


6

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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404 Southwest Peoples 1494 - 1721

405 Great Plains and Canadian Prairie Peoples 1494 - 1721
406 Northeast Woodland Peoples 1494 - 1721
407 Southeast Peoples 1494 - 1721
408 Northwest Coast and Plateau Peoples 1494 - 1721
409 New England Confederation 1630 - 1680
410 Bourbon France (New France Colonies) 1630 - 1680
411 Orange-Nassau England (New England - King William's War) 1681 - 1701
412 Bourbon France (New France - King William's War) 1681 - 1701
413 Stuart England (New England - Queen Anne's War) 1702 - 1713
414 Bourbon France (New France - Queen Annes War) 1702 - 1721
415 Bourbon Spain (Spanish Florida - Queen Annes War) 1702 - 1721
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Keynote

Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Melee Irregulars
Tribal Average LFP -

L/O Unprotected Bow Swordsmen
Missile Irregulars

Tribal Average AFP -
L/O Unprotected Bow Swordsmen

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Bow -

Melee Irregulars
Tribal Average LFP -

L/O Unprotected Matchlock Musket Swordsmen
Missile Irregulars

Tribal Average AFP -
L/O Unprotected Matchlock Musket Swordsmen

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Matchlock Musket -

Cavalry
Formed Superior AFP Light Lance

L/O Unprotected Bow Swordsmen
Cavalry

Formed Average AFP -
L/O Unprotected Bow Swordsmen

Cavalry
Formed Average AFP -

L/O Unprotected Bow -

Cavalry
Formed Superior AFP Light Lance

L/O Unprotected Mounted Shot Swordsmen

Cavalry
Formed Average AFP -

L/O Unprotected Mounted Shot Swordsmen
Cavalry

Formed Average AFP -
L/O Unprotected Mounted Shot -

Apacheans only (after 1660 replacing any Warriors or Scouts)

Southwest Peoples

1494-1721
Any Tribal  (0-3)
Waterside, Mountains
Great Men, Vital Settlement, Domiciled, Ambushers!, Horse Lords, Reduced Scale

Characteristics Option Min Max Pts

Pueblo-speaking peoples, Diné, Apache, O´odham, Yuman, and Pais

Scouts Pathfinder, 
Arboreal

Independent 
(1) 0 3 4

Warriors Fire & Charge, 
Arboreal

Front Rank 
SUP (0)

4 20

4

Warriors Fire & Charge, 
Arboreal 4

Afer 1630 replacing any Warriors or Scouts
Warriors Fire & Charge, 

Arboreal
Front Rank 

SUP (0) 0 10

10

5

Warriors Fire & Charge, 
Arboreal

Apacheans only (after 1600 replacing any Warriors or Scouts)
Bravest Mounted Warriors

Fire & Charge Dismountable 
(0) 0 4 5

0 5 4

Scouts Pathfinder, 
Arboreal

Independent 
(1) 0 1 4

Bravest Mounted Warriors
Fire & Charge Dismountable 

(0) 0 4 5

4

Mounted Scouts Pathfinder, 
Independent

Dismountable 
(0), Arboreal (0) 4

Mounted Warriors
Fire & Charge Dismountable 

(0)

Apacheans only (after 1660 replacing any Bravest Mounted Warriors)

0 3

4 20

Mounted Scouts Pathfinder, 
Independent

Dismountable 
(0), Arboreal (0) 0 1 4

Mounted Warriors
Fire & Charge Dismountable 

(0) 4 20 3



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.
Only one of either Great Man or Horse Lords can be used.
Only one TUG of Bravest Mounted Warriors can be included in each command.
(Bravest) Mounted Warriors dismount as Loose Order, with AFP with Shooting Weapon: Matchlock Musket or 
Bow (as mounted version dictates) -  Charge/Melee Weaponry: -/Swordsmen. Characteristic: Fleet of Foot 
replacing Fire & Charge
Mounted Scouts dismount as Loose Order, with AFP with Shooting Weapon: Matchlock Musket or Bow (as 
mounted version dictates) -  Charge/Melee Weaponry: -/-. Characteristic: Fleet of Foot
Apacheans can only use the minimum of Foot Warrior TUGs.

Allies
Southwest Peoples (up to 3 allies)
Historical Introduction (Wikipedia - CC-BY-SA)

The Southwest culture area is located between the Rocky Mountains and the Mexican Sierra Madre. The 
Continental Divide separates the landscape into the watersheds of two great river systems: the Colorado–Gila–San 
Juan, in the west, and the Rio Grande–Pecos, in the east.

Traditional social and religious practices are fairly well understood for the western Pueblo peoples because 
distance and the rugged landscape of the Colorado Plateau afforded them some protection from the depredations 
of European colonizers. 

