Start bonuses for each map

Pre-game information

ITALIA 290 BC | VIKINGS 800 AD | ORIENT 1550 BC valid from FASTmode L@ ABBREVIATION SEQUENCE OF SUBPHASES STORAGE CAPACITIES AND LIMITS OF BUILDINGS
GF - Game Field BUILDING STORAGE  |PURCHASE| UPGRADE
Eruscan: (choice, at least one village in Etruria) Vikings: Egypt: Player may place 1 city instead of 3 villages, valid from BASIC mode PN al| CE - ScaGameField D6 - six-sided dice WITHIN THE GAME ROUND O 5 grain
Vekeln TPASHIERS) i +3) ol Shi he LGF adj h tarting without a herd of pigs and without 2 LI unit LGF - Land Game Field Pt-Point g = S
A . : ips can move on the adjacent to the SGF starting without a herd of pigs and withou units. LF - Level of Fortification VP - Victory Point (1) SPECIAL PHASE AT THE BEGINNING il y— & &
Coiiepiiia: Cmiefi reoni LI uiis, without landing (except in the mountains). Canaan: Can safely pass through Roads and Desert. valid from ORIGINAL mode CU(S) - Completed LI - Light Infantry village units 1 LI unit 1 unit
Gl\l/-[:erlizmll:rlleeestef;]g;fgr‘l;ilt(s) (l:;’ sﬁ;;; So they are fighting like ships on the LGF. Qatna: Starts with one fortification token at one village. Fg"?rcllgd éSet“e"fem) AP - Agriculture Point @ NSIPEOCXLE RETC;?AT (&) 1 fed herd
H ul o . . . B - Fields Connection m - meat 3 5 o
Taxes, festivals from the port: +3 (instead of +2). ?11111135 may mOV)e oPhr‘VerlS (Z_On LGFs E?tlz?ezdL ?1;11111;; arreerlo lgl(z)lgcceheaper. valid from EXTENDED mode A- ay‘i at the same time I(’:]};’-I_Prestidg;: Poc'im 5 HERDS ATTRITION (O 10 grain @ &
lyrians: (valid only in Illyria) ollowing river) without landing. T . ) . - either or - cardboard token city 10 units ‘ '
LI may cross the black line in the mountains. They cannot jump between rivers. AT s, fssitvalls (o i pen 113 (il 6if22) WITHD@RAWAL COMBAT @ &5 2 fed hords 2 LI unit 2 unit
Full brown LGF: +2LF (not +1). Attack possible, but withdrawal Mltit‘ﬂnt;f.lgthey;’u};rt‘m LI units in a round, BUILDINGS Tokens: i UNITS Tokens: ariie | (6) siGE LOOTING ® &
LGF with brown: +1LF (not 0). 8 3 ; i get a third one Ior Iree. 2 fishes
(Clete 1By &) s GiTILIE S dite ;‘01ef:trt(1=ﬁ(f:'ra:eo:':lsolSeaillielsf(}),\z;lggdg:;giﬁ) Assyria: Mercenaries even for: -10 PP A -1. D VILII“AGE LIGHT INFANTRY REAR dock 2 ships - 1 ships
(instead of every 6 same units). . M P Cannot recruit LI units. (settlement) white dice, 1 Life O TRADE,
Looting outside the homeland does not cost prestige from 1 unit of ships. i Babylon: Player may place 1 city instead of 3 villages, can build CONSTRUCTION | (9 JSALARIES FISHING port | @4fishes | 5]
(-4 PP/LGF), but adds it (+4 PP/LGF). Looting outside the homeland (all Vikings) sty oA @ il o v il vefidient: 2 LI okt D:‘ Clm( ) HEAVY INFANTRY SPECIAL PHASE AT THE END & 4 ships 2 ships
Romans: 1 unit (not 2) builds a village for 4 rounds. does not cost prestige (-4 PP/LGF), Elam: They're allowed to buy War Elephants. (settlement) blue dice. 2 Lives O +1 grain
2 unis (not 4) build a city for 4 rounds. but adds it (+4 PP/LGF). Kassites: Looting in the lowiands +4 PP (not -4 PP). DOCK no move in MOVE-Retreat LGF COLOR [ fortification — — - -
A 1 gy ki G e Hurrians: Full brown LGF: +2LF (not +1) i (shipyard) +3 0 ML
City of Rome: Bristish islands: LGE with b . +1LF (not 0 ’ SIEGE MACHINES
1 player may place 1 city instead of 3 villages, starting I ful fishi SEETVAL) RO (not 0). PORT no attack, 1 Life +2 0 REPRESENTATION (LARGE ARMY, MOVE CAPACITY)
without a herd of pigs and without 2 L1 unis. Always successful fishing. 0asns; Qasis is standard LGF. (shipyard) don't move, - 4 shiclds from LF +1 +1 2 units LI undepleted
Port of Carthage: Oasis control allows you to cross the Roads safely. +1 +1 Y1 red = +1 unit E @ movement
Roads: (permanently neutral GF = never combat): CAVALRY

