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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

154 Stuart England (King's Oxford Parliament) 1644 - 1645

165 Aztec Empire (Valley of Mexico) 1494 - 1521
166 Tlaxcalan Confederation (East-central Mexico) 1494 - 1535
167 Mixtec and Zapotec (Southern Mexico) 1494 - 1521
168 Purépecha Empire (Western Mexico) 1494 - 1533
169 Chinantec (Southern Mexico) 1494 - 1534
170 Chichimec (Central Mexican Plateau) 1494 - 1600
171 Mayan (Southeastern Mexico and Guatemala) 1494 - 1697
172 Habsburg Spain (Conquest of Mesoamerica) 1494 - 1591

List Version 2026.1 1st Jan 2026 Points Version 2025.1 - 1st Jan 2025 updated 01/12/2025

Renatio et Gloriam © Simon Hall

Meso America
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

Melee Foot
Formed Exceptional HFP Impact Weapon

Loose Unprotected Javelins Swordsmen
Melee Foot

Formed Superior AFP Impact Weapon
Loose Unprotected Javelins Swordsmen

Melee Irregulars
Formed Average AFP Impact Weapon

Loose Unprotected Javelins -
Skirmishers

Tribal Average AFP -
L/O Unprotected Bow -

Skirmishers
Tribal Average AFP -

L/O Unprotected Sling -

Melee Irregulars
Formed Average AFP Impact Weapon

Loose Unprotected Javelins Swordsmen
Melee Irregulars

Formed Average AFP Impact Weapon
Loose Unprotected Javelins Swordsmen

Melee Foot
Tribal Superior AFP Impact Weapon
Loose Unprotected Javelins Swordsmen

Melee Irregulars
Tribal Average AFP Impact Weapon
Loose Unprotected Javelins -

Melee Irregulars
Tribal Average AFP Impact Weapon
Loose Unprotected Javelins Swordsmen

Melee Irregulars
Formed Average AFP Impact Weapon

Loose Unprotected Javelins Swordsmen

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

Replace all Warrior Societies and Capolli above with Combined Warrior Societies and Calpolli

Triple Alliance Allies or Central American Allies

Replace all Tribal Warrior Societies and Capolli above with Combined Tribal Warrior Societies and Calpolli

10

3

8

Tribal Calpolli with Stave or Spear
0 4

Combined Tribal Warrior Societies and Calpolli Fire & Charge, Front 
Rank SUP, Spirited 

Charge

3

0

13

3

1520 - 1521 only replacing any Tribal Calpolli or Combined Tribal Warrior Societies and Calpolli

5

Combined Tribal Warrior Societies and Calpolli Fire & Charge, 
Front Rank SUP 6

Tribal Calpolli
Fire & Charge 3

8

Tribal Warrior Societies Fire & Charge, 
Fleet of Foot, 

Shock
1 6

Combined Warrior Societies and Calpolli Fire & Charge, Front 
Rank SUP, Spirited 

Charge

14

14

3

0

Combined Warrior Societies and Calpolli Fire & Charge, 
Front Rank SUP 7

Slingers
Combat Shy Pathfinder (1) 0 2

6

Archers
Combat Shy Pathfinder (1) 0 2

Calpolli
Fire & Charge 3 10

3

3

0

Aztec Empire (Valley of Mexico)

Great Men, Domiciled, Militant, Fortified Camp, Mobile Camp, Reduced Scale

8

1494-1521
Any Professional or Instinctive  (0-4)
Mountains, Waterside

Warrior Societies Fire & Charge, 
Fleet of Foot, 

Shock
0 7

Characteristics Option Min Max Pts

Elite Warrior Societies Fire & Charge, 
Fleet of Foot, 

Shock

Personal 
Bodyguard (0)

Alliance of three Nahua city-states: Mexico-Tenochtitlan, Tetzcoco, and Tlacopan

1

4



Notes

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

From their magnificent capital city, organization that brought many of force and captured Tenochtitlan in
Tenochtitlan, the Aztecs emerged as the dominant force in central Mexico, developing an intricate social, 
political, religious and commercial
the region’s city-states under their control by the 15th century. Invaders led by the Spanish conquistador Hernán 
Cortés overthrew the Aztec Empire by 1521, bringing an end to Mesoamerica’s last great native civilization.

