
 
 

Moroccan Regulares 
 
MOROCCAN REGULARES INFANTRY, JUL-OCT 1936 
(NATIONALIST) 
The Moroccan Infantry platoon (Sección) structure 
was identical to all of the other types of infantry 
platoons within the Spanish Army. It consisted of a 
Headquarters Section (Plana Mayor) and Two Sections 
(Pelotones), each of three Squads (Escuadras).  
 
The HQ Section consisted of the Platoon 
Commmander, who was usually a first or second 
Lieutenant (Teniente or Alferez), a Platoon 1st 
Sergeant (Sargento Primero) and two additional men, 
probably a bugler and a platoon clerk/runner 
respectively, rounded out the headquarters section.  
 
Like the Legion and Peninsular units, the Regulares 
were supposed to have two mortar squads within the 
HQ, but to what extent this had been achieved is not 
certain. It is entirely possible that some of the units 
raised still had the V-B type grenade launchers that 
the mortars were intended to replace. 
 
The   two   ‘Rifle-Grenadier’   Sections   consisted   of   18  
men including the Sergeant (Sargento) who lead 
them. The Section was divided into three Squads 
(Escuadra), each of a Squad Leader and five men. The 
Sergeant   led   the   first   ‘Rifle-Machine  Gun’   Squad  and  
two Corporals (Cabo) led the   two   ‘Rifle-Grenadier’  
Squads. With the exception of the Platoon Leader, 
who carried a pistol and the two machine gunners, all 
men were armed with older variants of Mauser rifle in 
service. The men in the two Rifle-Grenadier squads 
would also be issued grenades. 
 
Support for the platoon would come in the first 
instance   from   the   battalion’s   machine   gun   company  
and the gun-mortar platoon. While the machine gun 
company was not broken up into penny-packets and 
fielded as a battalion reserve, it could lay down a 
barrage of machine gun fire to support the operations 
of the rifle companies, providing it was situated in a 
position to do so. 

The gun-mortar platoon had a two-mortar section 
with 60mm weapons and a single infantry gun, almost 
invariably the Schneider 70/16 mountain gun. 
Naturally heavier artillery support was available and 
from quite early in the Civil War, Italian or German 
tanks. 
 
PLATOON FORCE RATING 
Regular: +7 
Command Dice: 6 

PLATOON HEADQUARTERS 
Teniente with pistol and Sargento Primero with 
rifle, both are Senior Leaders. Two Soldados with 
rifles. 

There are two Sections per Platoon, each 

SECTION HEADQUARTERS 
Sargento, Junior Leader armed with rifle or SMG 

There are three Squads per Section, each 

RIFLE SQUADS ONE TO THREE 
LMG SQUAD RIFLE SQUAD RIFLE SQUAD 

M22 LMG with  
2 crew & 3 Soldados 

6 Soldados 6 Soldados 

 
x Outside of the LMG Squads, all Soldados have 

Lafitte hand grenades and are armed with rifles. 
x The M22 LMG counts as a magazine fed weapon. 
x Squads equate to ‘Teams’  for  rule  purposes. 
 
MOROCCAN MACHINE GUN PLATOON 
The Machine Gun Company composed the heavy 
weapon component of a Moroccan Battalion. Treated 
as a line unit, it was not broken down and attached to 
the rifle companies, but deployed where it could bring 
fire to bear to support the actions of the other 
companies. In defence it could often find itself as the 
frontline if things were going badly. 
 
Its organisation was very similar to that of the Infantry 
Platoon, except that there were no mortar squads in 
the platoon headquarters and in the machine gun 
sections, there were two machine gun squads and one 
rifle-grenadier squad. Despite being a member of the 
rifle squad, the Section Leader typically directed the 
fire of the machine gun squads. 
 
While the platoon packs a lot of firepower, it is far less 
mobile than a rifle platoon. It is included in the list for 
the sake of completeness, but can prove to be a real 
obstacle to the opponent of a player who is able to 
take up a defensive stance in a scenario. 



