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EGYPT
Player may place 1 city

CANAAN

QATNA

Starts with one

YAMHAD

instead of 3 villages. Can safely pass Ships are 1 gold
They start without a through Roads and fortification token at pchea erg
herd of pigs and with 3 Desert. one village. per.
LI units.
AEGEAN MITANNI ASSYRIA BABYLON
Player may place 1 city
Ports reward +3 in Buying two LI units in Optional Mercenary instead of 3 villages.
TAXES or FESTIVALS | around rewards a third price: -10 PP A -1. They start without a
instead of +2. one for free. Cannot recruit LI units. | herd of pigs and with 3
LI units.
KASSITES HURRIANS HITTITES ELAM
Full brown LGF: +2 SDL
Looting in lowlands +4 (instead of +1 SDL). Light Infantry may (e B

PP (instead of -4 PP).

LGF with brown: +1 SDL
(instead of +0 SDL).

re-roll once for free.

START BONUSES - ORIENT

SLAVS

LI units can be sold
for +1 gold.
Full turquoise LGF:
+2 SDL
(instead of +1 SDL).
LGF with turquoise:

OSTROGOTHS

Can dismantle a village
for +4 gold. Only 1
unit needed to build a
village in 4 rounds.

HUNS

Start with 2 sheep herds,
2 horse herds, 3 LI, 3
Cavalry, 1 village, 5

grain, 7 gold and 7 PP.

They use Transhumance

ALANS

They can offer
ransom to the Huns
valid for the whole

game (paid once).

+1 SDL (Feeding - red mode).
(instead of +0 SDL).
BOSPOR VISIGOTHS ROMANS CONSTANTINOPLE

Ports reward +3 in
TAXES or
FESTIVALS instead
of +2. Start with
fortification token at
two villages.

Every time a Roman
buys Mercenaries,
receive +2 gold. Can
dismantle a village for
+4 gold. LI may cross
impassable (black)
borders in mountains.

Every village on the
Danubius starts with a
fortification. Can cross

the Danubius at any

time. LI may only be
bought in recruitment.
Vassal of Constantinople.

GF available to 1 player.

They place 1 city
instead of 3 villages.
They start without a

herd of pigs and with 3
LI units. They are the
lord of the Romans.

START BONUSES - HUNS - P3 - 10
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VERY LOW
MORALE
(0-9 PP)

every min.l - max.5
units lose 1x sword
(effect stacks)

AVERAGE
MORALE
(30-49 PP)

for every 4 units
(defense):
+ 1 shield in the vanguard

LOW MORALE
(10-29 PP)

no effect

HIGH MORALE
(50-69 PP)

for every 4 units (defense):
+ 1 shield in the vanguard
against a rival (offense):
for every 3 units: +1 sword
against a non-rival (offense):
for every 4 units: +1 sword

VERY HIGH
MORALE
(70+ PP)

for every 3 units (defense):
+ 1 shield in the vanguard

against a rival (offense):
for every 3 units:
+1 sword

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

UNIT MORALE

WITHOUT
COMMANDERS

no bonuses work
except terrain
bonuses

AVERAGE
COMMANDERS

purchase -4,
salaries -2

+ each unit can

(starting situation) re-roll 2x
BAD BETTER
COMMANDERS COMMANDERS
purchase -6,
purchase -2, salaries -3
salaries -1
+ each unit can re-roll
no effect 1x for free

BRILLIANT
COMMANDERS

purchase -8,
salaries -4

+ each unit has a capacity
of 1 in MOVE-SPECIAL

LEVEL OF COMMAND - 12



9[11eq JO pUNOY g o b . . =
Multicolor LGF - roll D6 for each| position: 1,2,3 - yellow/green X 4,5,6 - brown/turquoise (marked with a red token). d
Reinforce- | =
T LEFT CENTER RIGHT ments. | =
JUSISAJOAUL .
aNv (max. 5 units for yellow/green LGF, (max. 6 units for yellow/green LGF, (max. 5 units for yellow/green LGF, c;)
aAnEnIU] max. 3 units for brown/turquoise LGF) max. 4 units for brown/turquoise LGF) max. 3 units for brown/turquoise LGF) —
soeye .
syueydo[/A1jRARD EnWterlng / Reser‘ves
ANV : f o~ P e P
wonsod uy Losses (3 units on the board for each unit from map)
juswkordeg
War Elephants Cavalry Escape
vg?;‘:{fogfsgg‘l’gj Round up for 2 units,
SIQUINU WU round down for 1 unit Start with 50% energy. Energy: combat in battle round -25%,
aNVv Reserves in battle round +25%.
syun Suryuy




Rese

rves in battle round +25%.

AND
g Multicolor LGF - roll D6 for each| position: 1,2,3 - yellow/green X 4,5,6 - brown/turquoise (marked with a red token). losses
2 | Rei
einforce-
o LEFT CENTER RIGHT s
I X . . nterception’
— (max. 5 units for yellow/green LGF, (max. 6 units for yellow/green LGF, (max. 5 units for yellow/green LGF, Move?
- max. 3 units for brown/turquoise LGF) max. 4 units for brown/turquoise LGF) max. 3 units for brown/turquoise LGF) Reinforcements?
Entering / Reserves NO
i 4 £ Victory?
(3 units on the board for each unit from map) Losses — YES
Escape Cavalry War Elephants
Round up for 2 units, Victory Points
Start with 50% energy. Energy: combat in battle round -25%, round down for 1 unit AND

Prestige Points



