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EL CID 
WARFARE IN THE SPANISH RECONQUISTA: 900-1250 AD 

••The Count of Barcelona instructed a number of his men to climb the rocky slope that lay behind 
the Campeador's tents... al dawn oo the following day. the Count and his retinue [ell upon 

Rodrigo's camp with cries of battle. Rodrigo gnashed his teeth and quickly ordered his warriors to arm 
themselves with mail and sword. and prepare for battle. Thus armed. Rodrigo charged bravdy into the 
noks of the enemy. and broke the Couot's knights at the first charge. However, in the hurly-burly o[ 
weapons. Rodrigo was struck from his horse and wounded as he fell to the ground. But the warriors of 
the C.unpcador would not give up the battle. and fought on with great courage, a.od io this way the 
Catalooians were put to flight. A countless number were killed, hut the Count himsc.l{ was captured 1long 
with five thous1nd of his men." 
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INTRODUCTION 
Rodrigo Diaz, bener known as 'El Cid', is one of the most 
famous warriors of the Middle Ages. Un like the shadowy 
Arthur of Britain, Spain's national hero has left us ,vich a 
wrlrren history of his exploilS and even his signature as 
proof that this great man once exis1cd . His deeds arc 
legendary - although greater in realiry 1han those 
depicted in che film El Cid - and his adventure:, in a world 
of Moors and Christians, castiJlos and caballeros. have 
rurned ouc to be ideal territory for the games of 
Warhammer Ancient Battles that I have enjoyed with my 
friends over the last few years and which have inspired the 
,vriring of this book. 

The age in which El Cid lived - which has since been 
termed the ·Reconqu ista', or Christian reconquest of 
Spain from the Moors - is one of rhc most colourful in 
military history. The: armies are spectacular and varied, 
ranging from the obvious appeal of noble Christian 
knights to the high culture of the Muslim Andalusians 
through to the religious zeal and grim efficiency of the 
African invaders - the Almoravids and Almohads. While 
the Reconquisra is often portrayed as a simplistic black & 
white war of religio n, it was, of course, a great deal mort: 
secular than that - Muslim commonly fought Muslim. 
Christian fought Christian, and borh cook allies and 
me rcenaries o f the other religion whenever It ~ulted 
them. 

Although this book is encirled 'El Ciel', I hope t.hat the 
brief histo ries provided will encourage you 10 consider 
mode lling the armies of the other warlords of rhe time -
Rodrigo Diaz was o nly the greatest of a number of 
warrior-adventurers, and there arc many mher characters 
worthy of attention in the rich tapestry of 1he 
Reconquista. Almanzar, Ben Yusuf, Sancho the Great, 
Alfonso rhe Battler, AJvar Fane,:, Giraldo the Fcarlc.:ss. 
Afonso Henriques, AJ-Ahmar the Red, Sayf AI-Dawla and 
Jaime the Conqueror are all just as rewarding 10 

investigate as the Cid himself. 

The army lists provided run roughly from 900 to J 250 AD, 
from the rise of che Caliphate of Cordoba in al-Andalus to 
the reconquest of Seville in 1248 and Faro In l 250. 
However, plt:ase do not feel mo constrained by the 
arbitrary timeline I have adopted; while it is convenient 
for us co use dates as bookends co our history, it rarely fits 
imo neatly labeJled boxes. With a lirue extra research you 
should be able to use these army lists co model armies 
from outside their specific period or region; there is no 
reason that che Christian Spanish list would not suffice for 
Ordono l's Asturian army of 850 AD, or perhaps Sicilian 
Normans of 1200. Equally, you could, no doubt, use the 
1\J-Andalus list to field a Granadine army of the 1300s; and 
che African Invaders list may erve as the basis for a 
Marinid army of rhe 14th Century. 

This book is dedicated ro my parents. who introduced me 
ro Spain and Chadron Hcscon at an early age, and Berhan, 
who has patiently shared me with the cat and the 
caballeros. 

A NOTE ON NAMES 
I have tried 10 make use of many Spanish and Arabic 
names and titlt:s in this supplement. To quote Stephen 
Panen, author of Shieldwall, "'The emphasis is on ·cried', 
and some of the terms are doubtless a nachronistic.", 
which holds true for 'El Cid' as well. For example, you will 
0nd most light horsemen referred to as Jineces, even 
though the word was probably nor in use until the 
13th Century; but since then the word has enjoyed 
continual use in the Spanish language. and is still in 
modcrn dictionaries coday. \X'herever possible, I have 
a.imed to use atmospheric names and titles to impart a 
sense of culture and hiM0J1' into the army lists. in o rder to 
avoid looking at the i-oldiers of the Reconquista as little 
more chan ·a line of stats'. I will nor claim authenticity for 
all the names or titles. but J knmv that I for one would 
rather have Amirs. Caballeros and Al"qucros. than simple 
Princes, Knights and Bowmen. 

Spani~h nobles of the period commonly took their 
ame nded fathcr·1i name as their surname: therefore the 
givcn name o f Rodrigo Diaz, meant ' Rodrigo, son of 
Diego': and Rodrigo's son in cum was called Diego 
Rodrigllez - 'l)lcgo, son of l{o drigo·. Great kings and 
heroes oftcn earned thcmselves nicknames, and so it is 
that Ro drigo Diaz was ofLen just referred ro as El Cid (the 
Lord) or Campeador ('!cacher of Banks, or Champion). 

Like the Chris tian Spanish, Muslims often used their 
lineage in formal address: Yllsuf lbn 'fashfin , for example, 
means 'Yusuf, son of 'Jashfin '. Some notable case~ were 
named after their mothe rs instead , like Dawud lbn Aisha 
of the Almoravids. Islamic rulers Riso had titles (Amir, 
'Prince', and Ci1liph, 'Successor· being amongst the most 
commo n), and often cook an additional laqab or 
ho no urillc name to d escribe their great deeds or 
rcpurnrion. Thus Muhammad Jbn Abi Amir cook the rirle of 
AI-Man:,ur llill'ah ('Victorious through God') upon his rise 
to power as virtual ruler of al-Andalus. and. many years 
later, Muhammad 1bn Yu~1.1f 1bn Nasr, founder of the 
Nasrid kingdom of Granada, assumed the name of 
AI-Ahmar, ·n,e Red', in reference to his red banner and 
habitual red clothing. 

A NOTE ON ARMOUR & SHIELDS 
I have taken a fairly loose definition of armour and shield 
t)•pes - partially as there was a great variety of Muslim and 
Christian equtpmem in use, and partially because it allows 
you more choice in selecting your armies. For example, 
the Christian Knight:, in t.he lists can take heavy armour 
from the J 1th Ccnrury onwru·ds, alu1ough you could argue 
chat the armour got bener in the 12th and 13th Centuries, 
and so heavy am,our should be n:sc:rved for the later 
pc.:riod. 1 lowever, knights of the later 11th Century were 
prob:tbly more heavily-armoured than their Muslim 
counterparts. and. in game terms, the 3+ saving throw for 
shield, heavy armour and being mounted 'feels right' - the 
ncr result is the knights move slightly slower than their 
Moorish peers, bur arc better protected. However. you can 
choosc heavy o r light armo ur as you please - cc:rtainly no t 
all caballeros could afford Ll1e best! 



In a similar vein, cbe definition between large shields and 
ordinary shields has not been too finely drawn: the largest 
shields of the age were probably tJ1e African spcarmcn's 
'!amt' leather shields (some of which may have been over 
four feet tall!). However, in Spanish hands, these later 
evolved into the smaJJer 'adarga·. a heart-shaped shield 
which first appears in manuscrip1 illustrations around the 
13th Century. The Spanish and AndaJusians seem to have 
made use mainly of round shields, alrnough longer north 
European-style kite shields did come inco use in rhe 
11th Century. When used on foot they would probably 
covtr the whole fro nt of the user's body, but on horseback 
they would most Likely just cover the left side of the body, 
with perhaps limited protection for cbe left side of the 
horse's head & neck - hence aJJ horsemen can have 
regular shields. but only cerrain infantry have the option 
to select large shields (representing either Berbers armed 
with tall African shields, or a unit uniformly equipped wirn 
good quality kite shields). 

HOW TO USE THE ARMY LISTS 
The army lists in El Cid are used in ilie same way as the 
Roman and Barbarian lists in Warhammer Ancient Battles. 
I lowever, within each list arc a number of am1y options, 
each representing a different period of history. Each has its 
own u nique fo rce composition and additional rules. In 
addition, cbe following new rules have been developed 
since \½rhammcr Ancient Oattles was printed. Most can 
be found in Armies of AntiqLlity, buc they have been 
reprinted here for complcrcncss. 

A NOTE TO PLAYERS 
Warhammer Ancienc l3attlcs supplements pay parricular 
:mention to the period of hisiory mer cover. The points 
1•alues are adjusted to suil chc historical context and may 
be different from one book to another. This is quite 
ddiberate. Players who regularly play o uc-of-period game~ 
such as Chariot Wars Sume rians versus Shieldwall Viking~ 
(a difference of a mere 3,000 yeiu·s or so!) may wish to 
make 1.heir own adjustments co the poin t values and any 
period specific special rules. This is fine if you agree ir wirh 
)'Our opponent in advance. For more details go lO our web 
site at www.warhammer•historicaJ.com 

WHAT YOU SEE IS WHAT YO U GET 
Unless your o pponent agrees otherwise, the mod els you 
use must show the options you rake. Lf it's hard co tell 
what a model is equipped with (eg, is ic a throwing o r 
thrusting spear?) tl1en a certain amount of leeway sho uld 
be allowed. lf in doubt, jus1 let history be your guide. 

UNIT SIZES 
The minimum size for a regiment is five infancry or cavalry 
models. There is no upper limit. One model per unit may 
be upgraded co a Leader at a cost of +5 pcs, one model per 
unit may be upgraded co a Srandard Bearer for +5 prs, and 
one model per unit may be upgraded to a Musician for 
+s pts unless stated otherwise. 

CAVALRY COUNTER CHARGES 
This ls a new charge reaction thac may only be cakcn by 
cavali:y units that are charged to cbe franc by enemy 
cavalry. The unit councs as charging for cbc purposes of 
using its weapons (ie, it ge1s + JS if it has rnruscing spears, 
etc). Cavalry with a move of less than 6" (Cataphracts from 
Armies o f Antiquity, for example) may not counte r-charge. 
Note that the unit docs no t move, and it does not coum as 
charging for the purposes of deciding who strikes Or:,t. 
Also note that cavalry may not counter charge infantry 
(just try not co lee them get close enough co charge in 1he 
first place!). 

RANK BONUSES & DIFFICULT TERRAIN 
Unit:, may o nly count their rank bonus in close combat if 
both they and the ir oppone nt are in clear, open terrain, 
and neither is behind an obstacle. For the purposes of this 
rule, hills and fords count as dear terrain and do noc 
negate a unit's rank bonus. 

REFORMING IN COMBAT 
A unit that is figh1ing co the flank or rear may reform at the 
e nd of the Close Combat phase, as long as it did noc break, 
and is also noc engaged o n another facing. Reforming 
takes place before the o pponent laps round, if they a.re 
allowed to do so. If rhe option to reform is taken (il docs 
no t have to be) then th t: unit must reform so chat it is 
facing the unit engaging it. In addition, the centre of the 
reformed unit mus1. be placed in base comacc with the 
centre of the enemy unit. Note d1at a reformed unil sull 
loses its rank bonus for the duration of the combat if It was 
charged by an enemy unit which contains five o r more 
models. 

SKIRMISHERS & RANK BONUS 
Formed units do no t lose their rank bonus if they are 
charged by a unit of five o r more models that is in skirmish 
formation. This also applies co cavalry in skirmish 
fom1ation but not to chariots. 
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El Cid 

FALL BACK IN GOOD ORDER (FBIGO) 
Sometime:, units will be forced to fall back in good order. 
Unirs can do lhis in the following circumstances: 

• Any combat where one sicle outnumbers the other by 
over 2: I gives overwhelming odds tO the side with the 
most model:,. If a side with overwhelming odds loses a 
combat. and fails their Break cest, they fall back in good 
order instead of fleeing (this i!> an ·easy ro forget' special 
rule. If you forget that one of your unics should have fallen 
back in good order rather than fleeing, rhat is your own 
silly fault and cannot be changed later in the battle!). 

• Drilled troops, units in skirmish fom1ation, and cavalry 
that lose a combat but pass their Break test may full back 
in good order if they wish instead of staying in combac. 

The fall back move is made in rhe same way as when a unit 
flees, wirh the following exceptions: 

1. Units falling back in good order don't cause friends 
within 12" to takt a Panic ICM. 

2. Units falling back in good order aummatically rally at 
Lhe end of the move and may immediately reform. 

3. Units that fall hack in good o rder may be pursued, bu1 
if caught they're nor wiped our: instead rhe pursuing unit 
counts as having charged in the ne.."<t Clos1: Combat phase. 

4. Units chat fell back in good o rde r arc not allowed co 
declare a charge in their next turn. Apart from this, 
however, lhey may move and shoot normally. 

5. A unit that falls back off the table is lost. 

6. Units can fall back in good order from a Ferocious 
Charge. 

MOUNTED MODELS 
Note, the following rule:; apply only LO models chosen 
from the army lisrs in this book. 

1. Some models may be mounted on a horse. Thb 
increases Movement to 8" prior to armour penalties. 

2. Some models may be mounted on a warhorse with rhc 
following profile: 

Warhorse 
M WS BS S 
8 3 0 3 

T W T 
3 

A Lei Pts 
1 

COMBINED FORMATION 
Some units may mix croop types rogether, wilh typically 
archers taking up rhe rear ranks of the unit, shooring over 
the heads of the troops in front. 

Units that can do this arc indicated in the relevant army list. 

This is represented as follow:,: 

• The archers lose their Light Troop scacus if applicable, 
and are created as normal troops for the purposes of 
movement ancl rank bonuses. 

• The archers may shoot using the Massed Archery rules on 
pg 23 of rhe Warbammer Ancient Barries rulebook as well 
as any pan icular special nile:, thac may apply to that unit. 

• A unit may stand & shoot or fire & flee using massed 
archery. 

• All miss ile hits taken by the unit use the saving throw of 
the majoriry of models in the unit, at the time when the 
saving rolls an: made. 1f numbers of model:, are equal. tbe 
besr saving throw is used. Any models that fail their saving 
throw are removed from the unit in roughly equal 
proportions - eg, if a unit of 12 spearmen and 12 archers 
takes cwo casuallies from missile fire, one of each model is 
removed. If a third casualty were inflicted, the owning 
p layer should choose which type of model co remove. 

•ln close combat, hits o n the unit should be taken by 
whichever models are in contact with enemy attackers, 
and armour saves taken as apprnpriate. l f the attacker has 
a choice of auacking differemly armoured model!,, then be 
should declare which be is attacking before lhro,ving any 
dice. 

ANDALUSIAN ALLIES 
Nearly all of the warring factions in Spain used local 
Andalusian 1roop as allies m their armies. Christian kings 
often called upon their neighbouring prince!, co assist 
their campaigns with Moorish troops, or Andalusians were 
to be found joining the jihad (a religious war to defend the 
territories of 11,lam) against the Christians in the armies of 
the invading Almoravids and J\lmohads. 

Wherever Andalusian allies are permined, there is an entry 
in the army lis t specifying which units from the Al-Andalu:, 
army list may be selected. Any 0-1 limits specified in the 
Al-Andalus army list still apply. Andalusian allft:s are e..xactly 
the same as the units featured in the Al-Anclalus ~trruy list, 
except that a ll Andalu sian allied units become ubjecr ro 
the Aliado!> y Merccnarios special rules detailed on 
page 54. 

BOWS 
All bows in tl1e am1y lisrs are composite bows wiless 
decaHed otherwise. 

FEROCIOUS CHARGE 
The charge of a unit of knights was renowned for irs 
ferociry, and few could stand up co it. If a unit from the 
army is noted as having Fcl'ocious Charge and wins the 
round of combat, their opponents automatically break, 
with no Leadership test being taken. Enemy units that 
normally ignore Break test~ (such as Stubb<>rn troops) 
must roll a D6. On a 1-3 they are broken anyway, and on a 
+6 they hold However, it may be possible for a unit co fall 
back in good order. so refer to those rule:... 

FEIGNED FLIGHT 
lf cavalry choose to fl ee or fire & flee as a charge reaction, 
they rally immediately at the end of their move, and may 
reform facing in any direction. This mean:, that should the 
charging enemy encounter chem, the cavalry arc nor 
destroyed, and may instead fight in the Close Combat 
phase. Thdr o pponents sti.11 count as charging. 



CHRISTIAN SPAIN 
Asturias, Galicia, Leon. Castile, Aragon, Catalonia, Navarre & Portugal c.900-1250 AD 
u lam done with speaking. ilnd words arc oo longer of value -

let us sc11le 1bis dispute like 1hc knights we arc. wi1h the 
noble dash o( swords and boccs. Do 001 dcky coming 10 brnlc 
- you will r~p 1hc reward tha1 I always p,iy you." 

Ch,llcogc from El Cid to the Couot of Bmclooa 

OVERVIEW 
Alt.hough Visigothic Spain was almost overcome by the 
Muslim invasion o f the 8th Century, a number of small 
Christian states in the north of the country formed , grew, 
and survived to become the master of aU Hispanla some 
seven hundred years lacer. Al the start of tbe I 0th Cemury. 
lhe Christian states covered just one-fifth of the Iberian 
Peninsula. centred upon Asruriru, in the mountainous 
nonh-west of the councry; however, these nascent 
kingdoms saw themselves as heirs tO Visigotbic Spain, and 
it was foretold chat one day they would reconquer all 
Hispania from the Muslims. The 10th Cenrury was a 
testing time fo1· the Cl1ristians, their kings and counts 
alternately gaining and losing in the struggle with the 
Muslims: the armies of Navarre and Asturias were roured 
by Abd Al-Rahman 111, the Caliph of Cordoba, in 920, who 
in tum was heavily defeated J 9 years later by an aJliance of 
Leon, avarre, and ome Muslim rebels. The victory at 
Simancas in 939 was exploited wirh territorial gains by the 
Christians, but soon enough, they were back ar war wilh 
each orher. Sancho 'The Fat' , King of Leon, had been 
deposed by his rivals, but came back to claim his throne in 
959, assisted by the Caliph of Cordoba's sold iers. 

The last third of the 10th Ccnru11' saw the lot of' the 
Christian states become even rougher, with the rise of the 
Caliphate of Cordoba and the notorious Almanzor. The 
Christian rulers eirhcr sought terms and paid tribute 10 

Cordoba, or continued to suffer punitive raids by the 
Andalusian armies. However, with the death of Almanzor 
in 1002 and his son Abel 1\J-Malik sLx years later, the power 
of Cordoba was waning, and the Christian kings of the 
11th Century were preparing co take centre scage. 

in spire of rhe shift of power, L11e Christians we;:re 110 1 yet 
strong enough co conquer al-Andalus, and resorted to 
extorting tribute from the newly-formed petry kingdomi. 
(faifas) of the Muslims. Fernando I of Leon & Castile 
excelled at tbis tactic, taking payments from Toledo, 
Seville. Zaragoza and 13adajoz in exchange for military 
·protection'. Fernando also succeeded in uniting che 
squabbling kingdoms of Leon, Castile & G;tlicia under his 
rule. which he kept to his death in 1065; likcwi:,e 
Fernando's brother, King Ramiro I of Aragon, was blcs:,ed 
with a long reign which he used co bolster his cerrit01)', 
until he crossed Fernando's ally, the King of Zaragoza, and 
was killed in the ensuing Battle of Graus in 1065. 
liowever, both great kings were succeeded by sons of the 
:,-aine calibre, and rhe success of the Christian kingdoms 
continued. After seven years of civil war between 
Fernando's rhree ons, Alfonso V1 emerged as the victor, 

and declared himself ·1mperator ' or Emperor; Ramiro of 
Aragon was succeeded by his son, ancho I. Both Alfonso 
and Sancho carried on rheir fathers' policies, undermining 
the Taifa kingdoms and pilling chem against om: another. 
with the long-cerm intention of taking tl1em over when 
they were no longer of financial use, and too weak co 
resist. 111 1085. Alfonso's policies finally brought him one 
of the greatest prizes of the century, the ancient ciry­
klngdom of Toledo. The fall of this mighty Moorish ciry, 
the key to comrol of the plains of central Spain, 
astonished contemporaries, and ir must have seemed that 
rhe Tai fas of al-Anclalus were now living on borrowed time. 
But Alfonso's ReconquiMa had reached its zenith. for the 
year 1086 saw the arrival of a new and sinister foe : the 
Almoravids. 

Spurred into action by the rise of the Christians in the 
Iberian Peninsula and the rapid groY.'th of their empire in 
Africa, the Almoravids arrived at the Spanish port of 
Algeciras under their leader. the wizened and charism:iric 
Yusuf lbn Tashfin (' Uen Yusuf'). Within a few months. 
Alfonso VT's royal ;mny had been defeated at Sagrajas, and 
Alphonso himself escaped badly wounded. Furrhcr defeats 
were co follow at the hands of the Almoravids, :it 

Consuegra, Cuenca and Ucles, amongsr Other . Despite 
these reverses in the field , Alfonso held onto hts kingdom 
and all o f the grear cities, including Toledo which 
wirhscood many Moorish sieges. After Alfonso's death In 
I I 09. a succession crisis ensued - his only son and heir 
having been killed by the Almoravids ac Ude:. in 11 08 -
and, facing renewed African offensives, the kingdom of 
Aragon rook up the reigns of the Reconquisra. 

Alfonso's contemporary, Sancho I of Aragon, had died in 
1094, and each of his three sons was co rule in turn after 
him. Pedro I mled for ten years, captured Huesca in I 096, 
and fought alongside El Cid at Bairen the following year. 
After Pedro's death in 1104. one of the greac kings of the 
Spanish Reconque:-t came lO the fore - Alfonso I ' 8 
BataUador· (The Bauler). Alfonso was the first of a breed 
of genuine crusading king.'> - religiously fervent , inspired 
by the succcs~es of the crusaders in Jerusalem, and 
somewhat unworldly himself, he personally led the royal 
army of Aragon against the Moors for thirty years. It was he 
who conquered the great city of Zaragoza for Aragon in 
1118, and was said to have won nearly thirty battles. but 
he evenrually paid the price for his bravery when he died 
of bis wounds after the disastrous battle o f Fraga in 1134 
Astonishingly, he lef1 his kingdom to the chrce Milicary 
Orde rs of the Hospitallers. the Templars, and the I loly 
Sepulchre, who had assisted him in his conquescs and 
campaigns. As the orders were barely 30 years o ld, and the 
idea was preposte ro us to the nobility of Aragon, Alfonso's 
\>vill was never carried out. Instead his successor was his 
pious younger brother. Ramiro, known as 'The Monk'. 
Ramiro ll ruJed for three yea.rs before rerurning LO his 
monastery, betrothing his infant daughter Petronila to the 
powerful count of Oarcelona, Ramon Berenguer rv. This 
marriage united Aragon & CataJonia and established a 
trong line of succession that endured for many years. 
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By this time, che rulers of Portugal had emerged fro m 
being counts tO fully-fledged kings, and so the new 
kingdom on che west coast began ro cake shape. Afonso 
Enriques, grandson of Alfonso VI of Leon-Castile, had 
raken possession of Portugal in 1128 and declared himself 
King by I 140 . He had also s tarted the process of 
reclaiming territory from the Moors, helped by bis great 
vicLory over the Almoravids ar Ouriq ue in the Algarve in 
1139 The Portuguese also made w,e of crusaders who 
often passed the coast of Ponugal o n their way to the Holy 
Land, and could be persuaded to mount jo int attacks on 
Muslim-he ld cities; in chis way, the Po rtuguese captured 
Lisbon (1147), Silves (1189) and Alcacer do Sal (1217). 
The Po rtuguese military o rde rs were also especially active, 
and proved a key weapon in fighting the Moors and 
rcconqueri.ng the west of Iberia. Another hero of Portugal 
who deserves a brief me ntio n here is Giraldo Sempavor 
(Geraldo the Fca.rless), a noble adventurer who has bee n 
called 'the Portuguese Cid'. Giraldo excelled in caking 
Moori~h cities by srealrh on behalf o r his master, Klng 
Afonso I of Portugal. However, he fell ouc with the king 
and jo ined the Almohads, then was imprisoned in 
Morocco after trying co double-cross his new employers. Ir 
is said that Giraldo was finally killed attempting co escape 
Mooril,h captivity. 

But chc Reconquista was far from over. Whilst the 
Christians produced some greac kings. they were also 
often co be found fighting o ne ano ther. The Almoravid 
Empire had crumbled in the 1140s, mainly clue to 
problems in Africa rather than any united Chris tian 
offensive in Spain, but o ne set of Moroccan invaders had 
been replaced by another - Lhc Almohads. This new 
Berber sect swept inro Spain. taking over what had 
previously been Almoravid territory, and so the Christian 
advance was checked. The 12th Cemury e nded with a 
heavy clefeat for the royal army of Alfonso VITI of Castile, 
outflanked and routed at che hands of the Almohads at the 
Battle of Alarcos in 1195. Faced with a renewed Moorish 
offensive, Alfonso VIII decided LO coordinate rhe feuding 
kingdoms in a decisive campaign againsl the Almo hacls. 
With the Bishops preaching the campaign as a crusade, the 

paniards received reinforcementS from France before 
taking the field against the Almohads in the summer of 
L212 The resulling battle o f 1-as :was de To losa, fought 
on 16th July of chat year was emphatically won by the 
Christian alliance. Following their defeat, the Almohads 
continued to put up stiff resistance In parts of Spain, buc 
~oon crumbled under pressure from the Christians as their 
empire was split by a successio n crisis. In an 
unprecedented period of success from 1226-1248, the 
victo rio us Christian kings conque red huge pans o f 
al-Andalus. Alfonso IX of Leo n finally took Caceres, Merida 
and Badajoz: Jaume J of Aragon seized Mallorca. 
suppressed Minorca and left Ibiza LO the control of the 
Archbishop o f Tarragona, then went on t0 conquer 
Valencia in 1238; and Jaume's counterpart, Fernando Ill of 
Castile took the great Andalusian ciry of Cordoba. 

The twenty-year collapse of al-Andalus culminated in the 
fall of Seville to Castile in 1248. The revived Moorish 
kingdom o f Granada survived as the last bastion of Muslim 
power in the south of Spain, but, for the first time in 
500 years, the majority of the Iberian Peninsula had 
reverted to Christian rule. 

THE MILITARY ORDERS IN SPAIN 
Whilst Alfonso •nie Battler ' of Aragon had been 
instrumental in introducing knfgbts of tbe Military 
Orders of the Holy Land into Spain, it was not until 
later in the 12th CentwJ1 that the Spanish sought to 
have their own religious corifmternities to fight the 
Moors. Alfonso had made extensive use of the 
Jemplars, Hospitallers a,u,I Knights of the I-Joly 
Sepulcbre, but tbeir first allegiance was always to 
the defence of Jemsalem and t/:,e Holy Land, leaving 
the Christian kingdoms e:>.posed to the attacks of the 
Almohads in the 1150s. When the Templars waived 
their responsibility 10 defend the recently 
reconquered fortress of Cc,latrava in 1157, Ramon of 
Fitero, a Cistercian abbot, came forward and 
organised a g1·oup of soldiers and volunteers to 
ensure its survival against the Abnohads. This soon 
became the first Spanish milita,y orde1; Calatrava, 
whose existence was confirmed by the Pope in 1164. 
771e order of Santiago {St James) followed soon afte1; 
formed in Caceres in 1170 at tbe bebest of Ki11g 
Fer11ando II of Leon. A number of other smaller 
orders including Alcantara a11d Evora also came 
into existence around this time, all founded in 
Castile, Leon or Portugal. In Aragon, tbe Hospitallers 
and Templars were sttll wetl-eswblished from the 
patronage of Alfonso tin Battler. 

From their vety incept;ton, the Spanish milita1J1 
01·ders bad thei,· hands full dealing with tbe 
Almohad threat, cmd Ibey grew wealthy under 
continuous royal patronage a11d from the spoils of 
Reconquest. 11iey played tJ key role in all the major 
battles and campaigns of tbe time, most notably at 
tbe great victory of las Navas de Tolosa in 1212, 
wbere the masters of Santiago, Calatrava and the 
Spanish Tem,pla,·s fought in the centre of 1he 
Cbrisllan army. The Portugttese ot·ders were just as 
active in the Reconquest of the west coast under the 
leadership of the great Grand Commander of 
Santiago, Pelayo Perez Correa. 

As well as their military obligations, it was not 
uncommon/or tbeMi/ita1y Orders to be involved in 
prisoner ransoms and e:i:changes. Funded by tolls 
granted by the king and the revenues from their 
great estates, the friars arra11ged and bought the 
freedom of many Christian souls captured in battle 
by the Muslims. 

An excellent iltustrated introduction to all t/,e 
Military Orders can be found in Osp1·ey Men-At-Arms 
155: Knights of Christ (see Further Information on 
page64). 
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CHRONOLOGY 
711AD - Arab invasion of Visigothic Spain; King 
Rodrigo is defeated & killed. 

