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3. Using the lists

This 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. These 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. These games are fielded 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 offer 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

1 | List ID(Identifier 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)

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)

- )
Example troop type

The Royalist Army is allowed a
combined total of 9 Formations of Ill-
furnished Cavaliers and Cavaliers. This
is defined by the combined Max.

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

The Cavaliers have a Max of 4, so you
take the full 9 the remaining 5 must be

Keynote
® Date 1642-1642
Any Instinctive(0-4)
Cultivated

Chequerboard, Forlorn Hope

@Home Terrain

Ill-furnished Cavaliers
N 4

Kingdom of England (Royalists at Edgehill)

Early skirmishes until the first pitched battle of the war at Edgehill.

Training Quality
Order Protection

Shooting Charge
Weapon Melee

Characteristics Option

Min Max Pts

Ill-furnished Cavaliers Linear Horse .
. Spirited Charge,
Formed Average Sword & Pistol Impetuous 2
Loose Unprotected Pistol P
Linear Horse we
Spirited Charge,
Formed Average Sword & Pistol plll:ne o tuo?:sge 0 (4 5
Loose Protected - Pistol P




3.D. Troop Sections

Maximum Selection

Troop types can be can grouped into a section. The minimums or maximums can be merged into

a single group. These provide overarching restrictions on troop selection.

1 | Inthis 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

7)_(3
a Foot Reg Pike ¢ 0 O__CL / \
Formed Poor LFP 3 || Selection Example
Close Unprotected Matchlock Musket ||
R 00t Reg 5 0 The upgrade to New Model
Formed Average AFP Combat Shy 12 5 A Firelock li I
Close Unprotected Matchlock Musket 2 || rmy [Firelocks applies overa
0ot Reg £ 0 maximum but does not have
Formed Average AFP 12f 5 — .
Close Unprotected Matchlock Musket \ Al a minimum. So, lf you took
el < < Firelocks the maximum of other
Formed Average AFP 2 4 i )
Close  Unprotected Matchlock Musket | ‘foot” would be 11. If you took
e <t 20t K 2 Brigaded Muskets & 1 New
Formed Average AFP 0 |1 5
C/L___ Unprotected Flintlock Musket \ 4 Model Army Firelocks , would be

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/ is described as having evade implicitly.

characteristic. Do not add the characteristic in the army builder for

Matched Play.

3.E. Reduced Scale Armies

left with 9 to be taken from the top
three sections.
J

~

Example of fractional upgrades

If a list line had a Min - 6 & Max - 12, of
which half can be upgraded in some way. By

J

I )
Example Formation

taking 6 you can upgrade 3 (Not 6).

In the Formation definitions Cavalry

As such, the evade cost is built into the
Formation cost. You don’t need to add
Evade to the Cavalry profile in the army

builder, otherwise you’ll pay twice!

Some lists are constructed at a reduced scale when compared to other Renatio et Gloriam list-

sets. This is noted in the Army Traits. Armies indicated as such are much smaller in size, and we

have flexed the scale to accommodate these smaller conflicts. The rules between armies remain

consistent, meaning you can play armies from reduced scale and the regular lists, if

you so desire.



4. Generals and Allies

4.A. General Points

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

4.B. Army Building

There are a few general rules to follow

1.

2
3
4.
5
6

An army must have at least 2 generals, and can have no more than 4.

No army may have more than two Generals who are Talented or better.

An army must have at least the minimum of any TUGs noted in the Min column.

An army must not have more than the maximum any TUGs noted in the Max column.
Sum the cost of Generals and TUGs, this must not exceed the agreed army point maximum.

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. They must be a minimum of 2 and a maximum of 4 TUGs.

2. They must take sufficient TUGs to fulfil 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. After 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.

8.
9.
10.

The allied general must have an organisation structure specified by the allied army list.

The allied general can have any command capability, except Legendary.
Allied commands that share common army traits with the main army benefit in the same way.