Mobile or Fortified camps are optional. Only one of Mobile or Fortified camps can be used.
If Triple Alliance Allies or Central American troops are taken, they must be lead by Triple Alliance Allies or 
Central American Ally General. These Ally generals are internal allies, and can only command Tribal Troops,
Those TUGs with Spirited Charge characteristic represents those led by Cuauhchique or Huitzilopochtli priests. 

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

01 December 2025 © Simon Hall

Allies
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Melee Foot
Formed Superior AFP Impact Weapon

Loose Unprotected Javelins Swordsmen
Melee Irregulars

Formed Average AFP -
Loose Unprotected Bow -

Missile Irregulars
Formed Average AFP -

L/O Unprotected Bow -
Melee Irregulars

Tribal Average - -
Loose Unprotected - -

Melee Irregulars
Formed Superior CFP Impact Weapon

Loose Unprotected Javelins Swordsmen
Skirmishers

Tribal Average AFP -
L/O Unprotected Sling -

Melee Irregulars
Formed Average AFP Impact Weapon

Loose Unprotected Bow Swordsmen

Horse
Formed Average - Charging Lancer

Loose Protected - Swordsmen
Bande

Drilled Superior HFP -
C/L/O Armoured Arquebus Expert Swordsmen

Melee Foot
Drilled Superior - -
Loose Armoured - Expert Swordsmen

Skirmishers
Formed Average AFP -

L/O Unprotected Arquebus -
Battery

Formed Average AFP -
Loose Unprotected Light Gun -

Replace all Warrior Societies and City Archers above with Combined Warrior Societies and City archers 

Spanish Allies

15

3

1

3

9

4

Light Guns Hasty 
Defences (1) 0 3

1

1

Spanish Arquebusiers
0

10

Spanish Sword & Bucklermen (Rodeleros)
Shock 0 7

Spanish Conquistadors
Shock 0

2

8

Spanish Colonist Cavalry Spirited 
Charge 0 42

Combined Warrior Societies and City archers Fire & Charge, 
Front Rank SUP, 

Pavise
0

2

City archers 
Combat Shy 4

8

Slingers
Combat Shy Pathfinder 

(1) 0 2

Otomi mercenaries Spirited 
Charge 0

Tlaxcalan Confederation (East-central Mexico)

Warrior Societies Fire & Charge, 
Fleet of Foot, 

Shock
0 74

1494-1535
Any Instinctive  (0-4)
Mountains

Xicotenga's alliance with Cortés

5

Great Men, Domiciled, Mobile Camp, Fortified Camp, Reduced Scale

Characteristics Option Min Max Pts

City archers with shield-bearers
Pavise 0 5

3

Hastily raised or novice warriors
0



Notes

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

Mobile or Fortified camps are optional. Only one of Mobile or Fortified camps can be used.
If Spanish troops are taken then a Spanish Ally general must be taken. He must be Professional and can only 
command Spanish Troops
Allies
Tlaxcalan Confederation (East-central Mexico)
Historical Introduction (Wikipedia - CC-BY-SA)

Texcala (Tlaxcala) was located to the east and south of the Valley of Mexico. The Texcalans were Nahua and 
spoke Nahuatl like the Aztecs. The Texcalan state consisted of 28 cities in four groups, led by the cities of 
Tepeticpac, Ocoteloco, Tizatlan and Quyiahuiztlan. Each of these cities was led by a Tlatoani, or king at war. 
One was elected Huey Tlatoani, or high king, and was the leader of the army. From 1468 a war called 
xochiyaoyotl (flower war) raged between the confederation and the Aztecs.

01 December 2025 © Simon Hall
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Melee Foot
Formed Superior AFP Impact Weapon

Loose Unprotected Javelins Swordsmen
Melee Irregulars

Formed Average AFP Impact Weapon
Loose Unprotected Javelins -

Melee Irregulars
Tribal Average AFP -
Loose Unprotected Javelins -

Skirmishers
Tribal Average AFP -

L/O Unprotected Sling -
Melee Foot

Drilled Exceptional AFP Impact Weapon
Loose Unprotected Javelins Swordsmen

Melee Irregulars
Formed Average AFP Impact Weapon

Loose Unprotected Javelins Swordsmen

Replace all Best Warrior and Warriors above with Combined Best Warrior and Warriors
Combined Best Warrior and Warriors Fire & Charge, 

