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3. Using the lists
!is set of lists allows you to easily collect, organise a collection of miniatures that facilitate  the playing of 
Renatio et Gloriam. 

Army building in Renatio et Gloriam can be done in many ways. !ese lists will allow a player to 
construct armies in miniature that will allow them to play games against like-minded opponents. 
One way to play is what we will call Casual. !ese games are "elded at around 100 points and the 
points are provided in the lists here. It’s a case of simply adhering to the minimums and maximums 
provided multiplying by the points cost. 

For those that want more of a challenge we o#er a Matched play option. Again, the minimums and 
maximums for each troop type the same however points will provide it by the Renatio et Gloriam 
Army Builder. Matched play games all typically between 9000 and 11000 points in total. Each year 
the army builder will be refreshed, and any points adjustments will be made at that point. Using 
matched play you will always have the most up-to-date evolution of balanced points.

3.C. Navigating Army Lists
Example troop type
!e Royalist Army is allowed  a 
combined total of 9 Formations of Ill-
furnished Cavaliers and Cavaliers. !is 
is de"ned by the combined Max. 

However, the "rst 2 Formations (Min)  
must be  Ill-furnished Cavaliers. 

!e Cavaliers have a Max of 4, so you 
take the full 9 the remaining 5 must be 
Ill-furnished Cavaliers

1 List ID (Identi!er for your army list)

2 Dates (the time-frame from which the army operated)

3 Generals (which types and number are allowed)

4 Home Terrain (Which PBS maps can be selected as defender)

5 Army Traits

6 Min (the minimum number of that troop type the army must have)

7 Max (the maximum number of that troop type the army can have)

8 Where there is a split column this indicated that the troop types are the 
same, but with different options.

9 Pts (the number of points the TUG costs)
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3.D. Troop Sections
Maximum Selection 
Troop types can be can grouped into a section. !e minimums or maximums can be  merged into 
a single group. !ese provide overarching restrictions on troop selection. 

Minimum and Maximum expressed as fractions. 

Where expressed as fraction this applies to troop types taken 
from that section and not the overall minimum or maximum 
from the list. 

Point cost in Formations and Characteristics. 

Characteristics that are listed (implicitly) in a Formation, or in 
a composite characteristic, are costed in the parent Formation/
characteristic. Do not add the characteristic in the army builder for 
Matched Play.

3.E. Reduced Scale Armies
Some lists are constructed at a reduced scale when compared to other Renatio et Gloriam list-
sets. !is is noted in the Army Traits. Armies indicated as such are much smaller in size, and we 
have $exed the scale to accommodate these smaller con$icts. !e rules between armies remain 
consistent, meaning you can play armies from reduced scale and the regular lists, if 
you so desire.

Example of fractional upgrades
If a list line had a Min - 6  & Max - 12, of 
which half can be upgraded in some way.  By 
taking 6  you can upgrade 3 (Not 6). 

Example Formation
In the Formation de"nitions Cavalry 
is described as having evade implicitly. 
As such,  the evade cost is built into the 
Formation cost.  You don’t need to add 
Evade to the Cavalry pro"le  in the army 
builder, otherwise you’ll pay twice!

1 In this example the Army Newly Modelled foot has a maximum of 12 Pike & Shot or Foot Regiments .

2 The minimum of 2 must come from any combinations of the top 4 sections . The maximum  is split into a different grouping. 

3 The last (rightmost) maximum determines the maximum for the whole section

Selection Example
!e upgrade to New Model 
Army Firelocks applies overall 
maximum but does not have 
a minimum. So, if you took 
Firelocks the maximum of other 
‘foot’ would be 11. If you took 
2 Brigaded Muskets  & 1 New 
Model Army Firelocks , would be 
le# with 9 to be taken from the top 
three sections.
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4. Generals and Allies
4.A. General Points

4.B. Army Building 
!ere are a few general rules to follow
1. An army must have at least 2 generals, and can have no more than 4.
2. No army may have more than two Generals who are Talented or better. 
3. An army must have at least the minimum of any TUGs noted  in the Min column.  
4. An army must not have more than the maximum any TUGs noted  in the Max column.  
5. Sum the cost of Generals and TUGs, this must not exceed the agreed army point maximum.
6. Where TUGs are allowed Hasty Defences they may always be upgraded to Barricades (2).

4.C. Allies
Where allies are allowed, they must conform to the following rules:
1. !ey must be a minimum of 2 and a maximum of 4 TUGs.
2. !ey must take su%cient TUGs to ful"l at least 50% of the minimums in the allied list.
3. Mandatory Mounted are only mandatory if you take any Mounted as part of the Allied 
command.
4. Mandatory Foot are only mandatory if you take any Foot or Elephantry as part of the Allied 
command.
5. Allied Artillery TUGs are always optional, even if mandatory.
6. A&er taking compulsories you may take any TUGs, up to the permitted maximum, from the 
Allied army list to create the remainder of the command.

7. !e allied general must have an organisation structure speci"ed by the allied army list. 

8. !e allied general can have any command capability, except Legendary.
9. Allied commands that share common army traits with the main army bene"t in the same way.
10. Allies do not have access to traits from their own list, unless speci"ed in the allies’ section of 
the army list from which they are being chosen.

