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Army Lists 
Africa 
Edited by Richard Jeffrey-Cook. Contributions from Simon Hall, Richard Young, Nik Gaukroger and Lance Flint. Front image by Simon Clarke. 

Contents 
The lists are divided into three sections, Maximus, Magna and Pacto.  Within each section are the following lists: 

• Christian Nubian 550 to 1500 CE • Banu Ghaniya 1184 to 1235 CE 
• Ghana 800 to 1235 CE • Hafsid 1229 to 1500 CE 
• Beja 831 to 1500 CE • Mali Empire 1235 to 1670 CE 
• Kanem-Bornu 850 to 1500 CE • Kingdom of Tiemcen 1236 to 1520 CE 
• Abbysinian 890 to 1500 CE • Marinid 1248 to 1465 CE 
• Mogadishu Sultanates 896 to 1500 CE • Bantu Kingdoms 1250 to 1550 CE 
• Tuareg 950 to 1550 CE • Mossi 1250 to 1575 CE 
• Hausa Kingdoms 1000 to 1500 CE • Kongo 1350 to 1512 CE 
• Kingdom of Benin 1100 to 1503 CE • Central African 1350 to 1550 CE 
• Ayyubid in Ifriqiya 1172 to 1207 CE • Songhai 1370 to 1592 CE 
• Kilwa Sultanate 1180 to 1506 CE 
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Creating an army with the Mortem et Gloriam Army Lists 
Use the army lists to create your own customised armies using the Mortem et Gloriam Army Builder. 

There are few general rules to follow: 
1. An army must have at least 2 generals and can have no more than 4. 
2. You must take at least the minimum of any troops noted and may not go beyond the maximum of any. 
3. No army may have more than two generals who are Talented or better.  
4. Unless specified otherwise, all elements in a UG must be classified identically. Unless specified otherwise, if an optional characteristic is 

taken, it must be taken by all the elements in the UG for which that optional characteristic is available. 
5. Any UGs can be downgraded by one quality grade and/or by one shooting skill (Skilled to Experienced or Experienced to Unskilled) 

representing less strong, tired, or understrength troops. If any bases are downgraded all in the UG must be downgraded. So Average-
Experienced skirmishers can always be downgraded to Poor-Unskilled.  

6. Points are shown for troops with all mandatory characteristics applied. Points have been rounded to the nearest whole number. If quality or 
shooting skill is downgraded, then the points (including the points for any optional characteristics) will need to be adjusted. 

7. An army entirely of Cavalry, Chariots, Camelry or Infantry with the Dismountable characteristic may choose the No Camp option. 
 
Where allies are allowed, they must conform to the following rules: 

1. An ally must be a minimum of 2 and a maximum of 4 UGs. 
2. They must take enough UGs to get them to at least 50% of the minimums in the list being used. 
3. They can thereafter take any troops up to the maximum to create the rest of the allied contingent. 
4. Unless specified in the notes, the general must be the same type as the army commander in the main list but cannot be legendary. 

Usually this results in 1-3 UGs being compulsory and you having full flexibility on the rest. 
 
Where an internal ally is allowed, and no contingent is specified they must conform to the following rules: 

1. Each internal ally must be a minimum of 2 and a maximum of 4 UGs. 
2. The total number of troops taken of each type in the entire army must not exceed the maxima for that troop type. 
3. They must take enough UGs to get them to at least 50% of the minimums in the list if there is enough allowance for a UG after the core army 

itself has taken the minimum. For example: An army has 4-12 cavalry (UG size 4,6) and 18-32 spearmen (UG size 6,8,9) as compulsory troops 
with 2 internal allies. The core army must take 4 cavalry and at least 18 spearmen. The first ally must take 4 cavalry and at least 9 spearmen. 
The second ally must take 4 cavalry but cannot take the 9 spearmen as this would exceed the 32 spearmen limit for the army. 
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4. If a list requires a proportion of a troop type to be upgraded or regraded, then the army as a whole must comply with this requirement.  
Internal allies do not have to comply these requirements. For example: ¼ to ¾ of Turcomans must be upgraded from Experienced to Skilled 
shooting. An internal ally might have all Experienced as long as the army as a whole has ¼ to ¾ Skilled. 

5. They can thereafter take any troops up to the maximum to create the rest of the allied contingent. 
Usually this results in 1-3 UGs being compulsory and you having full flexibility on the rest. 
 
Poor quality TuGs in Pacto must start with 2 or 3 elements.  TuGs downgraded from Average quality must start with 2 elements, except where they 
are already allowed 3 elements. Poor quality SuGs or Average quality downgraded to Poor may start with 1, 2 or 3 elements. 
 
As a courtesy to your opponent when you deploy your troops, you should describe each UG fully; type, training, quality, protection, melee 
weaponry, shooting skill and weaponry, characteristics, and which ally if appropriate.  You should also explain how any unusual troop types in your 
army function and any special rules including Stakes, Caltrops, Barricades and Obstacles and troop types such as Battle Wagons. 
 
The easiest way to calculate points is to use the downloadable on-line army builder at www.mortem-et-gloriam.co.uk.  Use this and all you do is use 
drop downs for the troop classifications and it does all the work for you.  For those who prefer pen and paper, or who want to doodle some 
approximate designs before loading an army up, we have provided the points values with the lists. If a discrepancy exists in the points values 
between these lists and the army builder, then the army builder has the correct value. 

Friendly and Scenario Games 
Feel free to vary the troop classifications for friendly and scenario games. An interesting aspect of scenario games can be to see what the effect is from 
representing troops in a different manner. 
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Historical Introduction 
The scarcity of written sources and the destruction of important manuscripts at Timbuktu makes researching the pre-colonial history of Africa 
challenging. 

Following the desertification of the Sahara, North African history became entwined with the Middle East and Southern Europe while the Bantu 
expansion swept across much of the central and southern portion of the continent. During the Middle Ages, Islam spread west from Arabia to Egypt, 
crossing the Maghreb and the Sahel. From the mid-7th century CE, the expansion of the slave trade saw Arabs enslave Africans in greater numbers 
than had occurred previously. 

On the north African coast, the Berbers converted to Islam and established the Almohad and Almoravid dynasties, both of whom fought wars against 
the Christian kingdoms of Spain (and can be found in the Reconquista set). As the Almohad empire weakened, the Hafsid dynasty was established in 
Ifriqiya (western Libya, Tunisia, and eastern Algeria). To the west the Zayyanid dynasty established the Kingdom of Tlemcen whilst the Marinids 
ruled Morocco after overthrowing the Almohads in 1244. 

Nubia, south of Egypt, had contact with the Byzantine empire and had already converted to Christianity. The Arab invasions cut Nubia off from the 
rest of the Christian world, but the Christian Nubian kingdoms were able to hold off the Arabs and the Beja, desert Blemmyes who converted to 
Islam. To the southeast, the Kingdom of Axum collapsed, to be replaced by the Zagwe dynasty. Around the Horn of Africa, Islam became established 
and a sultanate was established at Mogadishu. This would be eclipsed in the 13th century by the Kilwa Sultanate further south. 

Marginal areas and many oases of the Sahara Desert became controlled by Tuareg tribes. To the south of the Sahara is a large swathe of grassland 
(savannah) known as the Sudan (not to be confused with the modern countries). In this area arose several empires who became influenced by Islam.  
These included the Hausa kingdoms, the Mali empire, the Mossi and the Songhai. The Mali empire itself arose to eclipse the Ghana empire (located 
to the north-west of modern Ghana). 

To the south of the Sudan, several kingdoms arose along the west coast of Africa including Benin and Kongo.  In southern Africa a series of great 
kingdoms arose around the Zimbabwe plateau including the Kingdom of Mapungubwe, the kingdom of Zimbabwe, the Kingdom of Mutapa and the 
Kingdom of Butua. 



Version 2022.01: 1st January 2022  MAXIMUS      © Simon Hall 

         Maximus Army Lists 
Calculating points 
Army points are calculated as follows: 

Generals - Maximus 

Type of general
Army Commander Sub-general Ally general 

Professional Instinctive Professional Instinctive Professional Instinctive 
Legendary 1600 1400 n/a n/a 800 700 

Talented 1150 900 850 700 650 600 
Competent 700 550 600 450 300 250 

Mediocre 400 250 400 250 100 50 

Camps 
Type of camp Poor Average Superior  

Unfortified 108 180 252 
A flexible camp is deployed as a fortified camp when 
defending and a mobile camp when invading. 
No camp deploys a poor mobile camp when defending 
and no camp at all when invading. 

Fortified 216 360 504 
Flexible 180 300 420 
Mobile 126 210 294 

No camp 378 N/A N/A 

UGs 
For each UG multiply the cost shown in the list (adjusting for any optional characteristics) by the number of bases. 

Notes 
1. Points values for skirmishers in Magna and Pacto are greater than in Maximus as SuGs shoot at full effect with only two ranks. 
2. For further details on how points are calculated visit the Mortem et Gloriam website. 
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Christian Nubian 
  

550 to 1500 CE 
 

 
Historical Notes  

Nubia in the 6th century consisted of three kingdoms, Nobatia, Makuria and Alodia (also referred to as Alwa). The kingdom of Nobatia was the most northern and converted to 
Christianity around 543 CE. It was annexed by the Kingdom of Makuria in the 7th century.  Makuria was in the middle.  Alodia was the most southerly, located near the confluence 
of the Blue and White Nile and modern Khartoum. It converted to Christianity in 580. The Nubians were cut off from the rest of the Christian world by the Arab invasion of Egypt but 
defeated an Arab invasion in 643. Makuria flourished from the 8th to 12th centuries. Alodia is described as larger and mightier than Makuria. It reached its peak during the 9th to 12th 
centuries but collapsed during the 13th and 14th centuries and was destroyed around 1500 by the Arabs, Funj or an alliance of both. 

 

Troop Notes  

The armies were renowned for very effective foot archers, but the commonest infantry weapons of the area in later times were a shortish straight sword and buckler, a stabbing spear 
and a number of javelins. Mounted troops used both horses and camels throughout the period. Some cavalry riders wore mail armour. Armies generally skirmished against invading 
Arab armies and tried to avoid pitched battles. 

 

Historical Enemies  

Axumite; Arab Conquest; Umayyad in Africa and Spain; Regional Later 'Abbasid; Tulunid and Ikhshidid; Early Fatimid Egyptian; Early Byzantine; Maurikian Byzantine; Later Fatimid 
Egyptian; Ayyubid Egyptian; Mamluk Egyptian; Christian Nubian; Beja; Abyssinian; Mogadishu Sultanates 

 

 

 

 



Army Commander 1 Dates

Sub-Generals 0-3 Terrain

0-1 Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior - 0
Protected - 6
Average - 0

Protected - 18
Average -  

Unprotected - Any
Average - 0

Protected - 36
Average -  

Protected - Up to 1/3
Average Unskilled  

Protected Javelin Any
Average Skilled 0

Unprotected Bow 18
Average Experienced 0

Unprotected Bow 60
Average Experienced 0

Unprotected Javelin 18
Average Skilled 0

Unprotected Bow 9
Average Experienced 12

Unprotected Bow 60
Average Experienced 0

Unprotected Javelin 18

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry UG Size

Training and 

Formation

Christian Nubian
Any Instinctive 550 CE to 1500 CE

Any Instinctive Standard, Desert

Internal Allied Generals Any Instinctive (Bedouin) Unfortified or Fortified; Poor or Average

4,6
Formed Loose

Camel warriors
CAMELRY

Short Spear - 85 Melee Expert (23) 4,6
Tribal Loose

Court cavalry
CAVALRY

Short Spear - 126 Melee Expert (33)

4,6
Tribal Loose

Swordsmen and spearmen
INFANTRY

Short Spear - 57 - 6,8,9
Tribal Loose

Downgrade camel warriors
CAMELRY

Short Spear - 56 -

6,8,9
Tribal Loose

Regrade spearmen as 
javelinmen (from 850 CE)

INFANTRY
Short Spear - 60 Shoot & Charge (6) 6,8,9

Tribal Loose

Upgrade swordsmen (from 
850 CE)

INFANTRY
Short Spear Melee Expert 73 -

6,8
Tribal Loose

Archers
INFANTRY

- - 48 Combat Shy (-14) 6,8
Tribal Loose

Best archers (before 850 CE)
INFANTRY

- - 63 Combat Shy (-14)

4,6
Skirmisher

Best skirmishers
INFANTRY

- Combat Shy 66 - 6,9
Skirmisher

Light horse
CAVALRY

- - 47
Cantabrian (16), 
Combat Shy (-4)

6,9
Skirmisher

Javelinmen
INFANTRY

- Combat Shy 25 - 6,9
Skirmisher

Skirmishing archers
INFANTRY

- Combat Shy 40 -
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Christian Nubian

Average - 8
Unprotected - 24

Average - 0
Protected - 12
Average - 0

Protected - 12
Average Experienced 0

Unprotected Bow 6
Average Experienced 0

Unprotected Bow 9

Bedouin arab contingent (only Makuria from 1174 CE)

Cavalry
CAVALRY

Long Spear - 82 Combat Shy (-18) 4,6
Formed Flexible

4,6
Tribal Loose

Arab swordsmen
INFANTRY

Short Spear - 57
Integral Shooters (6), 

Melee Expert (16)
6,8,9

Tribal Loose

Camel riders
CAMELRY

Short Spear - 85 Melee Expert (23)

None.

Changes from last version

Allies
Beja allies (from 831 CE)
Mamluk Egyptian allies (from 1276 to 1365 CE)

Notes
A Bedouin Arab contingent may have camelry or infantry but not both. It must be commanded by an allied general. It may use Feigned Flight.
Only one external ally may be taken.

6
Formed Loose

Skirmishing archers
INFANTRY

- Combat Shy 40 - 6,9
Skirmisher

Arab archers
INFANTRY

- - 54 Combat Shy (-14)
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Kingdom of Ghana 
  

800 to 1235 CE 
 

 
Historical Notes  

The kingdom of Ghana was located about four hundred miles north-west of modern Ghana to the north of the upper Niger river in what is now Senegal, south-east Mauritania, and 
western Mali. Ghana was a regional power before the 9th century CE.  Ghana means ruler or war-chief. It is referred to as the land of gold and derived its wealth from controlling the 
trade routes that led from the gold fields to the south across the Sahara to North Africa. In 1076 Islam became the official faith, probably because of the Almoravids. The idea that the 
Almoravids invaded Ghana appears to be a misinterpretation of Arab records. The Almoravids may have aided the kingdom in the 11th century. Around 1200, the Susa, a tribe from 
the southern part of the empire may have revolted, subjugated and absorbed the kingdom which was finally eclipsed by the rising empire of Mali. 

 

Troop Notes  

According to the Arab source Al-Bakri, the king could call up 200,000 men including 40,000 archers. The remainder probably used spears or swords. Nothing is known of army 
structure or tactics. Camels may have been ridden. There are no references to cavalry being used by the army, but it cannot be ruled out.  If used, they were probably light horse, 
riding smaller mounts. 

 

Historical Enemies  

Mali Empire  

 

 

 



Army Commander 1 Dates

Sub-Generals 0-2 Terrain

0-2 Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Average - 0
Protected - 6
Superior - 0
Protected - 6
Average - 0

Protected - 6
Superior - 0
Protected - 24
Average - 24

Unprotected - 108
Average -  

Unprotected - Up to 1/3
Average Experienced 12

Unprotected Bow 48
Average Experienced 0

Unprotected Javelin 12
Average Experienced 0

Unprotected Javelin 36
Average Experienced 0

Unprotected Bow 18

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry UG Size

Training and 

Formation

Kingdom of Ghana
Any Instinctive 800 CE to 1235 CE

Any Instinctive Standard, Plains

Internal Allied Generals Any Instinctive Unfortified; Poor or Average

4,6
Formed Loose

Camel warriors (from 990 to 
1055 CE)

CAMELRY
Short Spear Devastating Chargers 138 Melee Expert (33) 4,6

Tribal Loose

Cavalry
CAVALRY

Short Spear - 90 Melee Expert (23)

4,6
Tribal Loose

Best warriors
INFANTRY

Short Spear Melee Expert 103 - 6
Tribal Loose

Camel warriors
CAMELRY

Short Spear Devastating Chargers 98 Melee Expert (23)

6,8,9
Tribal Loose

Upgrade warriors as 
swordsmen

INFANTRY
Short Spear

Melee Expert, Fleet of 
Foot

54 - 6,8,9
Tribal Loose

Warriors
INFANTRY

Short Spear Fleet of Foot 44 -

6,8
Tribal Loose

Light horse
CAVALRY

- - 47
Cantabrian (16), 
Combat Shy (-4)

4,6
Skirmisher

Archers
INFANTRY

- - 48 Combat Shy (-14)

Allies
Almoravid allies (from 1076 to 1083 CE)

6,9
Skirmisher

Skirmishing archers
INFANTRY

- Combat Shy 40 - 6,9
Skirmisher

Javelinmen
INFANTRY

- Combat Shy 25 -
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Kingdom of Ghana

Changes from last version
None.

Notes
A command may not have more than one TuG of best warriors.
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Beja 
  

831 to 1500 CE 
 

 
Historical Notes  

The Beja were Blemmye who had been ejected from Lower Nubia in the 5th century.  In 831 CE they submitted to the Abbasids.
  

 

Troop Notes  

Arab sources describe them as "camel people" and carrying long seven-pointed spears. After their submission to the Abbasids, some Beja came under the influence of Bedouin Arab 
tribes migrating south from Egypt. 

 

Historical Enemies  

Regional Later 'Abbasid; Tulunid and Ikhshidid; Early Fatimid Egyptian; Later Fatimid Egyptian; Ayyubid Egyptian; Mamluk Egyptian; Christian Nubian  

 

 

 



Army Commander 1 Dates

Sub-Generals 0-3 Terrain

0-1 Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior - 0
Protected - 6
Average - 4

Protected - 6
Average Unskilled 0

Protected Javelin 6
Average - 0

Protected - 48
Average - 6

Unprotected - 24
Average - 0

Unprotected - 18
Average Experienced 0

Unprotected Bow 48
Average - 0

Unprotected - 6
Average Experienced 0

Unprotected Javelin 6
Average Experienced 0

Unprotected Bow 36

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry UG Size

Training and 

Formation

Beja
Any Instinctive 831 CE to 1500 CE

Any Instinctive Desert, Mountains

Internal Allied Generals Any Instinctive Unfortified or Mobile; Poor or Average

4,6
Formed Loose

Arab influenced cavalry
CAVALRY

Long Spear - 115 - 4,6
Formed Loose

Best cavalry
CAVALRY

Long Spear - 161 -

4,6
Formed Loose

Camel mounted warriors
CAMELRY

Short Spear - 85 Melee Expert (23) 4,6
Tribal Loose

Cavalry
CAVALRY

Short Spear - 95 Shoot & Charge (10)

6,8,9
Tribal Loose

Blemmye picked spearmen
INFANTRY

Short Spear
Melee Expert, Fleet of 

Foot
54 - 6

Tribal Loose

Blemmye spearmen
INFANTRY

Short Spear Fleet of Foot 44 -

6,8
Tribal Loose

Light horse with spear
CAVALRY

Long Spear - 48 - 4,6
Skirmisher

Archers
INFANTRY

- - 48 Combat Shy (-14)

Allies
Christian Nubian allies  (from 846 to 861 CE)

4,6
Skirmisher

Skirmishers
INFANTRY

- Combat Shy 40 - 6,9
Skirmisher

Light horse with javelins
CAVALRY

- - 47
Cantabrian (16), 
Combat Shy (-4)
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Beja

Changes from last version
None.