Front Rank SUP 0 7

Temple Solders Fire & Charge, 
Shock, Fleet of Foot 0 1

14

Mixtec and Zapotec (Southern Mexico)

3

Slingers
Combat Shy Pathfinder 

(1) 0 2

Commoners Fire & Charge, 
Combat Shy 0

4

10

3

6

1494-1521
Any Instinctive  (0-4)
Mountains

Enduring Cultures of Oaxaca

Great Men, Domiciled, Mobile Camp, Fortified Camp, Reduced Scale

7

Warriors
Fire & Charge 4 6

Characteristics Option Min Max Pts

Best warriors Fire & Charge, 
Fleet of Foot, Shock 0

8



Notes

Mobile or Fortified camps are optional. Only one of Mobile or Fortified camps can be used.

Allies
Mixtec and Zapotec (Southern Mexico)
Historical Introduction (Wikipedia - CC-BY-SA)

The region where this culture first developed is called the Mixteca. It is in southern Mexico characterised by high 
mountains and narrow valleys with small streams which drop from over 8000 feet to the Pacific coast. This rugged 
geography didn't allow for easy communication across the culture. Mixtec society was organized in kingdoms or 
city-states ruled by the king who collected tribute and services from the people with the help of his administrators 
who were part of the nobility. This political system reached its height during the early Post-Classic period (800 to 
1200 CE). These kingdoms were interconnected among each other through alliances and marriages, but they were 
also involved in wars against each other as well as against common enemies. Two of the most powerful kingdoms 
of this period were Tututepec on the coast and Tilantongo in the high mountains.
The most famous Mixtec king was Lord Eight Deer "Jaguar Claw", ruler of Tilantongo, whose heroic actions are 
part history, part legend. According to Mixtec history, in the 11th century, he managed to bring together the 
kingdoms of Tilantongo and Tututepec under his power. The events that led to the unification of the Mixteca 
region under Lord Eight Deer "Jaguar Claw" are recorded in two of the most famous Mixtec codices: the Codex 
Bodley, and the Codex Zouche-Nuttall.
Zapotec civilization originated in the Central Valleys of Oaxaca in the late 6th Century BC. The Zapotec state 
formed at Monte Albán around 400 BCE. By 200 CE the Zapotec rulers had seized regions outside the Oaxaca 
valley and Monte Albán was the largest city in the southern Mexican highlands. Around 700 CE the political 
centre moved to Mitla, a religious site, a gateway between the world of the living and the world of the dead. 
Around 900 CE the Mixtecs invaded and were unified by King Eight Deer Jaguar Claw (1011 to 1063 CE). This 
empire quickly collapsed but the Zapotec became more militaristic in line with other cultures. When the Aztecs 
conquered the towns in the valley of Oaxaca in the late fifteenth century, an Aztec army under the emperor 
Ahuitzotl sought to conquer Tehuantepac. In response the Zapotec ruler Cosihuesa established an alliance with 
the Mixtec ruler of Achiutla. Aztecs attacked the combined Zapotec-Mixtec army at the mountaintop fortress of 
Guingola, but the siege failed and a truce was established through marriage.
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Melee Foot
Formed Superior - Impact Weapon

Loose Unprotected - Swordsmen
Melee Irregulars

Formed Average AFP -
Loose Unprotected Bow -

Missile Irregulars
Formed Average AFP -

L/O Unprotected Bow -
Melee Foot

Tribal Average - Impact Weapon
Loose Unprotected - Swordsmen

Melee Irregulars
Formed Superior CFP Impact Weapon

Loose Unprotected Javelins Swordsmen
Skirmishers

Tribal Average AFP -
L/O Unprotected Sling -

Melee Irregulars
Formed Average AFP Impact Weapon

Loose Unprotected Bow Swordsmen
Notes

Replace all  Tiacham and Bowmen with shield-bearers above with Combined Tiacham and Bowmen

89
Combined Tiacham and Bowmen Fire & Charge, Front 

Rank SUP, Spirited 
Charge

0

Slingers
Combat Shy Pathfinder 

(1) 0 2

Otomi mercenaries
Spirited Charge 0 1

3

Purépecha Empire (Western Mexico)