The Navajo and Apache are relative newcomers migrating to the region from present-day Canada, arriving by 
approximately AD 1500. The Navajo occupied a portion of the Colorado Plateau adjacent to Hopi lands. The 
Apache claimed the basin and range country east and south of the Plateau and surrounding the Rio Grande 
pueblos. Together, the Navajo and Apache are referred to as Apacheans.
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Melee Irregulars
Tribal Average LFP -
Loose Unprotected Bow Swordsmen

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Bow Swordsmen
Missile Irregulars

Tribal Average AFP -
L/O Unprotected Bow -

Melee Irregulars
Tribal Average LFP -
Loose Unprotected Matchlock Musket Swordsmen

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Matchlock Musket Swordsmen
Missile Irregulars

Tribal Average AFP -
L/O Unprotected Matchlock Musket -

Cavalry
Formed Superior AFP Light Lance

L/O Unprotected Bow Swordsmen
Cavalry

Formed Superior AFP Light Lance
L/O Unprotected Mounted Shot Swordsmen

Cavalry
Formed Average AFP -

L/O Unprotected Bow -
Cavalry

Formed Average AFP -
L/O Unprotected Mounted Shot -

Cavalry
Formed Average AFP -

L/O Unprotected Bow -
Cavalry

Formed Average AFP -
L/O Unprotected Mounted Shot -

Warriors Fire & Charge, 
Pavise

Front Rank SUP 
(0) 5

Great Plains and Canadian Prairie Peoples

1494-1721
Any Tribal  (0-3)
Plains
Great Men, Vital Settlement, Domiciled, Ambushers!, Horse Lords, Reduced Scale

Characteristics Option Min Max Pts

Local raids and conflict with European settlement

Warriors
Fire & Charge Front Rank SUP 

(0) 0 510

Warriors Fire & Charge, 
Pavise 4

Scouts
Pathfinder Independent (1) 4

Warriors
Fire & Charge 0 4

10

0 4

5

3

Bravest Mounted Warriors
Fire & Charge

Scouts
Pathfinder Independent (1) 4

Bravest Mounted Warriors
Fire & Charge 5

3

20

Mounted Scouts Pathfinder, 
Independent Dismountable (0) 4

Mounted Scouts Pathfinder, 
Independent Dismountable (0) 4

3

1

0

Mounted Warriors
0 35

Mounted Warriors
4** 20

Afer 1630 replacing any Warriors or Scouts

Afer 1660 replacing any Warriors or Scouts

4* 20

0 3

10

5



Melee Irregulars
Tribal Average CFP -
Loose Unprotected Matchlock Musket Swordsmen

Melee Foot
Tribal Average AFP -
Loose Unprotected Matchlock Musket Swordsmen

Notes

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

Lawless Europeans Dismountable, 
Fire & Charge 0 1 5

Raiders
Dismountable Impetuous (0), 

Independent (1) 0 2 5

01 December 2025 © Simon Hall

Vital Settlement is mandatory only before 1630. 
Only one of either Great Man or Horse Lords can be used.
Only one TUG of Bravest Mounted Warriors can be included in each command.
(Bravest) Mounted Warriors dismount as Loose Order, with AFP with Shooting Weapon: Matchlock Musket or 
Bow (as mounted version dictates) -  Charge/Melee Weaponry: -/Swordsmen. Characteristic: Fleet of Foot 
replacing Fire & Charge
Mounted Scouts dismount as Loose Order, with AFP with Shooting Weapon: Matchlock Musket or Bow (as 
mounted version dictates) -  Charge/Melee Weaponry: -/-. Characteristic: Fleet of Foot
* Minimum applies before and including 1630.
** Minimum applies after 1680.
After 1700 no foot can be used, other than those with the Dismountable characteristic.

Allies
Great Plains and Canadian Prairie Peoples (up to 3 allies)
Historical Introduction (Wikipedia - CC-BY-SA)

The Spanish explorer Francisco Vásquez de Coronado was the first European to describe the Plains Indian 
culture. He encountered villages and cities of the Plains village cultures. According to the Spaniards, the 
Querechos lived "in tents made of the tanned skins of the cows (bison).  It was the introduction of the horse that 
revolutionised Plains culture.

The Plains Native Americans raided each other, the Spanish colonies, and, increasingly, the encroaching 
european frontier for horses, and other property. 

At close range, Native American warriors favoured edged weapons such as knives. Tomahawks were originally 
carved from stone, but by the 18th century forged iron axes could be acquired through trade. Some had decorative 
star or heart-shaped cutouts, and the tomahawks of tribal chiefs sometimes featured a pipe bowl. Spears could be 
thrown, or used as lances. Other commonly used weapons included ball-topped clubs and gunstock war clubs 
decorated with brass thumbtacks taken from old trunks burned as firewood by American pioneers. Heroic deeds 
were recorded by carving notches into the club, or less commonly, by attaching an eagle feather.

