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

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

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

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

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

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

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

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

3 Generals (which types and number are allowed)

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

5 Army Traits

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

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

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

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

Minimum and Maximum expressed as fractions. 

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

Point cost in Formations and Characteristics. 

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

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

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

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

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

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

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

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

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

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

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

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

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

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

Talented 10 9 8 7 6 5 5 4 3

Competent 8 7 6 5 4 3 3 2 0

Mediocre 5 4 3 4 2 1 0 -1 -2
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Melee Irregulars
Tribal Superior AFP -
Loose Protected Bow Swordsmen

Melee Irregulars
Tribal Average AFP -
Loose Protected Bow Swordsmen

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Bow -
Dragoons

Tribal Average LFP -
Loose Unprotected Bow -

Skirmishers
Tribal Average HFP -

L/O Unprotected Bow -
Cavalry

Formed Average LFP -
L/O Unprotected Bow -

Notes

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

No more than one TUG of Best West Siberian Warriors per command. 
Allies
Western Siberia (up to 3 allied generals)
Historical Introduction (Wikipedia - CC-BY-SA)

This covers the Khanti and Mansi of the Urals and the Ob Basin, as well as the Kets and Southern Samoyeds further 
east. They spoke a variety of languages but the Russians called them all Ostyaks, which suggests that they had 
difficulty telling them apart. (The Kets, incidentally, are thought on linguistic grounds to be distantly related to the 
Apaches of North America.) The Khanti and Mansi fought alongside the Tatars of Sibir in the late 16th century, 
while the Kets and Samoyeds were mostly subject to the Kyrghiz and Buryat khanates.

The Khanti and Mansi in particular fiercely resisted the Russian advance, leading to a prolonged struggle between 
them and the Russian forces. However, the Russian Empire was ultimately able to defeat the Khanti and Mansi and 
bring them under imperial control. The same was true for the Kets and Southern Samoyeds further east. The 
Russian Empire used a combination of military force, economic incentives, and various forms of coercion to bring 
the people under their control.

3

Reindeer Scouts

1

Specialised Guerilla Warriors 
2

1

4

3

Pathfinder, 
Combat Shy Independent (1)

0

Western Siberian Warriors Fire & 
Charge Shatter (0) 6

Archers

0

3

4

0

15

4

Western Siberia
Tsardom of Russia's conquest of Siberia
1494-1721
Any Tribal  (0-3)
Forest
Great Men, Ambushers!, Domiciled, Reduced Scale

Characteristics Option Min Max Pts

Pathfinder Independent (0) 0 2

Best West Siberian Warriors Fire & 
Charge Shatter (1)

Pathfinder, 
Independent, 
Combat Shy

7

3

Scouts and Pathfinders
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Cavalry
Formed Superior AFP Light Lance

L/O Protected Bow Expert Swordsmen
Cavalry

Formed Average AFP Light Lance
L/O Protected Bow Swordsmen

Cavalry
Formed Average AFP Light Lance

L/O Unprotected Bow Swordsmen
Foot Regt

Formed Average AFP -
Loose Protected Bow Swordsmen

Foot Regt
Formed Average AFP -

Loose Unprotected Bow Swordsmen
Missile Irregulars

Tribal Average AFP -
L/O Unprotected Bow -

Melee Irregulars
Tribal Average AFP -
Loose Protected Bow Swordsmen

Melee Irregulars
Tribal Average AFP Stave or Spear
Loose Unprotected Bow Stave or Spear

Cavalry
Formed Average LFP -

L/O Unprotected Bow -

Buryats and Yenisei Kyrghiz
Subjects of Khalkha Mongolia
1494-1721
Any Instinctive or Tribal  (0-3)
Plains, Forest
Great Men, Horse Lords, Domiciled, No Camp, Reduced Scale