920 - Dattle of Valdejunquera - Amfr Abel Al-Rahman 
JIJ roucs the combined forces of Navarre and Asnirias. 

939 - Battle of Simancas - the kingdom:; of t.eon and 
avarre defeat the Caliph of Cordoba's army. 

950s - l..eonese raid deep into al-AndaJus. 

959 - Sancho 'The Fat' is restored to the throne of 
Leon, with the su pport of the Caliph and his troops. 

972 - 13aa:le of Gormaz: General Ghallb of Cordoba 
routs a combined Navarrc:se/Leonese Christian army 

985-997 - Great raids of Almanzar of Cordoba - he 
sacks Barcelona. J..eon, Zamora, Sahagun and Santiago. 
Santiago's church bells arc carried off co Cordoba. 

1000-35 - Reign of King Sancho the Great of Navarre. 

1009 - Count Sancho Garcia of Castile assists in the 
Andalu ian civil war, and is rewarded with c:istles and 
territory 

1035-1065 - Reign of King Fernando l of Leon-Castile. 
Fernando institutes the payment of parias from the 
Andalusian Taifa kingdoms. 

1035-1063 - Reign of King Ramiro I of J\l.'agon. 

1063 - Battle of Graus - King R.'lmiro I of Aragon is 
defeated and killed by Prince Sancho of Castile. 
Sancho':. army included the youthful Rodrigo Diaz, 
later El Cid. 

1063-94 - Reign of Sancho Ramirez of Aragon. 

1065 - Deach of King Pernando of Leon, Castile & 
Galicia. He divides his kingdom between his three 
sons - Sancho (Castile), Alfonso (Leon) and Garcia 
(Galicia). 

1067 - ·war of the Three Sanchos' - brief conflict 
be1wee;:n Sancho II of Castile, King Sancho Ramirez of 
Aragon, and Sancho rv of Navarre. 

1068 - War breaks out berween t.eon and Castile. 
Sancho defeats Alfonso aL the Bartle of Llantada. 

1071 - Sancho of Castile and Alfonso of Leon jointly 
defeat Lhcir brod1er, Garcia of Galicia, and have him 
imprisoned. 

1072 - Battle of Golpejera: Sancho II of Castile defeats 
and captures his brOLher, Alfonso of Leon, and is 
crowned king of Leon, Castile & Galicia. I towcver, he 
is murdered at Zamora, and Alfonso VI becomes King. 

1081 - Rodrigo Diaz, £1 Cid, is exiled by Alfon.so VI 
and takes service with the Mus.Lim King of Zaragoza. 

10 82 - Battle of Almenar: El Cid defeats and captures 
Coum Berenguer of Barcelona. 

1084- El Cid leads che Zaragozan army tO victory over 
the Aragonese & takes numerous important prisoners. 

1085 -Toledo conquered by Alfonso VI of Leon-Castile. 

1086 - Almoravid invasion and Battle of Sagrajas 
(Zalaca). Alfonso Yi of Leon-Castile is defeated but 
escapes, although wounded. 

1090 - Baa:le of d1e Pine Wood of Tevar. El Cid defeats 
and captures Count Berenguer of Barcelona for a 
second time. 

1094 - El Cid captures Valencia, and destroys an 
Almoravid army at rhe Bartle of Cuarte. 

1096 - King Pedro of Aragon caprures Huesca. 

1097 - The Almoravids defeat Leon and Castile in two 
bacrlcs - Alfonso VI is beaten at Consuegra, and Alvar 
Fancz at Cu enca. 

1097 - Baa:le of Bairen: El Cid and his ally, King Pedro 
of Aragon, rout another Almoravid army. 

1097 - Counry of Portugal granted to Henri & Teresa, 
who gradually transform ic into an independent 
kingdom. Their son Afonso Enriques later becomes 
King Afonso I. 

1098 - El Cid besieges and captures Murviedro. 

1099 - Death of El Cid at Valencia. 

1100- King Pedro of Aragon conquers the Muslim city 
of Barbascro, assisted by French allies. 

1102 - El Cid's widow, Jimena, is forced co abandon 
Valencia to the Almoravids. Battle of Udes. Leon­
Castile suffers another serious defeat a1 the hands of 
the Almoravids, with the loss of the Infante Sancho, 
heir of Alfonso VI. 

1110 - Battle of Valtierra; Alfonso r 'The Bartler', King 
of Aragon defeats and kills Al-Musra'in of Zaragoza. 

1118 - Zaragoza conquered by Alfonso The Battler. 

1120 - Barde of Cutanda: Alfonso The Battler defeats 
an Almoravid army marching to the relief of Calacayud. 

1 125-6 - Alfonso the Battler marches co Granada to 

Uberace 10,000 Christianl> living under Muslim rule. 

1134 - Barde of Fraga - Alfonso the Battler is defeated 
by an Alm,oravid army in an ambush and dies of his 
wounds. 

1139 - King Afonso I of Portugal defeats the 
Almoravids at the Battle ofOu rique. Portugal is by now 
an independent kingdom. 

1143 - King Alfonso Vll of Leon-Castile recognises 
Afonso I as king of Portugal. 

1145-1146 - Sayf Al-Dawla, son of the last Hudid ruler 
of Zaragoza, proclaims himself Caliph, ralting 
Cordoba, Granada, Murcia and Valencia with the 
uppon of Alfonso Vll of Leon. However Al-Dawla is 

killed in a quarrel by the Christians ac Albacere. 

1147 - lbn Mardanish ('King Lobo' as he was known 
ro the Christian s) revolts against Almohads, allies with 
Alfonso VII and establishes a small Andalusian 
kingdom in south-eastern Spain. 

114 7 - King Afonso l of Porrugal conquer Lisbon with 
the ald of English crusaders en route co the Holy Land. 

1148-ll49 - Ramon Berenguer TV of J\l.'agon­
Catalo nla captu res Tortosa, Fraga, Lerid a & 
Mequinenza. 
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1165-1169 - Geraldo the Fearless, a Portuguese 
adventurer. carves o ut his own realm in Portugal 
under the overlordship of King Afonso I. Geraldo is 
finally killed in 1172 after joining the Almohads. 

1173 - Barde of Caracuel - Sancho Jimenez and the 
militia of Avila are defeated and killed by the 
Almohads. 

1189 - Sancho J of Porrugal cakes Silves with the help 
of an English Crusader fleet from Darcmoud1, on their 
way to join Richard The Lionhean in the Holy Land. 
Silves was recaptured by d1e Almobads in l 19 1. 

1195 - Battle of Alru·cos - Alfonso vm is defeated by 
the Almohads. 

12 11 - SaJvaricrra, the fortress headquarters of the 
Order of Calatrava, falls to tl1e Almohads. 

1212 - 'Bactle of Las Navas de Tolosa - a confederation 
of Christian kingdoms defeacs the Almohad Caliph . 
Following this, Almobad power crumbles in Spain. 

1213 - Pedro U of Aragon killed by Simon de Montfon 
at banlc of Muret in southern France. His son, Jaime I, 
takes over and rules until 1276. 

1217 - The Portuguese cake the ciry of Alcacer do Sal 
with the assistance of Dutch crusaders on che1r way co 
the Holy Land. 

1217-1252 - Rule of Fernando m of Lcon-Caslik, 
probably the greatest crusader king of this era. 

1230-1235 - Balearic Islands conquered by the 
Christians. 

1230 - Battle of Alanje - Leon defeats an Andalusian 
:trmy under Jbn Hud. Death of ,\lfonso IX of Leon; 
Fernando Ill of Castile is accepted as rhe new king and 
unites the two great kingdoms again. 

123 1 - Battle of Jerez - Tbn Hud Is routed again, this 
lime by a Castilian army. 

1236 - Fernando ill captures Cordoba, and returns 
the churcl1 bells to Santiago cliat were lo0ted by 
Alman.zor in 997. 

1238 - Jaime 1 of Arago n conquers Valencia. 

1243 - Alfonso captures Murcia. 

1248 - Fernando Ill of Castile conquers Seville. 

1249-50 - Afonso ID captures Faro, completing the 
Portuguese Reconquisca. 



SPECIAL RULES 
BLOODTHIRS1Y 
Bloodthirsty troops and characters arc fervent, religiously­
motivated warriors, and are subjccr 10 the following 
special rules: 

1. Bloodthirsty troops and characters arc eager co come LO 
grips with rJ1eir foes, and will tend to advance over­
confidently in the face of the enemy. Bloodthirsty units 
which are not otherwise bound by a compulsory 
movement rule must therefore rake a special test at the 
start of each turn. Roll a D6 for each unit. On a D6 ro ll of 
2-6, rhe unit remains under contro l and may move 
normally that Lum. On a roll of a 1, however, the unit mw,t 
surge forward in an u ndisciplined manner. A unir obliged 
co :.urge forward in chis way muse charge the nearest 
enemy if they arc within reach. If the enemy is not within 
charge reach the uniL must move cowards the nean.::n 
enemy, and mus t move al least 4" if possible. The unit <:an 
move faster than this if rhe player wishes and assuming the 
unit i~ allowed to do so. If the unit's movement is blocked 
by friendly troops or terrain it will move as far as II can 
before stopping. lf the unit is facing away from its nearest 
enemy it will curn o r wheel co face them and move as far 
as It can LOwards them. 

2. Bloodthirsty troops and characters must always pursue 
an ent:my that flees or f.tlls back in good order, whether 
rhe player wan cs to or not. Unlike other troops Lhey may 
not attempt to ho ld back as Lhey arc 100 crazed with blood 
lusr. 

3. 13loodtl1irs1y troops & characLers may not disengage 
from combat, or voluntarily fall back in good order. 

4. Bloodthirsty Lroops & character:. arc also unlikely to 
remember (or believe in) the nicetie1> or secular Iberian 
warfare. If playing the Ransom scenario, Bloodthirsty 
troops must make a special roll in o rde r to capture iin 
enemy alive: instead of the usu;tl roll made, tht: 
Bloodthirsty unit or character must roll a 6 in order l'O 

capture the t:nemy character alive. If a 1-5 is rolled, the 
enemy has just been killed instead. 

ARMY LIST OPTIONS 
This list may be used to create o ne of three armies: 

Asturit,s & Early Christian Kingdoms (c.900 -1040 AD) 

The Age of El Cid (c.1040 - 1100 AO) 

11n Reconqu.isla (c. J 100 - 1250 ADJ 

ASTURIAS & THE EARLY CHRISTIAN 
KINGDOMS, c .900-1040 AD 

This list has been wriucn co help you create a Warhammer 
Ancient fiattles army for the early Christian kingdoms of 
Spain. roughly betwct:n 900 and 1040 AD. This period 
cover:, the Christian states of Asruria:., Leon. Galicia, 
Navarre, Aragon & Castile, tbar suffered at the hands of 
Almanzar and the Caliphs of Cordoba, made forays into 
al-Andalus, and fought amongst them:,elves. 

Chris tian Spr,1,in 

The mailed horseman was already the key weapon in the 
Christian armo ury, but he fou ght in the traditional style, 
skirmishing with javelins and spears. Alongside the 
mesnada (retinue) of caballeros would be che usu:il 
lighrer-:Lrmed riders, and often a fair number of infantry 
sk.irmbhing with javelins, bows and slings. Andalusian 
allies and even Berber mercenaries may not have bee n an 
uncommo n sight in a nominally Christian army - the 
Caliph of Cordoba loaned troops ro reinstate Sancho 'The 
Fae' to rhe throne of Leon in 959. for example. 

SPECW.. RULES 
Characters cannot wear heavy armour o r ride warhorses. 

CHARACTERS 
Up to 25% of the points "aJue of the army may be spent on 
characters d 1osen from the following: 

Infante 

Armiger 

Cantador 

Bisbof) 

The Army General may only be an lnfantc in this period. 

COMMON TROOPS 
Ar lc.asc 33% of tht: points value of the army may be spent 
on unit1> chosen fro m the following: 

Jinetes 

Caballeros 

Peones 

Arq11uro.1· 

Skirmisbers 

Basque Javelinmen 
(chosen from the Aliados y Mercenarios !isl) 

Autho r 's note: The tr.idition of 'Commoner Knight~• 
(Caballeros Villanos) - essentiaUy a militia cavalry force -
had already begun in some Christian kingdoms, although 
in these early days before couched lance tactics became 
widespread, they are probably best rep resented as Jinetcs. 

UNCOMMON TROOPS 
Up to 33% of the points value of the army may be spent on 
units chose n from the fo llowing: 

MercencO')I Spearmen 
(chosen from the Aliados )' Mercenarios list) 

Mercenary Archers 
(chosen from the Aliados y Mercenarios list) 

Mercena1J1 Jinetes 
(chosen f rom the Al/ados y Mercenarios list) 

ANDALUSIAN ALLIES 
Up to 2596 of the points value of the army may be spent on 
the following units chosen from the AI-AndaJus army list: 

Andalusitmjinetes 

Andalusian Noble Cavalry 

Andalusian Spearme11 

Andalusian f\rchers 

Andalusian Skinnishers 
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THE AGE OF EL CID, c .1040 - 1100 AD 
This option allows you t0 crt:ate a Christian Spanish force 
during the lifetime of m Cid - roughly 1040 - 1100 AD. 
This period saw the rise of heavy cavalry charges and other 
northern European mflut:nces, especially in Aragon and 
Catalonia, which had the strongest links with France. 
Raiding parcics of this period could be completely 
mounted, with a core of noble ho rsemen supported by 
lighter-armed cavalry; Infantry would bt: more common in 
the larger armies, when tht: infantry militias would come 
out to serve rhe king for a major carnp::iign. Andalusian 
allies would be a common sight, with many of the Taifa 
kings sending troops co support the campaigns of their 
masters. 

SPECIAL RULES 
Only a single unit (0- L) o f M!lilia Crossbowme n may be 
taken - rhc crossbow was a new weapon in this period. 

CHARACTERS 
Up co 25% of the poims val ue of the:: army may be spent on 
characters chosen fro m the following, 

Rey 

Infante 

Armiger 

Ca11tador 

Bishop 

The Army Genera.I may be a Rey or a.n Infante. 

COMMON TROOPS 
r\t least 50% of the point~ value of the army must be spent 
on unit chosen from the following: 

jinetes 

Caballeros 

Caballeros Hidalgos 

Caballeros Vt/la11us 

Skirmisbers 

UNCOMMON TROOPS 
Up ro 33% o f the po ints value o f the army may be spent 011 

units chosen fro m the fo llowing: 

Guard Spearmen 

Peones 

Arqueros 

Ballesteros 

Militia Crossbowmen 

Mercenary Spearmen 
(chosen from tbe Aliados y Mercenarios list) 

Mercenary Archers 
(chosen from tbe Aliados y Mercenarios list) 

Mercena,y Jinetes 
(chosen from the Aliados y Mercenarfos list) 

Ba.squejauelinme11 
(chosen f rom tbe Aliados y Mercenarios list) 

ANDALUSIAN ALLIES 
Up 10 33% of the points value of the army may be spent on 
the following units chosen from the AI-Andalus army list: 

Andalusian Jinetes 

Andalu~•ian Noble Cavalry 

Andalusian Spearmen 

Andalusian Archers 

Andalusian Skirmisbers 

THE RECONQUJSTA, c.1100 - 1250 AD 
As well as the resurgent kingdo ms of I.eon, Casrile and 
Aragon, this Llst covers the new kingdo m of Portugal under 
Afonso I and his successors. ln rhis pe riod, rhe idea of a 
crusade co re-conquer al-Andalus - the Reconquisra -
became common currenc.--y. culminating in the great battlt: 
of Las Navas de Tolosa in 12 J 2, the collapse of Almohad 
power a few years lacer, and tht: grea1 reconquest of most 
of al-Andalus up co ·1250. Armour was becoming mo re 
commonplace at this time, following the rise of the 
crossbow, although Spanish armies scUI mainnuned their 
light cava.l.ry alongside the heavier knights, and Moorish 
allies were especially valued for their jinetes. Alfonso 'The 
Barrier' w:ts responsible for introducing knights of the 
Military Order:. into Aragon, which were soon followed by 
the Spanish O rders, who could be relied upon to support 
any campaign against 1he Moors. Infantry militias a.I ·o 
became more prominent, with many panish fromier 
towns being renowned for the:: quality of their militia 
troops. 

SPECIAL RULES 
• The Bishop may be upgrad ed 10 a Crusading 13ishop for 
+40 pts. Crusading Bishops have their Ld incrt:ased co 9 , 
and are subject co Hatred of the enemy. a~ described in the 
Psychology seccion. Any unit led by the Crusading Bishop 
is also subject co Hatred o f the e nemy. (Note: 1-latrccl does 
not extend 10 warho rses!). Crusading 13ishops are 
Bloodthirsty, as is the unit they lead. A Bishop ~,pgrnded to 
a Crusading Bishop cannot re-ro ll fai led Panic tCSl'S. 

• Characters mounted o n ho rses o r warhorses, and 
Caballeros Hidalgos may take horse barding for +2 pcs. 

• Caballeros Villanos can ride warhorses for +4 pts p<;:r modd 

• Jinetes, Peones, Arqueros, Uasquc Javelinmen and 
Andalusian Jineces may have light armour for +2 p ts per 
model. 

• Caballeros Hida.lgos uniLS may cxch:inge 1heir 1hrus1ing 
Spears for lances for +4 prs per model. Lnirs of CabaJlc::ros 
Villanos can do the same for +2 pt:, per model. 

• Any characters, except che Armiger, can take lances for 
+4 pcs per model. L'lflce-armed characters cannot have 
javelins, throwing or thrusting spears as well. 



CHARACTERS 
Up to 25% of the points value o f the army may be spent on 
characters chosen from the following: 

Rey 
Infante 
Armiger 
Cantador 
Bisbop 
The Army General may be a Rey or an Infante. 

COMMON TROOPS 
At least 50% of the po i ms value of the army must be spent 
on units chosen from the following: 

Jinetes 
Caba/fems 
Caballeros Hidalgos 
C(lbttlleros Vil!anos 
Cabelleros d e las Orden es 1lfilitt1res 
Guard Speannen 
Peones 
Arqueros 
Sk irmishers 
Militia Crossbowmen 

EL CID 
Rodrigo Diaz was born nea1· Bw-gos around 1043 AD, tbe 
son of a minor Castilian noble. He began his career in tbe 
court of Sancho, Infante of Castile, rising to tbe post of 
armfger in Sancbo's service. Rod,·igo fought alongside 
Sancho in a number of battles, most notably the victories at 
Llantada and Golpejera against Sancho's brotber Alfonso 
/11 the civil war between Castile and Leon. However, after 
Sancho's deatb, in suspicious clrc11mstances, at Zamor" /11 
1072 (memorably dmniaNsed in tbe Charlton Heston 
movie, El Cid), Rod,·igo Joined Alfonso's coun. By now he 
was a respected wa1·rlo1; and had defeated olber 
champions in single combat, earning himself the eplthel 
Campeador (tbe title J::/ Cid, meaning 'The Lord' or 'The 
Boss', probably dates to later in hl.s career). 

During hi.s service to Alfonso VT, Rodrigo married bis wife, 
Jlmena, by whom be hacJ two daughters and a son, and 
carried out the king's orders. 

Amongst Rodrigo's missions was a quest in 1079 to collect 
the annual tribllle of the Taifa kingdom of Seville, during 
which be ended up fighting ngainst his 1ivals from Leon­
Castile at the Battle of Cahra. Whilst be emphatically won 
lbe battle and took many nobles 1>rtsone1; Rodrigo had 
made enemies at court. Following what appears to have 
been an unauthorised raid two years later tba1 further 
embarrassed the King, Rodrigo wtlS sent into exile. 

The Campeador then left Castile, and, like many other 
Christian exiles befo,-e bim, enrered /be service of the Taifa 
kingdom of Zaragoza in nortb-east Spain. He quickly rose 
to prominence as a leading commander, fending off the 
attentions of va1'ious rebels and the Christian states of 
Aragon and Catalonia from bis Muslim employe,·s' 
territory. In 1082, he won bis fi,·st great victory against tbe 
Catalonians at Almena,; in wbtch he captured tin Count of 
Barcelona and many of his leading nobles. 'Two years later, 
Rodrigo triumphed agai11, routing an Aragonese army and 
taking a nether string of lmporta111 prisoners. His reward 111 

Christian Spain 

UNCOMMON TROOPS 
Up to 33% of the points value of the army may be spenr o n 
units chosen from the following: 

!Jal/esteros 
Basquejavelinmen (chosen from the ,lliados y Mercenarlos fist) 

Mere. Spearmen (cbosen from tbe Alia dos y Mercenarlos list) 

Mere. Archers (chosen f rom tbe Ali ados y Mercenarios list) 

Mere. Ji net es (chosen f rom the Alia dos y Mercenarios list) 

ANDALUSIAN ALLIES 
Up ro 33% of the po ints value of the army may be spent on 
the foUowi.ng units chosen from the Al-Andalus army li~t : 

/lndalusianjinetes 

Andalusian Noble Cavalry 

Anckilusian Knights 
/\udalusian Spearmen 

Andalusian Arcbers 

Andalusian Skirmish ers 

Andalusian Crossbow m en 

Andalusian Moumed Crossbowm en 

ransoms and reputation from these two victories bad been 
immense, and Rodrigo bad now established himself as one 
of tbe leading warriors of J.Jispania. 

Following the disastrous Battle of Sagrajas in 1086, Alfonso 
VI wisely invited the Campet1dor to rejoin his service, a11d 
rewarded bim with castles and lands - the ruler of J.eo11-
Caslile needed every good commander he could gel al this 
lime. However, just tbree years later, Rodrigo was accused 
of treason and banisbed once m ore. He travelled to tbe 
Spanish Levante and set himself up as a local warlord, 
exto,·lfng money and goods from tbose on whose laud be 
p1·eyed. By tbe end of 1090, following a remarkable ballle 
wbe1·e be had defeated and captured the Count of 
Barcelona yet again, Rodrigo Diaz was established as tbe 
unofficial protector of tbe south-east coast. In 1094, he 
captured the rich city of Valencia, which thereafter becmne 
bis base of operaJ ions. 

No sooner had be taken Va lencia, however. than tbe mlgbt 
of the Almoravid army was at bis gates. !11 a stunlllng 
victory, tbe oumumbered Cid destroy ed the Moorish army 
wl!b a surprise attack. It was the first time that tbe 
Almo1·avids had been beaten in battle in Spain, and sent 
shockwaves througbout tbe Iberian Peninsula. 

The Cid repeated this f eat fn 1097, ro·uting another 
Almo,-avid army al Baire11, in which he was accompanied 
by his ally, Pedro I of Aragon. 

Rodrigo then consolidated bis kingdom by besiegl11g and 
taking the fortress of Murviedro fn 1098, before he died In 
Valencia a year later, worn out by a life of endless 
campaigning and wa,fare. He was, bowever. one of the 
greatest commanders of his age, baving never lost a battle 
atuJ carved out bis own kingdom of Valencia. \Vhilsl later 
generations of poets, histm·ians, w,·iters and film-makers 
hcwe conveyed upon him layers of nationalism and piety 
tbat he probably never had, tbe Cid remains one of 1he 
m ost remarkable personnlities of medieval Spain. 

II 
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Christian Spain 

ARMY LISTS 
CHARACTERS 
0-1 REY .......... ... ................ 170 pts 

M WS BS S T W I A Lei 
King 4 6 5 4 4 3 6 3 9 

Equipment: word, lighr armour, shield. 

Options: May be mounted on a horse ( +8 pts) or a 

warhorse(+ 16 pts). 

May have javelins (+2 pts), throwing spear or thrusting 
:,pear (+2 pts). May wear heavy armour(+ I pt). 

Special Rules: Army General. 

Rey means Ki11g, wbich is e.xactly what many Spends/:, 
commanders of the period were. Kings such as Alfonso Vl 
of Leon-Castile and Alfonso I '11Je Battler' of Aragon 
expected to lead their caballeros i11to battle. The Rey 
coL1ld also represent a particularly wc,rlike and 
charismatic 11oble tvith a Sllbsianttal retinue, such c,s 
El Cid or, i11. later years, a man such as Pelayo Perez 
Correa, Grand Commander of Santiago in Portugal. 

Th'FANTE ............................. 75 pts 

M WS BS S T W A Ld 
Prince 4 5 4 4 4 2 5 2 8 

Eqttipment: Sword. Light Armour, Shield. 

Options: May be mounted on a horse (+8 pl:,) or a 
warhorse (+ 16 pts). 

May have javelin:, (+2 pts), throwing spear or thrusting 
spear (+2 pts). May wear heavy armo ur (+l pt). 

If no other Army General is rakt:n, a single Infante may be 
made Army Gcm:ral for +25 plS. 

Infante literally means Prince, although /be title was 
often used /01· any young man of royal beriu,ge In tbis 
period. 1bese characters also represent leading nobles, 
counts, and minor kings in tbe early period covered by 
this arrny list. 

0-1 ARMIGER . ......................... 90 ptS 

M WS BS S T W A Lei 
Army Stan. Hearer 4 5 ➔ -' ➔ 2 5 2 8 

Equipment: Sword, Light Armour, Shield. 

Options: May be mounced on a ho rse ( +8 pts) or a 
warhorse ( + 16 pLS). 

May wear heavy armour (+ 1 pl). 

Special Rules: Army Scandarcl Bearer. 

The cmniger ls tl leading noble or champion specifically 
chosen to cany bis Lord's ban1'1er into battle. He a /sQ had 
duties of organisation and tralnl11g within the army. 

0-1 CANTADOR ............. ... ........ 50 pts 

M WSM S T W AW 
Cantador 4 ➔ ➔ 3 3 2 4 8 

Equipment: Sword, light armo ur, shield. 

Options: May be mounted o n a horse (+8 pts) or a 
warhorse ( + 16 pts) . 

May have javelins (+2 pcs). throwing spear or thrusting 
spear ( + 2 pts). May wear heavy armour ( + 1 pt). 

Specia l Rules: The Cantador may lead a single formed 
unil (not skirmishers). After deployment, but before the 
first move is taken, the Cantador may try to inspire his unit 
- roll a D6: 

D6 Result 
1 The voice of the Canrador is drowned out by the 

blowing of horns and the scamping of horses' 
hooves. He may fight with the unil, but his song has 
no cfft:ct. 

2-3 The Cantador inspire~ his men LO come to blows 
with the enemy as quickly as possible - the unit may 
acid D3" to itS movement for ONE move, march or 
charge during the battle. The use or the extra 

movement muse be declared before che dice are 
Lhrown; the extra D3" movement b doubled for 
charging or marching. 

4 -5 The Camador's song strengthens rhc will of his 
men; the unir may re-roll failed Panic tc:;tS during 
the course of the battlt:. 

6 The Canrador inspires his men co great feats of arms 
- the unit may re-ro ll any misses in rhe unit's first 
round of combat during the game. The unit and any 
:mached characters may take advantage of chis 
re-roll, but any warhorses may noc! 

1be Contador is a knightly Spanish bard or minstrel, 
accompanying the army and inspiring it witb tales of 
military g lory, sucb as tbe Song of Roland. 

0-1 BISHOP . .......................... 80 pts 

Priest 
M WS BS S 
4 4 ➔ 4 

Equipment: Sword or Mace. 

T W I 
3 2 4 

AW 
2 8 

Options: May be mountc.:d on a horse (+8 pts) or a 
warhorse (+16 pcs). 

May have javelins ( +2 pts), throwing spear or thrusting 
spear (+2 pts). May wear light armour (+3 pts) or heavy 
armour ( +" prs) and may carry a shield (+2 prs). 

Special Rules: Any unit led by the Bishop may re-roll 
failed P;mic tests. 

Spanis/J /3tshops, Abbots anti Arcbbisbops often led their 
own troops into battle - and in later times, were often 
filled with crusading zeal. 



TROOPS 
JINETES .............................. 18 pts 

M \VS BS S 
Light Horsemen 8 3 3 3 

Equipment: Javelins, hand weapon. 

T W I 
3 1 3 

A Ld 
1 7 

Options: May have throwing spears (+2 [)LS). May have a 
shield (+1 pt). 

Special Rules: Feigned Flight. Light Troops. 

Riders fighti11g ·a lajinete· were 011e of the hallmarks of 
Spanish medieval wa,fare; lightly equipped with javelins 
a11d spears, tbey excelled as skirmlsbers and raiders. 
Navarre was particularly known/or Its ligbt borsemen. 

CABALLEROS ...... .. . ... ............ .. 24 pts 

M WS BS S T W I A Ld 
Noble Cavalry 8 4 4 3 3 4 1 8 

Equipme nt: Hand weapons, javelins, light armour, shield. 

Options: May have throwing spea~ (+2 pts). 

Special Rules: Feigned Flight. Ligh1 Troops 

n1ese mounted u,arriors would have been the nobility of 
Christian Spain fighting in their traditional style before 
'coucbed lance· /clctics became commonplace, and, in 1/,e 

letter period, could easily represent the Christian nobility 
of areas outside tin influence of Frtmce and mainla11d 
Europe - sucb as Galicia in tbe north-west of Spain. 

