WARHAMMER

Darkest Africa

Amendments to 40K for Darkest Africa.
FORMATIONS

Troops move and fight in formations, and different formations have different effects on a units ability to move, fire and fight in close combat. Regular troops have been extensively drilled and trained and can assume a variety of precision formations. Irregulars are not professional soldiers at all; they can be hastily mustered civilians or outlaws, but in either case they are not trained to move in exact formations.

Regular troops may be in column, line, square or in open order. Any regular unit can change its formation in the movement phase at the cost of half of it's movement. Units may not change formation in the assault phase. The unit may make the change either at the beginning  or the end of its move. If it changes at the beginning of its move, then its movement rate is based on its new formation; if it changes at the end, then its movement rate is based on its original formation.

Irregulars must  be in a warband if there are ten or more of them in the unit, or skirmish formation if less than ten. A unit reduced to less than 10 models must adopt skirmish formation in its next movement phase. Note that irregulars have no control over what formation they use; small units spread out, while large units 'mob up'.

Artillery may be limbered or unlimbered. In both cases the gun crew are treated as being in open order.

The units in a formation must be arranged according to the following descriptions of the specific formations:

Line: 
One or two figures deep and as wide as desired. All bases touching.

Column: 
Two to four figures wide, and more figures deep than wide. All bases touching.

Square: 
Four lines forming a hollow box and facing outwards. All bases touching.

Open Order: 
All models must be within 1-2" of another model in the formation. Note that models must be at least 1" apart. 

Warband: 
A rough square, roughly as many figures wide as deep. Figures may be touching or up to ½" apart.

Skirmish: 
Figures may be ½" to 1" apart. No models may be touching.

FORMED UNITS

Units in line, column, or square are called formed units. This has a number of effects of the way that they work in the game.  The following rules apply to formed units:

1. Units in column add +3" to their move in the movement phase.

2. Units in square subtract 3" from their move in the movement phase and may not charge in the assault phase.

3. Formed units move following the rules for movement in Warhammer (i.e. they must travel ahead, changing direction by wheeling, etc).

4. Formed units must choose the lowest dice roll when moving through difficult terrain.

5. Formed units must use the shooting fire arcs from Warhammer (i.e. 45 degree).

6. Formed units block the LOS for friendly models in the same manner as enemy units.

7. The front two ranks of a formed unit may fire (i.e. the front rank doesn't block the LOS for models from the same unit).

8. Formed units may deliver a volley instead of shooting normally (see below).

9. Formed units that fail a morale check become shaken before they fall back (see below).

VOLLEY FIRE

Formed units are allowed to deliver a volley.  Volley fire is not all that accurate, but can halt an enemy attack by its morale effect.

You must declare if a unit will volley fire or shoot normally ('fire at will') before it shoots. Unless you say otherwise it is assumed a unit will fire normally. Volley fire is limited to a single shot and a maximum range of 12", regardless of the rate of fire of the weapon being used.

Halve the number of hits scored with volley fire, rounding fractions up, then roll to wound and save normally.

Units that take any casualties from volley fire must take a morale check, rather than only if they take 25% casualties. In addition the moral check is taken with a -1 modifier for every two casualties inflicted by the volley.

CHARGE REACTIONS

A unit charged by an enemy may make a charge reaction. You may not make charge reactions against units in open order or skirmish formation, as it is assumed that they will use cover and guile to 'be on you' before you can react.

A unit that can make a charge reaction may either: 

     Stand 

     Fire 

Stand: Follow the normal rules.

Fire: As fire, but the unit may shoot at the unit that declared the charge. The shooting attack is made using all the normal rules. Note that units with slow firing weapons (see below) must be loaded in order to choose this option. All other weapons shoot as if they were stationary. An attacking unit that suffers 25% casualties must pass a morale check before making its charge, and can only carry on with the charge if the moral check is passed.

First Cassualties

Then a unit take it´s first cassualties(not in close combat) it have to make a morale check. 

SHAKEN UNITS

Large units are steadier than smaller units and more likely to hold their ground. To represent this a unit with ten or more models that fails a morale check becomes shaken rather than falling back.

A shaken unit may not advance towards the enemy and may not charge. If it fails a second morale check before it rallies then it falls back. A shaken unit may decide to voluntarily fall back, in which case it falls back one move and then reverts to shaken status. A unit rallies from being shaken in the same manner as it regroups from falling back.

GOING TO GROUND

Units in open order or skirmish formation may 'go to ground' instead of moving normally. A unit that goes to ground can only move D6", but counts as being in cover with a 5+ saving throw.

SNIPING

Units in open order or skirmish formation may 'snipe' instead of shooting normally. A unit that snipes may not move at all, but may shoot at up to double its normal range. However, only half the models in the unit may shoot (rounding fractions up), it being assumed that the other half are aiming carefully, adjusting the sights on their rifles, and so on. A unit may go to ground and snipe in the same turn.

BASIC WEAPON TYPES

Name

Rng
Str
AP
Pts
Notes

Magazine, Carbine
18"
3
5
4
Rapid Fire

Big game rifle
24"
4
4
5
Single Shot

Breach-Loader
24"
3
5
3
Single Shot

Muzzle Loader
24"
3
5
2
Slow Fire

Flintlock

12"
3
6
1
Slow Fire, smoothbore

Shotgun

6"
3
-
2
Assault 2

Gatling Gun

36"
4
5
40
Machine Gun

Round shot

G48"
8
2

Heavy 1

Cannon-Grenade
G36"
5
5
50
Heavy 1Blast

Cannon-Cannister
Template
5
5

Heavy 1

Bayonet

CC
user
-
1
+1 initiative

Great Swoard
CC
user+2
-
2
Strike last

Shield

CC
-
-
1
+1 save

Bow

24"
3
-
1
Slow Fire, no sniping

Revolver

8"
3
5
2
Pistol

Single Shot: May fire once up to 12" if any models moved, or once up to maximum range if the unit was stationary.  (regular troops armed with magazine rifles during this period were not normally allowed to use the magazines until the enemy were very close. Instead they had to load single bullets directly into the chamber, effectively converting their magazine rifle into a single-shot weapon. This was done because it was feared that troops would waste all of their ammunition by firing away 'into the brown', and then have none left when the enemy charged. Whether they would have wasted their ammo or not is subject to conjecture, but it is rather nicely represented by the fact that magazine rifles only real advantage over a single shot rifle comes into effect at close range!)

Slow Firing: May fire once up to 12" if any models moved, or once up to maximum range if the unit was stationary. These weapons take some time to reload. To represent this, only every other model can shoot when the unit fires, it being assumed that the other models are reloading at the time. Alternatively, units that fire a volley may shoot with all models in the unit, if this is preferred, but forfeit their next shot while they reload.

Smoothbore: This weapon has no rifling, making it very inaccurate at anything other than point blank range.  To represent this any shots fired over 6" range will only hit on a roll of 6+, no matter what the BS of the firer.

