forcible conversion – often at the point of the sword.
While these tactics had served them well in Central
and South America, they only made an implacable
enemy of the Moros.

COMBAT PATROLTM: WWII
Supplement for the

Moros in the Philippines

The Americans determined to bring peace to the
Philippines. Despite a major anti-war movement in
the United States, the American Army showed little
hesitation to employ all available weapons and force
to defeat the Moros on the battlefield.
Simultaneously, diplomats worked to engage the
Moros in discussions that led to a semi-independent
status within the Philippine nation.
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1 INTRODUCTION
Combat PatrolTM provides a comprehensive set of
rules for skirmishes set in World War II. This
supplement provides guidance for adapting the rules
to the United States’ involvement in the Philippines
against the Moros.

This supplement provides a set of optional rules for
Combat Patrol™ to represent unique aspects of
fighting in the Philippines against the Moros in the
period 1889 - 1920. Players and Game Masters
should treat these as a sort of “Chinese menu,”
selecting those rules they feel provide the right
period flavor.

Prior to the US involvement, the Moros had
successfully held at bay the Spanish for over 300
years. The Moros proved to be valiant foes with no
fear of death. The American efforts to pacify the
Moros and the Philippines were greatly aided by one
very important factor: the Americans made no
attempt to convert the Muslim Moros to Christianity.
The Spanish, led by zealous warrior priests
irreparably alienated the Moros by insisting on

2 ANTING ANTING
Moros had little or no fear of death. Individual Moros
possessed a talisman, or anting anting, that they
believed protected them from bullets, evil, or
whatever. As a result, Moros were fearless warriors

Figure 1: Knocking Out the Moros: US Army in Action showing the use of the .45 cal. pistol
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who preferred to get in close to use their Kris
(sword), machete, or knife. All Moros have an anting
anting. Treat all Moros as Elite for morale checks,
but not for activation.

Game Master based on the scenario. It keeps the
Americans on their toes, if the Moros are not all the
same.

5 MOVEMENT THROUGH ROUGH
TERRAIN:

3 MORO MORALE:
Due to their famous fanatical charges and
determined defenses of their fortified positions, it is
best to use the Action Decks for the South Pacific
supplement to represent Moro morale. These Action
Decks were designed for Japanese forces in the South
Pacific. They have more unit-level effects and fewer
individual-level effects. Whole units may decide to
withdraw or charge, but less so individual fighters.
These results better represent Moro morale than the
basic Action Decks. If you have not purchased the
South Pacific Action Decks (shame on you!), the
morale results are also listed in the FREE South
Pacific supplement to Combat Patrol™.

Many parts of the Philippines in which battles with
Moros took place were very dense jungle and difficult
terrain. The Moros and Philippine constabulary
knew the terrain much better than American forces.
American-only infantry must make a bog check as
described in Section 4.3.4 of the base rules when
moving through jungle or rocky terrain features
during a game. This section of the rules describes bog
checks for vehicles, but use these rules for infantry
in the Philippines.

6 JURIMENTADO:
Many Moros would conduct a fanatical, suicide
charge with the objective of killing as many of the
enemy as possible. Until recent years, this has been
an unusual custom for Muslim warriors. It was not

4 TOUGHER THAN WOODPECKER
LIPS:
Moros had a reputation for being hard to kill. The
U.S. entered the war with the Moros with a .38 cal.
revolver. This proved to be unable to knock down
reliably Moros in combat. In many cases mortally
wounded Moros would continue to charge and kill
Filipinos and Americans before dying. As a result, the
Army developed and purchased the iconic M-1911
.45 cal. automatic. To reflect the difficulty in
knocking down Moros, some, many, or all Moro
figures may have Endurance attributes of 4 to 6,
rather than the normal 3. How many have elevated
Endurance attributes should be determined by the

Figure 2: Moro Warrios c. 1900
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Figure 3: A selection of Moro weapons
uncommon for a Moro to kill four or five Americans
or Filipinos while running Jurimentado before being
overcome. The Jurimentado was not just a wild and
mindless charge. Many accounts describe Moros
walking calmly into the center of a town or
approaching a group of the enemy before beginning
their attacks. Sometimes Jurimentado was designed
to assassinate a particular enemy leader, but more
often it had the objective of killing as many
adversaries as possible before being killed. There
was no intent to survive Jurimentado.

Jurimentado figures get no benefit from cover.
They are rushing across the open as quickly as
possible to kill the enemy and will not take effective
cover behind obstacles. A charging figure may
employ the optional sprinting rule in Section 7.1 of
the free optional rules supplement.
A figure conducting Jurimentado may perform
no actions other than to run as quickly as possible
toward the enemy and engage in hand-to-hand
combat. They do not have to charge the nearest
enemy. They continue to do this, ignoring stuns and
accruing no morale markers, until they are
incapacitated. With six Endurance points, this can
take quite a while.

