, but each hooked survivor "converts" into another Legion
member under your control. By endgame, survivors face a true apocalyptic horde of 4 Legion members

hunting them simultaneously.

Power: Despair's Recruitment

Base State: Single Legion Member
e Standard 4.6 m/s movement speed
e 32m terror radius

e Basic attack and abilities

The Conversion System

Hooking survivors triggers "Conversion":

e 1st Hook: Spawns 2nd Legion member (Julie joins Frank)
¢ 2nd Hook: Spawns 3rd Legion member (Susie joins the pack)

¢ 3rd Hook: Spawns 4th Legion member (Joey completes the Legion)

Horde Control Mechanics

Dual Control System:

e Active Member: Direct control (WASD movement, attacks, powers)

e Pack Members: Semi-autonomous but controllable

¢ Hold Power Button: Switch between Legion members instantly
e Ctrl + Direction: Command pack members to patrol areas/chase specific survivors

e Alt: Call all Legion members to converge on your location

Pack Member Al:

¢ Independently patrol generators and common survivor routes
e Prioritize injured survivors and those working on objectives
e Will break off to help the active member when nearby

e Get "excited" and move faster when the active member finds a survivor



Escalating Threat Levels

Stage 1: The Lone Wolf (0 Hooks)
e Single Legion member
e Standard DBD killer gameplay
e Terror Radius: 32m

e Special: Frenzy allows vaulting and fast movement to secure that crucial first hook

Stage 2: The Duo (1 Hook)
e Two Legion members active
e Terror Radius: Each member has 28m radius (overlapping creates larger detection zones)
¢ Pack Hunting: When one Legion member finds a survivor, the other gets Killer Instinct

¢ Pincer Attacks: Can coordinate to cut off escape routes

Stage 3: The Pack (2 Hooks)
e Three Legion members active
e Terror Radius: Each member has 24m radius
e Swarm Tactics: All Legion members get speed boost when chasing the same survivor
e Multiple Fronts: Can pressure 2-3 generators simultaneously

e Fear Escalation: Survivors start getting periodic "Despair” skill checks on all actions

Stage 4: The Legion (3+ Hooks)

e Four Legion members active - TRUE APOCALYPTIC THREAT

Terror Radius: Each member has 20m radius, but combined effect creates map-wide dread

Overwhelming Presence: Survivors suffer constant Despair skill checks

Pack Frenzy: All Legion members can enter coordinated Frenzy state

End Times: Exit gates require 25% longer to open, healing is 50% slower

Survivor Counter-Play: Fighting Back

As the Legion grows stronger, survivors gain access to Environmental Weapons that spawn around the
map:

Weapon Spawns (Increase with Legion size)



e Stage 1-2: 1-2 weapons spawn
e Stage 3: 2-3 weapons spawn

e Stage 4: 3-4 weapons spawn

Weapon Types

Molotov Cocktails (2 uses):

e Throw to create fire zone that damages Legion members
e Forces Legion member to detour around for 10 seconds

e (Can "stun" a Legion member for 3 seconds if direct hit
Pipe Wrenches (3 uses):

e Melee weapon that can stun Legion member for 4 seconds
e Requires getting close (high risk, high reward)

e Breaks after 3 successful hits
Flare Guns (1 use):

e Long-range stun that blinds and slows Legion member for 5 seconds
e Creates bright flash visible to all survivors

e Single-use but very effective
Baseball Bats (4 uses):

e Can destroy breakable walls/pallets to create new escape routes
e Can stun Legion member for 2 seconds

e Most durable but weakest stun

Visual & Audio Design

The Multiplication Effect

e Conversion Animation: When survivor is hooked, dark fog swirls and new Legion member

materializes from the shadows
e Each Member: Slight visual differences (Frank = red details, Julie = pink, Susie = purple, Joey = blue)

¢ Pack Behavior: Legion members have synchronized movements and can be seen coordinating

Player POV Changes



¢ Single Member: Standard killer view
e Two Members: Picture-in-picture showing second member's location
e Three Members: Split-screen effect or tactical overview option

e Four Members: Full tactical view with ability to quickly swap perspectives

Terror Radius Evolution
e Stage 1: Standard Legion chase music
e Stage 2: Layered with second instrument/beat

e Stage 3: Building orchestral chaos

e Stage 4: Full apocalyptic symphony - survivors hear approaching doom from multiple directions

Balancing Considerations

Legion Limitations

e Pack Member Health: Non-active Legion members can be "dispersed” for 45 seconds with weapons

e Coordination Penalty: Controlling multiple members is complex - skill ceiling rewards
¢ Resource Dependency: Requires successful hooks to scale