CABALLEROS HIDALGOS ... . . . ......... .. 26 pts 

Noble Knights 
Warhorse 

M WS BS S 
8 4 3 3 

3 3 

T W I 
3 4 

3 

A Ld 
1 8 
1 

Equipment: llorsc, thrusting or throwing spear, light 
armour, sword, shield. 

Options: May ride a warhorse ( +4 plS). May exchange 
Lighr armour for heavy armour ( + 1 pt). 

Special Rules: Ferocious Charge. May count Rank Bonus 
ofup co +1 in combat. 

The charging Chrlstitm knight sbc,ped the destiny of 
medieval Spain, although tbe Sp(mish were not 
necessarily as we/I-equipped o r 11101111/ed as their 
Norman comemporaries. These troops would be tbe 
better-equipped noble-born knigbts of any Cb1·isllcm 
annyfrom lbe mid-11th Centwy onwards. 

CABALLEROS VILLANOS .. ............ ... 18 pts 

M WS BS S 
Commoner Knights 8 3 3 3 

T W I 
3 3 

A Ld 
1 7 

Equipment: Horse, thrusting or throwing spear, sword. 
shield. 

Options: May wear light armour (+2 pLS). 

Special Rules: May counc Rank Bonus of up to + 1 in 
combat. 

Caballeros Vtllanos were unique within E11rope, a militia 
force expected to serve and fight on horseback. 1bey were 
especially common in the armies of Castile. 

Cbristian Spain 

CABALLEROS OE !AS ORDENES MILITARES .. 27 pts 

M WS BS S T W I A td 
Military Order Knights 8 4 3 3 3 4 9 
Warhorse 3 3 3 

Equipment: I lorsc. chrusting spear, Light armour. sword, 
~hield. 

Options: May have warhorse (+'4 pts) . May exchange light 
armour for heavy armour ( + 1 pt) . May exchange thrusting 
spear fo r Ian.cc (+4 pts). May have horse barding (+2 pcs) . 

Special Rules: Ferocious Charge. May counc Rank Bonus 
o f up co + 1 in combal. Bloodthir~ty. 

The knights of the various military orders were a key part 
of tbe Reconquista In the 12tb and 13tb Centuries, being 
introduced into Aragon by Alfonso 'The Battler'. Tbey 
were well-equipped and higbly m orlt1ated, but sometimes 
difficult to control, witb their crusading spirit oftengoi11g 
against the rules of warfare of tbe l'ime. 17,is troop type 
could also be used to represent foreign crusaders in a 
panisb army, eg, French or Burg1111dians. Horse barding 

was probably introduced in the 13tb Centwy, an.d would 
be restricted to tbe ric/Jest knigbts. nJe milita1J• orders 
would also bave bad various retainers a11d hired 
me,·cenaries, wbo were unlikely to be as devout as tbe 
brethren the111selves. These are well represented by 
jlnetes, ballesteros and similar troops from elsewhere in 
tbis list. 

0-1 GUARD SPEAR.MEN ................ . . 14 pts 

Guard 
M WS BS S 
<i 4 4 3 

T W I A Ld 
3 4 8 

Equipment: Sword, thrusting spear, shield, javelins. 

Options: May have ligh t armour ( + 2 pts). May be 
Stubborn ( + 3 pts). 

In the armies of tbe Christians. crack troops like Jhese 
would normally bavefought mounted, but they could be 
(I particularly effective Spa11isb militia unit, or 
dismounted knigbt.~ (a very u11us11al pbenomenon in tbis 
period - tin Spanish were even less amenable to 
dismounting than the French.I). 

PEONES . ............. . ................ 8 pts 

Spearme:n 
M \VS BS S 
'-i 3 3 3 

T W I A Ld 
3 1 3 1 7 

Equipment: Thrusting spear, shield, javelins. 

Options: May exchange: thrusting spear for throwing 
spear (+1 pt) . Any Pc:ones unit may be declared Light 
Infantry prior to deployment for no extra cost. 

Special Rules: Combined Formation - May have up to 

50% Arqueros in rhc rear ranks of the unic. 

Spearme11 fighting for tbe Cbristian states were nornwl~J' 
'Peones', citize11s too poor to afford a horse and armour 
and join the Caballeros. 

13 
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ARQUEROS ... ........................ . 7 pts 

Archers 
M WS BS S 
.. 3 3 3 

Equipment: Composite bow, sword. 

Options: May have shield ( + 1 pt). 

T W 1 
3 1 .3 

A ld 
1 7 

Special Rules: Light Troops. Combined Formation - may 
be combined with a Pcones unir .t.'> explained o n page 13. 

Bowmen were commonplace throughout Spain, and the 
Christian Spanisb were known to use their' servcmts as 
au.xi/ic11:v archers, deployed behind ~pearme11 fn baule. 

SKJRMISHERS . ........ .. .... .... ....... 4 pts 

Skirmishers 
M WS BS S 
4 2 3 3 

T W I 
3 2 

Equipment: Hand weapons, javelins. 

A Lei 
5 

Options: May have throwing spears (+2 pis). May have 
buckler (+ I pc). May exchange javelins for shortbow or 
sling for no extra cosl. 

Special Rules: Skirmishers. 

7bese troops represent tbe poorer-equipped pe,mes of tbe 
army, pec,sant militiamen unable or unwilling to join the 
batl!ellne. Slings were still a common weapon in Spain in 
the lltb Ce11tu1y and beyond. 

"King Alfonso h,d considered the maucr of tbc T,ibs: "Tbc best 
phn is to set one Amir against mother, and to r.kc tributes 

of! them ,Jl. until they are we,k and unable to resist. When they arc 
eventually brought to this. they will give tbc.msclvcs up to me." 

- Memoirs of Abd Allah. Amir of Cr.n,d. 

I 

BALLESTEROS .. ........ ...... .. . . ..... 12 pts 

Professional 
Crossbowmen 

M WS BS S T W I 

4 3 3 3 3 

Equipme nt: Crossbow, sword , lighc armour. 

Options: May have shie lds ( + 1 pc) . 

A Ld 

7 

Special Rules: Lighr Infantry. The number of unit~ of 
Ballestero:, in an army c.inno1 exceed the t0cal number of 
unics of Caballeros Lliclalgos and Military Order KnighlS -
cg, if you r army has one unit of Caballeros Hidalgos and 
one unit of Military Order Knlghu., you could have up ro 
rwo unics of IJallesreros, 

71iese cros.,·bowmen would be the retinues (mes11ndt1s) of 
powerful knights and lords - or the Military Orders - who 
could af/ol'd to maintain such professional soldiers. 

MJLITIA CROSSBOWMEN ... ..... ... ....... 9 pts 

Militia 
Crossbowmen 

M WS BS S T W 

4 3 2 3 3 

Equipme nt: Crossbow, Sword. 

A Ld 

3 1 7 

Options: May have shields ( + 1 pt) and/or light armour 
(+2 prs) . 

Special Rules: Ligh1 Infantry. The number of units of 
Militia Crossbowmen in an army may not exceed the to tal 
numbe r of uni ts of Pco ncs - eg, if your army ha.., three 
unics of Pcones, you could have up ro rhrce units of Militia 
Crossbowmen. 

In later J'ears, the inftmtlJ' militiamen of Spain took up 
the crossbow, which was used alongside tbe m ore 
traditional spears, javelins, bows and slings. 



Christian Spain 

COLLECTING 6 MODELLING THE UNITS 
Collecting a Christian Spanish army is not as clifficulc as IL 
might sound. While specific 'Clu·istian Spanish' ranges of 
miniatures are rare, Normans and Crusaders are 
el\.tremely common - and many of these figures will do 
nicely for the Spaniards of thii. period. Most Normans arc 
ideal (although if you have the choice, cropped Norman 
haircuts and short breeches might look a little om of place 
In Iberia). and Crusaders of the First Crusade arc ideal for 
the time period. being contemporary with rhe last years of 
El Ciel's life - although be aware chat some knights 
Intended for the Third Crusade and onwards may not be 
suitable for 11th Cemury armi<!s. 

At the heart of most Spanish armies would have bee n a 
core of the various mounted and armoured Caballeros: 
tht:l,t: would have been similar in appearance to Normans 
of the same period, although round shields appear co 
bave been more common than the kite variety well Into 
the 12th Cenrury. Thi:. probably reflected regional 
preference, as well as the fact that tl1e early Christian 
Caballeros would have fought in a more fluid sryle than 
th<! Normans. Mail hauberks were the most common form 
of armour, alchougb scale and various forms of lc:11her 
and quilted armour were also known. Helmets were again 
similar to those in use in Northern Europe, and some bad 
peculiarly Spanish developments: various fom1s of face 
am1our seem to have been e.-:perimcmed with, most likely 
because of the common use of bows and arrows on the 
Muslim frontier. The Spanish knights may also have 
differed from their Norman counterparts in their love of 
decoration: doubtless intluenced by their Moorish 
neighbours, the wealthier Spaniards would have had t::Lsy 
access to silk and rich, patterned tel>."tiles. The Spanish 
also loved their horses, and surviving manuscripts and 
romances often portray rhem with ornately carved (and 
sometimes gilded) saddles. harness decorated with 
coloured tassels and all manner of ornamems, and bright, 
long saddlecloths. 1f collecting Caballeros Villano:. 
(Commoner Knights), you may wane co make the units· 
clothing a little plainer than rhar of the nobles - various 
shades of brown were common, although there is no 
reason that the Villanos who could afford horses and 
armour couldn'c buy a nice tunic either! A good way of 
differentiating lightly-armoured Caballeros Villano~ from 
other knights is to have a handf1.1J of unarmoured figures 
mixed in with the mailed ngures in the unic. 

When you have gachcrccl a unit or two of Caballeros, you 
would be well-advised 10 acid some Jineces (Light cavalry). 
Again, it is not easy to Ond Ogures specifically sold as 
Jincccs, bm preny much any unarmoured cavalryman with 
spear and shield in Early Medieval d ress will do. Many 
r.:mges of Normans, Early Crusadt:rs or Spanish include 
models sold as 'Unarmourcd Squires·, 'Serjeancs' o r ' Poor 
Knights', which should all fit the bill. Added to these :tre 
numerous other Dark Age or Early Medieval horsemen 
from other ranges - I have used mounted Vikings, Saxons, 
Byiamines and Armenians in my units of Jlneces. Once 
you gee an idea of what to look for, rhe possibilities are 
endless. Models represencing Jinetes also benefit from 
having extra javelins and spears added. either held in the 
hand or tucked behind a :,hicld. 

The infantry of the army may well be in the minority 
(indeed, you can creare an entirely mounrcd raiding force 
with the army lists. which is completely lncentional), but 
you can field more if you like - armies were ofren 
reinforced by large numbers of militia and skirmishers on 
foot for pitched baules. Broadly speaking, Spanish 
infantry of the period would have been of the poorer 
classes. as rhe wealthier citizens would have equipped 
chcmselves with horses and joined the Caballeros 
Villanos. Wool would have been the most common 
clothing material, ranging from an off-white co a very dark 
b rown (virrually black) in its undyed state. Some Spanish 
speannen are re ported to have used their scivams as 
archers, and ir is unlikely that these bowmen, or similar 
skirmishers, would have been dressed particularly well. 
However, mercenary units and profession:tl soldiers 
would have had a better :,tandard of clothing- and maybe 
even some auempt at uniformity with painted shieldi. or 
helmets. 

Like the Caballeros and Jinctes, Normans and their ilk will 
suffice for many figures. :l!though armoured infantry are 
probably best restrictt:cl ro Mercenaries until the 12th 
Century. Don't be afraid 10 hum through ocher ranges, 
especially as Spain was subject co Mediterranean and 
Moorish influences - long robes were nor uncommon, 
and I have mixed more rhan a few Andalusian mimarures 
inco my Christian units. BasqueJavelinmen are unlikely to 
be covered by many manufaccui:ers, although a mixture of 
Dark Age Irish and Celt!> seem co work well. 

1\ Chrlslfn11 sfmger ,nu/ cmssbownm11 prep11re for ball fl' 
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WARCAMING TACTICS 
As commander of a Christian Spanish army, your best 
troops will almosc certainly be Caballe ros (knights) of one 
flavour or another, supported by Jinetes (light horsemen). 
While largely mounted forces look great and can move 
fast, remember tha1 your manoeuvrability can be your 
undoing! Horsemen can nee the table faster than infantry, 
so cry co get your cavalry as far onro the rable as possible 
- otherwise o ne unlucky Panic test could see your 
favourite Caballeros disappearing in a cloud of dust! 

It might be tempting to take an army composed largely of 
knights and nothing else, but you will almost certainly 
suffer for it. Missiles were commonplace in the armi1.:s of 
chi~ period, and a few unlucky i.aving throw:. can ~criou:.ly 
weaken and even panic the LOughest unit ofKnightS. ,\ lso, 
the various types of Caballero are not as manoc.:u,•rablc as 
their Andalusian counterparts, .so an all-knight army will 
often be In con.scam danger of flank attacks from a 
Moorish enemy. Cavalry can be effectively screened by 
skim1ishers or light horscmc:n in their advance upon the 
enemy, and these auxiliary units are also Invaluable at 
guarding against flank charges. 

All this said, Caballeros Hidalgos (Noble Knights) and 
Caballeros de las Ordcnc1> Milirnres (Military Order 
Knights) arc s till the suprt:me mo untt:d warrior:, o f the 
period; chey can om-flght virtually any o rher cavalry units, 
especially when equipped with 1hc best armour and 
warho rses. Fighting infantry is a different mancr: 
Andalus ian spearmen may be easy meat for the best uni1s, 
bur rhe Almornvtd ancl Almohad spearmen Rrc a different 
proposition a ltogether. Timing is essentia l here, as a head­
on anack against an unweakened Almoravid spear unit is 
likely to e nd in disas ter: you wi ll need m use missile Ore 
ro thin the Almoravicl ranks, cllvcrsionary attacks to pull 
them out of line, and, if at a ll possible, a timely flank 
charge from Jineces, Caballeros Vi llanos (Commoner 
Knights) or similar troop:.. After th:n, it's clown 10 luck and 
skill at arms. bm this will give you the bes1 chance of 
success. Watch out for deploying knigh1 units that arc too 
small -you will find that your all-impor1ant rnnk bonus is 
whinled away by bowfirc and attrition - and before you 
know it, your unit will be reduced to just a few vulnerable 
models. Small units can :Llso run into tro uble through the 
enemy's use of Fall Back In Good Order (FBIGO) - which 
can leave your unit exposed to flank charge~. Our 
experience has shown that units of around I 0-12 knights 
work well, but feel free lO experiment with more o r le . s! 

As for the light cavalry (lincte:. and Caballeros), you w,11 
find these fellows very useful indeed. However, they arc 
even less likely to succeed in a fromal charge on 
spearmen than their knight!)' comrades. and arc fur better 
used co skirmish with che enemy. Their Feigned Flight 
ability can be a powerful weapon: they can harry Lhc 
enemy with javelins, then fall back when charged, fighting 
back if they are unlucky enough to gcr caughl, or 
returning co hurl javelins again in che follo-.ving turn. 
Make sure thar yot1r Jinetes ;u·c not too near a cable edge 
when fleeing, though, as they may leave the baltlefield by 
mistake! lloth types are especially useful to counrer and 
harass infantry, especially lfyou maJ1age co get behind the 
enemy lines: if you stay within 8" of a unit (but O\.ltsidc of 

its charge a rc), you can prevent if from march moving. 
and chu<.:k Javelins at it as welJ - all very distracting for an 
infantry commander! Caballeros are also useful for their 
WS and BS of 4, meaning that these should be able co 
outfight any lesser light cavalry, and L-an cause serious 
damage with their javelins. You may also want co employ 
some Andalusian allied horsemen - their Ji.neres and 
Noble Cavalry are not as brave or reliable as your 
Chri!>tians. but their manoeuvrability makes up for it. 
La:.t ly, as with all light cavalry units. watch out for forming 
up into ran.ks before you have to - skirmish fom1ation is 
a grcar protection from being sho 1 at. 

lnfam ry are not Jikt:ly to do the bulk of fighting in this 
a.rmy (unless you go down the route of modelling your 
arm)' after a 12th or 13th Cenniry infantry militia), buc 
you will find rhcm useful in a variety of supporting roles. 
Lighr infantry and skirmishers are extremely useful for 
clrivmg off their enemy counterparts and harassing 
hon,cmt:n - especially with missile weapons. Bows. slings 
or even the humble javelin (especially deadly in the hands 
o f the Basque Javelinmen) can be used to great effect to 

whitLle clown enemy troops before the knights charge in 
to finish the job. Crossbowmen art: the most powerful 
missile troops of ch Is em, and look cough on paper, but be 
warned: they only succeed where they have a clear field of 
fire. tnemy horst:men tend to be fast-moving, and can 
quickly get out of the fire arc of crossbowmen - fo rcing 
the Inner to spend 1hcir next curn turning LO face a ne"v 
d irection (raLhcr than shoot, as crossbowmen cannot 
move in the Move phase and the n shoot in the Shooting 
phase) - by which time the enemy ho rsemen may have 
movt:d again, or bt: charging them clown. That said, well­
deployed crossbowmen can cause real damage co formed 
units. 

,\part from missik fire and fighting their opposite 
numbers in tht: enemy mnks, another good use for light 
infantry i:, i.upporting the knights - they can nicely screen 
the main body o f horsemen from missile fire, or just rake 
up position on the nanks or rear of a formed unit - thus 
offering some protection against. e nemy flank attacks. 

Finally, a unit or two of Peones or Mercenary Spearmen 
should not be overlooked: these are very useful for 
holding off enemy horsemen, who are unlikely co charge 
a spear-armed unit to the front. \'Cfhen combined with 
a rcht:rs in the back ranks they can whittle down the 
enemy wirh a trickle of missiles. and are great for 
protecting Mrategic po~itioni, or booty in the Apdl.ido 
scenario featured in this book. 

••you have until the feast day of Saint John; 
before that time you arc free to leave in pc.cc. 

You may go wherever you like, and ulc your wives 
and sons and daughters and servants and possessions 
with you. Leave the fortress to me without treachery, 
and I will receive it oo the day of Saint John the 
Baptist." 

El Cid's terms for the surrender of Murviedro 



THE AGE OF EL CID 

lnspired by tfJe magnificent cover art of Gutseppe Rave,, tbis vignette was converted and painted by Rob Broom. 

Right: El Cid 
and bis retinue. 
Models inspired 

by the movie, 
El Cid, converted 
and painted by 
Gripping Beast 

sculptor Duncan 
Patten. 
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ARMIES OF CHRISTIAN SPAIN 

Christianjinetes - note tbe proliferation of round and tasselled sbields. Several of these 
models bave had extra javelins added. The banner is based on a surullling manuscript illustration. 



A Commander of the 
Knights of Santiago. Knights of Santiago from tbe 13 th Century, converted and painted by Darren Harding. 

Christian Ballesteros - we/I-equipped professional crossbowmen 
from the retinue of a powerful noble or knight. 

A Caballero Villano 1-ides to battle. 
Tbese 'Common Knights' were 

un ique to Spain. 

Cbristian Peones - almost certainly from a frontier region, judging by their mixture of Christian and Muslim dress. 
Their leader is t!Je only one who can afford a mail sbirt, although several others have helmets & swords. 
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AMBUSH 
Raiding was by far the most common form of wa,fare in Medieval Spain. 111 tbis scene, a11 Andalusian raiding party 
returning witb its spoils has been ambusbed i11 a mountain pass by a Moo,·fsh counter-raid.(Apellido). Archers and 
crossbowmen rain missiles upon tbe raiders, wbfle bor.~emen. and spearmen are despatched to recapture tin booty. 



Left: Berber speannen block 
the patb of mercenary Cbrtstian Knfgbts. 

Above: I11e Andalusians protecting tbe booty find 
themselves assailed on all sides. 

R ight: Andalusianjinetes 1·ide down the hillside, their 
burlil1gjavelins as they charge 

21 
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ARMIES OF AL-ANDALUS 

Andalusian Noble Ca11alry - King Al-Musta'i11 of Zaragoza leads the cream of al-Anda/us into combat. 

Above: A well-armed unit of Andalusian or Be,·ber 
spearmen, possibly the bodyguctrd of an Amil: 

Left: The Andalusians bad the most de11eloped 
civilisation In Europe, and the clotbing to matcb! 
Their nobles and leaders look great dressed in 
patterned silks and embroideries. 
See page 33 for mo,·e derails. 



A large mixed unit of Berber spearmen and arcbers. Moroccan Berbers sucb as these 
were a common sight in al-Anda/us throughout this period. 

Andalusian crossbowmen - probably tin most common Andalusian rnilitia troops from the 12tb Century onwards. 
What they lack in accuracy they make up for in numbers/ 

Anda/usianfinetes or Mercenary Berber cavalry prepare to ride into battle. 
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ARMIES OF THE AFRICAN INVADERS 

Yusuf lbn Tasbfin's Almo ,·auid Black (;uard. The large 
multi-bases at the front of the unit allow rapid 
movement of btg units 011 the wargames table - a11d 
allow room for extra tou ches, such as the felled Cbristicm 
Knight. TiJe back ranks t11.ctude &e number <~( single- and 
double-based models for easy removal of casualties. 1'he 
arrows stuck In the shields are thin pieces of florist's 
wire - one end is hammered flat and trimmed to shape 
to make tbeflights, then tin other end is superglued into 
a hole drilled in the shield. Note how tbe llgbt-coloured 
bases help to brighten the effect of the whole unit. 

A sizeable force of Almoravid spearmenfrom the Sabata - these soldiers of thefaitb are led by an Imam, 
Note the two drummers in the front rank, cmd the proliferal'ion of veiled warriors. 



exotic animal-hide 
sbields a11d bamboo 

spears tied witb 
strips of clotb. 

Sudanese speamum. Soldiers such as these often fought as mercenaries, and 
i11deed could be simiklr to tbe bodyguard of tbe Caliph at tbe 
Battle of Las Navas de Tolosa in 1212. They usually arrived in 

Spai11 via Ta11gie1; and were also employed by the Andalusian Amirs. 

African tribal skirmishers. 

Almoravid or Almohad soldie,·s ride their camels into ban le. Most camel riders probably dismounted 
before battle, bu t tbese models are too nice to leave out of tbe w·my! 
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ALIADOS Y MERCENARIOS 

A unit of grimjaced Christian mercenaries. These soldiers might have been Spc111isb, French or eve11 Flemisb. 

Andalusian horse archers surround a stray unit of Almorc1vids. Whilst thejave/hz-armedjinete borseman 
dominated Andalusian cavc,t,y tactics, several mcmuscripts show bow-c1rmed riders as well. 

nn sbield designs are also based 0 11 ma11uscrip1 illustrarions. 



SHIELDS AND FLAGS OF THE RECONQUISTA 

1. 2. 

7. 8. 

l3. 14. 

17. 18. 
Hypothetical Almoravld/Almohad shields. 
l : Hlppoporamus Hide Shield. 
2 · African ·um,· 
3: Rounds 'Tors' with Kornn,c inscription. 

Andalusian Sh ields 
4 : Andalusian round shield. llth Century. 
S & 6: Andalu,ian leather 'Adargas', 13th Cemurv. 

Christian Shields 
7· Christian or Andalusian sb,eld, j I th Century. 
8 · Christian ~hleld, 11th Century. 

3. 

9. 

19. 

9 . Christian or Andalusian tasselled round shield, 12th Century. 

4. 5. 

LO. l l. 

15. 16. 

20. 
10. Cltrlstian kJtc shield, I llh Century. 
11: Christian shield, 12th Century. 
12: Christian 'Heater' shield, 13th Century. 
13 Almohad Banner, 13rh Century. 
14: Andalusian Pennant, I l!h Century, 

21. 

15 & 16: Andnlusf:in Banners, 13th Century. 

Clui,.tian Flogs 

6. 

12. 

17: Banner of the Order o f Santiago, 12th Century. 
18 & 19: Knights' l'ennan~,. 13th Century 
20: Chri5tian Bonner, 13th Ccnt\JJ'}C 
21- Combined Arms of Leon and Ca,,-ifle, 14th Cc:ntuf)· 

(bUL probably in use C31'ller). 
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BATTLE OF CUARTE, VALENCIA 1094 

Rodrigo Diaz, El Cid 

In October 1094, Bl Cid bad just conquered the Moorish city of 
Valencia, and made it bis base of operations. The Emir of tlJe 
Almoravids, Yusuf Ibn Tash.fin, sent a relief force under his nepheu1, 
Muhammad Ibn lbrahim, witb orders to recapture Valencia and 
b1·fng El Cid to him fn chains. The huge Almoravid army made 
camp on the plain of Cuarte, to tl,e western side of Valencia. 

On the tentb day of t:be siege, El Cid took tin initiative: sencling out 
a number of his men from one gate to confront the e11emy, he led 
the other part of bis force out of a side gate in a swprise attack. 
Falling on the flank and 1·ea,· of the Almoravids, be destroyed 
Mubammad's army tmd looted tbe Moorisb ctimp. 71,e victory wc,s 
celebrated ticross Cbristian Spain, for it was the first lime that the 
much feared Almoravids had been defeated in battle. 



~~', ' !_ ~, ;~ ~~"- ! ~ ,_ 
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Bottom Left: 
Bishop Jerome takes 
up position with a 
token force outside 
the gates of Valencia. 

Left: 
The Almoravid army 
advances towards the 
city walls 

Bottom: 
Rodrigo Diaz, El Cid, 
leads his Caballeros 
out of a side gate 
to fall upon the 
Almoravid flank. 
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BATTLE OF CUARTE, VALENCIA 1094 

BfsbopJerome of Valencia and Donajimena prep&1re themselves 
Jo,· the forthcoming ballle inside the gates of the besieged city. 

Attacked from two sides, tbe Moorlsb battle line is thrown back In disorder and confusion. 



PAINTING & MODELLING 
Almoravid Veils 
The litham o r face-veil wa:, rhe mosL clistinctive fearure of Almoravid dress, and was a mark of the core Almoravid 
Berber cribes. The mou th was Lhought of as undean, so the most d evoul warriors pulled their headcloth/turban 
up ro cover their mouths as well (plus it looks very sinister coo!) You can add the lilham to unveiled figures with a 
small piece of modelling putty (Green Sruff is best). Roll o ut a small, flat piece of puccy, position it across the 
model's mouth, then blend the edges in with the headcloth/mrban ac either side of che head. It's not coo difficult 
to gee a really professional-looking result, and it's fairly quick, so you can do 10 or 15 figures ac one siuing. 

Andalusian Turbans 
Some of the Andnlusians were so 
heavily influenced by Christian 
dress and armour, that they were 
virmally indistinguishable from 
their Christian counterparts. In 
these cases. ii isn't too hard to 
conven Christian figures into 
Moors with some simple 
conversion, cg, turbans added 
over helmets with a twist of 
modelling putty. 

t 

Tasselled Shields 
Although the kite shie ld was 
known in Spain, the 
commonest shield in use 
seems to have been a 
simple round :,hield of 
various sizes, often adorned 
with one or more tassels -
an adornment peculiar 10 

the Iberian Peninsula, and 
especially common in Al­
Andalus. Tassels were also 
a popular horse decoration. 
Tassels can be made using 
Green Sniff cut out neatly 
with a scalpel. 

1. Roll a very small ball of Green Stuff, chcn flatten o ut the e nds. 

2. Cut the Green Sruffin the middle, and you should be left wich rwo very small 
cones of putty. 

3 . Leaving che points facing upwards, push these onto the shield/horse in the 
desired position; when the putty is firmly in place, use the point of Lhe scalpel 
(and a drop of ... vater to avoid Slicking, if necessary) to rcxrurc the purty like 
horsehair. lf you' re feeling adventurous, you can add a tiny ball of putty to the 
cop of the tassel co represent a rivet or scud. 

1 . 2. 3. 

I 
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PAINTING o MODELLING 

2. 
Black Guard 

3. 

Berber Tribesman 

2 . 

Bamboo Spears 
Many of the spears carried 
by the African soldic~ were 
made of bamboo, which 
apparently contributed co 
their foreign mystique! Ir 
is easy ro paint a plain 
spear as bamboo. Simply 
paint I.he spear shaft a mid­
brown, then paint on a 
lighr brown top-coat, 
leaving thin horizontal 
lines of the undercoat 
showing as the Joins 
in the bamboo. African 
spearheads were often 
fairly wide and some also 
had tassels at the neck of 
the spear. 

3. 4. 

Basing 
Although the Iberian Peninsula features a wide variety of 
terrain, I prefer to simulate t.he dusty, sandy soil of the 
central plains on my bases. This appeals to my romantic 
tendencies, and makes the figui·cs stand out especially 
well (black-garbed Moors in particular!). The bases have a 
mLxrure of silver sand and dean cat liner stuck on with 
PVA glue, which I then paint with yellow ochre acrylic 
paint. When dry, this geLS drybrushed with a mixture of 
yellow ochre and white paim, then I add a few pieces of 
sparse vegetation: less is definitely more in this case! 
Static grass, tiny clumps of modcl.ling lichen (reindeer 
moss) and flock all work well. 
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PAINTING & MODELLING 
A Black Guard 

Obviously, black undercoats I.e nd themselves to the mass production of Almoravid warriors, clad in black 
like those in the Charlto n Heston movie! 