The basic weapon of the Indian warrior was the short, stout bow, designed for use on horseback and deadly, but 
only at short range. Guns were usually in short supply and ammunition scarce for Native warriors.
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Melee Irregulars
Tribal Superior CFP -

L/O Unprotected Bow Expert Swordsmen
Melee Irregulars

Tribal Average LFP -
L/O Unprotected Bow Swordsmen

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Bow Swordsmen
Missile Irregulars

Tribal Average AFP -
L/O Unprotected Bow -

Melee Irregulars
Tribal Superior CFP -

L/O Unprotected Matchlock Musket Expert Swordsmen

Melee Irregulars
Tribal Average LFP -

L/O Unprotected Matchlock Musket Swordsmen
Missile Irregulars

Tribal Average AFP -
L/O Unprotected Matchlock Musket Swordsmen

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Matchlock Musket -
Skirmishers

Tribal Average AFP -
L/O Unprotected Flintlock Musket -

Melee Irregulars
Tribal Average LFP -

L/O Protected Bow Swordsmen

Melee Irregulars
Tribal Average CFP -
Loose Unprotected Bow Swordsmen

Melee Irregulars
Tribal Average CFP -
Loose Unprotected Matchlock Musket Swordsmen

Raiders
Impetuous 5

Raiders
Impetuous 4

Traditional Warriors Fire & Charge, 
Arboreal

Impetuous (0), 
Front Rank SUP (0) 0 2 5

Elite Scouts Pathfinder, 
Arboreal, 

Independent
0 51

Only Huron or Iroquois before 1700 (replacing any Warriors)

20

Scouts Pathfinder, 
Arboreal Independent (1) 0 4

Warriors Fire & Charge, 
Arboreal Impetuous (0) 4

3

4

3

Afer 1630 replacing any Warriors or Scouts

Arboreal Impetuous (-1) 0 4 6

Warriors Fire & Charge, 
Arboreal Impetuous (0) 5

Bravest Warriors
Arboreal Impetuous (-1) 7

Scouts Pathfinder, 
Arboreal Independent (1) 2 6 4

0

0

4

10

Afer 1630 replacing all Bravest Warriors

The Beaver Wars

Only Algonquin (replacing any Warriors)

0 2Only Algonquin in 1643-1645 (replacing any Warriors) - Algonquin War in New Netherland

Northeast Woodland Peoples

1494-1721
Any Tribal  (0-3)
Waterside, Forest
Great Men, Vital Settlement, Domiciled, Ambushers!, Fort, Reduced Scale

Characteristics Option Min Max Pts

Warriors Fire & Charge, 
Arboreal Impetuous (0) 4

Warriors Fire & Charge, 
Arboreal Impetuous (0) 4

Bravest Warriors



Notes

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

Each command can only have 1 TUG of Bravest Warriors.
Vital Settlement & Fort is not mandatory, and only one can be used.
Fort can only be used after 1700 (Tuscarora's only)

The following can garrison a Fort - 
•    Warriors

Allies

Northeast Woodland Peoples (up to 3 allies)
New England Confederation  - 1609-1680 - Iroquois League only
Dutch Republic (Colonial Empire) -  1609-1680 - Iroquois League only
Bourbon France (New France Colonies)  - 1609-1680, Huron or Algonquin
Only one non-Northeast Woodland Peoples ally can be used.

Historical Introduction (Wikipedia - CC-BY-SA)

The Eastern Woodlands peoples traveled on foot and in birch-bark canoes. In the north, they wore deerskin 
clothing and they painted their faces and bodies. In the southern region, they wore little clothing and they often 
tattooed their bodies. The Eastern Woodlands tribes that lived along the Atlantic Coast were the first native 
Americans that had contact with Europeans. But as settlers in increasing numbers encroached on tribal lands, 
conflicts arose. 

The Beaver Wars , also known as the Iroquois Wars or the French and Iroquois Wars, encompass a series of 
conflicts fought intermittently during the 17th century in North America throughout the Saint Lawrence River 
valley in Canada and the lower Great Lakes region which pitted the Iroquois against the Hurons, northern 
Algonquians and their French allies. As a result of this conflict, the Iroquois destroyed several confederacies and 
tribes through warfare: the Hurons or Wendat, Erie, Neutral, Wenro, Tionontate, Susquehannock, Mahican and 
northern Algonquins whom they defeated and dispersed, some fleeing to neighbouring peoples and others 
assimilated, routed and killed.



407
Keynote

Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Melee Foot
Tribal Exceptional - Impact Weapon
Loose Unprotected - Swordsmen

Melee Foot
Tribal Superior - Impact Weapon
Loose Unprotected - Swordsmen

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Bow Swordsmen
Melee Irregulars

Tribal Average - -
Loose Unprotected - Swordsmen

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Bow -

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Matchlock Musket Swordsmen
Missile Irregulars

Tribal Average AFP -
L/O Unprotected Matchlock Musket -

Notes

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

Afer 1630 replacing Honoured People and Scouts

Each command can only have 1 TUG of Suns or Nobles.
Vital Settlement is not mandatory.
Allies
Southeast Peoples (up to 3 allies)
Historical Introduction (Wikipedia - CC-BY-SA)

The Natchez are noted for being the only Mississippian culture with complex chiefdom characteristics to have survived long 
into the period of European colonisation. Other Mississippian societies in the southeast had generally experienced important 
transformations shortly after contact with the Spanish Empire or other newcomers from across the ocean.

The French explored the lower Mississippi River in the late 17th century. Initial French-Natchez encounters were mixed. In 
1682 René-Robert Cavelier, Sieur de La Salle led an expedition down the Mississippi River. The Natchez received the party well, 
but when the French returned upriver, they were met by a hostile force of about 1,500 Natchez warriors and hurried away. 