Army Commander Sub-general Ally-general
Type of General Professional Instinctive Tribal Professional Instinctive Tribal Professional Instinctive Tribal 

Legendary 14 13 12 N/A N/A N/A N/A N/A N/A

Talented 10 9 8 7 6 5 5 4 3

Competent 8 7 6 5 4 3 3 2 0

Mediocre 5 4 3 4 2 1 0 -1 -2
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388 Mane 1494 - 1599
388 Mane 1494 - 1599
389 Songhai Empire (Askia dynasty) 1494 - 1591
390 Kingdom of Benin 1494 - 1721
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392 Hausa Kingdoms 1494 - 1721
393 Tuareg 1494 - 1721
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398 Kingdom of Dahomey 1600 - 1721
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Keynote

Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Solid Irregulars
Formed Superior - Stave or Spear

C/L Protected - Stave or Spear
Solid Irregulars

Formed Average AFP -
Loose Unprotected Bow Stave or Spear

Melee Irregulars
Tribal Average CFP -
Loose Unprotected Bow -

Missile Irregulars
Tribal Average AFP -
Loose Unprotected Bow -

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Bow -
Foot Regt

Formed Superior AFP Stave or Spear
Close Unprotected Arquebus Expert Swordsmen

Notes

List Version 2026.1 1st Jan 2026 Points Version 2025.1 - 1st Jan 2025 updated 01 December 2025 © Simon Hall

Vital Settlement, Fortified Camp and Domiciled are not mandatory.
Only one of Vital Settlement or Fortified Camp can be used.
Domiciled can only be taken if Vital Settlement is also chosen.
Only one Mane Spearmen TUG can be included in each command.
Allies
None
Historical Introduction (Wikipedia - CC-BY-SA)

The Mane were a warrior people, well-armed and well-organised, who lived east and possibly somewhat north 
of present-day Sierra Leone, occupying a belt north of the coastal peoples. Sometime in the early 16th century 
they began moving south. According to some Mane who spoke to a Portuguese (Dornelas) in the late 16th 
century, their travels had begun as a result of their Chief’s, a woman named Macario, having been expelled from 
the imperial city in Mandimansa, their homeland. Their first arrival at the coast was east of Sierra Leone, at least 
as far away as the Cess River and likely farther. They advanced up the coast toward Sierra Leone, conquering as 
they went. They incorporated large numbers of the people they conquered into their army, with the result that 
by the time they reached Sierra Leone, the rank and file of their army consisted mostly of coastal peoples; the 
Mane were its commanding group. The Mane invasions militarised Sierra Leone. The Sapes had been un-
warlike, but after the invasions, right until the late 19th century, bows, shields, and knives of the Mane type had 
become ubiquitous in Sierra Leone, as had the Mane battle technique of using squadrons of archers fighting in 
formation, carrying the large-style shields.Villages became fortified. Mane armies were noted as using wicker 
shields, long iron spears with points at each and supported by archers.

Portuguese Mercenaries Shock, Fire & 
Charge, Lead 

the Assault
0 1 7

Scouting Archers
Pathfinder Combat Shy (-1) 0 4

Archers
Combat Shy (-1) 3

Sumba Auxiliaries Spirited 
Charge Pavise (0) 5

8
8

4

8
2

Mane
Westwards expansion along the coastline of  Liberia
1494-1599
Any Tribal  (0-4)
Forest, Waterside
Great Men, Domiciled, Vital Settlement, Fortified Camp, Reduced Scale

9

Mane Archers
Pavise 2 6

Characteristics Option Min Max Pts

Mane Spearmen
Shock 0 4

8
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Horse
Drilled Exceptional - Light Lance
Loose Armoured - Expert Swordsmen

Horse
Formed Superior - Light Lance

Loose Armoured - Expert Swordsmen
Horse

Formed Superior - Light Lance
Loose Protected - Expert Swordsmen

Cavalry
Formed Average AFP Light Lance

L/O Unprotected Javelins -
Solid Irregulars

Tribal Average - Stave or Spear
Close Unprotected - Stave or Spear

Melee Irregulars
Formed Average - -

Loose Unprotected - Swordsmen
Melee Foot

Formed Superior - Stave or Spear
Close Protected - Stave or Spear

Melee Foot
Formed Superior AFP -

Close Protected Bow Swordsmen
Missile Irregulars

Tribal Average AFP -
Loose Unprotected Bow -

Missile Irregulars
Tribal Poor AFP -

L/O Unprotected Javelins -

Songhai Empire (Askia dynasty)
Imperial Songhai until the Battle of Tondibi
1494-1591
Any Instinctive  (0-4)
Forest, Plains
Great Men, Fortified Camp, Reduced Scale

4

1

4

8

African Princes Spirited 
Charge 0 6

Characteristics Option Min Max Pts

Royal Guard Spirited Charge, 
Personal 

Bodyguard
0 1

Tribal Cavalry Pathfinder 
(1) 3 10 3

Lesser Nobility Spirited 
Charge 2 6

Warriors Spirited 
Charge, 

Impetuous
0 4 4

Spearmen
0 2 4

Guard Foot
6

Guard Spearmen
Shock 60 1

0 1

Skirmishers Combat Shy, 
Pathfinder 0 6 2

Archers
Combat Shy (-1) 4 20 3



Notes

List Version 2026.1 1st Jan 2026 Points Version 2025.1 - 1st Jan 2025 updated 01 December 2025 © Simon Hall

Fortified Camp is not mandatory.
Allies

Songhai Empire (Askia dynasty) up to 3 allies (after 1528 only - following poor governing of the Empire)
Tuareg
Hausa Kingdoms

Historical Introduction (Wikipedia - CC-BY-SA)

Askia the Great organised the territories that Sonni Ali had previously conquered and extended his power as far 
to the south and east. The army of the Songhai Empire under the Askia Mohammad I (1493 - 1528) possessed a 
full-time core of warriors. While not as renowned as his predecessor for his military tactics, Askia initiated 
many campaigns, notably declaring Jihad against the neighbouring Mossi. Even after subduing them he did not 
force them to convert to Islam. His army consisted of war canoes, expert cavalry, protective armour, iron tipped 
weapons, and an organised militia.