1 player can place 1 port instead of a third village, Franks:

starting without a herd of pigs. Starts with one fortification token at one village.
Barbarorum (barbarians - permanently neutral GF

= never combat): Each unit rolls a D6 for each game round Slavs and Balts:

they are on it. If a 6 is rolled, the unit is destroyed. . p . .
Desert (permanently neutral GF = never combat): Starting with 7 units of LI, but no transport ships

Place to buy War Elephants (4.9). and dock. LI units allowed to be sold for +1.

red dice, 3 Lives
can ride and charge

+D FORTIFICATION
(max 1 per settlement)

Roll a D6 for each unit. If a 6 is rolled,
the unit is destroyed. You can pay for safe passage (-1).
If the Oasis controlled, then to the owner.

Desert: (permanently neutral GF = never combat):

Roll a D6 for each unit. If a 5 or 6 is rolled,

[
N

impassable valid bord

— =

@ 4 units LI depleted
+1 yellow = +3 units E < | >
3 yellow = 10 units movement

GAME SETUP COMPONENTS

TRANSPORT SHIPS
white dice, 1 Life
carries up to 3 units

5000000004

—

00000000004

—

@

TS grain level of

> X Z ) [1][> Ix] [=] [

the unit is destroyed. GRAIN WAR SHIPS borders field sea yield fortification 3 villages 10 grain 5 gold
climate subtropical and temperate (white hatchin, sea climate temperate and cold (white hatchin sea climate subtropical and temperate (white hatchin, sea blue dice, 2 Lives
limate subtropical and temperat hite hatching) + limate temperate and cold (white hatching) + limate subtropical and temperat hite hatching) + X
FISHES free move in MOVE-Retreat [O]
BRITANNIA 410 AD TAIFAS 1050 AD HUNS 373 AD HERD OF SHEEP MERCENARIES 1 dock 2 herds of sheep 0 Victory Points
. . 09 q 9 9 g q o d dice, 2 Li X
Scots, Irish (Hibernia): Christian Reinos (valid only in Iberia): Constantinople: 1 player may place 1 city instead of 3 ;eg(,léczmual]‘]/;sm feeding village Ml HY u (2]
Always successful fishing. . villages, starting without a herd of pigs and without
y g Full brown LGF: +2LF (not +1). illages, starting without a herd of pigs and with LIERDIUREICE . . X ) ) —
In combat outside Hibernia +50% to the prestige gained LGF with brown: +1LF (not 0) 2 LI units. It is tlje lord of the Romans. . CORSAIRS city [N 5 Light Infantry 1 herd of pigs 7 Prestige Points
can be combined with bonus against a rival). - . ’ Romans: Every village on the Danubius starts with a HERD OF CATTLE white dice, 4 Lives unlimited o
& All Taif Rival - g g 1l c
Insulea (islands): Al BRIk, forlnt'Lca]t)lon. l?a'n cross the Danubluslat éagy time. LI mlay don't move, attack as attrition roll units +118 fortification [@]
T: festivals fr th rt: +3 (instead of +2). . only be bought in recruitment. Vassal of Constantinople. HERD OF HORSES & & . . X
Nz:’xl:ciss,k zi‘ :}ll?pswreocnﬁ ineaggmm (instead of +2) Muslim Taifas (+Balearic Islands): Bospor: Taxes, festivals from the port: +3 gold WAR ELEPHANTS sown.grain X 15 hen;s 1 Transport Ships  1f t&heretls no CilaSLa_l Véllfgte,r‘th_e? ng do'tcli(
. E . . . A b H H and no transport ship but start 1stead w1
Picts (Caledonia): Cannot recruit LI units. (finizasl 63T +2) MEAT (no token) Al L E 7 Light Infantry and 7 gold.