¢ Late Game Pressure: Strong endgame is balanced by potentially slow early game

Survivor Advantages
e Weapon Scaling: More weapons available as threat increases
¢ Information: Can see multiple Legion members, making stealth/positioning more strategic
e Team Coordination: Survivors must work together more than ever

e Environmental Usage: More breakable walls and alternate routes in Legion's reworked realm

Perks (Updated for Horde Theme)

Discordance

e Remains largely the same but triggers for ALL Legion members

e When multiple generators are being worked on, different Legion members can respond to different

alerts

Iron Maiden

e Reworked: "Pack Mentality"



e When one Legion member finds a survivor in a locker, ALL Legion members get a speed boost for 8
seconds

e Exposed effect applies when ANY Legion member is within 12m of locker exit

Mad Grit
e Reworked: "Strength in Numbers"

e When carrying a survivor, nearby Legion members move 15% faster and their attacks don't have

cooldowns

e Each nearby Legion member extends wiggle time by 2 seconds

The Ultimate Fantasy

Early Game: Survivors think they're facing standard Legion - maybe even easier since you're learning the

multi-control system
Mid Game: "Oh shit, there's TWO of them now" - survivors realize the threat is escalating

Late Game: Pure apocalyptic chaos - 4 Legion members swarming the map while survivors desperately

fight back with environmental weapons, creating cinematic moments of last-stand survival horror

This captures that L4D2 horde escalation while maintaining DBD's asymmetrical balance through the
environmental weapons system. The key is survivors WATCH the killer multiply before their eyes, creating

genuine dread as the apocalyptic threat becomes real.

Add-ons for Despair's Recruitment

Common Add-ons

Torn Recruitment Flyer: Pack members spawn 2 seconds faster during conversion Cracked Phone:
Switching between Legion members is 0.3 seconds faster Bloodied Bandana: Pack members move 2%

faster when not actively controlled Graffiti Can: Conversion animation is 15% shorter

Uncommon Add-ons

Cult Manifesto: Start trial with 25% progress toward first conversion Stolen Radio: Pack members can
hear each other's terror radius (coordination bonus) Broken Compass: Pack members patrol 20% larger

areas when uncontrolled Riot Mask: Each pack member reduces their individual terror radius by 2m

Rare Add-ons



Recruitment Video: Second conversion requires 1 less hook (skip from 2 to 4 members) Stolen Police
Badge: Environmental weapons take 20% longer for survivors to pick up Apocalypse Journal: Pack
members get Killer Instinct when survivors interact with weapons Despair Handbook: Survivors suffer

skill check penalties 10 seconds earlier per stage

Very Rare Add-ons

Frank's Leadership Pin: Active member gains 5% speed boost per pack member (max 15%) Julie's
Arson Kit: Pack members leave fire trails that slow survivors by 10% for 3 seconds Susie's Carving Tools:
Pack members apply 15% healing penalty that stacks Joey's Brass Knuckles: Pack members break pallets

30% faster and destroy dropped items

Ultra Rare Add-ons

Iridescent Recruitment Badge: Start trial with 2 Legion members, but final conversion requires 2
additional hooks The Pact's End: At 4 members, sacrifice a pack member to instantly down a healthy

survivor (60 second cooldown)

Updated Lore

The Nameless City Collapse

In the concrete sprawl of Ormond's sister city, four outcasts found each other in the abandoned mall food
court. Frank Morrison, the charismatic dropout. Julie Kostenko, the arsonist's daughter. Susie Lavoie, the

quiet artist with violent sketches. Joey Wilson, the runaway with nothing left to lose.

What started as petty vandalism became something darker when Frank found the manifesto in a burned-
out community center. "When the world gives you nothing, take everything back. When they abandon you,

abandon them first. When you're alone, make sure no one else gets to feel safe either."

The Despair Cult wasn't born—it was inevitable. Each act of destruction drew more forgotten youth. Each
burning building attracted another lost soul. The four became forty, then four hundred. They didn't just

destroy their city; they converted it, one broken spirit at a time.

The Entity watched their perfect storm of nihilistic recruitment with fascination. When the National Guard
finally surrounded the Nameless City, the fog rolled in. Now Frank, Julie, Susie, and Joey hunt in trials as

they did in life—starting alone, but never staying that way for long.

"We were never just four kids with knives. We were the beginning of the end." — The Legion

Implementation Strategy (Avoiding Knight's Pitfalls)



Technical Solutions

Seamless Control Switching: Unlike Knight's clunky Al commands, Legion members are always under
direct player control. No pathing issues, no Al getting stuck on geometry.