1 Thts lllack Guardsman has been spray undcrcoa1cd in black, w,ch any gaps filled ,n w11h a brush. 

2. After the undcrcoal I~ dry, the raised area.<, of 1hc black robes arc paimed with one of more highlights. Black can 
be a tricky colour 10 highlight without making ii too light, so start by mbcing a very dark grey and 
geuing ~lighlly lighl'cr if Lhe effect is coo da rk. AJmo,·avids look good with some dark blllC mLxed into 1.hc dark 
grey, allhough you can also gee a good effect using flesh colour as a mixer! 

3 Once you have flnlshccl 1.he bbck robes to your sati.sfac11on, carefully paint in t11e 01hcr arc:is. Black African flesh 
is fairly easy 10 paint over a black undercoat - in this case I have just pa,nted thc ra,scd area~ of the 
face and hand~ in a dark brown. then glazed II with a brown ink to give i1 a skin-like sheen. The shield and all 
the clothes could be black ,fyou like, but it's nice to 1n1roduce some contrast - so I have given him a green ~ash 
and while trousers. 

4. The shoes :ire a ll!a1hcr brown, his spear has the bamboo effec1 described below, and his shield has a 
Koranic inscrlp1ion to inspire him in barck. Ills base is a b right yellow ochr1;:, which makes him 
stand o ut on tlu: ha1cld1cld! 

A Berber Tribesman 
A white undercoaL is particu larly suitable fo r Moors wlho w ill be dressed mainly in undyed robes, especially 

models like d1is Berber tribesman. 

1. Undercoat the model wit.h matt white (spray or hand-painted), bur makt: sun; that it is compleLe ly covered and 
dry before the nexc srnge. 

2, Then paint in anything o n the figure which won't bt: w hit<:: in a Oat colo ur - lo th b case, the face, spear, 
trousers, baldric, shoes and sash. 

3. When chis Is dry, give the model a wash of thinned brown ink, all over. You could use different shading inks if 
you like, but the brown ink is a good shade for most earmy colours, and it makes this sore of mass-paincing 
very quick. 

4. \Xlbcn the ink is completely dry, paim a single highlight onco the areas thaL need auention - e.g. the raised 
folds of the robe, the cheeks and nose. Small areas such as shoes, belts a.nd rhc trouser bottoms won't draw 
much aLtemion, so don't bother highJjghclng thcs<: unless you really want LO. Finally, paint the spear head, 
he lme t and shield. Any me tallic areas will probably benefit from undcrpainting in black, as metaWc paint 
doesn't always cover well over white. Paine rhc shield in a strong conLrasting colour - e.g red or b lack - to 
counter the paleness of the off-white robe. 

Painting Patterns 
The Andalusians had the most developed civilisation in Europe, and chc clo thing to mtuchl Their nobles and leaders look 
great dressed in partcrncd silks and embroideries. Although you could spend ages painting a single embroldcrcd rnbc, 
mese techniques are probably best left to the collector of large-scale figures. Herc arc some reasonably quick ways to 
ma.ke your Andalusians look the part: 

I often use regular clusters of 3-l dots ro give the impression of patterned silk on a robe or cloak. Don'L try and pUL coo 
many on, or you may run inLo trouble! And make sure you use a strong conrras1ing colour - if your dots are too subtle 
they won't be visible on the wargames cable . 

Stripes on a rurban or trousers are easy ro do - once again, use a contrasting colour. You can stripe larger areas, like 
who le robes and cloaks, bt1t this rakes a Im more time, and may need highlighting if they get too big. 

A border on a robe or saddlecloch can make aU the difference. A dark colour With light dors painted in to reprcscnc a 
pattern will stand out really well. 

Some troops would have had ·' tiraz" (armbands embroidered with a religious inscriptio n, probably of Arabic origin) sewn 
onto their upper sleeves. These arc best painted like borders. in a concrastlng colour. You can then add a few squiggles 
to pass as •i\rabic lettering" if your band is steady enough! 
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AL-ANDALUS 
The Armies of Muslim Spain. c.900-1250 AD 

''When Al-Mansur's dynasty umc to its cod and there was 
no- one left to lead the 1111100. each mtlituy chieftain 

raised up his own army. gathered up the wealth of the area. and 
took refuge behind the walls of his owo fortress. These chieftains 
now competed for power io the area and sought to conquer each 
other. But little good will ever come of such rivalry." 

Memoirs o( Abd Alhh. Amir of Cnnid• 

OVERVIEW 
Al-Andalus was the 'L1nd of the West' , a mighty empire of 
die Muslim faith. Originally conquered by the Arab-led 
Berber armies of General Tariq at die smrc of the 8th 
Cenwry, al-Andalus stretched from Jebel Tariq (Gibraltar) 
to Zaragoza, covering almost four-fifths of Hisr,an.ia. Over 
die )•Cars, d1e powers diar controlled al-Andalus waxed 
and waned. being under control of the Ummarad dynasty 
for much of its time, and nominally ruled from Baghdad. 
At the sea.rt of the I 0th Century, after several periods of 
strife and revolt. stability evemually came back to che Land 
of the West - and the next cemury w:ts co be its finest hour. 
A succe:.~ion of strong and organised rulers brought a 
golden age co al-Andalus, comrolling the Caliphate from 
its carital cicy of Cordoba. Christian :u·mies were defeated 
in the Held, their cities of tbc north wen: plundered in 
raids, and their kings were forced to pay tribute or face 
more of the same The 10th Ccmury culminatt:d in dle 
seemingly endless campaigns of the famou~ Al-Mansur 
('Almanzar'), Vizier co rhe Caliph I lisham II and ruler of al­
Anclalus in all b ut name. Almanzo,· raided 1he Christian 
north without mercy, mounting an incredible 
57 victorious campaigns against dlc infidels; hi.5 most 
famous exploit was the sack of Samiago in 997. in which 
dlc church bells were carried off co Cordoba, where they 
were reportedly used as lamps for the mosque! 

Cbrist/1111 Caballeros ar,: mllrsballed /1110 /J(l/1/e by 
tbcir Andalusian cmplo;'or 

Aldlough Al.manzor died undefeatc:d in 1002, such a scare 
of affairs could not last. His son took over the: reins of 
power upon his death, but Almanzor had already sown the 
seeds of rhc destruction of al-Andalus. To increase the size 
of the army for his campaigns, he had employed huge 
numbers of Berber & Slav mercenaries: soon enough, 
there ~vas racial tension and open revolt, and, lacking 
strong central leadership, die mc:dicval superpower dlat 
had been the Caliphate of Cordoba disintegrated in the 
space of a generation. 

As the rival leaders fought for power, new kingdoms or 
amirates were formt:d, simply bru.ecl on conu·ol of a city 
and the land surrounding ir. These became known as the 
Tai.fas - ·party' or •faction' states, each ruled by it~ own 
clynasry. Although they preserved and enla.rgecl much of 
the advanced culture of al-Anclalus - poetry, an, science. 
philosophy and astrology - such niceties did nor equate to 

military power. Vying with one anorher for territory and 
power, dlc ·party kings' soon became prey for the revived 
Christian kingdoms of Leon, Castile and Aragon. Forced co 
pay crippling amounts of tribute or 'parias' - or face even 
more punishing raids - dle T.1.ifa states became almost 
subject to the Christian monarchs, so much so that 
Ferdinand of Leon-Castile had the audacity to leave the 
annua.i tributes of the Taifas of Zaragoza, Toledo, Seville 
and Badajoz to his sons in his will! Of course. some of the 
Taifa kings in thi.~ period prospered at the e,-xpen:.c of dleir 
fellows: AI-Mmadid of Seville added numerous territory to 
his kingdom during the 1040s, 1050s and 1060s -
followed by the great city of Cordoba In 1069. The Hudids 
of Zaragoza were another success st0ry, despite the annual 
parias. Both King Al-Muqtadir and his son AJ-Muramin 
employed the Castilian exile Rodrigo Diaz (later known as 
El Cid) LO lead their armies from 1081-1086 - his 
unbroken success and a string of famous victories brought 
wealth, honour and power to both parcies. 



During the 1080s, however, the situation of nrnny Taifas 
bccam<:: intolerable: taken co the edge by the annual 
parias, Alfonso Vi's aggressive conquest of d1e mighty Taifa 
city of Toledo f1na lly pushed them over it. A confederation 
of 'faifa kings headed by Al-Mutamid. the poet-king of 
Seville, called in help from their co-religionists in 
Morocco: the Almoravids. Although there was no love lost 
between the two Muslim factions, and their culture~ were 
worlds apart, the Talfa kings felt they had little choice but 
to call upon the forces of Yusuf Lbn Tashfin, despite the 
threat of being overthrown themselves: buc as Al-Muramid 
famously said. "I would rather be a camel-driver in 
Morocco than a swine-herder in Castile!" 

The 1\.!moravid invasion came in 1086, followed by swifr 
success at tbt: Battle of Zalaca (Sagrajas) near Ba.dajoz, 
where the ,\lmo ravids and their Andalusian allies defeated 
the imperial arm)• of Leon-Castile. However, the Almoravid 
leader, Yusuf, soon lose patience with the Taifa rulers, and 
set about deposing and conquering them. Granada was 
the first to go, quickly followed by Seville and Badajoz. 
Zaragoza, the most northerly Taifa, held ouc until 1110, 
but eventually fell into me hands of the Almoravids. 

Al-Anda/us 

A IJlslmp ble.<ses a group <>J Caballeros Hldlllgos before tbi!)' ride 0111 to /mute_ 

This, however, was not me e nd of tl1e Taifa kingdoms. As 
the power of the African invader~ Maned LO wnne, 
Andalusian nobles and adventurers began to revolt againsc 
chcir rulers and carve out small kingdoms for themselves. 
Sayf AI-Dawla, the dispossessed son of the last King of 
Zaragoza, allied himself with Leon and proclaimed himself 
Caliph in 1145, briefly ruling over Cordoba, Granada, 
Murcia and Valencia before his death in LJ 46. Another 
Muslim adve nrnre.r, lbn Mardanish (known as .El Rey Lobo 
or · King Wolf' to the Christians) revolted against d1c 
Almohads in L147 and established an Andalusian kingdom 
in soutl1-eascem Spain, which survived until hi~ death in 
1172. lbn Hud also led a serious Andalusian revolt against 
tl1c AJmo hads in 1228 and was acccpced by nearly all 
al-Andalus as ruler, ta.Icing me o ld title Amir AI-Muslimin 
('Prince of the Faimful'): unforcunately, he was defeated in 
banlc by the Leonese before he could bring his united 
al-A.nda lus to fruition. Howevt:r, the longest-lasti ng 
Muslim kingdom was that of Nasrid Granada, founded 
anew by Ibn Al-Ahmar in the 13th Cenwry; rhis 
remarkable kingdom smod as the last Muslim fronrier in 
Spain for over cwo hundred years, sustained by a 
combination of diplomacy and military success. Granada 
was co survive until 1492, when ir finally fell co chc united 
Chriscian forces of Fernando and Isabella of Aragon & 
ca~tile. The fabled land of me West had finally come 10 an 
end - al though it had left ilS permanent mark on me 
history of Spain. 
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Al-Anda/us 

CHRONOLOGY 
912AD - Abd Al-Rahman 111 becomes ruler of 
al-Andalus and restores order after a period of unre t. 

920- BaLLle ofValdejunquera: a Muslim army destroys 
the combined forces of Ordono of Leon and Sancho of 
Pamplona, and plunders the cicy of Ut1rgos. 

9 29 - Abd Al-Rahman ill officially adopts the titles of 
Caliph (Successor) and Amir Al-Muslimin (Prince of 
Lhe Failhful) - and che Caliphate of Cordoba is born. 

939 - Battle of Simancas. Ramiro ll of Leon defeacs 
Abd Al-Rahman Ill, who narrowly escapes with bis life. 

966-971 - Minor Viking attacks on the western coast 
of al-Andalus. 

976 - Accession of Caliph Hisham LI; however he 
leaves the running of the CaliphaLe to his vizier, AJ. 
Mansur. 

981 - Bartle of Atienza - Al-Mansur defeats his rival, 
General Gbalib. 

981-1002 - Reign of Al-Mansur ('Almanzor') in 
Cordoba. 

985 -997 - Great raids of Al-Mansur - be sacks 
Barcelona, Leon, Zamora, Sahagun and Santiago. 
Santiago's church bells are famously carried off t0 

Cordoba. 

1002 - Al-Mansur di.es and ts L'cpl:1cccl by his son Abd 
Al-Malik. 

1003-1006 - Al-Malik leads raids on Castile, Leon, 
Aragon and Catalonia. 

1008 - Al-Malik dies and cemral Cordoban power 
collapses. 

1008-1031 - Civil wars berween rival factions in 
al-Andalus; L.he Taifa kingdoms are founded by rlval 
dynasties. Soon after, some of 1.he Taifas are forced co 
stare paying parias (tribute) to the Christian kingdoms. 

1042-1069 - Reign of Al-Mutadid, Aml.r of the Taif.1 
kingdom of SeviUe. He is succeC!ded by his son 
Al-Mutarnid, a famous poet. 

1081-1086 - Rodrigo Diaz, Campeador, employed by 
Zaragoza. 

1085 - Battle of Nivar - Amir Abd Allah of Granada 
and his Berber General, Muqatil cl Royo, defeat a 
Castilian raiding pacey near Granada. 

1085 - Taifa kingdom of Toledo conquer:ed by King 
Alfonso VI of Leon-Castile. 

1086 - Almoravid invasion and Bartle of Zalaca 
(Sagrajas). King Alfonso VI of Leon-Castile is defeated 
by the Almoravids and their Andalusian allies. Most of 
the Andalusians are routed, but Al-Mu cam.id of Seville 
fights bravely. 

1090 - Granada taken by the Almoravids; Amir Abel 
Allah is deposed and exiled to Morocco. 

1091 - Almoravids march on Seville and capture it 
afte.r a ba.rd-foughc siege; Amir Al-Mutamid is 
imprisoned. Almeria I$ also attacked and conquered. 

1094 - 1aifa kingdom of Badajoz conquered by 
Almoravids; iLS king, Al-Mutawakkil, is killed along 
with his cwo sons. 

1110 - Barcle of Valtierra; Al-Musta'ln of Zaragoza is 
defeated and killed by the Christians. Zaragoza then 
falls into the hands of Lhc Almoravids. 

1118 - Zaragoza conquered by Aragon. 

1145-1146 - Sayf Al-Dawla, son of the lasr Hudid 
ruler of Zaragoza, proclaims himself Caliph, taking 
Cordoba. Granada, Murcia and Valencia with the 
supporr of Alfonso VU of Leon. However Al-Dawla is 
killed by the Christians at Albacete. 

1147 - Ibn Ma1·danish (a rogue Andalusian noble) 
revolts againSL Almohads, allies himself with Alfonso 
Vll and establish<!:, a smaJJ Taifa kingdom in somh­
eastem Spain. 

1155 - Ibn Mardanish is defeated by the Almohads at 
Murcia. 

1172 - Death of lbn Mardanish; his sons surrender his 
kingdom to the! Almohads. 

1228 - Andalusian rebellion of [bn J Jud against the 
Almohads; his forces defeat the Almohad governors of 
Valencia., Murcia and Cordoba. The Almohad Caliph 
Al-Mamun leaves Spain for good - effective end of 
Almohad rule in Spain. 

1230-1231 - lbn J-lud is defeated by the Christians in 
two battles at Alanje & Jerez, breaking his authoricy in 
al-Andalus. 

1238 - lbn Hud is assassinated. 

1232-1239 - Mu.hammed Cbn Yusuf lbn Nasr, known 
as Ibn Al-A11mar, fou nds the Nasrid kingdom of 
Granada, which survives until 1492. 

1246 - Ibn AI-Ahmar surrenders Jaen and becomes a 
tribute-paying vassal of Fernando Ill of Castile , 
although Granada maincains much autonomy until its 
eventual fall in l'i92. 

1248 - Sevlllc, the lase independent Andalusian city 
outside the kingdom of Granada, finally falls co 
Fernando JU of Castile. As Fernando's vassal, Ibn Al­
AJ1ma.r of Granada contributes 500 Muslim knights co 
the campaign. 



SPECIAL RULES 
ANDALUSIAN HORSEMEN 
Andalusian horses were the l1nes1 of IJ1eir agc. and highly 
sought after. Their natural agility and manoeuvrability 
made them ideal for the light cavalry tactics that typified 
Andalusian warfare. Any cavalry noted as being 'Andalusian 
Horsemen' may reform rhcir unit formarion wirhom 
penalty after movement. This may include any march or 
double pace move bur not charging. If the unit to reform 
is in skirmish formation , it mu:,t possess a Musician :is 

normal ( ee Warhammer Ancient Battles Rulebook pg 56). 
Remember chat a reforming unic canno t fire in rhc 
Shooting phase. 

When using this special ability, the unit should reform 
around its leader, musician o r scandard bearer model, and 
care should be taken that no model moves more than its 
permitted movement distance. 

Mounted characters accompanying an Andalui,ian 
Horsemen unit are assumed 10 have excellent horses a:. 
well, and so do not impede the unit's ab ility co reform. 

ARMY LIST OPTIONS 
This list may be used co create one of thrct: nrmh.:~: 

Tbe Calipbate of Cordoba (c.912- 1008 ADJ 

The Ta~fa Kings (c.1008 - 1110 AD} 

Survivors cmd Renegades - the l.ater 7aifas and Nr1srid 
Gnmadt1 (c.JJJ0-1250AD) 

THE CALIPHATE OF CORDOBA, c.912 - 1008 AD 
This list covers the reigns of rhe;: grem C11liphs of Cordoba, 
Abd Al-Rahman 111, his son Al-llakam ll, and then those of 
lhe Amirid dynasty - Al-Mansur and Abd Al-Malik. 13erbcr 
and European mercenaries, and slnvc-soldiers were the 
elite of tbe army, parricularly during rhe reign of Al-Mansur 
and his son. Christian mcrccnaric:s and allies wc:n:: not 
unknown eirhcr, be;:ing involved in Lhe 997 sack of 
Santiago as well as many other campaigns. 

Al-Andalus 

SPECIAL RULES 
AL least half rhc number of cavalry models selected must 
be Andalusian Jineres. 

CHARACTERS 
Up to 25% of the points value of the army may be spent on 
characters chosen from the following: 

Caliph 
Amir 
Berber Sbaykb 
Cbrist/(111 Captain 
Alferez 
Cantador 
Qadi 

The Arm)' General may be a Caliph, Amir or Berber 
Shaykh, but no t a Christian Captain. 

COMMON TROOPS 
At leaM 50% of the points valut: of lhe army must be spent 
on units chosen from the following: 

AndalusianJinete.~ 

Andt1iusta11 Noble Ccl/lcilry 

A11dcd11sia11 Spearmen 

A11tlalusia11 Archers 

Anda/11sic1n Skirmishers 

Mercenary Speannen 
(chosen jro,n the l\lic1dos y Mercenc,rios list) 

Mercenciry /lrcbers 
(chosonfrom the /\lic1dos y Mercenc,,-ios list) 

UNCOMMON TROOPS 
Up to :B % of the points value of the army may be spent on 
units chosen from I he following: 

MercencllJ' Jinetes 
(cbosen from the Aliados y Mercenarios Ii.st) 

Mercena,-y Caballeros 
(chosen /1'0111 tbe Aliados y Mercenarlos list) 
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Al-Andalus 

THE TAIFA KINGS, c.1008 - 1110 AD 
Armies varied considerably in this period - as well as the 
usual Andalusian horsemen and auxiliaries, a lot 
depended on the mercenaries chat could be hired to form 
the backbone of such a force. The rulers of Seville made 
great use of African soldiers imporced via Tangier, whereas 
1he northern kingdom of Zaragoza had better access to the 
most desirable mercenary of the age, the Christian knight. 
Andalusian rulers would sometimes take to the field in 
person - bm were often quite happy to leL their more 
wttrlike Berber or Christian captains take command. 

SPECIAL RULES 
Characters may ride warhorses for an extra + 16 pt.~ per 
model 

Only a single unit (0-l) of Andalusian Crol>Sbowmen may 
be taken - the crossbow was a new weapon in this period 

At leasL half the number of cavalry models selected must 
be Andalusian Jinetes. 

CHARACTERS 
Up ro 25% of che points value of the army may be spent on 
characters chosen from the following: 

Amir 

Berber Sbaykb 

Cbri.~tian Cct/)tain 

Alferez 

Cantador 

Qttdi 

The Am1y c;eneral m:1y be an Amir, Berber Shaykh or 
C.,hristian <.:apcajn. 

COMMON TROOPS 
At least 33% o f the points value of the army must be spent 
on unics chosen from the following: 

Andalusicm.finetes 

Andc1lusltm Noble Cavalry 

A11dalusia11 Spearme11 

Andalusian Arcbers 

Andalusian Skirmisbers 

UNCOMMON TROOPS 
Up to 50% of the points value of the am1y may be spent on 
units chosen from the following: 

Andalusian Crossbowmen 

Mercenary Spearmen 
(cbosen from tbe Aliados y Mercenarios list) 

Mercenary Arche,·s 
(cbosen from tbe Aliados y Mercenarios list) 

Mercenary Jinetes 
(cbosen from the Ali ados y Met·cenarios list} 

Mercenary Cmssbowme11 
{chosen from the Aliados y Mercenarios list} 

Mercenary Knights 
(chosen from the Aliados y Mercenarios list) 

SURVIVORS AND RENEGADES - THE 
!ATER TAIFAS AND NASRID GRANADA, 

c.1110 - 1250 AD 
This list allows you LO field an Andalusian army of the 
12th and 13th Centuries - and, with a little e.xtra research, 
will probably be suitable up to the fall of Granada irsclf. 

Like the earlier armies of the original Taifas. and perhaps 
even more so, the forces of che later Andalusians were 
many and varied. For Christian-sponsored adventurers 
such as El Rey Lobo or Sayf Al-Oawla, Chris tian allies and 
mercenaries were of prime imporrancc within their 
armies, and would have formed a fair proportion. Leaders 
such as lbn Hud may have had a more populist Andalu:..ian 
u·oop base, with a gn:acer number of Andalusian mUitia 
troops fighting on foot. ln either case, the nobility of al­
Andalus would still be fighting mounted - probably now 
copying the heavy cavalry charge of the Christians, 
accompanied by ligh1 horsemen using w1ditional jincre 
racrics. Native Andalusian infanu-y had by now starred 
using the crossbow en masse, most likely as a coumer­
ractic co the mounted knights of the enemy. Moumed 
crossbowmen also started to make an appearance on Lhe 
battlefield, especially in the armies of Nasrid Granada. 
Moroccan Berbers were still common soldiers in Granada. 

SPECIAL RULES 
Charac1ers may ride warhorses for an exu-:1 + l6 pts per 
model, and wear heavy armour ( +3 pts). Any characters 
except the Alferez or Qadi may have lances (+6 pt:,). 

Andalusian Jinetes and Mercenary Jinetes may rake light 
,Lrmour for + 2 pts per model. 

Christian Captains and Mercenary Knights may exchange 
their thrusting or throwing spears for lancts for +4 pts per 
model, and may have horse barding for +2 pts per model. 

1f no ocher Army General is chosen, the Qadi may be made 
Army General for +50 pts. Any unit led by the 
Qadi-General may also re-roll failed Panic rests. The 
Q:1di-General loses Lhe ability to re-roll failed Rally 
acrcmpts, however. 

CHARACTERS 
Up ro 25% of the poinrs value of the army may be spenc on 
characters chosen from the following: 

Amit' 

Berber Shaykb 

Cbristian Cr1ptain 

Alfe,-ez 

Ccmu1dor 

Qadi 

The Army General may be an Amir, Berber Sbaykh, 
Christian Captain or a Qadi. 



COMMON TROOPS 
Ar leasr 33% of the points value of the army must be spent 
on units chosen from the following: 

Andalusian Jinetes 

Andalusian Noble Cavalry 

Andalusian Knights 

Andalusian Spearmen 

Andalusicm Archers 

Andalusian Skirmishe,·s 

Andalusian Crossbowmen 

Andalusian Mounted Crossbowmen 

UNCOMMON TROOPS 
Up to 50% of the poincs value of the anny may be spent on 
units chosen from the following: 

Mercenary Spearmen 
(chosen from the Aliados y Mercenarios list) 

Mercenary Archers 
(chosen from the Aliados y Mercenarios list) 

Mercenary jinetes 
(chosen from the Aliados y Mercenarios list) 

Mercenary Crossbowmen 
(chosen from the Aliados y Mercenarios list) 

Mercenary Knights 
(chosen from the Aliados y Mercenarios list) 

Al-Andalus 

ARMY LISTS 
CHARACTERS 
0-1 CALIPH .......................... 160 pts 

M WS BS S T W I A Ld 
Caliph 4 5 4 4 4 3 6 3 9 

Equipment: Sword 

Options: May have light armour (+3 pts) , shield (+2 pcs), 
javelins (+2 prs), throwing spear (+2 pts). May be 
mounted on a horse (+8 prs). 

Special RuJes: Army General 

A Caliph represents a strong and effective ruler in sole 
charge of al-Anda/us, such as Almanzar tbe Great. Caliph 
or kbalifa means 'successor' (of Mobammed). 

AMIR ................................ 65 pts 

M WS BS S 
Andalusian Prince 4 4 4 4 

Equip ment: Sword 

T W r 
3 2 5 

A Ld 
2 8 

Options: May have light armour (+3 pts), shield (+2 pts), 
javelins (+2 pts), throwing spear (+2 pts). May be 
mounted on a horse (+8 pts). 

Special Rules: If no ocher Army General is chosen, one 
Amir may be made Army General for +25 pts. 

Tbe Amir represents a Prince or Noble of al-Anda/us, such 
as Al-Mutamid of Seville, or a milita,y governor (Qa'id). 
Altbough renegades such as Say/ Al-Daw/a proclaimed 
themselves 'Caliphs' in imitation of the Caliphs of 
Cordoba, they never commanded tbe same authority and 
are better represented as Amirs. 
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0-1 BERBER SHAYKH . ..... .............. 75 pts 

Berber Chief 
M WS BS S 
q 4 q 4 

Equipment: Sword 

T W I 
4 2 5 

A Ld 
3 8 

Options: May have light armour (+3 pts). shield (+2 prs). 
large shield (+3 pc,, only if o n foot), javelins (+2 prs). 
throwing spear (+2 pl!>) . May be mounted o n a horse 
(+8 ptS) . 

Special RuJes: If no other Army General i;, chosen, one 
Berber Shaykh may be made Army General for +25 prs. 
You may not have both a Derber Shaykh and Chrislian 
Captain in the same army. 

Berbers were beavily involved in Andalusian a ,-,nies, and 
were often led by tin most ambitious troublemakers. 
They were ·respected wan-tors, tbo11gb, and f ounded 
several of tbe Taffe, dynasties after tbe collapse of tbe 
Calipbaie of Cordoba. 

0-1 CHRISTIAN CAPTAJ ............... .. 75 pts 

M WS BS S T W l 

Christian Captain q 5 •1 <j 2 5 

Equipment: Sword, light armour, :>hield. 

Options: May be mounted on a hor e (+8 pti.). 

A Ld 
2 8 

May have javelins ( + 2 pts) , rhrowing spear or thrusting 
spear (+2 pts) . May wear heavy armour(+ I pr). 

Special RuJes: If no o ther Army General i~ taken, rhe 
army may be led by a Chnsttan Captain, so this character 
may be upgraded to Army General for +25 pts. You may 
noc have both a Ch ristian Captain and Berber Sha.ykh in 
the same army. 

Cbristian knigbts were amongst the most sougbt-afte,· 
mercenaries in ct f-Andalus, and tbeir captains sometimes 
found themselves leading J\nclalusian armies and 
,-aiding expeditions Into belltle. Hf Cid was tbe most 
famous of these, spending fh•e yec,rs of bis early career 
winning great victories for his employe,; tbe King of 
Zaragoza. 

0-1 ALFEREZ .................... . ..... 80 pts 

M W BS S T W I A Ld 

Army Stan. Bearer 4 <t 'I -I 3 2 5 2 8 

Equipment: Sword 

Options: May have light armour (+3 pts), shield (+2 
plS) . May be mounted o n a horse (+8 pts). 

Special Rules: Army Standard Bearer. 

The Alferez is a leading noble or cbampion, especially 
chosen to carry bis lord's banner /1110 battle. 

0-1 CANTADOR ........................ 50 pts 

M WS BS S T W I A Ld 
Cantador 4 4 4 3 3 2 4 l 8 

Equipment: Sword. 

Options: May have light armour (+3 pcs), shield (+2 pts), 
javelin1, (+2 prs), Throwing spear (+2 pts). May be 
mounted on a hor..e ( +8 pts). 

Special RuJes: The Cantador may lead a single formed 
unit (not skirmishers). After deployment, but before the 
first move is taken, the Cancador may try to inspire his unit 
- roll a D6: 

D6 Result 

1 The voice of the CanLador is drowned out by the 
blo ,;,.ring of ho rns and the stamping of horses' 
hooves. J le may fight with l'hc unit , b ut his song has 
no effect. 