Allies do not have access to traits from their own list, unless specified in the allies’ section of

the army list from which they are being chosen.
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Keynote

Kingdom of Mutapa

1494-1721
Any Tribal (0-3)
Plains, Forest

BEYCTS
Generals

Home Terrain

African kingdom in Zimbabwe, which expanded to what is now modern-day Mozambique

Army Trait Great Men, Vital Settlement, Reduced Scale

Training Quality Shooting Charge Characteristics Option Min Max Pts
Order Protectlon Weapon Melee

Formed Superior AFP 0] 4]6
Loose Unprotected Javelins Swordsmen
Tribal Average AFP 3 116] 4
Loose Unprotected Javelins Swordsmen
Tribal Average Combat Shy(-1) | 2 16 | 3
Loose Unprotected

Combarshy

Tribal Poor AFP Pathfinder

Vital Settlement is not mandatory.
Ifa Vital Settlement is taken, the army also gets the Domiciled trait.

L/O Unirotected i avelins

Kingdom of Portugal (Colonial Empire)
Southern Africa Subjects (Kingdom of Mutapa) - up to 3 allied commands

Historical Introduction (Wikipedia - CC-BY-SA)

This Mutapa achieved uniting a number of different peoples in Southern Africa by building strong, well-trained
armies and encouraging states to join voluntarily, offering membership in the Great council of the Empire to any
who joined without resistance. Matope's armies overran the kingdom of the Manyika as well as the coastal
kingdoms of Kiteve and Madanda. By the time the Portuguese arrived on the coast of Mozambique, the Mutapa
Kingdom was the premier state in the region. He raised a strong army which conquered the Dande area of the
Tonga and Tavara. The empire had reached its full extent by the year 1480 a mere 50 years following its creation.
In 1561, a Portuguese Jesuit missionary managed to make his way into the Mwenemutapa's courtand convert him
to Christianity. This did not go well with the Muslim merchants in the capital, and they persuaded the king to kill
the Jesuit only a few days after his baptism. This was all the justification the Portuguese needed to penetrate the
interior and take control of the gold mines and ivory routes. After a lengthy preparation, an expedition of 1,000

men under Francisco Barreto was launched in 1568.

Mutapa proved invulnerable to attackand even economic manipulation due to the Mwenemutapa's strong control
over gold production. What posed the greatest threat was infighting among different factions which led to
opposing sides calling on the Portuguese for military aid. However, the Portuguese proved to be happy with the
downfall of the Mutapa state. Another problem for Mutapa was that its tributaries such as Kiteve, Madanda and
Manyika ceased paying tribute. At the same time, a new kingdom under a Rozvi dynasty near Barwe was on the

rise. All of this was hastened by Portugal retaining a presence on the coastand in the capital.

List Version  2026.1 Ist Jan 2026 Points Version 2025.1- 1stJan 2025  updated 01 December 2025
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SYZ'S Rozvi Empire

Keynote Shona state on the Zimbabwean Plateau
Dates 1684-1721
Generals Any Instinctive or Tribal (0-4)
EOIMCRCLEIWM Plains, Forest
Army Trait Great Men, Vital Settlement, Reduced Scale

Training Quality Shooting Charge Characteristics Option Min Max Pts
Order Protection Weapon Melee
Spirted
Tribal Superior - Impact Weapon  Charge, 0 4 |5
Loose Unprotected - Swordsmen Impetuous
Rozvi Warriors Melee Irregulars Spirited
Tribal Average - Impact Weapon  Charge, 4 | 16 | 4
Loose Unprotected - Swordsmen Impetuous
Tribal Average AFP - CombatShy(-1) | 0 2 3
Loose Unprotected Bow -
Matchlockmen Missile Irregulars
Tribal Average AFP - Combat Shy 0] 2|3
Loose Unprotected Matchlock Musket -
L ——
Formed Average AFP - (1) 0 1 3

Loose Unprotected Liiht Gun -

Vital Settlement is not mandatory.
Ifa Vital Settlement is taken, the army also gets the Domiciled trait.

