ARABY CITY-STATES ARMY SELECTOR
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	Troop
	Type
	A
	H
	Save
	ST
	Cmd
	Cost
	Min/Max
	Notes

	Corsairs
	Inf
	4
	3
	6+
	3
	
	65
	-/2
	

	Militia Bowmen
	Inf
	3/1
	3
	0
	3
	
	55
	1/-
	

	City Spearmen
	Inf
	3
	3
	6+
	3
	
	45
	1/-
	

	Tribal  Warriors
	Inf
	3
	3
	6+
	3
	
	70
	-/3
	1

	Mamluk Cavalry
	Cav
	3
	3
	5+
	3
	
	90
	 1 /4
	

	Desert Raiders
	Cav
	3
	3
	6+
	3
	
	100
	-/2
	1, 2

	Tuareq Camels
	Cav
	3/1
	3
	6+
	3
	
	100
	-/2
	1, 3

	Tar Lobbers
	Art
	1/3
	2
	0
	1
	
	90
	-/1
	4

	Caliph
	Gen
	+2
	
	
	
	9
	125
	1
	

	Sharif
	Hero
	+1
	
	
	
	8
	80
	-/2
	

	Sah’haar
	Mage
	+0
	
	
	
	7
	45
	-/1
	

	Flying Carpet
	Mt
	+0
	
	
	
	
	+10
	-/1
	5

	Sand-Lizard
	MM
	+1
	
	
	
	
	+60
	-/1
	6

	Djinn
	MM
	+3/3
	
	
	
	
	+110
	-/1
	7


Special Rules

1. Tribal troops have Bushwhacking ability – no modifier for command range. Remember their commanders still have command range limitations; 20cm for mages; 60cm for heroes. Tribal foot troops have an extra -1 command penalty when in difficult terrain. They just can’t cope with enclosed spaces. Bushwhacking is a general tribal ability it is not a battle honour and so does not preclude a tribal unit from gaining a battle honour. 
2. Light horse –so fast that it is hard to kill. Light horse that loses a round of melee may fallback 3D6 directly away from its attackers in the direction of a retreat.  After Light horse has fled any pursuing enemy (cavalry, chariots or monster or flyers winning the melee) who have no other fighting enemy and have not already advanced that turn may advance as normal.  This advance is made to the closest visible enemy which may in fact be the escaping horsemen, in that case the pursuit becomes an advance into fresh enemy and all pursuit bonuses are lost, it becomes a fresh melee from which the light horse unit can fallback from again.
3. Camels are Based long ways – as Harpies / Bears – to reflect open order formation. 
4. Tar Lobbers throw burning tar, boiling oil and Scorching sand pots that smash on impact scattering their contents throughout the target unit – gets inside armour and so no armour save and causes confusion on 4+. No stand and shoot ability. As Skull Chukka rules

5. Carpets are Flying mounts – well you can’t have an Araby list without a flying carpet! 

6. Sand Lizard is a terror causing mount – not a flyer! (use warhammer lizard swarm figure)

7. Djinn– a terror causing Flying Mount that can shoot 20cm if attached to a unit. Moreover, a Djinn will assist his owner with a +1 modifier to cast a spell once per game. 

Magic Spells

El Jallalalbadabin’s (LJs for short!) Musical Mirage.  5+ Range: 30cm

Mage can place an illusory unit within 30cm of himself.  This unit looks real and has all the effects of a real unit but cannot fight / shoot or move. It lasts until the start of the casting players next shooting phase, or passed through as a result of a fallback, driveback, routes, or pursuits or contacted by enemy.   It can be shot at - charged and evaded from - it blocks LOS – units cannot be ordered to pass through it or shoot through it - it acts as a real unit for 'nearest enemy' determination and imparts a -1 command for 20cm radius.  It does not suffer drivebacks or casualties from shooting. If charged then any enemy stops on contact and removes the mirage’s effects (leave one stand for reference) – the chargers may not be commanded until next turn – they automatically win the subsequent combat doing 0 hits - thus allowing for a possible post combat advance.
Dancing Scimitars: 5+,  Range 30cm. 3 shooting attacks in a straight 30cm line – saveable. As per Gotcha - Can shoot into a melee and hits carry over into the combat!

Jaffar Kape’s Seriously Scorching Sirocco: 5+  Range: 30cm The mage casts a dust–storm centred on his being – visibility within 30cm of the mage is reduced to 10cm. You can only see out of a sirocco if you are within 10cms of its edge. ALL commands starting within 30cm of the mage suffer a -1 commands penalty. The spell lasts until the start of the casting players next turn. Flyers may not take off, land or fly over a sirocco, which means no home back when inside a sirocco.  Being in a sirocco does not confer defensive status to a unit, it is still classed as being in the open.

Sting of the Scorpion: 4+  Range 15cm.  Unit this is cast on gains the power of the Scorpion – all saved hits caused by the unit must be re-rolled. Spell lasts until the end of the melee phase.

