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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



List No Title

535 Kingdom of Morocco (Wattasid Dynasty) 1494 - 1554
536 Sultanate of Oman 1494 - 1721
537 Yemen (Tahirid Dynasty) 1494 - 1517
538 Sharif of Mecca and Hejaz 1494 - 1599
539 Desert Bedouin 1494 - 1721
540 Kingdom of Ormus 1494 - 1622
541 Trastámaran Spain (Conquering the North African Maghrib) 1494 - 1516
542 Jabrid dynasty (Al-Hasa, Qatif, and Bahrain) 1494 - 1524
543 Kingdom of Portugal (Tangier Garrison) 1494 - 1662
544 Trastámaran Spain (Conquest of the Canary Islands) 1494 - 1496
545 Guanche People 1494 - 1496
546 Kingdom of Morocco (Sa'di Dynasty) 1510 - 1659
547 Kingdom of Portugal (Persian Gulf) 1515 - 1622
548 Kingdom of Portugal (Aviz Dynasty) 1568 - 1578
549 Kingdom of Morocco  ('Alawi Dynasty) 1631 - 1721
550 Republic of Venice (Cretan Wars) 1645 - 1680
551 Stuart England (Tangier Garrison) 1662 - 1684

List Version 2026.1 1st Jan 2026 Points Version 2025.1 - 1st Jan 2025 updated 07/12/2025

Renatio et Gloriam © Simon Hall

North Africa and the Middle East
REG list team of Alasdair Harley, Simon Clarke and Wayne Pocock

Historical Introduction notes provided by Wikipedia under CC-BY-SA license

Cover asset created in Midjourney AI 

Dates
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Cavalry
Formed Superior CFP Light Lance

L/O Armoured Javelins Expert Swordsmen
Cavalry

Formed Average AFP Light Lance
L/O Unprotected Javelins Swordsmen

Solid Irregulars
Tribal Average - Stave or Spear
Close Protected - Stave or Spear

Melee Irregulars
Tribal Average - Impact Weapon
Close Unprotected - Swordsmen

Missile Irregulars
Tribal Average AFP -
Loose Unprotected Bow -

Melee Foot
Formed Superior - Stave or Spear

Close Armoured - Expert Swordsmen
Foot Regt

Drilled Superior HFP -
Close Unprotected Bow Expert Swordsmen

Foot Regt
Drilled Superior SFP -
Close Unprotected Arquebus Expert Swordsmen

Janissaries
Shock 0 2 7

Janissaries Fire & 
Charge, Shock 0 2 7

Kingdom of Morocco (Wattasid Dynasty)
Ruling Dynasty of Morocco until the Battle of Tadla
1494-1554
Any Instinctive or Tribal  (0-4)
Waterside, Desert
Great Men, Vital Settlement, Littoral Arrival, Reduced Scale

7

Berbers or Amazigh Cavalry Pathfinder, 
Fire & Charge 2 4

Characteristics Option Min Max Pts

Noble Cavalry
0 4

10

Moorish Spearmen
5

Moorish Guards
Shock 0 1 7

Moorish Archers and Crossbowmen
Combat Shy (-1)

After 1517 (replacing any Janissaries)

12

6

2

0 3

Moorish Swordsmen Spirited 
Charge 5



Battery
Formed Average AFP -

Loose Unprotected Light Gun -
Battery

Formed Average AFP -
Loose Unprotected Medium Gun -

Battery
Formed Average AFP -

Loose Unprotected Heavy Gun -
Notes

List Version 2026.1 1st Jan 2026 Points Version 2025.1 - 1st Jan 2025 updated 07 December 2025 © Simon Hall

Vital Settlement and Littoral Arrival are not mandatory.
If a Vital Settlement is taken, the army also gets the Domiciled trait.

Allies

Kingdom of Portugal (Colonial Empire)
Barbary Corsairs
Early 16th Century Ottoman Provincial Army in the Middle East & Egypt  - (only if no Jannissaries are taken from 
the main list)

Only one ally may be used.

Historical Introduction (Wikipedia - CC-BY-SA)

Morocco was in decline when the Berber Wattasids assumed power. The Wattasid family had been the 
autonomous governors of the eastern Rif since the late 13th century, ruling from their base in Tazouta. They had 
close ties to the Marinid sultans and provided many of the bureaucratic elite.

The Wattasid rulers failed in their promise to protect Morocco from foreign incursions and the Portuguese 
increased their presence on Morocco's coast. Mohammad al-Chaykh's son attempted to capture Asilah and 
Tangier in 1508, 1511 and 1515, but without success.

Ali Abu Hassun was vanquished and killed by the Saadians at the Battle of Tadla in September 1554 thus bringing 
an end to the Wattasid dynasty. Following the battle, Mohammed ash-Sheik was able to enter the city of Fez on 13 
September 1554, and became the undisputed ruler of Morocco, establishing the Saadian dynasty as the sole ruler 
of the country.

Hasty Defences (1) 4

Heavy Guns
Hasty Defences (1) 5

Light Guns
Hasty Defences (1)

0 1

3

Medium Guns
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Horse
Formed Superior - Light Lance

Loose Armoured - Expert Swordsmen
Cavalry

Formed Average - Light Lance
L/O Unprotected - Swordsmen

Solid Irregulars
Tribal Average - Stave or Spear
Close Protected - Stave or Spear

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Bow -

Melee Foot
Tribal Superior - -
Loose Protected - Expert Swordsmen

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Arquebus -

Missile Irregulars
Tribal Average AFP -
Loose Unprotected Matchlock Musket -

Missile Irregulars
Tribal Superior AFP -
Loose Unprotected Matchlock Musket Swordsmen

Battery
Tribal Average AFP -
Loose Unprotected Heavy Gun -

Sultanate of Oman
Conflict with the Portuguese and British empires for influence in the Persian Gulf and Indian Ocean
1494-1721
Any Instinctive or Tribal  (0-4)
Waterside, Desert
Great Men, Fort, Littoral Arrival, Reduced Scale

6

Bedouin Cavalry
Pathfinder Independent (0) 2 8 3

Characteristics Option Min Max Pts

Household Cavalry Spirited 
Charge 0 4

Omani Archers
Combat Shy (-1) 0 6 3

Omani Spearmen
2 12 5

Omani Arquebusiers
Combat Shy (-1) 0 6 3

Baluchi Guard
Shock 0 1 5

Omani Guard
Shock 0 1 5

Omani Matchlockmen
Combat Shy (-1) 0 6 4

Coastal Bombards
0 1 5

Before 1629

Between 1520 and 1629 only (replacing any Omani Archers)

1630 and after only  (replacing all Omani Archers)

Before 1620



Battery
Formed Average AFP -

Loose Unprotected Heavy Gun -
Notes

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

20

07 December 2025 © Simon Hall

Fort and Littoral Arrival are not mandatory.  
If a Fort is taken then the the Army gains the Domiciled Army Trait.

The following can garrison a Fort - 
•   Omani Spearmen
•   Omani Archers
•   Omani Arquebusiers
•   Omani Matchlockmen
•   Omani Guard
•   Coastal Bombards

Allies

Kingdom of Portugal (Colonial Empire)
Barbary Corsairs
Bedouin

Only one ally may be used.

Historical Introduction (Wikipedia - CC-BY-SA)

A decade after Vasco da Gama's successful voyage around the Cape of Good Hope and to India in 1497–98, the 
Portuguese arrived in Oman and occupied Muscat for a 143-year period, from 1507 to 1650. In need of an outpost 
to protect their sea lanes, the Portuguese built up and fortified the city.

The Ottoman Turks temporarily captured Muscat from the Portuguese again in 1581 and held it until 1588. During 
the 17th century, the Omanis were reunited by the Yaruba Imams. Nasir bin Murshid became the first Yaarubah 
Imam in 1624. The Omanis over time established a maritime empire that pursued the Portuguese and expelled 
them from all their possessions in East Africa north of Mozambique, which were then incorporated into the 
Omani domains. To capture Zanzibar Saif bin Sultan, the Imam of Oman, pressed down the Swahili Coast. 