In Combat Patrol™, represent Jurimentado
in a manner similar to Banzai charges in the South
Pacific supplement. Before the game begins, the
game master allows the Moro player(s) to designate
some number of figures (usually only two or three)
as Jurimentado. Moros going Jurimentado have six
points of Endurance. They ignore stun results and
take no morale tests. They do not have to begin the
game in Jurimentado. They are not allowed to use
any firearms. They are not allowed to engage in
hand-to-hand
combat
without
declaring
Jurimentado. At the game master’s discretion, the
Jurimentado figures may be part of any other Moro
unit, may be a separate single-figure unit, or may all
be grouped together into a Jurimentado unit.

US and Filipino figures may conduct normal
Reaction fire.
The team from which the Jurimentado figure
came does NOT accrue a morale marker for wounds
on the suicide attacker or from his incapacitation.

7 MORO
WEAPONS
EQUIPMENT:

AND

While Moros were known to use firearms, their
favorite weapon seems to be the sword (Kris) or
spear. In addition to the recommended Melee
attribute for Moros below, the sword, Kris, or spear
give a Moro figure an extra +1 in melee. In addition,
the Moro can throw a spear. When throwing a spear,
use the pistol ranges, shown in Figure 1-1 of the basic
rules.

All designated figures need not declare
Jurimentado at the same time. Jurimentado is
declared during any activation for the Jurimentado
figure(s). Once they declare Jurimentado, any
Jurimentado figures that were part of another unit
receive their own activation die. Initially this is the
same as their parent unit, but in subsequent turns,
they will roll activation dice separately.
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Figure 5: Moro warriors
they could include stone and other materials. These
fortifications often mounted small cannons. The
firing ports were often very small, made of bamboo
stuck through the earth.
At a minimum, Moros hiding behind these
fortifications should get cover for stone walls. In
many cases, when firing through embrasures or
firing ports, the Moros should get credit for bunkers.

Figure 4: US Soldiers during the time of the
Spanish American War and Philippine
Insurrection. During the early fighting against the
Moros, the US retained the blue blouses.

10 CAVALRY:
Please refer to the cavalry rules in either the Optional
Rules supplement or the Napoleonic supplement.

Moros are often depicted as being armed with
shields. These had no benefit against small arms, but
they are useful in Melee. If a Moro with a shield loses
a melee, the American player draws a card from the
Action Deck as normal, but the effect may be modified
by the shield. The Action card has a hit location icon.
If the left arm, upper torso, or head is the indicated
hit location, reduce the number of wounds inflicted
on the Moro’s Endurance by one. A Wound becomes
a Stun. An Incapacitation becomes two wounds.

11 CANNONS:
Please refer to the artillery rules in the Napoleonic
supplement.

12 MORO ORGANIZATION:
There is no order of battle per se for Moros. In
Combat Patrol™, we represent Moros “squads”
divided into two five-man teams, each with a minor
datu or chieftain. One of the datus is considered the
“squad leader,” and the other is considered an
assistant squad leader. We recommend that no more
than 25% of a Moros force be armed with rifles. This
is not because the Moros didn’t know how to use
firearms but because they preferred hand-to-hand
combat.

8 SPOTTING HIDDEN MOROS
Moros seemed to be quite proficient at hiding in
the jungle and attacking from ambush positions that
were difficult to detect even at very short distances.
In some sense the terrain was a great assistant.
Use the spotting rules in Section 7.12, including
those spotting conditions found in Table 9 of the
Optional Rules Supplement, but in addition to the
modifiers shown in Table 10, apply an automatic two
shifts to the right for any Moro positions designated
by the Game Master as “well camouflaged.” This will
mean that in most cases, the Moros will remain
unspotted until US figures bump into them or until
the Moros open fire or charge.

13 US ORGANIZATION:
The period between the 1889 and 1920 saw
significant changes in all organized armies in terms
of organization and equipment. In Combat Patrol™
terms like squad and section are somewhat fungible.
Early in this period, the platoon can be thought of as
a “half company,” itself divided into two sections, or
half-platoons.
The platoon leader or platoon
commander (before 1891) was usually assisted by a
senior noncommissioned officer.

9 MORO FORTIFICATIONS:
Moro fortifications were strong positions
generally constructed of logs, bamboo, and earth, but
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Early in this time period squads were primarily
a non-tactical, sub-unit used mainly for drill
(marching practice, formations, ceremonies, etc.)
and "house-keeping" matters, such as interior guard
duty, billeting, messing, fatigue details (i.e., working
parties), etc. While the officers managed the battle
and the staff NCOs (first sergeant and quartermaster
sergeant) superintended logistics, the NCOs
(sergeants and corporals) served as first-line
supervisors and leaders by exhibiting a soldierly
example for their privates and encouraging them to
maintain proper discipline and to fight effectively.
The corporals physically led by example (much like
modern fire team leaders) by taking their place in the
line with their privates, fighting alongside them, and
by demonstrating proper soldierly attributes.