3

Hastily raised or novice Tiacham Spirited Charge, 
Fleet of Foot 0 4

Bowmen Combat 
Shy (-1) 5

3

6

15

3

1494-1533
Any Tribal  (0-3)
Mountains, Waterside

Enemies of the Aztec Empire

Mobile or Fortified camps are optional. Only one of Mobile or Fortified camps can be used.
Allies
Purépecha Empire (Western Mexico) -  (up to 3 contingents)
Historical Introduction (Wikipedia - CC-BY-SA)

The Purépecha or Tarascans were the archenemies of the Aztecs, carving an empire of their own. The capital 
city of Tzintzuntzan, “the place of the hummingbirds”, was located alongside Lake Pátzcuaro.  The multi-ethnic 
empire matched the Aztecs in might and power, located on the western border of the Aztec empire.  Aztec 
attempts to conquer the empire failed

Great Men, Domiciled, Mobile Camp, Fortified Camp, Reduced Scale

6

Bowmen with shield-bearers
Pavise 0 5

Characteristics Option Min Max Pts

Tiacham Spirited Charge, 
Fleet of Foot 0

8
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Missile Irregulars
Tribal Superior AFP Impact Weapon
Loose Unprotected Bow Swordsmen

Solid Irregulars
Tribal Average - Stave or Spear

C/L Unprotected - Stave or Spear
Skirmishers

Tribal Average AFP -
L/O Unprotected Bow -

Skirmishers
Tribal Average AFP -

L/O Unprotected Sling -
Notes

A command may not have more than one TUG of Chinatec Nobles
Allies
Chinantec (Southern Mexico) -  (up to 3 contingents)
Habsburg Spain (Conquest of Mesoamerica)

Historical Introduction (Wikipedia - CC-BY-SA)

The Chinantecs were a confederation of people from 20 towns in the Oaxacan highlands in what is now 
southern Mexico. They were fierce enemies of the Aztecs and so welcomed the Spanish as allies in their struggle 
to remain independent of Aztec conquest. Histories vary but some say that they had been conquered by the 
Aztecs just before the Spanish arrived in a series of bitter campaigns, others asserting that a few of the towns 
were still holding out when the Spanish overthrew the Aztecs.  Probably the most interesting aspect of their 
warfare was their employment of phalanxes of spearmen using enormous spears, reported, perhaps with some 
exaggeration, to be over 6m (20 feet) long. Even more unusual, these spears have razor sharp obsidian glass 
embedded along the lateral edge of the pole, running a considerable length down the top and bottom of the 
shaft. The soldiers who bore these spears also held a cloth shield called a pavesina by the Spanish, suggesting it 
was large and roughly rectangular, this shield apparently being of thick fabric so that when not in use it could be 
rolled up and carried.

Chinantec (Southern Mexico)

2

Slingers
Combat Shy Pathfinder 

(1) 0 2

Archers
Combat Shy Pathfinder 

(1) 0

4

15

3

3

1494-1534
Any Tribal  (0-3)
Mountains

Enemies of the Aztec Empire

Great Men, Domiciled, Vital Settlement, Reduced Scale

5

Spearmen
Pavise (0) 3 4

Characteristics Option Min Max Pts

Chinatec Nobles
Fire & Charge 0
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Melee Foot
Tribal Superior - -
Loose Unprotected - Expert Swordsmen

Missile Irregulars
Tribal Superior HFP -
Loose Unprotected Bow Swordsmen

Missile Irregulars
Tribal Average HFP -

L/O Unprotected Bow -
Skirmishers

Tribal Average AFP -
L/O Unprotected Bow -

Skirmishers
Tribal Average AFP -

L/O Unprotected Sling -
Notes

Semi-nomadic enemies of the Aztec Empire and Chichimeca War

Allies
Chichimec (Central Mexican Plateau) -  (up to 3 contingents)

Historical Introduction (Wikipedia - CC-BY-SA)

This list represents the migrating Chichimec (dog people) or Pueblo tribes in the desert areas to the north of the 
Aztec Empire. The Aztecs, and their Spanish successors, where terrified of these people, and rightly so. Fighting 
naked, painting their bodies and heads or hair red (hence the name Quachichil, or "red heads"), these men were 
the deadliest archers the Spanish ever faced, and were unspeakably cruel in their treatment of prisoners.