1620 and after only 
Heavy Guns

Hasty Defences (1) 5
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Horse
Formed Superior - Light Lance

Loose Armoured - Expert Swordsmen
Cavalry

Formed Average - Light Lance
L/O Unprotected - Swordsmen

Solid Irregulars
Tribal Average - Stave or Spear
Close Protected - Stave or Spear

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Bow -

Battery
Formed Average AFP -

Loose Unprotected Heavy Gun -
Notes

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

Yemen (Tahirid Dynasty)
Yemeni–Ottoman conflicts
1494-1517
Any Tribal  (0-4)
Waterside, Desert
Great Men, Vital Settlement, Reduced Scale

6

Bedouin Cavalry
Pathfinder Independent (0) 2 8 3

Characteristics Option Min Max Pts

Household Cavalry Spirited 
Charge 0 4

Yemeni Archers
Combat Shy (-1) 0 6 3

Yemeni Spearmen
2 12 5

07 December 2025 © Simon Hall

Vital Settlement and Littoral Arrival are not mandatory.
If a Vital Settlement is taken, the army also gets the Domiciled trait.
Allies
Kingdom of Portugal (Colonial Empire)
Desert Bedouin
Mamluk Sultanate

Kingdom of Portugal (Colonial Empire) and Mamluk Sultanate allies cannot be used together.
Historical Introduction (Wikipedia - CC-BY-SA)

The Tahirids had to contend with a number of acute external threats. The Portuguese expanded in the Indian Ocean area after 
1498 and soon realized that Aden was the key to access to the Red Sea. Occupying the island Socotra in 1507, the Portuguese 
activities had negative repercussions for Muslim trade in the region. The Mamluk regime in Egypt, realizing the danger, sent a 
fleet under Husain al-Kurdi to the south in 1505 with the intention to fight the Christian intruders in the Indian Ocean. When it 
arrived to Yemen, Az-Zafir Amir II contributed with significant provisions. However, Husain al-Kurdi's ships were decisively 
beaten by the Portuguese off Diu, India in 1509. A second fleet was equipped in 1515, again under Husain al-Kurdi. This time, az-
Zafir Amir II, who had recently beaten off a Portuguese attack on Aden, refused to provide resources to the Mamluks. The 
infuriated Husain al-Kurdi sought and found willing allies in Yemen itself, including the Zaydiyya imam al-Mutawakkil Yahya 
Sharaf ad-Din, the Sulaimani sharif Izz ad-Din bin Ahmad, and the warlord Abu Bakr bin Maqbul of Luhayyah. After having laid 
at anchor at Zaila on the African coast, he attacked the Tahirid sultan with muskets and artillery, hitherto not used in warfare in 
Yemen. After winning a number of battles, the Mamluks appropriated the Tahirid treasure house in al-Miqranah. Az-Zafir Amir 
II fled to the central highlands where he was again defeated. The sultan tried to flee to the strong fortress Dhu Marmar but was 
captured and beheaded near San'a on 15 May. The entire Tahirid realm fell under the Mamluks with the exception of Aden which 
held out under the Tahirid governor Amir Murjan.

Heavy Guns
Hasty Defences (1) 50 1
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Horse
Formed Superior - Light Lance

Loose Armoured - Expert Swordsmen
Cavalry

Formed Average - Light Lance
L/O Unprotected - Swordsmen

Solid Irregulars
Tribal Average - Stave or Spear
Close Protected - Stave or Spear

Solid Irregulars
Tribal Average - Impact Weapon
Close Protected - Swordsmen

Melee Irregulars
Tribal Average - Impact Weapon
Loose Unprotected - Swordsmen

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Bow -

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Arquebus -

Battery
Formed Average AFP -

Loose Unprotected Heavy Gun -
Notes

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

Sharif of Mecca and Hejaz
Ottoman Empire suzerainty over the Hejaz
1494-1599
Any Tribal  (0-4)
Waterside, Mountains
Great Men, Vital Settlement, Reduced Scale

Characteristics Option Min Max Pts

Household Cavalry Spirited 
Charge 0 4

Hejaz Swordsmen Spirited 
Charge 5

Hejaz Spearmen
5

6

Bedouin Cavalry
Pathfinder Independent (0) 2 8 3

Hejaz Archers
Combat Shy (-1) 0 6 3

Ill-furnished Hejaz Swordsmen Spirited 
Charge 5

Hejaz Arquebusiers
Combat Shy (-1) 0 2 3

0 1

07 December 2025 © Simon Hall

122

After 1520 only (replacing any Hejaz Archers)

Vital Settlement and Littoral Arrival are not mandatory.
If a Vital Settlement is taken, the army also gets the Domiciled trait.
Allies
Desert Bedouin
Early 16th Century Ottoman Provincial Army in the Middle East & Egypt
Late 16th Century Ottoman Provincial Army in the Middle East & Egypt

Historical Introduction (Wikipedia - CC-BY-SA)

In the 16th century, the Ottomans added the Red Sea and Persian Gulf coast (the Hejaz, Asir and al-Hasa) to the 
Empire and claimed suzerainty over the interior. The main reason was to thwart Portuguese attempts to attack the 
Red Sea (hence the Hejaz) and the Indian Ocean. As early as 1578, the Sharifs of Mecca launched forays into the 
desert to punish the Najdi tribes who mounted raids on oases and tribes in the Hejaz.

Heavy Guns
Hasty Defences (1) 5
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Horse
Formed Superior - Light Lance

Loose Protected - Expert Swordsmen
Cavalry

Formed Average - Light Lance
L/O Unprotected - Swordsmen

Camelry
Formed Average - Light Lance

Loose Unprotected - Swordsmen
Camelry

Formed Average - Light Lance
L/O Unprotected - -

Camelry
Formed Average AFP -

Loose Unprotected Javelins -
Melee Irregulars

Tribal Average CFP Impact Weapon
Loose Unprotected Javelins -

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Bow -

Camelry
Formed Average AFP -

Loose Unprotected Mounted Shot -

Melee Irregulars
Tribal Average CFP Impact Weapon
Loose Unprotected Arquebus -

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Arquebus -

Melee Irregulars
Tribal Average CFP Impact Weapon
Loose Unprotected Matchlock Musket -

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Matchlock Musket -

Desert Bedouin
"Rather the cruelty of the Turks than the justice of the Bedouins"
1494-1721
Any Tribal  (0-3)
Desert
Great Men, Vital Settlement, No Camp, Ambushers!, Reduced Scale

5

Bedouin Cavalry
Pathfinder Independent (0) 0 15 3

Characteristics Option Min Max Pts

Noble Cavalry
0 4

Bedouin Warriors Spirited 
Charge Dismountable (0) 3* 10 5

Raiding Camelry Pathfinder, 
Independent, 
Dismountable

Fire & Charge (0) 0 4

4
Scouting Camelry Pathfinder, 

Independent 0 3

Bedouin Camelry
0 3

Raiding Camelry Pathfinder, 
Independent, 
Dismountable

Fire & Charge (0) 0 4 4

Bedouin Archers
Combat Shy (-1) 0 4 3

Bedouin Arquebusiers
0 4 3

Bedouin Warriors Spirited 
Charge Dismountable (0) 3* 10 6

Bedouin Matchlockmen
0 4 4

Bedouin Warriors Spirited 
Charge Dismountable (0) 3* 10 6

Between 1520 and 1629 only (replacing any Bedouin Warriors and Bedouin Archers)

After 1520 only (replacing all Raiding Camelry)

After 1630 only (replacing all Bedouin Warriors and Bedouin Archers)



Notes

List Version 2026.1 1st Jan 2026 Points Version 2025.1 - 1st Jan 2025 updated 07 December 2025 © Simon Hall

Vital Settlement and No Camp are not mandatory.
Vital Settlement and No Camp cannot be used together.
No Camp cannot be used if any Foot are taken (except Dismountable Bedouin Warriors)
If a Vital Settlement is taken, the army also gets the Domiciled trait.
* Minimums apply only if any Foot is used.

Allies
Desert Bedouin - up to 3 allied commands
Historical Introduction (Wikipedia - CC-BY-SA)

Bedouin territory stretches from the vast deserts of North Africa to the rocky sands of the Middle East. Bedouins 
have traditionally gone out on “ghazwas” ("raids") to settle scores and rustle livestock. 

An early Arabic poem goes: "With the sword I will wash my shame away, Let God's doom bring on me what it 
may!" In the old days, tribal conflicts often revolved around the rights to water and pastures. Brutal battles and the 
loss of many lives was often the result of such conflicts. 
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Horse
Formed Superior - Light Lance

Loose Armoured - Expert Swordsmen
Cavalry

Formed Superior AFP Light Lance
L/O Armoured Bow Expert Swordsmen

Cavalry
Formed Superior AFP Light Lance

L/O Unprotected Bow Expert Swordsmen
Cavalry

Formed Average - Light Lance
L/O Unprotected - Swordsmen

Solid Irregulars
Tribal Average - Stave or Spear
Close Protected - Stave or Spear

Solid Irregulars
Tribal Average - Impact Weapon
Close Protected - Swordsmen

Melee Irregulars
Tribal Average - Impact Weapon
Loose Unprotected - Swordsmen

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Bow -

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Arquebus -

Horse
Formed Superior - Sword & Pistol

Loose Protected - Pistol

Characteristics Option Min Max Pts

Household Cavalry Spirited 
Charge

Kingdom of Ormus
Persian–Portuguese War
1494-1622
Any Instinctive or Tribal  (0-4)
Waterside
Great Men, Fort, Reduced Scale

Ill-furnished Persian style Horse
5

40

6

Persian style Horse Spirited 
Charge, Fire 

& Charge
8

Persian Gulf  Swordsmen Spirited 
Charge 5

Persian Gulf Spearmen
5

Bedouin Cavalry
Pathfinder Independent (0) 2 8 3

Persian Gulf  Archers
Combat Shy (-1) 0 6 3

Ill-furnished Persian Gulf  Swordsmen Spirited 
Charge 5

Persian style Horse
0 4 6

Persian Gulf  Arquebusiers
Combat Shy (-1) 0 6 3

After 1600 only (replacing any Persian style Horse)

122

After 1520 only (replacing any Persian Gulf Archers)



Battery
Formed Average AFP -

Loose Unprotected Light Gun -
Battery

Formed Average AFP -
Loose Unprotected Medium Gun -

Battery
Tribal Average AFP -
Loose Unprotected Heavy Gun -

Notes

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

1

3

Medium Guns

07 December 2025 © Simon Hall

2

2

1

Fort is not mandatory.  
If a Fort is taken then the the Army gains the Domiciled Army Trait.