PLATOON FORCE RATING 
Regular: +9 
Command Dice: 6 

x The Soldados in the Rifle Squad are armed with 
Lafitte hand grenades and all Soldados are armed 
with rifles. 

x Squads  equate  to  ‘Teams’  in  this  organization 
 
 
 
 
 
 

ARMY SUPPORT LIST NOTES 
Most of the support options on the list will be self-
explanatory. All tanks and armoured cars come with a 
Junior Leader. Vehicles do not have radios. MMGs are 
tripod mounted. Transport only vehicles, such as a car 
are simply vehicles, which come with no crew. 
Remember, you will need to allocate men to drive 
these. 
 
Where Sections are available they will always come 
with a Junior Leader. Infantry Teams rarely come with 
a Leader, whereas heavier support weapons do. The 
lists show all Junior Leader assignments where they 
are present for all troops barring vehicles as discussed 
above. The following support options notes apply. 
 
V-B LAUNCHER 
Prior to the introduction of the Valero 50mm Mortar, 
the Spanish made use of a rifle grenade adaptor, not 
unlike the French V-B. While originally these were 
likely to be issued to the Rifle-Grenadier Squads, there 
is no reason to suppose that this continued to be the 
case. It  is  also  possible  that  the  two  ‘Mortar  Teams’  in  
the Platoon HQ may have been issued these in lieu of 
mortars, giving each team two of them.  
 
With this in mind, the player may issue up to four 
launchers within his platoon as he sees fit. The only 
proviso is that they are not issued to an LMG 
equipped squad.   
 
The  VB  Launcher  has  a  minimum  range  of  18”  and  a  
maximum  range  of  60”.   It  may  target  any  unit  which  
can be seen by friendly troops but it counts any target 
which it can see as being in close range, and any it 
cannot see as being at effective range. In the first 
round of fire at a target (even one it has fired at 
previously) it will roll half of the normal firepower 
dice. 
 
TANK HUNTERS 
Moroccan troops developed a capability to take on 
enemy tanks with some skill. A maximum of two 
Teams may be formed per platoon, each from one of 
the   platoon’s Sections, each Team counting as one 
support list choice.  
 
For each choice taken a Senior or Junior Leader may 
create a new Tank Hunter Team following the rules as 
per (4.5.7). A Team is created from three men taken 
from one Section in a player’s  force.  Tank  Hunters can 
make  one  ‘Grenade  and Petrol  Can”  attack  per  game  
as described on Table Seven (9.3.4). 
 
RANDOM AIR SUPPORT 
Refer to the Specific Rules for Random Air Support. 

PLATOON HEADQUARTERS 
Teniente with pistol and Sargento Primero with 
rifle, both are Senior Leaders. Two Soldados with 
rifles. 

There are two Sections per Platoon, each 

SECTION HEADQUARTERS 
Sargento, Junior Leader armed with Rifle or SMG  

There are three Squads per Section, each 

RIFLE SQUADS ONE TO THREE 
MMG SQUAD MMG SQUAD RIFLE SQUAD 

M14 MMG 6 crew M14 MMG 6 crew 5 soldados 

MOROCCAN CHARACTERISTICS 
Sargento (Rifle Platoon): The section sergeant 
usually directed the fire of its LMG. When a Leader 
is attached to a machine gun team and uses two or 
more Command Initiatives to direct their fire, he 
may add D3 to the Team’s  Firepower dice. 
 
Moroccans: These fierce North African troops were 
very adept at the use of any cover where 
seemingly none existed. Moroccans can move with 
1D6 or 2D6 and assume a Tactical stance at the end 
of their movement. They are treated as Aggressive. 
 
Under the eyes of the Caíd: The officers, senior 
non-commissioned officers and various other 
‘sensitive’   posts   in  Moroccan   units   were   occupied  
by Europeans. Each company had a single 
indigenous supernumerary officer however, called 
the Caíd.  
 
If selected as a support choice, the Caíd may be 
activated on a Command Dice roll of 5. If the player 
activates the Caíd, he does not increase his Chain 
of Command tally by one. When activated a Caíd 
moves as normal. If attached to a squad he may 
move with that squad without being activated 
himself.  
 
He counts as two men for morale purposes when 
considering Shock levels and one man in any Close 
Combat. A Caíd does not fire or crew weapons, nor 
activate squads or teams. If the Senior Leader is 
killed, the presence of the Caíd reduces the effect 
of his loss to that of a Junior Leader. The loss of the 
Caíd counts as that of a Senior Leader. 
 

