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Las Navas de Tolosa
July 16, 1212 / 15 Safar, 609

Rules by Frederic Bey

Translated by Stephen Neuville

May 11, 2005

Note on the map:  all hexes are clear terrain.  Aside from the entrenchments and the two levels of elevation, all other graphic elements are purely decorative.

Note on the Christian monastic orders:  Unlike the other banners, the units of Ucero’s banner are identified by their black background.  The blazons on their counters represent the different monastic orders (Calatrava, Santiago, Templars, and Hospitallers) which belong to the banner. Their blazons are different from that of their leader.

Note on the French:  the two French units have a second blazon of  fleurs de lys which is purely decorative.

Starting Positions
Units are listed by banner.  The players may stack counters freely in compliance with rule 5.2.  The front of each unit must face the enemy’s rout direction unless otherwise indicated.

1 – Christian Army of Alfonso VIII, King of Castile (attacking side)
Rout direction: toward the map edge at hex rows xx19 / xx20.

De Rada:  hex 1417

Ruy Diaz:  hex 1516

Alfonso VII of Castile, army leader:  Castilian Reserve
Alfonso VIII:  hex 1718

The 10 units of his banner are deployed within 6 hexes of their leader (counting the hex which he is in), in the hex rows xx18 or xx19.
Example:  a unit may be deployed in 2218, but not in 2318 (since that is one hex too far).

Diego Lopez de Haro: 
Christian Advance Guard

De Haro:  hex 1714

The 19 units of his banner are deployed within 8 hexes of their leader, in the hex rows xx14 or xx15.

Gonzalo Nunez de Lara:
Castilian Corps
De Lara:  hex 2216

The 8 units of his banner are deployed within 5 hexes of their leader, in the hex rows xx16 or xx17.

Juan Gonzalez de Ucero:
Monastic Orders

De Ucero:  hex 1216

The 9 units of his banner are deployed within 4 hexes of their leader, in the hex rows xx16 or xx17.

Pedro II of Aragon:
Army of Aragon (Left Wing)
Pedro II:  hex 0415

The 12 units of his banner are deployed within 6 hexes of their leader, in the hex rows xx15 or xx16.
Sancho VII of Navarre:
Army of Navarre  (Right Wing)
Sancho VII:  hex 2815

The 12 units of his banner are deployed within 5 hexes of their leader, in the hex rows xx15 or xx16.

No “remonte” (“remount”) or “demonte” (“dismount”) markers are available.

2 – Moslem Army of Mohamed Al-Nasir, Almohade Caliph (defending side)

Rout direction:  toward the map edge at hex row xx01.
Mohamed Al-Nasir, army leader and Almohade Caliph:  
Reserve

Al-Nasir and the Almohade standard:  hex 1702

Pikemen (Pi): hexes 1502, 1702, 1604, 1804, 1903 (may be faced as desired)

Light cavalry (Cl): hexes 1404, 1605,  1805

Archers (Ar):  hexes 1504, 1704, 1904

Abu Said Ben Djami, Almohade Grand Vizir:  

Almohade Corps

Ben Djami:  hex 1706
The 18 units of his banner are deployed within 6 hexes of their leader, in the hex rows xx06 or xx07.

Al-Andalus:
Al-Andalus Corps

Al-Andalus leader:  hex 1708

The 14 units of this banner are deployed within 6 hexes of their leader, in the hex rows xx08 or xx09.

Muhajids:  
Religious Volunteers

Muhajid leader:  hex 1710
The 12 units of this banner are deployed within 5 hexes of their leader, in the hex rows xx10 or xx11.

Al-Maysara:

Left Wing

Al-Maysara:  hex 2706

The 14 units of his banner are deployed within 5 hexes of their leader, in the hex rows xx06 or xx07.

Al-Maymanah:

Right Wing

Al-Maymanah:  hex 0506

The 14 units of his banner are deployed within 5 hexes of their leader, in the hex rows xx06 or xx07.

No “remonte” (remount) or “demonte” (dismount) markers are available.

Reinforcements:  none

Game length and victory conditions:
The battle continues until one player attains victory.

Victory point breakdown:
Automatic victory:
· If the hex in which the Almohade standard is located (1702) is occupied by any unit of the Christian army, the game ends immediately with a victory for the Christian player.
· If during the battle (check at the end of each turn) one player has 50 more victory points than the other, the game ends immediately with a victory for that player.

· If Alfonso VIII is killed or captured, the Moslem player wins immediately.

· If Al-Nasir is killed or captured, the Christian player wins immediately.