2-3 The Camador inspires h is men to come to blows 
with rhe enemy as quickly as possible - the unit may 
add D3" to its moveme nt for ONE move, march or 
charge during rhc battle. The use of the extra 
movement must be declared before the dice are 
thrown; the extra D3" movement is do ubled for 
charging or marching. 

4-5 The Camador'l, l>Ong sm;ngLhens the will of his 
men; the unit may re-roll failed Panic tests during 
the course of the battle. 

6 The Canrador inspires his men to great feats of arms 
- the unit may re-roll .tl'i)' mbse:; in the uni1 'i. first 
round of combat during the game. The unit and any 
attached characters may cake advantage of this 
re-roll, but warhorse!- may not! 

The cultured Anda/11sia11s probabl)• bad poets leading 
tbeir armies, similar to tbe Cbrislicm Ccmtadors. 

~ 
0-1 QADI ... .... . .. .. ........ .. ....... 40 pts 

M WS BS S T W A Ld 
Islamic Judge 4 3 3 3 3 2 ' • 8 

Equipment: Sword. 

Options: May have light armom (+ 3 r>ts), :;hield {+2 
pts), javelin:, (+ L pt). throwing spea.r (+2 prs). May bl: 
mounred on a horse {+8 pt:.). 

Special Rules: The Qadi can lead a i.inglc formed unit 
(not skirmishers). This unit may re-roll failed RaJly 
attemprs during the battle. as long as the Qadi 1s :>,ill alive 
and leading. 

7be Qadi is a respected Andalusian ,·eligious leader; 
inspiring tbefaithful to ball le. Qadis were 1111/ike~J• to be 
skilled warriors, but were often involved in Andalusian 
uprisings and revolts d11ri11g the 12th and 131/J 
Centw·ies. 



TROOPS 
ANDALUSIAN JlNETES .. ............... .. 1 7 pts 

M WS BS S T W I A Ld 
LlghtCavaJ.cy 8 3 3 3 3 J 3 6 

Equipment: Javelins , hand weapon. 

Options: May have throwing s pears (+2 pts). Ma}' have 
shields (+ I pc). Up to half the units of Andalusian Jinctc~ 
may exchange javelins for bow (+2 pcs), in which case 
throwing spears may no t be taken as well. 

Special Rules: Felgnc::d Flight. light Troops. Andalusi;in 
llo rs<::mcn. Bow-armed Jinetes are Expe rr I-Jo rscmen . 
Expert Ilorsemen clo not suffe r the -1 to hie modit1cr to 
their shooting if they moved that cum. But, chis does n<H 
allow rhem to s hoot if chey charge or make a mRrch move. 

77n name 'ji11ete · meaning a light horseman is descended 
from '1/.enata', the Herber tribe who provided great 
numbers of riders for tbe later kingdom of Granada 'f11e 

Anda/usians bred tbe best horses in Europe, cmd used 
them in traditional light cavalry tactics. 

Horse archery• is clearly illustrated in several Spanish 
manuscripts of the period, and was most likely practiced 
by the Andciluslans, although we have lillle idec1 of bow 
mc111y fought in sucb a fasbion. Javelin- and spear-armed 
riders do111 h1c1red Spanish light cavalry wwfca-e, so we 
must assume that these tactics proved m ore ejfeclive. 

ANDALUSIAN NOBLE CAVALRY . . . . . . . . . . . . 23 pts 

M WS BS S T W I A tel 
Noble Cavalry 8 ,1 4 3 3 l 4 1 7 

Equipment: Hand weapons. ligbc armour. javelins, ~hidd. 

Options: May have throwing spears (+2 pcs). 

Special Rules: Light Troops. Feigned Flighc Andalusian 
Horsc:mt:n. 

Al-Anda/us 

Cbristian borscme11 skll'lllfsb w/lb Moorl,<b fll'Cbers 

Tbese mounted warriors would have been tbe nobility of 
al-Anda/us figbting in tbeir traditional 111cmne1: 

ANDALUSlAN KNIGHTS . ..... ............ 23 pts 

M WS BS s T w A Ld 
Andalusian Knights 8 4 4 3 3 1 -I I 7 

Warhorse 3 3 3 

Equipme nt: Ho rse, thrusting or chrowing :,pear, light 
nrmour, sword, shield. 

Options: May ride a warho rse (+4 pts) . May exchange 
light armour for heavy armour (+ I p l) . May exchange 
throwing or thrusting spear fm lance (+4 pts). 

Special Rules: J\11ay coum Rank Bonus of up to + 1 in 
combat. 

Towards the end of this period, many Andalusian nobles 
copied tbe equipment and tactics of tbe Cbrlstian 
Knights. and appear almost identical in manuscript 
illustrations. altho11gb tbey p robably never acbleued 
quite tbe same effect as tbeir Cbristlan counterparts. By 
the 15tb Century. howeve,; most bad reverted to their 
original 'jlnete' equipment and style of fighting. 

ANDALUSIAN SPEARMEN ... ............... 6 pts 

M ws ns s T w I A Ld 
And. Sp earmen 4 2 3 3 3 1 2 6 

Equipment: Hand weapo n , thrusting spear, shield. 

Options: May have light armour (+2 pts) , javelins 
(+ I p t) . 

Andalusian militia spearmen were amongst the least 
motivated footsoldiers of tbe age: softened by tbeir 
advanced c11/t11re, the Andalusinn citizens were 
unwilling warriors. 
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0·1 ANDALUSIAN MOUNTED CROSSBOWMEN ... 19 pts 

M ~ ~ S T W A W 
Mtd Crossbowmen 8 3 3 3 3 3 6 

Equipment: Hand weapons. horse & latch (light 
crossbow). 

Options: May have shields ( + l pl) and/o r I ight armour 
(+2 pt.'>). 

S1,ecial Rules: Light Cavalry. Feigned Flight. Andalu ian 
llorsemcn. The light crossbow used by these horsemen 
would not have been as powerful as that of the foot 
80ldicr, so has a rllnge of 24", Strength 3 and a •1 save 
modifier. If they move in the ir Movement phase rhey are 
unable to fire ch:11 rum {they arc :bsumed co have halted 
ro reload their weapons). 

Mounted crossbowme11 were a new addition to the 
Moorisb armoury in the later part of this period, and 
were particularly seen in the forces of Granada. Most 
probab(J' dismounted to /igbt, b11t the option 10 take a 
single unit of mounted crossbowmen is to represent the 
Jew wbo did no/. 

ANDALUSIAN ARCHERS ................... 5 pts 

Archers 
M WS BS S 
-J 2 3 3 

Equipme nt: Bow, hand weapon. 

T W I 
3 2 

A Ld 
6 

Options: May have shields or light rumour (+ I pl). 

Special Rules: Light Troops. Combined Formation - May 
be combined with an Andalusian Spearmen unit as 
explained above (they lose the Light Troops abilicy) 

El Cit/ leads 1/Je charge ag(l/11.<t the 
Al111or,111/ds at tbe Battle u/ Cttarte. 

--
Archers were comm onplace 1b roughou1 al-/\ndalus, 
although they were probably 110 more enthusiastic in 
baule tban Lhefr spear-bearing counte,pnrls. 

ANDALUSIAN S KIRMlSH ERS .... ..... ...... 4 pts 

Skirmis hers 
M WS BS S 
4 2 3 3 

T W r 
3 2 

Equi pment: Hand weapons, javelins. 

A Ld 
J 5 

Options: May have rhl'owing spears (+2 pts). May have 
buckler ( + l pt). May c.xchangc Javelins for shonbow or 
sling at no extra cost. 

Spec ia l Rules: Skirmishers. 

7bese are tbe poorest of the Andalusian militiamen, 
armed with hunting eq11ipment and simple weapons. 
Slings were still in common use tbrougbout al-Anda/us, 
and especially in the Balearic fsles. 

ANDALUSIAN CROSSBOWMEN .............. 8 pts 

M WS BS S 
And. Crossbowmen 4 2 2 3 

Equipment: Crossbow, sword. 

T W I 

3 1 2 
A Ld 
1 6 

Optio ns: May have shie ld ( + 1 pt) and/or light armour 
(+2 pts). 

Specia l Rules: Light lnfanrry. 

The A11dalusia11s quickly adopted the crossbow a.s an 
infantry weapon. it became particularly popular 
amongst their militias, who fielded it in large numbers. 



Al-Anda/us 

COLLECTING & MODELLING THE UNITS 
The Andalusian army is my unashamed favourite om of rhe 
three featured in this book: l just love the mixture of 
Islamic and Christian influences, the bright colours of the 
nobility and the fascination with horses. ft also has the 
distinct advantage that the Andalusians fought as allies for 
all the Christian Spanish states, as well as the Almoravids 
and Almohacls - so you can start by collecting just a few 
units of Andalusians which can fighr on either side, and 
then bulk them out into an army of their own at a later 
elate. 

The Anclalusians themselves can be hard to find figures for 
- Gripping Beast being one of rl1e only manufacturers 
Cltrrenrly making an excelJent range in 28mm scale; 
however, you can press other figures into service. Figures 
listed as 'Bedouins' (commonly sold in ranges intended 
for The Crusades) often have long robes and turbans, and 
will therefore serve well for Andalusian Jinetes, spearmen 
and ar<.:hers. Some of the Arab & Saracen figures (also 
from Crusade ranges) will also suffi<.:e, although the 
Andalusians were probably not all as 'Arabic looking' as 
some of these models. It should Riso be remembered that 
many Andalusians had very similar wargear co the 
Christian Spanish - therefore Norman, Spanish or First 
Crusade Christian figures could also be used . in this case 
T would recommend adding some Moorish touches, such 
as tasselled round or Adarga shields (a heart-shaped 
leather shield), rurbans and helmet cloths. Andalusian 
Noble Cavalry would have had the best clothing and 
equipment, so you should be justified in painting rhem in 
bright silks and patterned fabrics, as well as giving their 
horses all kinds of tassels and ornaments. In the case of 
the Andalusian Knights featured in the Survivors and 
Renegades list, I would imagine that these would be best 
converted straight from Christian models. 

Andalusian slingers and crossbowmen are also rare 
figures , but there are other options open. Slingers can be 
converted with suitable open-handed Arab or Bedouin 
types (some manufacturers make separate slings, which 
can be easily glued into open hands intended for spears), 
or you could rake any suitable Dark Age slinger and model 
on a few turbans with modelling putty. Slingers would 
have been a common sight on the Iberian battlefield, so it 
would be a shame not to have at least one unit. 
Crossbowmen can be converted from Christian models 
again (with turbans and heacldoths) , or another useful 
source can be Renaissance ranges! Several manufacturers 
have ranges of 15th to 16th Century Ottoman 1\.irks, whi<.:h 
include figures sold as 'Moorish or North African Marines'. 
Many of these will work well, although you may have tO 

carry out a few head-swaps or add some turbans to cover 
up some of the anachronistic helmets, if they bod1er you., 

Lastly, if you plump for a full Andalusian army, you will 
probably wane to add some mercenaries to give it some 
fighting punch. Christians are a popular choice, and more 
advice abom suitable figures is given in the relevant list in 
this book. Berbers were widely used across al-Andalus; 
you can normally find the right figures in manufacturers' 
Crusade ranges; although their traditional garb could be 
quite plain, you would be justified in using some brighter 
<.:olours and equipment co represent a well-rewarded unit 
in Andalusian service. African mercenary spearmen were 
also known (being common in the service of Seville, for 
example); they are covered in one or two ranges, often 
under the heading of 'Sudanese'. 

WARGAMING TACTICS 
An army of Al-Andalus can be both a pleasure and a 
challenge to play on the wargames table, mosdy the latter 
in my experience! They have a wide miJl."ture of troop types 
available to them, many of which are weak in Leadership; 
the fighting abilities of rhe infantry leave much to be 
desired; and their best soldiers are likely to be whichever 
mercenaries they <.:an afford. Armies chosen from the 
Caliphate of Cordoba period have many of these 
disadvantages reduced (with access co a General with a 
Leadership value of 9, and good quality Mercenary 
Spearmen available as a common troop type), but the Taifa 
Kings and Survivors & Renegades have a much more 
difficult time of it: struggling for overall leadership, their 
Generals are limited to Ld 8, and many of the native 
Andalusian troops have only Lei 6 or Ld 5, making it a 
brittle army. Bue don' t be put off! The Andalusians of these 
two later periods have many unique attractions of their 
own. 

Like the Christians, the Andalusians had a long tradition of 
horse breeding and, in addition, some superb stud-farms 
which were famed throughout Europe. Their horses were 
renowned for their nimbleness and manoeuvrability, so 

well suited co the traditional skirmishing tacti<.:s of the 
Iberian Peninsula. Skirmishing is w hat the Andalusian 
horsemen of che Reconquista did best, and this is tl1e best 
course to pursue with them on the gaming table. The 
tactics that follow work well wid1 a unit of around seven 
to ten models; we have found that units of six or less 
figures are very vulne\"able to missile fire, and can become 
unwieldy over ten models. 

Firstly, use your Andalusian Horsemen skill to wrong-foot 
the enemy: if you split into skirmish formation, you can 
cluck to one side of an enemy formed unit, and then 
reform into ranks ready to threaten a flank or rear charge 
in your following turn. Whilst it won' t always work out, it 
can be incredibly disconcerting and may force your 
opponent inco an error which you can then exploit. 
Unsupported formed units are the ideal victims for this 
sort of tactic; you may find it harder to pull off i.f your 
opponent has guarded his flan.ks or rear with a unit of 
light troops. Don' t form up into ranks until you really 
have to, though, or you may suffer from being a better 
target for enemy missiles. 
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Secondly, don 't forger LO use: your javelins! They can be a 
major annoyance (1:specially as Lhey have no penalties for 
moving and shooting, and no long range either): your 
Jinetes probably won't win a shooting match against foot 
troops, but riding behind or co the sides of enemy formed 
troops and hurling a round of javelins can whitcle chem 
down. Noble Cavalry are especially nasty: BS 4 gives chem 
chc potential co force a Panic test or reduce a target unit's. 
rank bonus. Bow-armed hor emcn can also use these 
tactics, but obviously 1h1:y can operate ar longer ranges. 

Third, make use of Feigned Flights. l3eing able to flee from 
an enemy (combined with a few javelin shots as you run) 
and then rally immediately is a great advantage - especially 
if you wanr co pull enemy unics our of positio n co where 
they will be cxpost:d to Oank charges from o d1er units. 
However. make sure Lhat you don' t stray coo dose co table 
edges: your Feigned Flight ability will be of little use if you 
leave the battlefield by accident! Jf you have !.he space, 
play on a large table - thi:, will give you a lot more room 
for those cavalry manoeuvres. 

Fourcl1 and finally, don' t be afraid to fight hand-co-hand, 
bUL only do it when you have co! With a Leadership of 6 
you'll be odds-on LO break and flee after losing a combat 
(although you can boost a unil"s Ld and fighting power by 
including a Chat-actt:r) ; and you will get chewed up and 
spat out by Christian Knights if you attack them from the 
lron1 , so avoid them if at all possible. I lowever, there is a 
rime and place for charging in: Andalusian Noble Cavalry 
have good Weapon Skill and armour, and should be able 
to mke on and beat mosL other light cavalry. Foot 
skirmishers arc a good cargeL for Anclaluslan .J ineres as 
well, althc,ugh auacklng other light horsemen on even 
terms Is 11 lot more risky. Jf you can stack the odds in your 
favour with a flank or rear attack (ideally in combination 
with more than one unit), by all means go for itl 

At chis polm, it 's probably worth a quick look ac 
mercenaries: these arc likely co be the best troops in your 
army, and wUl pro bably suffer the brunt of the fighting. 
Christian Knights arc naturally popular, a:. they are a 
useful coumcr to all otht:r heavy cavalry of the period; if 

yc,u are selecring an army for !.he 
Slirvivors & Renegades period 

c,f the list, you will also And that Andalusian Knights fall 
into much Lhe same caLegory. Berbers were hisLorically the 
most numerous mercenaries in Andalusian armies, and 
can provide some deccnc spearmen, archers and light 
cavalry to back up the Andalusian militia troops. Note that 
you can upgrade a Mercenary pcarmen unit co Stubborn 
status, which can then make an excellent bodyguard for 
your dismounted General (thb also nullifies che Aliados y 
Mercenarios special rules): alternatively, you could field 
your mounted Andalusian Amir, or even a Christian 
Captain. leading a bodyguard of Christian knightl> with rhe 
same ad'"aniage. 

Andalusian infantry are the lowest quality in this period 
(nearly all chroniclers agree that they were ineffective 
warriors compared with their Berber, Christian and 
African contemporaries) , but don't overlook their 
usefulness. The cheapnes:. of the spcarmc:n mean!> chat 
you can field a large unit which will at least be able ro 
repel light cavalry. alLhough don't rel)' on it against 
Christian knightS! Archers can be handy mixed in with the 
rear ranks c,f sucl1 a unit in order LO provide a further 
deterrem Lo being attacked, or a few separate unirs can 
provide useful missile support for the main fighLer~ of the 
army. Slingers and javelinmen arc ch<:ap and cheerful 
skirmisher units, and are handy jusL for the usual 
skirmishing tactics - screening, shooting and distracting: 
every army should have some. Do n'c exrect them to \Vin 
too many combats though! finally, che 'laifa Kings and 
Survivors & Renegades lisrs have access ro a new weapon: 
the Andalusian crossbowman. Andalusian militias armed 
themselves wid1 this on a regular basis, undoubtedly 
re,di:.ing its potential against the fca,•cd Christia,; k,;ights. 
Your odds of hitting are grciitly rcclucecl with a BS of 2, buL 
you can field large numbers, which can be intimidating in 
the least! An occasional lucky round of' dice rolling can 
cause real damage, but you're niucb more likely to inflict 
a trickle of casualties. Although IL might be tempting co 
deploy d1em as skirmishers, If you form your Andalusian 
crossbowmen into a ranked unit you sho uld have the besL 
concenu-arion of Ore. and the aclvancagc of a rank bonus, 
which will help you ouc if you end up In a mclcc. Jc also 
means you will be able co use your general's Leadership if 
you keep him within range - no bad thing, a:, with a Ld of 
6 you won't be passing many Panic or Break tests! 

lb<: ulber side of tbc Rccrmqulstll J\11da/11sla11 civilians are exiled J,-0111 tbl!ir w/1/ured cily 1111dar lb<• wt11chf11/ gaze u/ If~ ,ww m(lsfers 



THE AFRICAN INVADERS 
The Armies of the Almoravids 

••should AUah sec £11 to grant me enough yms of ljfc. I slull 
take bac.k all the lands that the inudds have stolen from us 

in our weakness.-

Yusuf Ibo T,shfio 

OVERVIEW 
The Almoravids (also known a!> the Murabirs, or Al­
Murabitun) were a fundamentalist Islamic movement of 
the l11h & l2th Centuries. Founded by a religious ascetic, 
Ibn Yasin , amongst the nomadic Sanhaja Berber tribe in 
southern Morocco, 1hey combined devotion co Jslam with 
a fierce milimry tradition and a desire to conquer. lbn 
Yasin and his followers began their rise to power by 
attacking and subjugating the neighbouring Berber tribes 
of the area - soon they co111rollcd the mms-Saharan gold 
trade, which would be at the root of their great African 
empire of Islam. Despite the phenomena.I success of his 
campaigns, lbn Y.'lsin was killed in battle in 1059, and the 
reigns of power passed to his disciple, Abu Bakr lbn Umar. 
In order to cope with the demands of his rapidly 
incre:u,ing domain, Abu Bakr delegated control of the 
north of the Almoravid empire to his cousin, the famous 
Yusuf lbn Tashfin (bercer known as 'Ben Yusuf') . Yusuf 
crossed the ALlas Moumains and brought the Almoravids 
onro the plains of Morocco, where he sec about extending 
the empire yet furrher: around 1070, 1he Almoravids 
founded their capital city of Marrakesh (a1 chis 1ime liule 
more than a mosque in the desert surrounded by the rems 
of the faithful) . 

Now that the Almoravids had overcaken 1he Maghrib 
(norrh-west Africa) they were no more than a short ferry 
crossing from the Iberian Peninsula. \Xie do nm know 
wherher they planned an invasion of Spain, but they were 
soon in contact with ils rulers. Al-Muwwakkil , ruler of the 
Ta.ifa kingdom of Badajoz, had been in touch with Yusuf 
since at least 1079, hoping char rhe Africans would send 
soldiers to fight against rhe infidel threac and shore up the 
fragile Muslim kingdoms of al-Andalus. Evencually, 
however, the infidels themselves provided the catalyse: the 
conquest of Toledo in '!085 by Leon-Castile shook the 
Islamic west to its foundations. Suddenly the land of al­
Andalus was open to Christian attack, and beyond that, the 
cities of Morocco and the Maghrib. The princes of aJ. 
Andalus called upon Yusuf once again, and chis time he 
heeded the cal.I. A huge army of Berber soldiers crossed 
the Straits of Gibraltar and landed a1 Algeciras in the 
summer of 1086, eager to proi.ecure the jihad against r.he 
Christians. Joined by the Andalu ian kingdoms of 
Granada, eville and Badajoz, they marched co nonh in 
order ro threaten Toledo; Alfonso responded in kind, and 
brought the royal army of I.con and Castile south into 
Muslim territory to meet them. Confident of victory after 
years of military superiority over the local Andalusians. the 
Christian:. met a very different foe on che plain ofSagrajas: 
disciplined, stubborn and determined, the Almoravid 
army routed the infidels and plundered their camp. 

6 Almohads. c.1042-1269AD 
Bleeding from a severe wound in the leg, Alfonso is said to 
have escaped wich jusl 500 of his knights 

Yusuf then returned to Afric;i. but wa:, back two yea.rs later. 
Soon he realbed Lhar hi:, And:llusian allies were too 
divided to suppon the jihad in the manner to which he 
was accustomed, and so he se1 abour deposing chem and 
cakjng over the Taifa kingdoms. On a wave of popular 
support (the combina1ion of military might and lower 
taxes of the Almoravids clearly appealed to the Andalusian 
masses) , his fo rces anncxed nearly :ill of the Taifa 
kingdoms co the Almoravid Empire. Zaragoza, Lhc most 
northerly of the Andalusian states, was left to its own 
devices. Valencia had been conquered by rn Cid in I 094, 
much to Yusuf 's chagrin, and he sent a huge army LO 

relieve it, which was roured by d1e Cid at the Battle of 
Cuarte, followed by a second Almoravid clefea1 at Bairen in 
1097. These, however, were the only Almoravid reverses 
for many ycan, to come: the Africans were n<.-arly invmcible 
on the battlefield. scoring ,•iccorics against the Christians 
at Consuegra, Cuenca and Uclcs amongst others. It was 
not until the reign of Alfonso 'The Barrier' of Aragon cha1 
the Almoravids would come up against another warrior of 
the Cid's calibre. 

These year were. however. the high poim of the 
Almoravid achievement in Spain. dcsplrc <:ucccs~ on the 
field, they fa1kd to reconquer much land from rhe 
Christians. and were soon unpopular with 1he local 
Andalusian:, for d1eir high-handed auitude, which 
ultimately culminated in anti-Almoravicl revolts. The scale 
of the Almoravid empke was abo iti, undoing, ai. it ran Into 
problems in its native Morocco, and as a result, it 
crumbled rapidly cowards che middle of the 12th Cemury; 
the capital of Marrakesh was lost in 1147, and by the 1 J 50s 
the only parts of Spain remaining under Almoravid rule 
were the Balearic Jslancls. Crippled by internal revolts, the 
AJmoravicl fanpin.: was soon replaced by a new North 
African power: the Almohads. 

.Founded <Lround 1120 by the Mahdi lbn Tuma.re, the 
Almobad (Al-Muwahhidun or 'Unicarians') movement was 
not dissimilar to that of the Almoravids, although their 
hardcore of support was 1he Masmud:i Berber tribe of the 
Atlas Mountains of the Maght'fb. Like the Almoravids, the 
Almohads' territory developed rapidly on the back of 
religious fanmici~m and mlllt.try prowt:~!>. Although the.: 
Almohads were defeated at the gaies of Marrakesh in 1130, 
and their leader Ibn Tumart died soon afterwards, L11e 
Almoravids were distracted by the other demands o f their 
empire and could not spare rhe men co crush their rivals; 
and within a few years they had prud the price. The 
Almohads returned under a new leader, the Caliph 'Abd Al­
Mu'min. and renewed the war in Morocco, finally taking 
Marrakesh in 1147. Although they had to deal wirh revolcs 
and suppress L11eir new territory, the Almohads had finally 
established themselves in the Maghrib. 
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\abflrtm tlru111111l'rs 

Having consolidated their ho ld o n North Africa, and taking 
advantage of Andalusian revoltS against the Almoravids in 
al-Andalus, the Almohacls predictably moved into Spain in 
U 47; he re they soon managed LU control much of what 
had been Almoravid al-Andalw,. Soon enough the)' were 
continuing tbt: jihad againi,t the resurgent Christian states; 
the Caliphs, Yusuf I and his son, Yaqub, Inflicted severe 
reverses upon the Christians at the 13anles of Caracuel and 
Alarco~ respecrivcly. Like rhe Almoravids, though, they 
could be poor a1 siege warfare and thus the reducrion of 
castles :incl reconquering of territory: the siege of I luete in 
11,2 was a c:llic in point, where a nt:ar-cenain victory 
becamt: a disasu: r due co poor administratio n and divisions 
in the Almohad army. I loweve r the fail of Salvatierra in 
1211, proved that the opposite could be true when the 
Aimo hacls captured the headquarters of rhe Milita1y Order 
of Calatrava and severely embarrassed the Castilians. 

Despite their nin of s-i.icccss upo n the battlefield al the e nd 
of the 12th Century, within a generation the Almohacts had 
suffered their heaviest defeat, in one of cbe pivotal battles 
of Spamsh history: after a day-long ~trugglc at Las Nav.1s de 
·1o losa in 1212, the Almo hacls were routt:cl and tht:ir huge 
army was destroyed, the Caliph Muhammad II o nly just 
escaping with his life . After this defeat, the Almohad 
empire ht:ld on for a ft:w years, buL soon fell apart, much 
rhe same way as it had destroyed che Almo ravid empire 
just 70 years previously. Weak leadership, internal rcvolcs 
and civil wars were the inevitable consequences of such a 
huge buL fragile e mpire, and the: Almobad Caliph finally 
withdrew from al-Anclalus tn 1228 co deal with problems 
In cbe Maghrib - and never rt:rumed. The resulting 
vacuum o f power left ~11-Andalus at the mercy of the 
resurgent kingdoms of Ponugal, Leo n, Castile & Aragon ; 
and now the Christian kingdoms wen: able to take full 
advantage, reconquering nearly all of al-Anclalus. 

And so, having withdrawn from Spain. the Almohads were 
left struggling for power in the Maghrib; a strong Caliph, 
Al-Sa'id, looked likely co inject new life into the dying 
regime, but he was ambushed and killed in Tlcmcen in 
12'18. The dc,11h blow of the o nce great movement finally 
came In 1269, when Lhc Almohacl capital of Marrakesh wru; 
ove r-run by yet another faction of Nonh African Berber~, 
d1e Banu Marin. 

YUSUF IBN TASHFIN - 'Emir of the Faithful' 
Yusuf Ibn 7ashftn, better known to westerners (and 
mo11ie fans) as 'Ben Yusuf', was undoubtedly the 
gl'eatest leader of the Almora11id movemellt. A 
SW(ll'thy native of the Scmhaja Berbe,. tribe, he 
appears to ha11e been a pious and compassionate 
man as well as a l'Utbless and cha,.ismatic leader in 
battle. 1-:le rose to prominence as lbe commander of 
the northern part of the Almoravid empire In the 
1070s, and became sole leader of the movem ent upon 
the death of Abu Bakr in 1087. 1-Javlng conq11ered all 
of Morocco, he tumed his attention to Spain, and 
i11vaded in 1086 By now be was already an old man, 
(the great Spanish historicm, Ramon Menendez Pidal, 
claims 70 yer1rs of age!), but he was wil'y in body and 
st,.ong 111 spirit. Soon he bad led his army to victory 
over the Cbristians at the great triumph of Sagrnjas 
(Zalaca) in October 1086, although he already had 
bis differences with bis Andalusian co-religionists: the 
lux urious lifestyles rmd spfritual shortcomings of the 
'/atfc1 princes did not go down well with this austere 
Islamic zealot. 

By 1089 be bad decided to depose tbe Andalusian 
raifa kings and take their kingdoms for the 
Alm.oravid empil'e, a/thougb he is cbaracteristlcally 
said to ha11e gillen away tbe buge quantities of booty 
to his troops, keeping none for bimselj Abd A/lab of 
Granada submitted peacefulzy to Yusuf in person and 
was comparatively well-treated, altbougb 
Al•Mntamid of Se11flle put up a stiff resistance and was 
Imprisoned before being exiled to 1\llorocco. 
AI-Mutawakkll of Btulajoz was the least fortunate, 
being executed along with his t.wo sons upon the fall 
of bis city. 