The following can garrison a Fort - 
•   Persian Gulf Spearmen
•   Persian Gulf Archers
•   Persian Gulf Arquebusiers
•   Coastal Mortars

Allies

Kingdom of Portugal (Colonial Empire)
Jabrid dynasty (Al-Hasa, Qatif, and Bahrain)

Historical Introduction (Wikipedia - CC-BY-SA)

Hormuz enjoyed a long period of autonomy under the suzerainty of kings of Iran from the foundation of the 
kingdom in the 11th century to the coming of the Portuguese. Its success in fact led to its fame, prompting the 
Portuguese to launch attacks on it and conquer it in the early 16th century.

In September 1507, the Portuguese Afonso de Albuquerque landed on the island. Portugal occupied Ormuz from 
1515 to 1622. As vassals of the Portuguese state, the Kingdom of Ormus jointly participated in the 1521 invasion of 
Bahrain that ended Jabrid rule of the Persian Gulf archipelago. The Jabrid ruler was nominally a vassal of Ormus, 
but the Jabrid King, Muqrin ibn Zamil had refused to pay the tribute Ormus demanded, prompting the invasion 
under the command of the Portuguese conqueror, António Correia. In the fighting for Bahrain, most of the 
combat was carried out by Portuguese troops, while the Ormusi admiral, Reis Xarafo, looked on.

Hasty Defences (1) 4

Coastal Bombards
5

Light Guns
Hasty Defences (1)



541
Keynote

Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Horse
Drilled Superior - Charging Lancer
Loose Armoured - Expert Swordsmen

Horse
Formed Superior - Charging Lancer

L/O Protected - Expert Swordsmen
Horse

Formed Average - Charging Lancer
L/O Protected - Expert Swordsmen

Cavalry
Formed Average HFP Light Lance

L/O Protected Javelins Swordsmen
Horse

Formed Average AFP -
L/O Unprotected Bow -

Horse
Formed Average AFP -

L/O Unprotected Mounted Shot -
Bande

Drilled Superior HFP -
C/L Armoured Arquebus Expert Swordsmen

Melee Foot
Drilled Superior - -
Loose Armoured - Expert Swordsmen

Skirmishers
Drilled Average HFP -

L/O Unprotected Arquebus -
Keil

Drilled Average - -
Close Protected - -

Melee Foot
Drilled Superior - -
Loose Armoured - Expert Swordsmen

Colunela
Drilled Average HFP -
Close Protected Arquebus Expert Swordsmen

Trastámaran Spain (Conquering the North African Maghrib)
Reconquista across the Straits of Gibraltar
1494-1516
Any Professional or Instinctive  (0-4)
Waterside
Great Men, Littoral, Fort, Western Colonialists, Pike Square and Shotte, Reduced Scale

Characteristics Option Min Max Pts

Jinetes
Pathfinder 5

4

8

Veteran Cavalleria Leggera
0 6

Veteran Lanze Spezzate
Shatter 0

Celadas
0

6

2

Mounted Crossbowmen
Combat Shy Pathfinder (1) 2

4

2

4

Spanish Sword & Bucklermen (Rodeleros)
Shock 1 7

Spanish Pikemen
Shove 0 2 10

After 1505 only (replacing all earlier Spanish Pikemen and Spanish Sword & Bucklermen)

Colunela Shock, 
Disciplined Manga (0) 0 9

0 2

42

2

2

2

Spanish Arquebusiers
Disciplined 0 4 5

Well-equipped Spanish Sword & Bucklermen (Rodeleros)
Shock (1) 6

Spanish Adventurers Fire & Charge, 
Shock, 

Disciplined

Lead the 
Assault (0) 11

Mounted Arquebusiers
Combat Shy Pathfinder (1)



Battery
Formed Average AFP -

Loose Unprotected Light Gun -
Battery

Formed Average AFP -
Loose Unprotected Medium Gun -

Battery
Formed Average AFP -

Loose Unprotected Heavy Gun -
Notes

List Version 2026.1 1st Jan 2026 Points Version 2025.1 - 1st Jan 2025 updated 07 December 2025 © Simon Hall

Fort is not mandatory.  
If a Fort is taken then the the Army gains the Domiciled Army Trait.

The following can garrison a Fort - 
•   Spanish Arquebusiers
•   Spanish Adventurers
When garrisoning a fort, a non-artillery TUG may take the Regimental Gun characteristic.  This characteristic is 
lost if the TUG leaves the Fort.
Allies
Kingdom of Morocco (Wattasid Dynasty)
Historical Introduction (Wikipedia - CC-BY-SA)

Having taken Granada in 1492,  Spain wanted to extend the Reconquista across the Straits of Gibraltar. They 
took a number of bridgeheads on the African mainland, first Melilla (1497), then Cazaza and Mers El Kébir 
(1505). The between 1508 and 1510 they extended the areas under their control widely, taking in Peñón de Vélez 
de la Gomera (1508), and then major coastal cities – Oran (1509), Algiers (1510), Bejaia (1510) as well as Tripoli 
(1510) and surroundings in coastal Libya. Spain however lacked the military means to extend its area of rule 
further. This limited success prompted the local Muslim rulers in North Africa to encourage Oruç Reis to attack 
Spanish positions and stage raids on Andalucia, Valencia and Alicante. 

Hasty 
Defences (1) 4

Heavy Guns Hasty 
Defences (1) 5

Light Guns Hasty 
Defences (1)

0 1

3

Medium Guns
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Horse
Formed Superior - Light Lance

Loose Armoured - Expert Swordsmen
Cavalry

Formed Average - Light Lance
L/O Unprotected - Swordsmen

Camelry
Formed Average - Light Lance

Loose Unprotected - Swordsmen
Camelry

Formed Average - Light Lance
L/O Unprotected - -

Solid Irregulars
Tribal Average - Stave or Spear
Close Protected - Stave or Spear

Solid Irregulars
Tribal Average - Impact Weapon
Close Protected - Swordsmen

Melee Irregulars
Tribal Average - Impact Weapon
Loose Unprotected - Swordsmen

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Bow -

Jabrid dynasty (Al-Hasa, Qatif, and Bahrain)
Dominion over Oman and collapse to the Portguese 
1494-1524
Any Tribal  (0-4)
Waterside
Great Men, Vital Settlement, Reduced Scale

20

Characteristics Option Min Max Pts

Household Cavalry Spirited 
Charge 0 4

Bedouin Camelry
3

6

Bedouin Cavalry
Pathfinder Independent (0) 2 8 3

Persian Gulf  Swordsmen Spirited 
Charge 5

Persian Gulf Spearmen
5

Scouting Camelry Pathfinder, 
Independent 3

Persian Gulf  Archers
Combat Shy (-1) 0 6 3

Ill-furnished Persian Gulf  Swordsmen Spirited 
Charge 5

2 12



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 07 December 2025 © Simon Hall

Vital Settlement and Littoral Arrival are not mandatory.
If a Vital Settlement is taken, the army also gets the Domiciled trait.

Allies
Desert Bedouin
Historical Introduction (Wikipedia - CC-BY-SA)

The Jabrids were an Arabian dynasty that ruled all of Arabia except for Hejaz and Yemen, and expanded into 
Iran's southern coast, controlling the Strait of Hormuz

Their most prominent ruler was Ajwad ibn Zamil, who died in 1507. He was described by his contemporaries as 
having been "of Najdi origin." Ajwad's elder brother had earlier established the dynasty in the early 15th century 
by deposing and killing the last Jarwanid ruler in Qatif. At their height, the Jabrids controlled the entire Arabian 
coast on the Persian Gulf, including the islands of Bahrain, and regularly led expeditions into central Arabia and 
Oman. One contemporary scholar described Ajwad ibn Zamil as "the king of al-Ahsa and Qatif and the leader of 
the people of Najd." Following his death, his kingdom was divided among some of his descendants, with Migrin 
ibn Zamil (possibly his grandson) inheriting al-Hasa, Qatif, and Bahrain. Migrin fell in battle in Bahrain in a failed 
attempt to repel an invasion of Bahrain by the Portuguese in 1521.

The Jabrid kingdom collapsed soon afterwards on the mainland, after an invasion of al-Hasa by Muntafiq tribe of 
Basrah, and later by the Ottoman Turks. One branch of the Jabrids remained active in Oman, however, for nearly 
another three centuries. It is unknown for sure what became of the non-Omani Jabrids. Some believe they left to 
Iraq, while others believe they are identical with the Jubur section of the Bani Khalid confederation, who 
eventually took control of the region after the Jabrids.