Kingdom of Mutapa

Historical Introduction (Wikipedia - CCBY-SA)

In 1683, Portuguese militia tried to take control of the gold trade in the interior of Africa by invading the Rozvi
empire. The Rozvi, armed with the traditional spears and shields, were able to successfully defeat these attacks and
maintain their control of the gold mines until their empire collapsed. The Rozvi were led by Changamire Dombo,
and his son Kambgun Dombo whose power was based in Butua in the southwest of Africa. The Rozvi were formed
from several Shona states that dominated the plateau of present-day Zimbabwe at the time. They drove the
Portuguese off the central plateau, and the Europeans retained only a nominal presence at one of the fair-towns in
the eastern highlands.

Its warriors were known to be violent; this earned them the name rozvi, meaning plunders or destroyers. They
became the most powerful fighting force in the whole of Zimbabwe. The economic power of the Rozvi empire was
based on cattle wealth and farming, with significant gold mining. They established connections with Arab traders,
in which valuable items such as gold, copper, and ivory were exchanged for imported luxury goods.

Records from the Portuguese show that the Rozvi were sophisticated military strategists. They were noted for using
the cow-horn formation years before the great Zulu leader Shaka adopted it in the 19th century.

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



YAsl Kingdom of Kongo

SO 1he Warrior Hosts of Kongo
Dates 1494-1721
Generals Any Tribal (0-4)
CRCREREINM Plains, Forest

Army Trait ‘ Great Men, Vital Settlement, Shore Bombardment, Reduced Scale

Training Quality Shooting Charge

i Characteristics Option Min Max Pts
Order Protection Weapon Melee
Tribal Superior - Impact Weapon Shock 0 4|38
Close Protected - Expert Swordsmen
.
Tribal Average CFP - Sp}ﬁ;ii};?lrsge’ 4 [ 16] 5
Loose Unprotected Bow Swordsmen
—
Tribal Average AFP - 1) 2 [ 813
Loose Unprotected Bow -
Tribal Poor - - 0 4 | 2
Loose Unprotected Swordsmen
—
Tribal Poor AFP Pathfinder 0 (6 2
L/O Unprotected Javelins - 6
—
Tribal Average AFP - Combat Shy 0 |3 2
L/O Unprotected Javelins -
Srock
Formed Superior - Stave or Spear Disciplined, 0| 218
Close Protected - Expert Swordsmen Lead the Assault

Only after 1630

Matchlockmen Missile Irregulars
Tribal Average AFP
Loose Unprotected Matchlock Musket

Combat Shy

Jaga Mercenaries Melee Irregulars

Spirited Charge,

Tribal Average Impact Weapon I
mpetuous
Loose Unprotected - Swordsmen 0 )
Jaga etemn M ercenarzs Melee Irregulars Spirited Charge,
Tribal Superior - Impact Weapon 5
Impetuous

Loose Unprotected - Swordsmen




Vital Settlement and Shore Bombardmentare not mandatory.

Ifa Vital Settlement is taken, the army also gets the Domiciled trait.

Shore Bombardment can only be used with Dutch allies (using Dutch artillery)
Any Foot TUG can take Hasty Defences (1).