They started with fortification token at two villages.
Huns: Start with 2 sheep herds, 2 horse herds, 3 LI,

3 Cavalry, 1 village, 5 grain, 7 gold and 7 PP.

Their Cavalry has 1 less life (minimum 2).

They use Transhumance (Feeding - red mode).

can charge, never re-rolls

LI may cross the black line in the mountains. Mercenaries even for: -10 PP A -1.
Full brown LGF: +2LF (not +1).
LGF with brown: +1LF (not 0). Almoravids:

Romans (Britannia - choice): Can trade with horses even without a port.

Each unit has a capacity of one movement per adjacent field.
MOVE (1) UNITS Movement of up to two spaces can be achieved with the allowed combination of units and ships.

Cannot recruit LI units. Alans: They can offer redemption to the Huns valid Outside the locked field (with the foreign unit before the sub-phase and throughout the sub-phase): First each unit
Mercenaries even for: -10 PP A -1. Ties for the whole game (paid once). MOVE (2) SPECIAL h ity of 1 but (1 SPECIAL £ t P & i )
1 unit (not 2) builds a village for 4 rounds. ENlteE Visigoths: Every time a Roman buys Mercenaries, they get as a capacity o ut only movement.

2 unis (not 4) build a city for 4 rounds. Starts with one fortification token
Also Heavy Infantry can build. at one village.
Germans (Britannia - choice):
They can recruit each New Year up to 2 units of Heavy Vikings:
Infantry [standard price (-2): buy LI (-1), upgrade (-1)] Player starts no earlier than the 2nd year of the
in Belgica (permancntly neutral GF = never combat). games with 5 gold, 7 PP and 5 warships.
Full turquoise LGF: +2LF (not +1). Starts at the northernmost coastal sea of France.

Cl“l?sl:(g;lttl;ﬁlig]focl}sl; ;I)LF (not 0). They are not affected by attrition in their first year.

They start with 2 herds of pigs and 1 herd of sheep. .
Full brown LGF: +2LF (not +1). + see. Vikings (from VIKINGS map)

LGF with brown: +1LF (not 0).

+2 gold. Can dismantle the village for +4 gold.
May cross the black line in mountains with LI.

Ostrogoths: Can dismantle the village for +4 gold.

1 unit (not 2) builds a village for 4 rounds.

Slavs: LI units allowed to be sold for +1.
Full turquoise LGF: +2LF (not +1).

LGF with turquoise: +1LF (not 0).

Black rivers: Each of the black sections can only be
crossed in winter if 5 or 6 (D6) is rolled. Black river could
be also crossed when there are ships in black section.

Looting: for Romans and Constantinople: Looting the right

coast of Danube LGFs yields +4 PP.

for non-Romans: Looting the left coast of Danube yields +4 PP.

MOVE (2) HERDS Outside the locked field: Herds, stored grain and fish can be moved within the FC (but only by 1 LGF across the sea).

Outside the locked field: Units can retreat to an adjacent field with their own completed settlement and retreat to ships
MOVE (3) RETREAT, ATTRITION without enemies on SGF. Ships (outside the locked field) can retreat to the shipyards. Attrition (shipwrecking/extended).

It is possible to withdraw to CUS within the game field. A encirclement (loss of connectivity) occurs.
COMBAT (1) WITHDRAWAL The withdrawn herd that remains in the settlement after the battle must be fed.

Attack (dice roll), bonuses, losses, life recovery, escape option, escape interception. More rounds of battle follow. Losses
COMBAT (1) BATTLE are determined by the attacker (but some units at the back - out of reach). At the end, VP, PP, and gold are counted.

