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Hispania describes 1,500 years of Spanish and Portuguese history, from 320 BC to 1200 AD. During this period, many
peoples and empires invaded Hispania. Many of these peoples or empires, called «Nations» in this game, tried to colonize
or conquer Hispania.

But the new conquerors couldn’t hold on to their power for long. They were, in turn, defeated by other invaders. The game
ends after the great migrations, at the dawn of the Reconquest of Muslim Hispania by its Catholic half.

In Hispania, each player controls several different Nations. During the game, the player accumulates victory points with
each of his Nations. The player with the highest number of victory points at the end of the game wins.

There are specific rules to ensure a succession of historical events. The rules are therefore divided into several parts: basic
rules suitable for the general case, and special rules specific to each Nation and to certain cases. It is preferable that all
players know the specific rules, even those of Nations they do not control, in order to understand the possibilities of other
players.

In this version of the rules (v3.0), the organization and layout have been completely revised, in particular to take account of
the new features introduced by the digital version of the game.

NB: In this game about Hispania, we’ve decided to translate most nation and region names into Spanish (except in the spe-
cific case of names from antiquity or changed because they’re too modern). For ease of reading, the rules may use the Engli-
sh equivalent of the Spanish name (e.g.: Vascos are the Basques), only when necessary (e.g.: Aragon is written the same way
in both languages), with the lexicon indicated in the presentation of the nations (part I below and reminder in section 11).
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The map shows Hispania (Spain and Portugal). It is divided into
40 Hispanic regions and 3 off-map regions (Aquitania, Septima-
nia, Africa). Each region on the map is marked with its name, a
number in a coin (its income, if any, see Chapter 2) 9 and, in
some cases, the figure 1 preceded by a + or - sign (modifying
its stacking limit, see Chapter 4) 11 or a city site 10. All regions
have a name.

Mountainous regions (difficult terrain) 2 feature mountain relief
patterns (e.g. the Granada region). Movement is limited (except
for mountaineers), as is stacking.

The mountainous regions are: Galicia, Asturia, Cantabria, Viz-
caya, Leon, Duero, Numantina, Pyreneus Occidentalis, Pyre-
neus Orientalis, Atienza, Lusitania, Alcantara, Avila, Cuenca,
Albarracin, Castellon and Granada.

There are mountain passes 28 between certain regions (e.g.
between Septimania and lllerda, or between Cartagena and
Baetica), which allow you to pass between these regions as if
between areas of clear terrain, but the battle engaged after pas-
sing them will have a special ambush phase before its normal
resolution (see combat).

The dotted paths 7 in Cuenca and Vizcaya represent valleys
conducive to movement and allow these areas to be conside-
red as clear terrain (for movement only) if, for Vizcaya, you enter
from Pamplona and/or Burgos; and for Cuenca, you enter from
Valencia, Saragossa and/or Guadalajara (see Movement below).

There's a region of marshes (difficult terrain) 3, with a pattern of
swamps, the Algarve. Movement is limited here, as is stacking, as
in mountainous regions, with the exception that ‘Mountaineers’
type units have no effect or benefit in it.

The other regions are known as «clear land», “clear” or «plains» 1
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(the terms are used interchangeably).

Three islands (Mallorca, Minorca and Ibiza, with clear terrain) 12
also belong to Hispania (but are not considered ‘mainland’ or
‘continental’ — both terms used interchangeably - see control of
regions below).

The Tingis region (clear terrain) does not belong to Hispania. It
can, however, be included in the calculation of control of the Sur
(South) Zone. Some special rules apply (see Chapter 9).

The regions of Africa, Aquitania and Septimania do not belong
to Hispania. They are simply represented as border regions from
which nations enter Hispania (see Chapter 9).

The arrows connected by dashes and boats between Africa and
Malaca; Tingis and Gades; Valencia and Ibiza; Mallorca and Ibiza;
Mallorca and Minorca; Ibiza and Denia indicate sea straits paths
4 that are easy for land units to cross (and therefore allow land
movement, see Movement below). ;

k
Several rivers 5 are represented on the map: the Iberus and Mi-
nius in the north, the Durius and Tagus in the center, the Baetis:
and Singulis in the south and the Sucro and Thader in the east’
They influence combat, but not movement. A river always sepa-

rates regions. F

Regions in which Nations can land (if they can move by sea or
are initially deployed at sea) have a visible unbarred «anchor 16.