Hasty Defences (1) 4

Light Guns
Hasty Defences (1)

0 1

3

Medium Guns
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Melee Foot
Formed Superior HFP Stave or Spear

Close Unprotected Bow Expert Swordsmen
Bande

Formed Superior HFP Stave or Spear
C/L Unprotected Bow Expert Swordsmen

Melee Foot
Formed Superior CFP -

Loose Unprotected Bow Expert Swordsmen
Melee Foot

Formed Average - Stave or Spear
Close Unprotected - Swordsmen

Melee Foot
Formed Superior HFP Stave or Spear

Close Unprotected Arquebus Expert Swordsmen
Bande

Formed Superior HFP Stave or Spear
C/L Unprotected Arquebus Expert Swordsmen

Melee Foot
Formed Superior CFP -

Loose Unprotected Arquebus Expert Swordsmen
Melee Foot

Formed Average AFP Stave or Spear
C/L Unprotected Arquebus Swordsmen

Melee Foot
Formed Average CFP Stave or Spear

Close Unprotected Arquebus Swordsmen

Foot Regt
Formed Superior AFP Stave or Spear

Close Unprotected Matchlock Musket Expert Swordsmen
Bande

Formed Superior AFP Stave or Spear
C/L Unprotected Matchlock Musket Expert Swordsmen

Foot Regt
Formed Average AFP -

Loose Unprotected Matchlock Musket Swordsmen
Melee Foot

Formed Average AFP Stave or Spear
C/L Unprotected Matchlock Musket Swordsmen

Kingdom of Portugal (Tangier Garrison)
Portuguese and Iberian Union rule of Tangier
1494-1662
Any Professional or Instinctive  (0-4)
Waterside
Great Men, Littoral, Shore Bombardment, Fort, Western Colonialists, Reduced Scale

Characteristics Option Min Max Pts

Portuguese Adventurers Fire & Charge, 
Shock, 

Disciplined

Lead the Assault 
(0)

1 3

6

African or Arab Auxiliaries Shock, 
Disciplined 0 4 5

9

Diehard Portuguese Adventurers Fire & Charge, 
Shock, 

Disciplined

Lead the Assault 
(0) 9

Sailors
Spirited Charge 0 3

between 1520 and 1629 (replacing all  Adventurers and Sailors)
Portuguese Adventurers Fire & Charge, 

Shock, 
Disciplined

Regimental Guns 
(1), Lead the 
Assault (0) 1 3

9

Diehard Portuguese Adventurers Fire & Charge, 
Shock, 

Disciplined

Lead the Assault 
(0)

Lascarins
0 3 5

10

Sailors
Spirited Charge 0 2 6

1630 and after (replacing all  Adventurers, Lascarins, Sailors and African or Arab Auxiliaries)
Portuguese Adventurers Fire & Charge, 

Shock, Lead the 
Assault

Regimental Guns 
(1) 8

Diehard Portuguese Adventurers Fire & Charge, 
Shock, Lead the 

Assault

between 1550 and 1629  (replacing all African or Arab Auxiliaries)
African or Arab Auxiliaries Shock, 

Disciplined 0 4 6

8

Settled Colonists and Militia Combat Shy (-1), 
Hasty Defences 

(1)
5

Lascarins
0 4

3

1

3

0

1

5



Cavalry
Formed Average - Light Lance

L/O Unprotected - Swordsmen
Solid Irregulars

Tribal Average - Stave or Spear
Close Protected - Stave or Spear

Melee Irregulars
Tribal Average - Impact Weapon
Close Unprotected - Swordsmen

Missile Irregulars
Tribal Average AFP -
Loose Unprotected Bow -

Missile Irregulars
Formed Average AFP -

Loose Unprotected Arquebus Swordsmen
Cavalry

Formed Average AFP -
L/O Unprotected Mounted Shot -

Skirmishers
Formed Average AFP -

Loose Unprotected Matchlock Musket Swordsmen

5

Moorish Archers and Crossbowmen
Combat Shy (-1) 0

Bedouin Cavalry
Pathfinder Independent (0) 3

Moorish Spearmen

Common to all dates

4
Moorish Moukalla

2 6

Between 1578 and 1629 only (Morrocan Arquebusiers replacing any Morrocan Spearmen and Morrocan Swordsmen)

1630 and after only  (Morrocan Matchlockmen replacing any Morrocan Spearmen and Morrocan Swordsmen)

3

3

0 2

2 6

0 1
Moorish Mounted Arquebusiers

Pathfinder 3

3

Moorish Arquebusiers
0 4

5

Moorish Swordsmen
Spirited Charge



Battery
Formed Average AFP -

Loose Unprotected Light Gun -
Battery

Formed Average AFP -
Loose Unprotected Medium Gun -

Battery
Formed Average AFP -

Loose Unprotected Heavy Gun -
Battery

Formed Average AFP -
Loose Unprotected Light Gun -

Battery
Formed Average AFP -

Loose Unprotected Medium Gun -
Battery

Formed Average AFP -
Loose Unprotected Heavy Gun -

Notes

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

Heavy Guns Hasty Defences 
(1) 5

Light Guns Hasty Defences 
(1) 3

Medium Guns Hasty Defences 
(1) 4

4

07 December 2025 © Simon Hall

Fort and Shore Bombardment are not mandatory.
If a Fort is taken then the the Army gains the Domiciled Army Trait.

The following can garrison a Fort - 
•   Portuguese Adventurers
•   Lascarins 
•   Settled Colonists and Militia
•   Morrocan Arquebusiers
•   Morrocan Matchlockmen

When garrisoning a fort, a TUG may take the Regimental Gun characteristic.  This characteristic is lost if the TUG 
leaves the Fort.

After 1630 no troops can be Superior, and if taken must be downgraded to Average. 
After 1650 at least half the TUGs must be downgraded to Poor.

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

Before Portugal succeeded in capturing the territory, Portugal failed to capture Tangier in 1437, 1458, and 1464 but 
captured it in 1471 following the Conquest of Asilah. The Portuguese built multiple European-style houses during 
this period. The Wattasids then attempted to invade it in 1508, 1511 and 1515 without success.

In the 17th century, it passed with the rest of Portugal's domains into Spanish control as part of the personal union 
of the crowns (Iberian Union) but maintained its Portuguese garrison and administration.

In 1661, Tangier was given to England as dowry of Charles II of England when he married Catherine of Braganza, 
beginning the Battle of Tangier between England and Moroccan forces, eventually ending with Moroccan victory.

Dismounted Naval Guns 
Hasty Defences Barricades (2), 

Redoubts (2) 5

Dismounted Naval Guns 
Hasty Defences Barricades (2), 

Redoubts (2) 6

0 2
Dismounted Naval Guns 

Hasty Defences Barricades (2), 
Redoubts (2)
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Horse
Formed Average - Charging Lancer

L/O Protected - Expert Swordsmen
Cavalry

Formed Average HFP Light Lance
L/O Protected Javelins Swordsmen

Horse
Formed Average AFP -

L/O Unprotected Bow -
Horse

Formed Average AFP -
L/O Unprotected Mounted Shot -

Keil
Drilled Average - -
Close Protected - -

Bande
Drilled Superior HFP -

C/L Armoured Arquebus Expert Swordsmen
Melee Foot

Drilled Superior - -
Loose Armoured - Expert Swordsmen

Skirmishers
Drilled Average HFP -

L/O Unprotected Arquebus -

Trastámaran Spain (Conquest of the Canary Islands)
First and Second Battle of Acentejo and Battle of Aguere
1494-1496
Any Professional or Instinctive  (0-4)
Waterside
Great Men, Littoral, Western Colonialists, Vital Settlement, Militant, Reduced Scale

Characteristics Option Min Max Pts

Celadas
0 4

Jinetes
Pathfinder 0 52

2

Mounted Arquebusiers
Combat Shy Pathfinder (1) 0 2

Mounted Crossbowmen
Combat Shy Pathfinder (1) 0

Well-equipped Spanish Sword & Bucklermen (Rodeleros)
Shock (1) 6

Spanish Arquebusiers
Disciplined 5

Spanish Pikemen
Shove 10

Spanish Adventurers Fire & Charge, 
Shock, 

Disciplined

Lead the 
Assault (0) 11

4

0 4

1

2

0 1

2



Battery
Formed Average AFP -

Loose Unprotected Light Gun -
Battery

Formed Average AFP -
Loose Unprotected Medium Gun -

Battery
Formed Average AFP -

Loose Unprotected Heavy Gun -
Notes

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

1

3

Medium Guns

07 December 2025 © Simon Hall

Vital Settlement and Militant are not mandatory, and cannot be used togther. 
If a Vital Settlement is taken, the army also gets the Domiciled trait.
If Vital Settlement is not taken then Militant must be taken (and you must attack where possible)

Allies
Guanche People
Historical Introduction (Wikipedia - CC-BY-SA)

The First Battle of Acentejo took place on the island of Tenerife between the Guanches and an alliance of 
Spaniards, other Europeans, and associated natives (mostly from other islands), on 31 May 1494, during the 
Spanish conquest of this island. It resulted in a victory for the Guanches of Tenerife.The Spaniards were under 
the command of the Adelantado ("military governor") Alonso Fernández de Lugo, who had sold his properties 
in order to finance his conquest of Tenerife. It is believed that four out of five Spanish soldiers fell in this battle, 
leaving 900–1,000 dead on the battlefield out of the initial 1,120. The defeat was not total, however. Fernández 
de Lugo, though wounded, was able to escape with his life (by exchanging the red cape of an Adelantado for 
that of a common soldier), and his surviving forces (some 200 men) were harried until he was forced to re-
embark at Añazo and sail back to Gran Canaria. 

At the  Battle of Aguere Guanche forces were surprised that the Castilians had ascended La Cuesta and were 
dominating the rising grounds in the midst of the plain. The laurisilva-covered area called Aguere by the natives 
included Las Mercedes, parts of present-day San Cristóbal de La Laguna, Ortigal, and other bordering 
regions.Bencomo reorganized his forces and with 5,000 men rushed to what are now the outskirts of San 
Cristóbal, intending to cut off the Castilians. However, before the Guanche forces could do this, Fernández de 
Lugo's army had already appeared before them.