Optional attack without shields for attacker. The attacker must first break into the settlement (breaking through
COMBAT (2) SIEGE all of the LF's shields in one round). The defenders attack directly, but no LF bonuses (for each LF: 5 shields A
blue dice) after breaking through the fortifications. At the end of this phase count PP, VP.
Units can loot the controlled LGF (gain +1 gold if FC to CUS). Marked with a red token. PP efect. If a siege is
COMBAT (3 ) LOOTING successful, a village (+2), port (+4) or city (+6): is destroyed and can be looted X is degraded. Undefended is sized.
REAR (1) CONSTRUCTION Representation of the construction process (LI units work) since the last round (more LI units are faster: maximum 4).
You can buy and sell commodities. Buy and upgrade units. Buy materials for construction and access
REAR (2) TRADE, SALARIES construction. You can pay redemption. Once / twice per year also salaries.

climate temperate and cold (white hatching) + sea climate subtropical and temperate (white hatching) + sea

BATTLE SPOILS UNITS EXPERIENCE SOWING - WEATHER - HARVEST

Gold from the battle spoils for the equipment Combat experience improves unit abilities. D6 roll for each LGF of sown grain:
of the fallen units the winner gets: 1 level up for 1 unit is for 1 unit destroyed. CLIMATE CLIMATE CLIMATE
SMALL BATTLE Max 1 level up for 1 unit per 1 game round. SUBTROPICAL TEMPERATE COLD

climate subtropical and temperate (white hatching) + sea

(09 Pfodigsotﬂibmed) RECRUIT UNITS (in Recruitment; place white CBT under unit) i e‘;‘r)aogi}]"gf:;f‘gmzne sowm) REAR (3) FISHING Roll a D6 for each SGF to see if the fishing was successful. Take 1 fish from each calm SGF (2 from stormy)
LI AT canineveearol forginn I e v you control to the connected shipyards if you have the capacity to store them (dock 2 fish, port 4).
R STANDARD UNITS (in REAR-Trade; without CBT under unit) . . ‘ . ‘ - . . . . .
(10-29 PP distributed) can re-roll (for 4PP..) Award VP for acquired units for the past year (based on unit value in PP). Take prestige for vassals. If you have
+1 gold NORMAL WEATHER NEW YEAR :
- less, top up your prestige to 7 PP.
LARGE BATTLE EXPERIENCED UNITS (place grey CBT under unit) (no effect) -
(30+ PP distributed) in the back A 1 free re-roll B3 ‘ DEEE ‘ ola]ols) CALVES For every two equal herds, take a new herd from the supply and place it on the map.
+2 gold VETERAN UNITS (place black CBT under unit) DT SOWING You can sow 1 stored grain on each free LGF (if not occupied by a herd) that you control and that has a FC
in the back A 2 free re-roll g
lace 1 less grain for every one sown) with CUS. You cannot sow on a grey LGF.
UNITS MORALE ELITE UNITS (place two black CBT under unit) © : : -
: ; . The D6 roll determines the summer weather for each LGF of sown grain: good (place 1 more for each grain
The quality of morale is determined by the amount of prestige held. in the back A 2 free re-roll A 1 shild . . . . WE ATHER (y]eld) sown) n(?rmal (noe ffec t) or il (pl:ze 1 less (;‘OI' — g‘all’? SOWV;II) gr g0 (p ore 1o g
VERY LOW MORALE >— - - -
(0-9 PP) ' LEVEL OF COMMAND WEATHER IN WINTER YIELD Place grain tokens from the supply on each sown grain: 3 on the yellow field / 2 on green / 1 on brown/turquoise.
remove 1 sword from every 1-5 units First purchase directly. Upgrade by paying the difference. D6 roll for climate region 1, climate region 2 and for all seas: T AXES Earning gold from CUS tax collection (village +1, port +2, city +3) A +1/2 for each LGF. LGF must not be looted
LOW MORAL U o e A g AN GOl CLIMATE CLIMATE ‘ CLIMATE must be connected to a CUS A must have the presence of units or CUS.
10-29 PP - - - - : —
(no effect) o b‘o’:ﬂgag;{(ggxx:gz%ﬁ:us o SUBTROPICAL G 01211)\4 ‘135;: ;]::ER COLD HARVEST You can harvest sown grain from controlled LGF into linked CUS if you have the capacity to store it (village 5
AVERAGE MORALE (initial situation) (00 need to feed the herds) grain, city 10 grain, +1 grain for fortification token).
(GO BAD COMMANDERS You can recruit 1 unit of Light Infant h LGF (-1 gold/unit). LGF t not be looted A tb ted
4 unite (dofense): ) — gl Iy on eac (-1 gold/unit). must not be looted A must be connecte
+1shield lﬂlsn(t :fetﬂzegmy (p“"’has[fo'szsei]f“es ) EEEE ‘NORM ALEE AUHER ‘ RECRUITMENT to a CUS A must have the presence of units or CUS (be controled).
chzg)}\g;);};)&m AVERAGE COMMANDERS (no effect) FESTIVALS Gain PP for CU (village +1, port +2, city +3) A +1/2 for each LGF. LGF must not be looted A must be connected
sy (s () 2 1| Gt i s o o vy . eagluzﬁli;as:{tes?:gﬁeazt)wiCe FIE ‘ BEEBE ‘ EEE to a CUS A must have the presence of units or CUS. Double (-1 grain for each village, -2 for city), triple (-2, -4).
against a rival (offense): every 3 units: +1 sword BAD WEATHER