Following tin fall of the Taifa kings, Yusuf 
concentrated his resources C1galnst the Cbristians, in 
particular the outpost castle of Aledo near Granada, 
and Valencia, wbicb had been conquered by Bl Cid in 
1094. Aledo finally fell in 1091, but Valencia held out 
against all ofYusuf's attempts to retake it (although 
he never commanded a reliefforcein pe,.son as sbown 
tn the film El Cid), His nephew Mubammad Ibn 
Ibrahim was defeated at the Battle of Cua rte in 1094, 
followed by anotber defeat for the Almorauids under 
Ibn Al-Hajj at Ba,iren in 1097. In spite of bis 
advcmcing years, Yusuf outlived the Cid {who died in 
1099), and finally saw Valencia fall Into Almoravid 
hands in the spring of 1102, when no Cbristia11 could 
defend it any longe,: 

Yt1suf eventually died in 1106, and was succeeded b-y 
one of his n1any sons, Ali Ibn Yusuf 



The African Juvaders 

CHRONOLOGY 
1040s - Almoravid movemenl founded in Morocco by Abd 
Allah lbn Y.,sin, a Berber of l'he Sanlmja tribe. He is joined by 
Lhe Lammna Berber chiefs of the Sanhaja, who form the 
military elite of his army. 

1054-9 - fbn Ya.sin campa.,gn~ aero~• Morocco. but is killed ,n 
ban.le. The Lamtuna chieftain, Abu Bakr, becomes sole leader 
of Lhe Almoravid movemenc. 

1070s - Abu Bakr grams control of the Almoravid tcrrllory 
norlh of the Adas Mounwins to his cousin, Yusuf lbn Tashfln. 
Foundation of Marrakesh. 

1073-84 - Yusuf lbn 'lashlln compleces conquest of Maghrlb. 

1076 -Almoravid~ conquer Ghana. 

1086 - Almoravid lnva,lon of Spain. The BaLcle of Zalaca 
(Sagrajas) is fought near Badajoz between the Almora,•1d 
army of Yusuf Jbn Tashfin and Lhe l.eon-Castilians of Alfonso 
VL Yusuf score.-; a great victory but returns to Morocco. 

1087 - Death of Abu Bakr; Yusuf Ibo Tashfin becomes Emir 
AJ-Muslimin. 

1088 - Yusuf ren,rns co Spain, but his jihad against the 
Christians is compromised by his Andalusian allies. 

1090 - Yusuf rums on the 1:iifa Kings and begins a campaign 
to conquer AI-Andalus: he deposes Abd Allah, King of 
Granada, and imprisons him. 

1091 - Almoravtd armies take O\ICr Seville. Aledo & Almeria, 
deposing their rulers. 

1094-AI-Murawakkil of Badajoz rs deposed and execULed by 
die Almoravids. 

1094 -A huge Almoravid army Is sent co re-rake Valencia from 
Rodrigo Diaz, bur is ,·ouu:cl by Ill Cid al Lhe Bartle of Cuanc.:. 

1097 - Almoc-avid armies defeat Leon-Castile in lWO baltlc~ -
Alfonso VI is beaten at Con~uc.:gra, and J\lvar Fanez at Cue11ca. 
El Cid triumphs again, defeating the Almoravids at Bairen. 

I 102 - ½lencia is finally taken by the Almoravids, having 
been abandoned by El Cid'!> ,vidow, Jimena. 

J 106 - Death of Yusuf lbn Tashfln - bis son Al, Ibn Yusuf 
becomes Emir, aged 23. 

1108 - Barde of Ucle!> - another \IJClOry for tbt: Almor:ivicls 
over Leon-Castile. Prince Sancho, ~on of Alfonso Vl, is slain. 

1110 - Zaragoza taken by Almoravld army under lbn Al-lfajj. 

1114 - The veteran l\Jmora.vld commanders Ton Al-Hajj and 
lbn A'lsha of Valencia mounl a raid against Catalonia, but are 
ambushed and killed. 

1115 - Balearic lslandi. taken by an Almorav,d fleet. 

1120 - Bartle of Ctnanda - a maior Almoravid expedilion tS 

dcfc:1ted by Alfon~o 'The Battler', King of Aragon. 

1120s - Muhammad lbn 'l\1m:in (the Mal1di, or 'Chosen 
One') founds the Almohad movemem in Morocco. Then 
builds powerbase among the Masmuda Berbers of the I llgh 
Adas Mountains. 

1126 - Another Almoravld army Is defeated by Alfonso 'The 
Batdcr', this time at Ari07.ul 

1129 - Alfonso routs yel another Almoravid army, led b)' the 
Governor of Seville. 

1130 - lbn Tuman leads the Almohads against the Almoravids, 
but the rebels are defeated at the gates of Marrakesh. lbn 
1\Jmart dies soon after. Abd Al-Mu'min becomes Almohad 
Caliph in lbn Tumart's stead. 

1130 - The Almomvid Go"ernor of Valencia defeats an 
A.ragonese army. 

1134 - Battle of Fraga - Alfonso 'The Battler' of Aragon Is 
finally defeated by an Almoravid force under Yahya lbn i\11 , 
and dies of his wounds. 

1139 - Barde of Ouriquc - an Almoravid ru:my is defeated in 
the Algarve by Afonso J of Porrugal. 

1143 - Death of Ali lbn )\lsuf; 1ashfin lbn Ali succeeds h,m as 
Emir of the Almoravids. 

1143 - Revolt against Almoravid rule in al-Andalus. 

1143 -Almoravid ruler, 'lashl1n lbn Ali is captured. 

ll45 - Almohads defeat che Christian mercen:mes of the 
Almoravids In bactle In Morocco; their leader, Reverter the 
Catalan, is killed. ·me Almoravid Emir, Tash.fin Ibo All, dies 
soon after. 

1147 - First Almohad force in Spain, led by Al-Mussufi, a 
former Almoravicl commander 

1147 - Marrakesh i~ captured b)' the Almoha~ from the 
Almoravids. 

U 40s-50s - Almohads rnke conLrol of mosc of Almoravld 
al-Andalus. 

1146 - Huge re"olt against the Almohacls in Nord1 Africa; it Is 
brumlly supressed. 

1148 - Almohads complete their conquest of Morocco. 

1162 - An Almohacl arm)' is routed at Granada b)' Jbn 
Mardanish (El Rey Lobo, :1 rogue Andalusian noble) and hb 
Christian allies; a few monlh~ taler the 1ables are turned and 
an Almohad force under Muhammad Jbn Sulayman 
recaptures Granada and puts lhn Mardanish to flight. 

1163 - Oeadi of Abel Al-Mu'min. Muhammad I bccornt:s 
Caliph, but is quickly ouslccl In favour of Yusuf l . 

1165 - Yusuf r clefeaLS l'hC re negade Andalusian Cbn Marclanish 
in a battle outside Murcia; lhn Marclanlsb survives but h:md, 
0\ler his territory to the Almohads on his deathbed in I 172 

1172 - Siege of Hucte - a huge Almohad aany under Yusuf I 
besieges Huete, but fall~ due 10 administrative incompe1ence 
and poor morale. 

1173 - Battle of Caracuel - the A.lmohads destroy a Chrisllan 
militia raiding force under Sancho Jimenez of Avila. 

1184 - Death of\'usuf I. I Jls 26-year old son Ya"qub is elected 
Caliph. 

1195 - Battle of Alarco~ - Ya'qub defeats the army of Alfonso 
VJU of Castile. 

1199 - Death ofY.,·qub; rule of Muhammad IT begins. 

1211. - Muhammad II takes Salvatierra, the headquarter.. of 
the Order of Calatrava. 

1212 - Muhammad n ,s defeared by a coalition of Christian 
stares at die Barde of Las Nav;u; de Tolosa - the Caliph bitrcly 
escapes with bis life ancl never returns co Spain. 

1213 - Muhammed II cllc~ In Marrakesh; Yusuf U becomes 
Caliph. 

1224. - Death of Yusuf 11. Succession crisis and civil war 
follows, whidl critical!)' wcakeru. the Almohad stare. 

1228 - Almohad Caliph withdraws from al-Andalus co Mricn. 
Andalusian revolt against Almohads in al-Andalus, led by lbn 
Hud. 

1230-5 - Almohad colonies in the Balearic Island~ are 
conquered by the Christians. 

1248 - Effective end of Almohad power in a.1-Andalus. 

1269 - Marrakesh fails to the rival tribe of the Banu Marin. 
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••Amongst the captives taken by Ali Ibo Yusuf 
was a renowned knight from Barcelona of the 

name of Reverter ... the Emir gave him command of 
all the Christian caballeros and Moorish soldiers. £or 
Reverter had never known defeat in battle." 

Chronic. Adcfonsi lmpcu1011s 

SPECIAL RULES 
AFIUCAN DRUMMERS 
The Almoravid and Almohad armit:s were considered 
disciplined by die s tandards of meir time, and included 
large numbers of Sahar-.tn drummers to boosc morale and 
issue orders; their massed heating terrified the Spanish :ll 
the Battle of ZaJaca io 1086. Because of Lhb, certain units 
may feature cwo Musician models (rather than the usual 
one) for the 11ormal cost o f +S pts per model. Any unit so 
equipped auLOmacically wins a drawn combat by one 
poi111, rather 1han having 10 resort to a 'musical roll-off'. 
The only units chat may cake :in additional drummer arc: 
I la.sham Guard Cavalry, Bt:rber Cavalry, Camel Riders, 
131ack Guard. l:krber Spearmen and Berber Archers. 

1\lmoravid and Almohad :Lrchc rs were generally wcll­
dnllcc! and disciplined, and rheir archers caused the 
Spanish knights considerable problems, so rhcy benefit 
from an additional special rule if they have rwo drumme r 
models. J\ Berber Archer o r combined 13crber 
Archcrs/Spc:irmcn unit with two drummer model!> may 
use Massed Archery even if it has moved up to its norm:11 
movement in a cum. A -1 ' to hie' penalty scill applies to 
units that move & shoot. 

ARMY LIST OPTIONS 
This list may be used to crca1e o ne of two armies: 

'17:Je Almoravlds (c. 1042-1119 AD) 

TbeA!mohads (c.1128- 1269ADJ 

THE ALMORAVIDS, C.1042 - 1149 AD 
The Almoravid army started life as a confederation of 
Berber tribes; their leadership is credited with 
trnnsforming them into a dbciplined army of religiously­
motivared warriors, crained LO srand shoulder-to-shoulder 
and accept casualties in the cause of Islam. Berber 
spearmen would have been the overwhelming feature of 
the Almoravid forces, armed with spears and javelins and 
ta.II shields. Archers also appc.:ar to have been common. 
probably shooring in ranks from behind me proreclion of 
the.: spearmen':, shields. Cavalry were somewhat less 
common, mainly being Berbt:r light horsemen where 
present. Af1er the Almoravid invasion of Spain, m:iny 
narivc Andalusians served alongside Yusuf and his 
successors, although they never achieved the same 
reputation as the African invaders. Strange llS it may seem, 
Chl'isrian mercenaries also found their way inco J\lmoravid 
service. 

SPECIAL RULES 
Any Berber Spearmen unit may be made Stubborn at 
+ 3 pts per model. Berber Archers must also be made 
Stubborn for the same cost if they are in a Combined Unit 
with Stubborn Berber Spearmen (they cannot bt: 
Stubborn on their own). 

CHARACTERS 
Up 10 2;% of the points value of the anny may be spent on 
Characters chosen from the fol lowing: 

Emir or Venerable Emir 

Sayyld 

Cbrislian Captain 

Army Standard Bearer 

Imam 

The Army General may be an Emir, Venerable Emir, Sayyid 
or Christian Captain. 

COMMON TROOPS 
Ac lea~L 33% of rhe poinrs value oft.he army muse be spent 
o n units chosen from lhe following: 

Blt1ck Gua,·d 

Berber Spearmen 

Berber Archers 

Berber CavabJ' 

1i'ibt1/ Skirmishers 

UNCOMMON TROOPS 
Up 10 33% of the poi ms value of che army may be spem on 
unit:, chosen from the following: 

Hasham Guard Cavalry 

Camel Riders 

Mercenary Caballeros 
(chosen frnm the Alia dos y Mercenarios list) 

Mercena,y Crossbowmen 
(chosen from tbe Aliados y Mercenarios list} 

Mercenary Knights 
(chosen from the A!fados y Mercenar-ios list) 

Gbuzz Horse Archers 
(chosen from tbe 1\/ iados y Mercenarios list) 

ANDALUSIAN ALLIES 
Up LO 33% of che points value of the ai·my may be spent on 
me following units chosen from the AI-Andalus army list: 

Andalusian Jinetes 

Andalusian Noble Cavalry 

Anda/11s!an Spearmen 

Andctlusian Arcbers 

Andalusian Skirmlsbers 



THE ALMOHADS, c .1128 - 1269 AD 
The Almohads seem co have startt:d out in a simllar fashion 
LO Lhe Almoravids, but suffered at the hands o f che 
Almoravid cavalry whenever they ventured from Lhe ir 
mounrain strongholds onto Lhe plaJns o f Morocco. This 
was soon rectified with the conquest of the Maghrib and 
Its horse-owning tribes, but Berber spearmen were still 
tht: core of the Almohad army, o nce again supplemented 
with Andalusians after the mid 12th Century. Over time. 
however, the Almohad army became a polyglot of rival 
t'ribcs and mercemLries, so LhaL by the time of Alarco~ in 
I 195, the Almohad Caliph Ya'qub was commanding 
nerbers, Ghuz.z, Chris tians and Arabs. 

SPECIAL RULES 
Up to half the unit:, of Berber Spearmen may be made 
Stubborn at + 3 pLs per figure. Berber Archers mus t a lso be 
made Stubborn for the same cost if they are in a 
Combined Unit with Berber Spearmen (rhey cannot be 
Stubborn on their own) . 

Christian Captains (from the Charac ters section) :ind 
Mercenary Knights (from 1hc Allados y Mercenario:, li:,t) 
may exchange their thrus ting or throwing spears for 
lances for +q prs per model, and ma}' have horse barding 
for + 2 pts per model. 

CHARACTERS 
Up to 25% of the points value of the army may be spent on 
characters chosen fro m the following: 

Emir or Venerable E'mt1· 

Sayyid 

Christia n Captain 

Army Standard Bearer 

Imam 

The Army General ma}' be an F.mir, Venerable Emir, Sayyid 
o r Christian Captain. 

Ben )'),.•,,J's Almoravld war·rto r•s loot 
lb~ Cbrls1/a11 camp during I/JC llflllf~ 

of S(igrofas. 
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The African h tvad e"t'S 

COMMON TROOPS 
Up to 50% of the pol ms value of che army may be spent on 
units chosen from the following: 

Black Guard 
Berber Speannen 
/Jerber Archers 
Berber Cavalry 
Tribal Skirmisbers 

UNCOMMON TROOPS 
Up to 50% of the points value o f the army may be spent on 
units chosen from the fo llowing: 

llasbam Guard Ca valry 

Camel Riders 
Mercenary Caballeros 
(chosen from the Aliados y Mercenarios list) 
Mercena1J• Crossbowmen 
(chosen from tbe Aliados y Mercenarios list) 
Mercenary Jinetes 
{chosen from the Aliados y Mercenarios list) 
Mercenary Speannen 
(chosen from the 1\/fados y Mercenarios list) 
Mercenary Archers 
(chosen ft·om the Aliados J ' Mercenarios l ist) 

J\1/ercenary Knights 
(chosen f rom the Aliados J' Mercenarios list) 
Gbuzz Horse Arcbers 
(chosen from the Aliados y Mercencwios list) 

ANDALUSIAN ALLIES 
Up to 33% of the poinrs value of the army may be spent on 
the following units chosen from the Al-Andalus army liM: 

A11dalusian]i11etes 
Andalusian Noble CauahJ• 
1\J1dalusia11 Knigbts 
J\ndalusian Spearmen 
Andalusian Arcbers 
Andalusian Skirmishers 
Andalusian Crossbowmen 
/\ndalusicm Mounted C1'0ssbowmen 
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ARMY LISTS 
CHARACTERS 
0-1 EMIR ... .. ..... . ...... .. ......... 160 pts 

M ws BS s T w l A Ld 
Emir 4 5 -l 4 4 3 6 3 9 
Venerable Emir 4 4 3 3 3 3 5 2 10 

Equipme ot: Sword. 

Options: May have light armour (+3 pts), shield (+2 pts), 
large shield ( + 3 pts, o nly if o n foot), javelins ( + 2 pts), 
throwing spear (+2 pts). May be:: mounted on a horse 
(+8 pts). May be Drilled (+2 ptS). May be Stubborn 
(+3 pts). 

Sp ecial Rules: Army General. 

71,e Almomvid and Almobad mling elite used r1 variety 
of titles: Emir or Calipb being usual/or tin leaders of tbe 
state. Yum/ lbn Ta.sh/in of the Almomvids took the title 
Emir Al-Muslimin ("Prince of the Muslims'); the founder 
of the J\lmohads, lbn Tumart, p roclaimed him.self Mahdi 
('The Cbosen One'), and Abd Al-Mu'min and his 
successors often used the title of Ca!ip/J ('Successor to 
Mohammad'). 

The Venerable En1ir rep1·esents an old tmd wizened but 
cbarismatic leade,; such as Yusef Ibn n,shfin, who is said 
to have been 70 years old when be invaded Spain in 1086. 

SAYYID .......... , ... .... .. ...... .. .. 75 pts 

Lord 
M WS BS S 
4 "l 4 4 

'Equipme nt: Sword. 

T \V I 
4 2 5 

A Ld 
3 8 

Options: May have light armour (+3 plS), Shield (+2 pts), 
large shield (+3 pts, only if o n foot) , javelins (+2 pts), 
throwing spear (+2 pts). May be mounted on a hocse 
(+8 pts). May be Drilled (+2 pts). May be rubborn 
(+3 pts). 

Special Rules: If no other Army General is chosen, one 
ayyid may be made Army General (+25 pts). 

77,is character type can represent any of the lesser Berbe,; 
Arabic or Andalusian commanders that served under 
various titles - Naqib, Sayyld, baykb, 1 lafiz, etc. A good 
e.,·ample would be ir lbn Abi Bak,; wbo fought bravely 
and effectively under Ben Yusuf at the Baute of Zalaca in 
1086. Sayyld means 'Lord', altbough under the Almohads 
it was often used for the sons of Calipbs - effectively 
Princes. 

''At the third hour of the day. the Christians 
saw a great multitude of AJmoravid 

solruers and horsemen ready to fight with them 
and slay them. Gripped by fear. their skill at 
arms deser ted them. as did their courage." 

Cbronb Addonsi lmpmtoris 

0-1 CHRJSTIAN CAPTAIN ............ . .... . 75 pts 

M WS BS S T W A Ld 
Christian Captain 4 5 4 4 4 2 q 2 8 

Equipment: Sword, Light armour. shield. 

Options: May be mounted on a horse (+8 pcs) or a 
warhorse (+16 pts). May have javelins (+2 pis), thmwing 
spear or thrusting spear (+2 pts). May wear heavy armou r 
(+ 1 pt). 

Special Rules: If no other Army General is chosen, a 
Christian Captain may be made Army General (+25 pts). If 
the Christian Captain becomes the Army General, then che 
army may nm include an Imam. 

A Christian Captain would be a soldier sucb as Reverie,; 
the Caw/an noble who mse to high status in the ranks of 
the Almoravid army; be was killed in Africa fighting the 
Almobads around 1145. Fernando Rodriguez de Castro 
served the Almobad Caliph Yusuf bt a similar capacity, 
and ivas rewarded with conque,·ed territory in Spain. 
Fernando 's son, Pedro Fernandez de Castro was yet 
another - be quarrelled with Alfonso VIII of Castile c111d 
fought for the Almobads ell Alarcos in 1195. 

0-1 ARMY STANDARD BEARER ............. 80 pts 

M WS BS S T W A Ld 
Army Scandard 4 4 -i 4 -i 2 5 2 8 

Equipment: Sword. 

Options: May have light armour ( + 3 pts), shield ( + 2 pts), 
large shield (+3 1:>Ls, only if on foot). May be mounted on 
a horse (+8 pts). May be Drilled (+2 pts). May be 
Stubborn (+3 pts). 

Sp ecial Rules: Army Standard Bearer. 

0-1 IMA1"1 ............ .. ..... .. .. ...... 70 pts 

M WS BS S 
Religious Leade r 4 4 3 3 

Equipment: Sword. 

T W I 
4 2 4 

A Ld 
2 8 

Optio n s: May have light armour (+3 pts). May be Drilled 
( + 2 prs) . May be Stubborn ( + 3 prs) . 

Sp ecial Rules: The Imam 1uay lead a unn of either 
Black Guard or Berber Spearmcn (with or without Berber 
Archers). He cannot lead any other unit. The Imam ls 
subject co Hatred of the enemy, as described in rhc 
psychology section of the game rules. Any unit led by tht: 
Imam also becomes subject co Hatred of tht: enemy. 

This character represents a charismt1tic religious leader. 
such as an imam, Qadi or Faqib, stirring up tbeflgbling 
spirit of bis followers (comrary to popular belief, other 
Muslims were sometimes hated more than tbe Christians: 
tbe Andalusians of Spain tbat resisted the Almoravids 
were particularly despised.) 



TROOPS 
0· l BLACK GUARD ............... ..... . . 17 pts 

Black Guard 
M WS BS S 
4 4 4 3 

T W I 
3 1 4 

A Ld 
] 8 

Equipm ent: word, thrusting spear, large shield, Javelins 

O ptions: May have light armour (+ 2 pts). May be Drilled 
(+ J pt). 

SpeciaJ Rules: Stubborn. 

This unit rep,·esents the elite spearrnen of the army. Ben 
Yusef is said to bave had a unit of 4,000 Black Guard 
armed with Jndtan swords and shields of hippopou1mws 
hide, who were decisive ·in defeating King A/f onso VJ of 
Leon-Castile tll tbe Battle of Zalaca in 1086. Later 
Almoravid and Almohad comma nders had similar units, 
such as the guards tbat were allegedly chained together 
to protect the Calipb Muhammad II's tent at Las Navas de 
Tolosa fn 1212. 

BERBER SPEARMEN ...................... 7 pts 

M WSBS S 
Berber Spearm en 4 3 3 3 

T W I 
3 1 3 

Equipment: Thrusting spear, shield, javelins. 

A Ld 
7 

Options: May have large shield ( + 1 pt per model). 

SpeciaJ Rules: Combined Formation: may have up to 50% 
Berber Archers in the rear ranks of the uni t. 

Using religious f undarnentalism as a tool, tin Almoravid 
leaders bonded their tribesmen into regular spectrmen 
fighting in trained and disciplined formations. The sbield 
in use was probably the 'Lamt', a tall African sbield of 
tanned ox-bide. These spearmen would have been tbe 
most numerous part of many Almoravid al"lnies. Similar 
Berber spearmen also Jo1·med the core of the early 
Almobad army, altbough as lime went on Almohcul 
annies were inc,·easingly diluted by a diverse range of 
mercenaries and allies. 

BERBER ARCHERS ............ . .......... 7 pts 

M WS BS S T W l A Ld 
Berber Archers 4 3 3 3 3 3 7 

Equipment: Composite bow, sword. 

Special Rules: Light lnfamry. May form a Combined 
Formation with Berber Spearmen (see above). 

Bowmen were an important part of the Alrnoravld and 
Almohad military machine, their massed archery being 
an effective weapon against the mounted Span ish 
knights. 

The Africa,z Invaders 

TRIBAL SKIRMISHERS ... ......... ........ 4 pts 

M WS BS S T 
Skirmishe r 4 2 3 3 3 

Equipment: Hand weapons. javelins. 

w 
1 

I 
3 

A Ld 
1 5 

Options: May have tluowing spears (+2 pu,), o r may 
exchange javelins for shonbow for no extra cost. May have 
shield (+ 1 pc). 

Special Rules: Skirmishers 

Tbese skirmishers represent tbe less-trained 01· poorer­
equipped sections of the African tribesmen, fighting in 
their native style. 

BERBER CAVALRY ........... .. .. .... . .. 18 pts 

M WS BS S 
Berber Cavalry 8 3 3 3 

T W I 
3 1 3 

Equ ipment: Javelins & hand weapon. 

A Ld 
1 7 

Options: May have throwing spears (+2 pt ); may have 
shield (+ l pt). 

Special Rules: Feigned Flight. Light Cavalry. 

Berber Ught Horsemen would have been the main 
mounted arm of both the Almoravtds and the Almobads, 
althougb tbey were little match /01· charging Cbristian 
knights. Their skirmisbing tactics became a formative 
parl of Spanish warfare, and tbe Berber tribe called 
Zanata eventually gave thefr name to it - Jinete' (the 
Romanised co1·ruption of 'Zan at a') entered the Spanish 
language as a light horseman. 

0-1 CAMEL RIDERS ...... ...... .. ...... . 18 pts 

Cam elry 
M WS BS S 
6 3 3 3 

T W I 

3 l 3 

Equipment: Javelins & hand weapon. 

A ld 

1 7 

Options: May have throwing spear (+2 pts). May have 
shield ( + 1 pt). 

Special Rules: Light Troops. Camel cause fear in all 
cavalry (and chariots. should they happen 10 meet one!) 

Camels were tbe standard transport in tbe Sahara, 
altbougb most riders dismounted before battle. Howeve,; 
tl number may havefougbl mounted, and there tire some 
accounts of camels being ridden in bat/le in Spain. 

0-1 HASHAM GUARD CAVALRY . ... ... ... ... 20 pts 

M WS BS S 
Gua rd Cavalry 8 4 4 3 

Equipmeot: Javelins, sword, shield. 

T W I 
3 l 4 

A Ld 
1 8 

Options: May have light armour (+2 pts); may have 
throwing spears (+2 prs). May be Drilled (+2 pts). 

Heavy cavalry was rare amongst tbe Berbers, but 
successive Almoravid and Almobad leaders were aware 
of this weakness and raised a few units, often as personal 
bodyguards. Yusuf Ibn Tasbfin apparently had a mounted 
unit o/200B/ack Guard, wbo would be well represented 
by this troop type. Some cavalry are described as 
manotwering to drum signals, bence the option to 
upgrade to Drilled. 
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COLLECTING 6 MODELLING THE UNITS 
The Moors of North Africa can be difficult co find models 
for - partly to do wich chc lack of visual evidence for the 
Berbers of chis period, and perhaps an over-inceresr by 
gamefi> and manufacturers in the Muslims of the Holy 
I.and. This i a shame as the Africans offer a lot for gamers 
and modeUers alike. not to mention an army that can be 
painted quickly and looks great on the gaming table. 

The core of mosc Almoravid armies would have been 
Berber warrior.., fighting with spear and shield, and 
supported by archers and cavalry of similar origins. The 
classic depiction of the Almoravid soldiers is one of long 
robes and turbans, although it is quite possible chat some 
Africans (probably newly-<:onvcrcecl tribesmen) fought 
wearing liHlc more than lo incloths. One feature chat we 
can ascribe directly to che AJmoravids is the wearing of 
veils by men, app:u-ently a tradition of the Sanhaja Berbers 
who formed 1he el!1e of the Almoravid army (the mourh 
was seen as unclean in their beliefs). Whilst chis cannot 
have been a mutually exclusive Almoravid trait (many 
traveUers and warriors muse have pulled cloths over their 
faces co prncect chem from sand and dust) , it is an 
interesting identifying feature for an Almoravid army. 
Many commercially available miniatures are already veiled. 
but ir's easy enough co add chem wirb modelling purry. 

Apart from die few specific ranges of Berbers, you would 
do well to look in most manufacturers' 'Crusades' ranges; 
anything listed as 'Bedouins', 'Tuaregs' or sometimes 
·Sudanese' is likely to be suicablc, although it's probably 
\\Orth gerting :;ample:; before you buy a whole army. 
Ano1hcr ~ourcc of Berber model:. h, in some 'Colonial' 
ranges - the Tuareg Arabs (normally sold alongside French 

Foreign Legion ranges) were stiU using veiled, turbaned 
and robed spearmen In che 19th Cenrury, although 
beware of figures with muskets! These ranges are also a 
good source of camel rider~ and pack c.-amcls. 

Berbers normally wore camel-wool robes in their 
homeland of Morocco, probably in various undyecl shades 
of brown or off-white, alt.hough there is some evidence 
chat they also wore black (probably a very dark blue dye, 
similar ro that used by the modern 'J\taregs). The dosing 
scenes of rhc film El Cid also feature hordes of black-dad 
Moors, and have shaped our current pc::rception of the 
Almoravids. There is really nothing wrong with either 
interpretation, and both look great on rhe w;u-games 
table; both also lend d1emselves ro quick painting of 
massed unit~. which can't be a bad thing! 

Almoravid and Almohad shields wen:: mack of various 
types of leather - the tall lamt was probably the most 
common, although large round shields (turs) were also 
used; cavalry probably had smaller versio ns. Spears were 
likely ro have been made of bamboo, with wide iron 
heads and, sometimes, rn.sscls and cloths tied at the neck. 
Swords were usually straight and double-edged, either 
brought in from Europe, or copied from European styles. 