Notes
A command may not have more than one TuG of picked spearmen.
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Kanem-Bornu 
  

850 to 1500 CE 
 

 
Historical Notes  

The Kanem–Bornu Empire was an empire that existed in modern Chad and Nigeria. The Kanem Empire lasted until around 1380 CE when it was replaced by the Bornu Empire. 
Kanem was located at the southern end of the trans-Saharan trade route between Tripoli and the region of Lake Chad. The major factor that influenced the later history of the state of 
Kanem was the early penetration of Islam around 1068. Kanem's expansion peaked in the 13th century. By the end of the 14th century, internal struggles and external attacks had torn 
Kanem apart. Around 1380, Bulala invaders from the east forced the Kanembu to Bonu on the western edge of Lake Chad. The two peoples merged through inter-marriage, but 
political authority was retained by the Bornu. 

 

Troop Notes  

Light cavalry fought with javelins and spears. Heavier cavalry seem to have been introduced from the 11th century onwards. Later images show troops with little protection other than 
a large shield. Longer spears may have been a reaction to the increased use of cavalry. The Bornu seem to have made extensive use of javelinmen. 

 

Historical Enemies  

Kanem-Bornu; Tuareg; Hausa Kingdoms; Songhai  

 

 

 



Army Commander 1 Dates

Sub-Generals 0-2 Terrain

0-2 Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Average - 6
Protected - 18
Average - 0

Protected - 6

Superior - 0
Protected - 8
Average - 16

Protected - 48

Superior - 0
Protected - 6
Superior - 0

ArmHrs/F Armoured - 6

Superior - 0
Protected - 8
Average - 16

Unprotected - 48
Average - 0

Protected - 18

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry UG Size

Training and 

Formation

Kanem-Bornu
Any Instinctive 850 CE to 1500 CE

Any Instinctive Standard, Plains

Internal Allied Generals Any Instinctive Unfortified; Poor or Average

4,6
Formed Loose

Camel mounted warriors
CAMELRY

Short Spear Devastating Chargers 98 Melee Expert (23) 4,6
Tribal Loose

Cavalry (from 1086 CE)
CAVALRY

Short Spear - 90 Melee Expert (23)

Before 1210 CE

Foot guardsmen
INFANTRY

- Melee Expert 93 - 6,8
Tribal Loose

Formed Loose

Upgrade Guard to Lifida 
cavalry (from 1390 CE)

CAVALRY
Long Spear - 180

6,8,9
Tribal Loose

From 1210 CE

Guard cavalry
CAVALRY

Short Spear - 126 Melee Expert (33) 4,6

Bornu swordsmen
INFANTRY

- Melee Expert 66 -

Tribal Close

Kanembu spearmen
INFANTRY

Long Spear Shield Cover 53

- 4,6
Tribal Close

Guard infantry
INFANTRY

Long Spear - 107 Integral shooters (8) 6,8

- 6,8,9
Tribal Close

Bornu swordsmen
INFANTRY

- Melee Expert 66 - 6,8,9
Tribal Loose

-----
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Kanem-Bornu
Average Unskilled 0

Protected Javelin 24
Average Experienced 0

Unprotected Bow 16
Average - 0

Unprotected - 32
Average Experienced 0

Unprotected Javelin 18
Average Experienced 0

Unprotected Bow 12
Average Experienced 0

Unprotected Javelin 24

Bornu javelinmen
INFANTRY

Short Spear - 60
Shoot & Charge (6), 
Combat Shy (-22)

6,8,9
Tribal Loose

6,8
Tribal Loose

Levied tribesmen
INFANTRY

Short Spear - 38 Combat Shy (-14) 6,8,9
Tribal Loose

Archers
INFANTRY

- - 48 Combat Shy (-14)

4,6
Skirmisher

Skirmishing archers
INFANTRY

- Combat Shy 40 - 6,9
Skirmisher

Light horse
CAVALRY

- - 47
Cantabrian (16), 
Combat Shy (-4)

Changes from last version
None.

6,9
Skirmisher

Allies
Tuareg allies (from 950 CE)

Skirmishing javelinmen
INFANTRY

- Combat Shy 25 -
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Abyssinian 
  

890 to 1500 CE 
 

 
Historical Notes  

The Zagwe dynasty succeeded the Axumites in Ethiopia until the Solomonic dynasty seized control in 1270.
  

 

Troop Notes  

Elamaya archers had a terrifying reputation because of their potent quick-acting arrow poison.
  

 

Historical Enemies  

Regional Later 'Abbasid; Early Fatimid Egyptian; Later Fatimid Egyptian; Christian Nubian  

 

 

 



Army Commander 1 Dates

Sub-Generals 0-2 Terrain

0-1 Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Average Unskilled 0
Protected Javelin 6
Superior Unskilled 0
Protected Javelin 18
Superior Unskilled 0
Protected Javelin 6
Average - 6

Protected - 18
Average Unskilled 18

Protected Javelin 64
Average Experienced 6

Unprotected Bow 32
Average Experienced  

Unprotected Bow Any
Average Skilled 0

Unprotected Bow 12
Average Experienced 8

Unprotected Javelin 30
Average Experienced 0

Unprotected Bow 12
Average Experienced 0

Unprotected Javelin 12

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry UG Size

Training and 

Formation

Abyssinian
Any Instinctive 890 CE to 1500 CE

Any Instinctive Plains, Mountains

Internal Allied Generals Any Instinctive Unfortified or Fortified; Poor or Average

4,6
Formed Loose

Best warriors (before 1314 
CE)

INFANTRY
Short Spear - 104 Shoot & Charge (8) 6

Formed Close

Cavalry
CAVALRY

Short Spear - 95 Shoot & Charge (10)

6
Formed Close

Sarawit regiments (from 
1314 CE)

INFANTRY
Short Spear - 72

Integral Shooters (6), 
Melee Expert (16)

6,8,9
Drilled Loose

Best warriors (from 1314 CE)
INFANTRY

Short Spear - 104 Shoot & Charge (8)

6,8,9
Tribal Close

Archers
INFANTRY

- - 48 Combat Shy (-14) 6,8
Tribal Loose

Tribal levies
INFANTRY

Short Spear - 65 Shoot & Charge (6)

6,8
Formed Loose

Elamaya archers (from 1448 
CE)

INFANTRY
- - 63 Combat Shy (-14) 6,8

Tribal Loose

Upgrade archers
INFANTRY

- - 54 Combat Shy (-14)

4,6
Skirmisher

Skirmishing archers
INFANTRY

- Combat Shy 40 - 6,9
Skirmisher

Light horse
CAVALRY

- - 47
Cantabrian (16), 
Combat Shy (-4)

6,9
Skirmisher

Javelinmen
INFANTRY

- Combat Shy 25 -
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Abyssinian

Changes from last version
None.

Allies
Mogadishu Sultanates allies

Notes
A command may not have more than one TuG of best warriors.
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Mogadishu Sultanates 
  

896 to 1500 CE 
 

 
Historical Notes  

With the rise of Islam, the Horn of Africa came under the influence of Arab traders and the population were gradually converted. During the medieval period, several powerful empires 
dominated the regional trade in the Horn. The Sultanate of Mogadishu also known as the Kingdom of Magadazo arose as the preeminent power during the 10th, 11th, and 12th 
centuries before becoming the capital of the Ajuran Sultanate during the early 13th century. The Ajuran Sultanate survived until the 17th century. 

 

Troop Notes  

The best warriors were mamluks, slave soldiers who were considered much more reliable than the local Somali warriors.
  

 

Historical Enemies  

Christian Nubian; Kilwa Sultanate  

 

 

 



Army Commander 1 Dates

Sub-Generals 0-2 Terrain

0-1 Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior Experienced 0
Protected Bow 6
Average - 0

Protected - 18
Superior Unskilled 0
Protected Javelin 18
Average Unskilled 18

Protected Javelin 64
Average Experienced 6

Unprotected Bow 32
Average Experienced 8

Unprotected Javelin 30
Average Experienced 0

Unprotected Bow 12
Average Experienced 0

Unprotected Javelin 12

UG Size

Training and 

Formation

Mogadishu Sultanates
Any Instinctive 896 CE to 1500 CE

Any Instinctive Plains, Mountains, Desert

Internal Allied Generals Any Instinctive Unfortified or Fortified; Poor or Average

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry

4,6
Drilled Loose

Muslim cavalry
CAVALRY

Long Spear - 115 Combat Shy (-28) 4,6
Formed Loose

Mamluks (from 1000 CE)
CAVALRY

Short Spear - 175 -

6
Formed Close

Tribal levies
INFANTRY

Short Spear - 65 Shoot & Charge (6) 6,8,9
Tribal Close

Best warriors
INFANTRY

Short Spear - 104 Shoot & Charge (8)

Formed Loose

Light horse
CAVALRY

- -
Skirmisher

Archers
INFANTRY

- -

- Combat Shy 40 -

6,8

47
Cantabrian (16), 
Combat Shy (-4)

4,6

54 Combat Shy (-14)

Changes from last version
None.

Notes
A command may not have more than one TuG of best warriors.

6,9
Skirmisher

Javelinmen
INFANTRY

- Combat Shy 25 - 6,9
Skirmisher

Skirmishing archers
INFANTRY

Version 2022.01: 1st Janaury 2022 MAXIMUS © Simon Hall



Version 2022.01: 1st January 2022 Historical Notes © Simon Hall 

 

Tuareg 
  

950 to 1550 CE 
 

 
Historical Notes  

Archaeological evidence for the Tuareg and similar desert tribesman dates back to the fifth century.  Records of battles date from the 10th century. At various times they fought against 
or allied themselves to the Songhai, Hausa and Bornu.  

Troop Notes  

Weapons included a short lance made entirely of iron, javelins, sword and shield.  Cavalry may have been used when the Tuaregs controlled territory capable of supporting them. 
  

 

Historical Enemies  

North African Dynasties; Almoravid; Almohad; Kanem-Bornu; Tuareg; Hausa Kingdoms; Mali Empire; Kingdom of Tiemcen; Marinid; Songhai  

 

 

 



Army Commander 1 Dates

Sub-Generals 0-3 Terrain

0-2 Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior - 6
Protected - 24
Average - 12

Protected - 60
Superior - 0
Protected - 12
Average - 0

Protected - 36
Poor - 0

Protected - 20
Average Experienced 0

Unprotected Javelin 27

UG Size

Training and 

Formation

Tuareg
Any Instinctive 950 CE to 1550 CE

Any Instinctive Desert, Mountains

Internal Allied Generals Any Instinctive Unfortified or Mobile; Poor or Average

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry

4,6
Tribal Loose

Imrad vassals
CAMELRY

Short Spear Devastating Chargers 98 Melee Expert (23) 4,6
Tribal Loose

Ihaggeren nobles and 
followers

CAMELRY
Short Spear Devastating Chargers 138 Melee Expert (33)

Tribal Loose

Imrad or mountain tribe foot
INFANTRY

Short Spear -
Tribal Loose

Cavalry (from 1400 CE)
CAVALRY

Short Spear Devastating Chargers

Short Spear - 35 -

4,6

57 - 6,8,9

131 Melee Expert (33)

Changes from last version
None.

Notes
A command may not have more than one TuG of Igharren nobles.

8,9,10
Tribal Loose

Iklan skirmishers
INFANTRY

- Combat Shy 25 - 6,9
Skirmisher

Iklan levied foot
INFANTRY
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Hausa Kingdoms 
  

1000 to 1500 CE 
 

 
Historical Notes  

The Western Sudan is the lightly wooded rolling grassland south of the Sahara Desert. The Hausa Kingdoms or Hausaland was a collection of states started by the Hausa people, 
situated between the Niger River and Lake Chad (modern day northern Nigeria). The kingdoms were first mentioned in the 9th century. The first united Hausa nation arose in the 11th 
century in Kano. Rivalries between the kingdoms led to periods of domination by others including the Songhai and Kanem. By the 14th century Kano had become the most powerful 
city-state. Islam was introduced at this time. 

 

Troop Notes  

Archers were referred to as Yam baka. Poisoned arrows might be used. Cotton quilted armour could be used.  Other weapons included javelins, swords and shields.   Long metal 
spears were used to stop cavalry.  

 

Historical Enemies  

Kanem-Bornu; Tuareg; Hausa Kingdoms; Songhai  

 

 

 



Army Commander 1 Dates

Sub-Generals 0-3 Terrain

Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Average Unskilled 0
Protected Javelin 18
Average Experienced 16

Unprotected Bow 80
Average - 0

Protected - 8
Average Unskilled 0

Protected Javelin 12
Average - 0

Unprotected - 12
Average Experienced 0

Unprotected Javelin 12
Average Experienced 0

Unprotected Bow 12
Average Experienced 0

Unprotected Javelin 24

Poor - 0

Protected - 4

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry UG Size

Training and 

Formation

Hausa Kingdoms
Any Instinctive 1000 CE to 1500 CE

Any Instinctive Plains

Internal Allied Generals Mobile or Fortified; Poor or Average

4,6
Formed Loose

Archers
INFANTRY

- - 48 Combat Shy (-14) 6,8
Tribal Loose

Cavalry with spears and 
javelins

CAVALRY
Short Spear - 95 Shoot & Charge (10)

6,8
Tribal Loose

Troops with javelins and 
shields

INFANTRY
Short Spear - 60

Shoot & Charge (6), 
Combat Shy (-22)

6,8
Tribal Loose

Troops with swords and 
shields

INFANTRY
- Melee Expert 66 -

6,8,9
Tribal Close

Light horse
CAVALRY

- - 47
Cantabrian (16), 
Combat Shy (-4)

4,6
Skirmisher

Troops with spears
INFANTRY

Long Spear Shield Cover 53 -

6,9
Skirmisher

Skirmishers with javelins
INFANTRY

- Combat Shy 25 - 6,9
Skirmisher

Skirmishing archers
INFANTRY

- Combat Shy 40 -

4
Tribal Close

Stampeding cattle
CAVALRY

-
Expendables, 
Combat Shy, 

Devastating Chargers
45 -
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Hausa Kingdoms

Average Experienced 0
Protected Bow 8
Superior - 0
Protected - 6

From 1390 CE

Archers with armour, shield 
and spear

INFANTRY
Short Spear - 87 - 6,8

None.

Changes from last version

Melee Expert (33) 4,6
Drilled Loose

Allies
Tuareg allies

Drilled Loose

Cavalry in mail armour
CAVALRY

Short Spear Devastating Chargers 159
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Kingdom of Benin 
  

1100 to 1503 CE 
 

 
Historical Notes  

The kingdom of Benin was located in the south-west region of modern Nigeria. From 1300 CE onwards, the region around Benin City became more united. The kingdom grew 
rapidly under Ewuare the Great who reigned from 1440 to 1473. Benin City was extensively fortified. From this city Ewuare launched offensive campaigns against Edo and Yoruba 
tribes. The Portuguese first established a trading post in Benin City in 1485. 

 

Troop Notes  

Benin warriors were armed with small bows and poisoned arrows, javelins, spears, swords and shields.  Europeans describe the Benin army as large, disciplined and able to keep 
order.  Crossbows and handguns were introduced by the Portuguese in 1485 but the numbers too few to justify separate categorisation. 

 

Historical Enemies  

Kingdom of Benin  

 

 

 



Army Commander 1 Dates

Sub-Generals 0-3 Terrain

0-2 Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior - 0
Protected - 24
Average Unskilled 18

Protected Javelin 64
Average Experienced 16

Unprotected Bow 64
Average Experienced 0

Unprotected Bow 24
Average Experienced 0

Unprotected Javelin 24

UG Size

Training and 

Formation

Kingdom of Benin
Any Instinctive 1100 CE to 1503 CE

Any Instinctive Forest, Coastal

Internal Allied Generals Any Instinctive Unfortified; Poor or Average

Name

Type

Quality

Protection

Shooting Skill

Weaponry

6
Formed Loose

Shoot & Charge (6), 
Combat Shy (-22)

6,8,9

98 -

70
Formed Loose

Melee 

Weaponry

54 Combat Shy (-14)

Nobles and followers
INFANTRY

- Devastating Chargers

Warriors armed with javelins
INFANTRY

Short Spear -

6,8
Formed Loose

Skirmishing archers
INFANTRY

- Combat Shy 40 - 6,9
Skirmisher

Archers
INFANTRY

- -

Changes from last version
None.

6,9
Skirmisher

Notes
A command may not have more than one TuG of nobles.

Skirmishing javelinmen
INFANTRY

- Combat Shy 25 -
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Ayyubid in Ifriqiya 
  

1172 to 1207 CE 
 

 
Historical Notes  

A small Ayyubid army led by Sharif al-Din Qaraqusg captured Libya and Tunisia (Ifriqiya) in 1172 CE. It relied on allied Bedouin tribes and received little support from Egypt. It briefly 
allied with the Banu Ghaniya in the fight against the Almohads. 

 

Troop Notes  

The Ayyubid army that captured Ifriqiya then had to rely on local resources to hold the territory.  

Historical Enemies  

Bedouin Dynasties; Almohad; Ayyubid in Ifriqiya  

 

 

 



Army Commander 1 Dates

Sub-Generals 0-3 Terrain

Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior Experienced 6
Protected Bow 12
Average - 0

Protected - 12
Average - 12

Unprotected - 36
Average - 0

Protected - 6
Average Experienced 0

Unprotected Bow 6
Average - 0

Unprotected - 18
Average Experienced 0

Unprotected Bow 27

UG Size

Training and 

Formation

Ayyubid in Ifriqiya
Any Professional 1172 CE to 1207 CE

Any Professional Coastal, Plains

Internal Allied Generals Unfortified or Fortified; Poor or Average

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry

4,6
Drilled Loose

Qaraghulams
CAVALRY

Long Spear - 115 - 4,6
Formed Loose

Turkish mamluks
CAVALRY

Short Spear - 175 -

4,6
Formed Flexible

Kurdish cavalry
CAVALRY

Charging Lancer - 105 Melee Expert (23) 4,6
Formed Loose

Bedouin cavalry
CAVALRY

Long Spear - 82 Combat Shy (-18)

4,6
Formed Flexible

Volunteer infantry
INFANTRY

- Devastating Chargers 39 - 6,8,9
Tribal Loose

Turcoman
CAVALRY

- - 94 -

None.