In the 1710s and 1720s, war broke out four times between the French and the Natchez. The French called these the First Natchez 
War (1716), the Second Natchez War (1722), the Third Natchez War (1723), and the Natchez Rebellion of 1729.

Scouts Pathfinder, 
Arboreal Independent (1) 0 2 4

Honoured People
Arboreal 0 4 4

Scouts Pathfinder, 
Arboreal Independent (1) 0 4 4

Stinkards
Arboreal Impetuous (0) 2 10 3

Honoured People
Arboreal 2 10 3

Nobles Shock, Fleet 
of Foot, 

Arboreal
0 3 5

Suns Shock, Fleet 
of Foot, 

Arboreal
0 1 6

Southeast Peoples

1494-1721
Any Tribal  (0-3)
Waterside, Forest
Great Men, Vital Settlement, Domiciled, Littoral Arrival, Reduced Scale

Characteristics Option Min Max Pts

French and the Natchez conflict
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Melee Irregulars
Tribal Superior CFP -

L/O Unprotected Bow Expert Swordsmen
Melee Irregulars

Tribal Superior CFP -
C/L Protected Bow Expert Swordsmen

Melee Irregulars
Tribal Average AFP -

L/O Unprotected Bow Swordsmen
Melee Irregulars

Tribal Average AFP -
C/L Protected Bow Swordsmen

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Bow -

Melee Irregulars
Tribal Average LFP -

L/O Unprotected Matchlock Musket Swordsmen
Melee Irregulars

Tribal Average LFP -
C/L Protected Matchlock Musket Swordsmen

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Matchlock Musket -
Notes

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

40

204

Afer 1690 replacing  Warriors, Armoured Warriors and Scouts

40

Each command can only have 1 TUG of Bravest Warriors.
Only Tlingit can take Bravest Armoured Warriors and Armoured Warriors.
Vital Settlement is not mandatory.
Allies
Northwest Coast and Plateau Peoples (up to 3 allies)
Historical Introduction (Wikipedia - CC-BY-SA)

Northwest Coast peoples lived along the northern coast of the Pacific Ocean. The tribes in this region were 
relatively affluent and well-established.

Notable tribes of the Northwest Coast included Tlingit, Haida, Chinook and Tillamook.

The Tlingit were formidable warriors. In their large wooden helmets carved with clan crests or a ferocious human 
face, they were a fearsome sight to their enemies. Their armor consisted of heavy wooden collars and wooden 
slates or rods to cover their bodies. They were armed with daggers, spears, and war clubs.

Scouts Pathfinder, 
Arboreal Independent (1) 0 2 4

Armoured Warriors
Shock (1) 5

Warriors
Arboreal 4

Scouts Pathfinder, 
Arboreal Independent (1) 0 6 4

Armoured Warriors
Shock (1) 6

Warriors
Arboreal 5

Bravest Armoured Warriors
Shock Impetuous (-1) 9

Bravest Warriors
Arboreal Impetuous (-1) 6

Northwest Coast and Plateau Peoples

1494-1721
Any Tribal  (0-3)
Waterside, Forest
Great Men, Vital Settlement, Domiciled, Littoral Arrival, Reduced Scale

Characteristics Option Min Max Pts

Tlingit, Haida, Chinook and Tillamook peoples
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Foot Regt
Formed Average AFP -

C/L Unprotected Matchlock Musket -
Pike & Shot

Formed Average AFP -
Close Protected Matchlock Musket -

Foot Regt
Formed Average AFP -

Close Unprotected Matchlock Musket -
Foot Regt

Formed Superior AFP -
C/L/O Unprotected Matchlock Musket -

Skirmishers
Formed Average AFP -

L/O Unprotected Flintlock Musket -
Missile Irregulars

Tribal Average AFP -
L/O Unprotected Matchlock Musket -

16

30

1630-1680
Any Instinctive  (0-4)
Waterside, Forest

Hasty 
Defences (1) 4

Great Men, Vital Settlement, Domiciled, Fort, Reduced Scale

Combat Shy

Native American Scouts Pathfinder, 
Arboreal

Independent 
(1) 0 4

Grizzled Woodsmen Pathfinder, 
Backwoodsman
, Independent

0 1 6

New England Confederation

4

Resolute English Colonial Militia
Backwoodsman Hasty 

Defences (1) 0 5

English Colonial Militia Combat Shy, 
Integral Pike

Hasty 
Defences (1)

4

English Colonial Militia
Combat Shy Hasty 

Defences (1) 5

Characteristics Option Min Max Pts

English Colonial Militia

Conflict with the Wabanaki Confederacy and the French 

3

16

4



Notes

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

Allies
Northeast Woodland Peoples  (Iroquois)

Historical Introduction (Wikipedia - CC-BY-SA)