Kingdom of Portugal (Colonial Empire) only if no Portuguese in 'African Style' are used.
Dutch Republic (Colonial Empire) only in 1622, 1642 and 1647

Mercenaries - The "Jaga" (Yaka, Suku, Teke, Luba, Kuba and Hungaan)

Dutch and Potuguese allies cannot be used together

Historical Introduction (Wikipedia - CC-BY-SA)

The Kongo region exhibits a number of indigenous military systems. Several outstanding war-leaders appeared in
this area, including the redoubtable female ruler and field commander Nyazinga or Njinga. Accounts by
Portuguese mercenaries, priests and travellers in the 16th and 17th centuries leave a vivid picture of the native
military systems, which often defeated European plans and incursions. Such experiences put paid to the notion
that the Africans would be defeated as easily as the Inca or Aztecs by the appearance ofhorses, guns and cannon.
The bulk of the fighting hosts were made of up general purpose levies and volunteers, but most Kongo polities
maintained a small core of dedicated soldiers - nucleus of a standing army. Other special troops sometimes used
included elite scouting units, the pombos, who sometimes ran with, and kept up with horses when they were used
in the region. The pombos also performed pursuit duties. "Light"and "heavy" troop types were recognized. The
light troops were far more numerous, and relied more on individual skill and technique. The "heavies" were more
disciplined and relied on stronger defensive weapons and formations. A limited number such types operated in
the Kongo kingdom, and were armed with shields, unlike other forces. They were reputedly the best soldiers in
the country. Tactical units were recognized, from basic sections of 100-125 men, to larger units of 500, called
mozengos or embalos. Groupings of these units made up a specific field force that could number up to 15,000
troops

Firearms were gradually adopted by the Angolan militaries and used alongside customary fighting implements.
Soldiers from the state of Kasanje in the 18th century for example, marched with bows and lances as well as
muskets. Their gunmen were considered to be the equal of the Portuguese in competence. While Portuguese
mercenaries and armies armed with muskets made a substantial showing in military terms. The exchange of
techniques and approaches was not always one way. While the Kongo kingdoms gradually adopted European
technology, the Portuguese themselves borrowed and adapted African war practices to make themselves more
effective against their opponents. In one engagement, the Battle of Kitombo, in 1670, the Portuguese armed
themselves with native shields, hoping to demonstrate their prowess with these and their swords. The Portuguese
adopted some indigenous practices such as the use of quilted cotton armor, proofagainstarrows and light spears

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



SYASl Kingdom of Ndongo

CUECI Portuguese-Ndongo War and contact with the Imbangala.
Dates 1494-1721
Generals Any Tribal (0-4)
CONCREREIOM  Plains, Forest
Army Trait Great Men, Vital Settlement, Reduced Scale

Training Quality Shooting Charge

Characteristics Option Min Max Pts
Order Protection Weapon Melee
Spiried
Formed Superior Impact Weapon  Charge, 0 218
Loose Protected Swordsmen Impetuous
Formed Superior 0| 218
Loose Unprotected Swordsmen
Tribal Average CombatShy (-1) | 4 20| 3
Loose Unprotected
Tribal Poor 0 6 | 2
Loose Unprotected Swordsmen
Coma
Tribal Poor AFP Shy, 0 6 | 2
L/O Unprotected Javelins Pathfinder
Only after 1630 (Empacaceiros replacing all Gunzes)
Empacaceiros Melee Irregulars Spirited
Formed Superior AFP - Charge, Fire 0219
Loose  Unprotected Matchlock Musket  Swordsmen & Charge
Matchlockmen Missile Irregulars
Tribal Average AFP - Combat Shy 0| 4|3

Loose Unprotected Matchlock Musket -
Mercenaries (cannot be taken if 'Mercenary' Jaga allies are also used)

Jaga Mercenaries Melee Irregulars ERYINES!
Tribal Average - Impact Weapon  Charge,
Loose Unprotected Swordsmen Impetuous

Spiried
Tribal Superior Impact Weapon  Charge,

Loose Unprotected - Swordsmen Impetuous




Vital Settlement is not mandatory.
Ifa Vital Settlement is taken, the army also gets the Domiciled trait.