Only one external ally may be taken.
This army may use Feigned Flight.

Changes from last version

Notes

Skirmishers
INFANTRY

- Combat Shy 40 - 6,9
Skirmisher

Allies
Bedouin allies - Bedouin Dynasties
Banu Ghaniya allies (from 1187 to 1191 CE)
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Kilwa Sultanate 
  

1180 to 1506 CE 
 

 
Historical Notes  

This list represents the Swahili states that were established on the east African coast and islands. In the 13th century, the city of Kilwa, an island off the coast, took control of the gold 
trade from Mogadishu and became powerful. At the zenith of its power in the 15th century, the Kilwa Sultanate owned or claimed overlordship over the mainland cities of Malindi, 
Inhambane and Sofala and the island-states of Mombassa, Pemba, Zanzibar, Mafia, Comoro and Mozambique.  The Kilwa Sultanate was not a centralized state but more a 
confederation of commercial cities. The Portuguese first arrived in 1489 and in 1506 temporarily overthrew the existing government.  

Troop Notes  

Armies were mostly formed from local troops. Rulers maintained small units of Muslim cavalry.  

Historical Enemies  

Mogadishu Sultanates; Kilwa Sultanate  

 

 

 



Army Commander 1 Dates

Sub-Generals 0-2 Terrain

0-2 Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Average - 0
Protected - 6
Superior Unskilled 0
Protected Javelin 18
Average Unskilled 18

Protected Javelin 72
Average Skilled 0

Unprotected Bow 8
Average Experienced 16

Unprotected Bow 36
Average Experienced 0

Unprotected Bow 12
Average Experienced 0

Unprotected Javelin 12

UG Size

Training and 

Formation

Kilwa Sultanate
Any Instinctive 1180 CE to 1506 CE

Any Instinctive Coastal, Standard

Internal Allied Generals Any Instinctive Unfortified; Poor or Average

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry

4,6
Formed Loose

Best warriors
INFANTRY

Short Spear - 104 Shoot & Charge (8) 6
Formed Close

Muslim cavalry
CAVALRY

Long Spear - 115 Combat Shy (-28)

6,8,9
Tribal Close

Best archers
INFANTRY

- - 63 Combat Shy (-14) 6,8
Tribal Loose

Tribal levies
INFANTRY

Short Spear - 65 Shoot & Charge (6)

6,8
Tribal Loose

Skirmishing archers
INFANTRY

- Combat Shy 40 - 6,9
Skirmisher

Archers
INFANTRY

- - 48 Combat Shy (-14)

Changes from last version
None.

6,9
Skirmisher

Notes
A command may not have more than one TuG of best warriors.

Javelinmen
INFANTRY

- Combat Shy 25 -
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Banu Ghaniya 
  

1184 to 1235 CE 
 

 
Historical Notes  

When the Almoravids collapsed in 1174 CE, a state was set up in the Balearic Islands under the name Banu Ghaniya. In 1184 they invaded modern Algeria in an attempt to take back 
land from the Almohads. They were joined by disaffected Berbers and Arabs. 

 

Troop Notes  

The army of Banu Ghaniya relied on local resources and alliances with Bedouin and Berber tribes.  

Historical Enemies  

Bedouin Dynasties; Almohad; Early Crown of Aragon; Hafsid  

 

 

 



Army Commander 1 Dates

Sub-Generals 0-3 Terrain

Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Average - 6
Protected - 12
Average - 0

Unprotected - 6
Average - 0

Protected - 8
Average - 12

Protected - 24
Average Experienced 0

Unprotected Bow 12
Average - 0

Protected - 30
Average Experienced 0

Unprotected Javelin 18
Average Experienced 0

Unprotected Javelin 18
Average Experienced 0

Unprotected Sling 9

UG Size

Training and 

Formation

Banu Ghaniya
Any 1184 CE to 1235 CE

Any Coastal

Internal Allied Generals Unfortified or Fortified; Poor or Average

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry

4,6
Formed Loose

Bedouin cavalry
CAVALRY

Long Spear - 82 Combat Shy (-18) 4,6
Formed Flexible

Berber or Arab cavalry
CAVALRY

Long Spear - 115 Combat Shy (-28)

6,8
Drilled Close

Banu Ghaniya infantry
INFANTRY

Short Spear Shieldwall 77 Integral shooters (6) 6,8
Formed Close

Lamtuna and Massuda 
infantry (before 1186 CE)

INFANTRY
Long Spear - 91 Integral shooters (6)

6,8
Tribal Loose

Berber infantry
INFANTRY

Short Spear Shieldwall 67 Integral shooters (6) 6,8,9
Tribal Close

Archers
INFANTRY

- - 48 Combat Shy (-14)

4,6
Skirmisher

Javelinmen
INFANTRY

- Combat Shy 25 - 6,9
Skirmisher

Light horse
CAVALRY

- - 47
Cantabrian (16), 
Combat Shy (-4)

Slingers
INFANTRY

- Combat Shy 35 - 6,9
Skirmisher

Allies
Hilali Arab allies - Bedouin Dynasties
Hammadid Berber allies - North African Dynasties (from 1184 to 1185 CE)
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Banu Ghaniya

None.

Both external allies may be taken together.

Changes from last version

Notes
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Hafsid 
  

1229 to 1500 CE 
 

 
Historical Notes  

The Hafsids ruled Ifriqiya (western Libya, Tunisia and eastern Algeria) from 1229 to 1574. Abu Zakariya, an Almohad governor, declared independence in 1229. Tunis developed as 
the economic and cultural centre of the kingdom. Many Muslims from Al-Andalus fleeing the Spanish Reconquista of Castile and Aragon were absorbed. The Eighth Crusade was 
launched by Louis IX of France against the city of Tunis in 1270. It failed after Louis died shortly after arriving on the shores of Tunisia, with his disease-ridden army dispersing back 
to Europe shortly afterwards. In the 14th century the empire underwent a temporary decline, twice conquered by the Marinids. The Hafsids were able to regain their empire.  In 1429, 
the Hafsids attacked the island of Malta, taking 3,000 slaves. 

 

Troop Notes  

The Hafsids were forced to rely on the Arab nomads in Tunisia and the distinction between Arab and Berber mostly disappeared.  

Historical Enemies  

Bedouin Dynasties; Aragonese Sicilian; Almohad; Northern Medieval French; Banu Ghaniya; Hafsid; Kingdom of Tiemcen; Marinid  

 

 

 



Army Commander 1 Dates

Sub-Generals 0-3 Terrain

Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Average - 0
-/Fully Armoured - 6

Average Experienced 0
Unprotected Bow 6

Average - 0
Protected - 6
Average - 0

Protected - 6
Average - 16

Protected - 48
Average Experienced 0

Protected Crossbow 6
Average - 0

Unprotected - 6
Average Experienced 0

Unprotected Bow 16
Average Experienced 12

Unprotected Javelin 48
Average Experienced 0

Unprotected Javelin 45
Average Experienced 0

Unprotected Bow 18

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry UG Size

Training and 

Formation

Hafsid
Any Instinctive 1229 CE to 1500 CE

Any Instinctive Coastal, Plains, Mountains

Internal Allied Generals Unfortified or Fortified; Poor or Average

4,6
Formed Loose

Ghuzz mercenaries
CAVALRY

- - 94 - 4,6
Formed Flexible

Christian mercenary knights
CAVALRY

Charging Lancer Devastating Chargers 148 Melee Expert (29)

4,6
Tribal Loose

Christian spearmen
INFANTRY

Short Spear Shieldwall 77 - 6
Formed Close

Camelry
CAMELRY

Short Spear Devastating Chargers 98 Melee Expert (23)

6,8
Tribal Close

Christian mercenary 
crossbowmen

INFANTRY
- - 80 Combat Shy (-22) 6

Formed Loose

Berber spearmen
INFANTRY

Short Spear Shieldwall 67 Integral shooters (6)

6
Formed Flexible

Berber archers
INFANTRY

- - 48 Combat Shy (-14) 6,8
Tribal Loose

Mercenary amulghavars 
(before 1350 AD)

INFANTRY
Impact Weapon Fleet of Foot 60 Melee Expert (10)

4,6
Skirmisher

Berber javelinmen
INFANTRY

- Combat Shy 25 - 6,9
Skirmisher

Andalusian or Berber cavalry
CAVALRY

- - 47
Cantabrian (16), 
Combat Shy (-4)

6,9
Skirmisher

Skirmishing archers
INFANTRY

- Combat Shy 40 -
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Hafsid
Average Experienced 0

Unprotected Sling 9
Average Experienced 0

Unprotected Crossbow 9

Slingers
INFANTRY

- Combat Shy 35 - 6,9
Skirmisher

Changes from last version
None.

6,9
Skirmisher

Skirmishing crossbowmen
INFANTRY

- Combat Shy 45 -
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Mali Empire 
  

1235 to 1670 CE 
 

 
Historical Notes  

The Mali Empire arose during the 11th and 12th centuries following the decline of the Ghana Empire to the north. Sundiata Keita led the conquest of Sosso in around 1235 CE and 
gave the Mali Empire access to the trans-Saharan trade routes.  His nephew Mansa Musa made a Hajj pilgrimage to Mecca during the reign of the Mamluk Sultan Baibars (1260 to 
1277). Musa Keita became emperor in about 1312 and made a pilgrimage to Mecca from 1324 to 1326. His generous gifts to Mamluk Egypt and his expenditure caused gold to be 
greatly devalued. The latter half of the 14th century was a period of weak emperors, conflicts, and disunity. From 1507 neighbouring states were eroding the empire. In 1542, the 
Songhai invaded the capital city of Niani but were unsuccessful in conquering the empire. 

 

Troop Notes  

The Mali Empire maintained a semi-professional, full-time army to defend its borders. In the 14th century the army was divided into northern and southern commands. 
Horon were freemen who appear with their own arms. Sofa were slave troops equipped by the state. Troops were usually equipped with large reed or animal hide shields and 
stabbing spears.  Warriors with bows tended to come from the south. Arrows were iron-tipped and often poisoned. Cavalry used lances and swords. Imperial cavalry wore mail 
armour and carried shields. 

 

Historical Enemies  

Kingdom of Ghana; Tuareg; Mali Empire; Mossi; Songhai  

 

 

 



Army Commander 1 Dates

Sub-Generals 0-3 Terrain

Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior Experienced 0
Protected Bow 8
Average - 6

Protected - 24
Superior - 0
Protected - 8
Average - 0

Protected - 32
Average - 0

Protected - 36
Average Skilled 0

Protected Bow 8
Average - 0

Protected - 8
Average Unskilled 0

Protected Javelin 12
Average Experienced 16

Unprotected Bow 48
Average - 0

Unprotected - 32
Average Experienced 0

Unprotected Javelin 12

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry UG Size

Training and 

Formation

Mali Empire
Any Instinctive 1235 CE to 1670 CE

Any Instinctive Plains, Jungle

Internal Allied Generals Unfortified; Poor or Average

4,6
Drilled Loose

Mali cavalry
CAVALRY

Long Spear - 115 - 4,6
Formed Loose

Imperial cavalry
CAVALRY

Short Spear - 175 -

6,8
Drilled Close

Horon
INFANTRY

Short Spear - 67 Melee Expert (16) 6,8
Formed Loose

Royal guard infantry
INFANTRY

Short Spear Shieldwall 115 -

6,8
Drilled Loose

Suna or Fulani archers
INFANTRY

- - 90 - 6,8
Formed Loose

Sofa
INFANTRY

Short Spear - 72 -

6,8
Tribal Loose

Vassal javelinmen
INFANTRY

Short Spear - 60
Shoot & Charge (6), 
Combat Shy (-22)

6,8,9
Tribal Loose

Vassal warriors
INFANTRY

- Melee Expert 66 -

6,8
Tribal Loose

Levied tribesmen
INFANTRY

Short Spear - 38 Combat Shy (-14) 6,8,9
Tribal Loose

Archers
INFANTRY

- - 48 Combat Shy (-14)

4,6
Skirmisher

Light horse
CAVALRY

- - 47
Cantabrian (16), 
Combat Shy (-4)

Version 2022.01: 1st Janaury 2022 MAXIMUS © Simon Hall



Mali Empire
Average Experienced 0

Unprotected Bow 12
Average Experienced 0

Unprotected Javelin 24

Skirmishing archers
INFANTRY

- Combat Shy 40 - 6,9
Skirmisher

Changes from last version
None.

6,9
Skirmisher

Allies
Tuareg allies

Skirmishing javelinmen
INFANTRY

- Combat Shy 25 -
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Kingdom of Tiemcen 
  

1236 to 1520 CE 
 

 
Historical Notes  

The Zayyanid dynasty or Abd al-Wadids ruled the Kingdom of Tiemcien, an area of north-western Algeria. Their rule started when the Almohad Caliphate collapsed. When faced 
with the threat of Marinid invasion they formed an alliance with the Sultan of Granada and the Kingdom of Castile. The Marinids captured Tiemcien in 1343 and ruled periodically 
until 1370 but the Marinids found that they were unable to hold the region against local resistance.  In the 15th century the kingdom was intermittently a vassal of the Hafsids, the 
Marinids or Aragon. In 1554 it became a protectorate of the Ottoman Empire. 

 

Troop Notes  

Like the Hafsids, the Zayyanids came to rely on Arab nomads to supplement local forces.  

Historical Enemies  

Bedouin Dynasties; Almohad; Crown of Aragon; Trastámara Spanish; Tuareg; Hafsid; Kingdom of Tiemcen; Marinid  

 

 

 



Army Commander 1 Dates

Sub-Generals 0-3 Terrain

Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Average Experienced 0
Unprotected Bow 6

Average - 0
Protected - 6
Average - 16

Protected - 60
Average Experienced 0

Unprotected Bow 16
Average Experienced 12

Unprotected Javelin 60
Average Experienced 0

Unprotected Javelin 45
Average Experienced 0

Unprotected Bow 18
Average Experienced 0

Unprotected Sling 9
Average Experienced 0

Unprotected Crossbow 9

UG Size

Training and 

Formation

Kingdom of Tiemcen
Any Instinctive 1236 CE to 1520 CE

Any Instinctive Coastal, Plains, Mountains

Internal Allied Generals Unfortified or Fortified; Poor or Average

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry

4,6
Formed Flexible

Camelry
CAMELRY

Short Spear Devastating Chargers 98 Melee Expert (23) 4,6
Tribal Loose

Ghuzz mercenaries
CAVALRY

- - 94 -

6,8
Tribal Close

Berber archers
INFANTRY

- - 48 Combat Shy (-14) 6,8
Tribal Loose

Berber spearmen
INFANTRY

Short Spear Shieldwall 67 Integral shooters (6)

4,6
Skirmisher

Berber javelinmen
INFANTRY

- Combat Shy 25 - 6,9
Skirmisher

Andalusian or Berber cavalry
CAVALRY

- - 47
Cantabrian (16), 
Combat Shy (-4)

6,9
Skirmisher

Slingers
INFANTRY

- Combat Shy 35 - 6,9
Skirmisher

Skirmishing archers
INFANTRY

- Combat Shy 40 -

Changes from last version
None.

6,9
Skirmisher

Skirmishing crossbowmen
INFANTRY

- Combat Shy 45 -

Version 2022.01: 1st Janaury 2022 MAXIMUS © Simon Hall



Version 2022.01: 1st January 2022 Historical Notes © Simon Hall 

 

Marinid 
  

1248 to 1465 CE 
 

 
Historical Notes  

The Marinid dynasty ruled Morocco from the 13th to the 15th century. In 1244, the Marinid rulers overthrew the Almohad Caliphate. It supported the Kingdom of Granada in the 
13th and 14th centuries; an attempt was made to gain a direct foothold on the European side of the Strait of Gibraltar but was defeated at the Battle of Río Salado in 1340. The last 
Iberian territory was lost after the Castilian conquest of Algeciras in 1344. After the death of Abu Inan Faris in 1358, the real power lay with the viziers. In 1399 Tetouan was sacked 
and in 1415 the Portuguese captured Cueta. Sultan Abdalhaqq II was executed in 1465 after trying to break the control of the Wattasids. The last Marinid Sultan was overthrown in 
1471 and the Wattasid dynasty took power. 

 

Troop Notes  

The Marinid army was large and disciplined. At its height it may have been able to call upon 40,000 Zenata cavalry, while Arab nomads contributed to the cavalry and Andalusians 
were included as archers. The personal bodyguard of the sultan consisted of 7,000 men, and included Christian, Kurdish, and Black African elements 

 

Historical Enemies  

Bedouin Dynasties; Feudal Castile, León and Portuguese; Almohad; Medieval Granadine; Medieval Castilian; Medieval Portuguese; Tuareg; Hafsid; Kingdom of Tiemcen; Marinid  

 

 

 



Army Commander 1 Dates

Sub-Generals 0-3 Terrain

Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Average Experienced 0
Unprotected Bow 6

Average - 0
Protected - 6
Average - 16

Protected - 60
Average Experienced 0

Unprotected Bow 16
Average Experienced 12

Unprotected Javelin 60
Average Experienced 0

Unprotected Javelin 45
Average Experienced 0

Unprotected Bow 18
Average Experienced 0

Unprotected Sling 9
Average Experienced 0

Unprotected Crossbow 9

UG Size

Training and 

Formation

Marinid
Any Instinctive 1248 CE to 1465 CE

Any Instinctive Coastal, Plains, Mountains

Internal Allied Generals Unfortified or Fortified; Poor or Average

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry

4,6
Formed Flexible

Camelry
CAMELRY

Short Spear Devastating Chargers 98 Melee Expert (23) 4,6
Tribal Loose

Ghuzz mercenaries
CAVALRY

- - 94 -

6,8
Tribal Close

Berber archers
INFANTRY

- - 48 Combat Shy (-14) 6,8
Tribal Loose

Berber spearmen
INFANTRY

Short Spear Shieldwall 67 Integral shooters (6)

4,6
Skirmisher

Berber javelinmen
INFANTRY

- Combat Shy 25 - 6,9
Skirmisher

Andalusian or Berber cavalry
CAVALRY

- - 47
Cantabrian (16), 
Combat Shy (-4)

6,9
Skirmisher

Slingers
INFANTRY

- Combat Shy 35 - 6,9
Skirmisher

Skirmishing archers
INFANTRY

- Combat Shy 40 -

Changes from last version
None.