England made its first successful efforts at the start of the 17th century for several reasons. During this era, English 
proto-nationalism and national assertiveness blossomed under the threat of Spanish invasion, assisted by a degree 
of Protestant militarism and the energy of Queen Elizabeth. At this time, however, there was no official attempt by 
the English government to create a colonial empire. The main waves of settlement came in the 17th century. After 
1700, most immigrants to Colonial America arrived as indentured servants, young unmarried men and women 
seeking a new life in a much richer environment

Efforts began as early as the 1640s toward a common defence of the colonies, principally against shared threats 
from Indians, the French, and the Dutch. The Puritan colonies of New England formed a confederation to 
coordinate military and judicial matters. From the 1670s, several royal governors attempted to find means of 
coordinating defensive and offensive military matters, notably Sir Edmund Andros and Francis Nicholson. After 
King Phillips War, Andros successfully negotiated the Covenant Chain, a series of Indian treaties that brought 
relative calm to the frontiers of the middle colonies for many years.

The northern colonies experienced numerous assaults from the Wabanaki Confederacy and the French from 
Acadia during the four French and Indian Wars, particularly present-day Maine and New Hampshire, as well as 
Father Rale's War and Father Le Loutre's War.
King Philip's War was an armed conflict in 1675–1678 between indigenous inhabitants of New England and New 
England colonists and their indigenous allies. 

Vital Settlement and Fort are not mandatory.
Only one of Vital Settlement or Fort  can be used.

The following can garrison a Fort - 
•    English Colonial Militia
•    Resolute English Colonial Militia

01 December 2025 © Simon Hall
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Skirmishers
Formed Average AFP -

L/O Unprotected Matchlock Musket -
Foot Regt

Formed Average AFP -
L/O Unprotected Matchlock Musket Swordsmen

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Matchlock Musket -
Melee Irregulars

Tribal Average CFP -
L/O Unprotected Matchlock Musket Swordsmen

Notes

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

Any Foot can take Hasty Defences (1).
Vital Settlement and Fort are not mandatory.
Only one of Vital Settlement or Fort  can be used.

The following can garrison a Fort - 
•    French Colonial Militia

Allies
Northeast Woodland Peoples (Huron or Algonquin)
Historical Introduction (Wikipedia - CC-BY-SA)

Acadia was a colony of New France in northeastern North America which included parts of what are now the 
Maritime provinces, the Gaspé Peninsula and Maine to the Kennebec River. During the first 80 years, the French 
and Acadians were in Acadia, there were ten significant battles as the English, Scottish, Dutch and French fought 
for possession of the colony. These battles happened at Port Royal, Saint John, Cap de Sable, Jemseg, Castine and 
Baleine.

From 1640 to 1645, Acadia was plunged into what some historians have described as a civil war. The war was 
between Port Royal, where the Governor of Acadia Charles de Menou d'Aulnay de Charnisay was stationed, and 
present-day Saint John, New Brunswick, where Governor of Acadia Charles de Saint-Étienne de la Tour was 
stationed. There were four major battles in the war, and d'Aulnay ultimately prevailed over La Tour.

Native American Warriors
Arboreal Impetuous (0) 0 6 5

Native American Scouts Pathfinder, 
Arboreal Independent (1) 0 6 4

Early Coureurs de Bois and Indians Shock, 
Pathfinder, 

Backwoodsman
0 4 6

French Colonial Militia
4 16 4

Bourbon France (New France Colonies)

1630-1680
Any Instinctive  (0-4)
Waterside, Forest
Great Men, Vital Settlement, Domiciled, Fort, Reduced Scale

Characteristics Option Min Max Pts

New France in northeastern North America
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Foot Regt
Formed Average AFP -

C/L Unprotected Matchlock Musket -
Foot Regt

Formed Superior AFP -
C/L/O Unprotected Matchlock Musket -

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Matchlock Musket -
Melee Irregulars

Tribal Average CFP -
L/O Unprotected Matchlock Musket Swordsmen

Foot Regt
Drilled Superior HFP Plug Bayonet
Close Unprotected Flintlock Musket Bayonet

Foot Regt
Drilled Average HFP Plug Bayonet
Close Unprotected Flintlock Musket Bayonet

Battery
Formed Average AFP -

Loose Unprotected Light Gun -
Battery

Formed Average AFP -
Loose Unprotected Medium Gun -

Battery
Formed Average AFP -

Loose Unprotected Heavy Gun -

Hasty 
Defences (1) 4

Heavy Guns Hasty 
Defences (1) 5

0 1

Light Guns Hasty 
Defences (1) 3

Medium Guns

Duke of Yorks and Holland Regt
Disciplined Regimental 

Guns (1) 0 2 9

1st & 2nd Foot Guards
Disciplined Regimental 

Guns (1) 0 2 10

Native American Warriors
Arboreal Impetuous (0) 0 2 5

Native American Scouts Pathfinder, 
Arboreal

Independent 
(1) 0 2 4

Resolute English Colonial Militia
Backwoodsman Hasty 

Defences (1) 0 3 5

English Colonial Militia
Combat Shy Hasty 

Defences (1) 4 16 4

Orange-Nassau England (New England - King William's War)

1681-1701
Any Professional or Instinctive  (0-4)
Waterside, Forest
Great Men, Vital Settlement, Shore Bombardment, Littoral Arrival, Fort, Reduced Scale

Characteristics Option Min Max Pts

North American theater of the Nine Years' War 



Notes

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

Any Foot can take Hasty Defences (1).
Vital Settlement, Fort, Littoral Arrival and Shore Bombardment are not mandatory.
Only one of Vital Settlement or Fort  can be used.
If a Fort is used, then Heavy Guns cannot be taken. 

