
 

 

Bando Nacional Infantry 
NATIONALIST ARMY INFANTRY, NOV 1936 
The Nationalists largely preserved the Spanish pre-
War organization pattern and with some minor 
alterations, applied it across every infantry formation, 
whether it had originated as a regular or a militia unit. 
Initially there were weapon shortages, particularly as 
regards mortars and automatic weapons, but these 
were soon made good by items supplied by the 
Germans and Italians.  
 
The Platoon (Sección) was still to consist of a small 
Headquarters (Plana Mayor), with two Rifle-Grenadier 
Sections (Pelotones de Fusileros Granaderos). The HQ 
continued to be composed of the Platoon Leader, a 1st 

or 2nd Lieutenant (Teniente or Alférez), assisted by a 
Platoon Sergeant (Sargento Primero) and with two 
Fusileros, who were probably a bugler and platoon 
clerk/runner respectively. The two mortar Squads 
attached to the Platoon HQ were now gone, to be 
replaced by a company level section with two 
weapons. 
 
The two Rifle-Grenadier Sections remained identical, 
with a Sergeant (Sargento) leading three Squads 
(Escuadras), each of three Squads of a Corporal (Cabo) 
and five Riflemen (Fusileros), except the first Squad 
which had only four Riflemen. The first Squad 
operated   the   Section’s   light   machine   gun   when   one  
was available. All men were armed with rifles, but 
some sergeants were able to obtain one of several 
types of sub-machine gun that became available.  
 
The Machine Gun Platoons of the Machine Gun 
Company were, like their Republican counterparts 
heavily reduced, with many sections operating one 
instead of two weapons initially, giving many platoons 
just   two   or   three   weapons,   instead   of   the   ‘paper  
strength’  of  four.   
 
The Rifle Companies now each had a single section of 
two 50mm mortar Squads. At battalion level there 
were two 81mm medium mortars and a single 
infantry gun, plus the weapons of the Machine Gun 
Company. As was the case with the Republicans, it 

seems evident that individual machine gun sections 
were now being attached to individual companies, 
rather   than   the   previous   massing   of   the   company’s  
weapons  as  a  ‘massed  battery’. 
 
Artillery, armour, anti-aircraft and anti-tank weapons, 
as they became available, were all held at divisional 
level and apportioned to individual regiments at the 
discretion of the Divisional Commander. The 
Nationalists also created several machine gun 
battalions as divisional level units.    
 
RIFLE GRENADIER PLATOON 
It is clear that many units did not always have their 
full authorised levels of support weapons initially. The 
platoon is therefore presented with its full 
complement of personnel, but light machine guns and 
mortars are to be added as support choices. The 
Troop Rating of Regular applies to Legion, Regulares 
and  Navarre  units  as  well  as  ‘Offensive’  Division units, 
with ‘Defensive’  Division  units  rated  Green. 
  
PLATOON FORCE RATING 
Regular or Green: -2 or -4 
Regular: 0 (Legion, Regulares, Navarre) 
Command Dice: 5 

x Fusileros in a non-Mortar or LMG equipped 
Squads have hand grenades.  

x Squads equate to Teams in this organisation.  
x Legion, Regulares, Navarre are rated Aggressive. 

 
 

PLATOON HEADQUARTERS 
Teniente, armed with pistol and Sargento 
Primero, armed with rifle or SMG, both Senior 
Leaders. Two Fusileros armed with rifles. 

There are two Sections per Platoon, each 

RIFLE- GRENADIER SECTIONS 1 & 2 
Sargento, Junior Leader, armed with rifle or SMG 

There are three Squads per Section, each 

SQUAD 1 SQUADS 2 & 3 EACH; 
Cabo & 4 Fusileros Cabo & 5 Fusileros 

NATIONALIST - INFANTRY CHARACTERISTICS 
Sargento (Rifle-Grenadier Platoon): The section 
sergeant usually directed the fire of the section 
LMG. This required a degree of experienced 
soldiers.  
 
Therefore, all Nationalist infantry, except those 
rated Green, that has a Sargento Junior Leader 
attached to a machine gun team, and who uses 
two or more Command Initiatives to direct their 
fire, may add D3 to the Team’s  Firepower dice. 
 
 



MACHINE GUN PLATOON 
The provision of automatic weapons to those 
formations which lacked them in the early months of 
the war, caused general shortages outside of the 
Legion and Moroccan units. The Platoon is therefore 
presented with its full personnel complement, but its 
weapons are selected from the support list. 
 
The ideal provision of machine guns was one weapon 
to each of the first two Squads of each section, giving 
four for the platoon overall. Nevertheless platoons 
with just two or three weapons could be found as late 
as 1939. 
   
