Ancient & Medieval Wargames Armies

Classical Wargames Armies

PERIOD: EARLY ITALY
Etruscan League


(650 BC-280 BC)

Early Roman



(580 BC-400 BC)

Camillan Roman


(400 BC-270 BC)

Republican Roman 


(270 BC-105 BC)
AMW Army list

Samnite / Ubrian


(650 BC-280 BC)

Southern Italian


(420 BC-203 BC)

Gallic




(300 BC-50 BC)
AMW Army list

ETRUSCAN LEAGUE ARMY

(650 BC-280 BC)

Unit type







Number per army

Chariots
 
(Heavy Chariots, Elite)





0-1
Cavalry


(Heavy Cavalry, medium armour, Average)


1-2
Hoplites

(Heavy Infantry, medium armour, Average)


1-2

2nd and 3rd Class
(Heavy Infantry, light armour, Levy)



2-4

Skirmishers

(Light Infantry (javelins), light armour, Levy)


1-3

Archers


(Light Infantry (bows), light armour, Levy)


0-1

SPECIAL RULES

1. Phalanx. See Early Hoplite Greek army list.

2. Right-hand drift (optional rule). See Early Hoplite Greek army list.

EARLY ROMAN ARMY

(580 BC-400 BC)

Unit type







Number per army

Equites


(Heavy Cavalry, medium armour, Average)


0-1
2nd and 3rd Class
(Heavy Infantry, medium armour, Average)


3-6

1st Class

(Heavy Infantry, heavy armour, Elite)



1-2

Skirmishers

(Light Infantry (javelins), light armour, Average)

1-2

SPECIAL RULES

3. Phalanx. See Early Hoplite Greek army list.

4. Right-hand drift (optional rule). See Early Hoplite Greek army list.

SAMNITE / UBRIAN ARMY

(650 BC-280 BC)

Unit type







Number per army

Cavalry

(Heavy Cavalry, light armour, Elite)




0-1
Warriors
(Auxiliary Infantry (javelins), medium armour, Average)

3-8
Skirmishers
(Light Infantry (javelins), light armour, Levy)



0-2

Gallic Allies 
(Warband, light armour, Average)




0-2

  

SPECIAL RULES

1. Auxiliary Infantry may shoot after moving.

2. Extra Terrain.  Samnite armies may place two additional woods anywhere on the battlefield.  These woods may be on flat ground or may incorporate hills.

3. Equal numbers of Skirmishers and Warband must be taken.

SOUTHERN ITALIAN ARMY

(420 BC-203 BC)
Unit type







Number per army

Cavalry 

(Heavy Cavalry, medium armour, Average)


1-2
  

Infantry 

(Auxiliary Infantry, light armour, Average)


3-7
  

Javelinmen 

(Light Infantry (javelin), light armour, Levy)


0-3

  

SPECIAL RULES

1. Campanian armies.  Replace up to half the Infantry units with the following:

Hoplites 

(Heavy Infantry, medium armour, Levy)

These hoplites are subject to the Phalanx and Right-hand Drift rules (see Early Hoplite Greek list for details).

2. Lucanian armies. Any or all Infantry may have medium armour.

3. Apulian armies. 1-3 units of Cavalry may be taken.

4. Bruttian armies.  Add the following:

Levies 

(Auxiliary Infantry, light armour, Levy)



0-2

EARLY CARTHAGINIAN ARMY

(500 BC-270 BC)
Unit type







Number per army

Chariots 

(Heavy Chariots, Average)




0-1


Sacred Band 

(Heavy Infantry, medium armour, Elite)


0-1


Libyan spearmen 
(Heavy Infantry, medium armour, Levy)


2-4
  

Javelinmen 

(Light Infantry (javelin), light armour, Levy)


1-2
Spanish infantry 
(Warband, light armour, Average)



1-4
  

Cavalry 

(Heavy Cavalry, medium armour, Average)


0-1

  

SPECIAL RULES

1. Later armies (350-270 BC).  Add the following units:
Greeks 

(Heavy Infantry, medium armour, Average)


0-1


Numidians 
(Light Cavalry (javelin), light armour, Average) 