As Askia the Great grew older, his power declined. In 1528 his sons revolted against him and declared Musa, 
one of Askia's many sons, as king. Following Musa's overthrow in 1531, Songhai's empire went into decline. 

Between the political chaos and multiple civil wars within the empire, it came as a surprise when Morocco 
invaded Songhai unexpectedly. The Songhai military, during Askia's reign, consisted of full-time soldiers, but 
the king never modernised his army. On the other hand, the invading Moroccan army included thousands of 
arquebusiers and eight English cannons. In the decisive Battle of Tondibi on 13 March 1591, the Moroccans 
destroyed the entire Songhai army and proceeded to capture Gao and Timbuktu, marking the end of the empire.
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Solid Irregulars
Formed Superior CFP Impact Weapon

C/L Protected Bow Expert Swordsmen
Solid Irregulars

Formed Average CFP Impact Weapon
C/L Protected Javelins Swordsmen

Melee Irregulars
Tribal Average CFP Impact Weapon
Loose Unprotected Javelins Swordsmen

Missile Irregulars
Tribal Average AFP -
Loose Unprotected Bow -

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Bow -

Foot Regt
Formed Superior AFP Stave or Spear

Close Unprotected Arquebus Expert Swordsmen
Missile Irregulars

Tribal Poor AFP -
Loose Unprotected Arquebus -

Melee Foot
Formed Superior CFP Impact Weapon

Close Protected Matchlock Musket Expert Swordsmen
Melee Foot

Formed Average CFP Impact Weapon
Loose Protected Matchlock Musket Swordsmen

Foot Regt
Formed Superior AFP -

L/O Unprotected Matchlock Musket Swordsmen
Missile Irregulars

Tribal Average AFP -
Loose Unprotected Matchlock Musket -

Kingdom of Benin
Golden Age to European contact
1494-1721
Any Instinctive or Tribal  (0-4)
Forest, Plains
Great Men, Fortified Camp, Reduced Scale

1630 and after, replacing all Royal and Metropolitan Regiments

After 1640

Between 1550 and 1629 only

12

12

6

11

Metropolitan Regiments
Shock 2 4 7

Characteristics Option Min Max Pts

Royal Regiments (Ekaiwe,  Isienmwenro  & Iyoba)
Shock 0 3

Archers
Combat Shy (-1) 2 3

Village Regiments
0 12 5

Portuguese Mercenaries Shock, Fire & 
Charge, Lead 

the Assault
0 2 7

Scouting Archers
Pathfinder Combat Shy (-1) 0 4

Royal Regiments (Ekaiwe,  Isienmwenro  & Iyoba)
Shock 0 3 8

Arquebusiers
Combat Shy 0 2 2

European Mercenaries Fire & 
Charge, Shock 0 2 7

Metropolitan Regiments
Shock 2 4 6

Matchlockmen
Combat Shy 0 4 3



Notes

List Version 2026.1 1st Jan 2026 Points Version 2025.1 - 1st Jan 2025 updated 01 December 2025 © Simon Hall

Vital Settlement, Fortified Camp and Domiciled are not mandatory.
Domiciled can only be taken if Vital Settlement is also chosen.
Vital Settlement Fortified Camp  cannot be used together.

Portuguse Mercenaries cannot be used with Kingdom of Portugal (Colonial Empire)  allies.
European Mercenaries cannot be used with Dutch Republic (Colonial Empire) allies.

Allies

Kingdom of Portugal (Colonial Empire) before 1630 only
Dutch Republic (Colonial Empire) 1630 and after

Historical Introduction (Wikipedia - CC-BY-SA)

The Benin Empire began to develop under Oba Ewuare in 1440, growing in this period to gain ascendancy over 
the area of what is now modern day western Nigeria but fell into decline in the late 17th century. It was noted for 
a well organised army and the use of military earthworks. The Royal troops were standing troops under control 
of the Oba, the ruler of Benin. The Royal Archers are based on depictions of archers wearing armour. The rest 
of the army was based on Metropolitan regiments in Benin City and Village regiments. The main tactic was 
initial archery with spearmen and swordsmen following up for the decisive blow. Firearms troops were 
principally skirmishers. 

