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1. WELCOME TO BARAKA 
 

Welcome to Baraka Lite version of the game Baraka & Fatality. In this Lite version 
you may learn the basic mechanisms and start playing the most epic skirmishes 
in Northern Morocco 100 years ago. While reading these rules, you will miss 
rules for artillery or vehicles and aircraft, amongst others. All these rules for such 
units, along with the full game rules, complete army lists, plenty of scenarios and 
much more, will be available with the B&F, soon coming complete edition. 
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2. INTRODUCTION 
 

Baraka & Fatality is a strategy game to be played with delightful miniatures for 
playing epic battles of The Rif War, of size between one reinforced platoon to a 
depleted company, usually being a Captain or a Caid our Commander in Chief.  

So, in general, B&F battles will include some 50 miniatures per side. But nothing 
avoids playing with a lesser or a larger number of miniatures, though. In fact, 
battles involving a larger number of miniatures are resolved fast, due to greater 
firepower and lethality. A game´s length should be about 2 or 3 hours.  

With Baraka & Fatality we play the typical battles of which possibly was the last 
of the Colonial Wars where a European nation entered unknown territory, with 
cities such as Xauen, where no Christian had ever stepped before. The African 
landscape of mountainous Northern Morocco becomes an unbeatable canvas 
where an epic clash of cultures will take part, with Christian Europeans facing 
the oldest and fiercest Berber warrior tribes. 

Also, the 20s of the twentieth century on which the game focuses are a fascinating 
time, in which we can find incredible uniforms and modern war material (on 
both sides). After the end of the Great War there was an abundance of modern 
weaponry, which continued to be used in many cases until World War II and 
throughout it. In this way, we can find Berber tribal harkas armed to the teeth or 
Spaniards assaulting with armor and even air support.  

The time, halfway through tradition and industrial modernity, in frontier area 
and in many cases outside the law, in places rich in iron that could be collected 
in the open, was a worldwide focus of smuggling and piracy that gave rise to the 
most epic and bizarre historical figures, such as El Roghi,  El Mizzian, El Raisuni, 
Abd el Krim or Millan-Astray, but also some of the most cowardly and corrupt, 
such as some of the officers who abandoned their troops at the Disaster of Annual. 

So, at Baraka & Fatality ALL the characters have their own defined personality. At 
the beginning of the game, it is randomly determined for each sergeant, 
lieutenant, or captain, whether he is for example a martyr, a rookie, a coward, or 
any of the many personalities included in the game. Before combat, a captain 
doesn´t know how his men will behave, or even how he will behave himself. 
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The basic game unit is a squad commanded by its corporal, usually between 7 to 
10 soldiers. The basing method is not too important in the game, but individual 
basing is recommended, except for support weapons. Few things bother the 
wargame player more than having to rebase their miniatures to adapt them to 
new games. 

Above the units, a full command structure is created with sergeants, lieutenants, 
and a captain, or even a higher command, who can interact with the troops under 
their own chain of command, up to command distance, and may also issue some 
predefined orders allowed depending on their rank. We recommend players to 
name each of their characters and so make them more charismatic. 

As in real war, no one can guarantee a result beforehand, and no plan holds up 
after the first shot. Going into combat is a total uncertainty to deal with. And in 
combat, heroes and villains emerge. Soldiers pray for their fate or must overcome 
doom. That is why we introduce the Baraka or providential luck into the game, as 
well as its opposite Fatality or gaffe, by using the Baraka Die. Without being 
decisive, the Baraka Die introduces this uncertainty of battle that makes the fights 
less predictable and allows, on the one hand, heroic actions and, on the other, 
terrible blunders. 

There's nothing more boring than playing a game when you know in advance 
you're going to win or lose, knowing what it's going to happen without 
remission. At Baraka no one can assure what will happen during the battle. 
Whether Benitez the gaffe will be able to overcome his bad luck with courage or 
whether Allah's protégé El Raisuni will have to die in combat. 

A very important part in the game is being able to locate the enemy units for you 
to be allowed to interact upon them. So, seeing a mass of enemies moving at a 
certain distance will not always allow you to fire upon them. Your fire will 
automatically miss if you can´t locate the target properly. It isn´t that easy when 
on rough terrain and in the heat of battle. This allows, as historically, and despite 
modern weaponry, to reach enemies for hand-to-hand combat and, on the other 
hand, gives importance to other necessary equipment such as binoculars. Also, 
units which shoot get smoke markers on them that make them more easily 
locatable by the enemies. Should I fire now or hold fire till the enemy closes in? 
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Baraka & Fatality is an action and reaction game, where it is of the most 
importance to take these typical battle decisions. The game is divided into 
impulses in which both players collect activation chits with which to activate 
their units, following initiative. Initiative can also be withdrawn after at least one 
activation being made. The enemy may also try to react upon our activations and 
even steal us the initiative. Units may also try to activate several times per 
impulse, every further time being it more complicated. Distress or fatigue will 
also affect and make the activation of units more difficult.  

Command distance and the officer´s and NCO´s capability of issuing orders 
within their chain of command is another thing to be considered. Usually, we 
won´t be able to do all we want during an impulse. We should know how to 
manage momentum and avoid running out of activation chits we could need 
later if we wanted to counter the enemy´s actions. When and how should I react? 
That is the question.  

The number of actions that a unit that manages to activate may perform within 
an activation is also variable. While you can usually perform two actions, there 
is a possibility that only one is allowed, or you may be lucky to be allowed three, 
depending on the Baraka Die. There are few certainties in battle.  

The range of possible actions to perform is quite wide and realistic, which makes 
it an agile game in which you feel part of the assault to the sound of the bugle for 
legionnaires to fight, legionnaires to die! 

Morale is managed by the number of Distress markers a unit can bear. When a 
unit reaches its morale limit an immediate morale check will come out, and it 
may affect the unit´s leader in a different manner than the rest of the unit, like a 
martyr holding position to save his troops while they flee, or a coward leaving 
his troops behind. 

Both the miniatures and the game mechanics are compatible with other more 
known periods, for which we are also planning to do specific and detailed 
expansions. 

We really hope Baraka & Fatality brings to you lots of hours of fun. 

FROM PLAYERS FOR THE PLAYERS 
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3. HISTORICAL BACKGROUND 

 

 

“To the War of the Moor I left” 

 
This way verses a Spanish folk song dated as recently as 1960 (1). So deep in the 
popular imagination were the various campaigns and wars that between the 
mid-nineteenth century and the first third of the twentieth Spain fought in North 
African lands. 

Until the so-called "Campaign of the river Kert" (2), all operations carried out in 
Morocco were punitive expeditions against the abuses (true or not) of the local 
tribes or the Sultan (the most important being the war of 1859-60, known as the 
"War of Africa"), and to secure the borders of the Spanish squares (such as the so-
called "Margallo´s War" (3) in 1893-94). 
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The Campaign of the river Kert represents a radical change, since its outbreak is 
the appearance of a Jihad, a "holy war", not only against the Spaniards, but 
against every local Kabyll allied or friend of Spain. The death of its leader, 
Mohamed Ameziane or El Mizzian (as the Spaniards called him), precisely at the 
hands of the first Indigenous Regulares, put an end to this conflict, but it framed 
the basic lines of the next, the Rif War (4), which was fought between 1921 and 
1927 (5). 

Between 1914 and 1918, as it is well known, the 1st World War (or Great War, as 
it was then called) took place. Spain managed to remain neutral from the 
European carnage, and even did good business with the manufacture of weapons 
(especially pistols), ammunition, consumer goods, naval freight...(6) the 
beneficiaries being almost entirely the allies.  

Tensions around the world because of the great conflict also reached Africa, 
where spies from both sides swarmed in neutral zones (such as Ceuta and 
Melilla). Spain managed to maintain a difficult balance between the natives (7), 
the Majzen (or Sultanate of Morocco) and the French colonies (in the same 
Morocco and Algeria) (8). 

It is important to keep the previous point in mind, because it was of great 
importance in the following happenings: a Berber of a certain weight, who was, 
in fact, a Spanish official and a regular contributor to the newspaper “El 
Telegrama del Rif”, was accused by the French of being a spy in the service of 
Germany. While it is true that he had openly shown sympathy for the Central 
Empires, it should not be forgotten that the Ottoman Empire had coalesce with 
Germany and Austria-Hungary. The Turkish Sultan was considered (in most 
Muslim territories) as "the Guide of the Faith". For this reason, it was not strange 
to find great flow of sympathy for him among the followers of Muhammad (9). 

Imprisoned in Rostrogordo by the Spanish authorities due to the pressures of the 
French, he tried to flee by jumping from a window and got his leg broken. Thus, 
he was left with a limp for life, permanently feeding his grudge for the treatment 
he received with every step he took. 

We are talking about Muhammad Ibn'Ad el-Krim El-Jattabi, better known as Abd 
el-Krim. 
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But let's go back a little in time, specifically to 1912, when the Treaty of Fes was 
signed, by which the Sultan of Morocco put the Majzen (10) under French 
protectorate and served to put an end to German claims in North Africa (Agadir 
incident, 1911). 

The French and Spanish zones of influence were also delimited, which at first 
sight sounds good... except that the Spanish protectorate is the result of an 
agreement with France directly, not the Majzen. Spain came to be a kind of 
tenant, with the commitment to pacify and control (yes) in the name of the Sultan, 
the poorest and most bellicose area of Morocco.  

If we consider that the Berber inhabitants of Yebala, Gomara and the Rif only 
recognized the Sultan as religious chief, but not in that of ruler or sovereign, and 
that many of these tribes had already been opposed to Spain in local quarrels or 
in open wars (see the previous points), we have the perfect recipe for disaster. 

And to this recipe it was added the figure of Abd el-Krim, who with flattery or 
threats (not in vain was born within one of the clans or fractions of the tribe of 
the Beni Urriaguel, considered the most bellicose of the Rif), is encouraging 
rebellion, theoretically against the Sultan, which implied, in fact, hostilities 
against Spain and France. 

With good reason, he refrains from attacking the French area, focusing the 
rebellion on the aforementioned regions of Yebala, Gomara and the Rif, taking 
from the latter the name of the new war that began with attacks on the friendly 
kabyls of Spain, to test the response capacity of the Spanish troops. 

The army stationed in Africa was not a "colonial" army but was made up mostly 
of "European" conscripts (10), poorly trained, unmotivated, and subject in many 
cases to being supplied by bad rations, being poorly ammunitioned or 
incompletely uniformed, both due to laziness and corruption in the 
administration. 

In addition, the poor “quintos” or conscripts, who did not have economic 
resources were recruited, while those who could afford it found a "quota soldier", 
a substitute who, for money, served the Service instead of the rich man, which 
could result in risking his life, as in this case, in the arid African camps. 
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In 1911 the Corps of Indigenous Regulares (infantry and cavalry) had been 
created (11), which altogether with the Indigenous Police, formed the native 
element of the Spanish Army of Morocco. Although growing, its number did not 
approach the large contingents of Tirailleurs Indigenes that were part of the 
Armeé d'Afrique. 

At least, Spain was beginning to have a core of troops acclimatized and ready to 
combat, reducing as much as possible the (politically) costly casualties of 
Spaniards. And to continue expanding this set of trusted troops, Lieutenant 
Colonel Millan Astray, after years of study, proposed to imitate the Legion 
Etrangere with a "Tercio de Extranjeros" (12) (which in the end would be formed 
by a majority of Spaniards). After various comes and goes, on January 28, 1920, 
the creation of this unit was authorized, which became a reality from September 
20, 1920 with the enlistment of the first legionnaire. A new legend was born in 
the history of the already legendary infantries of the Spains. 

The theatre of operations was divided into two: the one that corresponded to 
Ceuta and the one that corresponded to Melilla. This bicephalic, and the distances 
that separated the two Commanderies, resulted in decisions being made in each 
without counting on the other. And here comes General Silvestre, who despite 
being a commander of proven courage, had a reputation for making temerarious 
decisions (13). 

With the intention of advancing towards Yebala and eventually joining both 
areas, Silvestre gathered in Annual more than 13,000 Spaniards, about 4,500 
natives and 24 artillery pieces. From there he begins the advance based on 
positions poorly placed, without water, in rocky ground so hard that you could 
hardly dig. And again, the press begins to fill covers with names that will become 
infamous: Abarran, Igueriben... and finally, Annual. 

The "Disaster", never well explained, meant, in cold figures, the death of some 
9,500 Spaniards and 2,500 indigenous. Almost all the Indigenous Police, some 
Regulares and all the friendly harkas turned against the Spaniards, and what 
should have been a retreat turned into a flight. Only a few small loose groups or 
small units (such as engineer companies) offered the appropriate resistance, 
saving their lives and those of others on their march.  
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Again, a whole unit is sacrificed to protect the disbandment. It is the riders of the 
Alcantara Cavalry Regiment, who will give charge after charge to protect their 
companions, until the horses can only go to the step and the men can no longer 
raise their swords. 