Kingdom of Portugal (Colonial Empire)

Dutch Republic (Colonial Empire) only in 1670

Mercenaries - The "Jaga" (Yaka, Suku, Teke, Luba, Kuba and Hungaan)
Dutch and Potuguese allies cannot be used together

Historical Introduction (Wikipedia - CC-BY-SA)

The Kingdom of Ndongo was a tributary to the Kingdom of Kongo along with various other polities outside of
Kongo proper. The Kingdom of Mbundu in the south and the BaKongo in the north were always at odds, but
Kongo managed to exact tribute from these states since before the colonization by the Portuguese.

In 1579, Portuguese merchants who had settled in Kongo, led by Francisco Barbuda, advised Njinga Ndambi
Kilombo kia Kasenda that Portugal intended to take over his country. Acting on this intelligence and advice,
Njinga Ndambi tricked the Portuguese forces into an ambush and massacred them at his capital. The war that
followed witnessed a Kongo invasion which was narrowly defeated in 1580, and a Portuguese offensive up the
Kwanza river, resulting in the founding of their fort at Massangano in 1582. A number of sobas switched their
allegiance to Portugal and soon many of the coastal provinces were joined to the colony. By 1590, the Portuguese
decided to attack the core of Ndongo and sent an army against Kabasa itself. Ndongo, however, had recently
sealed an alliance with nearby Matamba, and the Portuguese force was crushed. Following this defeat, Ndongo
made a counteroffensive and many of the formerly pro-Portuguese sobas returned to Ndongo. But Portugal
managed to retain much of the land they had gained in the earlier wars, and in 1599 Portugal and Ndongo
formalized their border.

During the early seventeenth century an uneasy peace held between Portugal and Ndongo. The Portuguese
continued their expansion along the Kwanza, founding the presidio of Cambambe in 1602 and attempted,
whenever possible, to meddle in Ndongo's politics, especially as it concerned Ndongo's tenuous hold on Kisama
and other lands south of the Kwanza River. In the course of their activities in the region south of the Kwanza, the
Portuguese came into contact with the Imbangala, a rootless group of nomadic raiders who were ravaging the
country. In 1615, the temporary Angolan governor Bento Banha Cardoso encouraged some Imbangala to cross the
river and enter Portuguese service, and with their help he expanded the colony along the Lukala River, north of
Ndongo.
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YA The "Jaga” (Yaka, Suku, Teke, Luba, Kuba and Hungaan)

GO [nvading bands of African warriors east and south of the Kingdom of Kongo
Dates 1494-1650
Generals Any Tribal (0-3)
CEINCRENEIM Plains, Forest

Army Trait Great Men, Militant, Reduced Scale

Training Quality Shooting Charge Characteristics Option Min Max Pts
Order Protection Weapon Melee

Spirited
Tribal Superior - Impact Weapon  Charge, 0 [ 4|5
Loose Unprotected - Swordsmen Impetuous

Spirted
Tribal Average - Impact Weapon  Charge, 3124
Loose Unprotected - Swordsmen Impetuous
Tribal Average AFP - CombatShy(-1)| 2* | 10 | 3
Loose Unprotected

Stimishos i s S
Tribal Poor AFP Pathfinder 0 6 [ 2

L/O Unirotected i avelins -

Jaga Veterans cannot outnumber Jaga Warriors
* Archers are not compulsory in an allied command

The "Jaga" (Yaka, Suku, Teke, Luba, Kuba and Hungaan) up to 3 allied commands

Historical Introduction (Wikipedia - CC-BY-SA)

The Portuguese firstlearned abouta people they called "jagas" during Kongo's 1556 war with the Mbundu
kingdom of Ndongo. Among Ndongo's regular forces were mercenary warriors of the Yaka ethnic group. The
Yaka had a reputation for ferocity and were said to come from the far interior. They inhabited the middle reaches
of the Kwango valley, making them the eastern neighbors to the Mbundu and BaKongo. These particular “jagas"
were constant victims of the Kongo slave trade and eventually invaded their western neighbor in 1568. This forced
the Portuguese to intervene with some 600 matchlockmen on behalf of then king Alvaro I. Though forced
completely out of Kongo by the mid-1570s, they continued to be a force on the border. They later supplied many
mercenary troops to Kongo during its civil war.