(see next) 18 have a colored background under the
lines, and the Theater name is printed on the.mag
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A colored line separates the 4 <Zones» on the map: Norte (Nor-
| th), Centro (Center), Este (East) and Sur (South).
These Zones are made up of the following regions:

" Norte: Galicia, Oporto, Duero, Asturia, Cantabria, Leon, Palen-
. cia, Burgos, Vizcaya, Numantina, Pamplona, Saragossa, Pyre-
seus Occidentalis, Pyreneus Orientalis and Osca.

: Termes, Tago, Lusitania, Alcantara, Salamanca, Sego-
ila, Guadalajara, Atienza, Cuenca, Estremadura and To-

Este: Cartagena, Denia, Calatrava, Valencia, Albarracin, Castel-
lon, Dertosa, Tarraco, lllerda, Barcino, Ibiza, Mallorca and Minor-
ca.

There are 4 ‘urban’ regions on the map, one per Zone, which
have a square with a Roman city design. These are the only areas
where cities can be built in the game (no such restrictions for
Forts and Castles).

Certain Nations score victory points according to these large
zones.




Each counter includes :

= the name of the Nation to which you belong (name in
Spanish, yellow names are for Royal Guards units) ;

= a picture representing its type of unit;

= a symbol (a.k.a. emblem or coat of arms) specific to each
nation

= from one to three grey balls representing its life points

= a symbol for specific units (knights, cavalry, elite, moun-
taineers, veterans, royal units).

= Name for leaders, and the turns they are in the game.

Please note: some nation or leader names may resemble
the names of other nations or regions, leading to confusion.
To avoid any risk of error, NATION names are always written
in SMALL CAPITALS on the lower part of the counter, while
leader names (on the counters) are always in italics.

Different types of counters are available:

Infantry: picture of foot soldier. Infantry is
the predominant unit type. All nations, except
those with

-~ ¥4 Elite units, have them.
VISIGODOS

Elite: picture of foot soldier, plus diamond
symbol in a circle.
Only 3 nations have them (and no normal ba-
A sic infantry): Roma, Almohades, Almoravides.
WMIACLUMLIN Flite status is permanent, unless otherwise
indicated on the nation sheet (case of Almoravides in later
turns; in which case the status is then ignored). They roll
black die in clear terrain and move faster (3 MP) than infantry.
Roman elite also roll black die in sieges.

Roman veterans (different picture than
Elite, plus laurel symbol around the Elite icon)
are Elite units with the extra ability of rolling
black die in difficult terrains.

Royal Guards: picture of foot or horse sol-
dier, plus diamond symbol in a circle and the
Hispania gold eagle..

Only some nations have them: Visigodos,
Suevos, Francos, Vandalos, Omeyas, Castil-
la, Sevilla, Aragon, Leon, Navarra. They are
equivalent to Elite units for movement (8 MP) and, in combat,
those units roll black die in all cases, including in difficult
terrain attacks.

NAVARRA

Knight: picture of a mounted knight, plus
crest in a circle.

Only 7 nations have knights: Francos, Ara-
gon, Castilla, Leon, Navarra, El Cid, Cruzada.
FRII7ADA
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The Elephant unit of Carthago is conside-
red equivalent to a Knight for all game purpo-
ses.

CARTHAGO They have a combat (black die) advantage
in all terrains, :
but are slow (2 MP) and are hit first in difficult terrains.

Cavalry: picture of a rider, plus a horse's
head at in a circle.

The following nations have cavalry: Cartha-
go, Roma, Vandalos, Alanos, Omeyas, Sevil-
la, Badajoz, Zaragoza. They have a combat
(black die, hit last) and movement (4 MP instead of 3) ad-
vantage in clear terrain, but are hit first in difficult terrains.

Mountaineers: those units are infantry that
is familiar with mountains. They bear a moun-
RN tain icon ( ).
9 e
N\BRIC Ol The following nations have them: Gallegos,
Cantrabria, Vascos, Lusitania, lberos, Nu-
mids (mercenaries — also avalry - hired by Roma and Car-
thago), Berbers (mercenary infantry hired by Omeyas, Almo-
hades and Almoravides). They have a combat and movement

advantage in mountains.

Castle: picture of a castle on a hill in a circle
counter.

The following nations have castles: ARA-
GON, ALMORAVIDES, BADAJOZ, CASTIL-
LA, GRANADA, EL CID, FRANCOS, LEON,
OMEYAS, NAVARRA, SEVILLA, VALENCIA
and VISIGODOS.