The waves of this disaster go a long way: the monarchy cracks and at last it is 
only saved thanks to General Primo de Rivera's becoming dictator (1924). At first 
there is talk of an absolute withdrawal, although the resistance in the positions 
surrounding Melilla (14), and the modest but positive advances in Ceuta (Yebala 
region) "save the day". 

The Spanish Foreign Legion begins to add geographical names to its myth, that 
with their blood the legionaries are creating: Souk Arabi, Beni Karrich, the 
"blockhouse of death", Xauen, Tetoman, the convoy of Tizzi-Assa, Larache, Al 
Hoceima ... 

United in friendly struggle with the Regulares to award medals, both units are 
the spearhead of the advances (slow, expensive, bloody) of the Spaniards. 

On September 18, 1921, Abd el-Krim created (and became its president) the short-
lived Republic of the Rif, since, as we said, they did not recognize the authority 
of the Majzen. And the usual traffickers, sellers of death, supply everything 
necessary to give the appearance of a modern army to what was nothing more 
than groups of tribal harkas, who did not always get along with each other. The 
strife hardens and continues over the years. Spain uses all the novelties that the 
Great War had put on the table: aviation, machine guns, grenades, poison gas, 
armored cars, tanks and doctrines of artillery fire and infantry assault, but the 
carnage does not end between the dried foothills of the Atlas. 

Until in 1925 the Kabyls of Abd el-Krim attacked positions in the French 
protectorate. After a few defeats and a hasty reinforcement of their area, the 
French, who until then have looked with derision and even contempt at the 
vicissitudes in the Spanish area, change their minds, and a Spanish-French 
collaboration is formalized that culminates in the mythical landing of Al 
Hoceima (15). 
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Since then, although still with many sacrifices and blood shed by both sides, the 
fortune of the Rif Republic declines, and ever since then, all are victories for the  

Europeans who, let us not forget, act as "protectors" of the Moroccan Sultan, who 
also sends his own soldiers (the Mehal-la) to fight against the Riffians. 

And so, little by little, the flames of the revolt are extinguishing: on May 26, 1926, 
Abd el-Krim surrenders to the French at Targuist, and the next day he dissolves 
the Republic of the Rif. Deported to the island of Réunion, where the Riffian 
leader spent 21 years. Meanwhile, slowly, peace returned to the rocky North 
African lands. 

Notes: 

1.- From the jota/pasodoble “Cuando manda el corazón/when the heart is in command”. Lyrics and music by Benito y Guerrero. 
Recorded for the first time in 1960 with don Manolo Escobar. 

2.- Fought between 1911 to 1912. At this campaign had the Indigenous Forces of Regulares their baptism of fire (popularly named 
Regulares). El Mizzian, a local warlord, claimed Jihad against Spain. The conflict ends with him shot dead by the Regulares. 

3.- So called in the name of the Governor of Melilla, Juan García y Margallo. Also known as “First Rif War”. 

4.- Also known as “Second Morocco War”. 

5.- Some historians consider both as a same conflict starting with El Mizzian, being some periods of “armed peace” up to the end of 
World War I and the appearing of Abd el-Krim as the new leader of the “resistance”. 

6.- With certain risks, due to German submarine warfare: more than 100 Spanish merchants being sunk by the Kaiser. 

7.- Always ready to take profit from any sign of weakness even if only to riot against a neighbor Kabyll, as were their customary 
relationships between tribes, not necessarily against Spanish possessions. 

8.-Despite the difficulties of the Great War, which supposed France had to recall a great number of units from both territories, there 
was still a strong military and a huge economic power in support. 

9.- As it happened with the so-called Senussi Revolt in Libya (1915-1917) or the so-called “Mad Mullah” of Somalia (in war since 
1898 and couldn´t be defeated until 1920, when he died of the Flu Pandemics of 1918) 

10.- Majzen is a very old term, to denominate the Moroccan Empire. Nowadays it is used only to designate the high ruling elites of 
the country. This Arab word funnily being the root of  “almacén/warehouse” word in Spanish. 

11.- Following terminology of the time. Other expression was “Peninsulars”, also including Canarians and Balearics in the term. 

12.- But not artillery, despite collectors and modelists fancies. 

13.- So called “bigotadas/moustacheries”, referring to the huge, enormous and characteristic moustache of the General. 

14.-The so called “Línea Estella/Estella Line”, being Primo de Rivera Marquis of Estella, title awarded in the 3rd Carlist War. 

15.- General Eisenhower studied the operation in detail when planning D-Day 
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4. THE BASICS 

 
For correct development of B&F games these basic concepts must be considered: 
 
BASE SIZES 
 
Although B&F adapts well to any method of basing miniatures, we recommend 
the following for game purposes: 
 
Infantry. 25 mm diameter individual round base. In any other case, it should 
never be under 20 mm nor over 30 mm diameter. 
 
Cavalry. 25x50 mm Oblong individual base. In any other case, it should be 
between 30 mm and 50 mm diameter. 
 
Support weapons. 60 mm diameter round base for both the weapon and its 
servants. In any other case, it should never be under 40 mm nor over 80 mm 
diameter. 
 
MEASURES 
 
All distances and measures in these rules, are shown using the International 
Metric System, this is centimeters for distances and ranges or millimeters for 
miniatures basing sizes. In case you prefer to use Imperial System you may just 
consider 1 inch= 2.5 cm, provided all measures given in these rules are multipliers 
of 2.5 cm. 
 

 
 



 

Baraka Games & Miniatures www.barakagm.com 

15  
LINE OF SIGHT 
 
All infantry and cavalry units, characters and specials have 360º line of sight. 
 
All support weapons have 180º line of sight. This is marked from the center of 
the base. 
 
All line of sights to be checked during the game will be traced as below: 
 

- The target should be in the observer unit´s angle of vision. 
- All lines of sight from infantry or cavalry units towards infantry or cavalry 

units are made from the leader of the observer unit towards the leader of 
the unit observed. 

- All lines of sight from infantry or cavalry units towards a support weapon 
are made from the leader of the observer unit towards the center point of 
the support weapon´s base. 

- All lines of sight from support weapons towards infantry or cavalry units 
are made from the center point of the support weapon´s base towards the 
leader of the observed infantry or cavalry unit.  

- For line of sight purposes, a special character should be considered as an 
infantry or cavalry unit, depending on his profile, and also the leader of 
his unit.  
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UNIT COHESION BETWEEN INDIVIDUAL MINIATURES 
 
All miniatures within a unit should always keep up to a determined distance 
from the unit´s leader. The maximum distance allowed being the following: 
 

- Infantry and dismounted cavalry units: all miniatures must keep up 
within 10 cm from their leader (from any border of the leader´s base to any 
border of the miniatures´ base). 

- Cavalry units (mounted): all miniatures must keep up within 15 mm from 
their leader (from any border of the leader´s base to any border of the 
miniatures´ base). 

- Special Characters with other miniatures in the same unit will use infantry 
or cavalry unit cohesion depending on their own profile and being the 
leaders. 
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DICE 
 
For B&F games we only need to kinds of dice, ten-sided dice (D10) and Baraka 
Dice (D6). 
 
Sometimes a D100 roll will be required. For this we will roll 2D10s, of different 
color and marking before the roll which indicates the tens and which units. A 
result of two tens in the roll (or two 0 if 10 is indicated as 0) will be a 100. Note, 
that there are special dice with a value of tens on their faces (10, 20,...). You can 
use them to represent the tens without having to use dice of different color. 
 
RESULTS AND SUCCESSES ON DICE ROLLS 
 
In B&F, we consider the lowest Dice Rolls as the most successful. So, to get a 
success, a lower or equal result as the objective must be rolled out.  
Any result of 10 in a D10 roll is considered an automatic failure and no modifiers 
will be applied (consider some d10s show the 10 as 0). On the other hand, a result 
of 1 becomes an automatic success.  
Any result of 99 or 100 in a D100 roll will be considered a blunder and will 
suppose adverse results for the unit itself which rolled this result.  
 
BARAKA DIE  
 
Anytime the rules require a Baraka Die Roll to be made, this Baraka Die will be 
rolled along with the ordinary dice roll and the Baraka result will apply along  
 
with the ordinary result. The Baraka Die is a d6. Two of their opposing faces have 
symbols representing the Baraka and the Fatality. All other faces are blank or 
have no effect.  
 
If no Baraka Dice are available, we recommend using ordinary D6, applying a 
result of 1 as Baraka and a result of 6 as Fatality. 
 
REROLLS 
 
Whenever the rules require for rerolls, it will mean all the dice rolled out should 
be rerolled, except when in contrary and specifically explained in these rules. 
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DISTANCE BETWEEN UNITS 
 
No miniature may come closer to 10 cm from any enemy miniature´s base border, 
except when charging into close combat. 
 
MARKERS AND CHITS 
 
For a B&F game we will need markers and chits as per the rules indicate. These 
will be put beside the units, to remind certain events of these rules. 

- Activation Chits (ACs) 
- Order Chits 
- Distress Markers 
- Command Markers 
- Aiming Markers 
- Go to Ground 
- Upgrade Markers 
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5. UNITS 

 
At B&F we call units the different squads of miniatures which fight and interact 
together, also individual miniatures which can join other units should you wish 
them to, and the different sorts of vehicles and support weapons. 
 
The different kinds of units are the following: 
 
Infantry units: 
 
Made up of miniatures on foot. Within this category we find for example the 
Spanish Line Infantry o the Riffian Warriors on foot (also the Ghouls living in the 
groves of the Rif).  
 
Cavalry units: 
 
Made up of miniatures mounted on horse, or other kind of animal mounts. Their 
profiles specify between their mounted and dismounted operating values.  
 
Support Weapons: 
 
Within this category we may find weapons such as Medium Machine Guns 
(MMG) or Artillery Mountain Guns or Support Artillery Guns. All these 
weapons provide close support fire to infantry.  
 
Special Characters: 
 
Miniatures, mainly individual, representing commanders or others like 
sanitarians, priests, etcetera. Their profiles specify whether they may join which 
other kinds of units and whether they have command capability. 
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6. UNIT PROFILES 

 
All different sorts of units share the following common profiles. 
 
Movement. It is the maximum capability of moving shown in centimeters. There 
are three different movement rates for Open, Rough and Difficult Terrain. 
So, a unit with a movement profile of 15/10/10 could displace a maximum of 15 
cm in Open Terrain, 10 cm in Rough Terrain or 5 cm on Difficult Terrain. Please 
read the movement and vehicles chapters to find out how to use this capability. 
 
Fire. The cypher shown in this profile indicates the unit´s ability to be more or 
less effective when firing. The higher the profile, the better the firing ability of 
the unit. There are two firing ability cyphers, Effective range firing and Long 
range firing abilities. So, a unit with firing profile 6/4 gets an Effective Range 
Ability of 6 and a Long Range Ability of 4. Please read the Firing Chapter to learn 
how firing works. 
 
Aggressiveness. The aggressiveness of a unit is its ability to fight in close combat. 
The higher the ability the more effective being the unit in close combat. Please 
read the Close Combat Chapter to learn how it Works. 
 
Defense. Defense is the unit´s ability to avoid damage. For this ability the unit´s 
size, rapidity and endurance are taken into account. The higher the ability, the 
more endurance and toughness of the unit. Please read the Firing and Close 
Combat Chapters to learn how it works. 
 
Drill. Units are used to fight coordinated and to obey orders. A unit with higher 
Drill is more capable and may activate and react to the enemy more times and 
better in a game. 
The regular soldier units usually have better Drill than irregular bands of tribal 
Warriors, the fanatism or their wish of booty of the latter may compensate this 
lack. See the Orders Chapter to learn how Drill works. 
 
Morale. As the fight hardens and fellow soldiers fall dead, the unit´s morale gets 
softened. This profile indicates the number of Distress Markers a unit may 
withstand before the unit gets paralyzed of fear or maybe flees to save their lives. 
See Morale Chapter to know how it works. 
 
Locate. The unit´s capability of observation to locate enemies, objects or hidden 
places marked as such. This ability is expressed in percentage (%), so it requires 
a D100 roll. See Firing and Scenarios Chapters. 
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Weaponry. The weaponry the unit is armed with and any additional options the 
unit could be armed with. 
 
Equipment. Other equipment the unit has, such as horses, binoculars, grenades, 
etcetera and the additional equipment options the unit could have to provide its 
men with. 
 
Special Rules. Rules characteristic for the unit depending on the troop´s 
specialties, such as “Expert riders”, “Selected Shooters”, etcetera. 
 
Command. Some characters have a Command attribute. These characters 
represent Officers, NCOs, tribal Warlords, etcetera. This profile allows them to 
give orders when they get activated. 
 
UNIT PROFILE EXAMPLE 

Legionary Squad  131  points 
Infantry  
Movement Fire Aggress. Defense Drill Morale Locate 
15/10/5 6/4 6 4 6 4 75% 
Composition One corporal and 6 soldiers. 1 Grenadier  
Equipment  Rifle, bayonet,  2 Grenades (Grenadier)  
Special Rules  Expert shooters, Veteran  
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7. SPECIAL RULES 

 
The following special rules are allowed for some units. The allowance of these 
special rules will be shown in the unit´s profile, being sometimes mandatory and 
others optional with its points cost shown.  
 