The following can garrison a Fort - 
•    English Colonial Militia
•    Resolute English Colonial Militia

Allies

Northeast Woodland Peoples

Historical Introduction (Wikipedia - CC-BY-SA)

King William's War was the North American theatre of the Nine Years' War (1688–1697), also known as the War 
of the Grand Alliance or the War of the League of Augsburg. It was the first of six colonial wars fought between 
New France and New England along with their respective Native allies before France ceded its remaining 
mainland territories in North America east of the Mississippi River in 1763.

Major Benjamin Church led four New England raiding parties into Acadia (which included most of Maine) 
against the Acadians and members of the Wabanaki Confederacy. On the first expedition into Acadia, on 
September 21, 1689, Church and 250 troops defended a group of English settlers trying to establish themselves at 
Falmouth 

In August 1689, 1500 Iroquois attacked the French settlement at Lachine. Count Frontenac, who replaced 
Denonville as governor general, later attacked the Iroquois village of Onondaga. New France and its Indian allies 
then attacked English frontier settlements in early 1690, most notably at Schenectady in New York.
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Keynote

Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Skirmishers
Formed Average AFP -

L/O Unprotected Matchlock Musket -
Foot Regt

Formed Average AFP -
L/O Unprotected Flintlock Musket Swordsmen

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Matchlock Musket -
Melee Irregulars

Tribal Average CFP -
L/O Unprotected Matchlock Musket Swordsmen

Foot Regt
Drilled Average AFP Plug Bayonet
Close Unprotected Matchlock Musket Bayonet

Foot Regt
Drilled Average AFP Plug Bayonet
C/L/O Unprotected Matchlock Musket Bayonet

Battery
Formed Average AFP -

Loose Unprotected Light Gun -
Battery

Formed Average AFP -
Loose Unprotected Medium Gun -

Battery
Formed Average AFP -

Loose Unprotected Heavy Gun -

Hasty 
Defences (1) 4

Heavy Guns Hasty 
Defences (1) 5

0 1

Light Guns Hasty 
Defences (1) 3

Medium Guns

Companies Franches de la Marine Disciplined, 
Shock 0 4 8

French Line Disciplined, 
Furia 

Francese
0 4 7

Native American Warriors
Arboreal Impetuous (0) 0 6 5

Native American Scouts Pathfinder, 
Arboreal

Independent 
(1) 0 4 4

Coureurs de Bois and Indians Shock, 
Pathfinder, 

Backwoodsman
0 4 7

French Colonial Militia
4 16 4

Bourbon France (New France - King William's War)

1681-1701
Any Professional or Instinctive  (0-4)
Waterside, Forest
Great Men, Vital Settlement, Shore Bombardment, Littoral Arrival, Fort, Reduced Scale

Characteristics Option Min Max Pts

North American theater of the Nine Years' War 



Notes

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

Any Foot can take Hasty Defences (1).
Vital Settlement, Fort, Littoral Arrival and Shore Bombardment are not mandatory.
Only one of Vital Settlement or Fort  can be used.
If a Fort is used, then Heavy Guns cannot be taken. 

The following can garrison a Fort - 
•    French Colonial Militia
•    French Line

Allies
Northeast Woodland Peoples
Historical Introduction (Wikipedia - CC-BY-SA)

In North America, there was significant tension between New France and the northern English colonies, which had in 1686 been 
united in the Dominion of New England. New England and the Iroquois Confederacy fought New France and the Wabanaki 
Confederacy. At the urging of New England, the Iroquois interrupted the trade between New France and the western tribes. In 
retaliation, New France raided Seneca lands of western New York. In turn, New England supported the Iroquois in attacking 
New France, which they did by raiding Lachine. In August 1689, Jean-Vincent d'Abbadie de Saint-Castin and Father Louis-
Pierre Thury led an Abenaki war party that captured and destroyed the fort at Pemaquid. The fall of Pemaquid was a significant 
setback to the English. It pushed the frontier back to Casco, Maine. 

