Designer’s Notes for the Araby Selectors.

Games Workshop background on Araby has been around for a long time and as such there is a belief that the armies of Araby are a long overdue addition to the Warmaster World. This region makes for; excellent civil wars; raids on Undead; expeditions into the Lizard realms of the Southern Land; battles to the death against Empire, Tilean and Bretonian Crusaders;  part-time allies of the treacherous Skaven; Caravan escorts into the Death Lands; Pirate raids; etc. Just writing this bit makes me want to stop everything and reach for the paint brush!  

The idea of producing oriental armies for Warmaster has been kicking around for almost as long as Warmaster. So a working group was set up in September 2002. “Oo Cathay and Nippon! Yes let’s.” Well, we could have done that but there is a stronger argument for producing a race closer to the Old Worlds, moreover, the background was in part already there. So Araby became the first project of the oriental_warmaster group, the learning gained from this exercise hopefully being put to use in the follow up projects.

As we started to develop an Araby list we soon realised that the scope was vast and the mix of units too big for one army. Moreover, the geographic size of Araby is almost as great as the entire Old World area with its many differing nations.  The solution was to have two army lists; one for civilised city states and the other for the nomad tribes. Each list would have overlapping troop types but they would be distinct from each other in terms of game play and ethos. Of course there is an additional benefit in that you can collect two armies for the price of one and a bit, which is something that I look for when collecting my armies.

The army lists attempt to reflect these two distinct cultures – a Caliph lead army list for the City States, mostly arrayed along the coastal areas of Araby and a Nomad list comprising of strange and independent desert tribesmen. The City list is deliberately a non-homogenous array of troops – a mix of city militia and nomad allies. It has a character that is distinct from all other human armies and yet retains a human background. Initial inspiration for both lists came from the nomadic Tuareg, the Moorsih invaders of Spain, 1001 Nights and existing GW fluff. After stabilising the City list we went off to produce a Tribal list that would be even faster in character, self confident and reliant to the point of shunning magiks. 

Looking at the City list you’ll note that the characters are standard for those of human races. The Rank and file troops are not unusual in their stats, we did give the corsairs an extra attack and a +6 save to reflect their prowess with weapons and being multiple armed.  The cost of 65pts rather than 60 is to remove the ‘no-brainer’ decision of having 6 per 2000pts.

To give a nomadic feel to the army the tribal troops were given the “bushwacking” ability. In play testing this did not prove overly powerful; firstly they are still subject to all the other command penalties; and secondly it only applies if you are commanding a brigade that is exclusively tribal. Mind you it proved the devils own game to get the points right. In small games it looks overpriced but in bigger games its effect can be overwhelming if used right. The Arab Horse fall-back rule is a nice touch – it gives these light horsemen greater survivability and allows them to harass the enemy and force them to use their advance options prematurely.  

Rebasing the Camels was an insight that came about from considering them as ‘loose’ formation troops, possibly dismounting as foot and coincidently fits the modelling constraints. They are less effective in melee but their “bushwacking” ability should enable  you to get them at enemy cavalry flanks and operate deep behind enemy lines. By using this mechanistic approach we have greatly reduced the verbal complexity of any special rule. A lot of the playtesters wanted camels to confuse or do something to enemy cavalry but if cavalry aren’t bothered by a Cold-one special rule in the Warmaster scale then there is no real case to give camels such a rule.

Artillery – in or out? Looking at the histories (real and GW) we can see Araby involved in sieges and the development of catapults and similar engineering. Moreover, as they border on the realms of the Undead we felt we could add a lobber similar to the skull chukka and the devilish use of hot sand and tar to get inside any armour.  Thus a Caliph player has many style options in his army list; Foot beefed up with Corsairs and Artillery, a Dynamic fast moving wing or two, massed cheap stuff, magic, and strong monster mounts. Each style has its advantages but if you try to cover all your options you will succeed in doing none of them well. It’s a hard balancing act.  

The Djinn and the Ruhk proved to be difficult things to include – we argued out the idea of a Djinn being cast as a spell and instead made him part of the army list.  We tried him out as monster with a failed order table – not because he is stupid but because he is contrary. Djinn are devious and tricky beasts to command having no soul or moral code and are always trying to twist their orders.  For simplicities sake we ended up with a monster mount – it gives some oomph to the Caliph and keeps the special rules under control.

The Ruhk, should it be a character mount or a monster unit? Does it have a place in the army? The group decided it did – and that it should be a Monster unit but only in the Tribal list, you have to ask where would city folk keep one of these things? It gives something special and unusual to a human army – a Terror causing unit. An obvious conversion being the Warhammer Wood-elf Warhawks with a Howdah.
The Magic is suitably arid – mirages and dust storms combine nicely with the fast play of any tribal troops.  Conversely the anti-magic of the Sheik’s army is powerful enough to offset the problems of not having magic. 

The nomad list is different again with no artillery, no magic and a 6+ save being the best available, moreover, all of the troops except the Ruhk have the tribal ability. The tribal troops are cheaper for a Sheik than for a Caliph, in part this reflects the price a Caliph would realistically have to pay but it is also to balance out the leadership effect. An 8CV Sheik has less effect when commanding tribal troops than the 9CV Caliph – we could have put a -1 mod when in the Caliph’s army but that would be counter productive and add unwelcome complexity – we have striven to maintain mechanisms that capture the essence of the unit whilst being as simple as possible. 

Adding Dervishers as skirmish stands and Scorpion Warriors as fighters extraordinaire puts a hint of middle-eastern spice (Hollywood?) and strangeness to the nomad army. Having units with Dervishers to lead your attacks will allow you to face off against shooty armies, jumping out with Scorpion Warriors can put a dent into a well armoured enemy, then the mass of troops and fast cavalry can lap round and engulf any foe regardless of numbers.

It may take you a while to learn how to wield the Araby armies but it’s worth the effort. We think you’ll find both armies to be fast and slippery with very nasty stings – capable of giving the ‘run around’ to any opponent. However, it’s like picking up a scimitar after years of using a broadsword, if you use it in the bruising manner of a broadsword it will blunt and break.  We hope you have as much fun learning how to use these armies as we had designing them. Aiyeeeeeeee!

Any comments you have regarding the glorious troops of Araby should be supported by a reasoned argument and submitted to the Council of War in the Warmag. Be quick about it though – the group is progressing with other Realms of the Orient. 

Wayne Rozier

The Oriental_Warmaster group.

http://groups.yahoo.com/group/oriental_warmaster/