Camouflage: The unit adapts to any type of terrain and gets cover even on open 
terrain. The unit always gets +1 Defense bonus when fired upon. 
 
Knowers of  the terrain. Maybe because they fight in their homeland or because 
they have been serving in the place for many years, the unit knows the best 
emplacements in the area. When a unit with this rule is in cover it will increase a 
further +1 to its cover Defense bonus. Besides, it is more difficult to locate, getting 
their enemies a -20% for locating them.    
 
Experienced. Veterans who clearly understand what is required to them. They 
automatically pass any Drill check when a commander gives them orders. 
 
God disposes. God determines the path of a believer. In case the unit gets a 
Fatality result in a Baraka Die, the die may be rerolled. If getting Fatality again in 
the reroll, the unit will gain a Distress marker. God wants it. 
 
Fanatics. Whatever the case of religiosity, excess of alcohol o use of drugs, the 
unit is immune to whatever happens around, and keep on fighting as if nothing 
matters to it. The unit never gains Distress markers, whatever the situation. 
 
Intimidating. For whatever their fierce looks, their clothes or ugliness, the 
members of the unit´s looks frighten even the bravest. A unit fighting close 
combat against an intimidating automatically gain a Distress marker before any 
dice rolling. This may also mean the enemy unit should take a Morale Check. 
 
Impetuous. The unit is well known for its impetuosity to charge enemies. When 
charging an enemy unit, they roll 2D10 instead of the usual 1D10 to determine 
the charging extra distance, choosing the highest result. 
 
Expert riders. The riders in the unit are trained and used to shoot mounted with 
the same ability as if dismounted. The unit doesn´t get penalty for firing 
mounted. 
 
Mountaineers. Used to go by rough and mountainous terrain, the members of 
the unit move on rough and difficult terrain as in open terrain. 
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Fast. The members of the unit stand out among others for moving quickly on 
open terrain. They increase 5 cm their open terrain movement ability. 
 
Resistant. For whatever their equipment, providential luck or immunity to 
bullets, the miniatures within the unit must get 2 unsaved impacts instead of the 
ordinary 1 to get one miniature eliminated. In case getting uneven impacts, they 
will be rounded down (Example. If the unit gets 3 unsaved impacts it will 
eliminate just 1 miniature, by rounding down to 2) 
 
Bloody: Fierce Warriors who stand out for their blood shed and nor give nor beg 
for quarter. Their aggressiveness profile is improved by +1. 
 
Selected Shooters. The members of the unit stand out for the accuracy at firing. 
When the unit aims, it gets a +2 bonus instead of the usual +1. 
 
Stubborn. The components of the unit are people made to war. The unit increases 
1 its Morale. 
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8. THE IMPULSE 

 
We call the game turn an Impulse. During each Impulse, both players develop 
their unit´s actions. Under certain circumstances, the units may get activated 
several times per Impulse, as explained above. 
 
THE IMPULSE 

- Generate Activation Chits (ACs). 
- Roll for Initiative. 
- The player with the initiative uses ACs until decides to withdraw it or 

loses imitative. 
- The players alternate using their ACs while withdrawing or losing 

initiative. 
- End of the Impulse when both players run out of ACs or don´t want to 

use more. 
 
The system for the players to do their actions is determined by the ACs and 
initiative. In difference with other games, B&F isn´t an I go, you go game. During 
the same Impulse the initiative flows between players doing their activations and 
reactions.  
 
ACTIVATION CHITS (AC) 
 
Both players generate an amount of ACs at the beginning of every Impulse. These 
Chits will allow players to activate or react with their units. 
 
GENERATION OF ACTIVATION CHITS 
 
At the beginning of every Impulse, each player will generate an ACs reserve, 
getting 1 AC per any of the following: 
 

- Every infantry or cavalry unit. 
- The original unit leader of the unit remains alive. 

 
Special characters also provide ACs in two ways.  
 
They may do it automatically: some special units and characters well known for 
their Baraka may add more ACs, while those well known for their bad luck or 
being gaffes may reduce ACs.  
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It may also be done with the Baraka Die. Depending on the result the player will 
get more or reduce his ACs reserve. 
 
- Baraka result +3 ACs 
- Fatality result -3 ACs 
- Other result 1 ACs 
 
(DN)We recommend to keep your ACs reserve in an opaque recipient so our 
opponent doesn´t get to know how many we have left, and also for a more 
comfortable game. 

 
During a game, some situations or orders given may require to get additional 
ACs from out of the ACs reserve, and so, not expending common ACs. These 
Chits are called Orders Chits. It is recommended to have chits of other shapes or 
colors to distinguish them from the ACs. 
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INITIATIVE 
 
Depending on the scenario, the player designated as the attacker will get the 
initiative for the first Impulse. By having the Initiative, the attacker will become 
the Active Player, until withdraws or loses the Initiative. 
 
In the following Impulses, a 1d10 die roll by both players will determine the 
Initiative, and so, the first Active Player for the Impulse. Before Rolling the Dice, 
the players may pick up to 5 ACs from their Reserve. These will remain secretly 
hidden in the hands of the players, to be shown after the Dice are rolled. These 
ACs will be deducted from the result of the d10. After ACs deductions, the player 
with the lowest modified result will win the roll. And will get the Initiative or 
could also withdraw it to the opponent. The ACs used to modify the dice result 
will be discarded, and so will not be available for the rest of the Impulse. The 
player spends them to try to win the Initiative. 
 
WITHDRAWING AND LOSING INITIATIVE 
 
During an Impulse an Active Player may withdraw the Initiative in any of the 
following circumstances.  
 

- Run out of ACs, so the opponent is free to use his own. 
- Having spent at least one AC to activate a unit. Every time we have spent 

at least one AC, we may withdraw the Initiative to our opponent. 
 
We may also lose the Initiative if our rival steals it from us. Each time our rival 
tries to React to some of our Actions, he will also roll a Baraka die. By rolling a 
Baraka result, the initiative passes to him.  
 
During an Impulse, the Legionary Squad of Corporal Lopez is activated. His 
Riffian rival decides to react to his activation. Along with the Reaction Roll, he 
does a Baraka Die Roll. If the Baraka result is achieved, the Riffian player will 
steal Initiative. Once the Activation and Reaction are executed, the Initiative 
passes to the Riffian player, until he decides to withdraw or loses it again as a 
result of Baraka in any of his opponent´s reactions.  
 
END OF THE IMPULSE 
 
Once both players have run out of their ACs or decided not to use anymore, the 
Impulse ends. Then, a new Impulse will get started, or when the scenario 
conditions are met the game is over. 
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9. ACTIONS 

 
The Active Player trying to activate his units must first declare which unit(s) and 
what actions the units are trying to get activated for. We use our units by making 
them do actions.  
 
The designated units may get 1, 2 or even 3 actions to do during their activation. 
This will be determined by the Baraka Die. 
 
The Active Player starts by spending ACs. Gets an AC from his reserve pool and 
puts it beside the unit to be activated and to do actions. Then, a Baraka Die Roll 
is made, getting 3 actions with a Baraka result, only one action with a Fatality 
result, or the more common 2 actions with other result.   
 
The unit may combine its actions in any preferred order, but it must be declared 
before executing the first action.  
 
The player will declare, for example “This legionary unit is going to fire and then 
move”, or “This Riffian unit moves and them aims”. In case the action implies 
movement, its path and direction must also be stated. 
 
There are two exceptions to this rule. These are the Charge and Rally actions.  
 
The Rally action can´t combine with any other. So, the unit doing this action may 
only Rally. If it had two or three actions, the remaining will be lost.  
 
In the case of the Charge action, it may combine with others (except Rally), but 
the Charge action must always be the last of the actions to be made in the 
activation. It may for example Fire and then Charge, but can´t Charge and then 
Fire. 
 
The only action that may be repeated within an activation is to Move. Anyway, 
it may only be repeated once. In case of having three actions, a different action 
should be selected.  
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The different actions we may do at B&F are the following: 
 
Move  
The unit makes one movement up to its movement capability (see Movement 
Chapter) 
 
Dismount 
A cavalry unit may dismount to fight on foot (see Movement Chapter) 
 
Mount 
A dismounted cavalry unit may mount again (see Movement Chapter) 
 
Aim 
The unit gets good shooting positions so it will be more precise (see Fire Chapter) 
 
Fire 
The unit fires its firearms (see Fire Chapter) 
 
Go to ground 
The unit goes to ground to seek protection from enemy fire and observation (see 
Movement Chapter) 
 
Charge 
The unit does a charge movement to engage the enemy and fight close combat 
(see Close Combat Chapter)  
 
Fix Bayonets/Unearth Sabers 
The unit fixes bayonets, unearths its sabers, or handles any knife arms for close 
combat fighting. To do this, the unit must have the appropriate weapons within 
its equipment. Nevertheless, the unit will get a firing penalty. (See Fire and Close 
Combat Chapters) 
 
Sheath swords 
The unit sheaths swords or takes the bayonets away to keep on using their 
firearms more effectively. (See Close Combat Chapter) 
 
Rally 
The unit tries to recover form combat stress, whatever with good or bad words 
from the unit´s commander and so withdrawing from action. (See Morale 
Chapter). 
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ACTION CHECKS 
 
Any unit with Distress Markers or with ACs from previous actions done in the 
same Impulse must pass an Action Check before being able to do new actions. 
 
To do this, the unit must get a lower result on a 1d10 roll than its Drill ability 
reduced by any previous ACs or Distress Markers on the unit. The unit will obey 
orders and will be allowed to do its actions when getting equal or less than its 
modified Drill value. 
 
The more disciplined and cold blood units may so be more operative by being 
able of doing more actions than those units less disciplined or with more combat 
stress. 
 
Whether the unit passes the check or not, it gets and it is spent an AC. 
 
The Legionary unit of Corporal Lopez has previously received one AC. Besides, it has one 
Distress Marker. The original Drill Value of the Legionary unit is 6. Thus, being 4 the Modified 
Drill Value to be checked for, after deducting 1 from previous ACs and a further 1 from Distress 
Markers. The d10 result is 6. As it is higher than the Modified Drill Value, the check is failed. 
Another AC is placed beside the unit and no actions can be done. Corporal Lopez´s unit may try 
to activate later by spending more ACs on it during the impulse. But it will be even harder to 
pass the test, as it will have to deduct 2 for ACs and 1 for Distress Markers, in case no more 
Distress Markers are got along the Impulse. 
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10. REACTIONS 

 
When the Active Player activates one unit, the Passive Player may try to react 
with ONE only action of ONE only of his units. The reaction may consist of any 
action but rally, which may never be used as a reaction. The reacting unit must 
comply any of the following: 
 

- To be the objective of the actions of the Active Player´s actions (thus being 
the objective of enemy fire or a charge) 

- The enemy unit activated to be in the reacting unit´s Line of Sight. 
 
No unit may ever react to a unit Rallying. 
 
 
Pick an AC and place it beside the reacting unit. Then a Reaction Check must be 
passed. A Baraka Die Roll must also be made to see if the Initiative is stolen.  
 
The reacting unit must comply with the same rules for the actions intended to be 
done as a reaction. For example, a reacting unit cannot fire a unit that couldn´t 
locate, despite having a Line of Sight to it. The enemies move so carefully to be 
located and the fire is ineffective. 
 
REACTION CHECK 
 
Any unit trying to react must always pass a Reaction Check. This Check is the 
same as the Action Check, but all Reaction Checks getting an additional -1 
modifier to Drill, in addition to the number of ACs and Distress Markers 
modifiers.  
 
To pass the Check the 1d10 roll must result equal or lower than the Modified 
Drill Value.  
 
Besides, a Baraka Die Roll will be made. If Baraka result is rolled the Initiative 
will be stolen and the reaction will be allowed despite any result given on the 
d10.  
 
If both Fatality result is rolled and the Reaction Check is also failed, the unit will 
gain an additional Distress Marker. 
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SEQUENCE OF ACTIONS AND REACTIONS 
 
The sequence how actions and reactions are made is the following. 

- The Active Player places an AC close to the unit to be activated (and 
does an Action Check if needed) and states the actions to be done and 
their order of execution. 

- The Passive Player places an AC beside the unit trying to react, which 
must pass a Reaction Check (also a Baraka Die Roll must be made). 

- The passive unit executes ONE only action in case Reaction Check was 
passed. 

- The Active Player executes his actions. 
- If the Initiative was stolen, the Passive Player now becomes the Active 

Player. 
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11. MOVEMENT 

 
In this chapter it is explained how units do certain actions like move, 
mount/dismount and go to ground.  
 
These actions are fundamental to occupy good shooting positions, to seek cover, 
to capture objectives, to advance towards the enemy and charge, etc. 
 
All these actions are considered movement. This is important when firing occurs, 
as it will be explained later, in the corresponding chapter. 
 