0

20

20

4

Characteristics Option Min Max Pts

Buryat or Kyrghiz Nobles Spirited 
Charge, Fire 

& Charge

Front Rank ARM 
(0) 0 4

Ill-furnished Buryat or Kyrghiz Warriors Fire & 
Charge

Pathfinder (1), 
Independent (0) 4

7

Buryat or Kyrghiz Warriors Fire & 
Charge

Pathfinder (1), 
Independent (0) 4

Dismounted Ill-furnished Buryat or Kyrghiz Warriors
4

Archers

Dismounted Buryat or Kyrghiz Warriors
5

Tungus Warriors Fire & 
Charge

Shatter (0), 
Dismountable 

(0)
0 3 6

3

Western Siberian Warriors Fire & 
Charge Shatter (0) 0 3 6

Reindeer Scouts Pathfinder, 
Independent
, Combat Shy

0 1 3

4

0 4



Skirmishers
Formed Average AFP -

L/O Unprotected Matchlock Musket -
Battery

Formed Average AFP -
Loose Unprotected Light Gun -

Notes

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

0 1

1700 and after
Firearm troops

Combat Shy (-1) 0 1 4

Historical Introduction (Wikipedia - CC-BY-SA)

The Buryats were Mongols who lived around the shores of Lake Baikal, while the Yenisei Kyrghiz were a branch of 
that Turkish nation which had migrated to the forested region of the upper Yenisei River. Both retained a great deal 
of their Turko-Mongol military heritage, and ruled over a collection of local vassal tribes including Kets and 
Tungus. They were feared by the Russians for their fighting skills as well as for their excellent armour.

Both cultures engaged in warfare against each other and other nomadic groups in the region. The two cultures 
fought for control of the steppes for centuries, but the Buryats were often the more successful in battle. Their 
military tactics included surprise attacks and the use of psychological warfare. They were also adept at raiding, and 
often raided Kyrghiz settlements for livestock and other goods. 

Both the Buryats and Kyrghiz eventually assimilated into the Russian Empire and their military conflicts came to an 
end.

01 December 2025 © Simon Hall

Khalkha Khanate (Mongolia)
Western Siberia
Tungus

3

No Camp is not mandatory, and only be taken if no non-allied foot are used.
Western Siberia allies can only be used if no Western Siberian Warriors are taken from the main list.
Tungus allies can only be used if no Tungus Warriors are taken from the main list.

Allies

Light Guns Hasty Defences 
(1)
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Melee Irregulars
Tribal Superior AFP Stave or Spear
Loose Protected Bow Stave or Spear

Melee Irregulars
Tribal Average AFP Stave or Spear
Loose Unprotected Bow Stave or Spear

Dragoons
Tribal Average LFP -
Loose Unprotected Bow -

Cavalry
Formed Average LFP -

L/O Unprotected Bow -
Skirmishers

Tribal Average HFP -
L/O Unprotected Bow -

Notes

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

Tungus
Siberia bounded on the west by the Tunguska rivers and on the east by the Pacific Ocean
1494-1721
Any Tribal  (0-3)
Mountains, Forest
Great Men, Ambushers!, Domiciled, Reduced Scale

9

Tungus Warriors Fire & 
Charge

Shatter (0), 
Dismountable (0) 4 15 6

Characteristics Option Min Max Pts

Best Tungus Warriors Fire & 
Charge Shatter (1) 0 4

Specialised Guerilla Warriors Pathfinder, 
Combat Shy Independent (1) 0 3

4

4

1

2

Reindeer Scouts Pathfinder, 
Independent, 
Combat Shy

0 3

Scouts and Pathfinders
Pathfinder Independent (0) 0 2

No more than one TUG of Best Tungus Warriors per command. 
Dismountable infantry of the Tungus and Chukchis were usually mounted on reindeer

Allies
Tungus (up to 3 allied generals)
Buryats and Yenisei Kyrghiz
Historical Introduction (Wikipedia - CC-BY-SA)

Most of the Central Siberian forest was the territory of the various Tungus tribes, who were known for their 
woodcraft skills and their use of the 'palma', a variety of glaive. Many of the tribes resisted Russian encroachment 
for several decades in the 17th century, while others served as vassals of the Turks, Mongols or Yakuts.