PLATOON FORCE RATING 
Regular: -2 
Regular: 0 (Legion, Regulares, Navarre) 
Command Dice: 5 

x Fusileros in a non-Mortar or LMG equipped 
Squads have hand grenades.  

x Squads equate to Teams in this organisation.  
x Legion, Regulares and Navarrese are rated 

Aggressive. 
 

*** 
 
 
SPECIFIC FORCE SPECIAL RULES 
Within the Nationalist Army there were still distinctive 
formations. The three that stand out are the Foreign 
Legion, Moroccan Regulares and Navarre (Requetés) 
troops, who quite naturally carried forth their 
motivations and characteristics from 1936, but also 
changed from those experiences. They have the 
following Special Rule Characteristics. 
 
 
 
 
  

PLATOON HEADQUARTERS 
Teniente, armed with pistol and Sargento 
Primero, armed with rifle or SMG, both Senior 
Leaders. Two Fusileros armed with rifles. 

There are two Sections per Platoon, each 

MACHINE- GUN SECTIONS 1 & 2 
Sargento, Junior Leader, armed with rifle or SMG 

There are three Squads per Platoon, each 

SQUADS 1 & 2 EACH; SQUAD 3 
Cabo & 5 Fusileros Cabo & 4 Fusileros 

NATIONALIST INFANTRY PLATOON SUPPORT LIST 
LIST ONE 

Adjutant  
Medical Orderly  
Car or Truck 
Minefield 
Barbed Wire  
Roadblock 
Entrenchments for one Squad 
Engineer Mine Clearance Squad, 3 men 
Engineer Wire Cutting Squad, 3 men 
Engineer Demolition Squad, 3 men 
Tank Hunters  (Regulares only) 
Molotov Cocktails 
Light Machine Gun to equip a single Squad 
Top Mounted MMG fitted to T-26B/BT-5/BA-3/6*** 
AP Ammo for Panzer I or CV 33/35 
Pre-Game artillery (Light)* 

LIST TWO 
Small Tiznao vehicle  
Priest   (Navarre units only) 
Religious Icon  (Navarre units only) 
Caíd    (Moroccan units only) 
Captured FA-I/UNL-35  
Captured Hispano-Suiza MC36 (MG)  
Pre-Game artillery barrage*  

LIST THREE 
Sniper Squad  
50mm Mortar Section with observer*  (on-table) 
Medium Machine Gun to equip a single MG Squad 
70/16 Infantry Gun with Junior Leader & 5 crew* 
Pak 35/36 AT gun with Junior Leader & 5 crew  
CV 33/35 or Panzer I Tank 
Captured BA-3/BA-6 or M37  
Captured Hispano-Suiza MC36 (45mm)  
Medium Tiznao vehicle 
Random Air Support 
Off-table Machine Gun Fire Support   
Pre-Game artillery barrage (Heavy)*   

LIST FOUR 
81mm Mortar Section with observer 
Moroccan Cavalry Scouts 
Medium Machine Gun Squad with Junior Leader 
2cm Flak 30 with Junior Leader & 5 crew 
75mm Field Gun with Junior Leader & 5 crew 
Panzer I with 20mm Breda** 
Captured T-26B  
Captured BT-5   (only after Nov ’37) 
Large Tiznao vehicle 

LIST FIVE 
- 

LIST SIX 
75/28 Field Gun Battery with observer 
88mm Flak 18 Gun with Junior Leader & 5 crew 

LIST SEVEN 
Medium Machine Gun Section with Junior Leader 

*This option may only be selected once ie field guns or 
mortars. Only one type of 50mm Mortar section (on or 
off-table) may be chosen. 

**One  only,  from  October  ’37,  and  only  if  one  or  more  
other Pz I vehicles are taken as support choices. 

***1938+ 

NATIONALIST - LEGION CHARACTERISTICS 
La Legion: Whilst the caliber of Legion 
reinforcement decreased after the excesses of 
the 1936 offensives, the Legion still had enough 
of a veteran cadre to instill an aggressive spirit 
into its formations. Therefore, they are always 
treated as Aggressive. 
 
 



NATIONALIST - NAVARRESE CHARACTERISTICS 
Viva El Cristo Rey!: The  Carlist  battle  cry  “Viva El 
Cristo Rey!”   (Long Live Christ the King!) inspired 
the Requeté soldiers with a religious ferocity in 
attack. This ethos continued in the Navarre units 
of 1937 and beyond. Therefore, they are always 
treated as Aggressive. 
 
 
 

 

 

 

 

 

ARMY SUPPORT LIST NOTES 
Most of the support options on the list will be self-
explanatory. All tanks, armoured cars and Tiznaos 
come with a Junior Leader. Vehicles do not have 
radios.  
 
Transport vehicles such as a car or truck, are simply 
the vehicle itself and 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 and weapons Squads 
rarely come with a leader, whereas full sections and 
heavier support weapons do. The lists show all Junior 
Leader assignments where they are present for all 
troops barring vehicles as discussed above. 
 