BETTER COMMANDERS
(purchase -6, salaries -3)

+ each unit can re-roll once for free
BRILLIANT COMMANDERS
(purchase -8, salaries -4)

+ each unit has a capacity of 1
in the MOVE-Special

against a non-rival (attack): every 4 units: +1 sword

VERY HIGH MORALE
(70+ PP)
every 3 units (defense): + 1 shield in front of the army
against a rival (offense): every 3 units: +1 sword
against a non-rival (attack): every 4 units: +1 sword
every 3 same units: + 4th die (attack)

The D6 roll determines the winter weather in the climate region 1, climate region 2 and for all seas: good (no need
WEATHER (WINTER) to feed the herds), normal (no impact), bad (no land movement, storms on all seas).
SALARIES -2 gold for each Cavalry, Mercenaries and CU city, -1 for each other unit and CU village; double for encircled.
[OJ VIR TR s (o R N ORIV R R0 MMl Standard salaries occured in trade phase once / twice in year.

FEEDING Feed the herds with grain X slaughter them - you will get meat. At the same time feed units and settlements with fish /
grain / meat. FC required. Unfed lost. Excess meat can be sold. Unfed and encircled settlements surrender to attacker.

(not possible movement on land)
SGF - GOOD WEATHER SGF - BAD WEATHER

Player Aid More information from extended mode v0.98 Player Aid Information about game (sub)phases




Standard land units —— Standard naval units — Special units

War
Elephants

out of limit

REAR
TRADE

COMMODITIES
[O]gold

sheep [
pigs [
cattle [P
horses [&f]
grain ()

Mercenaries|| Corsairs

REAR
TRADE

UNITS
[ O] gold

limit 20 cubes per game

Light
Infantry

Siege
Machines

Heavy
Infantry

Transport
Ships

FEEDING (connection needed), m = meat

You have to feed all herds (X cull them). Then you have to
feed all units and settlements (X dissolve them). Unfeeded
and encircled settlement give up to attacker automatically.

e Y =2m x 2 -3m
1B 3 =3m x $ —sm
1 O =4m x 9 -7m
1w X x B -sm

1 unit OR 1 village:
A1) X 2@ X -Im X dissolve

1 free (redundant) meat = 1 gold

WITHOUT
PORT
BUY SALE

WITH
PORT
BUY SALE

out of limit out of limit

+3m +3

buy (recruitment)

by upgrading

+5m +5

degradation
out of location

Landing +1 Landing +2

sell / degradation
in location +1 0

attack white dice| blue dice red dice white dice = blue dice white dice = 2 red dice

lives 1 2 1, at the back 3 1, at the back 2 4 3
1(1) 1(1) - (1) 2(2) - (1) - (1) - () 3(-)

size in feeding 1 1 1 1 (+1 grain) 1 1 - 1 (+2 grain)

can ride can charge,

+2 +3 +7m +7

+5m +5

size for ships[EEIEREY)

+1/2 +1

2 gold annually

can no move in don't move, carries up to free move in start bonus: even don't move,

ability

build

MOVE-Retreat

- 4 shields from LF

can charge

3 units

Move-Retreat for-1 A -10 PP

ultimate attack

never re-rolls

herd of

be in the desert (Italia),

fishes @

+1/2

1 city = like 2 units
Cavalry = 1 + 1 grain, War Elephants = 1 + 2 grain

dock dock

SGF adjacent
with controlled GF

COMBAT - LOOTING

each LGF +1

request village city village port village be Elam (Orient)

horses TRANSHUMANCE: No need to feed herds in winter

if on green LGF (for subtropical climate) or on a yellow
LGF (for temperate and subtropical climate).