The Battle of Québec was fought in October 1690 between the colonies of New France and Massachusetts Bay, ruled by the 
kingdoms of France and England, respectively. It was the first time Québec's Defences were tested. The New Englanders saw that 
the only possible place to crack the Defences was on the city's northeastern side, where the walls were weakest. Their plan was to 
land their main force on the Beauport shore east of the Saint Charles River, and have it cross the river in the fleet's boats, along 
with the field guns. When the landing force was on the heights west of Québec, the fleet would attack the city and land a second 
force there. Frontenac had expected the land attack to come from Beauport, and the banks of the river had already been built up 
with field fortifications on the southwestern side. He proposed to fight only a skirmishing action there, holding his regulars in 
reserve for a European-style battle on the open ground west of Québec. Open battle never took place. The 1,200-strong English 
landing force under Major John Walley, Phips' second-in-command, never got across the Saint Charles. Frontenac had sent 
strong detachments of Canadian militiamen, along with some First Nation warriors, into the wooded areas east of the river. 
When the English landed , they were immediately harassed by Canadian militia, while the ships' boats mistakenly landed the 
field guns on the wrong side of the Saint Charles. Meanwhile, Phips's four large ships, contrary to the plan, anchored before 
Québec and began bombarding the city,  shooting away most of their ammunition. 
During the bombardment, the land force under Walley set out on 20 October "in the best European tradition, with drums 
beating and colors unfurled," but there was a skirmish at the edge of the woods. The New Englanders could not cope with the 
maintained heavy Canadian fire, and the brass field guns fired into the woods had no effect. Although Sainte-Hélène was 
mortally wounded, 150 of the attackers had been killed in action, and were utterly discouraged. They made a retreat in a state of 
near panic on 22 October, even abandoning five field guns on the shore.
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Keynote

Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Foot Regt
Formed Average AFP -

C/L Unprotected Matchlock Musket -
Foot Regt

Formed Superior AFP -
C/L/O Unprotected Matchlock Musket -

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Matchlock Musket -
Melee Irregulars

Tribal Average CFP -
L/O Unprotected Matchlock Musket Swordsmen

Foot Regt
Drilled Average HFP Socket Bayonet
Close Unprotected Flintlock Musket Bayonet

Foot Regt
Drilled Superior HFP Socket Bayonet
Close Unprotected Flintlock Musket Bayonet

Battery
Formed Average AFP -

Loose Unprotected Light Gun -
Battery

Formed Average AFP -
Loose Unprotected Medium Gun -

Battery
Formed Average AFP -

Loose Unprotected Heavy Gun -

Hasty Defences 
(1) 4

Heavy Guns Hasty Defences 
(1) 5

0 1

Light Guns Hasty Defences 
(1) 3

Medium Guns

British Veterans
Disciplined Regimental 

Guns (1) 0 2 10

British Regulars
Disciplined Regimental 

Guns (1) 0 4 9

Native American Warriors
Arboreal Impetuous (0) 0 2 5

Native American Scouts Pathfinder, 
Arboreal

Independent 
(1) 0 4 4

Resolute English Colonial Militia
Backwoodsman Hasty Defences 

(1) 0 4 5

English Colonial Militia
Combat Shy Hasty Defences 

(1) 4 16 4

Stuart England (New England - Queen Anne's War)

1702-1713
Any Professional or Instinctive  (0-4)
Waterside, Forest
Great Men, Vital Settlement, Shore Bombardment, Littoral Arrival, Fort, Reduced Scale

Characteristics Option Min Max Pts

American theater of the War of the Spanish Succession



Notes

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

Any Foot can take Hasty Defences (1).
Vital Settlement, Fort, Littoral Arrival and Shore Bombardment are not mandatory.
Only one of Vital Settlement or Fort  can be used.
If a Fort is used, then Heavy Guns cannot be taken. 

The following can garrison a Fort - 
•    English Colonial Militia
•    Resolute English Colonial Militia
•    British Regulars
•    British Veterans

Allies
Northeast Woodland Peoples
Historical Introduction (Wikipedia - CC-BY-SA)

Queen Anne's War (1702–1713) was the second in a series of French and Indian Wars fought in North America 
involving the colonial empires of Great Britain, France, and Spain.

In New England, English colonists and Indian allies fought against French colonists and their Indian forces, 
especially in Acadia and unsettled border frontier with Canada. Quebec City was repeatedly targeted by British 
colonial expeditions, and the British captured in 1710 the Acadian capital Port Royal. French colonists and the 
Wabanaki Confederacy sought to thwart British expansion into Acadia, whose border New France defined as the 
Kennebec River in what is now southern Maine. They executed raids in the Province of Massachusetts Bay 
(including Maine), most famously the Raid on Deerfield in 1704 and one on Groton in 1707, in both cases taking 
numerous captives to Montreal and Kahnawake (a Mohawk mission village) for ransom or adoption by Mohawk 
families.
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Skirmishers
Formed Average AFP -

L/O Unprotected Matchlock Musket -
Foot Regt

Formed Average AFP -
L/O Unprotected Flintlock Musket Swordsmen

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Matchlock Musket -
Melee Irregulars

Tribal Average CFP -
L/O Unprotected Matchlock Musket Swordsmen

Foot Regt
Drilled Average AFP Socket Bayonet
Close Unprotected Flintlock Musket Bayonet

Foot Regt
Drilled Average AFP Socket Bayonet
C/L/O Unprotected Flintlock Musket Bayonet

Foot Regt
Drilled Superior AFP Socket Bayonet
C/L/O Unprotected Flintlock Musket Bayonet