The Kingdom of Benin (which has a limited historical relationship the modern country of Benin) was founded 
in Nigeria. Found in the 11th Century it lasted until becoming part of the British Empire in 1898.
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Horse
Formed Exceptional - Light Lance

Loose Armoured - Expert Swordsmen
Horse

Formed Superior - Light Lance
Loose Armoured - Expert Swordsmen

Cavalry
Formed Average AFP Light Lance

L/O Unprotected Javelins -
Melee Irregulars

Tribal Average CFP -
Loose Unprotected Javelins -

Solid Irregulars
Tribal Average - Stave or Spear
Loose Unprotected - Stave or Spear

Solid Irregulars
Tribal Average AFP -
Loose Unprotected Javelins -

Missile Irregulars
Tribal Average AFP -
Loose Unprotected Bow -

Missile Irregulars
Tribal Poor AFP -

L/O Unprotected Javelins -
Melee Foot

Formed Superior AFP -
Close Protected Bow Swordsmen

Melee Foot
Formed Superior - Stave or Spear

Close Protected - Stave or Spear

Foot Regt
Drilled Superior HFP -
Close Unprotected Arquebus Expert Swordsmen

Foot Regt
Formed Average AFP -

Loose Unprotected Arquebus -

Bornu Empire (Sayfawa dynasty)
Defeat of the Bulala to the Fulani War
1494-1721
Any Instinctive or Tribal  (0-4)
Plains
Great Men, Fortified Camp, Fort, Domiciled, Reduced Scale

Between 1550 and 1629 only

7

Bornu Knights
Spirited Charge 0 5 6

Characteristics Option Min Max Pts

Bodyguard of the Mai/Shehu  Spirited Charge, 
Personal 

Bodyguard
0 1

Bornu Warriors Spirited 
Charge, 

Impetuous
4

Tribal Cavalry 
Pathfinder (1) 2 6 3

Bornu Warriors
Pavise 4

Bornu Warriors
Pavise 4

Vanguard (0)
Max 4 TUGs 
can be given 
Vanguard.

2 10

Skirmishers Combat Shy, 
Pathfinder 2

Archers
Combat Shy (-1) 2 10 3

0 6

Guard Spearmen
Shock 0 1 6

Guard Foot
60 1

Slave Musketeers
Combat Shy 0 4 3

Turkish Mercenary Foot Dismountable 
(0) 0 2 7



Foot Regt
Drilled Superior HFP -
Close Unprotected Matchlock Musket Expert Swordsmen

Foot Regt
Formed Average AFP -

Loose Unprotected Matchlock Musket -
Notes

List Version 2026.1 1st Jan 2026 Points Version 2025.1 - 1st Jan 2025 updated

From 1630 until 1670, replacing all Turkish Mercenary Foot and Slave Musketeers

Slave Musketeers
Combat Shy 0 4 4

Turkish Mercenary Foot Dismountable 
(0) 0 2 7

01 December 2025 © Simon Hall

Fort and Domiciled are not mandatory.
Domiciled can only be taken if Fort is also chosen.
Only one of Fort or Fortified Camp can be used.

The following can garrison a Fort - 
•    Bornu Warriors
•    Archers
•    Slave Musketeers

The Bornu Empire offers novel options for Camp bases, with Bornu diplomats sending a giraffe to sultans in 
North Africa and the Mai sitting in a curtained cage called fanadir, dagil, or tatatuna...a large cage for a wild 
animal, with vertical wooden bars.

Allies
Tuareg 
Kingdom of Morocco (Sa'di Dynasty)  - 1603–1627 only

Historical Introduction (Wikipedia - CC-BY-SA)

Bornu peaked during the reign of Mai Idris Alooma (c. 1564–1596), reaching the limits of its greatest territorial 
expansion, gaining control over Hausaland, and the people of Ahir and Tuareg.

Military innovations included the use of mounted Turkish musketeers, slave musketeers, mailed cavalrymen, 
footmen and feats of military engineering as seen during the siege of the fortified town of Amsaka. This army was 
organised into an advance guard and a rear reserve while often using shield wall methods as well. The Bornu 
army was transported via camel or large boats and fed by free and slave women cooks, and often employed a 
scorched earth policy if necessary for the conquest of fortified towns and other strongholds. Ribāts were built on 
frontiers, and trade routes to the north were secure, allowing relations to be established with the Pasha of Tripoli 
and the Turkish empire. Between 1574 and 1583, the Borno sultan had diplomatic relations with the Ottoman 
sultan Murad III, as well as with the Moroccan sultan Ahmad al-Mansur, in the context of political tensions in 
the Sahara. The Borno sultan allied with the Moroccan sultan against the Ottoman imperialism in the Sahara.

The administrative reforms and military brilliance of Aluma sustained the empire until the mid-17th century 
when its power began to fade. By the late 18th century, Bornu rule extended only westward, into the land of the 
Hausa of modern Nigeria
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Horse
Formed Exceptional - Light Lance

Loose Armoured - Expert Swordsmen
Horse

Formed Superior - Light Lance
Loose Armoured - Expert Swordsmen

Cavalry
Formed Average AFP Light Lance

L/O Unprotected Javelins -
Solid Irregulars

Tribal Average - Stave or Spear
Close Unprotected - Stave or Spear

Melee Irregulars
Formed Average - -

Loose Unprotected - Swordsmen
Missile Irregulars

Tribal Average AFP -
Loose Unprotected Bow -

Missile Irregulars
Formed Average HFP -

Loose Unprotected Bow Swordsmen
Missile Irregulars

Tribal Poor AFP -
L/O Unprotected Javelins -

Melee Foot
Formed Superior - Stave or Spear

Close Protected - Stave or Spear
Melee Foot

Formed Superior AFP -
Close Protected Bow Swordsmen

Hausa Kingdoms
Collection of states situated between the Niger River and Lake Chad
1494-1721
Any Instinctive or Tribal  (0-4)
Plains
Great Men, Fortified Camp, Reduced Scale