Platoons formed in two ranks with a squad split
between the two ranks, that is, four men in each
rank (file) with the squad leader positioned on
the left end of his squad’s front rank. There could
be two to five squads per platoon with three or
four being typical. The 1st Platoon was led by the
1st lieutenant, the 2d by the 1st sergeant, the 3d
(if formed) by the most capable senior sergeant,
and the 4th (or 3d) by the 2nd lieutenant. If
there were three platoons, they would be
commanded by the 1st lieutenant, 1st sergeant,
and 2nd lieutenant, respectively. Officers always
led the flank platoons. If only two platoons were
formed the two lieutenants would lead them. As
before the platoons and squads were numbered in
sequence from right to left through the company.
The sergeants served as platoon guides rather
than section leaders.
When deployed as
skirmishers the platoon guides would accompany
the platoon leaders. This was basically the
beginning of the platoon sergeant concept. As the
number of squads varied between platoons, the
flank platoons were always the strongest and the
3d Platoon the weakest, if four platoons were
formed.
Additional sergeants, corporals,
musicians, etc. served as file closers. A company
depleted to the point that it was impractical to
divide the company into platoons would function
as a single platoon led by the captain retaining its
company designation. Any other officers and the
1st sergeant assisted with fire control and any
sergeants, corporals, and other rifle-armed men
placed themselves in the firing line. [Gordon L.
Rottman, used with permission]

Gordon L. Rottman provides some useful insight
into the evolution of US organization and tactics at
the platoon and squad level:
The 1904 Infantry Drill Regulations saw the
formal adoption of the squad. With the advent of
the repeating rifle and more dispersed
formations a higher degree of small unit control
was necessary. The company still formed into
two platoons under the two lieutenants of two
sections each, but the sections now had two or
three squads. A sergeant was chief of section and
a corporal was chief of squad. Any additional
sergeants, corporals, cooks, etc. positioned
themselves to the rear of the formation as file
closers. File closers replaced casualties, acted as
messengers, and performed other duties as
necessary. The platoons, sections, and squads
were numbered in sequence from right to left
through the company. This designation system
remained in effect through World War I. The
squad chiefs positioned themselves on the left
end of their squads. When a platoon had an odd
number of squads the right section was the
stronger. The same applied to companies with an
odd number of squads with the right (1st) platoon
being the stronger of the two. When a platoon had
fewer than four squads the section organization
was dispensed with while a company with less
than four squads omitted the platoon
organization. There were no platoon sergeants at
this time nor previously.

By the end of World War I in 1918, the rifle
platoon organization included one lieutenant, three
sergeants, eight corporals, 15 privates first class,
and 32 privates. The platoon was organized into a
six-man platoon headquarters (including the platoon
commander, a sergeant as "assistant to platoon
commander", and four privates as "runners" or
messengers) and four sections. The sections were
specialized by primary weapon and each contained a
different number of men. The "Riflemen" section, led
by a sergeant, contained two 8-man squads. The
"Automatic Riflemen" section was also led by a
sergeant and was divided into two 7-man squads.
Each of these automatic riflemen squads had three
light machineguns. The "Hand Bombers" (i.e., hand
grenade throwers) and "Rifle Grenadiers" sections
had a total of twelve and nine men each, respectively,
including two corporals each, but no sergeant. In
Combat Patrol™, both grenadier sections can be
divided into two squads, led by one of the corporals.
Soldiers in these grenade squads were also armed
with rifles.

The 1911 Infantry Drill Regulations was used
through World War I, although many changes
were instituted between 1917 and 1919. Prior to
the 1917 reorganization, companies might
consist of two to four platoons with 10 to 16
squads total. There were no sections. Squads
were six to eight men led by a corporal squad
leader—”Soldiers grouped into squads for
purposes of instruction, discipline, control, and
order. Squads were not to have less than six men.

It is unclear when these organization changes
occurred within units in the field, when light
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machineguns were introduced, and when those
changes filtered to US forces in the Philippines. I
have read no accounts of rifle grenades being
employed in the Philippines but most histories are
not at the level of detail that we gamers crave. Game
masters should feel free to adjust organizations to
suit the needs of their scenarios. A very few
Browning Automatic Rifles were issued in 1918 to US
forces in Europe. There should be very few BARs in
US forces, probably none. Most US soldiers and
Philippine Constabulary should be armed with boltaction rifles or shotguns.
In Combat Patrol™ for fighting Moros in the
Philippines, it is best to organize US and Philippine
forces in platoons of two to five squads, each with six
to eight figures, including the squad leader.
Filipinos and Americans escort a supply convoy.

14 UNIT ATTRIBUTES:
Below are suggested ratings for the various
forces involved in the Moro fighting. You should
treat these as a guide. In my games, they have
worked pretty well.
Unit Type

G

A

M

E

R

Moros

E/R †

G

3

4-6

3

American
Infantry

R or
E

R

1

3

3

American
Cavalry

R

R

1

3

3

American
Artillery

R

R

1

3

3

G or
R

R

2

3

3

Philippine
Constabulary

Moros attack from ambush

† Elite for Morale checks but Regular for activation
To the right are some pictures from a Moro ambush
scenario I ran using the rules from this supplement.
Below is the result of Jurimentado in another game I
ran.

Americans and Filipinos defend the supplies in all
directions.
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