0-1

5. Phalanx. See Early Hoplite Greek army list.

6. Right-hand drift (optional rule). See Early Hoplite Greek army list.

DACIAN ARMY

(60 BC – 106 AD)
Unit type







Number per army

Cavalry 

(Light Cavalry (javelin), light armour, Average)


0-1

Warriors 

(Warband, light armour, Average)



4-6

Archers 

(Light  Infantry or Heavy Archers, light armour, Levy)

1-3

Skirmishers 

(Light Infantry (javelin), light armour, Levy)


0-2

SPECIAL RULES

2. The Falx.  Any enemy with heavy or extra-heavy armour deduct 1 from each saving roll for hits inflicted by Dacian Warriors.

3. Extra Terrain.  May place two additional woods after all other terrain has been placed.

Dark Age Wargames Armies

PERIOD: CAROLINGIAN EMPIRE
Frankish 

(700-1100)
AMW Army list

Saxon 


(250-804)

Avar


(550-1018)
AMW Army list

Lombard

(500-1000)

Andalusian

Moorish


(765-1100)

Viking


(790-1070)
AMW Army list 

SAXON

(250-804)

Unit type







Number per army

Elite warband

(Warband, light armour, Elite)




0-1

Warriors

(Warband, light armour, Average)



4-6

Skirmishers

(Light Infantry (bows), light armour, Levy)


0-2

LOMBARD

(500-1000)

Unit type







Number per army

Cavalry


(Heavy Cavalry, medium armour, Average)


1-2
Warriors

(Warband, light armour, Average)



4-6

Spearmen

(Dark Age Infantry, light armour, Average)


1-2

Skirmishers

(Light Infantry (javelins), light armour, Levy)


1-2

GERMAN ARMY

(300-700)

Unit type







Number per army


Nobles 


(Warband, medium armour, Elite)



1-3


Warriors 

(Warband, light armour, Average)



4-6


Skirmishers 

(Light Infantry (javelin), light armour, Levy)


0-2
  

SPECIAL RULES

1. Close-range missiles. These armies used large numbers of javelins, throwing-axes etc immediately before combat.  To reflect this, Nobles and Warriors roll an extra die per base in the first round of their first hand-to-hand combat of the game.

2. One unit of Nobles may be replaced by:

Cavalry 

(Heavy Cavalry, medium armour, Elite)



  

3. Some peoples, notably the Visigoths and Lombards, used numerous cavalry in the later part of this period.  These armies replace the Nobles and Cavalry with:

Noble Cavalry 
(Heavy Cavalry, medium armour, Elite)



1-3

4. At the same time, the foot warriors became less aggressive.  If Noble Cavalry are fielded, Warriors become Dark Age Infantry, light armour, Average. These Warriors may form Shieldwall, and do not benefit from close-range missiles.

MOORISH ARMY

(765-1100)

Unit type







Number per army

Cavalry 

(Heavy Cavalry, medium armour, Elite)



1-2


Jinetes 


(Light Cavalry (javelin), light armour, Average)


1-3


Guard Spearmen 
(Dark Age Infantry, medium armour, Average)  

0-1


Spearmen 

(Dark Age Infantry, light armour, Levy)



2-4


Skirmishers 

(Light Infantry (bow), light armour, Levy)


1-3



SPECIAL RULES

5. Cavalry.  These Heavy Cavalry enjoy the following benefits:
a. They may turn without any movement penalties.
b. They may withdraw from combat (during the second or any subsequent round) with enemy Heavy Cavalry.


6. Integral Archers.  Half the bases of any Spearmen or Guard Spearmen unit may shoot with bows.  They may not move and shoot.