7

Nobles in Yan Lifida Spirited 
Charge 2 5 6

Characteristics Option Min Max Pts

Bodyguard of the Mai/Shehu  Spirited Charge, 
Personal 

Bodyguard
0 1

Spearmen
0 2 4

Tribal Cavalry 
Pathfinder (1) 2 10 3

Archers
Combat Shy (-1) 4 20 3

Warriors Spirited 
Charge, 

Impetuous
0 4 4

Skirmishers Combat Shy, 
Pathfinder 0 6 2

Veteran Archers
0 2 4

Guard Foot
6

Guard Spearmen
Shock 60 1

0 1



Notes

List Version 2026.1 1st Jan 2026 Points Version 2025.1 - 1st Jan 2025 updated 01 December 2025 © Simon Hall

Vital Settlement and Domiciled are not mandatory.
Domiciled can only be taken if Vital Settlement is also chosen.

Allies
Tuareg
Historical Introduction (Wikipedia - CC-BY-SA)

The Hausa Kingdoms are mentioned by Ya'qubi as 15th century trading centres competing with Kanem-Bornu 
and the Mali Empire

The legendary Queen Amina is believed to have ruled Zazzau between the 15th century and the 16th century for a 
period of 34 years. She honed her military skills and became famous for her bravery and military exploits, as she is 
celebrated in song as "Amina, daughter of Nikatau, a woman as capable as a man."

Sultan Muhammad Bello of Sokoto stated that, "She made war upon these countries and overcame them entirely 
so that the people of Katsina paid tribute to her and the men of Kano and... also made war on cities of Bauchi till 
her kingdom reached to the sea in the south and the west." Likewise, she led her armies as far as Kwararafa and 
Nupe and, according to the Kano Chronicle, "The Sarkin Nupe sent her 40 eunuchs and 10,000 kola nuts." 

Despite relatively constant growth from the 15th century to the 18th century, the states were vulnerable to constant 
war internally and externally. By the 18th century, they were economically and politically exhausted.
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Camelry
Formed Superior - Light Lance

Loose Unprotected - Expert Swordsmen
Horse

Formed Superior - Light Lance
Loose Unprotected - Expert Swordsmen

Camelry
Formed Average - Light Lance

L/O Unprotected - -
Melee Irregulars

Tribal Average CFP Impact Weapon
Loose Unprotected Javelins Swordsmen

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Javelins -
Notes

List Version 2026.1 1st Jan 2026 Points Version 2025.1 - 1st Jan 2025 updated

Tuareg
"The Veiled Ones"
1494-1721
Any Tribal  (0-4)
Desert
Great Men, No Camp, Vital Settlement, Reduced Scale

5

Ihaggaren Cavalry
2 4

Characteristics Option Min Max Pts

Ihaggaren with Imrad Camel Warriors Spirited Charge, 
Impetuous 182

0

Imrad Foot Spirited Charge, 
Impetuous 3* 10 5

Scouting Camelry Pathfinder, 
Independent 0 4 3

Ilkan Skirmishers Combat 
Shy (-1) 0 10 3

01 December 2025 © Simon Hall

No Camp, Domiciled and Vital Settlement are not mandatory.
No Camp can only be used if no Foot are taken.
Domiciled can only be taken if Vital Settlement is also chosen.

* Minimum applies only if any Foot are used.

Allies
None
Historical Introduction (Wikipedia - CC-BY-SA)

The Tuareg people are a large Berber ethnic group that principally inhabit the Sahara in a vast area stretching 
from far southwestern Libya to southern Algeria, Niger, Mali, and Burkina Faso. The Tuaregs have been called 
the "blue people" for the indigo dye coloured clothes they traditionally wear and which stains their skin. They are 
a semi-nomadic people who practice Islam, and are descended from the indigenous Berber communities of 
Northern Africa.

Throughout history, the Tuareg were renowned and respected warriors. Their decline as a military might came 
with the introduction of firearms, weapons which the Tuareg did not possess. The Tuareg warrior equipment 
consisted of a takoba (sword), allagh (lance) and aghar (shield) made of antelope hide.
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Horse
Formed Superior CFP Light Lance

Loose Armoured Bow Expert Swordsmen
Horse

Formed Average AFP Light Lance
Loose Protected Bow Swordsmen

Cavalry
Formed Average AFP Light Lance

L/O Unprotected Javelins -
Melee Foot

Formed Superior AFP -
Close Protected Bow Swordsmen

Solid Irregulars
Formed Average AFP Impact Weapon

Loose Unprotected Bow -
Melee Irregulars

Tribal Average CFP -
Loose Unprotected Javelins -

Melee Irregulars
Tribal Average - Impact Weapon
Loose Unprotected - Swordsmen

Missile Irregulars
Tribal Average AFP -
Loose Unprotected Bow -

Missile Irregulars
Formed Average HFP -

Loose Unprotected Bow Swordsmen
Missile Irregulars

Tribal Poor AFP -
L/O Unprotected Javelins -

Guard Foot
0 1 6

Tribal Cavalry Pathfinder 
(1) 3

Mali Empire
Collapse of the Mali empire
1494-1672
Any Instinctive  (0-4)
Forest, Plains
Great Men, Domiciled, Vital Settlement, Reduced Scale