The Second Battle of Acentejo was a battle that took place on 25 December 1494 between the invading Spanish 
forces and the natives of the island of Tenerife, known as Guanches. The battle had been preceded by the Battle 
of Aguere, fought on 14-15 November that year, which had been a Castilian victory.

Advancing along the northern shores of the island, the Spaniards pursued the remaining Guanche forces and 
faced them once again at Valley of Taoro, near Acentejo, the site of the first battle, called by the Spaniards La 
Matanza ("The Slaughter").

Hasty 
Defences (1) 4

Heavy Guns Hasty 
Defences (1) 5

Light Guns Hasty 
Defences (1)

0
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Melee Irregulars
Tribal Superior CFP Impact Weapon
Loose Unprotected Javelins -

Melee Irregulars
Tribal Average CFP Impact Weapon
Loose Unprotected Javelins -

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Javelins -
Skirmishers

Tribal Average HFP -
L/O Unprotected Javelins -

Notes

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

Guanche People
First and Second Battle of Acentejo and Battle of Aguere
1494-1496
Any Tribal  (0-3)
Waterside
Great Men, Littoral, Domiciled, Ambushers!, Reduced Scale

6

Guanche Warriors Spirited 
Charge 4 15 5

Characteristics Option Min Max Pts

Guanche Best Warriors and Leaders Spirited 
Charge 0 4

Ambushers Pathfinder, 
Independent 0 6 4

Guanche Skirmishers
Pathfinder 2 10 3

07 December 2025 © Simon Hall

Only one TUG of Guanche Best Warriors and Leaders can be taken per command.

Allies
Guanche People (1 to 3 allied commands) 
Historical Introduction (Wikipedia - CC-BY-SA)

In the First Battle of Acentejo (31 May 1494), called La Matanza (the slaughter), Guanches ambushed the 
Castilians in a valley and killed many. Only one in five of the Castilians survived, including the leader of the 
expedition, Alonso Fernandez de Lugo.

Lugo later returned to the island with the alliance of the kings of the southern part of the island, and defeated the 
Guanches in the Battle of Aguere. The northern Menceyatos or provinces fell after the Second Battle of Acentejo 
with the defeat of the successor of Bencomo, Bentor, Mencey of Taoro—what is now the Orotava Valley—in 1496.

At Acentejo the Guanches, fought naked, attacking the Spaniards from the slopes with stones and spears of 
hardened wood (known as banotes). The Spaniards were unable to manoeuvre with their horses, because these 
slopes were covered with very thick, arboreal brush.
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Cavalry
Formed Superior CFP Light Lance

L/O Armoured Javelins Expert Swordsmen
Cavalry

Formed Average AFP Light Lance
L/O Unprotected Javelins Swordsmen

Solid Irregulars
Tribal Average - Stave or Spear
Close Protected - Stave or Spear

Solid Irregulars
Tribal Average - Stave or Spear
Close Protected - Stave or Spear

Melee Irregulars
Tribal Average - Impact Weapon
Close Unprotected - Swordsmen

Melee Irregulars
Tribal Average - Impact Weapon
Close Unprotected - Swordsmen

Missile Irregulars
Tribal Average AFP -
Loose Unprotected Bow -

Melee Foot
Formed Superior - Stave or Spear

Close Armoured - Expert Swordsmen
Foot Regt

Drilled Superior HFP -
Close Unprotected Bow Expert Swordsmen

Foot Regt
Drilled Superior SFP -
Close Unprotected Arquebus Expert Swordsmen

Missile Irregulars
Formed Average AFP -

Loose Unprotected Arquebus Swordsmen
Cavalry

Formed Average AFP -
L/O Unprotected Mounted Shot -

Skirmishers
Formed Average AFP -

Loose Unprotected Matchlock Musket Swordsmen

10

Kingdom of Morocco (Sa'di Dynasty)
Confrontation with the Ottomans and defeating the Aviz dynasty of Portugal
1510-1659
Any Instinctive or Tribal  (0-4)
Waterside, Desert
Great Men, Vital Settlement, Littoral Arrival, Reduced Scale

7

Berbers or Amazigh Cavalry Pathfinder, 
Fire & Charge 2 4

Characteristics Option Min Max Pts

Noble Cavalry
0 4

Moorish Swordsmen
Combat Shy Spirited Charge (1) 3

Moorish Swordsmen Spirited 
Charge 5

2 12

Moorish Spearmen
Combat Shy 3

Moorish Spearmen
5

Moorish Guards
Shock 0 1 7

Moorish Archers and Crossbowmen
Combat Shy (-1) 0 6 3

Janissaries
Shock 0 2 7

Janissaries Fire & 
Charge, 

Shock
0 2 7

After 1520 only (Replacing all Janissaries. Morrocan Arquebusiers replacing any Morrocan Spearmen or Swordsmen)

Moorish Mounted Arquebusiers
Pathfinder 0 10 3

Moorish Arquebusiers
0 6 4

Moorish Moukalla
0 6 4

After 1630 only (Replacing all  Morrocan Arquebusiers)



Battery
Formed Average AFP -

Loose Unprotected Light Gun -
Battery

Formed Average AFP -
Loose Unprotected Medium Gun -

Battery
Formed Average AFP -

Loose Unprotected Heavy Gun -
Notes

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

2

2

1

07 December 2025 © Simon Hall

Vital Settlement and Littoral Arrival are not mandatory.
If a Vital Settlement is taken, the army also gets the Domiciled trait.

After 1630 the minimum of compulsary Foot must be taken as Combat Shy. 

Allies

Kingdom of Portugal (Colonial Empire)
Kingdom of Portugal (House of Aviz) - in 1578 only
Barbary Corsairs
Kingdom of Morocco (Sa'di dynasty) up to 3 allied commands (only after 1603)
Habsburg Spain (Holy League)  - 1610 only  (Forces of Marquis of San Germán)

Spanish allies can be used with no others.

Historical Introduction (Wikipedia - CC-BY-SA)

The Saadians were a Sharifian family which had first established themselves in the Draa valley in the 14th century 
before moving or spreading to Tidsi in the Sous valley in the following century. 

In 1545 Muhammad al-Shaykh successfully laid siege to Fes, the Wattasid capital, that same year. Further north, 
the Portuguese evacuated Ksar al-Seghir and Asilah in 1550. This set up a confrontation between the Saadians and 
the Ottomans, whose empire now extended to Algeria. 

The Ottoman pasha of Algiers, also sent an army to expel the Saadians. The Saadians were pursued by the 
Ottomans into Morocco, resulting in the Battle of Wadi al-Laban in early 1558. The Saadians sought help from 
Portugal, whose king, felt he had the most to lose from the increased Ottoman influence in the region.

In the aftermath of the  Battle of Wadi al-Makhazin (1578), Ahmad al-Mansur organised his army along Ottoman 
patterns. The consequence of this was a widespread adoption of firearms and artillery in the Moroccan military.

Al-Mansur's began a major foreign military venture with the invasion of Songhai Empire. The expedition, 
composed of about 20,000 men left Marrakesh on October 16, 1590. It was led by Judar Pasha, a commander of 
Spanish origin. Askia Ishaq II was surprised when they arrived and had to assemble his forces quickly. While the 
Songhai army was reportedly larger, it lacked firearms, unlike the Moroccans. At the Battle of Tondibi the 
Saadian army thus won a decisive victory.

Hasty Defences (1) 4

Heavy Guns
Hasty Defences (1) 5

Light Guns
Hasty Defences (1)

0

3

Medium Guns
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Melee Foot
Formed Superior HFP Stave or Spear

Close Unprotected Bow Expert Swordsmen
Bande

Formed Superior HFP Stave or Spear
C/L Unprotected Bow Expert Swordsmen

Melee Foot
Formed Superior CFP -

Loose Unprotected Bow Expert Swordsmen
Melee Foot

Formed Average - Stave or Spear
Close Unprotected - Swordsmen

Melee Foot
Formed Superior HFP Stave or Spear

Close Unprotected Arquebus Expert Swordsmen
Bande

Formed Superior HFP Stave or Spear
C/L Unprotected Arquebus Expert Swordsmen

Melee Foot
Formed Superior CFP -

Loose Unprotected Arquebus Expert Swordsmen
Melee Foot

Formed Average AFP Stave or Spear
C/L Unprotected Arquebus Swordsmen

Melee Foot
Formed Average CFP Stave or Spear

Close Unprotected Arquebus Swordsmen

Characteristics Option Min Max Pts

Portuguese Adventurers Fire & Charge, 
Shock, 

Disciplined

Lead the Assault 
(0)

Kingdom of Portugal (Persian Gulf)
Conquest of Ormuz until the loss of the fortess 'Our Lady of Conception' to an English-Persian force in 1622.
1515-1622
Any Professional or Instinctive  (0-4)
Waterside
Great Men, Littoral, Shore Bombardment, Fort, Western Colonialists, Reduced Scale

Sailors
Spirited Charge 0 2 6

9

Diehard Portuguese Adventurers Fire & Charge, 
Shock, 

Disciplined

Lead the Assault 
(0) 9

31

Portuguese Adventurers Fire & Charge, 
Shock, 

Disciplined

Regimental 
Guns (1), Lead 
the Assault (0)

9

African or Arab Auxiliaries Shock, 
Disciplined 0 4 5

31

1520 and after (replacing all  Adventurers and Sailors)