Medieval Wargames Armies

SPANISH ARMY

(1050-1100)

Unit type







Number per army

Nobles 


(Mounted Knights, heavy armour, Elite)



2-4
Cavalry
 

(Heavy Cavalry, medium armour, Average)


0-1
Light Horse

(Light Cavalry, light armour, Average)



0-1
Spearmen

(Medieval Infantry, medium armour, Average)


1-2

Crossbowmen

(Light Infantry (crossbows), light armour, Average)

1-2

Skirmishers

(Light Infantry (javelins), light armour, Average)

1-2

SPECIAL RULES

7. Christian Kingdoms. Castile, Aragon, Leon, Navarre. 

8. Muslim Allies. Use elements from the Moorish Army list.

9. El Cid. He counts as an exceptional leader adding 2 to any unit he is attached to.

FEUDAL ENGLISH ARMY

(1100-1320)

Unit type







Number per army

Men-at-Arms 

(Mounted Knights, heavy armour, Elite)



2-4
Spearmen

(Medieval Infantry, medium armour, Average)


2-4

Mercenaries

(Heavy Archers (crossbow), medium armour, Average)

0-1

Archers


(Heavy Archers (bow), light armour, Average)


0-4

SPECIAL RULES

1. Early Armies (1100-1154): there can be no more than two units of archers.

2. Later Armies (1272-1320): 
a. Archers are armed with longbows but don’t benefit from stakes.

b. Spearmen downgrade to Levy morale.

PERIOD: MEDIEVAL EASTERN EUROPE
Teutonic Order


(1200-1520)

Lithuanian


(1130-1435)
Early Polish


(1200-1335)
Later Polish


(1335-1510)
Prussian or Estonian

(1200-1390)
Mongols


AMW Army list
Russian



(1100-1500)
TEUTONIC ORDER ARMY
(1200-1520)

Unit type







Number per army

Knights of the Order 
(Mounted Knights, heavy armour, Fanatic)


1-2
Crusader Knights 
(Mounted Knights, heavy armour, Elite)



1-2
Turkopolen

(Light Cavalry (javelins), light armour, Average)

1-3
Spearmen

(Medieval Infantry, medium armour, Average)


1-2

Crossbowmen

(Heavy Archers (crossbows), light armour, Average)

1-2
Knechte

(Light Cavalry (crossbows), light armour, Levy)


0-1

Subject Foot

(Peasants, light armour, Levy)




1-2

LITHUANIAN ARMY
(1130-1435)

Unit type







Number per army

Samogitans
 
(Heavy Cavalry (javelins), medium armour, Average)

0-1
Light Horse

(Light Cavalry (javelins), light armour, Average)

4-6
Spearmen

(Medieval Infantry, light armour, Average)


1-2

Skirmishers

(Light Infantry (bows), light armour, Average)


1-2

EARLY POLISH ARMY

(1200-1335)

Unit type







Number per army

Nobles 


(Mounted Knights, heavy armour, Elite)



1-3


Lithuanians 

(Light Cavalry (bow), light armour, Average)


0-1


Spearmen 

(Medieval Infantry, medium armour, Levy)


2-4


Archers 

(Heavy Archers (bow), light armour, Average)


2-4


LATER POLISH ARMY
(1335-1510)

Unit type







Number per army

Nobles 


(Mounted Knights, heavy armour, Elite)



1-2
Cavalry
 

(Heavy Cavalry, medium armour, Average)


0-1
Light Horse

(Light Cavalry (bows), light armour, Average)


4-6
Archers


(Heavy Archers (bows), medium armour, Average)

1-2

PRUSSIAN OR ESTONIAN ARMY
(1200-1390)

Unit type







Number per army

Cavalry
 

(Heavy Cavalry, medium armour, Average)


0-1
Warriors

(Warband, light armour, Average)



1-2

Skirmishers

(Light Infantry (javelins), light armour, Average)

1-2

RUSSIAN ARMY

(1100-1500)

Unit type







Number per army

Nobles 


(Heavy Cavalry, medium armour, Elite)



1-2

Retainers 

(Heavy Cavalry, medium armour, Average)


2-4
  

Polovtsi 

(Light Cavalry (bow), light armour, Levy)


0-2
  

Militia 


(Medieval Infantry, light armour, Levy)



0-3

  

SPECIAL RULES

1. Integral archers.  Up to half the bases of a Militia or Heavy Cavalry unit may fire with bows. Cavalry (but not Militia) may move and then fire.