The Portuguese intervention in the war with the Jaga increased their power in the Kingdom of Kongo. This led to
increased trade in favour of Portugal and a seat for priests on the Kongo electoral council.
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SYAS

Keynote

Dates

Generals

Home Terrain

Angolan and Kasanje Kingdoms (Imbangala)

Origins from the Lunda Empire, contact with the Portuguese and formation of the Kasanje Kingdom
1600-1721

Any Tribal (0-4)

Plains, Forest

Army Trait Great Men, Fortified Camp, Reduced Scale
Traini lit Shooti Ch
raining Ouali y ooting arge Characteristics Option Min Max Pts
Order Protection Weapon Melee
Vetera Imbangala Wa'rzors Melee Irregulars Spirited Charge,
Tribal Superior ORI Impact Weapon I 0 4 |7
mpetuous
Loose Unprotected Bow Swordsmen
I mbagala Warriors Melee Irregulars Spirited Charge,
Tribal Average CFP Impact Weapon ) 3 1 18]5
mpetuous
Loose Unprotected Bow Swordsmen
Archers Missile Irregulars
Tribal Average AFP - Combat Shy (-1)| 2 | 10 | 3
Loose Unprotected Bow -
Skirm shers Missile Irregulars [N Shy, ol o |y
Tribal Poor AFP - Pathfinder
L/O Unprotected avelins -

Only before 1629

Ex-Portuguese Auxiliaries Melee Foot

L/O Unprotected Arquebus -
Only between 1630 and 1640

Ex-Portuguese Auxiliaries Melee Foot
Formed Superior CFP Stave or Spear

Close Unprotected Matchlock Musket Swordsmen

Only after 1641 (Replacing amy Archers)

Matchlockmen Missile Irregulars

Shock

Disciplined (1)

Formed Superior CFP Stave or Spear Shock Disciplined(1) | 0 | 4 | 6
Close Unprotected Arquebus Swordsmen
Tribal Average AFP - Combat Shy 02 (3

Tribal Average AFP Combat Shy 2 | 4|3
Loose Unprotected Matchlock Musket
European Mercenaries . Foot Regt Fire & Charge,
Formed Superior AFP Shock 0 1|7

L/O Unprotected Matchlock Musket Swordsmen




For mercenary bands of Imbangala use list The "Jaga" (Yaka, Suku, Teke, Luba, Kuba and Hungaan).
Shot TUGs must not outnumber non-Shot TUGs

Kingdom of Portugal (Colonial Empire) - 1600-1616 only
Mercenaries - The "Jaga” (Yaka, Suku, Teke, Luba, Kuba and Hungaan)

Historical Introduction (Wikipedia - CCBY-SA)

The Imbangala were people, possibly from Central Africa, who appeared in Angola during the early 17th century.
Their military capacity and ruthlessness appealed to Portuguese colonists in Angola, who had been foughtto a
standstill in their war against the Angolan kingdom of Ndongo during the first period of colonial rule (1575-1599).
Despite professing disgust at Imbangala customs, Portuguese governors of Luanda sometimes hired them for their
campaigns, beginning with Bento Banha Cardoso in 1615 but most notably after Luis Mendes de Vasconcelos's
1618 assault on Ndongo.