Machine Gun: The machine guns of this period were very effective at mowing down troops in a the dense formations used, but prone to jamming. To represent his, the following shooting rules are used; Instead of rolling to hit, simply roll a D6 if the target unit is in range. The number rolled is the number of hits scored. If desired you can carry on firing with the machine gun, by rolling the D6 again, and adding the number rolled to the number of hits scored. However, if the second dice roll matches the first dice roll, no hits are scored and the gun jams. Assuming the gun doesn't jam, you may roll a third time, but this time the gun will jam if the new dice roll matches either of the previous dice rolls. Assuming that the gun doesn't jam you may roll again, and so on, until you jam the machine gun automatically on the seventh attempt!

Here's an example of how this works. Captain Smith opens up with his gatling gun on a advancing confederate column 24" away. He rolls a '2', scoring two hits on the enemy unit. This is clearly not good enough, so he keeps cranking away, and rolls a second D6. This time he scores a '4', inflicting another four hits making six in total. Still not satisfied he carries on shooting and rolls a third D6. However this time he rolls another '2', which jams the machine gun.

Roll a D6 to see what has happened to a jammed machine gun:

1-2 = Broken, can't be used for the rest of the battle

3-4 = Badly jammed, may not shoot next turn

5-6 = Minor jam, may shoot normally next turn.

IMPORTANT: Machine guns are much less effective against troops in an open formation. To represent this each roll of the dice will only score one hit on a unit in open order or skirmish formation, instead of the number rolled on the dice. However, the number on the dice is still used for jams.

For example: Captain Smith above would have score two hits if the confederate had been in skirmish formation before jamming the gatling gun.

Cannon: May fire 3 different kind off shots, round shot, grenade and cannisrer. Round shot is just like in the WHFB, Grenade is like a mortar in 40K3, but if the target is not in line of sight the grenade will scattre 2d6 insted of 1d6. Cannister is like a big shotgun, and use the flamer template and all models that are toutched is hit. Ther can´t be any friendly troops within 12" off the cannons front.

Pistol: May 'rapid fire'. In addition, may be used in close combat, in which case opponent's do not receive an armour save. Models armed with sword and pistol gain +1 attack for additional cc weapon, and opponent's receive no save.

Darkest Africa Codex

	European Expedition


In this period Europeans in Darcest Africa are mostly explorers or big game hunters, rather than the commanders of a conventional military expedition. Armed with the latest militatry or sporting guns, practiced shots, convinced in their absolute superiority over the "savages" - and with nowhere to run to if they don’t stand and fight – they are the most effective troops in the game.

	HeadquaRters


Expedition leader

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Expedition leader
	4
	4
	3
	3
	2
	4
	3
	9
	6+*
	40


Weapons: Revolver and close combat weapon and a Breach-Loader.

Options: May have one of the following weapon in addition to his Breach-Loader, Magazine-Carbine +4pts; Big game rifle +5pts;

SPECIAL RULES

Bodyguard: The Expedition Leader may be accompanied by a Elite Askari Bodyguard, see the separate entry below. The Leader and the Bodyguard count as a single HQ choice.

Independent Character: Unless accompanied by a Bodyguard, the Leader is an Independent Character and follows the independent character special rules in the Warhammer 40,000 rulebook.

Regular Troops: If accompanied by a Bodyguard, the Leader and his bodyguard count as regular troops and may use the formations of Warhammer Colonial.

Leadership: Any Regular troops unit that are within 12" of a Expedition leader may use his leadership.

Gun Bearer: The Expedition Leader may be accompanied by a Gun Bearer at an additional cost of +10pts. He does not shoot, but as long as he is within 1" of the Expedition leader, the later may make use of the extra gun which he is carrying to shoot twice per turn. He carries a Breach-Loader at +4pts or a Big game rifle at +5pts;

*White man: White Men are generally believed by the locals to be ghosts or wizards from the Land of the Dead. As such they have powerful magic, and cannot easily be killed (and perhaps more to the point, Africans are nervous about shooting at them). Furthermore their tough constitutions - plus the fact that they are in a position where they have to carry on or perish - mean that they will often continue to fight despite severe wounds. So if hit by shooting by native Afrikans - a White Man figure receives a saving throw. On a 4+ he carries on unaffected. However, once any White Man figure has been wounded the spell is broken, the survivors get nervous, and all White Men on both sides lose their saving throws for the rest of the game. 

0-2 White man

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	White Man
	4
	4
	3
	3
	2
	4
	2
	9
	6+*
	30


Weapons: Revolver and close combat weapon and a Breach-Loader.

Options: May have one of the following weapon in addition to his Breach-Loader, Magazine-Carbine +4pts; Big game rifle +5pts;

SPECIAL RULES

Bodyguard: The White Man may be accompanied by a Elite Askari Bodyguard, see the separate entry below. The White Man and the Bodyguard count as a single HQ choice.

Independent Character: Unless accompanied by a Bodyguard, the White Man is an Independent Character and follows the independent character special rules in the Warhammer 40,000 rulebook.

Regular Troops: If accompanied by a Bodyguard, the White Man and his bodyguard count as regular troops and may use the formations of Warhammer Colonial.

Gun Bearer: The White Man may be accompanied by a Gun Bearer at an additional cost of +10pts. He does not shoot, but as long as he is within 1" of his designated White Man, the later may make use of the extra gun which he is carrying to shoot twice per turn. He carries a Breach-Loader at +4pts or a Big game rifle at +5pts;

*White man: White Men are generally believed by the locals to be ghosts or wizards from the Land of the Dead. As such they have powerful magic, and cannot easily be killed (and perhaps more to the point, Africans are nervous about shooting at them). Furthermore their tough constitutions - plus the fact that they are in a position where they have to carry on or perish - mean that they will often continue to fight despite severe wounds. So if hit by shooting by native Afrikans - a White Man figure receives a saving throw. On a 4+ he carries on unaffected. However, once any White Man figure has been wounded the spell is broken, the survivors get nervous, and all White Men on both sides lose their saving throws for the rest of the game. 
Bodyguard

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Elite Askari
	3
	3
	3
	3
	1
	4
	1
	8
	6+
	6


Troop: The troop consists of  five  to ten Elite Askaris.

Weapons: Breach-Loader.

Options: May have one of the following weapon in addition to his Breach-Loader, Magazine-Carbine +4pts; 

SPECIAL RULES

Regular Troops: The Elite Askaris count as regular troops and may use the formations of Warhammer Colonial.

	Elites


Elite Askari

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Elite Askari
	3
	3
	3
	3
	1
	4
	1
	8
	6+
	6


Troop: The troop consists of  five to ten Elite Askaris.

Weapons: Breach-Loader.

Options: May have one of the following weapon in addition to his Breach-Loader, Magazine-Carbine +4pts; 

SPECIAL RULES

Regular Troops: The Elite Askaris count as regular troops and may use the formations of Warhammer Colonial.

	Troops


0-2 Askari

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Askari
	3
	3
	3
	3
	1
	3
	1
	7
	-
	4


Troop: The troop consists of  five to twenty Askaris.

Weapons: Flintlock

Options: May have one of the following weapon in addition to his Flintlock, Muzzle Loaders +2pts.

SPECIAL RULES

Regular Troops: The Askaris count as regular troops and may use the formations of Warhammer Colonial.

Native Musketeers

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Native Musketeers
	2
	2
	3
	3
	1
	3
	1
	6
	-
	3


Troop: The troop consists of  five to 30 Native Musketeers.