Warfare was a common occurrence among the Tungus people, and they had a reputation for being fierce 
warriors. Their weapons consisted of bows, spears, and knives made of bone or stone. They were also skilled 
horse riders, which allowed them to move quickly across the vast Siberian landscape.The Tungus people engaged 
in warfare for various reasons, such as territorial disputes, revenge, and capturing slaves. They had a tradition of 
headhunting, which involved decapitating their enemies and taking their heads as trophies. 

The Tungus people were eventually subjugated by the Russian Empire in the 17th and 18th centuries.

01 December 2025 © Simon Hall
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Cavalry
Formed Superior AFP Light Lance

L/O Protected Bow Expert Swordsmen
Cavalry

Formed Average AFP Light Lance
L/O Protected Bow Swordsmen

Cavalry
Formed Average AFP Light Lance

L/O Unprotected Bow Swordsmen
Foot Regt

Formed Average AFP Stave or Spear
Loose Protected Bow Stave or Spear

Foot Regt
Formed Average AFP Stave or Spear

Loose Unprotected Bow Stave or Spear
Melee Irregulars

Tribal Average AFP Stave or Spear
Loose Unprotected Bow Stave or Spear

Cavalry
Formed Average LFP -

L/O Unprotected Bow -
Notes

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

Yakuts
Tsardom of Russia's conquest of Siberia
1494-1721
Any Tribal  (0-3)
Forest
Great Men, Horse Lords, Domiciled, No Camp, Reduced Scale

20

0 4

Characteristics Option Min Max Pts

Yakut Nobles Spirited 
Charge, Fire 

& Charge

Front Rank ARM 
(0) 0 4

Ill-furnished Yakut Warriors Fire & 
Charge

Pathfinder (1), 
Independent (0) 4

4

7

Yakut Warriors Fire & 
Charge

Pathfinder (1), 
Dismountable (0) 4

Dismounted Ill-furnished Yakut Warriors
5

Dismounted Yakut Warriors
5

Tungus Warriors Fire & 
Charge

Shatter (0), 
Dismountable (0) 6

Reindeer Scouts Pathfinder, 
Independent, 
Combat Shy

0 1 3

0 3

No Camp is not mandatory, and only be taken if no non-allied foot are used.
Tungus allies can only be used if no Tungus Warriors are taken from the main list.
Allies
Tungus
Buryats and Yenisei Kyrghiz
Historical Introduction (Wikipedia - CC-BY-SA)

The Yakuts were of Turkish origin, but at some unknown date had found their way into the Yakutsk region on the Lena River, 
where there was enough open country in the midst of the forest to allow them to raise horses and other livestock. They were 
known for their superior metalworking skills, which helped them to dominate the surrounding Tungus tribes. The Russians 
encountered them in the 1620s, but took the rest of the century to reduce them to servitude.

The Yakut warriors were known for their exceptional archery skills and their use of horses in battle. They were expert horsemen 
and used their steeds to charge at their enemies with lances or swords. The Yakuts also had a unique form of combat known as 
"silkhat," which involved wrestling and grappling techniques.

In addition to their combat skills, the Yakut warriors were also known for their elaborate armor and weaponry. They wore chain 
mail, lamellar armor, and helmets made from animal hides or metal. Their weapons included swords, spears, and bows.