COMBAT BONUSES

1 level of fortification (LF) = 5 shields and 1 blue dice
Min. number of units for encirclement: 1 unit for each LF.
Wetlands (turquoise) and Mountains (brown):
+1 LF to completed settlements
Destroyed units are chosen by the attacker
outside of those at the back.
1 sword discards 1 life or 1 shield.
3 dice without sword = 1 sword.
2 free (redundant) swords = 1 shield.
X 2 free (redundant) swords = 1 sword in next battle round.
Units building: at the back and have full lives,
but half attack and bonuses (2=>1) rounded down.
5 units = +1 shield (in front of the army).
Against RIVAL: 4 units = +1 sword
6 identical units = + 7th dice
Light Infantry in mountains, wetlands and on ships:
A sword on a white dice means empty and vice versa.
Heavy Infantry in mountains, wetlands and on ships:
Blue dice attack, 1 life.
Cavalry in mountains, wetlands, on ships and during sieges:
Blue dice attack, 2 lives.
Cavalry and War Elephants - charge:
Only in the Ist round of battle attack first,
survivors afterwards. Not valid in mountains,
wetlands, on ships and during sieges.
War Elephants in the mountains, wetlands, on ships
and during sieges: No attack and only 2 lives.
Vikings can also have ships on LGF (coastal, small rivers).

MOVE BONUSES

Heavy Infantry can never move in the MOVE-Retreat subphase.
Ride: 1 free movement capacity in each MOVE subphase.
Herds moving through the SGF must end up on the coastal LGF.
Transport: Move between two ports as only move in MOVE.
10 units: Can move as one in the MOVE-Special for free.
Fleet (4 ships): Can move as one in the MOVE-Special for free.
Mountains: Vikings must land.
Mountains and Wetlands: Entry stops unit movement

for the current round (except LI).
Wetlands: Ships may enter the LGF without landing.
Cavalry and War Elephants in mountains roll a D6 - attrition

(6: unit is destroyed).
Unit with no connection to a completed settlement

at the end of the MOVE phase: roll a D6 - attrition.

(6: unit is destroyed).
Encircled units and settlements out of winter roll a D6

(6: unit / settlement must be fed X destroyed).

A unit may take a loss designated for settlement.

City, Cavalry rolls twice, War elephants rolls three times.

meat (m) in spring, summer —+ i_/f,

in autumn, winter

encircled
settlement

desert (Italia),

settlement Elam (Orient)

location settlement settlement shipyard port

(even for multiples)

REAR - CONSTRUCTION

= representation of the process of construction
of buildings by Light Infantry units

[ ©1 gold income

PRESTIGE [@] PP, (PP gained against a rival +50%):

+2 for destruction of a LI unit

+4 for destruction / capture of shipyards

+4 for looting a rival's LGF with settlement

+4 for destruction of a different unit

+8 for destruction / capture of a village

+8 for gaining a vassal (A each New Year)

+12 for destruction / capture of a city

It can also be gained peacefully in Festivals.
For looting outside the rival's LGF => -4

Loss of 1VP (compared to the last round) => -4
-2 for buying twice as many units in 1 settlement (once)

-4 for re-roll of 2 own dice in COMBAT X for re-roll of 1 D6

-6 for attacker chooses 1 target in battle that is at the back

-8 for choosing the another rival

-10 for Mercenaries (A -1; only for allowed factions, in REAR-Trade)
-12 for units build twice in REAR-construction (1 round)

-14 for each unit has a capacity of 1 in MOVE-Special (1 round)

-16 for Corsairs (in REAR-Trade, for 1 unit)

VIC TORY A player can win in four ways. Achieving of the

Dominance / Might must be announced by the player. At the end of the next
round, a check is made, if successful and condition is met the game ends.