Weapons: Flintlock

Options: -

SPECIAL RULES

Irregular Troops: The Native Musketeers count as irregular troops and follow the special rules in Warhammer Colonial.

Native Archers

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Native Archers
	2
	3
	3
	3
	1
	3
	1
	6
	-
	3


Troop: The troop consists of  five to 30 Native Archers.

Weapons: Bow

Options: -

SPECIAL RULES

Irregular Troops: The Native Archers count as irregular troops and follow the special rules in Warhammer Colonial.

Native Spearmen

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Native Spearmen
	3
	2
	3
	3
	1
	3
	1
	6
	6+
	4


Troop: The troop consists of  five to 30 Native Spearmen.

Weapons: Spear or other close combat weapon and shield

Options: -

SPECIAL RULES

Irregular Troops: The Native Spearmens count as irregular troops and follow the special rules in Warhammer Colonial.

Baggage 20 pts.

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Porters
	2
	2
	3
	3
	1
	2
	1
	5
	-
	20


Troop: The troop consists of  three Porters.

Weapons: close combat weapons.

Options: -

Special Rule 
Baggage: Each turn one unit that is within 6" from the Baggage may re-roll all it´s "to hit" rolls, if all the Porters are slain the Baggage has been destroyed.

	Fast Attack


Nothing 

	Heavy  support


Nothing

	European Colonial Expedition


This list cannot be used before 1885. A Colonial Expedition may be British, French, Belgian, Portuguese orGerman.

	HeadquaRters


Senior Officer

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Senior Officer
	4
	4
	3
	3
	2
	4
	3
	9
	6+*
	45


Weapons: Revolver and close combat weapon and a Breach-Loader.

Options: May have one of the following weapon in addition to his Breach-Loader, Magazine-Carbine +4pts; Big game rifle +5pts;

SPECIAL RULES

Bodyguard: The Senior Officer may be accompanied by a Bodyguard, see the separate entry below. The Senior Officer and the Bodyguard count as a single HQ choice.

Independent Character: Unless accompanied by a Bodyguard, the Senior Officer is an Independent Character and follows the independent character special rules in the Warhammer 40,000 rulebook.

Regular Troops: If accompanied by a Bodyguard, the Senior Officer and his bodyguard count as regular troops and may use the formations of Warhammer Colonial.

Leadership: Any Regular troops unit that are within 12" of a Senior Officer may use his leadership.

Gun Bearer: The Senior Officer may be accompanied by a Gun Bearer at an additional cost of +10pts. He does not shoot, but as long as he is within 1" of the Senior Officer, the later may make use of the extra gun which he is carrying to shoot twice per turn. He carries a Breach-Loader at +4pts or a Big game rifle at +5pts;

*White man: White Men are generally believed by the locals to be ghosts or wizards from the Land of the Dead. As such they have powerful magic, and cannot easily be killed (and perhaps more to the point, Africans are nervous about shooting at them). Furthermore their tough constitutions - plus the fact that they are in a position where they have to carry on or perish - mean that they will often continue to fight despite severe wounds. So if hit by shooting by native Afrikans - a White Man figure receives a saving throw. On a 4+ he carries on unaffected. However, once any White Man figure has been wounded the spell is broken, the survivors get nervous, and all White Men on both sides lose their saving throws for the rest of the game.
0-2 officers

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Officers
	4
	4
	3
	3
	2
	4
	2
	9
	6+*
	30


Weapons: Revolver and close combat weapon and a Breach-Loader.

Options: May have one of the following weapon in addition to his Breach-Loader, Magazine-Carbine +4pts; Big game rifle +5pts;

SPECIAL RULES

Independent Character: Unless the Officer accompanied a troop, the Officer is an Independent Character and follows the independent character special rules in the Warhammer 40,000 rulebook.

Regular Troops: If the Officer accompanied a troop, the Officer and his troop count as regular troops and may use the formations of Warhammer Colonial.

Gun Bearer: The Officer may be accompanied by a Gun Bearer at an additional cost of +10pts. He does not shoot, but as long as he is within 1" of his designated Officer, the later may make use of the extra gun which he is carrying to shoot twice per turn. He carries a Breach-Loader at +4pts or a Big game rifle at +5pts;

*White man: White Men are generally believed by the locals to be ghosts or wizards from the Land of the Dead. As such they have powerful magic, and cannot easily be killed (and perhaps more to the point, Africans are nervous about shooting at them). Furthermore their tough constitutions - plus the fact that they are in a position where they have to carry on or perish - mean that they will often continue to fight despite severe wounds. So if hit by shooting by native Afrikans - a White Man figure receives a saving throw. On a 4+ he carries on unaffected. However, once any White Man figure has been wounded the spell is broken, the survivors get nervous, and all White Men on both sides lose their saving throws for the rest of the game.

Bodyguard

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Soldiers
	4
	4
	3
	3
	1
	4
	1
	8
	6+
	8

	Veteran Sergeant 
	4
	4
	3
	3
	1
	4
	2
	8
	6+
	+10


Troop: The troop consists of one Sergeant and four to nine Soldiers.

Weapons: Breach-Loader and bayonet.

Options: May have one of the following weapon in addition to his Breach-Loader, Magazine-Carbine +4pts; 

Characters: The Bodyguard is led by a Sergeant. One soldier may be upgraded to a Veteran Sergeant at an additional cost of +10pts. He my carrie a revolver and close combat weapon at free. 

Standard Bearer/Musician: One Soldier may be upgraded to a Standard Bearer at a cost of +10pts. Any unit with a model within 12" of the Standard Bearer may re-roll any failed Moral checks and also add +1 to the combat resolution score of any assault that the Command HQ join in. One Soldier may be upgraded to a Musician at a cost of +5pts. Any drawn combat resolution is won by the side that has most musicians in the assult.

The Standard Bearer may be given a Regimental standard at a cost of +20pts. Regimental Standard add another  +1 to the combat resolution score of any assault that takes place within 6" of a Regimental standard. If the model bearing the standard is slain in close combat the enemy model who slew him captures the standard and the +1 bonus from then on. A standard can change hands several times in a single battle.


Doctor: One Soldier may be upgraded to a doc. at a cost of +10pts. The doc. allows the unit to ignore the first wound it takes in every turn. May not ignore "Instant death". The doc. may not use his ability when he is in base contact with an enemy model.

SPECIAL RULES

Regular Troops: The Soldiers count as regular troops and may use the formations of Warhammer Colonial.

	Elites


Soldiers

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Soldiers
	4
	4
	3
	3
	1
	4
	1
	8
	6+
	8

	Veteran Sergeant 
	4
	4
	3
	3
	1
	4
	2
	8
	6+
	+10


Troop: The troop consists of one sergeant and four to nine Soldiers.

Weapons: Breach-Loader and bayonet.

Options: May have one of the following weapon in addition to his Breach-Loader, Magazine-Carbine +4pts; 

Characters: The Soldiers is led by a Sergeant. One soldier may be upgraded to a Veteran Sergeant at an additional cost of +10pts. He my carrie a revolver and close combat weapon at free. 

SPECIAL RULES

Regular Troops: The Soldiers count as regular troops and may use the formations of Warhammer Colonial.