MOVE 
 
Units that do Move action or reaction will use the following rules. 
 
MOVEMENT CAPABILITIES 
 
Each type of unit has its movement capabilities in its profile. Depending on the 
type of terrain, a unit will be able to move more easily or even fail to move. 
 
Thus, for example, a Legionary unit that has 15/10/10 Movement Capacity means 
that it can move 15 centimeters through Open Terrain, 10 centimeters through 
Rough Terrain, and 5 centimeters through Difficult Terrain. The terrain chapter 
specifies the rules that affect each of these types. 
 

 
 
HOW TO MOVE 
 
To perform the movement, we will measure the distance from a point that will 
depend on the type of troop: 
 
- If the unit is infantry or cavalry, we will measure the movement from any point 
on the edge of the unit´s leader base to the point where we want to move. Then 
we'll place the rest of the unit miniatures in Unit Cohesion.  
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In the case of a support weapon, we will measure from the center of the base to 
the point where we want to move, which will be where we will put the center of 
the base. 

 
 
(DN) This can cause some miniatures within the unit to move more than their 
ability to move or within penalizing terrain. This is not relevant, as the 
miniature of the unit´s leader will be used to determine all the conditions of 
the movement. 
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ENTERING, CROSSING OR LEAVING TERRAIN 
 
If we want to enter, cross, or leave a terrain in which our movement is reduced, 
we will apply the same procedure above, but we will use the appropriate distance 
marked in the troop profile. 
 
A combination of different movement capabilities will not be used at any time, 
during the same action. If we are going to cross several types of terrain, the one 
that penalizes the most will be used to mark the ability to move. 
 
Keep in mind, that the miniatures of a unit can be inside a terrain and its leader 
be not. For all purposes, as long as the leader is not, nor crosses the terrain, the 
unit does not count as inside or crossing the terrain. 

DISMOUNT  
 
Cavalry units can dismount. This allows unit members to take advantage of 
coverage they wouldn't be able to use because they're riding on horseback and 
shoot more effectively. 
 
When a unit dismounts, the unit´s leader can move up to 5 cm in any direction. 
This move will usually be done seeking for a beneficial position or a hedge. Then 
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This separate miniature will be kept guarding the horses. 
 
After placing all the dismounted miniatures, the horse guard miniature will be 
placed 20 cm from the head of the unit, trying to make it to the rear of the unit.  
 
(DN) This depicts the horse guard looking to get away from the action along 
with the unit mounts to seek greater protection.  

 
We recommend having the appropriate miniatures to represent this situation. In 
case of not having miniatures on foot or horse keeper, we will mark the 
miniatures with the marker of dismounted or horse guard as appropriate. 
 
When the dismounted miniatures move, the horse guard will move behind them, 
keeping the distance of 20 cm from the leader of the unit. The horse guard will 
not perform any other action with your unit. He's too busy with the horses. 
 
It cannot become a firing target unless it is the closest unit in line of sight. If the 
miniature is removed, the horses will be scattered. Thereafter the unit will fight 
on foot for the rest of the game. 
 
If the horse guard miniature is engaged in hand-to-hand combat, it will be 
eliminated, leaving the horses scattered, as if it had been eliminated by firing. 
Thereafter the unit will fight on foot for the rest of the game. 
 
If the rest of the unit's miniatures have been removed, the horse keeper will 
automatically be removed as well. 
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MOUNT 
 
If a dismounted unit wants to mount, you must do a Mount Action. We will place 
the horse guard miniature in unit coherence with the leader and replace the 
dismounted miniatures with mounted miniatures. 
 
If necessary, due to the scenery, we will move the miniatures as little as possible 
to be able to place their corresponding mounted version. 
 
In case of not having miniatures on foot and on horseback, we will simply remove 
the dismounted marker to the mounted unit. 

 
GO TO GROUND 
 
A unit may decide to ground itself to better protect itself from gunfire. On the 
contrary, a unit gone to ground will have a penalty to fire. As it is unusual to 
have miniatures to depict this action, we will use a marker to indicate this 
situation.  
 
When a unit that is gone to ground does any action or reaction to move or 
mount/dismount, this marker will be discarded, ceasing to be gone to ground. 
 
A unit that is inside a fortification, or behind a wall can also go to ground. This 
means that you are looking for more cover.  
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12. FIRE 

 
We call firing all combat that takes place from distance shooting. Either with 
modern firearms of the twentieth century or archaic fire weapons of previous 
centuries. All shots fired by these weapons are covered in this chapter. 
 
Most of the weapons used during the Rif War were modern and with good range, 
so due to the table size on which a game of B&F is played, the range is unlimited 
in most of them. The effective firing range, in which the weapons are most 
effective. must be considered. 
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FIRING SEQUENCE 
 
A unit going to perform the Fire action follows the sequence below: 

- When declaring actions, you must declare an objective unit in your Line 
of Sight.  

- The target unit can react (see reactions) 
- Once the reaction of the target unit has been solved, it is checked if it is 

still in line of sight. If it is no longer, the unit can do a Drill Check to 
designate another unit in its Line of Sight (repeat steps above). If the 
second designated unit is also outside the Line of Sight, the action has been 
lost. You can no longer change the Objective. 

- Measure the distance from the unit leader to the target unit leader. 
- Perform the Location Check (in case the enemy unit wasn´t located yet). 
- If the Location Check is successful,  
- Calculate Firing dice. 
- Add or subtract the relevant modifiers to your Firing Ability Value. The 

final number will be the target value. 
- Roll the dice. Results equal to or less than the target value are considered 

impacts. 
- The target unit rolls as many Defense dice as it has received hits. Add or 

subtract the modifiers relevant to your Defense value. The result will be 
the target defense value. 

- Every result less than or equal to the target defense value cancels out an 
impact. 

- The target unit removes a miniature for each unsaved impact. For every 
unsaved impact, the unit also gets a distress marker. 

- The unit that fired receives a Fire Marker (even if the locating test failed). 
 

 
Profiles that influence shooting 
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FIRE MARKERS 
 
All units that fire as an action or reaction receive a Fire marker. This mainly 
represents the noise (and smoke in old weapons) of the shots being fired. This 
way a unit with a Fire marker is easier to be located. 
 
The Fire marker will be maintained until the unit finishes performing a Move 
action in which it has moved a distance equal to its Move capability. Keep in 
mind that this marker will be maintained from one Impulse to another. 
 
SELECT TARGET 
 
For one unit to be able to shoot another it must be able to see it. First, it should be 
at your viewing angle. You must then be able to draw a line of sight from the 
leader of the firing unit to the leader of the target unit. If in this line of sight there 
is no obstructing element or miniature (see Terrain Chapter), we are considered 
to see the enemy unit. 
 
Once this is verified, we will undergo a location check in order to find out 
whether we can properly see the enemy on which the shot is going to be made. 
Certain circumstances such as distance and terrain can mean that, even if we see 
or hear enemy movement, we cannot locate it clearly and the fire is ineffective 
 
If the unit fails to pass the location check, the shot will still take place, but without 
consequences. The unit receives a Fire Marker. 
 
(ND) This is very important when declaring actions. If we see that it is very 
difficult to locate an enemy, we risk losing the action and also receive a Fire 
Marker, which makes us more vulnerable to localization. 

 
All units have a value expressed in % as their location value. We will use this 
value to determine if we see the enemy or not well enough for us to fire upon 
them. We will have to obtain a result equal to or less than the location value in a 
D100 roll for our locating to be successful.  
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This original value is modified by several factors listed in the following table. 
Please note that for the purposes of determining the Circumstances, we will only 
consider the leader´s miniature of each unit. In case of obtaining a result of 
blunder, we will consult in the table, Are they of ours? 
 
 
 

MODIFIERS TO THE LOCALIZATION CHECK 

Circumstance Modifier 

The enemy is more than 60 cm far - 20% 

The firing unit has binoculars +10% 

The target is not in cover +20% 

The target is on the crest of a hill, but not completely hidden +10% 

The target unit has a Fire marker +20% 

The target is high ahead of the ridge +20% 

Target in cover -10% 

Target is gone to ground -10% 
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Corporal Lopez's legionary squad receives the Fire action. Corporal Lopez detects movement of 
a group of Riffians in a grove, and orders to fire upon them.  
 
The Riffians finding themselves confident in their position are not going to react.  
 
The legionary unit has a location value of 75%. The distance to the Riffian target unit leader is 
73 cm (-20% for being farther than 60 cm). In addition, the grove is considered cover (-10%), and 
the Riffians are gone to ground (-10%). Therefore, Corporal Lopez and his men have a final 
location value of 35% (75-20-10-10=35). 
 
A 26 is got in a D100 roll. The legionary unit has been lucky and has located the Riffians. Should 
they have scored 36 or more, the fire would have been ineffective, and the action would have been 
lost. In both cases the unit of Corporal Lopez, would acquire a Fire Marker. 

 
 
 
 
 



 

Baraka Games & Miniatures www.barakagm.com 

43  
ARE THEY OURS? 
 
An observing unit scores a blunder when rolling unmodified 99-100. Roll 1D10 
and apply the result in the following table. 
 

TABLE OF LOCATION BLUNDERS 

 

1-6 

What the hell are you doing! 

The unit loses its nerve looking for the enemy and starts shooting randomly. Luckily, there 
are no friends in the firing trajectories. Unit wins two Distress Markers 

 

 

 

7-10 

Don't shoot! We're friends! 

The unit targets the friendly unit closest to the target and in line of sight with our unit.  

Once the fire is solved, the firing unit receives two Distress Markers after seeing the result 
of its action. In case there have been friendly casualties, a third Distress Marker will be 
received. 

In case there are no friendly units that can be shot, apply the result of 1-6 

 
EFFECTIVE FIRING RANGE 
 
Firearms of the time had good theoretical range, so we will not give a maximum 
range with the exception are the small arms that will have a maximum range that 
corresponds to their effective range, and the machine guns that are always in 
effective range. The game table is not large enough to take this into account.  
 
Units will use the first figure of the Firing Ability when firing within effective 
range, and the second when outside effective range. 
 

 
This Legionary unit will have a Shooting Ability of 6 at Effective Range and 4 outside of it. 
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Effective Firing Range Distance 

Weapon Distance 

Long guns, rifles 60 cm 

Small arms, pistols 20 cm* 

Obsolete long gun 50 cm 

Obsolete small arms 15 cm* 

Light Machine Gun Limitless 

Med. Machine Gun Limitless 

*Maximum range 

 
Long guns. Rifles are long guns. 
 
Small arms. Revolvers and semi-automatic pistols are small arms.  
 
Obsolete long gun.  Front loading rifles, those of the mid-nineteenth century 
and archaic Arab models fall into this category.  
 
Obsolete small arms. Front loading Pistols or revolvers of the mid-nineteenth 
century fall into this category. 
 
Light Machine guns. Light machine guns or rifle machine guns, so named then.  
 
Medium Machine guns. Medium or heavy machine guns, positioned on tripods 
and usually assisted by three men. They are Support Weapons (see chapter 
Support Weapons) 
 
FIRING DICE AND MODIFIERS 
 
Depending on the type of weapon we use, we will roll a certain number of dice 
and apply modifiers to these depending on the circumstances. These modifiers 
will be added to or subtracted from the corresponding Firing profile.  
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FIRING DICE TABLE 

Weapon Effective range dice Long-range dice 

Static Moving Static Moving 

Long guns 1D10 1D10 1D10 1D10 

Small arms 1D10 1D10 - - 

Obsolete long gun 1D10 - 1D10 - 

Obsolete short gun 1D10 - - - 

Light Machine gun 4D10 2D10 4D10 - 

Med. Machine gun 6D10 - 6D10 - 

 
 

FIRING MODIFIERS 

Situation Modifier 

Shooters have moved on this activation -1 

Shooter with fixed Bayonet -1 

Long-range fire with obsolete weapon -1 

Each Distress Marker -1 

Big Target +1 

Firer Aiming +1 

Change facing to shoot at the target (Support Weapons) -2 

The shooter is gone to ground, behind a wall or inside a fortification or building. -1 

 
 
The legionary squad of Corporal Lopez after having located the Riffians of the grove, opens fire 
on them. The squad is made up of 6 men equipped with long guns. They have not moved on this 
activation. The distance as we saw above between the legionary command and the Riffian leader 
is 73 cm. They are therefore beyond the effective reach. So, they use their Long-Range Shooting 
profile and roll one 1D10 per miniature. 
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AIM 
 
Units that perform an Aim action will earn an Aim Marker. This marker will 
remind us that, in their next shooting action, the fire will be more accurate. The 
unit will be able to apply the +1 modifier. This marker will be retained by a unit 
until it makes any action or reaction. If a unit declares, on its activation, that it 
first aims and then fires, it will not be necessary to place any Aim marker. You 
will only use the Aim modifier as indicated in the Firing Modifiers table. This 
marker can also be used during a firing reaction. This marker is not maintained 
between different impulses. 
 
(DN) It is important to leave units in good positions and to use them to react 
to the enemy movement. 