Imbangala fighting men were known as nugnza and were divided into twelve squadrons, each led by a captain
called a musungo. These twelve squadrons were part of a kilombo, a temporarily-fortified town surrounded by a
wooden palisade. Each kilombo had twelve gates for the twelve squadrons that formed the total fighting force. The
Imbangala army took the open field or any battlefield away from their fortifications in a three-prong formation
similar to the famous Zulu "bull horn" formation. The Imbangala attacked with a right horn (mutanda), lefthorn
(muya) and vanguard (muta ita) in the center. Unlike the Zulu, the Imbangala fought with the same weapons as
their enemies, including bows, knives and swords. Their primary weapon was the war club or hatchet. During
training, they wore a collar that could not be removed, even after initiation, until they had killed a man in battle.
Aside from infanticide rituals, the Imbangala covered themselves with ointment called maji a samba believed to
confer invulnerability as long as the soldier followed strict set of yijila (codes), which required the infanticide,
cannibalism and an absolute absence of cowardice

The Kasanje Kingdom, also known as the Jaga Kingdom, was a Central African state. It was formed in 1620 by a
mercenary band of Imbangala, which had deserted the Portuguese ranks. The state gets its name from the leader of
the band, Kasanje, who settled his followers on the upper Kwango River. The Kasanje people were ruled by the
Jaga, a king who was elected from among the three clans who founded the kingdom.

The kingdom of Kasanje remained in a constant state of conflict with its neighbours, especially the kingdom of
Matamba, then ruled by queen Nzinga Mbande.
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YAl Kingdom of Matamba

Keynote Civil wars and the Battle of Katole
Dates 1631-1721
Generals Any Tribal (0-4)
EOINERCUCIWM Plains, Forest

Army Trait Great Men, Vital Settlement, Inspiring Leader, Reduced Scale

Training Quality Shooting Charge

Characteristics Option Min Max Pts
Order Protectlon Weapon Melee
Spirited

Formed Superior Impact Weapon  Charge, 0 218
Loose Protected Expert Swordsmen Impetuous

Formed Superior 0| 218
Loose Unprotected Swordsmen

Tribal Average CombatShy(-1) | 4 20| 3
Loose Unprotected

Tribal Poor 0 6 2
Loose Unprotected Swordsmen

ot
Tribal Poor AFP Shy, 0 6 | 2
L/O Unprotected Javelins Pathfinder
Only after 1630 (Royal Court and elite warriors replacing all earlier Royal Court and elite warriors)
Royal Court and elite warriors Melee Irregulars Spirited

Formed Superior AFP - Charge, Fire & 0| 2 |10

Loose Unprotected Matchlock Musket Expert Swordsmen Charge
Matchlockmen Missile Irregulars

Tribal Average AFP - Combat Shy 0 413
Loose Unprotected Matchlock Musket -




Vital Settlement and Inspiring Leader are not mandatory.
Ifa Vital Settlement is taken, the army also gets the Domiciled trait.
Queen Njinga is an Inspiring Leader can only be taken between 1631 and 1663.

Kingdom of Ndongo

Historical Introduction (Wikipedia - CC-BY-SA)

Matambea, historical African kingdom located on the Cuango River northeast of Luanda, Angola. Founded by
Kimbundu-speaking people (see Mbundu) before the 16th century, it was loosely under the orbit of the Kongo
kingdom until about 1550. It was created by the warrior queen Nzinga via her 1631 conquest of the kingdom from
its BaKongo vassal. Throughout the mid-17th century, Queen Nzinga fought a guerilla war against the Portuguese
colony of Angola to regain her throne and protecther people, the Mbundu, from the slave trade. By 1657, the
queen had regained her traditional capital and ended the wars with Angola in her favor. After her death in 1663,
the kingdom she fought so hard to establish devolved into civil war. The war did not end until 1680 when
Francisco Guterres Ngola kannini, Njinga's nephew, defeated one of his aunt's former commanders and became
king.

On September 4, 1681, Captain Luis Lopes de Sequeira arrived at Katole, which was but three days' march from the
royal kabasa/palace. He came with over ten thousand infantry and even a small complement ofhorses (almost
unheard of in Central African warfare). He was met by King Francisco Guterres Ngola kannini's forces sometime
before dawn that day. In the course of the fighting, both Sequeira and Francisco were killed. Matamba's forces
retreated, and the Portuguese were able to claim atleasta tactical victory by holding their position.
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