Sailors
Spirited Charge 0 2 6

Diehard Portuguese Adventurers Fire & Charge, 
Shock, 

Disciplined

Lead the Assault 
(0) 10

African or Arab Auxiliaries Shock, 
Disciplined 0 4 6

Lascarins
0 4 5

1550 and after (replacing all African or Arab Auxiliaries)



Horse
Formed Superior - Light Lance

Loose Armoured - Expert Swordsmen
Cavalry

Formed Superior AFP Light Lance
L/O Armoured Bow Expert Swordsmen

Cavalry
Formed Superior AFP Light Lance

L/O Unprotected Bow Expert Swordsmen
Cavalry

Formed Average - Light Lance
L/O Unprotected - Swordsmen

Solid Irregulars
Tribal Average - Stave or Spear
Close Protected - Stave or Spear

Solid Irregulars
Tribal Average - Impact Weapon
Close Protected - Swordsmen

Melee Irregulars
Tribal Average - Impact Weapon
Loose Unprotected - Swordsmen

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Bow -
Missile Irregulars

Tribal Average AFP -
L/O Unprotected Arquebus -

Ill-furnished Persian style Horse
5

Persian style Horse Spirited 
Charge, Fire & 

Charge
8

Household Cavalry
Spirited Charge 6

Persian Gulf Spearmen
5

62

Bedouin Cavalry
Pathfinder Independent (0) 0 2 3

Ill-furnished Persian Gulf  Swordsmen
Spirited Charge 5

Persian Gulf  Swordsmen
Spirited Charge 5

3

Persian Gulf  Arquebusiers
Combat Shy (-1) 0 3

Persian Gulf  Archers
Combat Shy (-1) 0

Common to all dates

20

2



Battery
Formed Average AFP -

Loose Unprotected Light Gun -
Battery

Formed Average AFP -
Loose Unprotected Medium Gun -

Battery
Formed Average AFP -

Loose Unprotected Heavy Gun -
Battery

Formed Average AFP -
Loose Unprotected Light Gun -

Battery
Formed Average AFP -

Loose Unprotected Medium Gun -
Battery

Formed Average AFP -
Loose Unprotected Heavy Gun -

Notes

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

Heavy Guns Hasty Defences 
(1)

0 2

4

Dismounted Naval Guns 
Hasty Defences

3

Medium Guns Hasty Defences 
(1) 4

Light Guns Hasty Defences 
(1)

Fort and Shore Bombardment are not mandatory.
If a Fort is taken then the the Army gains the Domiciled Army Trait.

The following can garrison a Fort - 
•   Portuguese Adventurers
•   Lascarins 
When garrisoning a fort, a TUG may take the Regimental Gun characteristic.  This characteristic is lost if the TUG 
leaves the Fort.

Allies

Barricades (2), 
Redoubts (2) 5

Dismounted Naval Guns 
Hasty Defences Barricades (2), 

Redoubts (2) 6

Dismounted Naval Guns 
Hasty Defences Barricades (2), 

Redoubts (2)

5

07 December 2025 © Simon Hall

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

In September 1507, the Portuguese Afonso de Albuquerque landed on the island. Portugal occupied Ormuz from 
1515 to 1622.

As vassals of the Portuguese state, the Kingdom of Ormus jointly participated in the 1521 invasion of Bahrain that 
ended Jabrid rule of the Persian Gulf archipelago. The Jabrid ruler was nominally a vassal of Ormus, but the 
Jabrid King, Muqrin ibn Zamil had refused to pay the tribute Ormus demanded, prompting the invasion under 
the command of the Portuguese conqueror, António Correia. In the fighting for Bahrain, most of the combat was 
carried out by Portuguese troops, while the Ormusi admiral, Reis Xarafo, looked on. The Portuguese ruled 
Bahrain through a series of Ormusi governors.

After the Portuguese made several abortive attempts to seize control of Basra, the Safavid ruler Abbas I of Persia 
conquered the kingdom with the help of the English, and expelled the Portuguese from the rest of the Persian 
Gulf, with the exception of Muscat. The Portuguese returned to the Persian Gulf in the following year as allies of 
Afrasiyab, the Pasha of Basra, against the Persians. Afrasiyab was formerly an Ottoman vassal but had been 
effectively independent since 1612. They never returned to Ormus.
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Horse
Formed Superior - Charging Lancer

Loose Armoured - Expert Swordsmen
Gendarmes

Formed Superior - Charging Lancer
Loose Heavily Armoured - Expert Swordsmen

Horse
Drilled Average - Charging Lancer
Loose Armoured - Swordsmen

Cavalry
Formed Average HFP Light Lance

L/O Protected Javelins Swordsmen
Horse

Formed Average AFP -
L/O Unprotected Mounted Shot -

Melee Foot
Formed Superior HFP Stave or Spear

Close Unprotected Arquebus Expert Swordsmen
Bande

Formed Superior HFP Stave or Spear
C/L Unprotected Arquebus Expert Swordsmen

Foot Regt
Formed Average AFP -

Loose Unprotected Arquebus Swordsmen
Skirmishers

Formed Average AFP -
L/O Unprotected Arquebus -

Tercio
Drilled Average AFP -
Close Protected Arquebus -

Tercio
Drilled Superior AFP -
Close Protected Arquebus -

Bande
Drilled Average HFP Stave or Spear
C/L/O Protected Arquebus Expert Swordsmen

Later Keil
Formed Average AFP -

Close Protected Arquebus -
Skirmishers

Formed Average AFP -
L/O Unprotected Arquebus -

Tangier Garrison Jinetes
Pathfinder 0 5

Kingdom of Portugal (Aviz Dynasty)
Expedition of Sebastian I, and the Battle of Alcácer Quibir ending of the Aviz dynasty.
1568-1578
Any Professional or Instinctive  (0-4)
Waterside
Great Men, Inspiring Leader, Reduced Scale

7

Well-furnished Cavaleiros da Fé - Lanze Spezzate
Savage Charge 8

Characteristics Option Min Max Pts

Cavaleiros da Fé - Lanze Spezzate
Spirited Charge

Cavaleiro-vilão
5

20

Diehard Portuguese Adventurers Fire & Charge, 
Shock, 

Disciplined

Lead the Assault 
(0) 10

0 2

1

Portuguese Adventurers Fire & Charge, 
Shock, 

Disciplined

Regimental 
Guns (1), Lead 
the Assault (0)

9

Mounted Arquebusiers
Combat Shy Pathfinder (1) 0 2

4
4

Portuguese Arquebusiers
0 42

Tangier Garrison Arquebusiers
Combat Shy (-1) 0 3 4

Detached Manga
Disciplined 0 8

Spanish Tercio 
Shock Manga (1) 0 161 3

2

Portuguese Terço
Shock Manga (1) 1 13

Mercenary Arquebusiers
0 3 4

Mercenary Pikemen Front Rank 
SUP, Shove

Front Rank 
ARM (0) 1 2 11

2

2

3



Battery
Formed Average AFP -

Loose Unprotected Light Gun -
Battery

Formed Average AFP -
Loose Unprotected Medium Gun -

Battery
Formed Average AFP -

Loose Unprotected Heavy Gun -
Notes

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

Medium Guns

07 December 2025 © Simon Hall

Allies

Kingdom of Morocco (Sa'di Dynasty) - Abu Abdallah Mohammed II Saadi in 1578 only
Papal States (Pius V) 

Historical Introduction (Wikipedia - CC-BY-SA)

The Portuguese Cortes asked Sebastian several times to go to Morocco and stop the turmoil of the advancing 
Turkish military presence, because the Ottomans would be a threat to the security of the Portuguese coasts and to 
the commerce with Guinea, Brazil, and the Atlantic Islands, like the Azores and Madeira. But it was only when 
Abu Abdallah Mohammed II al-Mutawakkil went to Portugal and asked for Sebastian's help in recovering his 
throne from his uncle that Sebastian decided to mount a military effort. Sebastian felt driven to revive lost glories 
by intervening in North Africa, influenced by the events such as the defence of Mazagan in 1562 from a Moroccan 
siege. Accordingly, in 1568, the kingdom began to prepare for intervention in Morocco.

On 4 August 1578, the Portuguese and Moorish allied troops were drawn up in battle array, and Sebastian rode 
around encouraging the ranks. But the Moroccans advanced on a broad front, planning to encircle his army.

The battle started as both sides exchanged several volleys of gunfire from musketry and artillery. Stukley, 
commanding the Portuguese centre, was killed by a cannonball early in the battle. The Moroccan cavalry 
advanced and began to encircle the Portuguese army. Both armies soon became fully engaged in a melee. The 
flanks of the Portuguese army began to give way to the Moorish cavalry, and eventually the centre became 
threatened as well. Seeing the flanks compromised, and having lost its commander early in battle, the Portuguese 
centre lost heart and was overcome.

The battle ended after nearly four hours of heavy fighting and resulted in the total defeat of the Portuguese and 
Abu Abdallah's army with 8,000 dead, including the slaughter of almost the whole of the Portugal's nobility. 
15,000 were captured and sold into slavery, and around 100 survivors escaped to the coast. 