2 units LI
building

gold payment
Prestige held: [ @] gold payme

30+ PP:

+ building price -1
50+ PP:

+ double construction
70+ PP:

one of the MIGHT

objectives

Place a max 1 red token ( @) on the LGF:
- no more taxes and festivals from LGF
- pay always 1 grain to unlock sowing
- removal: complete settlement construction
Against a rival LGF with settlement: + 4 PP
Against any other LGF (never with your settlement): -4 PP

Only units can loot LGF.
Without connection to
CUS no profit.

Enter - only in the REAR-Trade. Olﬂy for Fast mode:

Exit - in the MOVE or COMBAT phase.

All buildings: max. 4 units building

Accelerated building for gold: build a quarter more = pay 1/2
of the cost of building in gold only rounded up.

® ® ﬂ

[ ] | [ ] | [ ] |
25% 50% 75% 100%
RE AR - TRADE (the other 15 tiles are intendedlti"::l ;fpllc)il:::/easm? aesrmgilelrl;
PRICE BUILDINGS TOKEN TIME

[O ]gold [minimum number of LI units] Game rounds
A(@ )PP (in REAR-Construction)

Cavalry -2
Mercenaries -2
other Unit -1
CU city -2
CU village -1

After a successful COMBAT - SIEGE:
village D
+4 X +0, = dock
[ []

TAXES,

[ O] gold income

Defeated undefended

settlement is seized. Double the price is paid for

+2 - :
a encircled unit or settlement.

Defeated defended
settlement is

. destroyed and looted
t6 X 40, —> village| X degraded.

FESTIVALS

[ @] PP income

port

The unit without connection
(FC) to the CUS must be
dissolved.

0%

city

REAR - FISHING
SUCCESS RATE

Fishing is always successful
(1 fish) in Basic mode.

Size can be selected:
small:  free of cost
double: -1 grain/village,
-2 grain/city

-2 grain/village,
-4 grain/city

1) SOVEREIGNTY: Truce, vassalage
with all players as the recipient / lord.
2) DOMINANCE: 10 Victory Points.
3) MIGHT: Two minor goals must be met.
A) control of 14 LGF
B) 7 CU settlements
C) 35 Agriculture Points
D) 2 CU cities
E) 70 Prestige Points
4) IMPORTANCE: Scoring after 5 years.

Condition: Winner must have enough commodities to feed all settlements.

DOMINANCE IMPORTANCE

Goal 10 Victory Points 1 EStFeélL%SF) @ pts)

Conquest / loss of a city +8/-4 B | LGF without CUS (4 pts)

Conquest / loss of a village ~ +4/-2 8 | LGF with CUS (6 pts)

tribute, redemption, vassalage +2 /-1 1 tribute (+ 5 pts)

New year - vassalage +2/-1 1 vassalage or redemption (£ 10 pts)

stolen/destroyed/lost herd +1/0/-1 in a tie: gold + cost of all stuff on

stolen/destroyed/lost grain ~ +1/0/-1 || the map

battle won/draw/lost: +1/0/-1

for eliminated units

(total counted for the New Year):
0-9 PP +0/-0
10-29 PP +1/-1
30+ PP +2/-2

For every valid truce, vassalage:
as recipient, lord - reduction by:
as payer, vassal - increase by:

2 VP,

2 LGF,

1 CUS,

5 AP,

1 CU city,

10 PP.

CU village +1

D6 must be rolled for each
SGF:

1 to 4 - success,

5,6 - nothing.

+2

432

village [2 units] CUport  F il

CU city +3

city [4 units]
(village upgrade)

In calm SGF you catch
1 fish, in stormy SGF
you catch 2 fish.

RISK OF
SHIPWRECK

settlement

432

each LGF +1/2 (rounded down)
condition: connection to CU settlement A with unit/settlement

dock [1 unit] 4 3 2

stormy
SGF

[VP]

shipyard

port [2 units]
(dock upgrade)

432

fortification [1 unit]
(max 1 per settlement)

432

35 AGRICULTURE POINTS
2 fish (1 AP)

1 stored grain (1 AP)

1 herd of sheep (2 AP)

1 herd of pigs / horses (4 AP)

1 herd of cattle (6 AP)

Information

Only Light Infantry units are allowed to build. More units build faster
(max. 4). Only a village with a port can be upgraded to a second city.
Building cancellation outside Combat +1. Only one construction on LGF.

Player Aid

during the game