The players gain the following victory points (add to their totals at the end of each turn):

· 5 points per enemy unit of Ch eliminated

· 4 points per enemy unit of Ha or Cl eliminated

· 3 points per enemy unit of  Pi or Ab eliminated

· 2 points per enemy unit of Ar or Mi eliminated

· 1 point per enemy unit of Il eliminated

· 1 point per routed enemy unit (of any type) on the map
· 3 points per enemy leader killed (except Alphonso VIII and Al-Nasir)

· 5 points per enemy leader captured (except Alphonso VIII and Al-Nasir)

The Christian player adds: 

· 15 additional points if no units of the  Al-Andalus banner remain on the map

The Moslem player adds: 
· 10 points if the Christian player has not gained an automatic victory by the end of turn 12

· 10 points for the elimination of the De Rada counter

· 5 points for the elimination of the Ruy Diaz counter

SPECIAL RULES

· Archers.  All Ar units in Las Navas de Tolosa suffer a -1 dieroll modifier, cumulative with all other modifiers.  The bow did not yet have the effectiveness of the longbow used in the Hundred Years’ War.
· Rout.  During the Rally Phase, the required rout movement of cavalry units is limited to half (rounded up) of their movement allowance.  (It is no longer necessary for them to move their full movement allowance as required by the standard rule 12.2.)
· Jimenez de Rada.  The archbishop of Toledo (the highest ranked ecclesiastic in Spain) has an important psychological impact on the Christian army’s morale.  He is represented by a marker with a movement allowance of 6 PM.  This marker can move once per turn (turn it over to indicate that it has already moved).  It may move during the activation of any banner in the Christian army.  It does not count against stacking limits.  Every unit stacked with the Jimenez de Rada marker during Phase E of each turn is automatically rallied and/or returned to “fresh” condition, even if it had not been marked with an “au repos” marker.  Every unit adjacent to the Jimenez de Rada marker benefits from a -1 dieroll modifier when attempting to rally.  The Jimenez de Rada marker can be eliminated only if the unit with which it is stacked is also eliminated.  If it is alone in a hex, it cannot be eliminated, and is automatically placed on the nearest Christian unit if an enemy unit enters its hex.  But if it is completely surrounded by enemy units, it is eliminated.
· Ruy Diaz.  Ruy Diaz is an especially valiant knight of the order of Calatrava.  He is represented by a marker with a movement allowance of 6 PM.  This marker can move once per turn (turn it over to indicate that it has already moved).  It may move during the activation of any Christian banner.  It does not count against stacking limits.  Every unit with which it is stacked receives a +1 dieroll modifier during combat resolution (but not for fire).  The Ruy Diaz marker can be eliminated only if the unit with which it is stacked is also eliminated.  If it is alone in a hex, it cannot be eliminated, and is automatically placed on the nearest Christian unit if an enemy unit enters its hex.  But if it is completely surrounded by enemy units, it is eliminated.
· Almohade standard.  The standard of the Almohade army (the great standard of the emir Al-Moumen) is represented by an immobile marker.  If a Christian unit enters the hex it is in, the Christian army has won the battle, which ends immediately (turn the marker over to signify this).  Every unit adjacent to or stacked with the Almohade standard receives a dieroll modifier of  -1 for rally attempts.
· Mohamed Al-Nasir.  The units of Mohamed Al-Nasir as well as Mohamed Al-Nasir himself (caliph and leader of the Moslem army) can neither move nor engage in combat until a unit of the banner has been attacked or has been the target of fire by the Christian army.  However, they are free to fire or change facing  during their leader’s activation.
· Al-Andalus.  The Spanish Moslems were not as highly motivated as the strict Almohades.  The units of the Al-Andalus banner (Spanish Moslems) along with their leader are retired from the game as soon as 7 of their units have been eliminated or are currently routed.  They are simply removed from the map.  Only those units which had actually been eliminated by this time are counted for victory points, but the Christian player also adds 15 extra victory points to his total.  In addition, all units of the Al-Andalus formation suffer a +1 dieroll modifier when attempting to rally.
· Al-Mujahids.  The units of the Al-Mujahids banner represent religious volunteers of little military value but of extreme fanaticism.  These units are not allowed to make a move to the rear (during the movement phase) which would place them closer to the Almohade standard than their starting hexes.
OPTIONAL RULES

Victory with a time limit:
Total the victory points scored by each side at the end of turn 12 and compare them:

· If a player has scored at least 7 more points than his opponent, he has won.

· If neither player has 7 more points than the other, the battle ends in a draw.

Note:  The 10 points awarded to the Moslem player if the Christian player has not won an automatic victory  by turn 12 are not counted.