 
WEAPONS WITH FIXED BAYONETS 
 
The guns' shots with their bayonets fixed are more imprecise due to weight and 
discomfort. If the weapon is with the bayonet fixed, it will suffer a penalty of -1. 
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IMPACTS AND DEFENSE ROLLS 
 

- Once determined how many dice to roll, we must calculate the target 
value of the shots, by adding or subtracting the relevant modifiers to our 
Firing profile.  

- After rolling the dice, any results equal to or less than the target value are 
considered impacts. 

- The defender will roll as many Defense dice as he has received hits. The 
defense rolls as well as the shooting are also modified by various 
circumstances. The defender will calculate the target value of the rolls by 
adding or subtracting the relevant modifiers to his Defense profile.  
 

DEFENSE MODIFIERS 

Situation Modifier 

The target has reacted by moving +1 

The target is in Cover +1 

The target is gone to ground +1 

The target is fortified +2 

 
- Thus, a unit with Defense 4 that has reacted by moving will get Defense 5. 

If you are also in cover, you will have Defense of 6. 
- For each die that rolls equal to or less than the target value, the defender 

will have saved an impact.  
- Unsaved impacts automatically result in casualties for the Defender. A 

miniature must be removed for each impact not saved, unless otherwise 
indicated in the profile of the target unit (such as whether it has the special 
Resistance rule). 

- For every two unsaved impacts (rounded up), the defending unit acquires 
a Distress Marker. 
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Corporal Lopez's legionary squad has an already modified firing profile of 6. Each miniature 
rolls its D10. The modified results are 2, 4, 5, 5, 7 and 10. This gives us a total of 4 impacts. 
 
The Riffians therefore roll 4 defense dice. Their defense value is 4. But since they are in cover, it 
adds +1, and being gone to ground gives them another +1. Therefore, their Defense value is 6. The 
defense dice are rolled with the following results. 3,3, 4 and 8. The Riffians have saved three hits 
and suffered one casualty.  
 
So, they will have to remove a miniature, and by suffering an unsaved impact, they also earn 1 
Distress Marker. 
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13. CLOSE COMBAT 

 
We call melee or close combat the combat that takes place at close range. It 
includes both physical combat with weapons and bayonets, knives or sabers, 
and also point-blank shooting and the throwing of grenades. 

To enter Melee, the unit must perform a Charge action, which leads that unit into 
lock with enemy miniatures. This is represented by contacting base to base the 
miniatures that charge with any of the miniatures that are charged upon. 

Profiles used in the Melee 

Charge 

A unit doing charging follows the steps below. 

- The attacking unit must designate the target unit of the charge. 
- The unit that is designated to receive the charge, which we will call the 

defending unit, can try to react (see chapter reactions) 
- Once the possible reaction of the defending unit is resolved, the attacking 

unit makes its charge movement. This movement will be equal to the basic 
movement of the unit, plus 1D10 cm. If with this movement the leader of 
the unit manages to contact the leader of the enemy unit, the rest of the 
miniatures of the attacking unit will be placed in contact with miniatures 
of the defending unit and a maximum of 10 cm from the leader of the 
attacking unit.  

- The miniatures will follow the shortest possible path. It may happen that 
the leader miniature of the unit charging could not be placed in contact 
with the miniature of the enemy leader. It will then be placed locked with 
the miniature closest to the enemy leader. If the rest of the miniatures 
cannot be locked with enemy miniatures due to lack of space, they will be 
placed touching other attacking miniatures. 
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The Legionnaires want to charge the Riffians from the grove. The distance between them is 18 
cm. The movement ability of the legionnaires is 10 cm, as the grove is steep terrain. Therefore, 
for the charge to be carried out, they should roll 8 or more on the 1D10. 

The Legionnaires are lucky to get a 9 and can charge the Riffians. As it is physically impossible, 
due to lack of space to place the leader of the Legionnaires in contact with the Riffian leader, 
it will be placed locking the closest possible miniature to the Riffian chief. One of the 
legionnaires cannot lock with an enemy miniature because they are all locked. We will 
therefore place it in contact with a friend miniature that is locked. 

RESOLUTION OF CLOSE COMBAT 

Once all the attacking miniatures have been moved, we will move on to solving 
the close combat, with the following steps: 

- The combat dice of the attackers and defenders are accounted for  
- Modifiers to the aggressiveness profiles of attackers and defenders are 

calculated. If there are miniatures that use different weapons from the rest 
of the unit, different modifiers may need to be applied to the profile. In 
these cases, we recommend using different colored dice or to make the 
rolls separately. 
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- Both units roll the combat dice. Close combat is simultaneous. 
- Both units roll their defense dice to cancel out hits. 
- The difference of unsaved hits is used to apply the Close Combat results 

table effects. 
 

COMBAT DICE 

We call combat dice the dice that each miniature brings to combat. It will usually 
be one d10 per miniature unless the profile indicates another amount. As in the 
Firing procedure, these Combat Dice, depending on the profile of the unit, will 
have to get a result equal to or less than the modified Aggressiveness value of the 
unit. 

 

 Legionnaire Corporal David Lopez has led his squad to hand-to-hand combat against a group 
of Riffians who tenaciously defend a position. After all, he is accompanied by four of his men. 
Therefore, they will have a total of five Combat Dice. Legionnaires, according to unit type, have 
an Aggressiveness profile of 6.  Riffian leader Amin has four men with him to defend the position. 
So, they also have 5 Combat Dice. The Riffians, according to their unit type, have an 
Aggressiveness profile of 7. 
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MODIFIERS TO AGGRESSIVENESS 

Depending on the weapons or situations, the aggressiveness profile will be 
modified depending on the situation or the weapons used. All modifiers are 
cumulative with each other. 

Starting with the Attacker, if any miniature is equipped with more than one 
weapon, it will be declared which weapons it uses.  

MODIFIERS TO AGGRESSIVENESS 

Weapon/Situation Modifier 

Being an attacker +1 

Long gun with fixed bayonet +1 

Sabre, or unearthed melee weapon +1 

Grenades +2 

Short Weapon +2 

For each Distress marker -1 

 

Corporal Lopez's legionnaires are equipped with fixed bayonets, so they will have a modifier of 
+1 to their Aggressiveness and another +1 for being the attackers. One of the legionnaires is 
equipped with a grenade and decides to use it instead of the bayonet. The Aggressiveness of that 
Legionnaire will have a modifier of +3 (+1 for being attacker and +2 for the Grenade).  Therefore, 
the legionary unit will roll four dice with an Aggressiveness profile of 8 (6+2) and a die with an 
Aggressiveness of 9 (6+3). 

Amin's Riffians are equipped only with rifles and have not unearthed their knives (melee 
weapon). Amin has a short gun that he decides to use. Due to earlier situations, they also have a 
Distress marker. Therefore, they will roll three dice with an Aggressiveness of 6 (7-1) and a die 
with an Aggressiveness of 8 (7+2-1). 
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FIXED BAYONETS, UNEARTHED SABERS AND MELEE WEAPONS 
 
Units equipped with these weapons, should they previously be fixed or 
unearthed, may declare that they use them and apply the corresponding 
modifiers. 

SOLVING THE COMBAT ROLL 

Both sides roll their dice. And they'll compare them to the modified 
Aggressiveness value of the unit to see how many impacts they've achieved. 

   

The legionnaires of Corporal Lopez roll the following results, 1, 4, 5 and 9, and in the die of the 
legionnaire who throws the grenade a 10. As the Aggressiveness values were 8 and 9 respectively, 
they achieved 3 impacts. 

Amin's men draw 3, 7, 7 and 9. Amin with his pistol rolls out a 7. As their Aggressiveness values 
were 6 and 8 respectively, they achieve 2 impacts. 

DEFENSE DICE 

Once calculated how many hits each unit has received, the defense die rolls will 
be made. These rolls must be equal to or less than the modified Defense profile 
of the unit to save an impact. 

 

DEFENSE MODIFIERS 

Weapon/Situation Modifier 

Defender in Cover +1 

Defender Fortified +2 

 
 
The Legionnaires roll 2 Defense dice and get a 1 and 7. As their Defense profile is 4, they get one 
unsaved hit. 
 
The Riffians, being in cover, roll 3 Defense dice with a modified Defense value of 5. They roll 2, 6 
and another 6. The Riffians get two unsaved hits. 
 
The Legionnaires inflict 2 impacts and the Riffians 1 impact. 
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CLOSE COMBAT RESULT 

Once calculated how many unsaved impacts are made, the difference in impacts 
between the two contenders is calculated. This will give us a winner and a loser 
of the melee. The difference will be compared in the following table and the 
results are applied. 

DIFFERENCE 
IN IMPACTS 

RESULT BOTH 

0 TIE TAKE 1 CASUALTY 

THE FIGHT CONTINUES 

DIFFERENCE 
IN IMPACTS 

DEGREE OF 
VICTORY 

WINNER LOSER 

 

 

 

1-3 

 

 

 

VICTORY 

TAKE 1 CASUALTY*.  

TAKE THE GROUND 

ACQUIRE A 
DISTRESS MARKER 

REMOVE THE 
DIFFERENCE IN 
CASUALTIES. 

UNIT FLEES 

DEFENSE ROLL  

ACQUIRE TWO 
DISTRESS MARKERS 

 

 

4+ 

 

CRUSHING 
VICTORY 

TAKE 1 CASUALTY*.  

TAKE THE GROUND 

ACQUIRE A 
DISTRESS MARKER 

COMPLETELY 
DESTROYED. REMOVE 
ALL MINIATURES 

*A Baraka Die is thrown. If Baraka result comes out, no miniature is removed. If the Fatality 
result comes out, two miniatures are removed. 

Remove Casualties. The player removes as many miniatures indicated as 
casualties.  

Completely destroyed.  The player removes all miniatures from the unit. 

The Fight continues. A new round of combat begins. Dice and modifiers are 
recalculated. The previously charging unit loses the attacker modifier. Defenders 
also lose their Defense bonuses for cover. Both units are intermingled.  

Take the Ground. The winning unit can move up to 1d10 centimeters in any 
direction. 
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Flee. The losing unit flees in the opposing direction of the previously charging 
leader´s move, moving directly away from the enemy. It moves a distance equal 
to twice the unit's ability to move on the terrain.  

Defense Roll. The fleeing unit must make a defense roll. You will roll a die for 
each survivor of the winning combat unit. The more enemies they survive, the 
more likely they are to massacre the fleeing unit. For each failed result, you will 
remove an additional miniature. The survivors have been hit by gunfire as they 
fled. 

Acquire a Distress Marker. The unit acquires as many Distress markers as 
indicated. 

 

The legionnaires of Corporal Lopez have won the fight by a difference of 1. Therefore, they lose a 
legionnaire as casualty and can take the ground to occupy the position of the Riffians. The 
Baraka Die Roll had no effect. They acquire a Distress marker. 

The Riffians have lost the fight and must flee. They lose a miniature due to the difference in 
impacts and must flee. They must take 4 defense rolls. If they do not pass them, they will lose 
additional casualties. They acquire two Distress markers. 
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14. MORALE  

 

Even the most veteran and toughest unit of the Legion may, at any given 
moment, decide to run away or refuse to continue fighting, as if they were 
soldiers newly arrived from the Peninsula. 

All units have a profile called Morale. This is the ability that a unit has to 
withstand the stress of combat or the terror that can cause it to be assaulted 
during the night by Riffians with sharp knives in their hands, ready to cut the 
throats of any enemy they find. 

A unit can have as many Distress markers as shown in its Morale profile. Once 
this figure is reached, the unit tests panic. Any additional Distress markers are 
discarded. As soon as a unit acquires this last distress marker, a die roll must be 
made in order to see how the unit behaves, and immediately apply the results 
shown on the table. This result is applied immediately before any action is 
performed by the unit or any are performed by other units. 

In case of close combat resolutions, the panic roll will be performed after the flee 
and take the ground movements.  

RALLY 
 
Units that have suffered Distress Markers may try to Rally and become more 
effective in combat again. They can try to get rid of their distress markers by the 
Rally action,  
 
A unit Rallying cannot perform any other action within its activation. It 
consumes all the activation, whether it has one, two or three actions. 
 
In addition, it should always be the first activation the unit makes in an Impulse. 
It cannot be performed on second or subsequent activations. A unit may only try 
to perform one Rally action per Impulse.  
 
To Rally a unit must always pass a Drill Check. The unit that Rallies rolls a Baraka 
Die. Depending on the result it will discard Distress Markers, or not: 
 

- Baraka result. Discard two distress markers. 
- Fatality result. No discard of distress markers 
- Another result. Discard one distress marker 
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Panic Table 

D10 Result 

1 !Con dos cojones!* (With two balls!)  

The unit is immune to panic. Remove two distress markers.  

2-3 !En peores plazas hemos toreado!** (In worse places we have bullfighted!)  

The unit holds the position. Remove a distress marker 

4-6 Paralyzed 

The unit holds the position. It goes to ground.  

It is unable to move for the rest of the Impulse.  

In the next impulse, their first action must be to rally. 