7

Mali Cavalry
4

Characteristics Option Min Max Pts

Mali Guard Cavalry Spirited 
Charge

2 8

0 2

Horon
0 4 4

Mandinka vassals
0 4 3

Sofa Slave Infantry 
0 4 6

Skirmishers Combat Shy, 
Pathfinder 0 6 2

Veteran Archers
0 4

20

20

1

Mandinka Archers
Combat Shy 4 2



Notes

List Version 2026.1 1st Jan 2026 Points Version 2025.1 - 1st Jan 2025 updated 01 December 2025 © Simon Hall

Vital Settlement is not mandatory.
Domiciled can only be taken if Vital Settlement is also chosen.
Allies
Tuareg
Historical Introduction (Wikipedia - CC-BY-SA)

The first unfamiliar threat to Mali came not from the jungles or even the desert but the sea. The Portuguese 
arrived on the Senegambian coast in 1444. The Portuguese did far more than hinder Mali's attempts to 
modernise its army. They undermined the empire's authority along a coast that was getting farther and farther 
from the influence of Niani's court.

After 1510, the Mali Empire received a brief respite from Songhay attacks as their enemy was overcome with a 
series of typical imperial challenges. The same provincial revolts and dynastic disputes that has troubled Mali 
left Songhay incapable of raiding into Mali for nearly thirty years.

Following Songhai's defeat by a Moroccan invasion in 1591 at the Battle of Tondibi, the Mali Empire was 
released from a century's-old pressure on its northern frontier. In place of the Songhai Empire succeeded a 
much weaker authority on the Niger in the form of the Arma, separated from Mali by warring chiefdoms.

Mansa Mahmud IV tried to take advantage of the situation with the support of Fulbe and Bambara chiefs. In 
1599, the mansa led this army in a march on Battle of Jenné. The rulers of Jenné called on the Moroccan 
garrison of Arma in Timbuktu for reinforcements. The other obstacle to the mansa's success was his betrayal by 
a major ally prior to the battle. The reasoning behind this betrayal, according to Mandinka oral traditions was 
that Mahmud IV did not have the support of Mali's traditional generals, the Farim-Soura and Sankar-Zouma. 
This major ally of the mansa abandoned him at the last moment and went over to the Moroccans and advised 
them on what to expect from the mansa's army. Despite their amazement at the size of the mansa's force, the 
Arma won the battle after a violent bombardment.

The battle of Jenne put the final nail in the empire's coffin. A victory at Jenne might well have saved the empire, 
keeping the tribes united under a strong and proven leader. But Mansa Mahmud IV retired to the remains of his 
kingdom and with his death, the realm was split up among his three sons. A unified Mali simply ceased to exist. 
The last remnants of Mali were destroyed by the Bambara in the 17th century.
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Missile Irregulars
Tribal Average AFP -
Loose Unprotected Bow -

Missile Irregulars
Tribal Superior HFP -
Loose Unprotected Bow -

Foot Regt
Formed Superior AFP Stave or Spear

Close Unprotected Arquebus Expert Swordsmen

Foot Regt
Formed Superior AFP -

L/O Unprotected Matchlock Musket Swordsmen
Missile Irregulars

Tribal Average AFP -
Loose Unprotected Matchlock Musket -

Missile Irregulars
Tribal Average AFP -
Loose Unprotected Matchlock Musket -

Sierra Leone
Mane invasions and European Colonisation
1494-1721
Any Tribal  (0-4)
Jungle
Great Men, Domiciled, Vital Settlement, Fortified Camp, Reduced Scale

2

Sierra Leone Veteran Archers
Combat Shy 0 6 3

Characteristics Option Min Max Pts

Sierra Leone Archers
Combat Shy 6 24

European Mercenaries Fire & 
Charge, Shock 0 2 7

Portuguese Mercenaries Shock, Fire & 
Charge, Lead 

the Assault
0 2 7

Matchlockmen
Combat Shy 2 10 3

Matchlockmen
Combat Shy 0 2 3

Before 1629 only

1629 and after 

1670 and after 



Notes

List Version 2026.1 1st Jan 2026 Points Version 2025.1 - 1st Jan 2025 updated 01 December 2025 © Simon Hall

Vital Settlement, Fortified Camp and Domiciled are not mandatory.
Only one of Vital Settlement or Fortified Camp can be used.
Domiciled can only be taken if Vital Settlement is also chosen.
Allies
None
Historical Introduction (Wikipedia - CC-BY-SA)

The Mane invasions of the mid-16th century had a profound impact on Sierra Leone. The Mane (also called 
Mani), southern members of the Mande language group, were a warrior people, well-armed and well-
organised, who lived east and possibly somewhat north of present-day Sierra Leone, occupying a belt north of 
the coastal peoples.

The Mane invasions militarised Sierra Leone. The Sapes had been un-warlike, but after the invasions, right until 
the late 19th century, bows, shields, and knives of the Mane type had become ubiquitous in Sierra Leone, as had 
the Mane battle technique of using squadrons of archers fighting in formation, carrying the large-style shields. 
Villages became fortified. The usual method of erecting two or three concentric palisades, each 4–7 metres 
high, created a formidable obstacle to attackers—especially since, as some of the English observed in the 19th 
century, the thigh-thick logs planted into the earth to make the palisades often took root at the bottom and grew 
foliage at the top, so that the defenders occupied a living wall of wood. 