6,9
Skirmisher

Skirmishing crossbowmen
INFANTRY

- Combat Shy 45 -
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Bantu Kingdoms 
  

1250 to 1550 CE 
 

 
Historical Notes  

The Kingdom of Mapungubwe arose around the confluence of the Shashe and Limpopo rivers in the 12th century CE.   Leaders were separated from and higher in rank than its 
inhabitants. It left no written record. People from the Kingdom of Mapungubwe settled on the Zimbabwe plateau and the kingdom of Zimbabwe was founded in around 1220 CE. 
The construction of elaborate stone buildings and walls reached its apex in the kingdom. The city of Great Zimbabwe appears to have been still inhabited in the early 1500s.  It is the 
most prominent pre-colonial civilization in southern Africa. In approximately 1430 prince Nyatsimba Mutota from the Great Zimbabwe travelled north and founded the Kingdom of 
Mutapa. Within a generation, Mutapa eclipsed Great Zimbabwe as the economic and political power in Zimbabwe. In the south, the smaller Kingdom of Butua was established. In the 
18th century both states would be absorbed in to the Rozvi Empire. 

 

Troop Notes  

Broad stabbing spears and bows appear to be the main weapons in use. Hide shields were carried. 
  

 

Historical Enemies  

Bantu Kingdoms  

 

 

 



Army Commander 1 Dates

Sub-Generals 0-3 Terrain

0-2 Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior - 0
Unprotected - 24

Average - 24
Unprotected - 120

Superior Experienced  
Unprotected Javelin All or none

Average Experienced  
Unprotected Javelin All or none

Average Experienced 0
Unprotected Bow 40

Average Experienced 0
Unprotected Bow 36

UG Size

Training and 

Formation

Bantu Kingdoms
Any Instinctive 1250 CE to 1550 CE

Any Instinctive Standard, Plains

Internal Allied Generals Any Instinctive Unfortified; Poor or Average

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry

6
Tribal Loose

Warriors
INFANTRY

-
Fleet of Foot, 

Devastating Chargers
46

Shield Cover (3), 
Melee Expert (10)

6,8,9
Tribal Loose

Leaders and followers
INFANTRY

-
Fleet of Foot, 

Devastating Chargers
64

Shield Cover (5), 
Melee Expert (15)

Tribal Loose

Regrade warriors
INFANTRY

Short Spear Fleet of Foot
Tribal Loose

Regrade leaders and 
followers

INFANTRY
Short Spear Fleet of Foot

- - 48 Combat Shy (-14)

6

50 Shield Cover (3) 6,8,9

67 Shield Cover (5)

Changes from last version
None.

Notes
No command may have more than one TuG of leaders and followers. If any troops are regraded, all must be.

6,8
Tribal Loose

Skirmishing archers
INFANTRY

- Combat Shy 40 - 6,9
Skirmisher

Archers
INFANTRY
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Mossi 
  

1250 to 1575 CE 
 

 
Historical Notes  

The Mossi Kingdoms, sometimes referred to as the Mossi Empire, were a number of different powerful kingdoms which dominated the region of the upper Volta River. Centralization 
of the political and military powers of the kingdoms begin in the 13th century and led to conflicts between the Mossi kingdoms, the Mali Empire, and the Songhai. 

 

Troop Notes  

The Emperor of Mali, Mansa Musa, compared an enemy, believed to be the Mossi, to the Tartars. The Mossi relied on swift, marauding cavalry to achieve their objectives. 
  

 

Historical Enemies  

Mali Empire; Songhai  

 

 

 



Army Commander 1 Dates

Sub-Generals 0-3 Terrain

Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior Experienced 0
Protected Bow 24
Average Experienced 12

Unprotected Bow 30
Average Unskilled 4

Unprotected Javelin 18
Average Experienced 0

Unprotected Bow 60
Average Unskilled 0

Protected Javelin 18
Average Experienced 0

Unprotected Javelin 12
Average Experienced 0

Unprotected Bow 12

Internal Allied Generals Unfortified or Mobile; Poor or Average

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Mossi
Any Instinctive 1250 CE to 1575 CE

Any Instinctive Plains

Melee 

Weaponry

70 Shoot & Charge (6)

4,6
Formed Loose

Combat Shy (-18) 4,6

161 -

UG Size

Training and 

Formation

Nobles and followers
CAVALRY

Short Spear -

60

Cavalry
CAVALRY

- - 94
Formed Flexible

4,6
Formed Flexible

Subject foot archers
INFANTRY

- - 48 Combat Shy (-14) 6,8
Tribal Loose

Upgrade cavalry with 
throwing irons

CAVALRY
Short Spear -

6,8,9
Tribal Loose

Skirmishing cavalry
CAVALRY

- - 47 Cantabrian (16) 4,6
Skirmisher

Javelinmen
INFANTRY

Short Spear -
Shoot & Charge (6), 
Combat Shy (-22)

Changes from last version
None.

4,6
Skirmisher

Notes
This army may use Feigned Flight.

Skirmishing horse archers
CAVALRY

- - 57 Cantabrian (16)
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Kongo 
  

1350 to 1512 CE 
 

 
Historical Notes  

This list covers the Kongo, the Ndongo and other looser confederations such as the Laongo, Kakongo and Ngoyo.  In the 13th century many states that occupied the Congo basin 
combined to form the Kongo kingdom that dominated the region in the 15th century. During the latter half of the 15th century the Kongo came into the contact with the expanding 
Ndongo to their south. 

 

Troop Notes  

Metal working was practised from the 4th century CE and blacksmiths were known for their skill at working metal. The core of later armies consisted of infantry with swords and 
shields in tight formations.  Most warriors fought in open order with bows, spears, and swords.  They were predominantly archers, but the bravest warriors were prepared to close 
rapidly. Levies were called up in times of emergency. Cavalry was not used as horses were unable to survive the climate. Fortifications were used extensively; temporary forts were 
built on campaigns. From 1491 the Portuguese introduced the crossbow and handgun to the tribes. 

 

Historical Enemies  

Kongo; Central African  

 

 

 



Army Commander 1 Dates

Sub-Generals 0-3 Terrain

0-3 Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior - 0
Protected - 24
Average Experienced 24

Unprotected Bow 80
Average Experienced 0

Unprotected Bow 24
Average Unskilled 0

Protected Javelin 40
Poor - 0

Unprotected - 24
Average Experienced 0

Unprotected Bow 24

UG Size

Training and 

Formation

Kongo
Any Instinctive 1350 CE to 1512 CE

Any Instinctive (only Kongo, 0-1 otherwise) Standard, Jungle

Internal Allied Generals Any Instinctive Unfortified or Fortified; Poor or Average

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry

6
Formed Close

Archers
INFANTRY

Short Spear - 53 - 6,8
Tribal Loose

Nobles and shield-bearers
INFANTRY

Short Spear - 101 Melee Expert (22)

Tribal Loose

Lighter spearmen
INFANTRY

Short Spear -
Tribal Loose

Upgrade archers as bravest 
warriors

INFANTRY
Short Spear Melee Expert

Short Spear - 23 -

6,8

60 Shoot & Charge (6) 6,8,9

63 -

Changes from last version
None.

Notes
A command may not have more than one TuG of bravest warriors.

9,10,12
Tribal Loose

Skirmishing archers
INFANTRY

- Combat Shy 40 - 6,9
Skirmisher

Levies
INFANTRY
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Central African 
  

1350 to 1550 CE 
 

 
Historical Notes  

This list covers Central African kingdoms that challenged the Kongo. These included the Yaka, Lunda and Luba peoples.
  

 

Troop Notes  

The classification of troops is somewhat hypothetical as little evidence exists. Later raids to capture slaves devastated the tribes in this area.  

Historical Enemies  

Kongo  

 

 

 



Army Commander 1 Dates

Sub-Generals 0-1 Terrain

0-2 Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior - 0
Protected - 24
Average - 24

Protected - 120
Average Experienced 0

Unprotected Bow 16
Average Experienced 0

Unprotected Bow 24

UG Size

Training and 

Formation

Central African
Any Instinctive 1350 CE to 1550 CE

Any Instinctive Jungle

Internal Allied Generals Any Instinctive Unfortified or Mobile; Poor or Average

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry

Tribal Loose

Warriors
INFANTRY

- Devastating Chargers
Tribal Loose

Nobles and bravest warriors
INFANTRY

- Devastating Chargers

Short Spear - 53 -

6

60 - 6,8,9

84 -

Changes from last version
None.

Notes
A command may not have more than one TuG of nobles.

6,8
Tribal Loose

Skirmishers with bows
INFANTRY

- Combat Shy 40 - 6,9
Skirmisher

Archers
INFANTRY
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Songhai 
  

1370 to 1592 CE 
 

 
Historical Notes  

The Songhai Empire was a black trading state in Africa that by the 9th century had expanded throughout the area surrounding the great bend of the Niger river. It established contact 
with the Muslim trading post of Gao and by the 11th century Gao had become the kingdom's capital.  In the 13th century Songhai was conquered by the expanding Mali empire.  
The Songhia rose in rebellion. Gao was regained by the mid-14th century, but it took until the 1460's to recapture Timbuktu. At its peak in 1493 it extended from the central area of 
what is now Nigeria to the Atlantic coast and included parts of Burkina Faso, Gambia, Guinea, Mali, Mauretania, Niger and Senegal. 

 

Troop Notes  

The king apparently had a royal guard of 3,000 cavalry.  They were armoured with spears and javelins. The guard infantry had iron helmets, cotton armour, a spear and sword.  The 
Suna were an elite unit of bowmen.  The army had heavy cavalry, wearing quilted armour, and carrying a spear, most of which came from the Hausa region.  Light cavalry came from 
a variety of tribes and used javelins. Camel riders came from the Tuareg and Berber tribes. These seem to have been of poor quality and needed to be stiffened by cavalry. They were 
often used only in a logistical role. The infantry came from different tribes. The Akan carried thick broad swords, some with double or treble blades.  The Bornu used archers and 
javelinmen. Most infantry were of poor quality.  They also supplied a large cavalry force. 

 

Historical Enemies  

Kanem-Bornu; Tuareg; Hausa Kingdoms; Mali Empire; Mossi  

 

 

 



Army Commander 1 Dates

Sub-Generals 0-3 Terrain

Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior - 0
Protected - 8
Superior - 0

ArmHrs/F Armoured - 4
Average Unskilled 6

Protected Javelin 16
Average - 0

Protected - 6
Superior - 0
Protected - 8
Average Skilled 0

Protected Bow 8
Average - 0

Protected - 8
Average Unskilled 0

Protected Javelin 12
Average Experienced 16

Unprotected Bow 64
Average Skilled 0

Unprotected Bow 8
Average - 0

Protected - 18
Average - 0

Unprotected - 32

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry UG Size

Training and 

Formation

Songhai
Any Instinctive 1370 CE to 1592 CE

Any Instinctive Standard, Plains

Internal Allied Generals Unfortified; Poor or Average

4,6
Drilled Loose

Upgrade Royal guard cavalry 
(from 1390 CE)

CAVALRY
Long Spear - 180 - 4

Tribal Close

Royal guard cavalry
CAVALRY

Short Spear Devastating Chargers 159 Melee Expert (33)

4,6
Formed Loose

Tuareg or Berber camelry
CAMELRY

Short Spear Devastating Chargers 98 Melee Expert (23) 4,6
Tribal Loose

Cavalry
CAVALRY

Short Spear - 95 Shoot & Charge (10)

6,8
Drilled Close

Suna or Fulani archers
INFANTRY

- - 90 - 6,8
Formed Loose

Royal guard infantry
INFANTRY

Short Spear Shieldwall 115 -

6,8
Tribal Loose

Vassal javelinmen
INFANTRY

Short Spear - 60
Shoot & Charge (6), 
Combat Shy (-22)

6,8,9
Tribal Loose

Vassal warriors
INFANTRY

- Melee Expert 66 -

6,8
Tribal Loose

Upgrade archers
INFANTRY

- - 69 Combat Shy (-14) 6,8
Formed Loose

Archers
INFANTRY

- - 48 Combat Shy (-14)

6,8,9
Tribal Loose

Levied tribesmen
INFANTRY

Short Spear - 38 Combat Shy (-14) 6,8,9
Tribal Loose

Better tribesmen
INFANTRY

Short Spear - 57 Combat Shy (-22)
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Songhai
Average Experienced 0

Unprotected Javelin 12
Average Experienced 0

Unprotected Bow 12
Average Experienced 0

Unprotected Javelin 24

Poor - 0

Protected - 4

4,6
Skirmisher

Skirmishing archers
INFANTRY

- Combat Shy 40 - 6,9
Skirmisher

Light horse
CAVALRY

- - 47
Cantabrian (16), 
Combat Shy (-4)

Changes from last version
None.

Allies
Tuareg allies

6,9
Skirmisher

Stampeding cattle
CAVALRY

-
Expendables, 
Combat Shy, 

Devastating Chargers
45 - 4

Tribal Close

Skirmishing javelinmen
INFANTRY

- Combat Shy 25 -
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         Magna Army Lists 
Calculating points 
Army points are calculated as follows: 

Generals - Magna 

Type of general
Army Commander Sub-general Ally general 

Professional Instinctive Professional Instinctive Professional Instinctive 
Legendary 1280 1120 n/a n/a 640 560 

Talented 920 720 680 560 520 480 
Competent 560 440 480 360 240 200 

Mediocre 320 200 320 200 80 40 

Camps 
Type of camp Poor Average Superior  

Unfortified 108 180 252 
A flexible camp is deployed as a fortified camp when 
defending and a mobile camp when invading. 
No camp deploys a poor mobile camp when defending 
and no camp at all when invading. 

Fortified 216 360 504 
Flexible 180 300 420 
Mobile 126 210 294 

No camp 378 N/A N/A 

UGs 
For each UG multiply the cost shown in the list (adjusting for any optional characteristics) by the number of bases. 

Notes 
1. Points values for skirmishers in Magna are greater than in Maximus as SuGs shoot at full effect with only two ranks. 
2. For further details on how points are calculated visit the Mortem et Gloriam website. 



Army Commander 1 Dates

Sub-Generals 0-3 Terrain

0-1 Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior - 0
Protected - 4
Average - 0

Protected - 12
Average -  

Unprotected - Any
Average - 0

Protected - 24
Average -  

Protected - Up to 1/3
Average Unskilled  

Protected Javelin Any
Average Skilled 0

Unprotected Bow 12
Average Experienced 0

Unprotected Bow 40
Average Experienced 0

Unprotected Javelin 12
Average Skilled 0

Unprotected Bow 6
Average Experienced 8

Unprotected Bow 40
Average Experienced 0

Unprotected Javelin 12

4,6
Skirmisher

Javelinmen
INFANTRY

- Combat Shy 28 - 4,6
Skirmisher

Skirmishing archers
INFANTRY

- Combat Shy 50 -

4
Skirmisher

Best skirmishers
INFANTRY

- Combat Shy 89 - 4,6
Skirmisher

Light horse
CAVALRY

- - 55
Cantabrian (16), 
Combat Shy (-4)

4
Tribal Loose

Archers
INFANTRY

- - 48 Combat Shy (-14) 4
Tribal Loose

Best archers (before 850 CE)
INFANTRY

- - 63 Combat Shy (-14)

4,6
Tribal Loose

Regrade spearmen as 
javelinmen (from 850 CE)

INFANTRY
Short Spear - 60 Shoot & Charge (6) 4,6

Tribal Loose

Upgrade swordsmen (from 
850 CE)

INFANTRY
Short Spear Melee Expert 73 -

4
Tribal Loose

Swordsmen and spearmen
INFANTRY

Short Spear - 57 - 4,6
Tribal Loose

Downgrade camel warriors
CAMELRY

Short Spear - 56 -

4
Formed Loose

Camel warriors
CAMELRY

Short Spear - 85 Melee Expert (23) 4
Tribal Loose

Court cavalry
CAVALRY

Short Spear - 126 Melee Expert (33)

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry UG Size

Training and 

Formation

Christian Nubian
Any Instinctive 550 CE to 1500 CE

Any Instinctive Standard, Desert

Internal Allied Generals Any Instinctive (Bedouin) Unfortified or Fortified; Poor or Average
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Christian Nubian

Average - 4
Unprotected - 16

Average - 0
Protected - 8
Average - 0

Protected - 8
Average Experienced 0

Unprotected Bow 4
Average Experienced 0

Unprotected Bow 6

None.

Changes from last version

Allies
Beja allies (from 831 CE)
Mamluk Egyptian allies (from 1276 to 1365 CE)

Notes
A Bedouin Arab contingent may have camelry or infantry but not both. It must be commanded by an allied general. It may use Feigned Flight.
Only one external ally may be taken.

4
Formed Loose

Skirmishing archers
INFANTRY

- Combat Shy 50 - 4,6
Skirmisher

Arab archers
INFANTRY

- - 54 Combat Shy (-14)

4
Tribal Loose

Arab swordsmen
INFANTRY

Short Spear - 57
Integral Shooters (6), 

Melee Expert (16)
4,6

Tribal Loose

Camel riders
CAMELRY

Short Spear - 85 Melee Expert (23)

Bedouin arab contingent (only Makuria from 1174 CE)

Cavalry
CAVALRY

Long Spear - 82 Combat Shy (-18) 4
Formed Flexible
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Army Commander 1 Dates

Sub-Generals 0-2 Terrain

0-2 Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Average - 0
Protected - 4
Superior - 0
Protected - 4
Average - 0

Protected - 4
Superior - 0
Protected - 16
Average - 16

Unprotected - 72
Average -  

Unprotected - Up to 1/3
Average Experienced 8

Unprotected Bow 32
Average Experienced 0

Unprotected Javelin 8
Average Experienced 0

Unprotected Javelin 24
Average Experienced 0

Unprotected Bow 12

Allies
Almoravid allies (from 1076 to 1083 CE)

4,6
Skirmisher

Skirmishing archers
INFANTRY

- Combat Shy 50 - 4,6
Skirmisher

Javelinmen
INFANTRY

- Combat Shy 28 -

4
Tribal Loose

Light horse
CAVALRY

- - 55
Cantabrian (16), 
Combat Shy (-4)

4
Skirmisher

Archers
INFANTRY

- - 48 Combat Shy (-14)

4,6
Tribal Loose

Upgrade warriors as 
swordsmen

INFANTRY
Short Spear

Melee Expert, Fleet of 
Foot

54 - 4,6
Tribal Loose

Warriors
INFANTRY

Short Spear Fleet of Foot 44 -

4
Tribal Loose

Best warriors
INFANTRY

Short Spear Melee Expert 103 - 4
Tribal Loose

Camel warriors
CAMELRY

Short Spear Devastating Chargers 98 Melee Expert (23)

4
Formed Loose

Camel warriors (from 990 to 
1055 CE)

CAMELRY
Short Spear Devastating Chargers 138 Melee Expert (33) 4

Tribal Loose

Cavalry
CAVALRY

Short Spear - 90 Melee Expert (23)

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry UG Size

Training and 

Formation

Kingdom of Ghana
Any Instinctive 800 CE to 1235 CE

Any Instinctive Standard, Plains

Internal Allied Generals Any Instinctive Unfortified; Poor or Average
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Kingdom of Ghana

Changes from last version
None.