Battery
Formed Average AFP -

Loose Unprotected Light Gun -
Battery

Formed Average AFP -
Loose Unprotected Medium Gun -

Battery
Formed Average AFP -

Loose Unprotected Heavy Gun -

Hasty 
Defences (1) 4

Heavy Guns Hasty 
Defences (1) 5

0 1

Light Guns Hasty 
Defences (1) 3

Medium Guns

Veteran Companies Franches de la Marine Disciplined, 
Shock 0 10

6

6

2

Companies Franches de la Marine Disciplined, 
Shock 0 8

French Line Disciplined, 
Furia Francese 0 6 8

Native American Warriors
Arboreal Impetuous (0) 0 6 5

Native American Scouts Pathfinder, 
Arboreal

Independent 
(1) 0 4 4

Coureurs de Bois and Indians Shock, 
Pathfinder, 

Backwoodsman
0 4 7

French Colonial Militia
4 16 4

Bourbon France (New France - Queen Annes War)

1702-1721
Any Professional or Instinctive  (0-4)
Waterside, Forest
Great Men, Vital Settlement, Shore Bombardment, Littoral Arrival, Fort, Reduced Scale

Characteristics Option Min Max Pts

American theater of the War of the Spanish Succession



Notes

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

Any Foot can take Hasty Defences (1).
Vital Settlement, Fort, Littoral Arrival and Shore Bombardment are not mandatory.
Only one of Vital Settlement or Fort  can be used.
If a Fort is used, then Heavy Guns cannot be taken. 

The following can garrison a Fort - 
•    French Colonial Militia
•    French Line

Allies
Northeast Woodland Peoples
Historical Introduction (Wikipedia - CC-BY-SA)

The French in New France's heartland of Canada opposed attacking the Province of New York. They were 
reluctant to arouse the Iroquois, whom they feared more than they did the British colonists and with whom they 
had made the Great Peace of Montreal in 1701. New York merchants were opposed to attacking New France 
because it would interrupt the lucrative Indian fur trade, much of which came through New France. The Iroquois 
maintained their neutrality throughout the conflict, despite Peter Schuyler's efforts to interest them in the war.
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Horse
Formed Average - Charging Lancer

Loose Protected - Swordsmen
Skirmishers

Formed Average AFP -
L/O Unprotected Matchlock Musket -

Foot Regt
Formed Average AFP -

Close Unprotected Flintlock Musket -
Skirmishers

Formed Average AFP -
L/O Unprotected Flintlock Musket Swordsmen

Foot Regt
Formed Average AFP Socket Bayonet

Close Unprotected Flintlock Musket Bayonet
Horse

Formed Average AFP Light Lance
L/O Unprotected Mounted Shot -

Horse
Formed Average AFP Light Lance

L/O Protected Mounted Shot Pistol
Missile Irregulars

Tribal Average AFP -
L/O Unprotected Bow -

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Matchlock Musket -

Battery
Formed Average AFP -

Loose Unprotected Light Gun -
Battery

Formed Average AFP -
Loose Unprotected Medium Gun -

Battery
Formed Average AFP -

Loose Unprotected Heavy Gun -

Hasty Defences 
(1) 4

Heavy Guns Hasty Defences 
(1) 5

0 1

Light Guns Hasty Defences 
(1) 3

Medium Guns

Scouts Pathfinder, 
Arboreal Independent (1) 42

40

Scouts Pathfinder, 
Arboreal Independent (1) 4

Soldado de cuera
Pathfinder Independent (0) 5

Escopeteros
Pathfinder Independent (0) 3

4

0 2

Spanish Colonial Marines and Soldiers Disciplined (1), 
Shock (1) 6

Spanish Colonial 'Miquelettes'
Pathfinder Combat Shy (-1) 6

Spanish Colonial Militia
Combat Shy (-1) 5

0 1

10

4

0

Spanish Colonial Raw Militia
Combat Shy (-1) 4

Spanish Colonist Cavalry Spirited 
Charge 0 1 4

Bourbon Spain (Spanish Florida - Queen Annes War)

1702-1721
Any Instinctive  (0-4)
Waterside
Great Men, Vital Settlement, Fort, Reduced Scale

Characteristics Option Min Max Pts

American theater of the War of the Spanish Succession



Notes

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

Any Foot can take Hasty Defences (1).
Vital Settlement and Fort are not mandatory.
Only one of Vital Settlement or Fort  can be used.
If a Fort is used, then Heavy Guns cannot be taken. 

The following can garrison a Fort - 
•    Spanish Colonial Militia

Allies
Great Plains and Canadian Prairie Peoples
Southeast Peoples 
Only 1 ally can be used.

Historical Introduction (Wikipedia - CC-BY-SA)

Spanish Florida and the English Province of Carolina attacked one another during Queen Anne's War. The 
southern war did not result in significant territorial changes, but it resulted in seriously decimating the Indian 
population of Spanish Florida and parts of southern Georgia, with destruction of the network of Spanish missions 
in Florida.

Spanish Florida never really recovered its economy or population from the effects of the war, and it was ceded to 
Britain in the 1763 Treaty of Paris following the Seven Years' War. Indians who had been resettled along the 
Atlantic coast chafed under British rule, as did those allied to the British in this war.