Given a small bow as a young boy and allowed no other toys to play with, the Chichimecs became archers of 
unparalleled skill. It was said that if a piece of fruit was tossed in the air as a target, it would be riddled with 
arrows and broken to pieces before it hit the ground. Spanish chroniclers noted with amazement that if a 
Chichimec archer aimed for a man's eye, and hit his eyebrow instead, he would curse his clumsy shooting. All in 
all, these redoubtable, savage hunter gatherers held such a moral ascendency over their foes that it was said that 
they could not only defeat superior numbers of Aztecs in battle, but even superior numbers of Spaniards!

2
Slingers

Combat Shy Pathfinder 
(1) 0 3

Chichimec (Central Mexican Plateau)

4

Archers
Combat Shy Pathfinder 

(1) 0 2

Chichimec  Archers Combat Shy 
(-1) 3

6

2

10

6

1494-1600
Any Tribal  (0-3)
Mountains
Great Men, Domiciled, Vital Settlement, Reduced Scale

5

Elite Tribesmen with bow

Club-wielders

Fire & Charge 0 5

Characteristics Option Min Max Pts

Spirited Charge, 
Fleet of Foot 3
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Dates

Generals

Home Terrain

Army Trait

Training Quality Shooting Charge
Order Protection Weapon Melee

Melee Foot
Tribal Exceptional - Impact Weapon
Loose Unprotected - Swordsmen

Melee Foot
Tribal Superior - Impact Weapon
Loose Unprotected - Swordsmen

Melee Irregulars
Tribal Average - Impact Weapon
Loose Unprotected - Swordsmen

Melee Irregulars
Tribal Poor - -
Loose Unprotected - -

Skirmishers
Tribal Average HFP -

L/O Unprotected Javelins -
Skirmishers

Tribal Average AFP -
L/O Unprotected Javelins -

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Bow -
Missile Irregulars

Tribal Poor AFP -
L/O Unprotected Bow -

Replace all Holcanob with Tribal Bowmen and all Mazuel with Tribal Levy Bowmen

1

4

10

10

1

2

3

Tribal Levy Bowmen
Combat Shy (0) 2

10

10

Tribal Bowmen
Combat Shy (-1)

5

Zabin katum - "Weasels"  & Chembal Uinac Pathfinder (1), 
Independent (1) 0 2

Skirmishers including Hornet nest throwers
Combat Shy Independent (1) 0

Mayan (Southeastern Mexico and Guatemala)

4

Mazeul
Combat Shy (-1) 2 1

Holcanob
3

1494-1697
Any Tribal  (0-3)
Mountains, Jungle

Postclassic period and Spanish conquest

Great Men, Domiciled, Vital Settlement, Reduced Scale

6

Elite Holcanob Fleet of 
Foot 1 4

Characteristics Option Min Max Pts

Sahaloob with retinue Shock, Fleet 
of Foot 0

2



Notes

List Version 2026.1 1st Jan 2026 List Version 2026.1 1st Jan 2026 List Version

A command may not have more than one TUG of Elite Holcanob
Allies
Mayan (Southeastern Mexico and Guatemala)  -  (up to 3 contingents)
Historical Introduction (Wikipedia - CC-BY-SA)

Mayapan was abandoned around 1448, after a period of political, social and environmental turbulence that in 
many ways echoed the Classic period collapse in the southern Maya region. The abandonment of the city was 
followed by a period of prolonged warfare, disease and natural disasters in the Yucatán Peninsula, 
which ended only shortly before Spanish contact in 1511. Even without a dominant regional capital, the early 
Spanish explorers reported wealthy coastal cities and thriving marketplaces. During the Late Postclassic, the 
Yucatán Peninsula was divided into a number of independent provinces that shared a
common culture but varied in internal sociopolitical organization. On the eve of the Spanish conquest, the 
highlands of Guatemala were dominated by several powerful Maya states. The Kʼicheʼ had carved out a small 
empire covering a large part of the western Guatemalan Highlands and the neighbouring 
Pacific coastal plain. However, in the decades before the Spanish invasion the Kaqchikel kingdom had been 
steadily eroding the kingdom of the Kʼicheʼ.