Notes
A command may not have more than one TuG of best warriors.
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Army Commander 1 Dates

Sub-Generals 0-3 Terrain

0-1 Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior - 0
Protected - 4
Average - 4

Protected - 4
Average Unskilled 0

Protected Javelin 4
Average - 0

Protected - 32
Average - 4

Unprotected - 16
Average - 0

Unprotected - 12
Average Experienced 0

Unprotected Bow 32
Average - 0

Unprotected - 4
Average Experienced 0

Unprotected Javelin 4
Average Experienced 0

Unprotected Bow 24

Allies
Christian Nubian allies  (from 846 to 861 CE)

4
Skirmisher

Skirmishers
INFANTRY

- Combat Shy 50 - 4,6
Skirmisher

Light horse with javelins
CAVALRY

- - 55
Cantabrian (16), 
Combat Shy (-4)

4
Tribal Loose

Light horse with spear
CAVALRY

Long Spear - 48 - 4
Skirmisher

Archers
INFANTRY

- - 48 Combat Shy (-14)

4,6
Tribal Loose

Blemmye picked spearmen
INFANTRY

Short Spear
Melee Expert, Fleet of 

Foot
54 - 4

Tribal Loose

Blemmye spearmen
INFANTRY

Short Spear Fleet of Foot 44 -

4
Formed Loose

Camel mounted warriors
CAMELRY

Short Spear - 85 Melee Expert (23) 4
Tribal Loose

Cavalry
CAVALRY

Short Spear - 95 Shoot & Charge (10)

4
Formed Loose

Arab influenced cavalry
CAVALRY

Long Spear - 115 - 4
Formed Loose

Best cavalry
CAVALRY

Long Spear - 161 -

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry UG Size

Training and 

Formation

Beja
Any Instinctive 831 CE to 1500 CE

Any Instinctive Desert, Mountains

Internal Allied Generals Any Instinctive Unfortified or Mobile; Poor or Average
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Beja

Changes from last version
None.

Notes
A command may not have more than one TuG of picked spearmen.
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Army Commander 1 Dates

Sub-Generals 0-2 Terrain

0-2 Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Average - 4
Protected - 12
Average - 0

Protected - 4

Superior - 0
Protected - 4
Average - 10

Protected - 32

Superior - 0
Protected - 4
Superior - 0

ArmHrs/F Armoured - 4
Superior - 0
Protected - 4
Average - 10

Unprotected - 32
Average - 0

Protected - 12
Bornu swordsmen

INFANTRY
- Melee Expert 66 - 4,6

Tribal Loose

-----

Tribal Close

Kanembu spearmen
INFANTRY

Long Spear Shield Cover 53

- 4
Tribal Close

Guard infantry
INFANTRY

Long Spear - 107 Integral shooters (8) 4

- 4,6
Tribal Close

Formed Loose
Upgrade Guard to Lifida 
cavalry (from 1390 CE)

CAVALRY
Long Spear - 180

4,6
Tribal Loose

From 1210 CE

Guard cavalry
CAVALRY

Short Spear - 126 Melee Expert (33) 4

Bornu swordsmen
INFANTRY

- Melee Expert 66 -

Before 1210 CE

Foot guardsmen
INFANTRY

- Melee Expert 93 - 4
Tribal Loose

4
Formed Loose

Camel mounted warriors
CAMELRY

Short Spear Devastating Chargers 98 Melee Expert (23) 4
Tribal Loose

Cavalry (from 1086 CE)
CAVALRY

Short Spear - 90 Melee Expert (23)

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry UG Size

Training and 

Formation

Kanem-Bornu
Any Instinctive 850 CE to 1500 CE

Any Instinctive Standard, Plains

Internal Allied Generals Any Instinctive Unfortified; Poor or Average

Version 2022.01: 1st Janaury 2022 MAGNA © Simon Hall



Kanem-Bornu
Average Unskilled 0

Protected Javelin 16
Average Experienced 0

Unprotected Bow 8
Average - 0

Unprotected - 22
Average Experienced 0

Unprotected Javelin 12
Average Experienced 0

Unprotected Bow 8
Average Experienced 0

Unprotected Javelin 16

Changes from last version
None.

4,6
Skirmisher

Allies
Tuareg allies (from 950 CE)

Skirmishing javelinmen
INFANTRY

- Combat Shy 28 -

4
Skirmisher

Skirmishing archers
INFANTRY

- Combat Shy 50 - 4,6
Skirmisher

Light horse
CAVALRY

- - 55
Cantabrian (16), 
Combat Shy (-4)

Levied tribesmen
INFANTRY

Short Spear - 38 Combat Shy (-14) 4,6
Tribal Loose

Archers
INFANTRY

- - 48 Combat Shy (-14)

Bornu javelinmen
INFANTRY

Short Spear - 60
Shoot & Charge (6), 
Combat Shy (-22)

4,6
Tribal Loose

4
Tribal Loose
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Army Commander 1 Dates

Sub-Generals 0-2 Terrain

0-1 Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Average Unskilled 0
Protected Javelin 4
Superior Unskilled 0
Protected Javelin 12
Superior Unskilled 0
Protected Javelin 4
Average - 4

Protected - 12
Average Unskilled 12

Protected Javelin 44
Average Experienced 4

Unprotected Bow 20
Average Experienced  

Unprotected Bow Any
Average Skilled 0

Unprotected Bow 8
Average Experienced 4

Unprotected Javelin 20
Average Experienced 0

Unprotected Bow 8
Average Experienced 0

Unprotected Javelin 8
4,6

Skirmisher
Javelinmen

INFANTRY
- Combat Shy 28 -

4
Skirmisher

Skirmishing archers
INFANTRY

- Combat Shy 50 - 4,6
Skirmisher

Light horse
CAVALRY

- - 55
Cantabrian (16), 
Combat Shy (-4)

4
Formed Loose

Elamaya archers (from 1448 
CE)

INFANTRY
- - 63 Combat Shy (-14) 4

Tribal Loose

Upgrade archers
INFANTRY

- - 54 Combat Shy (-14)

4,6
Tribal Close

Archers
INFANTRY

- - 48 Combat Shy (-14) 4
Tribal Loose

Tribal levies
INFANTRY

Short Spear - 65 Shoot & Charge (6)

4
Formed Close

Sarawit regiments (from 
1314 CE)

INFANTRY
Short Spear - 72

Integral Shooters (6), 
Melee Expert (16)

4,6
Drilled Loose

Best warriors (from 1314 CE)
INFANTRY

Short Spear - 104 Shoot & Charge (8)

4
Formed Loose

Best warriors (before 1314 
CE)

INFANTRY
Short Spear - 104 Shoot & Charge (8) 4

Formed Close

Cavalry
CAVALRY

Short Spear - 95 Shoot & Charge (10)

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry UG Size

Training and 

Formation

Abyssinian
Any Instinctive 890 CE to 1500 CE

Any Instinctive Plains, Mountains

Internal Allied Generals Any Instinctive Unfortified or Fortified; Poor or Average
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Abyssinian

Changes from last version
None.

Allies
Mogadishu Sultanates allies

Notes
A command may not have more than one TuG of best warriors.
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Army Commander 1 Dates

Sub-Generals 0-2 Terrain

0-1 Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior Experienced 0
Protected Bow 4
Average - 0

Protected - 12
Superior Unskilled 0
Protected Javelin 12
Average Unskilled 12

Protected Javelin 44
Average Experienced 4

Unprotected Bow 20
Average Experienced 4

Unprotected Javelin 20
Average Experienced 0

Unprotected Bow 8
Average Experienced 0

Unprotected Javelin 8

Changes from last version
None.

Notes
A command may not have more than one TuG of best warriors.

4,6
Skirmisher

Javelinmen
INFANTRY

- Combat Shy 28 - 4,6
Skirmisher

Skirmishing archers
INFANTRY

- Combat Shy 50 -

4
Formed Loose

Light horse
CAVALRY

- - 55
Cantabrian (16), 
Combat Shy (-4)

4
Skirmisher

Archers
INFANTRY

- - 54 Combat Shy (-14)

4
Formed Close

Tribal levies
INFANTRY

Short Spear - 65 Shoot & Charge (6) 4,6
Tribal Close

Best warriors
INFANTRY

Short Spear - 104 Shoot & Charge (8)

4
Drilled Loose

Muslim cavalry
CAVALRY

Long Spear - 115 Combat Shy (-28) 4
Formed Loose

Mamluks (from 1000 CE)
CAVALRY

Short Spear - 175 -

UG Size

Training and 

Formation

Mogadishu Sultanates
Any Instinctive 896 CE to 1500 CE

Any Instinctive Plains, Mountains, Desert

Internal Allied Generals Any Instinctive Unfortified or Fortified; Poor or Average

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry
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Army Commander 1 Dates

Sub-Generals 0-3 Terrain

0-2 Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior - 4
Protected - 16
Average - 8

Protected - 40
Superior - 0
Protected - 8
Average - 0

Protected - 24
Poor - 0

Protected - 14
Average Experienced 0

Unprotected Javelin 18

Changes from last version
None.

Notes
A command may not have more than one TuG of Igharren nobles.

4,6
Tribal Loose

Iklan skirmishers
INFANTRY

- Combat Shy 28 - 4,6
Skirmisher

Iklan levied foot
INFANTRY

Short Spear - 35 -

4
Tribal Loose

Imrad or mountain tribe foot
INFANTRY

Short Spear - 57 - 4,6
Tribal Loose

Cavalry (from 1400 CE)
CAVALRY

Short Spear Devastating Chargers 131 Melee Expert (33)

4
Tribal Loose

Imrad vassals
CAMELRY

Short Spear Devastating Chargers 98 Melee Expert (23) 4
Tribal Loose

Ihaggeren nobles and 
followers

CAMELRY
Short Spear Devastating Chargers 138 Melee Expert (33)

UG Size

Training and 

Formation

Tuareg
Any Instinctive 950 CE to 1550 CE

Any Instinctive Desert, Mountains

Internal Allied Generals Any Instinctive Unfortified or Mobile; Poor or Average

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry
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Army Commander 1 Dates

Sub-Generals 0-3 Terrain

Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Average Unskilled 0
Protected Javelin 12
Average Experienced 8

Unprotected Bow 56
Average - 0

Protected - 4
Average Unskilled 0

Protected Javelin 8
Average - 0

Unprotected - 8
Average Experienced 0

Unprotected Javelin 8
Average Experienced 0

Unprotected Bow 8
Average Experienced 0

Unprotected Javelin 16

Poor - 0

Protected - 4
4

Tribal Close
Stampeding cattle

CAVALRY
-

Expendables, 
Combat Shy, 

Devastating Chargers
45 -

4,6
Skirmisher

Skirmishers with javelins
INFANTRY

- Combat Shy 28 - 4,6
Skirmisher

Skirmishing archers
INFANTRY

- Combat Shy 50 -

4,6
Tribal Close

Light horse
CAVALRY

- - 55
Cantabrian (16), 
Combat Shy (-4)

4
Skirmisher

Troops with spears
INFANTRY

Long Spear Shield Cover 53 -

4
Tribal Loose

Troops with javelins and 
shields

INFANTRY
Short Spear - 60

Shoot & Charge (6), 
Combat Shy (-22)

4
Tribal Loose

Troops with swords and 
shields

INFANTRY
- Melee Expert 66 -

4
Formed Loose

Archers
INFANTRY

- - 48 Combat Shy (-14) 4
Tribal Loose

Cavalry with spears and 
javelins

CAVALRY
Short Spear - 95 Shoot & Charge (10)

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry UG Size

Training and 

Formation

Hausa Kingdoms
Any Instinctive 1000 CE to 1500 CE

Any Instinctive Plains

Internal Allied Generals Mobile or Fortified; Poor or Average
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Hausa Kingdoms

Average Experienced 0
Protected Bow 4
Superior - 0
Protected - 4

None.

Changes from last version

Melee Expert (33) 4
Drilled Loose

Allies
Tuareg allies

Drilled Loose

Cavalry in mail armour
CAVALRY

Short Spear Devastating Chargers 159

From 1390 CE

Archers with armour, shield 
and spear

INFANTRY
Short Spear - 87 - 4
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Army Commander 1 Dates

Sub-Generals 0-3 Terrain

0-2 Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior - 0
Protected - 16
Average Unskilled 12

Protected Javelin 43
Average Experienced 8

Unprotected Bow 40
Average Experienced 0

Unprotected Bow 16
Average Experienced 0

Unprotected Javelin 16

Changes from last version
None.

4,6
Skirmisher

Notes
A command may not have more than one TuG of nobles.

Skirmishing javelinmen
INFANTRY

- Combat Shy 28 -

- 4,6
Skirmisher

Archers
INFANTRY

- -

Skirmishing archers
INFANTRY

- Combat Shy 50

54 Combat Shy (-14)

4
Formed Loose

Shoot & Charge (6), 
Combat Shy (-22)

4
Formed Loose

Nobles and followers
INFANTRY

- Devastating Chargers

Warriors armed with javelins
INFANTRY

Short Spear -
Formed Loose

Internal Allied Generals Any Instinctive Unfortified; Poor or Average

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry

Kingdom of Benin
Any Instinctive 1100 CE to 1503 CE

Any Instinctive Forest, Coastal

UG Size

Training and 

Formation

4,6

98 -

70
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Army Commander 1 Dates

Sub-Generals 0-3 Terrain

Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior Experienced 4
Protected Bow 8
Average - 0

Protected - 8
Average - 8

Unprotected - 24
Average - 0

Protected - 4
Average Experienced 0

Unprotected Bow 4
Average - 0

Unprotected - 12
Average Experienced 0

Unprotected Bow 18

None.

Only one external ally may be taken.
This army may use Feigned Flight.

Changes from last version

Notes

Skirmishers
INFANTRY

- Combat Shy 50 - 4,6
Skirmisher

Allies
Bedouin allies - Bedouin Dynasties
Banu Ghaniya allies (from 1187 to 1191 CE)

4
Formed Flexible

Volunteer infantry
INFANTRY

- Devastating Chargers 39 - 4,6
Tribal Loose

Turcoman
CAVALRY

- - 94 -

4
Formed Flexible

Kurdish cavalry
CAVALRY

Charging Lancer - 105 Melee Expert (23) 4
Formed Loose

Bedouin cavalry
CAVALRY

Long Spear - 82 Combat Shy (-18)

4
Drilled Loose

Qaraghulams
CAVALRY

Long Spear - 115 - 4
Formed Loose

Turkish mamluks
CAVALRY

Short Spear - 175 -

UG Size

Training and 

Formation

Ayyubid in Ifriqiya
Any Professional 1172 CE to 1207 CE

Any Professional Coastal, Plains

Internal Allied Generals Unfortified or Fortified; Poor or Average

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry
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Army Commander 1 Dates

Sub-Generals 0-2 Terrain

0-2 Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Average - 0
Protected - 4
Superior Unskilled 0
Protected Javelin 12
Average Unskilled 12

Protected Javelin 48
Average Skilled 0

Unprotected Bow 4
Average Experienced 8

Unprotected Bow 24
Average Experienced 0

Unprotected Bow 8
Average Experienced 0

Unprotected Javelin 8

Changes from last version
None.

4,6
Skirmisher

Notes
A command may not have more than one TuG of best warriors.

Javelinmen
INFANTRY

- Combat Shy 28 -

4
Tribal Loose

Skirmishing archers
INFANTRY

- Combat Shy 50 - 4,6
Skirmisher

Archers
INFANTRY

- - 48 Combat Shy (-14)

4,6
Tribal Close

Best archers
INFANTRY

- - 63 Combat Shy (-14) 4
Tribal Loose

Tribal levies
INFANTRY

Short Spear - 65 Shoot & Charge (6)

4
Formed Loose

Best warriors
INFANTRY

Short Spear - 104 Shoot & Charge (8) 4
Formed Close

Muslim cavalry
CAVALRY

Long Spear - 115 Combat Shy (-28)

UG Size

Training and 

Formation

Kilwa Sultanate
Any Instinctive 1180 CE to 1506 CE

Any Instinctive Coastal, Standard

Internal Allied Generals Any Instinctive Unfortified; Poor or Average

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry
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Army Commander 1 Dates

Sub-Generals 0-3 Terrain

Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Average - 4
Protected - 8
Average - 0

Unprotected - 4
Average - 0

Protected - 4
Average - 8

Protected - 16
Average Experienced 0

Unprotected Bow 8
Average - 0

Protected - 20
Average Experienced 0

Unprotected Javelin 12
Average Experienced 0

Unprotected Javelin 12
Average Experienced 0

Unprotected Sling 6
Slingers

INFANTRY
- Combat Shy 43 - 4,6

Skirmisher

Allies
Hilali Arab allies - Bedouin Dynasties
Hammadid Berber allies - North African Dynasties (from 1184 to 1185 CE)

4
Skirmisher

Javelinmen
INFANTRY

- Combat Shy 28 - 4,6
Skirmisher

Light horse
CAVALRY

- - 55
Cantabrian (16), 
Combat Shy (-4)

4
Tribal Loose

Berber infantry
INFANTRY

Short Spear Shieldwall 67 Integral shooters (6) 4,6
Tribal Close

Archers
INFANTRY

- - 48 Combat Shy (-14)

4
Drilled Close

Banu Ghaniya infantry
INFANTRY

Short Spear Shieldwall 77 Integral shooters (6) 4
Formed Close

Lamtuna and Massuda 
infantry (before 1186 CE)

INFANTRY
Long Spear - 91 Integral shooters (6)

4
Formed Loose

Bedouin cavalry
CAVALRY

Long Spear - 82 Combat Shy (-18) 4
Formed Flexible

Berber or Arab cavalry
CAVALRY

Long Spear - 115 Combat Shy (-28)

UG Size

Training and 

Formation

Banu Ghaniya
Any 1184 CE to 1235 CE

Any Coastal

Internal Allied Generals Unfortified or Fortified; Poor or Average

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry
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Banu Ghaniya

None.

Both external allies may be taken together.