 



 
75/28 FIELD GUN BATTERY 
Refer to the Specific Rules for a 75/28 Artillery 
Battery. 
 
OFF-TABLE MACHINE GUN FIRE SUPPORT 
Refer to the Specific Rules for Off Table Machine Gun 
Fire Support. 

PLATOON OBSERVER-SCOUTS 
The Observer-Scouts operated as both scouts and as 
observers for the Mortar Squads of the platoon. 
Observer-Scouts when deployed on table may always 
end a move in a tactical stance. As long as they have 
line of sight to any figure in a Mortar Squad they may 
spot for it (or both of them if they are deployed as a 
whole section). As communication involves signaling, 
when spotting in this way they lose their tactical 
stance.  
 
If within the command distance of any Senior or 
Junior Leader of their platoon, they may be used to 
activate the Mortar Squads/Section (if they have LOS) 
as   if   those   squads   themselves  were   in   that   Leader’s  
command distance, for the appropriate action points 
(one to activate the scouts and one to activate the 
Mortar Squads). This   allows   the  Platoon’s   Leaders   to  
spot for the mortars when firing indirectly. 
 
On-table support weapons that have their own 
Observer-Scouts, can also be used the same way by 
the  Platoon’s  Senior Leaders in respect to the weapon 
team they belong to and are activated in the same 
way as above. 
 
50MM MORTAR SQUAD 
Each squad consisted of a single Valero 50mm mortar. 
The squad includes a weapons gunner and two 
loaders and is accompanied by an Observer-Scout 
Team of an Observer and two Regulares. All were 
armed with rifles. Use the Platoon Observer-Scout 
rules when firing. The 50mm mortar only fires H.E. 
Rounds.   It   has   a   minimum   range   of   18”,   but   closer  
than that the crew may use their carbines.  
 
60MM MORTARS 
Each battalion only had two medium mortars in total. 
The bombardment area for a two-tube mortar section 
is   10”x10”   with   the   aiming   point   at   the   centre.   Use  
the rules for Off Table Forward Observation Teams 
when firing. 
 
AP AMMUNITION 
The Pz I or CV 33/35 may be equipped with Armour 
Piercing ammunition. If taken the round has an AP of 
1 and ammunition lasts only in the turn it is fired. 
 
MOROCCAN CAVALRY SCOUTS 
The Moroccan Tabors had their own Cavalry units. If 
selected as a support option the player can field a 
single Squad of Moroccan Cavalry organised the same 
way as Peninsular Army Cavalry – refer to that army 
list for details. This selection assumes the cavalry is 
mounted. This unit uses all the Moroccan Special 
Rules and Cavalry Specific Rules.  
 

MOROCCAN SUPPORT LIST 
LIST ONE 

Medical Orderly 
Adjutant 
Roadblock 
Civilian Car, no crew 
Entrenchments for one Team 
Engineering Team, 3 men   
Tank Hunters 
Equip two Fusileros in Platoon with V-B type launcher* 
AP Ammunition for Pz I or CV 33/35 

LIST TWO 
Heavy Cover barricade 
Caíd** 
Pre-Game Barrage (artillery or machine gun fire) 
Truck to transport entire Section or tow a weapon 
Bilbao armoured car** 

LIST THREE 
50mm Mortar Squad added to Platoon HQ; and/or 
Fusileros-Granaderos Squad added to Platoon HQ* 
Sniper Team, 2 men 
60mm Mortar Section with observer  
70/16 Infantry Gun with 5 Crew and a Junior Leader** 
Pak 35/36 Anti-tank gun, 5 crew and Junior Leader** 
Off-table Machine Gun Fire Support 
CV 33/35 or Panzer Mk I** 
Random Air Support 

LIST FOUR 
Squad of mounted Moroccan Cavalry Scouts 
75/28 Field Gun, 5 crew and Junior Leader 
2cm Flak 30 AA gun, 5 crew with Junior Leader ** 

LIST FIVE 
Attached Foreign Legion Section (Legion List) 

LIST SIX 
75/28 Field Gun Battery with observer 

* Units either have V-B type launchers or 50mm 
Mortars, not both types in the same unit. Only two 
mortars or up to 4 grenade launchers may be chosen 
per platoon. 

** May only select one of this type of support asset. 


