Crusader Rex variant #3 of occasional 3
additional/alternative combat units
Introduction
Here is the final installment of my occasional series of additional historical units for Crusader Rex.  A word of caution, as noted in previous supplements, introduction of all these blocks may tip the balance further in favour of the Saracen player so you may wish to consider “drip feeding” the blocks to get the balance you like.  I would also suggest extending the game by up to 2 years if you want to allow all variant units from all submissions a chance to enter play.  
Order of St Lazarus
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Notes

Commenced as a Hospital run by Greeks and Armenians prior to the First Crusade treating sufferers of Leprosy (and probably misdiagnosed syphilis as well), they turned military in 1123 as their ranks swelled with increasing numbers of Templars and Hospitallers who had contracted the disease and been excluded from their original orders.  Lay brethren Sergeants were recruited from commoners suffering from the disease and non-lepers also joined. Believed to have fought at Hattin in 1187 their numbers were never great in comparison to the other Orders.  They wore a plain black habit without insignia until the 16th C (outside the scope of the game) when they adopted a green Maltese Cross. 
They may Knight Charge and may not Harry like all other Religious Order blocks.  They are non-replaceable

Their home seat is Tiberias.

Entry

This unit enters play during any Draw Phase in addition to the regular drawn unit but only if a 2 step or greater Hospitaller or Templar block occupies Tiberias. Simply reduce the host unit by a single step and place the new block at 1 strength. OnIy if Tiberias is enemy occupied, the block may be built from its new base of Acre from a 2 step or better Templar or Hospitaller block.  
Harafish(ah)
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Notes

The word Harrafish actually means “rabble” although they are also mentioned in contemporary books as military specialists and master siege units.  Harrafishah however have also been described as beggars living on handouts from powerful overlords who were formed into militias during times of crisis.  I have thus attempted  to blend the differing views giving them 3 full strength points (essentially cannon-fodder who can absorb hits while protecting premier troops) but only a C combat rating and a reduced “foot” movement of 2. The designers considered employing a siege block, this is my take on it. They may not Knight Charge or Harry.  
Entry

During the draw phase from the draw pool at their designated seat (Aleppo or Homs) at full strength.  If enemy occupied or under siege, they may enter at any other free friendly city/castle that has a defence rating of 2 or more at 1 strength. They are non-replaceable if eliminated. 
Optional 

In order to reflect their alleged craft as siege engineers constructing trebuchets, siege towers, mining saps etc , if used for storming a castle, on the first turn only, their attack strength is multiplied by 1½ (rounded down).   For example at 3 strength roll 4 dice. At 2 strength roll 3 dice and at 1 strength roll 1 dice.  
Reference:-

Armies & Enemies of the Crusades -Wargames Research Group (WRG) – Heath

Men at Arms #155 Knights of Christ - (Osprey Publishing) - Wise
Campaign #161 The 3rd Crusade - Osprey Publishing – Nicolle

Historical Atlas of the Crusades – Konstam
This concludes my final effort to provide some extra flavour to this excellent game.  This game really needs no tweaking as it stands well enough on its own.  My main aim was to provide a few optional extras just to allow for the occasional surprise, I hope there is something of use here.  I had looked at adding a Childrens Crusade Black block unit that entered through play of a card event.  Alas my IT skills were not up to the task to consider any more that superficially.  Maybe if I become more proficient I may revisit this idea and also revise the entry procedure for the Slingers and Ahdath again via card play.  