Changes from last version

Notes
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Army Commander 1 Dates

Sub-Generals 0-3 Terrain

Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Average - 0
-/Fully Armoured - 4

Average Experienced 0
Unprotected Bow 4

Average - 0
Protected - 4
Average - 0

Protected - 4
Average - 8

Protected - 32
Average Experienced 0

Protected Crossbow 4
Average - 0

Unprotected - 4
Average Experienced 0

Unprotected Bow 8
Average Experienced 8

Unprotected Javelin 32
Average Experienced 0

Unprotected Javelin 30
Average Experienced 0

Unprotected Bow 12
4,6

Skirmisher
Skirmishing archers

INFANTRY
- Combat Shy 50 -

4
Skirmisher

Berber javelinmen
INFANTRY

- Combat Shy 28 - 4,6
Skirmisher

Andalusian or Berber cavalry
CAVALRY

- - 55
Cantabrian (16), 
Combat Shy (-4)

4
Formed Flexible

Berber archers
INFANTRY

- - 48 Combat Shy (-14) 4
Tribal Loose

Mercenary amulghavars 
(before 1350 AD)

INFANTRY
Impact Weapon Fleet of Foot 60 Melee Expert (10)

4
Tribal Close

Christian mercenary 
crossbowmen

INFANTRY
- - 80 Combat Shy (-22) 4

Formed Loose

Berber spearmen
INFANTRY

Short Spear Shieldwall 67 Integral shooters (6)

4
Tribal Loose

Christian spearmen
INFANTRY

Short Spear Shieldwall 77 - 4
Formed Close

Camelry
CAMELRY

Short Spear Devastating Chargers 98 Melee Expert (23)

4
Formed Loose

Ghuzz mercenaries
CAVALRY

- - 94 - 4
Formed Flexible

Christian mercenary knights
CAVALRY

Charging Lancer Devastating Chargers 148 Melee Expert (29)

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry UG Size

Training and 

Formation

Hafsid
Any Instinctive 1229 CE to 1500 CE

Any Instinctive Coastal, Plains, Mountains

Internal Allied Generals Unfortified or Fortified; Poor or Average
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Hafsid
Average Experienced 0

Unprotected Sling 6
Average Experienced 0

Unprotected Crossbow 6

Changes from last version
None.

4,6
Skirmisher

Skirmishing crossbowmen
INFANTRY

- Combat Shy 58 -

Slingers
INFANTRY

- Combat Shy 43 - 4,6
Skirmisher
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Army Commander 1 Dates

Sub-Generals 0-3 Terrain

Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior Experienced 0
Protected Bow 4
Average - 4

Protected - 16
Superior - 0
Protected - 4
Average - 0

Protected - 20
Average - 0

Protected - 24
Average Skilled 0

Protected Bow 4
Average - 0

Protected - 4
Average Unskilled 0

Protected Javelin 8
Average Experienced 8

Unprotected Bow 32
Average - 0

Unprotected - 22
Average Experienced 0

Unprotected Javelin 8
4

Skirmisher
Light horse

CAVALRY
- - 55

Cantabrian (16), 
Combat Shy (-4)

4
Tribal Loose

Levied tribesmen
INFANTRY

Short Spear - 38 Combat Shy (-14) 4,6
Tribal Loose

Archers
INFANTRY

- - 48 Combat Shy (-14)

4
Tribal Loose

Vassal javelinmen
INFANTRY

Short Spear - 60
Shoot & Charge (6), 
Combat Shy (-22)

4,6
Tribal Loose

Vassal warriors
INFANTRY

- Melee Expert 66 -

4
Drilled Loose

Suna or Fulani archers
INFANTRY

- - 90 - 4
Formed Loose

Sofa
INFANTRY

Short Spear - 72 -

4
Drilled Close

Horon
INFANTRY

Short Spear - 67 Melee Expert (16) 4
Formed Loose

Royal guard infantry
INFANTRY

Short Spear Shieldwall 115 -

4
Drilled Loose

Mali cavalry
CAVALRY

Long Spear - 115 - 4
Formed Loose

Imperial cavalry
CAVALRY

Short Spear - 175 -

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry UG Size

Training and 

Formation

Mali Empire
Any Instinctive 1235 CE to 1670 CE

Any Instinctive Plains, Jungle

Internal Allied Generals Unfortified; Poor or Average
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Mali Empire
Average Experienced 0

Unprotected Bow 8
Average Experienced 0

Unprotected Javelin 16

Changes from last version
None.

4,6
Skirmisher

Allies
Tuareg allies

Skirmishing javelinmen
INFANTRY

- Combat Shy 28 -

Skirmishing archers
INFANTRY

- Combat Shy 50 - 4,6
Skirmisher
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Army Commander 1 Dates

Sub-Generals 0-3 Terrain

Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Average Experienced 0
Unprotected Bow 4

Average - 0
Protected - 4
Average - 8

Protected - 40
Average Experienced 0

Unprotected Bow 8
Average Experienced 8

Unprotected Javelin 40
Average Experienced 0

Unprotected Javelin 30
Average Experienced 0

Unprotected Bow 12
Average Experienced 0

Unprotected Sling 6
Average Experienced 0

Unprotected Crossbow 6

Changes from last version
None.

4,6
Skirmisher

Skirmishing crossbowmen
INFANTRY

- Combat Shy 58 -

4,6
Skirmisher

Slingers
INFANTRY

- Combat Shy 43 - 4,6
Skirmisher

Skirmishing archers
INFANTRY

- Combat Shy 50 -

4
Skirmisher

Berber javelinmen
INFANTRY

- Combat Shy 28 - 4,6
Skirmisher

Andalusian or Berber cavalry
CAVALRY

- - 55
Cantabrian (16), 
Combat Shy (-4)

4
Tribal Close

Berber archers
INFANTRY

- - 48 Combat Shy (-14) 4
Tribal Loose

Berber spearmen
INFANTRY

Short Spear Shieldwall 67 Integral shooters (6)

4
Formed Flexible

Camelry
CAMELRY

Short Spear Devastating Chargers 98 Melee Expert (23) 4
Tribal Loose

Ghuzz mercenaries
CAVALRY

- - 94 -

UG Size

Training and 

Formation

Kingdom of Tiemcen
Any Instinctive 1236 CE to 1520 CE

Any Instinctive Coastal, Plains, Mountains

Internal Allied Generals Unfortified or Fortified; Poor or Average

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry
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Army Commander 1 Dates

Sub-Generals 0-3 Terrain

Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Average Experienced 0
Unprotected Bow 4

Average - 0
Protected - 4
Average - 8

Protected - 40
Average Experienced 0

Unprotected Bow 8
Average Experienced 8

Unprotected Javelin 40
Average Experienced 0

Unprotected Javelin 30
Average Experienced 0

Unprotected Bow 12
Average Experienced 0

Unprotected Sling 6
Average Experienced 0

Unprotected Crossbow 6

Changes from last version
None.

4,6
Skirmisher

Skirmishing crossbowmen
INFANTRY

- Combat Shy 58 -

4,6
Skirmisher

Slingers
INFANTRY

- Combat Shy 43 - 4,6
Skirmisher

Skirmishing archers
INFANTRY

- Combat Shy 50 -

4
Skirmisher

Berber javelinmen
INFANTRY

- Combat Shy 28 - 4,6
Skirmisher

Andalusian or Berber cavalry
CAVALRY

- - 55
Cantabrian (16), 
Combat Shy (-4)

4
Tribal Close

Berber archers
INFANTRY

- - 48 Combat Shy (-14) 4
Tribal Loose

Berber spearmen
INFANTRY

Short Spear Shieldwall 67 Integral shooters (6)

4
Formed Flexible

Camelry
CAMELRY

Short Spear Devastating Chargers 98 Melee Expert (23) 4
Tribal Loose

Ghuzz mercenaries
CAVALRY

- - 94 -

UG Size

Training and 

Formation

Marinid
Any Instinctive 1248 CE to 1465 CE

Any Instinctive Coastal, Plains, Mountains

Internal Allied Generals Unfortified or Fortified; Poor or Average

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry
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Army Commander 1 Dates

Sub-Generals 0-3 Terrain

0-2 Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior - 0
Unprotected - 16

Average - 16
Unprotected - 80

Superior Experienced  
Unprotected Javelin All or none

Average Experienced  
Unprotected Javelin All or none

Average Experienced 0
Unprotected Bow 24

Average Experienced 0
Unprotected Bow 24

Changes from last version
None.

Notes
No command may have more than one TuG of leaders and followers. If any troops are regraded, all must be.

4
Tribal Loose

Skirmishing archers
INFANTRY

- Combat Shy 50 - 4,6
Skirmisher

Archers
INFANTRY

- - 48 Combat Shy (-14)

4
Tribal Loose

Regrade warriors
INFANTRY

Short Spear Fleet of Foot 50 Shield Cover (3) 4,6
Tribal Loose

Regrade leaders and 
followers

INFANTRY
Short Spear Fleet of Foot 67 Shield Cover (5)

4
Tribal Loose

Warriors
INFANTRY

-
Fleet of Foot, 

Devastating Chargers
46

Shield Cover (3), 
Melee Expert (10)

4,6
Tribal Loose

Leaders and followers
INFANTRY

-
Fleet of Foot, 

Devastating Chargers
64

Shield Cover (5), 
Melee Expert (15)

UG Size

Training and 

Formation

Bantu Kingdoms
Any Instinctive 1250 CE to 1550 CE

Any Instinctive Standard, Plains

Internal Allied Generals Any Instinctive Unfortified; Poor or Average

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry
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Army Commander 1 Dates

Sub-Generals 0-3 Terrain

Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior Experienced 0
Protected Bow 16
Average Experienced 8

Unprotected Bow 20
Average Unskilled 4

Unprotected Javelin 12
Average Experienced 0

Unprotected Bow 40
Average Unskilled 0

Protected Javelin 12
Average Experienced 0

Unprotected Javelin 8
Average Experienced 0

Unprotected Bow 8

Changes from last version
None.

4
Skirmisher

Notes
This army may use Feigned Flight.

Skirmishing horse archers
CAVALRY

- - 70 Cantabrian (16)

4,6
Tribal Loose

Skirmishing cavalry
CAVALRY

- - 55 Cantabrian (16) 4
Skirmisher

Javelinmen
INFANTRY

Short Spear -
Shoot & Charge (6), 
Combat Shy (-22)

4
Formed Flexible

Subject foot archers
INFANTRY

- - 48 Combat Shy (-14) 4
Tribal Loose

Upgrade cavalry with 
throwing irons

CAVALRY
Short Spear - Shoot & Charge (6)

Nobles and followers
CAVALRY

Short Spear -

60

Cavalry
CAVALRY

- - 94
Formed Flexible

70

4
Formed Loose

Combat Shy (-18) 4

161 -

Mossi
Any Instinctive 1250 CE to 1575 CE

Any Instinctive Plains

Internal Allied Generals Unfortified or Mobile; Poor or Average

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry UG Size

Training and 

Formation
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Army Commander 1 Dates

Sub-Generals 0-3 Terrain

0-3 Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior - 0
Protected - 16
Average Experienced 16

Unprotected Bow 56
Average Experienced 0

Unprotected Bow 16
Average Unskilled 0

Protected Javelin 28
Poor - 0

Unprotected - 12
Average Experienced 0

Unprotected Bow 16

Changes from last version
None.

Notes
A command may not have more than one TuG of bravest warriors.

6
Tribal Loose

Skirmishing archers
INFANTRY

- Combat Shy 50 - 4,6
Skirmisher

Levies
INFANTRY

Short Spear - 23 -

4
Tribal Loose

Lighter spearmen
INFANTRY

Short Spear - 60 Shoot & Charge (6) 4,6
Tribal Loose

Upgrade archers as bravest 
warriors

INFANTRY
Short Spear Melee Expert 63 -

4
Formed Close

Archers
INFANTRY

Short Spear - 53 - 4
Tribal Loose

Nobles and shield-bearers
INFANTRY

Short Spear - 101 Melee Expert (22)

UG Size

Training and 

Formation

Kongo
Any Instinctive 1350 CE to 1512 CE

Any Instinctive (only Kongo, 0-1 otherwise) Standard, Jungle

Internal Allied Generals Any Instinctive Unfortified or Fortified; Poor or Average

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry

Version 2022.01: 1st Janaury 2022 MAGNA © Simon Hall



Army Commander 1 Dates

Sub-Generals 0-1 Terrain

0-2 Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior - 0
Protected - 16
Average - 16

Protected - 80
Average Experienced 0

Unprotected Bow 8
Average Experienced 0

Unprotected Bow 16

Changes from last version
None.

Notes
A command may not have more than one TuG of nobles.

4
Tribal Loose

Skirmishers with bows
INFANTRY

- Combat Shy 50 - 4,6
Skirmisher

Archers
INFANTRY

Short Spear - 53 -

4
Tribal Loose

Warriors
INFANTRY

- Devastating Chargers 60 - 4,6
Tribal Loose

Nobles and bravest warriors
INFANTRY

- Devastating Chargers 84 -

UG Size

Training and 

Formation

Central African
Any Instinctive 1350 CE to 1550 CE

Any Instinctive Jungle

Internal Allied Generals Any Instinctive Unfortified or Mobile; Poor or Average

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry
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Army Commander 1 Dates

Sub-Generals 0-3 Terrain

Camp

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior - 0
Protected - 4
Superior - 0

ArmHrs/F Armoured - 4
Average Unskilled 4

Protected Javelin 12
Average - 0

Protected - 4
Superior - 0
Protected - 4
Average Skilled 0

Protected Bow 4
Average - 0

Protected - 4
Average Unskilled 0

Protected Javelin 8
Average Experienced 8

Unprotected Bow 40
Average Skilled 0

Unprotected Bow 4
Average - 0

Protected - 12
Average - 0

Unprotected - 22

4,6
Tribal Loose

Levied tribesmen
INFANTRY

Short Spear - 38 Combat Shy (-14) 4,6
Tribal Loose

Better tribesmen
INFANTRY

Short Spear - 57 Combat Shy (-22)

4
Tribal Loose

Upgrade archers
INFANTRY

- - 69 Combat Shy (-14) 4
Formed Loose

Archers
INFANTRY

- - 48 Combat Shy (-14)

4
Tribal Loose

Vassal javelinmen
INFANTRY

Short Spear - 60
Shoot & Charge (6), 
Combat Shy (-22)

4,6
Tribal Loose

Vassal warriors
INFANTRY

- Melee Expert 66 -

4
Drilled Close

Suna or Fulani archers
INFANTRY

- - 90 - 4
Formed Loose

Royal guard infantry
INFANTRY

Short Spear Shieldwall 115 -

4
Formed Loose

Tuareg or Berber camelry
CAMELRY

Short Spear Devastating Chargers 98 Melee Expert (23) 4
Tribal Loose

Cavalry
CAVALRY

Short Spear - 95 Shoot & Charge (10)

4
Drilled Loose

Upgrade Royal guard cavalry 
(from 1390 CE)

CAVALRY
Long Spear - 180 - 4

Tribal Close

Royal guard cavalry
CAVALRY

Short Spear Devastating Chargers 159 Melee Expert (33)

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry UG Size

Training and 

Formation

Songhai
Any Instinctive 1370 CE to 1592 CE

Any Instinctive Standard, Plains

Internal Allied Generals Unfortified; Poor or Average
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Songhai
Average Experienced 0

Unprotected Javelin 8
Average Experienced 0

Unprotected Bow 8
Average Experienced 0

Unprotected Javelin 16

Poor - 0

Protected - 4

Changes from last version
None.

Allies
Tuareg allies

4,6
Skirmisher

Stampeding cattle
CAVALRY

-
Expendables, 
Combat Shy, 

Devastating Chargers
45 - 4

Tribal Close

Skirmishing javelinmen
INFANTRY

- Combat Shy 28 -

4
Skirmisher

Skirmishing archers
INFANTRY

- Combat Shy 50 - 4,6
Skirmisher

Light horse
CAVALRY

- - 55
Cantabrian (16), 
Combat Shy (-4)
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Version 2022.01: 1st January 2022  PACTO      © Simon Hall 

         Pacto Army Lists 
Calculating points 
Army points are calculated as follows: 

Generals - Pacto 

Type of general
Army Commander Sub-general Ally general 

Professional Instinctive Professional Instinctive Professional Instinctive 
Legendary 640 560 n/a n/a 320 280 

Talented 460 360 340 280 260 240 
Competent 280 220 240 180 120 100 

Mediocre 160 100 160 100 40 20 

Camps 
Camps are not included in Pacto games. 

UGs 
For each UG multiply the cost shown in the list (adjusting for any optional characteristics) by the number of bases. 

Notes 
1. Points values for skirmishers in Pacto are greater than in Maximus as SuGs shoot at full effect with only two ranks. 
2. For further details on how points are calculated visit the Mortem et Gloriam website. 

 



Army Commander 1 Dates

Sub-Generals 0-3 Terrain

0-1

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior - 0
Protected - 2
Average - 0

Protected - 6
Average -  

Unprotected - Any
Average - 0

Protected - 12
Average -  

Protected - Up to 1/3
Average Unskilled  

Protected Javelin Any
Average Skilled 0

Unprotected Bow 6
Average Experienced 0

Unprotected Bow 20
Average Experienced 0

Unprotected Javelin 6
Average Skilled 0

Unprotected Bow 4
Average Experienced 4

Unprotected Bow 20
Average Experienced 0

Unprotected Javelin 6

1,2
Skirmisher

Javelinmen
INFANTRY

- Combat Shy 28 - 1,2
Skirmisher

Skirmishing archers
INFANTRY

- Combat Shy 50 -

1,2
Skirmisher

Best skirmishers
INFANTRY

- Combat Shy 89 - 1,2
Skirmisher

Light horse
CAVALRY

- - 55
Cantabrian (16), 
Combat Shy (-4)

1,2
Tribal Loose

Archers
INFANTRY

- - 48 Combat Shy (-14) 1,2
Tribal Loose

Best archers (before 850 CE)
INFANTRY

- - 63 Combat Shy (-14)

1,2
Tribal Loose

Regrade spearmen as 
javelinmen (from 850 CE)

INFANTRY
Short Spear - 60 Shoot & Charge (6) 1,2

Tribal Loose

Upgrade swordsmen (from 
850 CE)

INFANTRY
Short Spear Melee Expert 73 -

1,2
Tribal Loose

Swordsmen and spearmen
INFANTRY

Short Spear - 57 - 1,2
Tribal Loose

Downgrade camel warriors
CAMELRY

Short Spear - 56 -

1,2
Formed Loose

Camel warriors
CAMELRY

Short Spear - 85 Melee Expert (23) 1,2
Tribal Loose

Court cavalry
CAVALRY

Short Spear - 126 Melee Expert (33)

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry UG Size

Training and 

Formation

Christian Nubian
Any Instinctive 550 CE to 1500 CE

Any Instinctive Standard, Desert

Internal Allied Generals Any Instinctive (Bedouin)
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Christian Nubian

Average - 2
Unprotected - 8

Average - 0
Protected - 4
Average - 0

Protected - 4
Average Experienced 0

Unprotected Bow 2
Average Experienced 0

Unprotected Bow 4

None.