	Troops


Askari

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Askari
	3
	3
	3
	3
	1
	3
	1
	7
	-
	6

	Veteran Sergeant 
	4
	4
	3
	3
	1
	4
	2
	8
	6+
	+10


Troop: The troop consists of one sergeant and four to nineteen Askaris.

Weapons: Muzzle Loaders

Options: -

Characters: The Soldiers is led by a Sergeant. One soldier may be upgraded to a Veteran Sergeant at an additional cost of +10pts. He my carrie a revolver and close combat weapon at free.

SPECIAL RULES

Regular Troops: The Askaris count as regular troops and may use the formations of Warhammer Colonial.

Baggage 30 pts.

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Porters
	2
	2
	3
	3
	1
	2
	1
	5
	-
	30


Troop: The troop consists of  five Porters.

Weapons: close combat weapons.

Options: -

Special Rule 
Baggage: Each turn one unit that is within 6" from the Baggage may re-roll all it´s "to hit" rolls, if all the Porters are slain the Baggage has been destroyed.

	Fast Attack


Native Scouts

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Native Scouts
	3
	3
	3
	3
	1
	3
	1
	7
	-
	8


Troop: The troop consists of  five to ten Scouts.

Weapons: Flintlock

Options: May replace their Flintlock with a bow for free.

SPECIAL RULES

Irregular Troops: The Musketeers count as irregular troops and follow the special rules in Warhammer Colonial.

Infiltrators: In the right circumstances they have the ability to work their way into a forward position on the battlefield. To represent this they may set up using the infiltrators rule but only if the mission allows for infiltrators to be used

Forester: May move as usual then moving throw forest

	Heavy  support


Rifled Artillery Battery 50 Points
	Shell
	Rng.
	Str
	AP
	Notes

	Round Shot
	G48"
	8
	2
	Heavy 1

	Cannon-Grenade
	G36"
	5
	5
	Heavy 1 Blast

	Cannon-Cannister
	Template
	5
	5
	Heavy 1

	Profil
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Crew
	3
	3
	3
	3
	1
	3
	1
	7
	-
	6

	Sergeant
	3
	3
	3
	3
	1
	3
	2
	8
	-
	+10


Battery: The battery consists of one Rifled cannons.

Crew: Each cannon must have tree to five crew members armed with Revolver and close combat weapon.

Characters: The battery may include one Artillery Sergeant at an additional cost of +10pts. He carries a revolver and close combat weapon. 

Special Rules

Regular Troops: The unit count as regular troops and may use the formations of Warhammer Colonial. If charged they must make a morale check to be allowed to fire, if  faild they will leave the cannon and flee.

Machine Gun Battery 40 points
	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Crew
	3
	3
	3
	3
	1
	3
	1
	7
	-
	6


Battery: The battery consists of one Machine Gun.

Crew: Each Machine Gun must have two to three crew members armed with Revolver and close combat weapon.

SPECIAL RULES

Regular Troops: The unit count as regular troops and may use the formations of Warhammer Colonial.

	Arab Expeditions


During the 19th century, Arab expeditions penetrated East Africa from two different directions. The Zanzibaris come from the east coast, while Egyptians and Sudanese moved down from the north. The Zanzibaris had a bad reputation as slave raiders, altough most of their victims were in fact captured for them by native allies. They also engaged in more legitimate trade, especially in ivory. The Egyptians were even more rapacious, as they were mainly interested in seizing recruits for the Egyptian army, and carried no goods for peaceful trading.

	HeadquaRters


Expedition leader

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Expedition leader
	4
	4
	3
	3
	2
	4
	3
	9
	6+
	40


Weapons: Revolver and close combat weapon and a Breach-Loader.

Options: May have one of the following weapon in addition to his Breach-Loader, Magazine-Carbine +4pts; Big game rifle +5pts;

SPECIAL RULES

Bodyguard: The Expedition Leader may be accompanied by a Bodyguard, see the separate entry below. The Leader and the Bodyguard count as a single HQ choice.

Independent Character: Unless accompanied by a Bodyguard, the Leader is an Independent Character and follows the independent character special rules in the Warhammer 40,000 rulebook.

Regular Troops: If accompanied by a Bodyguard, the Leader and his bodyguard count as regular troops and may use the formations of Warhammer Colonial.

Leadership: Any Regular troops unit that are within 12" of a Expedition leader may use his leadership.

0-2 Arabian Slaver

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Arabian Slaver
	4
	4
	3
	3
	2
	4
	2
	9
	6+
	30


Weapons: Revolver and close combat weapon and a Breach-Loader.

Options: May have one of the following weapon in addition to his Breach-Loader, Magazine-Carbine +4pts; Big game rifle +5pts;

SPECIAL RULES

Bodyguard: The Arabian Slaver may be accompanied by a Bodyguard, see the separate entry below. The Arabian Slaver and the Bodyguard count as a single HQ choice.

Independent Character: Unless accompanied by a Bodyguard, the Arabian Slaver is an Independent Character and follows the independent character special rules in the Warhammer 40,000 rulebook.

Regular Troops: If accompanied by a Bodyguard, the Arabian Slaver and his bodyguard count as regular troops and may use the formations of Warhammer Colonial.

Bodyguard

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Elite Baluchi
	4
	3
	3
	3
	1
	4
	2
	8
	5+
	9


Troop: The troop consists of  five  to ten Elite Baluchi

Weapons: Sword, shield and flintlock

Options: May have one of the following weapon in addition to his weapons, Great sword +2pts (S+2, may not use the shield); 

Standard Bearer/Musician: One Elite Baluchi may be upgraded to a Standard Bearer at a cost of +10pts. Any unit with a model within 12" of the Standard Bearer may re-roll any failed Moral checks and also add +1 to the combat resolution score of any assault that the HQ join in.

SPECIAL RULES

Regular Troops: The Elite Baluchi count as regular troops and may use the formations of Warhammer Colonial.

	Elites


	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Elite Baluchi
	4
	3
	3
	3
	1
	4
	2
	8
	5+
	9


Troop: The troop consists of  five  to ten Elite Baluchi

Weapons: Sword, shield and flintlock

Options: May have one of the following weapon in addition to his weapons, Great sword +2pts (S+2, may not use the shield); 

SPECIAL RULES

Regular Troops: The Elite Baluchi count as regular troops and may use the formations of Warhammer Colonial.

Elite Askari

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Elite Askari
	3
	3
	3
	3
	1
	4
	1
	8
	6+
	6


Troop: The troop consists of  five to ten Elite Askaris.

Weapons: Breach-Loader.

Options: May have one of the following weapon in addition to his Breach-Loader, Magazine-Carbine +6pts; 

SPECIAL RULES

Regular Troops: The Elite Askaris count as regular troops and may use the formations of Warhammer Colonial.

	Troops


0-2 Askari

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Askari
	3
	3
	3
	3
	1
	3
	1
	7
	-
	4


Troop: The troop consists of  five to twenty Askaris.

Weapons: Flintlock

Options: May have one of the following weapon in addition to his Flintlock, Muzzle Loaders +3pts.

SPECIAL RULES

Regular Troops: The Askaris count as regular troops and may use the formations of Warhammer Colonial.