If a castle is destroyed, the counter is flipped
over, revealing its «burnt/ruin» side (indica-
ting that it can be rebuilt if the owner of the
region has an available castle in its pool).

City / Royal City: picture of city in a circle
counter.

The following nations have cities: Carthago,
ROMA and HISPANIA.

The following nations have royal cities: VI-
SOGODOS, OMEYAS and SEVILLA ;
Important: a city or capital never counts in_
the stack, unlike a fort or castle. -

If a city is destroyed, the counter is flipped
over, revealing its «burnt/ruin» side (can be
rebuilt if the owner of the ruin has a C|ty or
capital counter available).




Fort: picture of.a Roman fort.

Only ROMA and HISPANIA (which uses
Roma ones) have them. If a fort is des-
troyed, the counter is flipped over, revealing
its «burnt/ruin» side (cannot be rebuilt or
counted towards control of the region).

Mountain Stronghold: picture of a fortified
village on a hill.

The following ANCIENT nations have them:
Gallegos, Vascos, Cantabria, Celtas, Lusita-
nia and Iberos.

They behave exactly like forts with the exception that they
can be rebuilt, but only in mountain regions.

%
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CANTABRIA

Leader: portrait of the character. The lea-
der’s name is shown in italics, along with the
turn(s) he is in play.

!' Nations sheets and game aids

Nation Cards are supplied with the game (one per Nation).
These cards contain most of the information concerning
- each Nation: arrival of certain reinforcements, special rules,
victory points, etc...

Each player has a Game Aid containing various information
~ to make the game easier (special rules, events, counter sta-
{1 cks, reduced map, etc.).

Income markers: drawing representing the
silhouette of the people. It is placed on the
income track (on the map) to record the trea-
sure accumulated by each Nation. Some
Nations do not need to use this marker (Car-
thagO, ROMA, VANDALOS, ALMORA-

Some nations have the possibility to accu-
mulate more than 5 Gold per turn, the marker
is flipped back to its side showing the +5
value.

Event markers: on the front side, to keep
them hidden from other players, the Hispania
eagle is indifferently displayed. On the back
side of hese orange counters, you can see a
drawing, a number and a title to help identify
them (see Optional Rules for each detail).

Christian/Muslim distinction

Muslim nations are those whose emblem (shown on their
counters) features a crescent: ALMORAVIDES, ALMO-
HADES, BADAJOZ, GRANADA, ZARAGOZA, SEVILLA,
OMEYAS, VALENCIA.

All nations without a crescent are considered Christian from
turn 11 onwards (when the Arab-Muslim Invasion takes
place).

Historical note: the Council of Toledo in 589 marked the re-
cognition of Catholicism as the official form of Christianity in
Visigothic Spain.

The Christian/Muslim distinction is historic. It is important for
the victory points of certain Nations and for the optional «Ad-
vanced» rule (see 14.8).

The Turn marker is placed on the Turn track
(to be moved one square at the end of each
turn).

e

6-sided dice are used for everything other than combat (un-
less you're playing advanced combat, in which case you'll
need D10s, not supplied). Special white (18) and black (12)
dice are used for combat. They are as follows

There are two types of battle dice: white and black. Their
sides can be empty or show 1 or 2 arrows, or show a skull.
Each arrow obtained counts as a hit, a skull is an elimiination

result.
White die [ gl:: I;ffelc?t
e 3 no effect L
) 2 one-arrow
{ 2 one-arrow Q
1 two-arrows
1 skull

1 skull




7. Order of Yy

Hispania is divided into game turns. A turn represents a
historical period of between 10 and 500 years, depending
on the number of events during that period and its tempo.
During a turn, all Nations with units on the map (including
newcomers) can act according to the Nation order descri-
bed below.

In its game sequence, each Nation follows the following

phases (number indicates the rule section with the details):
1. Income calculation (2.)

. Placing new units (3.)

. Movement (5.)

. Stacking limit control (4.)

. Combat (6.)

. Counting combat victory points (8.)

. Stacking limit control (4.)

. Population limit control (7.)

O~ 0 WN

Each phase strictly concerns the Nation concerned (and not
all Nations played by the same player in that same phase).

After a Nation has played its phases, the next Nation on
the Order of Nations list takes over. When all Nations have
played their phases, certain victory points are counted (see
8.).