Changes from last version

Allies
Beja allies (from 831 CE)
Mamluk Egyptian allies (from 1276 to 1365 CE)

Notes
A Bedouin Arab contingent may have camelry or infantry but not both. It must be commanded by an allied general. It may use Feigned Flight.
Only one external ally may be taken.

1,2
Formed Loose

Skirmishing archers
INFANTRY

- Combat Shy 50 - 1,2
Skirmisher

Arab archers
INFANTRY

- - 54 Combat Shy (-14)

1,2
Tribal Loose

Arab swordsmen
INFANTRY

Short Spear - 57
Integral Shooters (6), 

Melee Expert (16)
1,2

Tribal Loose

Camel riders
CAMELRY

Short Spear - 85 Melee Expert (23)

Bedouin arab contingent (only Makuria from 1174 CE)

Cavalry
CAVALRY

Long Spear - 82 Combat Shy (-18) 1,2
Formed Flexible
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Army Commander 1 Dates

Sub-Generals 0-2 Terrain

0-2

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Average - 0
Protected - 2
Superior - 0
Protected - 2
Average - 0

Protected - 2
Superior - 0
Protected - 8
Average - 6

Unprotected - 36
Average -  

Unprotected - Up to 1/3
Average Experienced 4

Unprotected Bow 16
Average Experienced 0

Unprotected Javelin 4
Average Experienced 0

Unprotected Javelin 12
Average Experienced 0

Unprotected Bow 6

Allies
Almoravid allies (from 1076 to 1083 CE)

1,2
Skirmisher

Skirmishing archers
INFANTRY

- Combat Shy 50 - 1,2
Skirmisher

Javelinmen
INFANTRY

- Combat Shy 28 -

1,2
Tribal Loose

Light horse
CAVALRY

- - 55
Cantabrian (16), 
Combat Shy (-4)

1,2
Skirmisher

Archers
INFANTRY

- - 48 Combat Shy (-14)

1,2
Tribal Loose

Upgrade warriors as 
swordsmen

INFANTRY
Short Spear

Melee Expert, Fleet of 
Foot

54 - 1,2
Tribal Loose

Warriors
INFANTRY

Short Spear Fleet of Foot 44 -

1,2
Tribal Loose

Best warriors
INFANTRY

Short Spear Melee Expert 103 - 1,2
Tribal Loose

Camel warriors
CAMELRY

Short Spear Devastating Chargers 98 Melee Expert (23)

1,2
Formed Loose

Camel warriors (from 990 to 
1055 CE)

CAMELRY
Short Spear Devastating Chargers 138 Melee Expert (33) 1,2

Tribal Loose

Cavalry
CAVALRY

Short Spear - 90 Melee Expert (23)

UG Size

Training and 

Formation

Kingdom of Ghana
Any Instinctive 800 CE to 1235 CE

Any Instinctive Standard, Plains

Internal Allied Generals Any Instinctive

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry
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Kingdom of Ghana

Changes from last version
None.

Notes
A command may not have more than one TuG of best warriors.
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Army Commander 1 Dates

Sub-Generals 0-3 Terrain

0-1

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior - 0
Protected - 2
Average - 2

Protected - 2
Average Unskilled 0

Protected Javelin 2
Average - 0

Protected - 16
Average - 2

Unprotected - 8
Average - 0

Unprotected - 6
Average Experienced 0

Unprotected Bow 16
Average - 0

Unprotected - 2
Average Experienced 0

Unprotected Javelin 2
Average Experienced 0

Unprotected Bow 12

Allies
Christian Nubian allies  (from 846 to 861 CE)

1,2
Skirmisher

Skirmishers
INFANTRY

- Combat Shy 50 - 1,2
Skirmisher

Light horse with javelins
CAVALRY

- - 55
Cantabrian (16), 
Combat Shy (-4)

1,2
Tribal Loose

Light horse with spear
CAVALRY

Long Spear - 48 - 1,2
Skirmisher

Archers
INFANTRY

- - 48 Combat Shy (-14)

1,2
Tribal Loose

Blemmye picked spearmen
INFANTRY

Short Spear
Melee Expert, Fleet of 

Foot
54 - 1,2

Tribal Loose

Blemmye spearmen
INFANTRY

Short Spear Fleet of Foot 44 -

1,2
Formed Loose

Camel mounted warriors
CAMELRY

Short Spear - 85 Melee Expert (23) 1,2
Tribal Loose

Cavalry
CAVALRY

Short Spear - 95 Shoot & Charge (10)

1,2
Formed Loose

Arab influenced cavalry
CAVALRY

Long Spear - 115 - 1,2
Formed Loose

Best cavalry
CAVALRY

Long Spear - 161 -

UG Size

Training and 

Formation

Beja
Any Instinctive 831 CE to 1500 CE

Any Instinctive Desert, Mountains

Internal Allied Generals Any Instinctive

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry
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Beja

Changes from last version
None.

Notes
A command may not have more than one TuG of picked spearmen.
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Army Commander 1 Dates

Sub-Generals 0-2 Terrain

0-2

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Average - 2
Protected - 6
Average - 0

Protected - 2

Superior - 0
Protected - 4
Average - 4

Protected - 16

Superior - 0
Protected - 2
Superior - 0

ArmHrs/F Armoured - 2
Superior - 0
Protected - 4
Average - 4

Unprotected - 16
Average - 0

Protected - 6
Bornu swordsmen

INFANTRY
- Melee Expert 66 - 1,2

Tribal Loose

-----

Tribal Close

Kanembu spearmen
INFANTRY

Long Spear Shield Cover 53

- 1,2
Tribal Close

Guard infantry
INFANTRY

Long Spear - 107 Integral shooters (8) 1,2

- 1,2
Tribal Close

Formed Loose
Upgrade Guard to Lifida 
cavalry (from 1390 CE)

CAVALRY
Long Spear - 180

1,2
Tribal Loose

From 1210 CE

Guard cavalry
CAVALRY

Short Spear - 126 Melee Expert (33) 1,2

Bornu swordsmen
INFANTRY

- Melee Expert 66 -

Before 1210 CE

Foot guardsmen
INFANTRY

- Melee Expert 93 - 1,2
Tribal Loose

1,2
Formed Loose

Camel mounted warriors
CAMELRY

Short Spear Devastating Chargers 98 Melee Expert (23) 1,2
Tribal Loose

Cavalry (from 1086 CE)
CAVALRY

Short Spear - 90 Melee Expert (23)

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry UG Size

Training and 

Formation

Kanem-Bornu
Any Instinctive 850 CE to 1500 CE

Any Instinctive Standard, Plains

Internal Allied Generals Any Instinctive
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Kanem-Bornu
Average Unskilled 0

Protected Javelin 8
Average Experienced 0

Unprotected Bow 6
Average - 0

Unprotected - 12
Average Experienced 0

Unprotected Javelin 6
Average Experienced 0

Unprotected Bow 4
Average Experienced 0

Unprotected Javelin 8

Changes from last version
None.

1,2
Skirmisher

Allies
Tuareg allies (from 950 CE)

Skirmishing javelinmen
INFANTRY

- Combat Shy 28 -

1,2
Skirmisher

Skirmishing archers
INFANTRY

- Combat Shy 50 - 1,2
Skirmisher

Light horse
CAVALRY

- - 55
Cantabrian (16), 
Combat Shy (-4)

Levied tribesmen
INFANTRY

Short Spear - 38 Combat Shy (-14) 1,2
Tribal Loose

Archers
INFANTRY

- - 48 Combat Shy (-14)

Bornu javelinmen
INFANTRY

Short Spear - 60
Shoot & Charge (6), 
Combat Shy (-22)

1,2
Tribal Loose

1,2
Tribal Loose
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Army Commander 1 Dates

Sub-Generals 0-2 Terrain

0-1

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Average Unskilled 0
Protected Javelin 2
Superior Unskilled 0
Protected Javelin 6
Superior Unskilled 0
Protected Javelin 2
Average - 2

Protected - 6
Average Unskilled 4

Protected Javelin 22
Average Experienced 2

Unprotected Bow 12
Average Experienced  

Unprotected Bow Any
Average Skilled 0

Unprotected Bow 4
Average Experienced 2

Unprotected Javelin 10
Average Experienced 0

Unprotected Bow 4
Average Experienced 0

Unprotected Javelin 4
1,2

Skirmisher
Javelinmen

INFANTRY
- Combat Shy 28 -

1,2
Skirmisher

Skirmishing archers
INFANTRY

- Combat Shy 50 - 1,2
Skirmisher

Light horse
CAVALRY

- - 55
Cantabrian (16), 
Combat Shy (-4)

1,2
Formed Loose

Elamaya archers (from 1448 
CE)

INFANTRY
- - 63 Combat Shy (-14) 1,2

Tribal Loose

Upgrade archers
INFANTRY

- - 54 Combat Shy (-14)

1,2
Tribal Close

Archers
INFANTRY

- - 48 Combat Shy (-14) 1,2
Tribal Loose

Tribal levies
INFANTRY

Short Spear - 65 Shoot & Charge (6)

1,2
Formed Close

Sarawit regiments (from 
1314 CE)

INFANTRY
Short Spear - 72

Integral Shooters (6), 
Melee Expert (16)

1,2
Drilled Loose

Best warriors (from 1314 CE)
INFANTRY

Short Spear - 104 Shoot & Charge (8)

1,2
Formed Loose

Best warriors (before 1314 
CE)

INFANTRY
Short Spear - 104 Shoot & Charge (8) 1,2

Formed Close

Cavalry
CAVALRY

Short Spear - 95 Shoot & Charge (10)

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry UG Size

Training and 

Formation

Abyssinian
Any Instinctive 890 CE to 1500 CE

Any Instinctive Plains, Mountains

Internal Allied Generals Any Instinctive

Version 2022.01: 1st Janaury 2022 PACTO © Simon Hall



Abyssinian

Changes from last version
None.

Allies
Mogadishu Sultanates allies

Notes
A command may not have more than one TuG of best warriors.
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Army Commander 1 Dates

Sub-Generals 0-2 Terrain

0-1

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior Experienced 0
Protected Bow 2
Average - 0

Protected - 6
Superior Unskilled 0
Protected Javelin 6
Average Unskilled 4

Protected Javelin 22
Average Experienced 2

Unprotected Bow 12
Average Experienced 2

Unprotected Javelin 10
Average Experienced 0

Unprotected Bow 4
Average Experienced 0

Unprotected Javelin 4

Changes from last version
None.

Notes
A command may not have more than one TuG of best warriors.

1,2
Skirmisher

Javelinmen
INFANTRY

- Combat Shy 28 - 1,2
Skirmisher

Skirmishing archers
INFANTRY

- Combat Shy 50 -

1,2
Formed Loose

Light horse
CAVALRY

- - 55
Cantabrian (16), 
Combat Shy (-4)

1,2
Skirmisher

Archers
INFANTRY

- - 54 Combat Shy (-14)

1,2
Formed Close

Tribal levies
INFANTRY

Short Spear - 65 Shoot & Charge (6) 1,2
Tribal Close

Best warriors
INFANTRY

Short Spear - 104 Shoot & Charge (8)

1,2
Drilled Loose

Muslim cavalry
CAVALRY

Long Spear - 115 Combat Shy (-28) 1,2
Formed Loose

Mamluks (from 1000 CE)
CAVALRY

Short Spear - 175 -

UG Size

Training and 

Formation

Mogadishu Sultanates
Any Instinctive 896 CE to 1500 CE

Any Instinctive Plains, Mountains, Desert

Internal Allied Generals Any Instinctive

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry
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Army Commander 1 Dates

Sub-Generals 0-3 Terrain

0-2

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior - 2
Protected - 8
Average - 4

Protected - 20
Superior - 0
Protected - 4
Average - 0

Protected - 12
Poor - 0

Protected - 8
Average Experienced 0

Unprotected Javelin 9

Changes from last version
None.

Notes
A command may not have more than one TuG of Igharren nobles.

2,3
Tribal Loose

Iklan skirmishers
INFANTRY

- Combat Shy 28 - 1,2
Skirmisher

Iklan levied foot
INFANTRY

Short Spear - 35 -

1,2
Tribal Loose

Imrad or mountain tribe foot
INFANTRY

Short Spear - 57 - 1,2
Tribal Loose

Cavalry (from 1400 CE)
CAVALRY

Short Spear Devastating Chargers 131 Melee Expert (33)

1,2
Tribal Loose

Imrad vassals
CAMELRY

Short Spear Devastating Chargers 98 Melee Expert (23) 1,2
Tribal Loose

Ihaggeren nobles and 
followers

CAMELRY
Short Spear Devastating Chargers 138 Melee Expert (33)

UG Size

Training and 

Formation

Tuareg
Any Instinctive 950 CE to 1550 CE

Any Instinctive Desert, Mountains

Internal Allied Generals Any Instinctive

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry
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Army Commander 1 Dates

Sub-Generals 0-3 Terrain

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Average Unskilled 0
Protected Javelin 6
Average Experienced 4

Unprotected Bow 28
Average - 0

Protected - 4
Average Unskilled 0

Protected Javelin 4
Average - 0

Unprotected - 4
Average Experienced 0

Unprotected Javelin 4
Average Experienced 0

Unprotected Bow 4
Average Experienced 0

Unprotected Javelin 8

Poor - 0

Protected - 2
2

Tribal Close
Stampeding cattle

CAVALRY
-

Expendables, 
Combat Shy, 

Devastating Chargers
45 -

1,2
Skirmisher

Skirmishers with javelins
INFANTRY

- Combat Shy 28 - 1,2
Skirmisher

Skirmishing archers
INFANTRY

- Combat Shy 50 -

1,2
Tribal Close

Light horse
CAVALRY

- - 55
Cantabrian (16), 
Combat Shy (-4)

1,2
Skirmisher

Troops with spears
INFANTRY

Long Spear Shield Cover 53 -

1,2
Tribal Loose

Troops with javelins and 
shields

INFANTRY
Short Spear - 60

Shoot & Charge (6), 
Combat Shy (-22)

1,2
Tribal Loose

Troops with swords and 
shields

INFANTRY
- Melee Expert 66 -

1,2
Formed Loose

Archers
INFANTRY

- - 48 Combat Shy (-14) 1,2
Tribal Loose

Cavalry with spears and 
javelins

CAVALRY
Short Spear - 95 Shoot & Charge (10)

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry UG Size

Training and 

Formation

Hausa Kingdoms
Any Instinctive 1000 CE to 1500 CE

Any Instinctive Plains

Internal Allied Generals
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Hausa Kingdoms

Average Experienced 0
Protected Bow 2
Superior - 0
Protected - 2

None.

Changes from last version

Melee Expert (33) 1,2
Drilled Loose

Allies
Tuareg allies

Drilled Loose

Cavalry in mail armour
CAVALRY

Short Spear Devastating Chargers 159

From 1390 CE

Archers with armour, shield 
and spear

INFANTRY
Short Spear - 87 - 1,2
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Army Commander 1 Dates

Sub-Generals 0-3 Terrain

0-2

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior - 0
Protected - 8
Average Unskilled 6

Protected Javelin 22
Average Experienced 4

Unprotected Bow 22
Average Experienced 0

Unprotected Bow 8
Average Experienced 0

Unprotected Javelin 8

Changes from last version
None.

1,2
Skirmisher

Notes
A command may not have more than one TuG of nobles.

Skirmishing javelinmen
INFANTRY

- Combat Shy 28 -

1,2
Formed Loose

Skirmishing archers
INFANTRY

- Combat Shy 50 - 1,2
Skirmisher

Archers
INFANTRY

- - 54 Combat Shy (-14)

1,2
Formed Loose

Warriors armed with javelins
INFANTRY

Short Spear - 70
Shoot & Charge (6), 
Combat Shy (-22)

1,2
Formed Loose

Nobles and followers
INFANTRY

- Devastating Chargers 98 -

UG Size

Training and 

Formation

Kingdom of Benin
Any Instinctive 1100 CE to 1503 CE

Any Instinctive Forest, Coastal

Internal Allied Generals Any Instinctive

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry
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Army Commander 1 Dates

Sub-Generals 0-3 Terrain

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior Experienced 2
Protected Bow 4
Average - 0

Protected - 4
Average - 4

Unprotected - 12
Average - 0

Protected - 2
Average Experienced 0

Unprotected Bow 2
Average - 0

Unprotected - 6
Average Experienced 0

Unprotected Bow 8

None.

Only one external ally may be taken.
This army may use Feigned Flight.

Changes from last version

Notes

Skirmishers
INFANTRY

- Combat Shy 50 - 1,2
Skirmisher

Allies
Bedouin allies - Bedouin Dynasties
Banu Ghaniya allies (from 1187 to 1191 CE)

1,2
Formed Flexible

Volunteer infantry
INFANTRY

- Devastating Chargers 39 - 1,2
Tribal Loose

Turcoman
CAVALRY

- - 94 -

1,2
Formed Flexible

Kurdish cavalry
CAVALRY

Charging Lancer - 105 Melee Expert (23) 1,2
Formed Loose

Bedouin cavalry
CAVALRY

Long Spear - 82 Combat Shy (-18)

1,2
Drilled Loose

Qaraghulams
CAVALRY

Long Spear - 115 - 1,2
Formed Loose

Turkish mamluks
CAVALRY

Short Spear - 175 -

UG Size

Training and 

Formation

Ayyubid in Ifriqiya
Any Professional 1172 CE to 1207 CE

Any Professional Coastal, Plains

Internal Allied Generals

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry
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Army Commander 1 Dates

Sub-Generals 0-2 Terrain

0-2

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Average - 0
Protected - 2
Superior Unskilled 0
Protected Javelin 6
Average Unskilled 6

Protected Javelin 24
Average Skilled 0

Unprotected Bow 4
Average Experienced 4

Unprotected Bow 12
Average Experienced 0

Unprotected Bow 4
Average Experienced 0

Unprotected Javelin 4

Changes from last version
None.

1,2
Skirmisher

Notes
A command may not have more than one TuG of best warriors.