Simplified Spawn System: Pack members spawn at specific, tested locations near hooks—not randomly

placed like Guards that can spawn in walls.

Responsive Pack Al: When not actively controlled, pack members use simple, reliable behaviors (patrol

last known survivor locations) rather than complex pathfinding.

Performance Optimization: Pack members share resources and use LOD systems. Only the active

member renders at full detail.

Design Philosophy Differences

Direct Control vs. Commands: You ARE each Legion member, not commanding them. This eliminates

the disconnect players felt with Knight.

Immediate Feedback: Pack member actions happen instantly when you switch to them, no delay or Al
interpretation.

Clear Visual Hierarchy: Always obvious which member you're controlling through Ul elements and visual
effects.

Balanced Complexity: Added depth comes from tactical positioning, not micromanagement.

Legacy Elements Preserved

Visual Identity
e Masks and Hoodies: Each Legion member retains their iconic look with subtle color coding
e Switchblade Animations: Classic Legion knife attacks and wiping animations
¢ Frenzy Movement: Pack members can still enter coordinated frenzy states

e Terror Radius Music: Evolves the classic Legion heartbeat into orchestral chaos

Core Mechanics
e Fast Vaulting: All Legion members retain enhanced vault speeds
e Deep Wound Concept: Evolved into the "Despair" effect system
e Multi-target Pressure: Enhanced from single Frenzy chains to true multiple presence

¢ Teenage Rebel Aesthetic: Amplified into full apocalyptic youth movement



Player Familiarity
e Basic Attack: Standard M1 attacks preserved for each member
e Terror Radius Size: Similar base radius, just multiplied across members

¢ Map Pressure Philosophy: Legion's identity as a "everywhere at once" killer perfected

Q&A: Fun Factor Analysis

Why This Is More Fun to Play AS:

Q: Won't controlling multiple killers be overwhelming? A: The scaling is gradual. You start with
familiar single-killer gameplay, then slowly gain complexity. Many players already manage multiple
objectives (gen pressure, chase management, hook timing). This adds tactical depth without

overwhelming micro-management.

Q: What if I'm bad at multitasking? A: Pack members have reliable Al when not controlled. You can play
them like "smart traps" that patrol and pressure while you focus on active chases. The skill ceiling is high,

but the skill floor remains accessible.

Q: How is this different from Knight's frustration? A: You directly control each member instead of
giving commands and hoping Al works. No pathfinding failures, no guards getting stuck. When you want

something done, you do it yourself.

Why This Is More Fun to Play AGAINST:

Q: Isn't facing 4 killers just unfair? A: Environmental weapons scale with the threat. By endgame,
survivors have molotovs, baseball bats, and flare guns. It becomes less "hide and repair" and more "fight

for survival." Many survivors find current DBD too passive—this adds legitimate action.

Q: Won't this just be camping with extra steps? A: Pack members spread across the map naturally
seeking objectives and survivors. Camping with one member while others patrol is actually suboptimal—

you want to use your numbers advantage for map pressure, not hook trading.

Q: How do survivors counter this without it feeling hopeless? A: Information and empowerment. You
can see Legion members coming, you know exactly how many you're facing, and you have tools to fight

back. It's scary but fair—like a horror movie where the protagonists aren't helpless.

Q: What about solo queue? A: Environmental weapons and visual clarity help solo survivors. Seeing
multiple Legion members actually gives better information than current stealth killers. The weapons

provide individual empowerment so you're not entirely dependent on team coordination.

Clip Potential & Stream Appeal:



Killer POV: Incredible tactical plays coordinating 4-member ambushes, clutch member switches during

chases, and the satisfaction of watching your horde grow.

Survivor POV: Cinematic last-stand moments fighting off multiple attackers with improvised weapons,
dramatic escapes from coordinated hunts, and the genuine horror of watching the killer multiply.

Viewer Experience: Easy to follow action with clear visual storytelling. Much more engaging than current

Legion's repetitive Frenzy gameplay.

Balance Philosophy

This rework transforms Legion from a "slightly annoying" killer into a genuine threat that creates
memorable horror experiences. The key is that both sides get more powerful and more tools as the

match progresses, creating escalating tension rather than one-sided oppression.

The environmental weapons aren't just balance mechanics—they're the survivor power fantasy. Instead of
just running and hiding, survivors get to fight back against the apocalypse, creating those clutch

moments that make great clips and stories.

The Goal: Every Legion match should feel like the climax of a zombie apocalypse movie, where both the

horde and the survivors are at their most dangerous.