By the 17th century, Portuguese colonialism in West Africa began to wane, and in Sierra Leone other European 
colonial powers such as the English and Dutch began to supplant their influence in the region.



396
Keynote

Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Melee Irregulars
Tribal Average - Impact Weapon
Loose Unprotected - -

Melee Irregulars
Tribal Superior - Impact Weapon
Loose Unprotected - Swordsmen

Missile Irregulars
Tribal Average AFP -
Loose Unprotected Bow -

Foot Regt
Formed Superior AFP Stave or Spear

Close Unprotected Arquebus Expert Swordsmen

Foot Regt
Formed Superior AFP -

L/O Unprotected Matchlock Musket Swordsmen
Missile Irregulars

Tribal Average AFP -
Loose Unprotected Matchlock Musket -

Missile Irregulars
Tribal Average AFP -
Loose Unprotected Matchlock Musket -

Western Forest Empires and States
Akan Kingdoms and emergence of Asante Empire
1494-1721
Any Tribal  (0-4)
Jungle
Great Men, Domiciled, Vital Settlement, Reduced Scale

3

Veteran Warriors Spirited 
Charge 0 6

Characteristics Option Min Max Pts

Spearmen
4

Portuguese Mercenaries Shock, Fire & 
Charge, Lead 

the Assault
0 2 7

Archers
Combat Shy (-1) 4 12 3

Before 1629 only

Matchlockmen
Combat Shy 0 2 3

European Mercenaries Fire & 
Charge, Shock 0 2 7

Matchlockmen
Combat Shy 4 8 3

Between 1629 and 1669 only 

1670 and after (replacing any Archers)

12

12

4



Notes

List Version 2026.1 1st Jan 2026 Points Version 2025.1 - 1st Jan 2025 updated 01 December 2025 © Simon Hall

Vital Settlement is not mandatory.

Allies

Kingdom of Portugal (Colonial Empire) - before 1629, and if no Portuguese Mercenaries are used, only

Historical Introduction (Wikipedia - CC-BY-SA)

It was Bonoman that begat several Akan kingdoms like Mankessim, Denkyira, Akyem, Akwamu and others. 
Later, the Empire of Ashanti was founded. When and how the Ashante got to their present location is 
debatable. What is known is that by the 17th century an Akan people were identified as living in a state called 
Kwaaman. The location of the state was north of Lake Bosomtwe. The state's revenue was mainly derived from 
trading in gold and kola nuts and clearing forest to plant yams. They built towns between the Pra and Ofin 
rivers. They formed alliances for defence and paid tribute to Denkyira one of the more powerful Akan states at 
that time along with Adansi and Akwamu. During the 16th century, Ashante society experienced sudden 
changes, including population growth because of cultivation of New World plants such as cassava and maize 
and an increase in the gold trade between the coast and the north.

By the 17th century, Osei Kofi Tutu I (c. 1695–1717), with help of Okomfo Anokye, unified what became the 
Ashante into a confederation with the Golden Stool as a symbol of their unity and spirit. Osei Tutu engaged in a 
massive territorial expansion. He built up the Ashante army based on the Akan state of Akwamu, introducing 
new organisation and turning a disciplined militia into an effective fighting machine. In 1701, the Ashante 
conquered Denkyira, giving them access to the coastal trade with Europeans, especially the Dutch. 
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Horse
Formed Exceptional - Light Lance

Loose Unprotected - Expert Swordsmen
Cavalry

Formed Superior CFP Light Lance
Loose Unprotected Bow Swordsmen

Cavalry
Formed Average AFP -

L/O Unprotected Bow -
Cavalry

Formed Average AFP Light Lance
L/O Unprotected Javelins -

Solid Irregulars
Formed Average CFP Impact Weapon

Loose Unprotected Javelins Swordsmen
Solid Irregulars

Tribal Average CFP Impact Weapon
Loose Unprotected Javelins Swordsmen

Missile Irregulars
Tribal Average AFP -
Loose Unprotected Bow -

Missile Irregulars
Tribal Poor AFP -

L/O Unprotected Javelins -

Oyo Empire
Powerful Yoruba empire of West Africa 
1494-1721
Any Instinctive or Tribal  (0-4)
Plains
Great Men, Vital Settlement, No Camp, Domiciled, Reduced Scale

6

Metropolitan Cavalry Spirited 
Charge 0 5

Characteristics Option Min Max Pts

Esho Ikoyi Spirited 
Charge 0

6

1

6

Tribal Cavalry 
Pathfinder (1) 3 16 3

Horse Archers
0 6 3

Yoruba Tributary Infantry
Pavise (0) 2* 4 5

Yoruba Metropolitan Infantry
Pavise (0) 0 4 5

Skirmishers Combat Shy, 
Pathfinder 0 4 2

Archers
Combat Shy (-1) 1* 8 3



Notes

List Version 2026.1 1st Jan 2026 Points Version 2025.1 - 1st Jan 2025 updated 01 December 2025 © Simon Hall

* Minimum apply only if any Foot are used.

Vital Settlement,Domiciled and No Camp are not mandatory.
Vital Settlement and No Camp cannot be used together.
Domiciled can only be taken if Vital Settlement is also chosen.