2. Later armies (1380-1500).  Remove the Polovtsi and add the following troops:

Cossacks 

(Light Cavalry (bow), light armour, Average)


1-2

Cossack Foot 
(Light Infantry (bow), light armour, Average)


0-2


3. One Cossack Foot unit may be armed with handguns instead of bows.
4. Cossack lances.  Cossack Light Cavalry roll an extra die per base in the first round of any hand-to-hand combat.

5. Wagon Fort.  This is represented by a group of War Wagons, arranged in an oblong around their occupants.

a. Infantry units in a Wagon Fort count as having extra-heavy armour.

b. They roll an additional die per base in the first round of any hand-to-hand combat.

c. Enemy units take an entire turn to cross the wagon barrier.

d. Enemy units only ever roll one die per base engaged in hand-to-hand combat with the defenders of a Wagon Fort.

e. Enemy cavalry units must test morale every turn they engage in hand-to-hand combat with a Wagon Fort.

f. If the defenders ever leave the Wagon Fort, they may not return.

g. The wagons may move 6cm per turn until their occupants fire for the first time, from which moment they may not move.
h. Up to three Militia or Cossack Foot units may deploy inside a single Wagon Fort.

WELSH ARMY

(1100-1420)

Unit type







Number per army

Cavalry 

(Heavy Cavalry, medium armour, Elite)


0-1

Spearmen 

(Warband, light armour, Average)



4-7


Archers 

(Light Infantry (longbow), light armour, Levy)

0-2


Javelinmen 

(Light Infantry (javelin), light armour, Levy)

1-2


SPECIAL RULES

1. Extra terrain.  May place up to two terrain pieces (woods or rocky areas) after the normal terrain has been placed.

2. Ambush.  Up to two Light Infantry units may deploy in difficult terrain anywhere on the field, after the opposing army has deployed.

3. Clumped formation.  Spearmen may form clumps at the start of any turn.  This has the following effects:
1) Clumped spearmen move at 6cm.  They may not move into difficult terrain or cross a river.

2) Clumped spearmen roll an extra die per base in the first round of any hand-to-hand combat against mounted troops, and add 1 to their saving roll against mounted troops.

3) Spearmen may revert from clumped to normal formation at the start of any turn, but must take a morale test if they do so.

4. Later armies (1400-1420).  Add the following unit:

Men-at-arms







0-1
1) These may be either Mounted Knights, heavy armour, Elite or Foot Knights, extra-heavy armour, Elite

2) The men-at-arms represent both Owain Glyndwr’s household troops and the small French force which was sent to assist him in 1405.

EARLY SCOTTISH ARMY

(1100-1296)
Unit type







Number per army

Knights 

(Mounted Knights, heavy armour, Elite)



1-2


Yeomen 

(Medieval Infantry, light armour, Average)


3-5
 

Highlanders and Galwegians (Warband, light armour, Average)



2-3
  

Archers 

(Light Infantry (bow), light armour, Levy)


0-2
 

SPECIAL RULES

1. Warband must be deployed in the front rank, on the right wing of the army. 

FEUDAL FRENCH ARMY

(1100-1330)
Unit type







Number per army

Men-at-arms 

(Mounted Knights, heavy armour, Elite)



3-4


Foot 


(Medieval Infantry, medium armour, Average)


2-4
  Mercenaries 

(Heavy Archers (crossbow), medium armour, Average)

0-1
  

Levies 


(Peasants, light armour, Levy)




0-2
  
SPECIAL RULES

2. Peasant Horde.  

a. Peasant units comprise 8 bases each, deployed in 2 ranks.

b. Every time a morale test is failed, the Peasants remove 2 bases.

LOW COUNTRIES ARMY

(1300-1480)
Unit type







Number per army

Guildsmen 

(Heavy Infantry, medium armour, Average)


3-6


Crossbowmen 

(Heavy Archers, light armour, Average)



1-2


Allied knights 

(Mounted Knights, heavy armour, Elite)



0-1

White Hoods 

(Warband, light armour, Average)



0-1
  

SPECIAL RULES

3. Early armies (1297-1330). At least half of the Guildsmen units have light instead of medium armour.

4. The Plancon. Guildsmen units roll an extra die per unit (not per base) in the second and subsequent rounds of any hand-to-hand combat.

5. Later armies (1330-1478). Add 0-2 Artillery units.