\X1hile the Almohads scanccl with a very similar am,y co 
that of ci,e Almoravid:. (except for the wearing of veils. of 
course), they came co rely on mercenaries, so you might 
want to depict a fair number of these in your army. Ghuzz 
Horse Archers arc actually made by several manufacturers 
(sometimes sold as l'urkomen), although you could 
probably substlrute an)' :,ultablc Muslim hor~e-archer 
models. Arabs can be bought from manufacturers who 
produce Crusades ranges, and Christians are easy to gee 
hold of from the same sources (sec the Christian Spanish 
list for more information about the lancr) . .,..-----------__ 



11Je African Invaders 

WARGAMINC TACTICS 
The Almoravids and Almohads a.re qui te diffcrcm t0 the 
ocher armies in chis book, as boch commonly rt:ly on a 
core of heavy infantry spearmen. This list has access to 

some of the best speannen of the period (although their 
effectiveness is slightly reduced by the time of the 
Almohads). so make use of them. They have rhrusring 
spears and javelins, shields or large shields, can be 
upgraded to tubborn, have the advantages of the 'African 
Drummers' rule, and can even be led by an Imam to cause 
Hatred! So they should be able to destroy the opposition 
without bre::iking a sweat! 

L;u-ge units of Berber spearmen can be rightfully 
intimidating - especially for enemy cavalry and Christian 
knights. If your Berbers can force the horsemen ro charge 
them frontally, they will probably win: the problem is that 
your more mobile cavalry-based foes should, in theory, be 
able to avoid contact until they have lined up flank 
charges, disnipted your line. or carried out some other 
devious ractic designed to avoid your wall of spears. 
Against such an oppont:nt - like many Christian Spanish 
and Andalusian armies - you may find yourself in trouble. 
Here's some tactics that I have made u:.e of In the 
playcesting of this army Use. 

You would be well-advised to keep units large, ideally 
24-36 models, so rh:tl you can absorb some missile 
casualties without losing that all-important rank bonus. 
Large units are also more likely co be able co make use of 
tl1c Fall Back In Good Order rule (FBLGO), which may 
save you when fighting opponencs such as Christian 
Knights. A very tough unit uch as the Black Guard may 
benefit from being smaller than chis (say, 15-20 models) , 
especially if you want to make use of the Ori.lied ability co 
march around a flank or outmanoeuvre the enemy (as 
Yusuflbn Tashfin may have done at the Battle ofSagrajas). 

Make use of missile fire to force the enemy facing you into 
a confrontation - if your opponent uses his rums to try to 
move his troops co a beccer position on lhe 0ankl>, 
hopefully they will be caught in a field of fire and sustain 
a number of casualties. You c::in either use archers 
combined with spearmen or sepa1<tLe units of archers co 
achieve this. 

Use }'Our spearmen offensively! Dt:ploy them as near co 
the enemy as you are allowed co in the scenario. Advance 
ro close the gap whenever possible; remember that 
Saharan drummers allow Berber mixed units to move and 
use massed archery in tht: ~ame rum. so you can keep up 
the pressure with missile fire. Don't be afraid LO charge 
into combat with a Srubborn unit - you may not be able 
co use your second rank of spearmen in the first round, 
but your rank bonus (and hopefully a Standard Bearer 
and a pair of African Drummers) should srand you in 
good stead to win the combat; and if you lose, you have 
rheir Srubborn ability to fall back on. 

Try t0 prorect your flanks at all coses - being charged in 
the flank is often disastrous for big i.L1.fancry unlrs which 
rely on their rank bonus to hclp chem win combats. 
Forming a battleline with units next co each ocher helps, 
then you can cover the end of the line with cavalry, 

archers or light infantry - whatever you have available. 
You can also make use of terrain to slow down enemy 
flank attacks - woods and rough ground on the flanks can 
really cause enemy troops a problem. t:specially if you 
send ouc a few sklnnishers to oppose chem. \Vhether you 
win or lose on the flanks is nor the issue, you merel}' need 
co be able ro pin rhcm for long enough to assault the core 
of the enemy with your spearmcn. 

Don't forget to make use of :.ome ocher troops in the 
army a!> well -the larer Almohad army was often a very 
mixed affair, so feel free co have a real mix of troop types 
and allies and mercenaries if you 're modelling your army 
on the late 12th - 13th Centuries. Berber Cavalry are 
handy to counter enemy light cavalry and protect flanks. 
and you may find chat allied Andalusian J inetes are just as 
useful (sec the Christian Spanish and AI-Andalus lists for 
more details on light cavalry tactics) . If you want some 
better horsemen in your army, there are alwa}'s the 
Ha.sham Guard Cavalry, allied Andalusian Noble Cavalry, 
or even Mercenary Christian Knights o r Ghuzz l lorse 
Archers. Fin.ally, the African Invaders also have access to a 
few good qual ity Camel Riders. which can worry your 
horse-mounted enemies, and are a colourful unit co boot. 
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ALIADOS Y MERCENARIOS 
Allies and Mercenaries of Medieval Spain 

•• King Cucia brought • grca~ number of Moors along w!.th 
his umy. whom he had hmd for the purposes of war. 

Chronic• Adcfonsi lmpcr,toris 

' 'Al- Mansur needed 10 make his_ army stronger ~nd bigger._ so 
that be 01jgh1 be able to md the enemy time and time 

again. Thus he invited to 101n him the greatest Berber warriors and 

cbampioos. who were renowned for their skill at arms .ind mastery 
of war." 

Memoir, o{ Abel All,h. Amir of Gmuda 

ALIADOS Y 
MERCENARIOS 

Tbe following listS d o nor contain an army as such, instead 
they contain che allies and me rcenary advenrurers who 
fought for and alongside the kingdoms and states detailed 
in the main army lists. 

SPECIAL RULES 
All the factions fighting in Spain made use of Aliados y 
Mercenarios at various intervals - some more than o thers. 
Unfonunately, for a variety of reasons (Lhe arrogance with 
which they were somelimcs cre::a ted; the ambition of their 
own leaders; treachery, o r simple lack of pay), these 
troops could be unreliable on the battlefield. Therefore 
the following special rules apply: 

• Aliados y Mercenarios units may have a Leader, Standard 
& Musician as normal. 

• A slngk: Allados y Mt::rcenarios unit may be personally led 
by the Army Gen eral. This unit is exempt from all the 
special rules derailed belov.~ and is just created like a 
regular unit from the Generars army - chis represems the 
fact that some army commander raised loyal bands of 
mercenaries as their personal bodyguards, in which case 
their increased status and pay would have secured their 
trUSt. 

• Aliados y Merce narios units may not benefit from the 
special abilities of the Army General or Army Battle 
Standard, although they may be led by any appropriate 
character and use his Leadership value and any special 
abilities. The unit is still ubjcct to the Aliados y 
Mercenarios special rules, however. 

• Altho ugh in the main loyal and obedient, sometimes 
Aliados y Mercenarios would be lieve they knew better 
than cheir employer! To reflect this, roll a dice die first 
time a player wishe to move, charge or shoot with each 
unic of Allados y Mcrcenarios. If a 1 is rolled, the unit 
remains stationary and may noc shoot, bm can defend 
itself lf a ttacke::d in close combat, including shoocing 
against a charging unit. On a 2-6. the unir can act as rhe 
player wishes. Once it has successfully mO\·ed or shot, it 
no longer has ro cake this test and can be moved normally. 

• Aliados y Mcrcenario units are treated as pare of their 
employer's army for the purposes of caking and causing 
Panic rescs. Eg, if the Army General Is killed, Aliados y 
Mercenarios units have co rake Panic tests alo ng with all 
o ther units; and if an Aliados y Mercenarios unit happens 
to flee, it may panic nearby friendly units as usual. 

TROOPS 
MERCENARY SPEARMEN ......... .. . .. ... 11 pts 

M WS BS S T W I A ld 
Spearmen 4 4 3 3 3 1 4 1 7 

Equ.ipme.nt: Thrusting spear, shield, Javelins. 

Options: May have light armour ( + 2 prs) and/or la1·ge 
shields ( + 1 pt) . A single unit of Mercenary Spearmen in an 
army may be Stubborn for + 3 pts per modeL 

p ecial Rules: Combined Formation - may have up to 
50% Mercenary Arche rs in the rear ranks of the unit. 
Mercenary Archers cannot be combined with Stubborn 
Mercenary Spearmen. Aliados y Me rcenarios. 

MERCE ARY ARCHERS ......... .... ..... . 7 pts 

Archers 
M WS BS S 
4 3 3 3 

Equipme nt: Composite bow, sword. 

T W I 
3 1 4 

A f.d 
l 7 

Options: May have light armour (+2 pts) and/or shields 
(+1 pt). 

Sp ecial Rules: Light Infantry. May form a Combined Unit 
with Mercenary Spearmen (see Special Rules). Aliados y 
Mercenarios. 

The category of Mercenary Spearrnen cmd Archers covers 
just about every sell-sword in Spain - these soldie1·s 
could be native Spaniards, Moroccan Berbers, mercenary 
Serjeants f rom soutbern France or Italy, Slavs, Arabs or 
even Africans f rom Sudan. They all bad one thing in 
common - they lived by tbe sword. Berbers were favoured 
mercenary soldiers amongst the Islamic factions in 
Spain, although they remained a discordant element and 
were involved in many revolts and power struggles. 

BASQUE JAVELINMEN . . ...... ..•.. .... ... 9 pts 

M WS BS S T W I A Ld 
Javelin.men 5 3 4 3 3 1 3 6 

Equipment: Javelins, hand weapo ns. 

Options: May have shield ( + 1 pt) and/or throwing spears 
for (+2 pts). 

Spe cial Rules: Skirmishers. Feigned Flight. Aliados y 

Mercenarios. 

The Basques of northern Spain were well-renowned for 
tbeir ability to harry the enemy with javelins (dards). 
and were experienced guerrilla ftgbters. They also often 
found emp loyment in mainland Europe. 



MERCENARY JINETES ................... 17 ptS 

Light Cavalry 
M WS BS S 
8 3 3 3 

T W I 

3 3 

Equipm ent: Javelins & hand weapon. 

A Ld 
1 7 

Options: May have thrnwing spears (+2 pts) ; may have 
shidd (+l pt). May exchange javelins for bow (+3 pts). 

Special Rules: Feigned Flight. Light Cavalry. Aliados y 
1\<lerccnarios. Bow-armed Mercenary Jinetes are Expert 
Horsemen. Expert Horsemen do not suffer lhe -1 to hit 
modifier to rhcir shooting if they moved in the same cum. 
However, this does nm allow lhem 10 shoot ff 1..hey charge 
or make a march move. 

Light ccwalry fought on all sides in every conflict in 
Hispania, and were often of Berber or African origin, 
t1ltbough they could equally be Spa11ish Christians or 
even Arabs. 

MERCENARY CABALLEROS ..... .. ........ 23 pts 

oble Cavalry 
M WS BS S 
8 ➔ 4 3 

T W 
3 •I 

A Ld 
8 

Equipment: Hand weapon , light armour, Javelins, hield. 

Options: May have throwing spears (+2 prs). 

Special Rules: Light Cavalry. Feigned Flight. Aliados y 
Mercenaries. 

Tbese troops were noble cavalry fighting in the 
traditional Spanish style with javelins and spears from 
horseback. 

~fERCENARY CROSSBOWMEN ........ .... . 1 2 pts 

M WS BS S 
Mere. Crossbowmen 4 3 3 3 

T W I 

3 1 4 

Equipment: Crossbow, sword, lighl armour. 

Options: May have shield ( + 1 pt) . 

A Ld 
1 7 

Special Rules: Light Infantry. Aliados y Mcrcenarios. You 
may not have more units of Mercenary Crossbowmen rhan 
units of Me rcenary Knights in an army: eg, if you have two 
units of Mercenary Knights, you may select up to two unjts 
of Mercenary Crossbowmen. 

MERCE ARY KNIGHTS ....... ........... 27 p ts 

M ws BS s T w I A Ld 
Mere. Knights 8 4 3 3 3 4 1 8 

Warho rse 3 3 3 1 

Equipme nt: Horse, thnisting or Lhrowing spear, light 
armour, sword, shield. 

Options: May ride a warhorse (+4 pts). May exchange 
light armour for heavy armour (+l pt). 

Special Rules: Ferodous Charge. May counr Rank Bonus 
of up to + 1 in combat. Aliados y Mercenaries. 

Cbristian mercenaries were a common sight in 
Andalusian armies; Almanzar the Great used Christians 
in bis armies which (ironically) terrorised the Cbristian 

Aliados y 1lfe1·cenarios 

nortb, and later Andalusian rulers followed suit. n1ey 
were expensfoe to maintain, but valued as battle­
winners. Contradictory as it may seem, Ch1·tstian Knigbts 
were also employed by both the Alrnoravid and /1/mohad 
dynasties, compensating for a critical shortage of heavy 
cavalry. The Christians, known as 'Rum· or 'Nasara' were 
even allocated their own quarter of Ma1n1kesb, wbere 
they were allowed to practice Christian worship. 

0-1 GHUZZ HORSE ARCHERS .... ......... 24 pts 

M WS BS S T W I A Ld 
G~ u 8 3 4 3 3 1 3 l 7 

Equipment: Hand weapon, horse and composite bow. 

Op tions: May have shields ( + l pt) or lighl armour 
( + 2 pcs). May have throwing spears ( + 2 pts) . 

Special Rules: l.ight Cavalry, Feigned Flight. l'arrhian 
Shot. Cavalry may make a normal move immediately after 
shooting. This is o nly allowed in the Shooting phase, is 
not a charge reaction, and the unit may not march. Aliados 
y Mercenaries. Expert Horsemen. Expert Hor emen do 
noc suffer rhe -1 to hit modifier co their shooting if they 
moved in the same turn. However, this does not allow 
them lO shoot if rhey charge or make a march move. 

n1is unit represents the small number of Ghtaz or 
'Turkome11 ' in Almoravid or (more likely) Almohad 
service, sucb as those who fought in. tin Almohad 
vanguard at Alarcos in 1195. They are recorded as having 
a btgher pay and status than the regular soldiers, 
undoubtedly because of their skill as horse a rchers. 

Some Chuzz had a quive,· of javelins behind the saddle, 
presumably to use in close combat. /Jenee the option to 
take throwing spe,ll's. 

"And tbe11 I bit b/111 /Ike 1blsl" 
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CAMPAIGNS 
Whilsl you can play as many one-off gaml:l> as you like, it 
can be a lot more satisfying co link your baltles together 
and have continuatio n of grudges and characters from 
game to game. The campaign system included here is a 
development o f that featured in the Warhammer Anciem 
Barries rulebook, in thar it requires o nly the minimum of 
book-keeping and players can play as little or as often as 
they like. There is also no map movement required, 
although you will probably want co consult the map on the 
Inside cover for inspiration on kingdoms and their rulers. 
The map shows the situation ln 1086, at the time of the 
Almoravid invasion - the years 1086-1099 are an excellent 
basis for a campaign, as there were four o r five main 
factions in power in Spain, representing a great variety of 
armie~ and troops. The system will work equally well for 
any campaign sec between 900 and 1250, although you 
will probably want co do some extra reading to research 
the kingdoms of the time. 

ARMIES 
The campaign is intended for armies s tarring around 
1,500-2,000 points in value , although you could play with 
larger o r smaller if you like. Bear in mind that you will 
probably need 10 add some cxtr.l unit~ during the 
campaign , but you could always collect and paint these as 
they arise. Jf you have t.he time and extra fi&'W'es 10 play 
with much larger armies, you might want to increase the 
value of some of the units and bonuses thac you can 
acquire during the campaign. 

Unlike tl1e campaign system in the Warhammer Ancient 
Batrlcs rulebook, there are no resmcuo ns on armies 
chosen, except those in the individual a rmy Lis ts. You can 
choose as many characters, leaders, standards, ecc, as 
allowed by your army list and agreed points value. 
However, the armies chosen should be from the same time 
period - so a campaign sec around 1086-1099 would 
feature armies from 'The Age o f El Cid' variam of the 
Christian Spanish am1y list, 'The 'laifa Kings' variant of the 
AI-Andalus army list, and 'The Almoravids. variant of the 
African Invaders army lis t. 

If you have a reasonable number of players and armies 
available, you may want co group players into factions. 
This is especially ust:ful if you know that certain members 
may not be able to arcend regular gaming sessions. 
Alternatively, each playe r can Just reprei;enc one faction by 
themselves - in chis way you could play the campaign with 
a:, little ~ rwo players. 

Por a campaign set around 1086-1099, you will probably 
want co use some o r aU of the following factions: 

Leon-Castile 
The Chris tian kingdom of Alfonso VT, including Portugal, 
Galicia :1nd Asturias, as well as Leon and Ca.$tile. Armies 
should be chosen from 'The Age of El Cid' variant of the 
Christian Spanish army lisL 

Aragon and Catalonia 
The Chrhtian kingdom of Sancho Ramirez I of Aragon and 
Navarre, as well as its frequent a ll y, the County of 
Barcelona under Ramo n Bere nguer II. Armies should be 
chosen from 'The Age of El Cid' variam of lhe Christian 
Spanish army list. 

The Taifa Kingdoms 
The Andalusian Muslim city states. The main four in 1086 
:ire Badajoz, Seville, Zaragoza and Granada. If you have 
several Andalusian players, you mighl wam lo create an 
extra Taifa factio n (eg, SeviUe and Badajoz by themselves). 
Armies sho uld be chosen from 'The Thifa Kings· variant of 
the Al-Andalus army list. 

The Almoravids 
The .\itoroccan invaders under Yusuf lbn ·ia:,hfm. Armies 
should be chosen fro m 'The Almoravids' variant of the 
African I nva.ders army list. 

El Cid 
Tbc army of the Castilian adventurer. Arlllies should be 
chosen from ·The Age of El Cid' variant of the Christian 
Spanish army lis t. However, a~ El Cid served o r aUied 
himself with nearly all the other factions at one time or 
another, it can be imeresling co have him as a freelance 
mercenary rather than a faction - this has been allowed for 
in the Mercenaries iable tl1at follows. The choice is yours! 
(NB: If you select El Cid as a faction, there arc some 
o ptional special rules at the encl of this section). 
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FIGHTING CAMPAIGN BATTLES 
Players are Cree Lo fighL each other as ofLen as they likt:, 
representing raids and border incursions, pre-arranged 
challenges 0 1· full-scale battles. Play a scenario of your 
choice using armies of the agreed points value. You could 
use Lhe Apellido or Ransom scenarios in Lhls section, or 
any of the scenarios featured in Shieldwall or rhe 
Warhammer Ancient BatLles rulebook (alchough Lhe 
Bn:akthrough scenario in the \Vat-hammer Ancient Battlei, 
rulebook might nor be suitable due co the manouverabiliry 
of some of the armies in this book). 

After Lhe scenario, add up Victory points scored and work 
our the campaign result: 

A Bloody Stand-Off: lfwon or lost by up 10 100 VPs, bOLh 
sides make one roll on the Campaign Table. 

A Close-Run Batlle: 1f won by 101-700 VPi,, the winner 
rolls twice on the Campaign table, and chooses the n:suh 
of his choice. ·n,e loser gets the winner's rejected oplion. 

A Mighty Victory: Jf won by 701 + VPs. The winner rolls 
once on the Campaign rable and o nce on tht: 'lerrirorlcs 
table. The loser rolls once on the Campaign table. 

CAMPAIGN TABLE (roll 2D6) 
2D6 Results 
2.3 EVENTS - Note that you have an 'Event ' LO follow 

o n your Army Roster. The f:venr is not diced for 
until directly before your next battle (after you 
have selected the scenario, but before set-up). 
When )'OU are ready to do Lhi~, ro ll a D6 and cht:t:k 
the result against the Events table that fo llows. 

4.5 RELIGIOUS FAVOUR - You have caulccl out an ace 
of piety: if a Muslim general, you have probably 
stolen the belJs from a Christian church, ()r built n 
new mosque or ribat (an Is lamic fortress­
monastery); if a Christian, you may have endowed 
a new church or monastery, or even converced a 
mosque intO a church (thi~ happened more than 
once during tht: Reconquisra). Roll a D6 
immediately and check the result against the 
Religious Favour rnble that follows. 

6-8 SPOILS OF BATILE - Your men have either looted 
someming of u:,e from the ent:my. o r have trained 
to improve their marrial skill:,. Roll a 06 
immediately and check rhc rt: ·ult against the polls 
of Battle cable that follows. 

"When they s•w how sm,11 my force was, 1he people o{ 
Mabga came out o{ thcir city g•tes and atucked us: 

soon our troops were upon each other in 2 fierce mcltc. But 
when it beume clear that my soldiers were beginning to flee 
from the Mi.hgaos. I grabbed the banners and ordered the 
drummer ( who was trying to leave 1hc {idd himself) to beat 
his drum and rilly the men. Srnog that we held the banners 
and were standing firm. some of my men rallied around us. 
Thus we were able to mount a successful ch,rge upon 1he 
enemy. and the men o{ Mabga fled from 1hc field." 

Memoirs of Abd Albh. Amir of Grmd, 

9·10 MERCENARIES - A renowned mercenary band 
joins your army, bought wirl1 the loot from the last 
campaign, or your personal fonu ne . These 
mercenaries join your army for one battle only. 
Units may be chosen from any eligible Aliados y 
Mercenarios troops rl1at your army list allows, and 
muse be a single unit (d1ey do not count as part of 
your army's poincs rocal, and therefore you could 
exceed the usual limit.~ in this way). In addition co 
the usual Aliados )' Mercenarios special rnlcs, all 
mercenary units earned in this way are Veterans -
they ma)' re-roll their To hit dice once per bactle. as 
detailed on page 94 of Lhe Warhammcr Ancient 
Battles rulebook. Roll a D6 immediately and check 
the result against the Mercenaries cable that 
follows. 

11•1 2 JNTRJGUE - Your spies have been busy and you 
have been dabbling in conspiracy to obstruct your 
cnemies's fortunes - note chat you have ·Intrigue' 
to follow on your Army Roster. Intrigue is nor diced 
for until directly before your next battle (after you 
have :-elected che scenario, but before set-up) . 
When you are ready 10 do Lhis, roil a D6 and check 
the result against the Intrigue table that follows. 
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EVENTS (Roll D6 directly before next battle) 
D6 ResultS 
1-2 INTERNAL DISPUTES - There is dissent amongst 

the allies and mercenaries of your foe. lf your 
opponent's army features any units subject to the 
AJiados y Mercenarios special mies, they will fail 
their tesLS on a roll of 1-2 (instead of the usual 1 o n 
a D6) in this battle only. 

3-4 FEVER - A single unit from your opponent's army 
is suffering from fever. Roll a D6 - if the score is 
1-2. you can choose which unit is affected, 
otherwise your opponent chooses. Th e unit 
affected counts as having its Strength and 
Toughness reduced by 1 point for the duration of 
this battle only. Feve r does not ,1ffect characters, 
only troops. 

5 

6 

OLD WOUND - A single character from your 
opponent's army is suffering from the effcccs of an 
old wound. RoU a D6 - if the score is 1-2, you can 
choose which character is affected, otherwise )'our 
opponenc chooses. The ch:u-acter affected counts 
as having his Strength and 1bughness reduced by 
-1 pt for the duration of this battle only. 

BRUSH WITH DEATH - One of your opponent's 
charaetcrs has a brush with death (fall from hor e, 
old age, disease, chance shooting, e tc) . Roll a D6 -
if the score is 1-2, you can choose which character 
is affected, otherwise your o pponent chooses. The 
affected character takes D6 automatic bits at 
Strength 3, with no saving throw. lf the result 
means Lhat the characcer has lost all their wounds, 
then the unfortunate person ba~ died just before 
the coming baule and cannot be replaced. If the 
character has sustained some wounds but not 
enough to kill them, then rhey have escaped their 
brush with death, but must start the forthcoming 
baccle with their wounds reduced by the 
appropl'iatc amount. 

r 

RELIGIOUS FAVOUR (Roll D6 immediately) 
D6 Res ults 
1-2 FAVOUR OF THE CHURCH/MOSQUE - The 

re ligious establishment is happy with your 
piety and sends you a Bishop/Crusading 
Bishop/Qadi/lmam to assist you in your neKt banlc. 
You may fiel.d one o f rhese characters (as 
appropriate ro your army Ii t) at no additional 
points cost in your ncKt game only (this includes 
any horses or equipmenc thac the cbar:icter may 
require). 

3 H OLY BANNER - You are gifted with a Holy 
Banner by che religious establishment. Your Battle 
Sr::u,dard Bearer's area of effect is increased by +d6 
inches (co a maximum of 18"). This banner lasts 
until captured in combat. 

4 

s 

6 

HOLY RELIC - Your Army General is favoured by 
tl,e religious establishment, and is senc a gift of 
sacred value (eg, the finger bones of Sc James, the 
Koran of che Caliph, etc) . This increases his 
reputation and area of effect by + 06" (to a 
maximum of 18"). This lasts until the Army General 
loses a battle, or is killed. 

f-AlTH - Your priests delive r a rousing sem,on 
before your next battle. which spurs your men into 
action, confident that God is on their side. Once 
during the bartle, you may add + 1 co any combat 
rcsulr. You muse commit your bonus before 
fighting tl1c combat - not afterwards. You cannot 
w,e the bonus co boost a combat rcl>uh once you've 
fought. 

FAVOUR OF MOHAMMADMSIO OF ST JAM.ES 
- Your General cleiu·ly has divine favour and can 
inspire his troops co feats of great courage. Once 
during the battle, o ne unit within 12" of the 
General may aucomatically pass any Leadership­
based test. The player must use chis abiUty before 
rolling for the test; no dice arc rolJccl and the 
player is not allowed to use the ability 
retrospectively once he has failed a cesc. 



MERCENARIES (Roll D6 immediately) 
D6 Results 
1 You may cake an Aliados y Me rcenarios unit of up 

to 100 points in value for no points cost. This unit 
will fight for your army in the next ban le only. 

2 You may cake an Aliados y Mercenaries unit of up 
to J 50 points in value for no points cost. This unit 
will fight for your army in rhe ncxr battle o nly. 

3 You may take an Aliados y Mercenaries unit of up 
co 200 poinrs in value for no points cos1. This unit 
wiU fight for your army in the next battle only. 

4 You may take an Aliados y Mercenarios unit of up 
to 250 points ln value for no poincs cost. This unit 
will fight for your army in the ncxr battle only. 

5 You may rake an Aliados y Mercenaries unir of up 
to 300 points in value for no points cost. Thi~ unit 
wiU fight for your army ln the next batlle only. 

6 El Cid! You have secured the ~crviccs of the 
renowned Rodrigo Diaz, El Cid. I le and his 
standard bearer, Pedro Bermudez, will command 
your army for the nexr barcle only. As El Cid is an 
Army General, and Pedro is an Army Standard 
Bearer, you may noc field your own Army General 
and Army Standard Bearer in cl1e nCA't game (}OU 

may, however, spend the points on other troops or 
characters instead). El Cid and Pedro are NOT 
subject to the Aliados y Mercenaries special rult:s; 
they are, however, Veterans. 

(NB: If El Cid is already commanding a faction 1r, your 
campaign, or your game is et in a different time period, 
feel free to subscirure a not0rious mercenary character of 
your own choosing, or just treat a roll of 6 on this rable as 
a roll of 5 instead). 

RODRIGO DIAZ DE VIVAR, 'EL CJD' 
M WS BS S T W I 

EI Cid 7 7 5 4 4 3 7 
A Ld 
4 9 

Equipment: Sword, heavy armour, thrusting spear, 
warhorse, shield. 

Special Rules: Army General - El Cid's reputacion is such 
that frienclJy units may use his Leadership within 15" 
(instead of the usual l 2"). Veteran - once per battle, El Cid 
may re-roll all his To Hit dice as described In Lhe 
Warhammer Ancient Bartles rulebook o n page 94. 

6'You have .until the feast day of Saint John: 
before that time you arc free to leave in 

peace. You may go wherever you like, and take 
your wives and sons and daughters and servants and 
possessions with you. Leave the fortress to me 
without treachery. and I will receive it on the day 
of Saint John the Baptist." 

El Cid·s terms for the surrender of Murv1edro 

Campaigns 

'' R odrigo set the ransom for Count Berenguer and 
Giraldo Alman at 80,000 Valcncian marks of gold. and 

all his other prisoners arnnged to pay the agreed sums for 
their rebsc. Thus they were allowed to return to their homes, 
and soon after. Rodrigo received a countless Hood of gold and 
silver and hostages ... " 

Histori, Roderici 

PEDRO BERMUDEZ, STANDARD BEARER TO EL CID 
M WS BS S T W I A Ld 

Pedro Bermudez 7 5 4 4 4 2 5 2 8 

Equipment.: Sword, heavy armour, warhorse, shield. 

Special Rules: Army Srandard 13earer - El Cid'~ reputation 
is such thal his Army Standard hru, a range of 15" (instead 
of the usual 12"). Veteran - once per batlle, Pedro may 
re-roll aJI hb To I lit dice as described in the \Varhammer 
Ancient Batclei. rulebook on page 94. 