Native Musketeers

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Native Musketeers
	2
	2
	3
	3
	1
	3
	1
	6
	-
	3


Troop: The troop consists of  five to 30 Native Musketeers.

Weapons: Flintlock

Options: -

SPECIAL RULES

Irregular Troops: The Native Musketeers count as irregular troops and follow the special rules in Warhammer Colonial.

Native Archers

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Native Archers
	2
	3
	3
	3
	1
	3
	1
	6
	-
	3


Troop: The troop consists of  five to 30 Native Archers.

Weapons: Bow

Options: -

SPECIAL RULES

Irregular Troops: The Native Archers count as irregular troops and follow the special rules in Warhammer Colonial.

Native Spearmen

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Native Spearmen
	3
	2
	3
	3
	1
	3
	1
	6
	6+
	4


Troop: The troop consists of  five to 30 Native Spearmen.

Weapons: Spear or other close combat weapon and shield

Options: -

SPECIAL RULES

Irregular Troops: The Native Spearmens count as irregular troops and follow the special rules in Warhammer Colonial.

Baggage 20 pts.

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Porters
	2
	2
	3
	3
	1
	2
	1
	5
	-
	20


Troop: The troop consists of  three Porters.

Weapons: close combat weapons.

Options: -

Special Rule 
Baggage: Each turn one unit that is within 6" from the Baggage may re-roll all it´s "to hit" rolls, if all the Porters are slain the Baggage has been destroyed. 

	Heavy  support


Smoothbore Artillery Battery 50 Points

	Shell
	Rng.
	Str
	AP
	Notes

	Round Shot
	G36"
	8
	2
	Heavy 1

	Cannon-Grenade
	G24"
	5
	5
	Heavy 1 Blast

	Cannon-Cannister
	Template
	5
	5
	Heavy 1

	Profil
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Crew
	3
	3
	3
	3
	1
	3
	1
	7
	-
	6


Battery: The battery consists of one smoothbore cannons.

Crew: Each cannon must have tree to five crew members armed with Revolver and close combat weapon.

Special Rule 

If charged they must make a morale check to be allowed to fire, if  faild they will leave the cannon and flee.

	Native Kingdom


This list covers those large, well organised Central and Eastern African states which were run along traditional lines, usually headed by an autocratic ruler whom Europeans described as a king. These states typically consisted of a centrally controlled core area surrounded by a ring of vassal territories, the strength of whose allegiance varied inversely with their distance from the capital. They could often call on relatively large numbers of fighting men. Native Kingdoms could include: Uganda, Unyoro, Rwanda and Burundi in the Great Lakes region; the Azande states of the Nile-Congo watershed; the Luba, Lunda and Kuba kingdoms of the southern Congo; the Hehe of Tanganyika; and the Bemba and Lozi of what is now Zambia.

SPECIAL RULES FOR Native Kingdom
Tribal "Mob": All warriors use the Orc Mob rule from the 40K rulebook (P.247). That means, if a warrior unit fails a moral test it will check size. Roll 2D6, if the score is equal or less the number of the remaining warriors they carry on, confident in the belief that there are enough of them left to fight and win. So a unit of at least 12 warriors will never run away!

	HeadquaRters


War Chieftan

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	War Chieftan
	5
	2
	4
	4
	3
	4
	4
	9
	6+
	45


Weapons: close combat weapon and shield

Options: May have one of the following weapon in addition to his close combat weapon and shield, Flintlock +2pts; Muzzle Loaders +4pts 

SPECIAL RULES

Bodyguard: The War Chieftan may be accompanied by a Warrior Bodyguard, see the separate entry below. The Chieftan and the Bodyguard count as a single HQ choice.

Independent Character: Unless accompanied by a Bodyguard, the War Chieftan is an Independent Character and follows the independent character special rules in the Warhammer 40,000 rulebook.

Leadership: Any unit that are within 12" of a War Chieftan may use his leadership.

Regular Troops: The Askaris count as regular troops and may use the formations of Warhammer Colonial.

Tribal "Mob": see above

0-1 Witchdocktor

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Witchdocktor
	4
	3
	3
	3
	2
	4
	3
	10
	-
	40


Weapons: close combat weapon 

Options: -

SPECIAL RULES

Curse: The Witchdocktor may put a curse on one unit per turn.The unit put under a curse must take an extra Moral check.Only units that have any visible figures within 18" of the Witchdocktor may be cursed. This only work against nativ Africans, not White mens, Arabs or Pygmies.
Independent Character: The Witchdocktor is an Independent Character and follows the independent character special rules in the Warhammer 40,000 rulebook.

Leadership: Any unit that are within 12" of a Witchdocktor may re-roll a faild Morale check. 

Bodyguard

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Warrior
	4
	3
	4
	3
	1
	3
	2
	8
	6+
	10


Troop: The troop consists of  five to ten warriors.

Weapons: close combat weapon and shield

Options: The unit may have one of the following weapon in addition to his close combat weapon and shield, Flintlock +2pts; 
Standard Bearer: One warrior may be upgraded to a Standard Bearer at a cost of +10pts. Any unit with a model within 12" of the Standard Bearer may re-roll any failed Moral checks and also add +1 to the combat resolution score of any assault that the bodyguard join in.
SPECIAL RULES

Regular Troops: The Askaris count as regular troops and may use the formations of Warhammer Colonial.

Tribal "Mob": see above
	Elites


Warriors

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Warrior
	4
	2
	4
	3
	1
	3
	2
	8
	6+
	8


Troop: The troop consists of  five to twenty warriors.

Weapons: close combat weapon and shield

Options: -

SPECIAL RULES

Irregular Troops: The unit count as irregular troops and follow the special rules in Warhammer Colonial.
Tribal "Mob": see above

Musketeers

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Musketeers
	2
	3
	3
	3
	1
	3
	1
	8
	-
	8


Troop: The troop consists of  five to ten Musketeers.

Weapons: Flintlock

Options: -

SPECIAL RULES

Regular Troops: The Musketeers count as regular troops and may use the formations of Warhammer Colonial.

	Troops


Spearmen

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Spearmen
	3
	2
	3
	3
	1
	3
	1
	6
	6+
	4


Troop: The troop consists of  five to 30 Spearmen.

Weapons: Spear or other close combat weapon and shield

Options: -

SPECIAL RULES

Irregular Troops: The unit count as irregular troops and follow the special rules in Warhammer Colonial.

Tribal "Mob": see above

Musketeers

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Musketeers
	2
	2
	3
	3
	1
	3
	1
	6
	-
	3


Troop: The troop consists of  five to 30 Musketeers.

Weapons: Flintlock

Options: -

SPECIAL RULES

Irregular Troops: The Musketeers count as irregular troops and follow the special rules in Warhammer Colonial.

Archers

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Archers
	2
	3
	3
	3
	1
	3
	1
	6
	-
	3


Troop: The troop consists of  five to 30 Archers.

Weapons: Bow

Options: -

SPECIAL RULES

Irregular Troops: The Archers count as irregular troops and follow the special rules in Warhammer Colonial.

Baggage 20 pts.

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Herds
	2
	2
	3
	3
	1
	2
	1
	6
	-
	20


Troop: The troop consists of  three Herds and some cattle.

Weapons: close combat weapons.