Allies
None
Historical Introduction (Wikipedia - CC-BY-SA)

Oyo had grown into a formidable inland power by the end of the 14th century. For over a century, the Yoruba 
state had expanded at the expense of its neighbours. During the reign of Onigbogi, Oyo suffered military defeats at 
the hands of the Nupe led by Tsoede. Sometime around 1535, the Nupe occupied Oyo and forced its ruling 
dynasty to take refuge in the kingdom of Borgu. The Nupe sacked the capital, destroying Oyo as a regional power 
until the early 17th century.

The Yoruba of Oyo went through an interregnum of 80 years as an exiled dynasty after its defeat by the Nupe. 
They re-established Oyo as more centralised and expansive than ever. The people created a government that 
established its power over a vast empire. During the 17th century, Oyo began a long stretch of growth, becoming a 
major empire. Oyo never encompassed all Yoruba people, but it was the most populous kingdom in Yoruba 
history.

There was a high degree of professionalism in the army of the Oyo Empire. Its military success was due in large 
part to its cavalry as well as the leadership and courage of Oyo officers and warriors. Because its main geographic 
focus was north of the forest, Oyo enjoyed easier farming and thus a steady growth in population. This 
contributed to Oyo's ability to consistently field a large force. There was also an entrenched military culture in 
Oyo where victory was obligatory and defeat carried the duty of committing suicide.This do-or-die policy no 
doubt contributed to the military aggressiveness of Oyo's generals.
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Melee Irregulars
Tribal Average - Impact Weapon
Loose Unprotected - -

Melee Irregulars
Tribal Superior - Impact Weapon
Loose Unprotected - Swordsmen

Missile Irregulars
Tribal Average AFP -
Loose Unprotected Bow -

Foot Regt
Formed Superior AFP Stave or Spear

Close Unprotected Arquebus Expert Swordsmen
Foot Regt

Formed Superior AFP -
L/O Unprotected Matchlock Musket Swordsmen

Missile Irregulars
Tribal Average AFP -
Loose Unprotected Matchlock Musket -

Bande
Drilled Exceptional CFP -
C/L/O Unprotected Matchlock Musket Expert Swordsmen

Missile Irregulars
Tribal Average AFP -
Loose Unprotected Matchlock Musket -

Bande
Drilled Exceptional CFP -
C/L/O Unprotected Flintlock Musket Expert Swordsmen

Foot Regt
Drilled Average AFP -
Loose Unprotected Flintlock Musket Swordsmen

Skirmishers
Drilled Average AFP -

L/O Unprotected Flintlock Musket -

1708 and after (Replacing any Archers, Spearmen and Amazons)

Kingdom of Dahomey
Establishment by the Fon people up to the rule of King Agaja
1600-1721
Any  (0-4)
Plains
Great Men, Vital Settlement, Domiciled, Reduced Scale

Characteristics Option Min Max Pts

Spearmen
4 3

Veteran Warriors Spirited 
Charge 0 6

12

12

4

Portuguese Mercenaries Shock, Fire & 
Charge, Lead 

the Assault
0 7

Archers
Combat Shy (-1) 4 12 3

Matchlockmen
Combat Shy 0 4 3

European Mercenaries Fire & 
Charge, Shock 0 7

Matchlockmen
Combat Shy 4 8 3

After 1645 only
Dahomey Amazons

Shock 0 1 8

Agaja's Trained army 
2 6 6

Dahomey Amazons
Shock 0 1 8

Agaja's Skirmishers Combat Shy, 
Pathfinder 0 2 5

Between 1670 and  1707 (replacing any Archers)

Between 1630 and 1669 only

Between 1600 and 1629 only

2



Battery
Formed Average AFP -

Loose Unprotected Light Gun -
Battery

Formed Average AFP -
Loose Unprotected Medium Gun -

Notes

List Version 2026.1 1st Jan 2026 Points Version 2025.1 - 1st Jan 2025 updated

3

Medium Guns

01 December 2025 © Simon Hall

Instinctive Generals can only be used after 1670.
Professional Generals can only be used after 1708. 

Vital Settlement is not mandatory.
Domiciled can only be taken if Vital Settlement is also chosen.
Vital Settlement and Domiciled cannot be used after 1700.

Allies
None
Historical Introduction (Wikipedia - CC-BY-SA)

Dahomey developed on the Abomey Plateau amongst the Fon people in the early 17th century and became a 
regional power in the 18th century by conquering key cities on the Atlantic coast.

As a highly militaristic kingdom constantly organised for warfare, it captured children, women, and men during 
wars and raids against neighbouring societies, and sold them into the Atlantic slave trade in exchange for 
European goods. Other remaining captives became slaves in Dahomey, where they worked on royal plantations 
and were routinely mass executed in large-scale human sacrifices during the festival celebrations known as the 
Annual Customs of Dahomey.

King Agaja, came to the throne in 1708 and began significant expansion of the Kingdom of Dahomey. This 
expansion was made possible by the superior military force of King Agaja's Dahomey. In contrast to surrounding 
regions, Dahomey employed a professional standing army numbering around ten thousand. What the Dahomey 
lacked in numbers, they made up for in discipline and superior arms. In addition to being well trained, the 
Dahomey army under Agaja was also very well armed. The Dahomey army favoured imported European 
weapons as opposed to traditional weapons. For example, they used European flintlock muskets in long-range 
combat and imported steel swords and cutlasses in close combat. The Dahomey army also possessed twenty-five 
cannons. 

Hasty 
Defences (1) 4

Light Guns Hasty 
Defences (1)

0 1