Hasty Defences 
(1) 4

Heavy Guns Hasty Defences 
(1) 5

Light Guns Hasty Defences 
(1)

1 2

3
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Cavalry
Formed Superior CFP Light Lance

L/O Armoured Javelins Expert Swordsmen
Cavalry

Formed Average AFP Light Lance
L/O Unprotected Javelins Swordsmen

Cavalry
Formed Average AFP -

L/O Unprotected Mounted Shot -
Solid Irregulars

Tribal Average - Stave or Spear
Close Protected - Stave or Spear

Melee Irregulars
Tribal Average - Impact Weapon
Close Unprotected - Swordsmen

Skirmishers
Formed Average AFP -

Loose Unprotected Matchlock Musket Swordsmen
Missile Irregulars

Tribal Average AFP -
Loose Unprotected Bow -

Melee Foot
Formed Superior - Stave or Spear

Close Armoured - Expert Swordsmen

Foot Regt
Formed Superior AFP -

Loose Unprotected Matchlock Musket Expert Swordsmen
Solid Irregulars

Formed Average - Stave or Spear
Close Protected - Stave or Spear

Foot Regt
Formed Average AFP -

Loose Unprotected Matchlock Musket Swordsmen

Kingdom of Morocco  ('Alawi Dynasty)
Unifying Morocco after a long period of division caused by the weakening of the Saadi Dynasty
1631-1721
Any Instinctive or Tribal  (0-4)
Waterside, Desert
Great Men, Vital Settlement, Littoral Arrival, Reduced Scale

7

Berbers or Amazigh Cavalry Pathfinder, 
Fire & 
Charge

4

Characteristics Option Min Max Pts

Noble Cavalry

Moorish Spearmen
5

2 10

0 6

2

Moorish Moukalla

10
Moorish Mounted Arquebusiers

Pathfinder 3

Moorish Archers and Crossbowmen
Combat Shy (-1) 30 2

Before 1672 only

4

Moorish Swordsmen Spirited 
Charge 5

"Black Guard"
Shock 7

Moorish Guards
Shock 0 1 7

0 1

1672 and after  - Sultan Malawy Ismăïl's army only  (Replacing any Moorish Spearmen, Swordsmen and Moukalla)

ʿAbīd al-Bukhārī
Shock 5

ʿAbīd al-Bukhārī
Shock 6

0 6



Solid Irregulars
Formed Average - Stave or Spear

Close Protected - Stave or Spear
Foot Regt

Formed Average AFP -
Loose Unprotected Matchlock Musket Swordsmen

Battery
Formed Average AFP -

Loose Unprotected Light Gun -
Battery

Formed Average AFP -
Loose Unprotected Medium Gun -

Battery
Formed Average AFP -

Loose Unprotected Heavy Gun -
Notes

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

1699 and after  - Sultan Malawy Ismăïl's army only  (Replacing all Moorish Spearmen, Swordsmen and Moukalla)

ʿAbīd al-Bukhārī
Shock 5

100

ʿAbīd al-Bukhārī
Shock 6

Hasty Defences (1)

0

3

Medium Guns
2

2

1

Light Guns

07 December 2025 © Simon Hall

Vital Settlement and Littoral Arrival are not mandatory.
If a Vital Settlement is taken, the army also gets the Domiciled trait.

Allies
Kingdom of Morocco  ('Alawi dynasty) up to 3 allied commands
Barbary Corsairs

Historical Introduction (Wikipedia - CC-BY-SA)

The dynasty rose to power in the 17th century, beginning with Mawlay al-Sharif who was declared sultan of the 
Tafilalt region in 1631. His son Al-Rashid, ruling from 1664 to 1672, was able to unite and pacify the country after 
a long period of regional divisions caused by the weakening of the Saadi Dynasty. His brother Isma'il presided 
over a period of strong central rule between 1672 and 1727, one of the longest reigns of any Moroccan sultan.

In 1662 Portuguese-controlled Tangier was transferred to English control as part of Catherine of Braganza's 
dowry to Charles II. Mawlay Isma'il besieged the city unsuccessfully in 1679, but this pressure, along with attacks 
from local Muslim mujahidin "Army of the Rif", persuaded the English to evacuate Tangier in 1684.

In 1689, Mawlay Ismail raised a strong army of 30,000 horsemen to recapture Larache, while the Spaniards had a 
garrison made up of 2,000 soldiers and 200 guns present in the fortress to protect the city. Despite this, he also 
allowed Europeans merchants to trade inside Morocco, but he strictly regulated their activities and forced them 
to negotiate with his government for permission, allowing him to efficiently collect taxes on trade. Isma'il also 
allowed European countries, often through the proxy of Spanish Franciscan friars, to negotiate ransoms for the 
release of Christians captured by pirates or in battle. He also pursued relations with Louis XIV of France starting 
in 1682, hoping to secure an alliance against Spain, but France was less interested in this idea and relations 
eventually collapsed after 1718

Hasty Defences (1) 4

Heavy Guns
Hasty Defences (1) 5
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Solid Horse
Formed Superior - Pistol

Loose Armoured - Pistol
Horse

Formed Average AFP -
L/O Protected Mounted Shot -

Cavalry
Formed Average AFP Pistol

L/O Unprotected Mounted Shot Pistol
Cavalry

Formed Superior AFP Pistol
L/O Unprotected Mounted Shot Pistol

Melee Foot
Drilled Superior AFP Stave or Spear

C/L Protected Matchlock Musket Expert Swordsmen
Melee Foot

Drilled Superior AFP Stave or Spear
C/L Unprotected Matchlock Musket Expert Swordsmen

Melee Foot
Formed Superior CFP Stave or Spear

Loose Unprotected Matchlock Musket Expert Swordsmen
Melee Foot

Formed Average CFP Stave or Spear
Loose Unprotected Matchlock Musket Expert Swordsmen

Melee Foot
Tribal Average - -
Loose Unprotected - Swordsmen

Republic of Venice (Cretan Wars)
War of Candia
1645-1680
Any Instinctive  (0-4)
Waterside
Great Men, Littoral, Fort, Shore Bombardment, Reduced Scale

Characteristics Option Min Max Pts

Continental Mercenary Cuirassiers
Shock 0

Dalmatian Cappelletti
Pathfinder (1) 2 4

7

Continental Mercenary Harquebusiers
Pathfinder (1) 0 3

Ill-furnished Christian Hospitaller Marines Shock, Fire & 
Charge 8

Christian Hospitaller Marines Shock, Fire & 
Charge 10

Dalmatian Veteran Cappelletti
Pathfinder (1) 0 6

Slavic Galley Slaves
Combat Shy (-1) 0 4 2

'Scappoli' volunteers Spirited 
Charge 6

20

Dalmatian Schiavoni Marines Spirited 
Charge 7

3

6
6

2

20



Pike & Shot
Formed Average AFP -

Close Protected Matchlock Musket -
Pike & Shot

Formed Average AFP -
Close Unprotected Matchlock Musket -

Pike & Shot
Formed Average AFP -

Close Unprotected Matchlock Musket -
Melee Irregulars

Tribal Average CFP Stave or Spear
Loose Unprotected Matchlock Musket Stave or Spear

Skirmishers
Formed Average AFP -

Loose Unprotected Matchlock Musket -
Dragoons

Formed Average AFP -
Loose Unprotected Matchlock Musket -

Skirmishers
Formed Average AFP -

Loose Unprotected Flintlock Musket -

Linear Horse
Drilled Average - Pistol
Loose Unprotected - Pistol

Battery
Formed Average AFP -

Loose Unprotected Light Gun -
Battery

Formed Average AFP -
Loose Unprotected Medium Gun -

Battery
Formed Average AFP -

Loose Unprotected Heavy Gun -

Ill-furnished Mercenary Foot Regimental Guns 
(1) 5

1 3

Mercenary Foot Regimental Guns 
(1) 6

Cretan Volunteers and Militia
6

1 3

Militia Foot
Combat Shy 5

Veteran Morlachs 
4

Morlachs 
Pathfinder (1) 34

4

2

1

0

Morlachs 
4

4
Mercenary Horse

Squadrons 0 3

Hasty Defences (1)

0

3

Medium Guns
2

1

2

After 1670 (replacing all Continental Mercenary Cuirassiers and Continental Mercenary Harquebusiers)

Hasty Defences (1) 4

Heavy Guns
Hasty Defences (1) 5

Light Guns



Notes

List Version 2026.1 1st Jan 2026 Points Version 2025.1 - 1st Jan 2025 updated 07 December 2025 © Simon Hall

Shore Bombardment, Littoral & Fort are not mandatory. 
If a Fort is taken then the the Army gains the Domiciled Army Trait.

The following can garrison a Fort - 
•   Christian Hospitaller Marines
•   Ill-furnished Christian Hospitaller Marines
•   Dalmatian Schiavoni Marines
•   'Scappoli' volunteers
•   Slavic Galley Slaves
•   Militia Foot
•   Mercenary Foot

When garrisoning a fort, a TUG may take the Regimental Gun characteristic.  This characteristic is lost if the TUG 
leaves the Fort.
Any foot can have Hasty Defences (1)

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

After the loss of Cyprus to the Ottomans in the fourth Ottoman–Venetian War (1570–1573), the island of Crete 
was the last major overseas possession of Venice. Its important strategic position made it an obvious target for 
future Ottoman expansion, while its size and fertile ground, together with the bad state of its fortresses, made it a 
more tempting prize than Malta. On the Venetian side, the Serenissima, with its weak military and great 
dependence on uninterrupted trade, was anxious not to provoke the Ottomans. Hence Venice scrupulously 
observed the terms of its treaty with the Ottomans, securing over sixty years of peaceful relations. By the early 17th 
century moreover, Venetian power had declined considerably. Its economy, which had once prospered because 
of its control over the Eastern spice trade, had suffered as a result of the opening of the new Atlantic trade routes, 
and from the loss of the important German market because of the Thirty Years' War. In addition, the Republic 
had become embroiled in a series of wars in northern Italy like the Mantuan War and was further weakened by an 
outbreak of the plague in 1629–1631.