SPOnS OF BATTLE (Roll D6 immediately) 
0 6 
l 

Results 
LOOTED ARMOUR - One unit within your army 
may bave aJJ of its additional armour and shields 
supplied for no points cost; eg, a unit that may buy 
light armour and shields for +3 pts per model may 
have both of these for no extra cost. Unirs may only 
rake the addirionaJ armour and/or shield options 
aJlowed in their profile in their army list. The 
looted armour lasts until the unit is desrroyed in 
combat, after which H is lost. 

2 WARHORSES - Your contacts in northern Europe 
have been able to supply you with a small shipment 
of fierce tallions - you may upgrade any mounted 
unit 's horses to warho,·scs for no points cost. All 
cl1e mounted characters in your army may also ha~·e 
a warhorse for no points cost. The warhorses last 
until the unit is destroyed in combat, after which 
they are lost. Character lose their warhorses if they 
are killed or caprured in combat. 

3 SEASONED WARRIORS - You may add + 1 t0 the 
Leadership and Lnitlative scores of a single unit in 
your army (to a maximum of l d9 and 14). This lasts 
until the unit is destroyed in combat. 

4 BATrLE SCARS - You may make a single unit in 
your army Stubborn - this cannot be applied t0 any 
mounted or skirmisher unirs. This lasts until the 
unit is destroyed in combat. 

5 

6 

WEA.PONS TRAINING - You may add + 1 t0 the 
Weapon SkiU and Initiative of a single unit in your 
army (t0 a maximum of WS4 and J4). This lasts 
until the unit ls destroyed In combat. 

VETERAN WARRIORS - You may make a single 
unit in your army Into Veterans - once per battle, 
this llllit may re-roll all its shooting or melee lb Hit 
dice as described in the Warhammer Ancient 
Battles rulebook on page 94. AJl the dice must be 
re-rolled, and you must abide by tl1e new dice rolls. 
This lasts lHll il the uni1 is de;:srroyed in combat. 
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INTRIGUE (Roll D6 directly before next battle) 
06 Results 
1 l SIDE I FORMATIO - You have a conrnct in 

the enemy's camp who could help you by betraying 
the enemy's terrirory to you. If you win the 
forthco ming bactle as a Mighty Viccory and ro ll for 
a Territory. you may add +2 to the roll (counting 
anything grcau:r rban 6 as a 6). If you do not obtain 
a ,\1.ighcy Viccory, your contact melcs :iway and the 
opportunity b losL 

2 BRIBERY - A :,ingle unit of Ahados y Mercenarios 
in your opponenc·~ army ha.s opened secret 
ncgoriations with your agent!,, and m,ty not be as 
re liable in the forthcoming battle as your opponent 
would wish! The s ingle unit (chosen by your..elt) 
must be subject ro the Ahados l Me rcenarios 
:.pedal rule - they wall fail their teM!, o n a roll of 
L-3 (instead of the usual J o n a D6). 

3 SCANDAL - Your ruler or general ha!> got involved 
in some moral scandal, cg, it's rumoured that he 
had hi:. brother murdered (a.s happened to Alfon:,o 
Vl and Ramon Berengue r II) o r has muddied his 
reputarion in a similar fashion Your Genernl has 
his Leadership temporarily reduced bv l point for 
the forthcoming batllc only - after which he has 
either deared hi:. name, or people have forgotten 
about it. 

4 ASSASSfNATJON - A com,pirat0r in the e nemy's 
ranks tries ro s lay an cncm} character on rbc e, e of 
harrlc. Pick any enemy character as the target. Roll 
a D6 to :.cc whether your assassin gets p:1st hi~ 
bodyguard: 1-2 the ~:.assin is discovered and killed 
- no effect; 3-6 you reach the target If the target i:, 
che General deduct -1 from your dice roll because 
he is better protected. 

The assassin strikes d3 automatic hit~ against rhe 
vicum ac Strength 1)6 (with no armour saving 
thro\v). If i.lain, the character 1:, removed from the 
enemy 's anny; if wounded he scan s the game with 
the number of wounds inflicted h}' the assas m. 

5-6 AMBUSH! A !,mall group or your troops has out­
scouted the enemy and laid chemsehe:. in ambush 
under cover of darkness. At the hegmning of the 
baulc, before units arc placed, you may kc<:p one 
unit off the h,lltlefield. You mu.st "rile down where 
the unit is hidden: either a wood. village. ere, or an 
area o f ground hidd<:n by :t hill or :,imilar. Once :ill 
uniLs have been deployed you may d ther place rhc 
urut in your own deployment are:t o r keep 1t m 
ambush. As ,oon as an enemy unit 1:, within 8" you 
mu:,c deplo) the unit , a lthough you ma} deplo) it 
e;u·li<:r if you wbh . If the unn is employed at the 
start of your turn it may charge. move. shoot and 
anack normally in that turn \Thilst hidden, a un11 
is immune co aH psychology tesrs. 

TERRITORIES (Roll 06 immediately) 
Territories arc permanent gains, territory or caMles 
ob1:11ned at the end of a s ucce:...~fuJ campaign Unlike most 
of the o ther rewards, 'ft:rritorie:, are permanently added to 
the stre ngrh of your army. 

06 
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Results 
CAMINO - You have taken pO!>:,C!>~ion of a good 
road, which allows you ro move troops more 
rapidly to meet the e nemy. To represent thb , add 
D6x10 points to the permined points value of your 
army for each road you have under your control. 
Roll when the road i<, generated to fix its value. 

PUENTE - You have captured a bridge serving a 
major river, which allows you m move: troops mo re 
rapidly to mect the enemy. To repre:,cnt chi,, add 
2D6xl 0 point:, to the permitted points , ... Iue of 
your army for each bridge you have unde r your 
control. Roll when the bridge is generated t<> fi,x its 
\'alue . 

PASO - You have caplltred a mountain pass, which 
1:, of vital importance 111 moving your army through 
the mouncaln ranges thar break up che Iberian 
Penin:.ula. 'lb repre~ent thi:,, add 3D6xl0 points to 
the permiued poim:, ,,due of your army for each 
pass you have under your control. Roll when chc 
pass b generated to nx its value. 

CASTILLO - You have conquered a ca!>tillo, a 
border castle which will be of vital importance in 
mounting raids on the enemy and <,heltering your 
tl'oops. 'Jo rc1,reseni 1hfs adcl 406x 10 point~ to the 
permiued poincs value of your army for each 
Castillo you have under rour control Roll" hen the 
casrillo is gcncrared w ft.x its value. 

CIUDAD - You have conquered a whole town or 
cicy, which will be a m:ijor source of wealth for your 
warchest, as well as a good recruiting ground. ' lb 
reprc ent th1:.. add 3D6x10 poinlS to the penniued 
point:. value e>f your army for each City y·ou have 
undcr your control. Ro ll when the City is generated 
ro fo.: its \':llue. ln addition, you m,1y also field an 
extra charatter of u p co I 00 pomL, m ,·alue m your 
army, free of charge 

CONQUISTA - Your opponenr's dcfea1 in battle 
has left one of his territorial pos~c~:.ions open for 
conquest You may either rake one of>·our defeated 
o ppo nent'!> Tcrriconcs away from him (1f he ha:. 
any), or ro ll again o n this chart for a new Territory 
(ignoring roll!> of 6) If your opponent lo~e!> a 
Territory. he mus1 do" n-sizc his am,) accordmgl) 
for his next battle. 



••wjth a mighty force. they raided the land and took 
grw quantities of booty i.od many prisoners besides. 

The citizens scot a messenger to King Say[ u-Dawla saying: 
-come at once and aid us against the Christians." He came 
at oocc with a great number of soldjers. and left his army 
facing the enemy whilst he went to pa.rley with their leadcrs ... -
1£ you will not surrender to me i.U the loot you have stolen. 
and the captives you have taken. my army wiU ruse its spcus 
aod fight against you. - "So be it." replied the Christians. and 
the battle was fOined." 

B.nlc o( Alhacctc 

ENDING THE CAMPAIGN 
Ir's really up to you how you finish your campaign, 
akhough r have always enjoyed organising a big banle with 
all the players ro finish things off! Playing a limited 
number of battles - say 5 to 8 - before ending up with a 
grand finale is a good way to maintain imerest-ifyou stare 
with coo many grand ambitions, you may lose players and 
the campaign will tail off. Far becrer ro finish with a bang -
you can alv11ays start another round of the campaign if 
enchusi:i.sm is still high. Another advantage of this system 
is char it can allow you co play thro ugh a mini-campaign in 
a weekend, or, if you're feeling organised and keep your 
armies co around 1,500 points, a single day! Themed mini­
campaigns like rhis are great fun and espcciaUy 
suitable for clubs and irregular gaming groups, 
and a nice alrernacivc.: co 'club tournaments' 
between out-of-pcriod armies. 

By the ,vay - if you want to have a 'winner' at 
the end of the campaign, I would suggest 
playing a number of initial barrl.es, then fighting 
rhe 'season finale' between the rwo factions char 
have the most Territories apiece, supported by 
the armies of the o cher factions as 'Allies'. The 
victor of this battle should be declared 
'Imperator Totius Hispaniae·, or something 
similarly grand, and remjnded that defeating 
200 ray soldiers is not rhe equivalent of 
personally winning the.: World Cup! 

OPTIONAL 'MOVIE' 
SPECIAL RULES 

FOR EL CID 
If all the players agree, che 'El Cid' 
faction in the campaign may use the 
following special rules, 

They may use the l!I Cid and Pedro 
Bermudez characters featured in 
the Mercenaries cable :ts their 
Army General and Army 
Standard Bearer in rhe army. 
These characters cost 250 and 130 
points respectively and must be 
bought out of the 'Characters' aUowance 
of points in rhe army lists. 

Campaigns 

lf Pedro Bermudez is kllled, he can only be replaced by 
an Armiger from the army list, with no extra special 
abilities. 

lf El Cid is killed, he can only be replaced by an lnfance 
from the army lisr, with no extra special abilities. The 
army cannoc cake a Rey, having no othcr warriors of such 
greaLness! 

If El Cid is killed (or dies jusc prior to a battle due to a 
campaign happening), the great hero may be l>trapped 
o nto his horse co ride o ut and do barde one.: lal>t time! In 
this case, El Cid is still treated as che Army General for 
the purposes o f leadership tests. The Cid causes terror 
in the enemy, as described on page 52 o f the \X'arhammer 
Ancient Battles rulebook. I le.: may move and charge as 
usual but cannm flghr personally, although his faithful 
warhorse, Babieca, may attack as normal. El Cid may be 
attacked (he retains hill usual profile. including wound!> 
and saving throw); if ' killed'. his body b struck from his 
horse and the terror effect no longer applies - and the 
units in che Cid's army must also take their resulting 
Panic tests for the loss of the General on rhe sum of 3D6 
(rather than che usual 2D6). At the end of the battle. the 
Cid is removed for burial and may nm be u~ed again - a 
lesser hero must mkc over the realm of Valencia! 

NB: These special rules arc wholly influenced by the 
Charlton Heston movie, El Ciel. They are nor particularly 
serious. so feel free to use them or leave them out of your 
games as you sec fie! 
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SCENARIOS FOR EL CID 
SCENARIO I: APELLIDO 

Ci·oss-border raiding wc,s the most common form of 
wa,fare in early medieval Spain; the targets we,.e 
generally cattle, sbeep, p,·isoners, and any form of 
portable wealth. The Muslims also developed a penchant 
for stealing church bells from the Christians! Counter­
raiders (Apellidos) were often se11t in retaliation, so this 
scenario re-creates a loaded raiding party being broug/Jt 
to bt1Ule by the Ape/lido. 

SCENERY: The players ser up the scenery in any mutually 
agreeable manner. The deployment areas should not be 
over-cluttered with terrain as you will need ro place booty 
markers in clear ground (see Special Rules opposite). 

ARMIES: Armies arc chosen from the army lists to an 
equal points value agreed before the game. 

DEPLOYMENT: Dice to decide which side will be 1hc 
' Raiders' and which side will be the 'Apellido· (the highest 
scorer chooses). The Apellido player then picks their 
home table edge. 

-

The Raiders must then set up their whole army first 
on the other table edge, no further fonvards than 
12" from their home cable edge, and no closer 
than 12" co the side edges of the table. The 
Raiders also have to deploy a number of bases of 
.13oory (see Special Rules below) - these mu:.t be 
deployed within the Raiders' deployment area. 
and in clear ccrrnln (ie. not in woods o r rough 
ground). 

The Apcllido player then sets up his whole 
army on his home table edge. no further 
forwards than 12" from his home table edge, 
and no closer than 12" co the side edges of the 
table. 

The Raider player may now exchange the 
positions of cwo of his units. if he likes (ie, 
cwo units and auached characters can s imply 
swap positiOni, - BOO!)' cannor be moved). 

After this deployment has been complcced, all skJrmishers 
and light troops in sklrn1isb order may be moved 4" further 
onto the table. 

TURNS: The game should last for six turns, or until one 
player concedes. 

WHO GOES FIRST: The Apellido player takes the first rum. 

SPECIAL RULES: The Raiders are deemed to have pos ession 
of stolen animals, prisoners and goods, which they have to 
defend from the Apellido. These are represented by bases of 
Booty. You should use one base of Boory for every full 500 
points in the Raider player's army (eg, a 2,000 points army 
would have to d efend four bases of Booty). l3oocy is best 
represented by a mini-diorama of a cart, scolen sheep or 
looted treasure o n a large base (around 50-100 mm across is 
ideal). although you could just use spare figures or marker if 
necessary. The Boory is subject to the following special rulet.: 

• Boory cannot be moved during the battle (it is assumed to 

be too bulky, awkward and panicky co transporr safely when 
there's a battle going on!) . 

• Friendly troops must move round Booty bases; enemy 
troops can either move round it or capture it (if numbc.:rs 
allow - see below). 

• Booty cannm be marched imo, shot at, and does not take 
Panic tests. le can be concacted by a normal move, charge 
move or pursuit move after combat. 

• Booty can be captured by the Apellido, simply b>• moving any 
unit of at least five models into contact with a Boory base 
(obviously, a fleeing unit cannoc capture Booty). When this 
has been done, remove one model from che Apellido unit for 
the rest of the game (he is assumed to be guarding it or 
leading ir co safety). You need to expend one model per Boory 
base. Captured Boory bases are simply removed from the 
table. 

• For simplicity, Boot)' bases cannot be recaptured during the 
game. 

VICTORY: Unless one player concedes beforehand, the 
winner is the playc.:r who has accumulated the mosl Victory 
points at the end of tht: game. Please note that table quarters 
are not scored In this scenario. 

• Eaci1 Booty base retained by the Raiders ac the end of the 
game (ie, noc captured by the Apellido) - 150 Victory points 
per base (Raider player only). 

• Eacl1 Booty base captured by the Apellido at the end of the 
game - 300 Viccory point:, per base {Apellido player only). 

• Each enemy unit or character either destroyed, fleeing or 
having fled the table - Victory points equal co chc points value 
of che unit or character. 

• Enemy Genera.I slain, fleeing or having fl ed the table - LOO 
Victory points. 

• Eac.h unit Standard ellprurcd - 50 Victory poi m s. 

• Battle Standard captured - 100 Viccory Points. 



SCENARIO 2: RANSOM 
Capt1u-ing and ransoming ,·ich nobles was a11 important 
part of wa,fare during tbe age of El Cid, and became so 
common tbat religious 01-ganisations we,·e founded to 
ransom and excbange prisoners. This scenario features 
an enco,.mter wbere the leaders are eager to capture 
tbeir oppo11e11ts alive so they can ransom them for a tidy 
SUJ11! 

SCENERY: The players seL up the scenery in any mutually 
agreeable manner. 

ARMJES: Armies arc chosen from the army lists co an 
equal poinu. value agret:d before the game. lt is 
recommended Lh:tl you have at least three characters per 
side, and that both armies spend roughly the same 
amount of po incs on characters. 

DEPLOYMENT: Both players dice and the highest scorer 
picks their home table edge. BoLh players then deploy 
their armies, no further fonvards than 12" from their home 
table edge. Players take il in turns to deploy one unit at a 
time; all characters are deployed lase as a single choice. 

After chis deployment has been completed, all skirmishers 
ancl light troops in skirmish order may be moved 4" 
further onco the cable. 

TURNS: The game should lase for six turns, 0 1· until one 
player concedes. 

WHO GOES FIRST: The player who lost the deployment 
ro ll may choose whether ro go .flrsr or second. 

SPECIAL RULES: In Lhls scenario, capturing an important 
characccr alive is more important than killing him - so use 
the following special rules: 

A noble Is pullad off his 
horse for ransom by 
B~rber warriors. 

Scenarios 

• W11en a character is ·kilJed' in melce combat or pursuit. 
roll a D6 - on a 3-6, he has been captured, and may be 
kept by the enemy for a Vicrory points bonus (see below). 
Uthe roll is a 1-2, sadly the charaeter is beyond help, and 
cannot be taken alive (he srill counts for standard VP 
calculations, however). 

• lf the character is killed by missile fin:, ht: is dead and 
cannoL be captured fo r ransom (strangely enough!). 

• For simplicity, once a character has been captured. he 
cannot be recaprurcd during the game (he i:, assumed to 

have been swiftly esconed off of the barrlefield). 

• Cbaracrers char are captured during a game are assumed 
co be ransomed b)' their comradei> and family after the 
battle. The capcured character counts as double his 
normal points value for purposes of Victory points scored 
in this game only (so a character normally worth 80 prs 
would be worth 160 points if taken alive in this manner). 
Note rhat the bonus for killing the Army General (100 pts) 
is still scored if he is caprured, but only the base points 
value of the character is doubled. Therefore, an Army 
General worth 160 points would be worth 420 pts 
(160 x 2 + 100 point General bonus) if raken aHve. 

• Captured characters arc automatically ransomed, and 
may be fielded by their own side in rhe nexc battle of a 
campaign. 

VICTORY: Unless one player concedes beforehand, the 
winner is tl1e player who has accumulated the most 
Victory poincs at the e ncl o f the game. Please note tl1ac 
table quarters are nor scored in chis scenario. 

• Any characters capcured - Do uble normal polnrs value 
(see above). 

• Each enemy unit o r chan:tcrer de~rroyed, tlccing o r 
having fled the table - Victory points equal ro the poincs 
value of tl1e unir or character. 

• Enemy General s lain, captured, fleeing or having Oed the 
table - 100 Victory points. 

• Each unit Standard captured - 50 Victory poi ms. 

• Bank Standard cap cured - J 00 Victory points. 
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FURTHER INFORMATION 
While I have tried m cram m a,, much mformacion as possible mto 
each army lbL, I hope you will be inspired to go out and discover 
more about the age of El Cid from book..~ and websites. A lo t of 
studie~ of thb period have been made in Spanibh and French, 
although fortunately a number of excellent English language 
works have been published in recent years. 

PICTORIAL SOURCES 
Nicolle, D. HI Cid and tbe Reco11q11ista, Osprey Men-Al•Arms 200. 

Nicoll.:, D. Tbe Moors: Tin Islamic West, O~prey Men-At-Arm~ 348. 

\\1se, T The Knights of Christ, Ospr<?)' Men-At-Arms 155 

Nicolle, D. Armies of Islam, Osprey Men-At-Arms l25 

Heath, Ian. Armies of the Dark Ages 600-1066, Wargamcs 
Research Group 1980 

lkach, lan. Armies of Feutlttl Europe 1066·1300, Wargames 
Research Group 1989 

I leath, Ian. Armies of the Middle r\ges 1300-1487 uol.1, Wargamcs 
Rcsearch Group 1982 - Am1ics of Feudal Europe is thc most 
relevant volume o f Ian I leath 'b work, although it is badJy out of 
print at the time of writing. J-lowevcr, thc o ther cwo contain some 
useful mforination abou1 Spanish warfare as well. 

Gonzalez, LG. and Lahoz, A.M. G11erreros de La Reconquista, 
Q11iro11 Edlciones 1987 - th,~ book is in Spanish hut is worth 
buying for the JOO colour plates, even if you can' t read the word~! 

REFERENCE WORKS AND HISTORIES 
l'lctcher. It The Quest for HI Cid, Hutchinson 1988 - RJ charcl 
Fletcher·s i,uperb biography o f El Ciel, and a great introduction to 
11th Century Spa.lo as well. 1 lighly rccornmendccl - if you only 
read one book off this (bl, make it this one. h 'i, current.Ii out of 
prim. h111 fairly cn.~y 10 0nd secondhand. 

Barron. S. & Fletcher, R. Tbe World of El Cid. Manchcster 
University Press 2000 - Four Spanish m ccli<::v,11 chronicles 
(including the llii.toria Rodcrlci, 1hc hbtory of El Cid himself) 
translated Imo English - an exccllcm read. 

Reilly, B. 7be Medieval Spa ins, Cambridge University Pres~ 1993. 

Kennccly. 11. Muslim Spaiu and Portugal, Addison Wesley 
Longman l.td 1996 - P..xcdlem rt:source for information on 
Af-Andalus, t.11e J\Jmoravids and Almohacls. 

Clissold, S. /11 Search of the Cid, Ua.rncs & i'soble 1994 - MLxc-. 
hiswry wit.11 the myth, but a ,:iood read nonetheless. 

Fletcher, Richard Moorisb Spt1ir1, Weidenfeld & Nicoboo 1992. 

Lomax, D.W The Reconquest of Spain. Longman 1978. 

Collins, R Early 1'l'Jedleual Spain (Uniry an Diver~ity -t00-1000). 
Mac:mlllan 1983. 

MacKay, A. Spain in the Middle A.!(es (From Frontier 10 Empire 
1000- 1500), Ylacmillan 1977. 

FILM 
El Cid, starring Charlton Heston and Sophia Lorcn, 1961 - Lavbh 
I lo llywood epic of The Cid; it's about as historical as Mel Gibson 's 
8rnvchean. but has some grt."a.C locaLion~ :md fight ~ccne - t.l1c 
Bank for Valencia at the end of the film is awesornc. lf you 
haven' c seen it, do so! A!> l write, there arc also rumours of a 
Hollywood remake heing made In 2004 and an ;mimnred full 
leng1h fcaiure In Spanish is currently in production. 

MINIATURES MANUFACTURERS 
Gripping lkasc, 32 Union Court, Richmond, Surrcy ·rw9 l,\\'(( UK 

Old Glory, Box 20, Calumet , PA 15621, CSA (available in UK from 
Institute flouse. New Kyo, Sianiey, Co. Durham, DI 19 71}, UK) 

Qualitica,t, 29 The Quantocks. Fli1wick, Bed~ MK45 lTG. UK 

Foundry, 24-34 St M:irks Street, Nottingham NG3 lDE, UK 

Perry Miniatures. PO Box 6512, Nottingham NG7 ll\l, UK 

BUILDING & CASTLE MANUFACTURERS 
Ian Weekley Modcls, Trevor Holland, 6 Lumley Crescent, 
Skegness, Lines PE25 2Tl., UK 

Monolith Designs, The Bunker Shaun McI.aughlln 78 I-larcoun Sc 
Newark NG2•i !RF. UK 

Grand Manner. No.~ Shor Street, Evesham, Worcs, WRl l 3AT, UK 

PUBLISHERS 
W,1rhammcr llistorical. PO Box 5226. Nottingham NG7 2wr 
http://www.games-workshop.com/h1stodcal/ Ger all the latest 
news and rulci, from Warhammer Historical Wargames. 

Osprey Publishing Ltd, F.lms Court, Chapel w:-ir Batley, Oxford 
OX2 91.P, UK 

Wargamcs Research Group (WRG), The Kecp, l.c Marchant 
Barracks, London Rcl.Devi7..es. Wiles SN 10 2ER, UK 

SOCIETIES 
Warhammer Players Society, 111c ~lemben,hip Secretary, PO 8ox 
6420. Littleover, Derb)• DEl 9HA, UK http://www.players• 
society.com/ The W:1rhammer Players Society websitc, ancludll1g 
an onllne \V,-irhammer Historical Forum. 

Sociecy of Ancients. The Membership Secretary. Mabar, 
Blackheath Lane. Wonersh, Guildford. GU5 0PN. 
http://www.soa.ori;:.uk/ Loads of useful resources a:, well as a 
directory of figurc manufacrurers. The SoA also publisb a 
bi-monthly mag.v.,ne, Sl/11gsbo1. 

L.1.ncc and Lo ngbow Society, The Secretary, 11 Westmt:ade Close 
Rosedale, Cheshunt Hens EN- 6Jl' www.lanceandlongbowcom 
The Socie ty produces a 1.1seful magazine 1be Hobi!ar and a range 
of book.lees 

INTERNET SITES 
http://www.cheminiarurcspagc.com/ - The Miniarures Page -
alphabetical listings of a.JI miniature manufacturers, as well as a 
~carch engine and other features. 

htrp.,/www.londongamers.eo.uk/- Inc London Gamers website, 
fcaturlng a gallery of Gripping Bea~t models amongst others. 

http://www.newarkirreb'Ulan..org/ - Newark lm::gular~• club site. 
featuring o ne of the most extensive lists of historit-:11 and 
warg;1ming link5 on the web. 

http://libro.uca.edu/ - LlBRO - the Library of Iberian Sources 
online. Very useful source, including a number of books on t.11e 
Medieval period In Spain. 

hrrp,//www.cbivalricordcrs.org'orders/ - Great European Orders 
of Chivalry webslce - information on all the Military Orden.. 
Including the Spanish ones. 

hrrp://www.dcremilirarl.org/spainwarfarc.hcm - De Re 1\-!ilitari 
web:.ILe's subsection on Warfare in Medicval Spain. including 
usef1.1I articles ancl chronicles in English, Spanish and Porrnguese. 

hup://www.terravista pl/ancorn/1627/pag_l_e.htm - Banlt:s of 
Porcugal websire - hricf descriptions of major campaigns. 

bnp://www.geocitics.com/Athcns/Acadcmy/3908/miliLa.ryorders/ln 
dex.html - A site dedicnted 10 the Portuguese Military Orders. 

hnp://www.wargamesjournal.com - an online magazine & 
resource. 

MAGAZINES 
These cover wargamlng in general , rather than being specifically 
about the Reconquista 

\Vargames Illustrated. PO Box 6712. Newark. Nous NG24 JGY. UK 

Miniature \Vargames, Pireme Publishing Ltd, Sui1e 10, Wessex 
House. S1 Leonard's Road, 8ourni;:mouth BH8 8QS. UK 

Sage,, 890 Janes Road, Rochester, New Yo rk 14612, USA 



BATTLE OF CUARTE, VALENCIA 1094 

Main picture: As che first. of rhe Almoravids reach the walls, the peones and citizens of the 
ciry busy themselves preparing for rhc fonhcoming siege. 

Top: El Cid and his Caballero~ charge into the flank of che Almoravid army. 
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EL CID - WARFARE JN THE SPANISH RECONOUISTA: 
900-1250 AD is I source book for Wulwruncr Ancient &tdcs. 

Rodrigo Di.u. better known as 'El Cid', is ooe of tbe moot famous 
wmiors o{ 1be Middle Ages. His deeds m lcgcoduy md bis 
idvcoturcs in a world of Moors ind Christims. astillos md 
ubillcros. provide idal territory for guncs of Wulummcr Ancient 
&nlcs. 

This source book cootiios III bistoriul overview ind drn.ilcd 
chronologies outlining the importml cvcots and banJcs of the time. 

This book will gi\"C you eight dcta.ilcd lists faruring: 

Anrucs o{ Chnst11n Spun - The Euly Chnstim Kingdoms. 1hc Age of 
El Cid ind 1he Rcconquisli. 

Annics of Al-And.afos - The Ciliplu1c of Cordohl. the T1iu Kings .md 
1bc Ulc:t Tillu. 
Armies o{ 1bc Afric.m Invaders - The Almonvids .md the Almoluds. 
Ali.idos y MtlCCoarios - Allies ind Mcrccoarics aVliliblc for hire to 
tomplcmcn1 your armies. 

The age in which 1:.7 Cid lived is one o{ 1hc mOSI colourful in military 
history and the umics uc spccucuhr ind v.uicd ind this is pormycd in 
1 16-~gc colour section. 

Accom~nying ach of 1lic umy lisis uc detailed notes on wargamiog 
uctics. .md tollc:cting ,nd pinting tile various armies that fougb1 in 
Medieval SpilL 

EL CID - WARFARE IN THE SPANISH RECONQUISfA: 
900-1250 AD iiso cootiin.s rwo DCW scenarios for s= of 
Warlwnmcr AoCJent Banlcs. as wdl as • =paign system illowing you 
10 hire El Cid himself! 

PRODUCED BY 

WARHAMMER HISTORICAL WARGAMES 
Games Worl<shop, the Games Wori<shop logo, 
Warhammer, Warhammer Hlstoncal Wargames 

and lhe the Warhammer Historical logo are 
trademants of Games Wor1tsh09 Ltd. The exclusive 

copyright 1n the contents of this package 
ls the property of Games Wori<shop Ltd 

0 2003. All nghts reserved. ------·------
Thi!> Is " supplement to Warh•mmer 
Ancient B.atth:s. You wlll need a copy 

of W.uh.ammer Ancient B,,ttlcs to 
u,-e the contents of this book. 
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