01 December 2025 © Simon Hall
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Melee Irregulars
Tribal Superior AFP -
Loose Protected Bow -

Melee Irregulars
Tribal Average AFP -
Loose Protected Bow -

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Bow -
Skirmishers

Tribal Average HFP -
L/O Unprotected Bow -

Dragoons
Tribal Average LFP -
Loose Unprotected Bow -

Skirmishers
Formed Average AFP -

L/O Unprotected Matchlock Musket -
Battery

Formed Average AFP -
Loose Unprotected Light Gun -

Notes

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

Chukchi and Koryaks
Northeastern Siberian peoples
1494-1721
Any Tribal  (0-3)
Waterside
Great Men, Littoral, Domiciled, Reduced Scale

0 1

1700 and after

Characteristics Option Min Max Pts

Best Chukchis or Koryak Warriors Fire & Charge, 
Savage Charge

Pavise (1), 
Dismountable (1) 0 4

Archers
1 3

15

7

Chukchis or Koryak Warriors Fire & Charge, 
Savage Charge

Pavise (0), 
Dismountable (0) 3 6

Scouts and Pathfinders
Pathfinder Independent (0) 0 2

4
2

4

Specialised Guerilla Warriors Pathfinder, 
Combat Shy Independent (1) 0 3

Firearm troops
Combat Shy (-1) 4

Light Guns
Hasty Defences (1) 30 1

No more than one TUG of Best Chukchis or Koryak Warriors per command. 
Dismountable infantry of the Tungus and Chukchis were usually mounted on reindeer

Allies
Chukchi and Koryaks (up to 3 allied generals)
Historical Introduction (Wikipedia - CC-BY-SA)

The Chukchi and Koryaks lived in the far north-east of Siberia, and many of them were accomplished boatmen and 
whale hunters. They had a reputation as particularly ferocious fighters and resisted the Russians for longer than 
any other indigenous people. They were noted for the heavy wooden shields, covered in walrus hide, which they 
slung on their backs while shooting and discarded when charging. We treated these here as pavises.

The warriors of the Chukchi and Koryaks were known for their courage, resourcefulness, and endurance. They 
were skilled hunters and fishermen, and these skills translated well into battle. They were also expert horsemen, 
which allowed them to travel quickly across the rugged terrain of the region. The traditional weapons of the 
Chukchi and Koryaks included spears, bows, knives, and clubs. They also used shields made of walrus or whale 
skin.

01 December 2025 © Simon Hall



560
Keynote

Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Cavalry
Formed Exceptional AFP Light Lance

L/O Armoured Bow Expert Swordsmen
Cavalry

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

Cavalry
Formed Average AFP -

L/O Unprotected Bow Swordsmen
Missile Irregulars

Tribal Average AFP -
Loose Unprotected Bow -

Melee Irregulars
Tribal Average AFP -
Loose Protected Bow Swordsmen

Notes

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

Khanate of Sibir
Khanate located in southwestern Siberia with a Turco-Mongol ruling class
1494-1599
Any Tribal  (0-3)
Plains, Forest
Horse Lords, No Camp, Reduced Scale

Characteristics Option Min Max Pts

6

Khan's Guard Spirited Charge, Fire & 
Charge, Personal 

Bodyguard
0 1

4 4

Archers
0 3

9

Tatar Nobles
Fire & Charge 1 7

Tatars
Pathfinder Independen

t (0)

6

20

Fire & Charge Shatter (0) 0 66
Khanti and Mansi tribesmen

01 December 2025 © Simon Hall

No Camp is not mandatory, and cannot be taken if any foot are used.
Personal Bodyguard must be in the Army Commander's command (so cannot be taken as part of an allied 
command)
Allies
Khanate of Sibir
Western Siberia
Historical Introduction (Wikipedia - CC-BY-SA)

The Khanate of Sibir was founded in the fifteenth century, at a time when the Mongols of the house of Jochi were 
generally in a state of decline. The original capital of the Khans was Chimgi-Tura. The first Khan was Taibuga, 
who was a member of the BorjiginThe Russian conquest of Kazan in 1552 prompted the Taibugid Khan of Sibir, 
Yadigar, to seek friendly relations with Moscow. Yadigar, however, was challenged by a Shaybanid, Ibak's 
grandson Kuchum. Several years of fighting (1556–1563) ended with Yadigar's death and Kuchum becoming Khan.