Historical Note: All weapons and vehicles should be 
from the same class (i.e. AT Guns, armoured cars, 
tanks etc) must be of the same type and model; i.e.   
T-26B and BT-5 tanks may not be used together. 

PRE GAME BARRAGE 
Of the three types of pre-game barrages possible, 
only one may be chosen. If it is the light barrage, then 
the 50mm on-table mortar section may not be taken 
as a choice from the support list - the light barrage 
represents the use of the 50mm mortar battery; the 
opposing player adds +1 to his die roll per rule 4.3. 
The Heavy barrage represents the dedicated assets of 
105mm+ batteries in support; the opposing player 
subtracts -1 to his die roll per rule 4.3. 
 
LMG 
One weapon per selection may be issued to a Squad. 
In a Squad which is equipped with a light machine 
gun, the Cabo will become its gunner and a Fusilero 
will become its loader. Other Fusileros in the same 
Squad can replace crew casualties.  
 
In Rifle Platoons only one LMG may be issued per 
Squad and only Squad in a Section may be so 
equipped. In Machinegun Platoons only one weapon 
may be issued to a Squad and that Squad may not 
have a Medium Machine Gun issued to it.  
 
MEDIUM MACHINE GUNS 
A single Medium Machine Gun may be issued, per 
selection, to up to two Squads in each Machine Gun 
Section only.  The  Cabo  becomes  the  weapon’s  gunner  
and two Fusileros are   assigned   as   the   weapon’s  
loaders. Other Fusileros in the same Squad can 
replace crew casualties. 
 
A Medium Machine Gun may not be issued in 
conjunction with a Light Machine Gun in the same 
Squad, but the Section or Platoon itself may contain a 
mix of both weapon types.  
 
MEDIUM MACHINE GUN SECTION 
Evidence suggests that there was a move towards 
decentralising the machine gun company as the war 
went on and individual Machine Gun Sections were 
attached to support Rifle Companies at the discretion 
of the battalion commander.  
 
A Rifle Platoon may select the Machine Gun Section as 
a support choice, but may not select a Machine Gun 
Barrage or Support Fire as additional options if he 
does (though an artillery barrage is still possible). The 
Section must be fielded as a single unit of two Squads 
under its Junior Leader and either may not be 
deployed beyond his command distance. 
 
OFF-TABLE MACHINE GUN FIRE SUPPORT 
Refer to the Specific Rules for Off Table Machine Gun 
Fire Support. If on-table MMGs are taken then off-
table MG fire support is not allowed. 
 

NATIONALIST - REGULARES CHARACTERISTICS 
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: 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. 
 
 
 

 

 
 



81MM MORTARS 
The Nationalists continued to deploy just two 81mm 
mortars as battalion support weapons. The 
bombardment area for the mortar section is  10”x10”  
with the aiming point at the centre. Use the rules for 
Off Table Forward Observation Teams when firing. 
 
50MM MORTAR SECTION 
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 Regulars. 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.  
 
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. 
 
If on-table support weapons ever deployed outside of 
this army list (possibly in a scenario game) they will 
usually have their own Observer-Scouts, who 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. 
 
PRIEST 
Most Navarre companies had their own Priest, who 
went into battle with them. The men of a unit with an 
attached Priest are considered Die Hard troops. The 
instant the priest is no longer attached apply all rules 
relating to shock to effected units. Priests are treated 
as officers when determining loss in play. 
 

75/28 FIELD GUN BATTERY 
Refer to the Specific Rules for a 75/28 Artillery 
Battery. 
 
RELIGIOUS ICON 
Navarre units often went into battle with a Religious 
Icon, often a holy banner carried by a respected 
senior non-commissioned officer. If chosen they may 
ignore one point of shock received per phase of play. 
The banner bearer can act as a Senior Leader if he is 
not in the command distance of another Senior 
Leader and can activate units in the same way. If he is 
killed another soldier may carry the icon but may not 
act as a Leader 
 
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). 
 
MOROCCAN CAVALRY SCOUTS 
The Moroccan Tabors had their own Cavalry units. If 
part of a Nationalist formation with Moroccan forces 
then they may be 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. 
  
CAPTURED VEHICLES 
The Nationalists acquired increasing numbers of 
captured vehicles as the war continued, so much so 
that each armoured battalion was able to field a 
whole company of T-26B tanks, often including a 
platoon of BT-5 tanks, by the end of the war. These 
were formed into units of a single type however and 
any vehicles used must be of the same type and not a 
mix. 
 
RANDOM AIR SUPPORT & MOLOTOV COCKTAIL 
Refer to the Specific Rules for Random Air Support 
and Molotov Cocktails. 
 
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. 