Javelinmen
INFANTRY

- Combat Shy 28 -

1,2
Tribal Loose

Skirmishing archers
INFANTRY

- Combat Shy 50 - 1,2
Skirmisher

Archers
INFANTRY

- - 48 Combat Shy (-14)

1,2
Tribal Close

Best archers
INFANTRY

- - 63 Combat Shy (-14) 1,2
Tribal Loose

Tribal levies
INFANTRY

Short Spear - 65 Shoot & Charge (6)

1,2
Formed Loose

Best warriors
INFANTRY

Short Spear - 104 Shoot & Charge (8) 1,2
Formed Close

Muslim cavalry
CAVALRY

Long Spear - 115 Combat Shy (-28)

UG Size

Training and 

Formation

Kilwa Sultanate
Any Instinctive 1180 CE to 1506 CE

Any Instinctive Coastal, Standard

Internal Allied Generals Any Instinctive

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry
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Army Commander 1 Dates

Sub-Generals 0-3 Terrain

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Average - 2
Protected - 4
Average - 0

Unprotected - 2
Average - 0

Protected - 4
Average - 4

Protected - 8
Average Experienced 0

Unprotected Bow 4
Average - 0

Protected - 10
Average Experienced 0

Unprotected Javelin 6
Average Experienced 0

Unprotected Javelin 6
Average Experienced 0

Unprotected Sling 2
Slingers

INFANTRY
- Combat Shy 43 - 1,2

Skirmisher

Allies
Hilali Arab allies - Bedouin Dynasties
Hammadid Berber allies - North African Dynasties (from 1184 to 1185 CE)

1,2
Skirmisher

Javelinmen
INFANTRY

- Combat Shy 28 - 1,2
Skirmisher

Light horse
CAVALRY

- - 55
Cantabrian (16), 
Combat Shy (-4)

1,2
Tribal Loose

Berber infantry
INFANTRY

Short Spear Shieldwall 67 Integral shooters (6) 1,2
Tribal Close

Archers
INFANTRY

- - 48 Combat Shy (-14)

1,2
Drilled Close

Banu Ghaniya infantry
INFANTRY

Short Spear Shieldwall 77 Integral shooters (6) 1,2
Formed Close

Lamtuna and Massuda 
infantry (before 1186 CE)

INFANTRY
Long Spear - 91 Integral shooters (6)

1,2
Formed Loose

Bedouin cavalry
CAVALRY

Long Spear - 82 Combat Shy (-18) 1,2
Formed Flexible

Berber or Arab cavalry
CAVALRY

Long Spear - 115 Combat Shy (-28)

UG Size

Training and 

Formation

Banu Ghaniya
Any 1184 CE to 1235 CE

Any Coastal

Internal Allied Generals

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry
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Banu Ghaniya

None.

Both external allies may be taken together.

Changes from last version

Notes
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Army Commander 1 Dates

Sub-Generals 0-3 Terrain

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Average - 0
-/Fully Armoured - 2

Average Experienced 0
Unprotected Bow 2

Average - 0
Protected - 2
Average - 0

Protected - 2
Average - 4

Protected - 16
Average Experienced 0

Protected Crossbow 2
Average - 0

Unprotected - 2
Average Experienced 0

Unprotected Bow 6
Average Experienced 4

Unprotected Javelin 16
Average Experienced 0

Unprotected Javelin 15
Average Experienced 0

Unprotected Bow 6
1,2

Skirmisher
Skirmishing archers

INFANTRY
- Combat Shy 50 -

1,2
Skirmisher

Berber javelinmen
INFANTRY

- Combat Shy 28 - 1,2
Skirmisher

Andalusian or Berber cavalry
CAVALRY

- - 55
Cantabrian (16), 
Combat Shy (-4)

1,2
Formed Flexible

Berber archers
INFANTRY

- - 48 Combat Shy (-14) 1,2
Tribal Loose

Mercenary amulghavars 
(before 1350 AD)

INFANTRY
Impact Weapon Fleet of Foot 60 Melee Expert (10)

1,2
Tribal Close

Christian mercenary 
crossbowmen

INFANTRY
- - 80 Combat Shy (-22) 1,2

Formed Loose

Berber spearmen
INFANTRY

Short Spear Shieldwall 67 Integral shooters (6)

1,2
Tribal Loose

Christian spearmen
INFANTRY

Short Spear Shieldwall 77 - 1,2
Formed Close

Camelry
CAMELRY

Short Spear Devastating Chargers 98 Melee Expert (23)

1,2
Formed Loose

Ghuzz mercenaries
CAVALRY

- - 94 - 1,2
Formed Flexible

Christian mercenary knights
CAVALRY

Charging Lancer Devastating Chargers 148 Melee Expert (29)

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry UG Size

Training and 

Formation

Hafsid
Any Instinctive 1229 CE to 1500 CE

Any Instinctive Coastal, Plains, Mountains

Internal Allied Generals

Version 2022.01: 1st Janaury 2022 PACTO © Simon Hall



Hafsid
Average Experienced 0

Unprotected Sling 4
Average Experienced 0

Unprotected Crossbow 4

Changes from last version
None.

1,2
Skirmisher

Skirmishing crossbowmen
INFANTRY

- Combat Shy 58 -

Slingers
INFANTRY

- Combat Shy 43 - 1,2
Skirmisher
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Army Commander 1 Dates

Sub-Generals 0-3 Terrain

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior Experienced 0
Protected Bow 4
Average - 2

Protected - 8
Superior - 0
Protected - 4
Average - 0

Protected - 12
Average - 0

Protected - 12
Average Skilled 0

Protected Bow 4
Average - 0

Protected - 4
Average Unskilled 0

Protected Javelin 4
Average Experienced 4

Unprotected Bow 16
Average - 0

Unprotected - 12
Average Experienced 0

Unprotected Javelin 4
1,2

Skirmisher
Light horse

CAVALRY
- - 55

Cantabrian (16), 
Combat Shy (-4)

1,2
Tribal Loose

Levied tribesmen
INFANTRY

Short Spear - 38 Combat Shy (-14) 1,2
Tribal Loose

Archers
INFANTRY

- - 48 Combat Shy (-14)

1,2
Tribal Loose

Vassal javelinmen
INFANTRY

Short Spear - 60
Shoot & Charge (6), 
Combat Shy (-22)

1,2
Tribal Loose

Vassal warriors
INFANTRY

- Melee Expert 66 -

1,2
Drilled Loose

Suna or Fulani archers
INFANTRY

- - 90 - 1,2
Formed Loose

Sofa
INFANTRY

Short Spear - 72 -

1,2
Drilled Close

Horon
INFANTRY

Short Spear - 67 Melee Expert (16) 1,2
Formed Loose

Royal guard infantry
INFANTRY

Short Spear Shieldwall 115 -

1,2
Drilled Loose

Mali cavalry
CAVALRY

Long Spear - 115 - 1,2
Formed Loose

Imperial cavalry
CAVALRY

Short Spear - 175 -

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry UG Size

Training and 

Formation

Mali Empire
Any Instinctive 1235 CE to 1670 CE

Any Instinctive Plains, Jungle

Internal Allied Generals
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Mali Empire
Average Experienced 0

Unprotected Bow 4
Average Experienced 0

Unprotected Javelin 8

Changes from last version
None.

1,2
Skirmisher

Allies
Tuareg allies

Skirmishing javelinmen
INFANTRY

- Combat Shy 28 -

Skirmishing archers
INFANTRY

- Combat Shy 50 - 1,2
Skirmisher
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Army Commander 1 Dates

Sub-Generals 0-3 Terrain

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Average Experienced 0
Unprotected Bow 2

Average - 0
Protected - 2
Average - 4

Protected - 20
Average Experienced 0

Unprotected Bow 6
Average Experienced 4

Unprotected Javelin 20
Average Experienced 0

Unprotected Javelin 15
Average Experienced 0

Unprotected Bow 6
Average Experienced 0

Unprotected Sling 4
Average Experienced 0

Unprotected Crossbow 4

Changes from last version
None.

1,2
Skirmisher

Skirmishing crossbowmen
INFANTRY

- Combat Shy 58 -

1,2
Skirmisher

Slingers
INFANTRY

- Combat Shy 43 - 1,2
Skirmisher

Skirmishing archers
INFANTRY

- Combat Shy 50 -

1,2
Skirmisher

Berber javelinmen
INFANTRY

- Combat Shy 28 - 1,2
Skirmisher

Andalusian or Berber cavalry
CAVALRY

- - 55
Cantabrian (16), 
Combat Shy (-4)

1,2
Tribal Close

Berber archers
INFANTRY

- - 48 Combat Shy (-14) 1,2
Tribal Loose

Berber spearmen
INFANTRY

Short Spear Shieldwall 67 Integral shooters (6)

1,2
Formed Flexible

Camelry
CAMELRY

Short Spear Devastating Chargers 98 Melee Expert (23) 1,2
Tribal Loose

Ghuzz mercenaries
CAVALRY

- - 94 -

UG Size

Training and 

Formation

Kingdom of Tiemcen
Any Instinctive 1236 CE to 1520 CE

Any Instinctive Coastal, Plains, Mountains

Internal Allied Generals

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry
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Army Commander 1 Dates

Sub-Generals 0-3 Terrain

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Average Experienced 0
Unprotected Bow 2

Average - 0
Protected - 2
Average - 4

Protected - 20
Average Experienced 0

Unprotected Bow 6
Average Experienced 4

Unprotected Javelin 20
Average Experienced 0

Unprotected Javelin 15
Average Experienced 0

Unprotected Bow 6
Average Experienced 0

Unprotected Sling 4
Average Experienced 0

Unprotected Crossbow 4

Changes from last version
None.

1,2
Skirmisher

Skirmishing crossbowmen
INFANTRY

- Combat Shy 58 -

1,2
Skirmisher

Slingers
INFANTRY

- Combat Shy 43 - 1,2
Skirmisher

Skirmishing archers
INFANTRY

- Combat Shy 50 -

1,2
Skirmisher

Berber javelinmen
INFANTRY

- Combat Shy 28 - 1,2
Skirmisher

Andalusian or Berber cavalry
CAVALRY

- - 55
Cantabrian (16), 
Combat Shy (-4)

1,2
Tribal Close

Berber archers
INFANTRY

- - 48 Combat Shy (-14) 1,2
Tribal Loose

Berber spearmen
INFANTRY

Short Spear Shieldwall 67 Integral shooters (6)

1,2
Formed Flexible

Camelry
CAMELRY

Short Spear Devastating Chargers 98 Melee Expert (23) 1,2
Tribal Loose

Ghuzz mercenaries
CAVALRY

- - 94 -

UG Size

Training and 

Formation

Marinid
Any Instinctive 1248 CE to 1465 CE

Any Instinctive Coastal, Plains, Mountains

Internal Allied Generals

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry
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Army Commander 1 Dates

Sub-Generals 0-3 Terrain

0-2

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior - 0
Unprotected - 8

Average - 6
Unprotected - 40

Superior Experienced  
Unprotected Javelin All or none

Average Experienced  
Unprotected Javelin All or none

Average Experienced 0
Unprotected Bow 14

Average Experienced 0
Unprotected Bow 12

Changes from last version
None.

Notes
No command may have more than one TuG of leaders and followers. If any troops are regraded, all must be.

1,2
Tribal Loose

Skirmishing archers
INFANTRY

- Combat Shy 50 - 1,2
Skirmisher

Archers
INFANTRY

- - 48 Combat Shy (-14)

1,2
Tribal Loose

Regrade warriors
INFANTRY

Short Spear Fleet of Foot 50 Shield Cover (3) 1,2
Tribal Loose

Regrade leaders and 
followers

INFANTRY
Short Spear Fleet of Foot 67 Shield Cover (5)

1,2
Tribal Loose

Warriors
INFANTRY

-
Fleet of Foot, 

Devastating Chargers
46

Shield Cover (3), 
Melee Expert (10)

1,2
Tribal Loose

Leaders and followers
INFANTRY

-
Fleet of Foot, 

Devastating Chargers
64

Shield Cover (5), 
Melee Expert (15)

UG Size

Training and 

Formation

Bantu Kingdoms
Any Instinctive 1250 CE to 1550 CE

Any Instinctive Standard, Plains

Internal Allied Generals Any Instinctive

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry
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Army Commander 1 Dates

Sub-Generals 0-3 Terrain

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior Experienced 0
Protected Bow 8
Average Experienced 4

Unprotected Bow 10
Average Unskilled 2

Unprotected Javelin 6
Average Experienced 0

Unprotected Bow 20
Average Unskilled 0

Protected Javelin 6
Average Experienced 0

Unprotected Javelin 4
Average Experienced 0

Unprotected Bow 4

Changes from last version
None.

1,2
Skirmisher

Notes
This army may use Feigned Flight.

Skirmishing horse archers
CAVALRY

- - 70 Cantabrian (16)

1,2
Tribal Loose

Skirmishing cavalry
CAVALRY

- - 55 Cantabrian (16) 1,2
Skirmisher

Javelinmen
INFANTRY

Short Spear - 60
Shoot & Charge (6), 
Combat Shy (-22)

1,2
Formed Flexible

Subject foot archers
INFANTRY

- - 48 Combat Shy (-14) 1,2
Tribal Loose

Upgrade cavalry with 
throwing irons

CAVALRY
Short Spear - 70 Shoot & Charge (6)

1,2
Formed Loose

Cavalry
CAVALRY

- - 94 Combat Shy (-18) 1,2
Formed Flexible

Nobles and followers
CAVALRY

Short Spear - 161 -

UG Size

Training and 

Formation

Mossi
Any Instinctive 1250 CE to 1575 CE

Any Instinctive Plains

Internal Allied Generals

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry
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Army Commander 1 Dates

Sub-Generals 0-3 Terrain

0-3

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior - 0
Protected - 8
Average Experienced 6

Unprotected Bow 28
Average Experienced 0

Unprotected Bow 8
Average Unskilled 0

Protected Javelin 14
Poor - 0

Unprotected - 8
Average Experienced 0

Unprotected Bow 8

Changes from last version
None.

Notes
A command may not have more than one TuG of bravest warriors.

2,3
Tribal Loose

Skirmishing archers
INFANTRY

- Combat Shy 50 - 1,2
Skirmisher

Levies
INFANTRY

Short Spear - 23 -

1,2
Tribal Loose

Lighter spearmen
INFANTRY

Short Spear - 60 Shoot & Charge (6) 1,2
Tribal Loose

Upgrade archers as bravest 
warriors

INFANTRY
Short Spear Melee Expert 63 -

1,2
Formed Close

Archers
INFANTRY

Short Spear - 53 - 1,2
Tribal Loose

Nobles and shield-bearers
INFANTRY

Short Spear - 101 Melee Expert (22)

UG Size

Training and 

Formation

Kongo
Any Instinctive 1350 CE to 1512 CE

Any Instinctive (only Kongo, 0-1 otherwise) Standard, Jungle

Internal Allied Generals Any Instinctive

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry
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Army Commander 1 Dates

Sub-Generals 0-1 Terrain

0-2

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior - 0
Protected - 8
Average - 6

Protected - 40
Average Experienced 0

Unprotected Bow 6
Average Experienced 0

Unprotected Bow 8

Changes from last version
None.

Notes
A command may not have more than one TuG of nobles.

1,2
Tribal Loose

Skirmishers with bows
INFANTRY

- Combat Shy 50 - 1,2
Skirmisher

Archers
INFANTRY

Short Spear - 53 -

1,2
Tribal Loose

Warriors
INFANTRY

- Devastating Chargers 60 - 1,2
Tribal Loose

Nobles and bravest warriors
INFANTRY

- Devastating Chargers 84 -

UG Size

Training and 

Formation

Central African
Any Instinctive 1350 CE to 1550 CE

Any Instinctive Jungle

Internal Allied Generals Any Instinctive

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry
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Army Commander 1 Dates

Sub-Generals 0-3 Terrain

Mandatory 

Characteristics

Base 

PTS

Optional 

Characteristics

Min

Max

Superior - 0
Protected - 4
Superior - 0

ArmHrs/F Armoured - 2
Average Unskilled 2

Protected Javelin 6
Average - 0

Protected - 2
Superior - 0
Protected - 4
Average Skilled 0

Protected Bow 4
Average - 0

Protected - 4
Average Unskilled 0

Protected Javelin 4
Average Experienced 4

Unprotected Bow 22
Average Skilled 0

Unprotected Bow 4
Average - 0

Protected - 6
Average - 0

Unprotected - 12

1,2
Tribal Loose

Levied tribesmen
INFANTRY

Short Spear - 38 Combat Shy (-14) 1,2
Tribal Loose

Better tribesmen
INFANTRY

Short Spear - 57 Combat Shy (-22)

1,2
Tribal Loose

Upgrade archers
INFANTRY

- - 69 Combat Shy (-14) 1,2
Formed Loose

Archers
INFANTRY

- - 48 Combat Shy (-14)

1,2
Tribal Loose

Vassal javelinmen
INFANTRY

Short Spear - 60
Shoot & Charge (6), 
Combat Shy (-22)

1,2
Tribal Loose

Vassal warriors
INFANTRY

- Melee Expert 66 -

1,2
Drilled Close

Suna or Fulani archers
INFANTRY

- - 90 - 1,2
Formed Loose

Royal guard infantry
INFANTRY

Short Spear Shieldwall 115 -

1,2
Formed Loose

Tuareg or Berber camelry
CAMELRY

Short Spear Devastating Chargers 98 Melee Expert (23) 1,2
Tribal Loose

Cavalry
CAVALRY

Short Spear - 95 Shoot & Charge (10)

1,2
Drilled Loose

Upgrade Royal guard cavalry 
(from 1390 CE)

CAVALRY
Long Spear - 180 - 1,2

Tribal Close

Royal guard cavalry
CAVALRY

Short Spear Devastating Chargers 159 Melee Expert (33)

Name

Type

Quality

Protection

Shooting Skill

Weaponry

Melee 

Weaponry UG Size

Training and 

Formation

Songhai
Any Instinctive 1370 CE to 1592 CE

Any Instinctive Standard, Plains

Internal Allied Generals

Version 2022.01: 1st Janaury 2022 PACTO © Simon Hall



Songhai
Average Experienced 0

Unprotected Javelin 4
Average Experienced 0

Unprotected Bow 4
Average Experienced 0

Unprotected Javelin 8

Poor - 0

Protected - 2

Changes from last version
None.

Allies
Tuareg allies

1,2
Skirmisher

Stampeding cattle
CAVALRY

-
Expendables, 
Combat Shy, 

Devastating Chargers
45 - 2

Tribal Close

Skirmishing javelinmen
INFANTRY

- Combat Shy 28 -

1,2
Skirmisher

Skirmishing archers
INFANTRY

- Combat Shy 50 - 1,2
Skirmisher

Light horse
CAVALRY

- - 55
Cantabrian (16), 
Combat Shy (-4)
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