Options: -

Special Rule 
Baggage: Each turn one unit that is within 6" from the Baggage may re-roll all it´s "to hit" rolls, if all the Porters are slain the Baggage has been destroyed.

	Fast Attack


Nothing

	Heavy  support


Nothing

	Tribal Herdsmen


Some African societies in the drier savannah regions rejected farming, and lived mainly from the products of their cattle. They tended to be very warlike, conservative, and convinced of their own superiority over both farmers and hunters. The most famous ex-ample from East Africa are the Masai, but similar herdsmen dominated most of the southern Sudan. The Ngoni, who migrated into East Africa from the south early in the 19th century and brought with them the military system of the Zulus, may also be placed in this category. A popular pastime among the warriors of these tribes was stealing cattle, from the farmers or each other. They fought very effectivly against other traditio-nal Africans, but their rash courage, and their tendency to despise guns and skirmishing tactics, made them terrible vulnerable to modern firearms.

SPECIAL RULES FOR TRIBAL HERDSMEN

Tribal "Mob": All Tribal Herdsmen warriors use the Orc Mob rule from the 40K rulebook (P.247). That means, if a warrior unit fails a moral test it will check size. Roll 2D6, if the score is equal or less the number of the remaining warriors they carry on, confident in the belief that there are enough of them left to fight and win. So a unit of at least 12 warriors will never run away!

Ferocious Charge: Whenever an warrior unit rus-hes into hand-to-hand combat, you must make a "mob check". If you roll less than the total number of warriors in the unit, then everyone in the unit doubles his initiative for the first round of combat.

	HeadquaRters


Chieftan

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Chieftan
	5
	2
	4
	4
	3
	4
	4
	9
	6+
	45


Weapons: close combat weapon and shield

Options: -

SPECIAL RULES

Bodyguard: The Chieftan may be accompanied by a Warrior Bodyguard, see the separate entry below. The Chieftan and the Bodyguard count as a single HQ choice.

Independent Character: Unless accompanied by a Bodyguard, the Chieftan is an Independent Character and follows the independent character special rules in the Warhammer 40,000 rulebook.

Leadership: Any unit that are within 12" of a Chieftan may use his leadership.

Irregular Troops: The Chieftan and his bodyguard count as irregular troops and follow the special rules in Warhammer Colonial.

Tribal "Mob": see above

Ferocious Charge: see above

0-1 Witchdocktor

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Witchdocktor
	4
	3
	3
	3
	2
	4
	3
	10
	-
	40


Weapons: close combat weapon 

Options: -

SPECIAL RULES

Curse: The Witchdocktor may put a curse on one unit per turn.The unit put under a curse must take an extra Moral check.Only units that have any visible figures within 18" of the Witchdocktor may be cursed. This only work against nativ Africans, not White mens, Arabs or Pygmies.
Independent Character: The Witchdocktor is an Independent Character and follows the independent character special rules in the Warhammer 40,000 rulebook.

Leadership: Any unit that are within 12" of a Witchdocktor may re-roll a faild Morale check. 

Bodyguard

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Warrior
	4
	2
	4
	3
	1
	3
	2
	8
	6+
	8


Troop: The troop consists of  five to ten warriors.

Weapons: close combat weapon and shield

Options: -

SPECIAL RULES

Irregular Troops: The unit count as irregular troops and follow the special rules in Warhammer Colonial.
Tribal "Mob": see above

Ferocious Charge: see above

	Elites


Warriors

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Warrior
	4
	2
	4
	3
	1
	3
	2
	7
	6+
	8


Troop: The troop consists of  five to twenty warriors.

Weapons: close combat weapon and shield

Options: -

SPECIAL RULES

Irregular Troops: The unit count as irregular troops and follow the special rules in Warhammer Colonial.
Tribal "Mob": see above

Ferocious Charge: see above

Archers

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Archers
	2
	3
	3
	3
	1
	3
	1
	6
	-
	3


Troop: The troop consists of  five to ten Archers.

Weapons: Bow and close combat weapon 

Options: -

SPECIAL RULES

Irregular Troops: The unit count as irregular troops and follow the special rules in Warhammer Colonial.
	Troops


Spearmen

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Spearmen
	3
	2
	3
	3
	1
	3
	1
	6
	6+
	4


Troop: The troop consists of  five to 30 Spearmen.

Weapons: Spear or other close combat weapon and shield

Options: -

SPECIAL RULES

Irregular Troops: The unit count as irregular troops and follow the special rules in Warhammer Colonial.

Tribal "Mob": see above

Ferocious Charge: see above

Baggage 20 pts.

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Herds
	2
	2
	3
	3
	1
	2
	1
	6
	-
	20


Troop: The troop consists of  three Herds and some cattle.

Weapons: close combat weapons.

Options: -

Special Rule 
Baggage: Each turn one unit that is within 6" from the Baggage may re-roll all it´s "to hit" rolls, if all the Porters are slain the Baggage has been destroyed.

	Fast Attack


Agile Spearmen

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Agile Spearmen
	3
	2
	3
	3
	1
	4
	2
	7
	6+
	6


Troop: The troop consists of  five to 20 Agile Spearmen.

Weapons: Spear or other close combat weapon and shield

Options: -

SPECIAL RULES

Fleet of Foot: Agile Spearmen may move an additional 4" in the Shooting Phase. This movment is mot affected by difficult terrain or any other move-ment restrictions.

Irregular Troops: The unit count as irregular troops and follow the special rules in Warhammer Colonial.

Ferocious Charge: see above

	Heavy  support


Nothing

	Jungle Cannibals


This list covers the warlike tribes of the Congo rainforest, such as the Mangbetu confederation; the Kusu and Tetela; the mysterious "Bangala" of the middle Congo; and the dreaded "men with filed teeth" of Ukongora Meno. Most of these traded on a reputation for cannibalism in order to terrify their foes. They were sometimes known as "Niam Niam" - a reference to the cannibal warcry, which meant "Meat! Meat!" Many such tribes lived a long way from trade routes, and had difficulty obtaining guns.

SPECIAL RULES FOR Jungle Cannibals
Tribal "Mob": All Jungle Cannibals warriors use the Orc Mob rule from the 40K rulebook (P.247). That means, if a warrior unit fails a moral test it will check size. Roll 2D6, if the score is equal or less the number of the remaining warriors they carry on, confident in the belief that there are enough of them left to fight and win. So a unit of at least 12 warriors will never run away!

Forester: All Jungle Cannibals may move as usual then moving throw forest

	HeadquaRters


Chieftan

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Chieftan
	5
	3
	4
	4
	3
	4
	4
	9
	6+
	50


Weapons: close combat weapon and shield

Options: May have a Bow +3pts. in addition to his close combat weapon and shield. Use poisond arrows S4 to the bow.

SPECIAL RULES

Bodyguard: The Chieftan may be accompanied by a Warrior Bodyguard, see the separate entry below. The Chieftan and the Bodyguard count as a single HQ choice.

Independent Character: Unless accompanied by a Bodyguard, the Chieftan is an Independent Character and follows the independent character special rules in the Warhammer 40,000 rulebook.

Leadership: Any unit that are within 12" of a Chieftan may use his leadership.

Irregular Troops: The Chieftan and his bodyguard count as irregular troops and follow the special rules in Warhammer Colonial.