7-9 !Nos cazan como a conejos!*** (They hunt us like rabbits!) 

The unit performs 2 movement actions towards its edge of the table, panicked.  

It loses for the rest of game 1 point of its Morale Profile.  

For the rest of the Impulse, it can't do anything else. In the next impulse, their first action 
must be to rally. 

 If the unit is not activated, it will again flee 2 moves towards the end of the table.  

If the unit leader exits through an edge of the table, the unit is considered destroyed. 

10 Run and save your skin!  

Each member of the unit runs to save their lives. The unit is destroyed. 

Modifiers to the roll 

Veteran unit -1 

Green unit +1 

Support weapons: the 7-9 rolls are treated as 10. 

We couldn´t resist ourselves to include a few typically Spanish sayings: 

!Con dos cojones!* (With two balls!). Show of admiration for having no fear to face the worst. 

!En peores plazas hemos toreado!** (In worse places we have bullfighted!). Not too bad, said with contempt. 

!Nos cazan como a conejos!*** (They hunt us like rabbits!). Shows some cowardice. 
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15.  CHAIN OF COMMAND 

 

Within the Chain of Command of our contingents we differentiate between unit 
leaders and commanders. 

The commanders are Characters, who can join units or go free on their own. The 
commanders have a command radius over the units under their command, 
establishing a chain of command. For example, a sergeant, level I, will have two 
or three squads under his command; a lieutenant, level II, two or three sergeants 
of his platoon; and a captain, level III, two or three lieutenants of his company.  

Higher levels of command exceed the representation of the game. In the case of 
using higher commanders, these will be considered level III commanders. 

Command Levels are marked in the different profiles of the army lists. A 
commander can only influence units in his chain of command.  

The command radius is 30 cm. this distance will always be measured from the 
miniature of one commander to the miniature of other commander or unit leader 
within his chain of command. 

IN COMMAND 

A unit with its original leader still alive can always benefit from being in 
command radius from a higher-level commander, as long as it belongs to its 
chain of command. All Drill Checks getting a +1 modifier by this cause.  

For example, a Caid, Jansen or Ashrin (Level I), has a subordinate unit of Riffians led by its 
original leader under his command. The unit has a Drill profile of 5. If this unit is within 
Command Radius from the Caid, Jansen or Ashrin (Level I), it will have a +1 modifier to its Drill 
profile when should be checked, so getting a modified Drill value of 6.  

In addition, any unit under command will be influenced by the commanders 
with various orders that they can issue when activated. 

The commanders can use their activation to issue orders. To issue these orders, 
the chain of command must be followed to the designated unit(s). It is also 
possible to trace this chain of command between the different lower-level 
commanders until the unit is reached. 

 



 

Baraka Games & Miniatures www.barakagm.com 

59  

For example, a Captain of the Spanish Infantry (Level III), wants to issue an order to a unit. This 
unit is out of reach. But the sergeant in command of the unit (Level I) is in command radius of 
the captain, and the designated unit is also in command radius of its sergeant. This establishes 
a chain of command. Therefore, the captain can give the order. 

Depending on the Level of Command issuing orders, these will have different 
benefits. A commander can only issue an order per impulse. Different 
commanders will be able to issue the same order. For example, if we have two 
Sergeants (Level I Commanders), we can have them both issue the same order. 
Obviously, it will be to different units because they have a different chain of 
command. 

A commander that wants to issue an order spends the ACs that are marked 
depending on the order. If necessary, it must perform a Drill Check (for having 
the unit receiving the orders ACs already assigned or Distress markers). These 
commander´s ACs for issuing the orders are immediately discarded, not being 
placed beside the Commander. Issuing orders may spend lots of ACs but doesn’t 
make the Commander being so ineffective for further actions.  
 
Once the order is received, some orders require you to place Command Markers 
to remember that the unit received a certain order.  
 
The Commander that issued the order will receive an Order Chit to mark that it 
has been activated. 
 
Commanding directly from the front. LEVEL III (3 ACs) The commander 
assesses the situation near the line of battle and directs his troops. A unit within 
your chain of command will receive express orders from its chain of command. 
The unit receives a Command Marker. The unit may spend the marker at any point 
in the impulse, being the unit able to make an action or a reaction, without 
necessity to pass any Drill Check for an Action or Reaction. This action or reaction 
won’t undergo any Order Chit, so the unit doesn´t count as activated for further 
actions. This Command Marker is removed at the end of the Impulse if it has not 
been used. 
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Go for them! LEVEL II (2ACs) The commander orders all men under his 
command radius and chain of command to activate. You may activate all units 
of your command, but they will only be able to do movement actions. These 
activations must follow the general rules (if the unit that is activated must roll a 
Drill check it will do so, aim markers will be lost, etc.). Units that are activated 
with this commander are considered activated for the purposes of subsequent 
activations (place Order Chits to mark it). An enemy unit can react, but only 
against one of the units that perform Go for them! If the enemy steals the 
initiative, they must wait for all units that received this command to be activated 
before starting their activations. 
 
Hit them hard! LEVEL I (1 AC). The commander gives precise orders to improve 
one unit´s action. A unit in command earns an Upgrade Marker. Before the unit 
being activated you must say whether you use this marker, to improve one 
desired unit profile ability by 1. These activations must follow the general rules 
(roll a Drill Check if necessary, aiming markers being lost, etc.). If the unit is not 
activated, by failing the check, or by the end of the Impulse, the marker is lost. 
 
Regroup! ALL LEVELS (2ACs). The commander begins to shout encouraging 
words (or insults) at a unit within his chain of command. The unit does not need 
to perform any Drill Check. A Baraka Die Roll is made instead. Rolling a Baraka 
result will remove all Distress markers of the unit. If Fatality comes out, you will 
not be able to remove any markers. With any other result remove three Distress 
markers. This order can be given at any time of the Impulse as opposed to the 
Rally Action. A unit that did a Rally Action may also receive this order in the 
same Impulse, except if it took out Fatality in the Rally roll. 
 
Advance by squads! LEVEL II and III (1AC per unit).  The commander orders a 
coordinated advance and fire to all the squads under his command. A platoon 
commander can only order it to his platoon, while a company commander may 
to all units of the company, provided the units are in command. Designated units 
will be able to perform a single Move or Fire action. Units must always undergo 
a Drill Check to obey, whether necessary or not according to the general rules. 
Units will not receive Order Chits for these actions and are not considered 
activated for the purposes of future activations. 
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16. UNIT LEADER  

 

All units in the game have a miniature that will be designated as The Unit Leader. 
This can be for example a corporal or a Caid Jansen or Ashrin. It is important to 
define the miniature that is the unit leader, since for the game purposes, to 
measure, lines of sight, etc., it will be used as the reference. 

Also, the ability to obey orders will depend on the Unit Leader. The lack of this 
leads to a -2 Drill penalty. 

Unit leaders behave like another miniature of the unit but can use special 
equipment different from the rest of the unit, should they have it.  

 

UNIT LEADER BECOMING CASUALTY 

To determine whether a Unit Leader becomes a casualty from gunfire or hand-
to-hand combat, the following rules will be used. 

- A unit that receives a number of hits from firing or hand-to-hand combat, 
that is less than the number of members it has, must throw a Baraka Die. 
If a Fatality result is rolled, an impact must be assigned to the unit leader. 

- If the unit receives a number of hits from firing or hand-to-hand combat, 
equal to or greater than the number of members it has, it must assign an 
impact to the Unit Leader. 

 

A unit that loses its Unit Leader must designate another miniature as a new unit 
leader, replacing the miniature that has become casualty. From then on, this will 
be the new Unit Leader for game purposes, such as measuring, until it might 
become casualty or the game ends. Remember that this new Leader doesn´t 
negate the –2 Drill penalty. 

If a Commander from the chain of command, whatever the level, joins a unit, the 
-2 Drill penalty will not apply.  
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Corporal Lopez is wounded by enemy gunfire. The miniature is removed as Casualty. From this 
moment the squad has a -2 penalty to Drill. If at any time, for example, Sergeant Romero, who 
is the leader of the platoon to which the Corporal Lopez squad belongs, joins the unit, this 
penalty will not be applied while the sergeant remains with the unit. If the sergeant abandons 
the unit, or becomes casualty, the penalty will be applied again. 
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17. CHARACTERS 
 
We call Characters the individual miniatures who are units by themselves, 
though some may also be sometimes accompanied, as determined by their 
profiles. They represent non-commissioned officers, officers, doctors, priests, and 
other miniatures who can behave individually, interact with the rest of the units, 
issue orders, or join or leave other units that their profile allows. 
 
The Characters also have a profile as the rest of the units do, forming a unit by 
themselves. Any rules that apply to a units will also apply to a character. 
 
For the purposes of lines of sight, movement, and range of weapons, the 
Character is considered the unit leader, both when being alone or accompanied. 
A Character with the special command rule who joins a unit replaces and 
becomes the unit leader for rule purposes. As long as he remains attached to a 
unit, he is considered the unit leader. 
 
Apart from their profile abilities, all characters have one or more personality 
traits. These can be fixed or random as marked by the Character Traits table. 
 
Before deploying the miniatures in a game, each Character rolls a D100 and 
applies the personality from the Personality Traits table, for the entire game.  
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TABLE OF PERSONALITY TRAITS 

D100 roll Result Effect 

01-05 Good leader Doesn´t need to roll Baraka die at the beginning of the impulse and directly 
adds 3 Acs 

06-10 Loyal You can repeat a Baraka die once per impulse. You must accept the second 
result. 

11-15 Indisputable Any unit he joins to adds 1 to its Drill profile 

16-20 Baraka The commander is fortunate and is recognized as such by his comrades and 
enemies. Always saves hits with 8 or less 

21-25 Know his enemy Adds 1 to Drill Ability for reactions 

26-30 Fearsome The enemy knows and fears him. All the enemy's attacks on him or his unit 
have -1 penalty for Fire or Aggressiveness. 

31-35 Hunter Roll 1d10/2 at the start of the game, while the officer is alive, the Unit he joins 
to will benefit from this increase in his Movement Capacity, in Rough or 
Difficult terrain.  

36-40 Indigenous Assistant The unit to which it is attached treats the terrain through which it moves as a 
lower degree (difficult terrain becomes rough and rough becomes open) 

41-45 Martyr Adds 1 to the morale profile of the unit. In case the unit flees as a result of 
combat (not by panicking) remove the miniature. He will have sacrificed, 
holding the position. The unit must not throw extra defense dice for the flight. 

46-50 Aggressive When activated, if you have an enemy at charging distance, you must charge 
the enemy. In case there are several enemies at charge distance, it will charge 
the nearest one. You will always add 1 to your Aggressiveness in combat. 

51-55 Survivor Adds 1 to the morale profile of the unit. In case the unit panics and does not 
flee, it will be removed as casualty. He will have hit the dusty ground while 
his men yell at him from a distance. If the unit flees, he will accompany the 
unit as usual.  

56-60 Novice In the Reaction Check-ups, 1 is subtracted from the Drill profile.  

61-65 Discussed The unit to which it is attached subtracts 1 from the Drill profile for Action 
Checks. 

66-70 Discredited The enemy knows him as a weak leader, so all the enemy's attacks on him or 
his unit have +1 to their Fire or Aggressiveness profile. 

71-75 Coward Gets -2 penalty to his aggressiveness profile. 

76-80 Lousy leader Doesn´t roll Baraka Die at the beginning of the impulse. Subtracts 3 ACs. 

81-85 Bloody This character would have been seen with different eyes in peacetime. Enjoys 
collecting body parts from his rivals (choose, there is an extensive catalog). 
Nothing more. 
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86-90 Myopic The character sees no three on a donkey and has a hard time distinguishing 

the enemy from a bush. He or the unit where he is located has a penalty of -
20% to location. 

91-95 Academy boy (or son 
of the chieftain) 

The character has had a great theoretical education. But has 0 experience. Each 
time he or his unit he is joined to activates, they must roll a Drill Check. In 
case they already have to do it, or in case of a reaction, they will get an 
additional -1 penalty to the Drill profile.  

96-100 Gaffe The character is known for his extraordinary bad luck by those around him. 
If he or the unit he is joined to has to roll a Baraka die, the Baraka result is 
treated as if he had rolled Fatality. As long as he is not the only miniature of 
the unit, he cannot be chosen as casualty. In case he becomes a casualty 
according to the SURVIVAL rule, another miniature of the unit will be chosen 
if possible.  

 

CHARACTERS AT FIRING AND CLOSE COMBAT 
 
Characters can shoot, be fired upon, and fight melee, just like any other unit.  
 
Being individual miniatures, it is more difficult for them to become casualties by 
the enemy fire as they can hide better. This is reflected with a better Defense 
profile. Unlike the rest of the units, they have a profile of Defense for Shooting 
and Melee Combat Differentiated. Thus, a miniature with Defense 6/4, will save 
fire impacts by rolling 6 or less and melee impacts by rolling 4 or less. 
 

 
 
In case of having a companion miniature, the characters will always be the last 
miniature to be removed as a casualty. 
 