Kuchum attempted to convert the Siberian Tatars, who were mostly shamanists, to Islam. His decision to conduct 
a raid on the Stroganov trading posts resulted in an expedition led by the Cossack Yermak against the Khanate of 
Sibir. Kuchum's forces were defeated by Yermak at the Battle of Chuvash Cape in 1582 and the Cossacks entered 
Iskar later that year. Kuchum reorganized his forces, killed Yermak in battle in 1584, and reasserted his authority 
over Sibir.

Over the next fourteen years, however, the Russians slowly conquered the Khanate. In 1598 Kuchum was defeated 
on the banks of the Ob and was forced to flee to the territories of the Nogai, bringing an end to his rule.
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Bande
Formed Superior AFP Stave or Spear
C/L/O Unprotected Arquebus Swordsmen

Bande
Formed Superior AFP Stave or Spear
C/L/O Unprotected Arquebus Expert Swordsmen

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

Dragoons
Tribal Average LFP -
Loose Unprotected Bow -

Bande
Formed Superior AFP Stave or Spear

C/L Protected Arquebus Swordsmen
Bande

Formed Superior AFP Stave or Spear
C/L Armoured Arquebus Swordsmen

Foot Regt
Tribal Average AFP -
Loose Unprotected Arquebus -

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

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

Foot Regt
Formed Average AFP -

Loose Unprotected Matchlock Musket -

Before 1600 only  (replacing any Veteran Cossack Foot)

2 8

0 2

Armed 'Men of Service'
1 4 4

Adventurers or newly recruited Cossacks Shock (1), 
Combat Shy (-1) 2 8 6

Veteran Cossack in mail and plates
8

Veteran Cossack in quilted armour
7

Veteran Cossack Foot
1 6 7

Armed 'Men of Service'
1 3 4

1630 and after (replacing all earlier Veteran Cossack Foot, Russian, German or Lithuanian Adventurers and Armed 'Men of Service')

1600 and after (replacing all Stroganoff Levies)

3

3

2

6

Russian, German or Lithuanian Adventurers Fire & 
Charge, 
Shock, 

Lead the Assault 
(0) 9

Stroganoff Levies

1

0

Siberian Cossack
From Yermak Timofeyevich's campaign until the annexation of Siberia
1580-1721
Any Tribal  (0-4)
Waterside, Forest
Great Men, Littoral Arrival, Fort, Western Colonialists, Reduced Scale

Characteristics Option Min Max Pts

Veteran Cossack Foot
1 6

3

Scouts and Pathfinders
Pathfinder Independent (0) 0 4



Battery
Formed Average AFP -

Loose Unprotected Light Gun -
Notes

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

Littoral Arrival & Fort (Ostrog) are not mandatory. 

The following can garrison a Fort  (Ostrog) - 
•    Veteran Cossack Foot
•    Veteran Cossack in quilted armour
•    Veteran Cossack in mail and plates
•    Russian, German or Lithuanian Adventurers
•    Stroganoff Levies
•    Armed 'Men of Service'
•    Adventurers or newly recruited Cossacks

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

Allies

Tatar Khanates (after 1598 only)
Western Siberia
Buryats and Yenisei Kyrghiz (after 1620 only)

Light Guns Hasty Defences 
(1) 30 2

Historical Introduction (Wikipedia - CC-BY-SA)

The Russian conquest of Siberia began in July 1580 when some 540 Cossacks under Yermak Timofeyevich invaded 
the territory of the Voguls, subjects to Kuchum Khan, ruler of the Sibir Khanate. They were accompanied by some 
Lithuanian and German mercenaries and prisoners of war. These expeditions were conveyed by boat, explaining 
the lack of mounted troops.

In order to subjugate the natives and collect yasak (fur tribute), a series of winter outposts (zimovie) and forts 
(ostrogs) were built at the confluences of major rivers and streams and important portages.

The Russians reached the Pacific Ocean in 1639. After the conquest of the Siberian Khanate (1598), the whole of 
North Asia became known as Siberia and, by 1640, the eastern borders of Russia had expanded more than several 
million square kilometres.

01 December 2025 © Simon Hall