Tribal "Mob": see above

Forester: see above

0-1 Witchdocktor

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Witchdocktor
	4
	3
	3
	3
	2
	4
	3
	10
	-
	40


Weapons: close combat weapon 

Options: May have a Bow +3pts. in addition to his close combat weapon. Use poisond arrows S4 to the bow.

SPECIAL RULES

Curse: The Witchdocktor may put a curse on one unit per turn.The unit put under a curse must take an extra Moral check.Only units that have any visible figures within 18" of the Witchdocktor may be cursed. This only work against nativ Africans, not White mens, Arabs or Pygmies.
Independent Character: The Witchdocktor is an Independent Character and follows the independent character special rules in the Warhammer 40,000 rulebook.

Leadership: Any unit that are within 12" of a Witchdocktor may re-roll a faild Morale check. 

Forester: see above

Bodyguard

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Warrior
	4
	3
	4
	3
	1
	3
	2
	8
	6+
	9


Troop: The troop consists of  five to ten warriors.

Weapons: close combat weapon and shield

Options: May have a Bow +3pts. in addition to his close combat weapon. Use poisond arrows S4 to the bow.
SPECIAL RULES

Irregular Troops: The unit count as irregular troops and follow the special rules in Warhammer Colonial.
Tribal "Mob": see above

Forester: see above
	Elites


 Warriors

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Warrior
	4
	2
	4
	3
	1
	3
	2
	7
	6+
	8


Troop: The troop consists of  five to twenty warriors.

Weapons: close combat weapon and shield

Options: -

SPECIAL RULES

Irregular Troops: The unit count as irregular troops and follow the special rules in Warhammer Colonial.
Tribal "Mob": see above

Forester: see above

0-1 Pygmie Archers

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Pygmie Archers
	2
	4
	3
	3
	1
	4
	1
	8
	-
	10


Troop: The troop consists of  five to ten Pygmie Archers.

Weapons: Bow, poisiond arrows S4 and close combat weapon 

Options: -

SPECIAL RULES

Infiltrators: In the right circumstances they have the ability to work their way into a forward position on the battlefield. To represent this they may set up using the infiltrators rule but only if the mission allows for infiltrators to be used.
Irregular Troops: The unit count as irregular troops and follow the special rules in Warhammer Colonial.

Forester: see above
	Troops


Spearmen

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Spearmen
	3
	2
	3
	3
	1
	3
	1
	6
	6+
	4


Troop: The troop consists of  five to 30 Spearmen.

Weapons: Spear or other close combat weapon and shield

Options: -

SPECIAL RULES

Irregular Troops: The unit count as irregular troops and follow the special rules in Warhammer Colonial.

Tribal "Mob": see above

Forester: see above

Archers

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Archers
	2
	3
	3
	3
	1
	3
	1
	6
	-
	3


Troop: The troop consists of  five to twenty Archers.

Weapons: Bow and close combat weapon 

Options: The unit may have poisined arrows S4 at an additional cost of +2pts/model. 

SPECIAL RULES

Irregular Troops: The unit count as irregular troops and follow the special rules in Warhammer Colonial.

Forester: see above
Baggage 20 pts.

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Herds
	2
	2
	3
	3
	1
	2
	1
	6
	-
	20


Troop: The troop consists of  three Herds and some cattle.

Weapons: close combat weapons.

Options: -

Special Rule 
Baggage: Each turn one unit that is within 6" from the Baggage may re-roll all it´s "to hit" rolls, if all the Porters are slain the Baggage has been destroyed.

Forester: see above

	Fast Attack


Agile Archers

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Agile Archer
	2
	3
	3
	3
	1
	4
	1
	7
	6+
	5


Troop: The troop consists of  five to 10 Agile Archer.

Weapons: Bow and close combat weapon.

Options: The unit may have poisined arrows S4 at an additional cost of +2pts/model.

SPECIAL RULES

Fleet of Foot: Agile Archer may move an additional 4" in the Shooting Phase. This movment is mot affected by difficult terrain or any other move-ment restrictions.

Irregular Troops: The unit count as irregular troops and follow the special rules in Warhammer Colonial.

Forester: see above

	Heavy  support


Nothing

	Native warlord


This list is based primarily on the forces of the Nyamwezi chiefs Manua Sera and Mirambo, and their

contemporaries or imitators like Nyungu ya Mawe, Mkasiwa and Msiri. Such men derived their wealth from activities like ivory- and slave-trading, and raised armies of "Ruga-Ruga" gunmen whose loyalty was to them, rather than to a particular tribe. The nominally Portuguese "Prazeiros" of the Zambezi valley and their "chikunda" slave-soldiers also come into this category, as does the little kingdom of Wanga on the north-eastern shore of Lake Victoria, which came to rely heavily on Arab traders and the firearms which they supplied. Gun-armed tribes like the Yao, Makua and Manyema, who took to slave-raiding with the aid of Arab-supplied weapons, and the elephant-hunting Ovimbundu and Chokwe of Angola, may also be included here.

SPECIAL RULES FOR NATIVE WARLORD

Tribal "Mob": All warriors use the Orc Mob rule from the 40K rulebook (P.247). That means, if a warrior unit fails a moral test it will check size. Roll 2D6, if the score is equal or less the number of the remaining warriors they carry on, confident in the belief that there are enough of them left to fight and win. So a unit of at least 12 warriors will never run away!

	HeadquaRters


WARLORD
	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Warlord
	5
	4
	4
	4
	3
	4
	4
	9
	-
	45


Weapons: Flintlock and close combat weapon 

Options: May have one of the following weapon in addition to his close combat weapon and Flintlock , Shield +1pts; Revolver +2pts; Shotgun +3pts; Muzzle Loaders +4pts.

SPECIAL RULES

Bodyguard: The Chieftan may be accompanied by a Ruga-Ruga Bodyguard, see the separate entry below. The Chieftan and the Bodyguard count as a single HQ choice.

Independent Character: Unless accompanied by a Bodyguard, the Chieftan is an Independent Character and follows the independent character special rules in the Warhammer 40,000 rulebook.

Leadership: Any unit that are within 12" of a Chieftan may use his leadership.

Irregular Troops: The Chieftan and his bodyguard count as irregular troops and follow the special rules in Warhammer Colonial.

Tribal "Mob": see above

0-1 Witchdocktor

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Witchdocktor
	4
	3
	3
	3
	2
	4
	2
	10
	-
	40


Weapons: close combat weapon 

Options: -

SPECIAL RULES

Curse: The Witchdocktor may put a curse on one unit per turn.The unit put under a curse must take an extra Moral check.Only units that have any visible figures within 18" of the Witchdocktor may be cursed. This only work against nativ Africans, not White mens, Arabs or Pygmies.
Independent Character: The Witchdocktor is an Independent Character and follows the independent character special rules in the Warhammer 40,000 rulebook.

Leadership: Any unit that are within 12" of a Witchdocktor may re-roll a faild Morale check. 

Bodyguard

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Ruga-Ruga
	4
	3
	4
	3
	1
	3
	2
	7
	-
	10


Troop: The troop consists of  five to ten Ruga-Rugas.