CHARACTERS´ SURVIVAL 
 
When a character is attached to a unit, just like its Unit Leader he becomes, and 
the unit receives fewer hits, either by firing or in melee, than miniatures the unit 
has, a Baraka Die must be rolled. In case Fatality is rolled, the character is the 
impacted miniature. In case the unit receives as many hits, or more than members 
it has, one of the impacts is automatically assigned to the character.  
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If the character who is attached to the unit has also a companion, the companion 
will be the one who receives the impact. As long as the Character has companions 
alive, the Character cannot be chosen. 
 
CHARACTERS AND MORALE 
 
Characters with the Command Rule who are attached to a unit will replace with 
their Morale and Drill values the ones of the unit, whether greater or less than 
the unit's values, while they remain in the unit. This causes soldiers to have stand 
up with a lousy officer or follow a charismatic Rif leader. 
 
CHARACTERS JOINING AND DETACHING UNITS 
 
Characters and their companions can join units that are allowed to it. To do this, 
neither the character nor the unit must be affected by Panic or be on flight. In 
addition to the Unit Leader, there can only be one other character with the 
Command rule within the unit.  
 
To join a unit, the Character must, with a Move Action, reach the cohesion zone 
of the unit´s leader. From then on, the cohesion of the unit is measured from the 
character, who replaces the unit leader. While within the unit, he is considered 
the Unit Leader for the game purposes.  
 
If before joining, the character had more ACs or Distress Markers than the unit it 
has joined, from this point on, the unit will have the number of distress markers 
and ACs that the character previously had. 
 
For a character to be allowed to leave a unit, it cannot be affected by Panic or 
fleeing. With a Move action, it can move in any direction, getting out of cohesion 
with the former unit leader. The former leader regains his command position for 
all purposes. A character who leaves the unit will be assigned the same number 
of ACs and Distress Markers that the unit previously had.   
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18. SUPPORT WEAPONS 

 
We call Support Weapons, those weapons that for their proper functioning need 
a to be crewed. This category includes medium machine guns. 
 
FACE 
 
Support weapons, as mentioned in the Basics chapter, have an angle of vision of 
180° to draw their Line of Sight.  
 
Due to this limitation of angle of vision, they will only be able to shoot or react 
against enemies that are within it, so it will be very important to place and deploy 
them in good firing positions, in order to maximize their effectiveness. 
 
When performing a fire action without any enemy unit within your angle of 
vision, you must first face the weapon against the enemies. This shot after facing 
the weapon carries a penalty (moving penalty, see shooting chapter). 
 
A Support Weapon can also use a move action to face the weapon against a target 
and have it within their viewing angle and then fire the weapon. 
 
In the case of reactions, you will not be allowed to carry out the face and fire as 
they are two different actions.  
 
ENDURANCE 
 
A support weapon has an endurance equal to the number of servers it has. In this 
way, a medium machine gun, whose endurance profile has a value of three, will 
initially have three servers for its handling. 
 
As a Support weapon takes casualties, we'll remove miniatures just as we would 
with another unit. In case the miniature of the support weapon has integrated 
servers and weapon, and miniatures cannot be removed individually, we will 
use a marker to indicate casualties. 
 
BELOW HALF 
 
A support weapon, which has less than half of the servers indicated by its original 
Endurance, will have a modifier of -1 to all its profile values except location. 
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MEDIUM MACHINE GUNS 
 
Medium machine guns fire the same way as any unit with fire weapons. But the 
overwhelming firepower of a machine gun can set on the ground even the 
boldest and most reckless. A unit which gets hits from a medium machine gun, 
even if saved by the Defense rolls, will receive 1 distress marker per hit. 
 
INTERRUPTION 
 
If a machine gun rolls 2 unmodified 10s when firing, it will have been interrupted 
(it will have malfunctioned, it will have run out of ammunition...). To fire again 
with this weapon, you must expend a full activation to solve the interruption.  
. 
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19. TERRAIN 

 
The area corresponding to the Spanish protectorate, Yebala, Gomara and the Rif, 
was one of the poorest and most rugged territories in Morocco. A terrain 
composed mostly of steep mountains covered with thickets, stony plains and 
areas of poor crops that barely gave to feed the sparse population. A few groves 
dotted the ground.  In addition, it was plagued by countless Wadis (dry 
riverbeds) and canyons, which also complicated the movement along the few 
roads, or mainly mule paths. One of the main functions of the Spanish troops was 
to adjust and increase these for the passage of the columns of supplies. 
 
The different terrains will affect movement, cover, and line of sight. 
 
MOVEMENT 
 
At B&F we differentiate the types of terrain into three classes for movement 
purposes. A terrain can be composed of several types. For example, a hill might 
be Difficult Terrain on its slopes and Rough or Open on top. 
 
The Open Terrain is composed of gently sloping roads, plains, and gentle hills. 
 
Rough Terrain includes stony, scrubland or cultivated fields. The few areas of 
groves would fall into this category. Riverbeds, Wadis, and canyons are also 
considered rough terrain.  Walls, and fences also fall into this category if they 
want to be traversed. 
 
Difficult Terrain. Mountains and hills with steep slopes are difficult terrain. 
Barbed wire areas are also considered difficult terrain for units attempting to 
traverse them, unless otherwise indicated in their profile, such as for tracked 
vehicles. 
 
The movement profile of the units will indicate how far we can move through 
different terrains. Remember that if a unit is going to cross terrain of different 
category, it will always use the most difficult movement profile (see chapter 
Movement). 
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COVER 
 
Skillfully used terrain can enable our men to approach the enemy or fight it with 
less risk. Depending on the terrain we can have different types of cover. For cover 
purposes, the land is divided into linear terrains and area terrains... 
 
Linear Terrain. For the purposes of cover the walls, fences, and the banks of the 
riverbeds are linear terrains. A unit that is attached to a linear terrain and receives 
shots from a trajectory that crosses the terrain, will get Light or Heavy Cover. To 
benefit from this cover, the unit leader, a support weapon or a vehicle must have 
its base attached to this terrain. 
 
Area Terrain. They are the different terrains that can be delimited within an area, 
such as stony areas, thickets, or groves. Units that are within these terrains are 
considered to be in Light Cover if the unit leader is entirely within this terrain. 
Support weapons and vehicles must be fully within this terrain to benefit from 
cover. 
 

 
 
The Forest is an area terrain.  
 
The infantry is inside the terrain and therefore its movement is affected. It also has Light Cover.  
 
The cavalry unit is not inside the forest as its Unit Leader is not entirely in the terrain, even though some 
miniatures of the unit are within the terrain. 
 
The Support Weapon is not entirely inside the forest, so it is not considered in the terrain.  
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LINE OF SIGHT 
 
Whether our units have a clear line of sight to the enemy depends on the type of 
terrain that stands between them and their target. To be able to draw this line of 
sight, we define the terrains as low and high.  
 
High ground totally or partially disrupts the line of sight. This total or partial 
disruption depends on the type of terrain. 
 

- Wooded areas. Wooded areas make it impossible to clearly see the enemy 
inside or behind them. An enemy that is within a wooded area can only 
see and be seen through this terrain if it is 10 centimeters from the edge of 
the wooded area. A unit that is outside the wooded area cannot draw a 
line of sight to units that are on the other side of the wooded area. 
 

- Hills. The hills obstruct line of sight. Units that are more than 5 cm from 
the ridge, will not be able to see or be seen through this terrain. 

 
 

Amin´s Riffian squad can see the Legionary squad in the forest, as the line of sight traverses the forest by  
less than 10 cm 
Amin´s Riffian squad cannot see the cavalry unit nor the support weapon beyond the forest area.  
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Lowlands are those terrains that due to their low height do not obstruct sight 
lines. Crop fields, stony ground, thickets, fences and walls fall into this category. 
 
Canyons and streams are low ground for the purposes of viewing through them. 
However, the units inside them cannot see or be seen, unless either the observed 
unit or the observer are on the edge. 
 
FORTIFICATIONS 
 
We call Fortifications the areas of land built by the hand of man and that can 
benefit us for combat. Buildings, blockhouses (Blocaos), trenches, and shooter 
pits fall into this category. 

 
Movement 
 
To enter Buildings and Blockhouses we must reach them, either to occupy them 
or assault them to expel their occupants in hand-to-hand combat. To do this, we 
must reach a door or window of the building with our movement. 
 
Units occupying a fortification are considered to occupy all this terrain. If the 
fortifications are very large, we will divide them into adjacent or higher sectors 
in the case of buildings with more than one floor. It must be determined at the 
beginning of the game how many miniatures fit in each sector. To move from one 
to another sector of a fortification it is considered we cross rough terrain.  
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This Blocao is a fortification that is surrounded by barbed wire. These occupy an area of 10 cm 
wide around the blockhouse. A unit that wants to enter or assault the blockhouse must travel 
this distance with its ability to move through Difficult Terrain. 

 
 
Cover 
Units are considered to be in Heavy Cover if the unit leader is inside a 
blockhouse, trench, or shooter´s pit. It will be considered to be in Light Cover if 
inside a building. 
 
Line of sight 
Buildings and blockhouses obstruct line of sight. They are considered High 
Ground. A unit that is behind a building or blockhouse, will not be able to see or 
be seen, if the line of sight crosses this terrain. 
 
Units that are occupying a building or blockhouse will be able to draw line of 
sight outward through any opening of the building. On the contrary, you can 
also be seen through them. Trenches and pits do not obstruct the line of sight. 
They are considered Low Ground. 
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In the case of trenches, pits, and blockhouses, all the miniatures of the unit may 
fire. In the case of buildings, only half of the unit´s miniatures (rounding up) may 
fire.  
 
A unit that starts the game deployed inside a building will be able to fire with all 
its miniatures. They are supposed to have prepared firing positions to defend the 
building. For the purposes of firing rules, it will be considered a blockhouse for 
the rest of the game.  

 
 
 
An infantry unit only occupies one sector. It is not big enough to occupy both. If they wanted to 
move to the other sector, they should do a moving action. Being a blockhouse, all miniatures 
may fire. 
 
If it were a house instead of a blockhouse, and it wasn't occupied by this unit from the game 
start, only half of its miniatures could fire. 
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TERRAIN 

Terrain Type Guy Movement Coverage Vision 
Wires Area Difficult N/A Low Ground 
Grove/Orchards Area Rough Light High Ground 
Blockhouse Area * Heavy High Ground 
Canyons and Gorges Area Rough Light Low Ground** 
Road Linear Open N/A Low Ground 
Crop fields Area Rough N/A Low Ground 
Building Area * Heavy High ground 
Thickets Area Rough Light Low Ground 
Mountains and hills with steep 
slopes 

Area Difficult Light High Ground 

Hill with gentle slopes Area Open N/A High Ground 
Wall Linear Rough Heavy Low Ground 
Stony Ground Area Rough Light Low Ground 
Rivers (dry or not) Linear Rough Light Low Ground 
Fences Linear Rough Light Low Ground 
Trenches and Shooter Pits Area * Heavy Low Ground 

*In case of movement between sections, it is considered rough terrain. 
** Units within the terrain have special conditions for line-of-sight purposes, see above.  
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20. BASIC ARMY LISTS 
 

WARRIORS OF THE RIF 

 

SPECIAL RULES 

KABYLS  

The Rif´s resistance and the self-acclaimed Republic of the Rif were formed by 
more than 40 different Kabyls.  

The Kabyls of the Beni Urriaguel, Bocoya, Tensaman, Beni Tuzin, Tarfesit and 
Beni Ulichek made up the bulk of the Riffian Resistance, being the most loyal and 
tough warriors. These will be catalogued as trustful Kabyls. 

Other Kabyls will be catalogued just as Kabyls. A Kabyll unit not having fighters 
from trustful Kabyls within 60 cm at the start of an Impulse, must roll a Baraka 
Die. If Fatality is rolled up, then they automatically go to ground. They can only 
stay in place for the Impulse. They will fight back when assaulted in close combat. 
As long as they don´t have trustful Kabyll´s units within 60 cm, they will stay in 
place for all the remaining impulses.  
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Due to the Kabyls system, all members belonging to the same chain of command 
must have the same special rules. Support weapons were always served by 
Riffians of the Trustful Kabyls. 

Units must select their KabylL to be or not to be a Trustful KabylL and up to a 
maximum of two of the following special rules (all the same for the same KabylL 
chain of command), for the additional cost indicated per miniature: 

-Trustful Kabyll +2 points 
- Camouflage +1 point 
- Knowers of the Terrain +2 points 
- Experienced +1 point (only from 1922) 
- God Disposes +2 points 
- Fanatics +5 points 
- Impetuous +1 point 
- Mountaineers +1 point 
- Fast +1 point 
- Bloodthirsty +1 point 
- Stubborn +1 point 
 

MEDIUM MACHINE GUNS 

Medium machine guns (MMGs) were served by the best and most loyal men of 
the Harka. This is due to their small number, so they were never delivered to 
dubious Kabyls. They always have the Trustful Kabyl rule. 
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ORGANIZATION CHART 
 
Units marked in strong color are mandatory. 