Any Nation transformations, end of Nation submissions or
unit withdrawals are carried out as specified in each Nation's
file. Those events usually happen at the end of a turn, most
often — but not always — after any Victory Point collection (if
any).

The turn is then completed and the turn marker is moved
forward one square.

A. Phases for each Nation (see above)
B. Counting victory points (8.)
C. Transformation, end of turn, withdrawal of units (see
each Nation sheet)
D. Turn marker advance

Order of Nations

OO~ 0 WON =

. Carthago (Carthage)

. Gallegos (Galiciancs)

. Cantabria (Cantabrians)

. Lusitania (Lusitania)

. Vascos (Basques)

. Celtos (Celts)

. Ibéros (Iberians)

. ROMA (ROME)

. Hispania (Hispano-Romans)

10. Vandalos (Vandals)

11. ALANOS (ALAINS)
12. SUEVOS (SUEVES)
13. Visigodos (Visigoths)
14. Byzancio (Byzantium)
15. Omeyas (Omeyas)

16. FRANCOS (FRANCS)
17. ARAGON

18. Badajoz

19. Zaragoza (Zaragoza)
20. Navarra (Navarre)

21. LEON (LEON)

292. Castilla (Castile)

283. Sévilla (Seville)

24. Valencia (Valence)

25. Granada (Grenade)
26. EL CID

27. Almoravides

28. Cruzada (Crusade) - (Extended Game only: scenario E)
29. Almohad - (Extended Game only: scenario E)

A nation with no units yet, or none at all, is ignored.

Example: ROME is not in play at the start of s

and E.




With the income collected, the Nation can
spend its Gold to buy new units. Any uns-
pent gold is placed in reserve, as indicated
by the pawn's position on the treasure track
(maximum 5 gold, 10 for some nations).

2.1 Revenue collection

A Nation, at its sequence of play, must first calculate its inco-
me. It receives income from all the regions it controls, where
it has at least one military unit of any type (except a Ruin or
~ alone Leader).

\3 A region’s revenue is the number printed on it.

Example: 2 Gold in Valencia, 1 Gold in Mallorca.

. The number of units present does not affect income. Reve-
nues from all regions are added together.

Please note: the +1 or -1 numbers in some regions refer to
stacking (see Chapter 4).

_ Example: at the start of his sequence, GALLEGOS has units

" in Galicia (revenue 1), Asturias (1), Leon (1) and Palencia
" (1), adding up to 4 Gold. As it had 2 Gold left in reserve from
" the last turn, it now has 6 Gold to spend.

4

& A Nation can voluntarily renounce all or part of its income.
Special cases :

% - Four nations never collect gold: Carthago, Roma, Vanda-
| los, Almoravides.
5

- Byzancio receives only half the normal income (rounded up
| tofull value if 2).
Historical note: the remainder is levied by the Eastern empe-
__ror as imperial taxes!

~ - VISIGODOS and 'OMEYAS only receive income from re-
gions with castles and subject nations tributes. In some turns
they also receive off-map income from Aquitania and Africa

i )Subjugated nations (Y2 income, below) and suzerain na-
‘ I tions (V2 income, above) (see 2.2 and 9.6)

] - Some Nations receive their income only after a certain turn
~ (see the indication on their Nation Card).

»
y

Y
g:Off map zones (Aquitania, Africa, Septi-
mania) may bring income to some nations
) during certain turns (see Nations cards). A
marker to place on the board, with the na-
tion, the turn(s) and the value is available as
i." a reminder.

|
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2.2 Nations income

Subjugated nations collect half their income - rounded down
to the nearest whole number - on their turn, for the duration
of the game.

their income phase.

The VISIGODOS or OMEYAS suzerain Nation immediately
receives the other half of the income - rounded up to the
nearest whole number - (i.e., every time a subjugated Nation
collects its income). (see 9.6)

If the addition of the submissive’'s income causes the suze-
rain nation’s treasury to exceed 6 Gold, the suzerain nation
can immediately purchase a new unit. This unit is placed next
to the card and will be placed during the suzerain nation’s
placement phase, as a reinforcement.

Example: VISIGODOS has submitted to VASCOS. The
VASCOS collects 4 Gold: 2 are given to the VISIGODOS,
who has already set aside 4 Gold (making 6 Gold in all). As
the treasure track is capped at 5, the VISIGODOS imme-
diately acquires a new Infantry (the only type of army he can
buy). He can place it in his sequence of play.