Weapons: Flintlock and close combat weapon 

Options: May have one of the following weapon in addition to his close combat weapon and Flintlock , Shield +1pts; Shotgun +3pts; Muzzle Loaders +6pts. 

Standard Bearer: One warrior may be upgraded to a Standard Bearer at a cost of +10pts. Any unit with a model within 12" of the Standard Bearer may re-roll any failed Moral checks and also add +1 to the combat resolution score of any assault that the bodyguard join in.
SPECIAL RULES

Irregular Troops: The unit count as irregular troops and follow the special rules in Warhammer Colonial.
Tribal "Mob": see above

	Elites


Ruga-Ruga

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Ruga-Ruga
	4
	3
	4
	3
	1
	3
	2
	7
	-
	10


Troop: The troop consists of  five to twenty Ruga-Rugas.

Weapons: Flintlock and close combat weapon 

Options: May have one of the following weapon in addition to his close combat weapon and Flintlock , Shield +1pts; Shotgun +3pts; Muzzle Loaders +6pts. 

SPECIAL RULES

Irregular Troops: The unit count as irregular troops and follow the special rules in Warhammer Colonial.
Tribal "Mob": see above

	Troops


Ruga-Ruga

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Ruga-Ruga
	2
	3
	3
	3
	1
	3
	1
	6
	-
	6


Troop: The troop consists of  five to twenty Ruga-Rugas.

Weapons: Flintlock and close combat weapon 

Options: -

SPECIAL RULES

Irregular Troops: The unit count as irregular troops and follow the special rules in Warhammer Colonial.
Tribal "Mob": see above

Spearmen

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Spearmen
	3
	2
	3
	3
	1
	3
	1
	6
	6+
	4


Troop: The troop consists of  five to 30 Spearmen.

Weapons: Spear or other close combat weapon and shield

Options: -

SPECIAL RULES

Irregular Troops: The unit count as irregular troops and follow the special rules in Warhammer Colonial.

Tribal "Mob": see above

Baggage 25 pts.

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Porter/Guards
	3
	3
	3
	3
	1
	3
	1
	6
	-
	25


Troop: The troop consists of  three Porters/Guards and some slaves.

Weapons: close combat weapons.

Options: -

Special Rule 
Baggage: Each turn one unit that is within 6" from the Baggage may re-roll all it´s "to hit" rolls, if all the Porter/Guards are slain the Baggage has been destroyed.

	Pygmies


It appears from some accounts that there were formerly quite large Pygmy tribes in the jungles of the Congo - where nowadays only small hunting bands survive - and that they were greatly feared by their bigger neighbours. According to tradition the Pygmies had a very large chip on their shoulders because of their size, and were liable to attack anyone who made jokes about it. (One group was known as the "Where Did You See Me?" people, because this was their habitual greeting to anyone they met on the road. The correct answer, of course, was "I first saw you looming up beyond those trees in the distance", and not "Who said that? Oh, sorry, I didn't notice you down there".) 

This list is based mainly on the aggressive Pygmy bands reported by Stanley and Hinde from the area west of the Lomami River, where they sometimes ambushed caravans, but it can be assumed to be suitable for any such group from the Congo region northwards and westwards to the Ubangi and Likouala rivers. The relative proportions of Archers and Spearmen depended on the locally preferred method of hunting wild animals, and probably varied a great deal from one tribe to another, as they still do today. Many groups, in fact, were exclusively Archers.

SPECIAL RULES FOR Pygmies
Forester: All Pygmies may move as usual then moving throw forest

Infiltrators: All Pygmies have in the right circumstances the ability to work their way into a forward position on the battlefield. To represent this they may set up using the infiltrators rule but only if the mission allows for infiltrators to be used.
	HeadquaRters


Chieftan

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Chieftan
	4
	6
	3
	4
	3
	5
	4
	10
	-
	50


Weapons: Bow, poisiond arrows S4 and close combat weapon 

SPECIAL RULES

Bodyguard: The Chieftan may be accompanied by a Bodyguard, see the separate entry below. The Chieftan and the Bodyguard count as a single HQ choice.

Independent Character: Unless accompanied by a Bodyguard, the Chieftan is an Independent Character and follows the independent character special rules in the Warhammer 40,000 rulebook.

Leadership: Any unit that are within 12" of a Chieftan may use his leadership.

Irregular Troops: The Chieftan and his bodyguard count as irregular troops and follow the special rules in Warhammer Colonial.

Infiltrators: see above

Forester: see above

Bodyguard

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Pygmies Archers
	3
	5
	3
	4
	1
	4
	1
	9
	-
	14


Troop: The troop consists of  five to ten Pygmies Archers.

Weapons: Bow, poisiond arrows S4 and close combat weapon

SPECIAL RULES

Irregular Troops: The unit count as irregular troops and follow the special rules in Warhammer Colonial.

Infiltrators: see above
Forester: see above

	Elites


Pygmie Archers

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Pygmie Archers
	3
	5
	3
	4
	1
	4
	1
	9
	-
	14


Troop: The troop consists of  five to ten Pygmie Archers.

Weapons: Bow, poisiond arrows S4 and close combat weapon 

Options: -

SPECIAL RULES

Irregular Troops: The unit count as irregular troops and follow the special rules in Warhammer Colonial.

Infiltrators: see above

Forester: see above
	Troops


Pygmie Spearmen

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Pygmie Spearmen
	3
	3
	3
	3
	1
	4
	1
	8
	6+
	10


Troop: The troop consists of  five to 30 Pygmie Spearmen.

Weapons: Spear, poisined tipps S4 and shield

Options: -

SPECIAL RULES

Irregular Troops: The unit count as irregular troops and follow the special rules in Warhammer Colonial.

Infiltrators: see above

Forester: see above

Pygmie Archers

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Pygmie Archers
	2
	4
	3
	3
	1
	4
	1
	8
	-
	10


Troop: The troop consists of  five to 30 Pygmie Archers.

Weapons: Bow, poisiond arrows S4 and close combat weapon 

Options: - 

SPECIAL RULES

Irregular Troops: The unit count as irregular troops and follow the special rules in Warhammer Colonial.

Infiltrators: see above

Forester: see above
Baggage 20 pts.

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Herds
	2
	2
	3
	3
	1
	2
	1
	7
	-
	20


Troop: The troop consists of  three Herds and some cattle.

Weapons: close combat weapons.

Special Rule 
Baggage: Each turn one unit that is within 6" from the Baggage may re-roll all it´s "to hit" rolls, if all the Porters are slain the Baggage has been destroyed.

Forester: see above

	Fast Attack


Agile Pygmie Archers

	Profile
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv
	Pts

	Agile Pygmie Archer
	2
	4
	3
	3
	1
	5
	1
	8
	-
	12


Troop: The troop consists of  five to 10 Agile Pygmie Archer.

Weapons: Bow, poisiond arrows S4 and close combat weapon

Options: The unit may have poisined arrows S4 at an additional cost of +2pts/model.

SPECIAL RULES

Fleet of Foot: Agile Pygmie Archer may move an additional 4" in the Shooting Phase. This movment is mot affected by difficult terrain or any other move-ment restrictions.

Irregular Troops: The unit count as irregular troops and follow the special rules in Warhammer Colonial.

Infiltrators: see above

Forester: see above