In 1511, a Spanish caravel was wrecked in the Caribbean, and about a dozen survivors made landfall on the coast 
of Yucatán. They were seized by a Maya lord, and most were sacrificed, although two managed to escape. From 
1517 to 1519, three separate Spanish expeditions explored the Yucatán coast, 
and engaged in a number of battles with the Maya inhabitants. After the Aztec capital Tenochtitlan fell to the 
Spanish in 1521, Hernán Cortés despatched Pedro de Alvarado to Guatemala with 180 cavalry, 300 infantry, 4 
cannons, and thousands of allied warriors from central Mexico; they arrived in Soconusco in 1523.
The Kʼicheʼ capital, Qʼumarkaj, fell to Alvarado in 1524. Shortly afterwards, the Spanish were invited as allies into 
Iximche, the capital city of the Kaqchikel Maya. Good relations did not last, due to excessive Spanish demands for 
gold as tribute, and the city was abandoned a few months later. 
This was followed by the fall of Zaculeu, the Mam Maya capital, in 1525. Francisco de Montejo and his son, 
Francisco de Montejo the Younger, launched a long series of campaigns against the polities of the Yucatán 
Peninsula in 1527, and finally completed the conquest of the northern portion of the peninsula in 1546.
This left only the Maya kingdoms of the Petén Basin independent.In 1697, Martín de Ursúa launched an assault on 
the Itza capital Nojpetén and the last independent Maya city fell to the Spanish.

2026.1 1st Jan 2026 © Simon Hall
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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
Horse

Formed Average - Charging Lancer
Loose Protected - Swordsmen

Horse
Formed Average AFP Pistol

L/O Protected Mounted Shot -

Melee Foot
Drilled Superior - -
Loose Armoured - Expert Swordsmen

Melee Foot
Formed Superior - -

C/L Armoured - Expert Swordsmen
Bande

Drilled Superior HFP -
C/L/O Armoured Arquebus Expert Swordsmen

Melee Foot
Formed Average - -

C/L Protected - Swordsmen
Skirmishers

Formed Superior HFP -
L/O Armoured Arquebus -

Pike & Shot
Formed Average AFP -

Close Protected Arquebus -
Pike & Shot

Formed Average AFP -
Close Unprotected Arquebus -

After 1550 only

7

Colonist Makeshift Militia Tercio
5

Colonist Makeshift Tercio
Disciplined

2 4

4

Spanish Arquebusiers and Crossbowmen
Disciplined 1 73

Spanish Colonist Militia Foot
2 5

7

Spanish Conquistadors
Shock 10

Colonial Spanish Foot
Shock 1 2

4

Spanish Sword & Bucklermen (Rodeleros)
Shock 7

Spanish Scouts 
Pathfinder (1) 0 2

3

Up to, and including, 1549

1494-1591
Any Professional  (0-4)
Mountains, Waterside

Habsburg Spain (Conquest of Mesoamerica)

Great Men, Western Colonialists, Reduced Scale

7

Spanish Colonist Cavalry Spirited 
Charge 3 4

Characteristics Option Min Max Pts

Fresh Spanish Cavalry Spirited 
Charge 2

0

Spanish conquest of Mexico



Melee Irregulars
Tribal Average AFP Impact Weapon
Loose Unprotected Javelins -

Missile Irregulars
Tribal Average AFP -

L/O Unprotected Bow -
Skirmishers

Tribal Average AFP -
L/O Unprotected Bow -

Skirmishers
Tribal Average AFP -

L/O Unprotected Sling -

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

After 1550

None

Historical Introduction (Wikipedia - CC-BY-SA)

The Viceroyalty of New Spain was an integral territorial entity of the Spanish Empire, established by Habsburg 
Spain during the Spanish colonisation of the Americas. It covered a huge area that included territories in North 
America, South America, Asia and Oceania. It originated in 1521 after the fall of Tenochtitlan, the main event of 
the Spanish conquest, which did not properly end until much later, as its territory continued to grow to the north. 
It was officially created on 8 March 1535 as a Kingdom (Spanish: reino), the first of four viceroyalties Spain created 
in the Americas. Its first viceroy was Antonio de Mendoza y Pacheco, and the capital of the kingdom was Mexico 
City, established on the ancient Tenochtitlan.

Tribal Minimums only apply if any Tribal troops are used

4

Heavy Guns
Hasty Defences (1) 5

0 1Medium Guns Hasty Defences 
(1)

01 December 2025 © Simon Hall

Allies

Light Guns Hasty Defences 
(1) 3

2

Slingers
Combat Shy Pathfinder (1) 0 2

4

3

Archers
Combat Shy Pathfinder (1) 0

5

Tribal Bowmen
Combat Shy (-1) 3

10

10

Tribal Warriors Fire & 
Charge Combat Shy (-1)

3