The VISIGODOS' treasure increases to 1 Gold (6 minus the
5 cost of the acquired unit). Alternatively he could decide to
leave the treasury marker at 6 (on the +1 space of the track
and marker showing the +5 on its back side).

2.3 Purchase of new units
Only the following units can be purchased at a cost of :
Infantry/Stronghold 5 Gold

Kngith/Guards 7 Gold

Castle/City/Capital 9 Gold

Cavalry, Elite, Roman Forts and Leader cannot be pur-
chased. They appear only as Reinforcements, as indicated
in the rules for each Nation (see 3.2), or following the play of
an «Army» event counter (see 10.3).

Each Nation can only buy available units (the unit limit is
shown on its Nation Card (bottom left).

Example: GALLEGOS has a limit of 7 Infantries (maximum).
He can buy Infantry, but without exceeding this maximum limit.

Example: CASTILLA has the following regions: Burgos (2),
Leon (1), Avila (1), Palencia (1), Salamanca (2), Atienza (1),
Alcantara (2) and Segovia (3). That makes him 13 Gold in
income. With the 2 Gold set aside in the previous turn, the
total available is 15 Gold.

CASTILLA can buy a castle (worth 9 gold, 6 gold left), or a
knight (8 gold left), or two infantries (5 gold left), or 3 infan-
tries (0 gold left).

If she doesn’t want to buy any units, she can only set aside
10 Gold (the 5 s-ulus Gold will be lost).

s . Puuite i o




2.4 Treasuries and Gold Accumulation

No Nation may give or lend gold to another Nation, even
those controlled by the same player (exception: Nations sub-
ject to 9.6).

Most Nations can reserve up to: 5 Gold.

Except :
Nations with Knights or Castles can reserve up to: 10 Gold.

Their Gold marker (the one with a purse) has a
«+5» inscribed on the reverse.

These Nations are: Aragon, Badajoz, Castilla,
Francos, Granada, Leon, Omeyas, Sévilla, Va-
lencia, Visigodos, Zaragoza.

Gold accumulated beyond the reserve limit is lost.

The Gold marker is placed in the box corresponding to this
reserve on the card’s income track. The marker is returned if
more than 5 gold are allowed.

Example: 6 gold reserves are represented by placing the +5
marker on the «1» square of the income track.

All Nations start at 0 Gold.

Reminder: 4 nations never collect gold: Carthago, ROMA,
VANDALOS, ALMORAVIDES.

There are 2 ways for a Nation to acquire new units: by pur-
chase or by reinforcement. These new units are placed on
the map.

3.1 Purchasing placement

New units purchased must be placed in a region controlled
by the Nation at a rate of 1 _new unit per region (and only
one). New units can only be placed in regions that respect
the stacking limits (see 4. and exception below).

Cities and Castles can be placed (if purchased) in addition
to the 1 unit limit.

The Nation is allowed to temporarily exceed the region’s sta-
cking limit by 1 unit (and only one) when placing new units.
Units can then move and attack.

Example: CASTILLA buys 2 units. It may place its 2 units in
the regions it controls, but may not place them together or
exceed the maximum stacking limit by more than 1 unit. The
Burgos region, currently CASTILLA’s capital (4.1), already
contains 4 units (maximum stacking: 3+1). One unit can be
placed there as a reinforcement; the second unit must be
placed elsewhere.

g7
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Let’s assume that Avila already contains 3 CASTIL
following a retreat (see 4.4). As the stack has alreac
exceeded (3 units instead of 2 in the mountains),
CASTILLA units can be placed there.

Should a nation be in a situation to buy more units that it has
regions to place them, the purchase of new units is strictly
limited to 1 time the number of regions (so no extras, the
gold is kept, if possible).

3.2 Placing reinforcements

The «Arrival / Reinforcements» sheet (and the Nation sheets)
shows the arrival and number of units of each Nation each
turn. Reinforcements always arrive, even if the Nation has no
units left on the map.

ROMA and OMEYAS receive a variable number of units.
This number is linked to the number of units already on the
map. Each unit on the map is deducted from reinforcements.

Historical note: this means that some nations had their
political center outside Hispania. They engage only a li-
mited number of troops (though they concede a minimum
troop strength when their invasion runs into difficulties).