On 28 September 1644, the Knights of Malta attacked an Ottoman convoy on its way from Constantinople to 
Alexandria, aboard which were a number of pilgrims bound for Mecca, including the exiled Kızlar Ağa (Chief 
Black Eunuch) Sünbül Ağa, the kadi of Cairo and the nurse of the future sultan Mehmed IV. During the fight, 
Sünbül Ağa and most of the important pilgrims were slain, while 350 men and 30 women were taken to be sold as 
slaves. The Knights loaded their loot on a ship, which then docked at a small harbour on the southern coast of 
Crete for a few days, where it disembarked a number of sailors and slaves. The Ottomans were enraged at the 
incident, and the Porte accused the Venetians of deliberate collusion with the Knights, something the Venetians 
vehemently denied. With the hawkish party being then dominant in the Ottoman court, the incident was seen as a 
perfect pretext for war with a weakened Venice. Despite a long period of negotiations, which lasted until well into 
1645, and against the objections of the Grand Vizier Sultanzade Mehmed Pasha, war was decided upon. An 
expedition was quickly assembled with over 50,000 troops and reputedly 416 vessels, under Kapudan Pasha 
Silahdar Yusuf Pasha, the Sultan's son-in-law. The Ottoman armada sailed from the Dardanelles on 30 April, 
heading towards the harbour of Navarino in the Peloponnese, where it remained for three weeks. The fleet's target 
was not announced, but the Ottomans, to allay Venetian fears, implied that it would be Malta.
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Linear Horse
Drilled Superior - Pistol
Loose Protected - Pistol

Horse
Formed Average AFP Pistol

Loose Protected Mounted Shot Pistol
Dragoons

Formed Average AFP -
Loose Unprotected Matchlock Musket -

Pike & Shot
Drilled Superior HFP -
Close Protected Matchlock Musket -

Pike & Shot
Drilled Superior HFP -
Close Protected Matchlock Musket -

Pike & Shot
Drilled Superior HFP -
Close Protected Matchlock Musket -

Pike & Shot
Drilled Superior HFP -
Close Protected Matchlock Musket -

Linear Horse
Drilled Average - Pistol
Loose Protected - Pistol

Pike & Shot
Drilled Average AFP -
Close Protected Matchlock Musket -

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

Melee Foot
Formed Superior CFP Stave or Spear

Loose Unprotected Matchlock Musket Expert Swordsmen

0 1

Disciplined (1) 0

Fire & 
Charge 4

0

9

0 2 9

0 1

Pathfinder 3

Stuart England (Tangier Garrison)
"A jewell of immense value in the royal diadem"
1662-1684
Any Professional  (0-4)
Waterside
Well-Drilled , Littoral, Fort, Western Colonialists, Shore Bombardment, Reduced Scale

Between 1661 and 1663 only

0 1 7

Characteristics Option Min Max Pts

Earl of Peterborough’s Troop of Horse
Squadrons

Old Garrison Cavalos Arcabuzeiros

1British soldiers on confiscated Portuguese horses

1 5

Colonel Lewis Farrell’s Regiment of Foot
Regimental Guns (1) 0 1 9

After 1664 only

Colonel John Fitzgerald’s Regiment of Foot
Regimental Guns (1) 9

Sir Robert Harley’s Regiment of Foot
Regimental Guns (1)

Tangier Troop of Horse
Squadrons

Earl of Peterborough’s Regiment of Foot
Regimental Guns (1)

Sailors Spirited 
Charge

Barricades (2), 
Redoubts (2) 0 1 7

Earl of Dumbarton’s Regiment of Foot Disciplined, 
Regimental 

Guns

Barricades (2), 
Redoubts (2) 0 1 10

‘New Modelled’ Tangier Regiments 
Disciplined

Regimental Guns (1), 
Barricades (2)

Redoubts (150)
0 4 7

1680 and after



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

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

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

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

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

Melee Foot
Formed Superior CFP Stave or Spear

Loose Unprotected Matchlock Musket Expert Swordsmen
Linear Horse

Drilled Superior - Pistol
Loose Protected - Pistol

Cavalry
Formed Average - Light Lance

L/O Unprotected - -
Solid Irregulars

Tribal Average - Stave or Spear
Close Protected - Stave or Spear

Melee Irregulars
Tribal Average - Impact Weapon
Close Unprotected - Swordsmen

Skirmishers
Formed Average AFP -

Loose Unprotected Matchlock Musket Swordsmen

Battery
Formed Average AFP -

Loose Unprotected Light Gun -
Battery

Formed Average AFP -
Loose Unprotected Medium Gun -

Battery
Formed Average AFP -

Loose Unprotected Heavy Gun -

Earl of Plymouth’s Regiment of Foot
Disciplined Regimental Guns (1) 0 1 8

after 1680 only (Replacing all ‘New Modelled’ Tangier Regiments)

Kirke’s Regiment of Foot
Disciplined Regimental Guns (1) 0 1 8

Governor Fairborne’s Regiment of Foot
Disciplined Regimental Guns (1) 0 1 8

Colonel Trelawney’s Regiment
Disciplined Regimental Guns (1) 0 1 8

The King’s Battalion
Disciplined Regimental Guns (1) 0 1 8

7

Catalan Horse Disciplined, 
Squadrons 0 8

Sailors Spirited 
Charge 0 1

2

1

Common to all dates - Spies and sympathetic auxiliary locals

4

Moorish Spearmen
5

Scouts and Spies Pathfinder, 
Independent 0

0 2 5

Moorish Moukalla
4

Moorish Swordsmen Spirited 
Charge

Light Guns
Hasty Defences (1)

Hasty Defences (1) 4

Heavy Guns
Hasty Defences (1) 5

1

3

Medium Guns
2

1

1

2



Notes

List Version 2026.1 1st Jan 2026 Points Version 2025.1 - 1st Jan 2025 updated 07 December 2025 © Simon Hall

The classification for the British foot is generous, to allow a 'regular sized' game. However, if you wish to have a 
more conservative grading the standard rules allow you downgrade the quality and the shooting skill by one 
grade. In addition, any British Foot can be made unprotected ( If the request from Colonel William Lockhart in 
1668 was ignored)

The number of pikes in the Ordnance store suggests a ratio of one pikeman to two musketeers among regiments 
the sent to Tangier. However, it is likley that the bayonet was brought by troops from Flanders in 1662. As such, if 
infantry drop their pikes they count as having plug bayonets. This must be explained to your opponent before the 
game begins

Barricades and Redoubts represent the fortfied area between James and Anne Forts,and laterely Forts Charles and 
Henrietta, and between Kendal and Pond Forts. Barricades and Redoubt can only be between  1667 and 1680. 

If any TUG are used with the regimental gun characteristic then the maximum of Light Guns is reduced to 0.
Troops with optional characteristic Disciplined can only take it after 1675.

Fort and Shore Bombardment are not mandatory.
If a Fort, or any TUGs with Redoubts, are taken then the the Army gains the Domiciled Army Trait.

The following can garrison a Fort - 
•   Any British Foot

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

In 1661, King Charles had appointed Henry Mordaunt, 2nd Earl of Peterborough, as governor and captain general 
of all the forces in Tangier. Peterborough quite quickly raised a regiment in England, probably in large part from 
the Parliamentary forces which were being disbanded, but otherwise took some time over the preparations; he 
finally sailed for Tangier on 15 January 1662, arriving, with a considerable force, on 29 January. When 
Peterborough landed he found the fleet already in possession. The Tangier Garrison (his new regiment 
augmented by units from Flanders) disembarked on 30 January and the city keys were handed over with due 
ceremony.

In 1680, the pressure from the Moroccans increased, as the Moroccan Sultan Moulay Ismail joined forces with the 
Chief of Fez in order to pursue a war against all foreign troops in his land. Reinforcements were needed at the 
Garrison, which was raised to 3,000 in number. The Royal Scots, shortly followed by a further (new) foot 
regiment, the 2nd Tangier Regiment, (later the King's Own, 4th Regiment of Foot) raised on 13 July 1680, were sent 
to Tangier, reinforced by a composite King's Battalion formed from the Grenadier and Coldstream Guards, the 
Duke of York's Regiment (disbanded in 1690) and The Holland Regiment (the later 3rd Foot) and the remnant of 
the old Tangier Regiment. The King's Battalion landed in July 1680, and fierce attacks were made against the 
Moors, who had gained a footing on the edge of the town, finally defeating them by controlled and well-aimed 
musket fire. The Battalion remained in Tangier until the fort was abandoned.

The garrison at Tangier had to be constantly reinforced, having cost nearly two million pounds of royal treasure, 
and many lives had been sacrificed in its defence. Merchant ships continued to be harassed by Barbary pirates, 
and undefended crews were regularly captured into slavery.

On 5 February 1684 Tangier was officially evacuated, leaving the town in ruins. 