- A Rif Mia (company) is divided into 1 to 3 Jamsin (sections) 
- A Jamsin is composed of 2 to 3 a Mukad-dan (platoons) 
- A Mukad-dan is divided into 2 or 3 squads 

 
A Mia Caid can only be chosen if there are 2 Jamsin in the army list. Due to their 
small numbers, there can be no more Machine Guns than Jamsins (Sections) in a 
list. In addition, a Mia Caid must be previously acquired in order to acquire the 
MMGs. 
 

 

Cai

Cai Cai

Mu
kad

Mu
kad

Mu
kad

Rife
ña 

Rife
ña 

Rife
ña 

Rife
ña 

Rife
ña 

Rife
ña 

Rife
ña 

Rife
ña 

Rife
ña 

Mu
kad

Mu
kad

Mu
kad

Rife
ña 

Rife
ña 

Rife
ña 

Rife
ña 

Rife
ña 

Rife
ña 

Rife
ña 

Rife
ña 

Rife
ña 

Cai

Mu
kad

Mu
kad

Mu
kad

Rife
ña 

Rife
ña 

Rife
ña 

Rife
ña 

Rife
ña 

Rife
ña 

Rife
ña 

Rife
ña 

Rife
ña 

MG MG



 

Baraka Games & Miniatures www.barakagm.com 

80  

MIA CAID 

A Mia Caid is the equivalent of a captain in a Western army. A "Mia" is the local 
equivalent of a company. 

Without having the training and studies that the Military Academies provided 
to European officers, they compensated for these shortcomings with an excellent 
knowledge of the terrain, a superlative control of their men of whom, most often, 
he was also their boss in peace. And above all this, a man with great "campaign" 
experience acquired almost from childhood, participating not only in hunting, 
but also in the customary intertribal conflicts, with their corollary of razzias and 
armed responses. Therefore, a Mia Caid is not only "a boss", but "the boss", a 
leader who is respected and also feared, but who is obeyed and followed. 

 
Mia Caid 19 points 
Character (Infantry) 
Movement Shot Aggressiveness Defense Drill Morale Localization 
15 10 5 7/5 7 6/4 6 5 75% 
Team Long gun, melee weapon 
Special Rules Expert Shooters 
COMMAND LEVEL III 
Options. - The Mia Caid can be accompanied by up to two companions at a cost of 

13 points each.  
- It can be equipped with a pistol for +1 point. 
- The Mia Caid and his companions can be veterans by +1 point per 
miniature. 
- The Mia Caid and its companions can be green by -1 point per 
miniature. 

Companions 
Movement Shot Aggressiveness Defense Drill Morale Localization 
15 10 5 6/4 7 6/4 5 4 75% 
Team Long gun, melee weapon 

 

JAMSIN CAID 

The Jamsin Caid is the head of a Jamsin, a unit of about 50 men, that would be 
equivalent to a section; therefore, the Jamsin Caid is similar to a lieutenant. What 
was said for the Mia Caid is also valid for the Jamsin, who usually was (in times 
of peace) the second of this, and most often, family (son, nephew, or uncle), since 
the family structure and blood ties were a much stronger bond for the North 
African tribes than any "military organization chart". 
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Jamsin Caid 18 points 
Character (Infantry) 
Movement Shot Aggressiveness Defense Drill Morale Localization 
15 10 5 6/4 7 6/4 6 5 75% 
Team Long gun, melee weapon 
Special Rules Expert Shooters 
COMMAND LEVEL II 
Options. - The Jamsin Caid can be accompanied by a companion for a cost of 13 

points. 
- Jamsin Caid and his companion can be veterans by +1 point per 
miniature. 
- Jamsin Caid and his companion can be green by -1 point per miniature. 

Companion 
Movement Shot Aggressiveness Defense Drill Morale Localization 
15 10 5 6/4 7 6/4 5 4 75% 
Team Long gun, melee weapon 

 

MUKADAN 

The Mukadan (also called Jamsa Caid or Ashrin) would be a sergeant in a 
Western army, the man in charge of a Mukad-dan. This unit would be equivalent 
to our platoon and would be composed of between 12 to 25 men. When the unit 
is composed of the minimum, some authors equate it with the Western corporals, 
which to some extent would be reasonable, given that there is no lower level 
among the Riffian troops. 
 

Mukadan 17 points 
Character (Infantry) 
Movement Shot Aggressiveness Defense Drill Morale Localization 
15 10 5 6/4 7 6/4 6 5 75% 
       
Team Long gun, melee weapon 
Special Rules Expert Shooters 
COMMAND LEVEL I 
Options. Can be equipped with up to two fragmentation grenades for +2 points each 

- Jamsa Caid or Ashrim can be veteran by +1 point 
- Jamsa Caid or Ashrim can be green by -1 point 
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RIFFIAN SQUADS 

The "squads" in the Rif army were not squads in European use. They were ad-
hoc subdivisions of a Mukad-dan, to better suit the practice of guerrilla warfare 
they carried out. They were commanded by a trained subordinate. For game 
purposes, these subdivisions are what we call Riffian squads. 
 

Riffian Squad 84 points 
Infantry 
Movement Shot Aggressiveness Defense Drill Morale Localization 
15 10 5 6/4 7 4 5 4 75% 
       
Composition A chief and 6 soldiers 

 
Team Long gun, melee weapon 

 
Special Rules Expert Shooters 

Options. - Up to 2 Riffians equipped with grenades can be added. Each is equipped 
with 2 fragmentation grenades for a cost of 16 points each 
- The squad can be veteran for a cost of +1 point each miniature 
- The squad can be green for a cost of +1 point each miniature 

 

MEDIUM MACHINE GUN 

In addition to the machines captured from the Spanish and French, the arms 
dealers sent a good number of machine guns with which to increase the 
firepower of the Riffian infantry. These smuggled weapons came mainly from 
the leftovers of the First World War. 

 
Medium Machine Gun 75 points 
Support Weapon 
Movement Shot Aggressiveness Defense Drill Morale Localization 
10 5 5 6 7 5 5 4 75% 

       
Composition One leader and 2 soldiers 

 
Team Medium machine gun 

 
Special Rules Expert Shooters 

Trustful Kabyll 
Options. - Can be veteran for a cost of +3 points 



 

Baraka Games & Miniatures www.barakagm.com 

83  
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THE SPANISH FOREIGN LEGION 

“LA LEGIÓN ESPAÑOLA” 
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SPECIAL RULES 

- Flag. A unit that is 30 centimeters from the flagbearer will have 1+ to its 
Moral profile 

- Bugle. The captain's command distance is increased by 30 centimeters. 
- Rifle Machine guns (term of the time for LMG). Only one squad per 

Platoon can carry Machine Gun Rifles. 
- Rifle Machine gun loader. If a squad has a rifle machine gun, one of the 

men in the squad who is neither the corporal nor a grenadier becomes a 
loader. This man will not be able to shoot, he must assist his companion 
with the machine gun. In case of being casualty, the machine gun will 
fire half of its usual dice. 
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ORGANIZATION CHART 
 
Units marked in strong color are mandatory. 
 

- A Company under the command of a Captain is divided into 1 to three 
Sections 

- A Section under the command of a Lieutenant is composed of 2 to 3 
Platoons 

- A Platoon commanded by a sergeant is composed of 2 or 3 squads 
 
A Captain can only be chosen if there are at least 2 Sections in the army list.  
 
The medium machine guns (MMGs) came from the Flag (legionary term for 
battalion) Machine Gun company. There can be no more MMGs than Sections in 
an army list. To acquire MMGs, a Captain must have been previously acquired. 
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CAPTAIN 
 
After leaving the Military Academy and spending several years as a Lieutenant, 
with the promotion to captain he received the command of a company. Legionary 
captains were officers with years of service and were supposed to be highly 
qualified for command. 
 
In addition to commanding, in the Legion he was required to give an example 
and act in the front line; without unnecessary shows of courage but without 
refusing to being in danger, being a legionary officer, above all, a legionary. This 
obviously caused a high rate of casualties in the officers of the Legion. 
 
A captain can be accompanied by a bugle and the flagbearer of the company. 
 

Captain 21 points 
Character (Infantry) 
Movement Shot Aggressiveness Defense Drill Morale Localization 
15 10 5 7/5 6 6/4 7 5 75% 
       
Team Handgun 

 
Special Rules Expert Shooters 

COMMAND LEVEL III 

Options. - The captain can be accompanied by a flagbearer and a bugle at a cost of 
16 points each. 
- The captain can be equipped with binocular by +1point 
- The captain can be veteran by +1 point 

Flagbearer and Bugle 
Movement Shot Aggressiveness Defense Drill Morale Localization 
15 10 5 6/4 6 6/4 6 4 75% 
Team Long gun, bayonet 
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LIEUTENANT 
 
For a young and ambitious lieutenant, fresh out from the Military Academy of 
Toledo, unlike going to a unit in the Peninsula, going to a unit like the Legion 
was to have the possibility of obtaining medals and promotions more quickly for 
war merits, if he survived. The odds of becoming casualty were very high, being 
always exposed and commanding in the front line.  
 

Lieutenant 20 points 
Character (Infantry) 
Movement Shot Aggressiveness Defense Drill Morale Localization 
15 10 5 6/4 6 6/4 7 5 75% 
       
Team Handgun 

 
Special Rules Expert Shooters 

COMMAND LEVEL II 

Options. - The lieutenant may be accompanied by a companion for a cost of 15 
points. It is equipped with a rifle 
- The lieutenant can be equipped with binocular by +1point 
- Lieutenant can be veteran by +1 point 

Ordinance 
Movement Shot Aggressiveness Defense Drill Morale Localization 
15 10 5 6/4 6 6/4 6 4 75% 
Team Long gun, bayonet 

 

SERGEANT 

The sergeants are the ones who transmit the orders of the officers, those 
responsible for directing guards and detachments, also for arresting their men 
when necessary. Veterans with years of service, they form the skeleton that holds 
together the muscle that are the Legionaries, with the brain that are their Chiefs 
and Officers. 
 
The first in combat, the last in retreat, because in The Legion you don´t only have 
to wear the gallons, but to deserve them, and give them life, because also the 
sergeants are confessors and confidants, moral help for the soldier in his lowest 
hours and incentive (even if abruptly) to continue with the work of which they 
are the first participants. 
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Sergeant 21 points 
Character (Infantry) 
Movement Shot Aggressiveness Defense Drill Morale Localization 
15 10 5 6/4 6 6/4 7 5 75% 
       
Team Long gun, bayonet 

 
Special Rules Expert Shooters 

Veteran 
COMMAND LEVEL I 

Options. Can be equipped with up to two fragmentation grenades for +2 points each 
 

LEGIONARY SQUADS 

"Nobles, commoners, slackers, cooks, poets, chemists, journalists, engineers, all 
have a place in The Legion." With this extensive and descriptive exhibition, The 
Legion opened its doors to all those volunteers who were only asked to be 
"healthy, strong and fit to take up arms". They were offered to "earn gallons, reach 
for stars" (by the distinctives of the different commands), but at the cost of being 
in permanent disposition, and "... he will always go where he hears fire, day, 
night, always, always, even if he has no order for it." 
 
These are then and now, the Legionary Knights. 
 

Legionary Infantry Squadron 105 points 
Infantry 
Movement Shot Aggressiveness Defense Drill Morale Localization 
15 10 5 6/4 6 4 6 4 75% 
       
Composition One corporal and 6 soldiers 

 
Team Long gun, bayonet 

 
Special Rules Expert Shooters 

Options. - Up to 2 grenadiers can be added to the squadron. Each is equipped with 
2 fragmentation grenades for a cost of 18 points each miniature 
- Rifle Machine gun. The squad can incorporate a man equipped with a 
machine gun for 29 points. Another man in the squadron who can be 
neither the corporal nor a grenadier becomes the loader.  
- The squad can be veteran for a cost of +1 point each miniature 
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MEDIUM MACHINE GUN 

The Legion was to be a new shock force; new at least for the stagnant tactics of a 
Spanish Army made up of conscripts with poor instruction. And the whole 
experience of the Great War was reviewed and considered with great attention. 
Thus, the Legionary Flags (battalions) were endowed with greater firepower. In 
addition to counting rifle companies with a large number of machine guns, 
machine gun companies provided even more firepower with their machines. 
The servants of machine guns were experts in their use, and they used them with 
lethal effectiveness. 
 

Medium Machine Gun 75 points 
Support Weapon 
Movement Shot Aggressiveness Defense Drill Morale Localization 
10 5 5 6 6 5 6 4 75% 

       
Composition One corporal and 2 soldiers 

 
Team Medium machine gun 

 
Special Rules Expert Shooters 

Options. - The squad can be veteran for a cost of +3 points 
- Experts in machine guns. The operators know the machine well. As 
long as at least two of them are alive, the machine gun to be interrupted 
must have at least three results out of 10 instead of the usual two. Cost 
+5 points per unit 
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