Example: On turn 5, ROMA can receive up to 13 Elites. If
ROME has 13 or more Elites on the map, it gets nothing. If
she has only 10 Elites, she receives 3 new Reinforcements ﬁ
per sea. If she has only 6 Elites left, she gets 7, and so on...

Example: on turn 12, the FRANCOS receives Leader Ro-“'&
land. He must be placed in Septimania. On turn 13, at the
start of his sequence of play, the FRANCOS removes Ro-
land (if he has not already been eliminated). If Roland is
alone in his region, the FRANCOS cannot place any new
units there (since he has no units in that region). i

Reinforcements are placed in the same way as purchased
units, in phase 2, with no stacking limit.

Reinforcements usually arrive via one of the non-Hispanic
zones (Africa, Aquitania, Septimania) or by sea.

Aquitania / Septimania

Reinforcements entering from Aquitania or Septimania move
as normal. They are first all placed, without stacking limit, in
these zones. They must then leave them during their move-
ment phase. These zones do not count towards the move-
ment limit.

Exceptions: Visigodos in turns 6-8, Francos in turns 9-15
can move and/or retreat in these regions without constraint.
On turns 16-21, Navarra may enter and/or leave Aquitania
without constraint, and the same applies to Aragon in Sep-
timania.

Example on turn 6, SUEVOS receives 1 Elite, 13 |
nd Leader Hermerich in Aquitania. In its moveme ;
all its units must leave Aqunanla

FE =




Africa

Units arriving from Africa can only pass through Malaca
(which is counted as part of their movement) or enter from
Africa to Tingis. They can continue moving after this initial
move. Units may continue to move afterwards. Only the Van-
I dalos can station units in Africa on turns 6-9 (from which
point it is assumed that they can attack the 3 Balearic Islands
regions without constraint or movement cost).

. Sea

If reinforcements arrive by sea, they must land in a coastal
region adjacent to their sea of arrival (which is counted as
part of their movement). These areas have an anchor symbol
as a reminder.

|
2 $
%— When reinforcements are indicated as arriving «at sea», they
~  arrive via the Mediterranean, which comprises 3 zones (Si-
~ nus Gallicus, Mare Mauretanicum and Columnae Herculis).
Unless otherwise specified, the placement of reinforcements
: } in these seas is free (the player can distribute them as he
|
|

, Mediterranean are :

For arrival in Sinus Gallicus: Taracoa, Dertosa, Ibiza, Mallor-

ca, Minorca

For arrival in Mare Mauretanicum: /biza, Mallorca, Minorca,

. Valencia, Denia, Cartagena, Malaca.

For arrival in Columnae Herculis: Malaca, Tingis, Gades,
- Onuba.

wishes). The regions where it is possible to land from the

~ Arrival at sea in the Atlantic (Mare Gallicum, Mare Cantabri-
" cum and Mare Lusitanicum seas) is not possible and it is
| | forbidden to move in these seas. The Atlantic coastal regions
are all off-limits to landings (barred anchor - see Exception
'\ for Crusade and Vikings).

I Play notes: Barcino, Castellon, Granada and Algarve are
! on the Mediterranean coast, but disembarkation is im-
~ possible (crossed-out anchor symbol).

' Exception: if the Nation holds Naval Supremacy during this
" turn, the player can leave units at sea (see 5.6).

%’ple: On turn 19, ALMORAVIDES receives units in Afri-
ca. The player cannot leave units in Africa, but must enter
~ Hispania via Gades (after conquering Tingis) or Malaca.

h
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3.3 Leaders
A Leader always appears as reinforcement. If the region of
. placement is not specified, the Leader is placed in any re-
% gsi‘on controlled by the Nation.
Y
Y
1 A Leader remains in play for 1 or 2 turns. He
disappears at the start of his Nation's next
turn, or earlier if he is killed in combat (stack
completely destroyed).
" ARAGON Y )

ception: the Leader (King) of CASTILLA Alphons (Al-
se-VI) remains in play for 3 turns.

"’A 5 ‘l‘ :’p’ R &

Example: Leader El Cid (EL CID Nation) appears on Turn 17
for 2 turns. He disappears on Turn 19, at the start of the EL
CID Nation's turn.

4. Dhacking lmit

Each region can contain a limited number of units (2 or 3,
depending on the terrain). In addition to basic stacking, cer-
tain stacking bonuses or penalties exist (+1 or -1) to repre-
sent larger/developed or smaller/desolate regions.

4.1 Basic Stacking Limits

The number of units that can stay in an area depends on the
terrain:

- Clear : 3 units

- Difficult : 2 units

Exceptions:
Some regions of Hispania have the 1 number preceded by a

+ or - sign to indicate a special stacking limit (the number in
brackets below indicates the modified value).
- 1 unit: Ibiza (2), Calatrava (2), Estremadura (2)
- +1 unit: Granada (3), Toletum (4), Sevilla (4), Cordoba
4)

4.2 Stacking Count

Each unit counts as 1 (including Mountain Strongholds, Castles
and Roman Forts, but excluding Cities). There can never be more
than one Stronghold, Castle, City or Roman Fort per region. Ci-
ties can only exist in areas where there is a site and no Castle or
Roman Fort (and none of those can be created there once there
is a city).

Leaders never count towards the stacking limit.

Only the units of the activated Nation are taken into account (re-
gardless of the number of enemy units before the battle).

4.3 Capital bonus

Each Nation can declare one of its regions as its capital. This
capital can contain 1 unit more than normal - 3 units in a difficult
region (4 in Granada), 4 in a plain region and up to 5 in Toletum,
Sevilla or Cordoba.

This declaration can be made at any time, even during another
player's sequence of play. Should the former capital still contain
more units than the authorized stacking limit, the surplus units
must be removed immediately.

Example: Galicia (mountain region) is declared the capital
of SUEVOS. This region can now contain 3 units (mountain
2 + capital 1). If the neighboring region of Oporto is later
attacked, the controlling SUEVOS can declare it its new ca-
pital. He can then place 4 units there (plain 3 + capital 1).

Clarification: the term capital here is not to be confused with
the Capital City marker (which is a city with extra bonus,




identified by its name in yellow color and the Spanish eagle
on it). However, when a capital city is present on the map,
the owning nation can only declare as capital region the one
that holds the capital city marker.

4.4 Attack bonus

When a Nation invades another Nation’s region, it benefits
from a stacking bonus:
- +1 attack bonus (hormal case).
- bonus +2 if the Attacker has a Leader, or if he benefits
from the «Invasion» event.
- stacking is unlimited when a Nation benefits from Reli-
gious Zeal (OMEYAS, ALMORAVIDES) or a special rule
(Cf. 9.9).

Attack bonuses are not cumulative. The maximum total is
however +2 units (except in the case of unlimited stacking).

Example: The ALANOS player attacks Segovia, which
contains 2 enemy units. Segovia's stacking limit is 3 (plain),
so the player can attack with 4 units (3+1). This maximum
rises to 5 units in the event of an Invasion or if he has a
Leader in the area (3+2). If after combat, more than 3 units
remain in Segovia, the player must remove the surplus units
(unless he declares Segovia as his capital, to have 4 units
there).

4.5 Stacking limit check

The stacking limit is checked twice:
- at the end of the movement, taking into account any
attack bonuses in the areas attacked.
- at the end of attacks: idem, but this time without taking
attack bonuses into account.

During movement, an unlimited number of units can pass
through the regions of the played nation (and its subjugated
nations) (Cf. 5).

Example: Valencia can usually contain 3 units (plain). Du-
ring movement, the player passes through Valencia, which
belongs to him, with 6 units. But he wishes to leave a total
of 4 units behind (without declaring this region his capital).
After movement, he must remove 1 army (surplus of one unit).

If, on the other hand, Valencia contains opposing units, the player
benefits from a +1 unit attack bonus. He therefore does not have
to withdraw the unit before the battle. If he wins the battle without
any losses, he will have to withdraw the unit, as he will no longer
benefit from his attack bonus. He can, however, declare this re-
gion as his capital (after the battle).

After combat, units from a single nation remain in the area (see
6). The stacking limit rule applies normally. An attacker who has
exceeded the stacking limit during his attack must withdraw any
units exceeding the maximum stacking limit.

Reminder: the Attacker can declare his capital region imme-
diately to the conquered region if he wishes to benefit from
the +1 unit stacking bonus (Cf.4.3).
4.6 Retreat Stacking Exception

T

If an army has to retreat to an adjacent region (Cf. 6.6), the
player is temporarily allowed to exceed his stacking limit by
1 unit (in the same way as for a newly created army, Cf. 8.1).
In this case, no other army may retreat to the same region.

This army must be moved in the Nation’s next movement
phase to respect the stacking limit. This rule also applies to
the capital: retreating to a capital exceeds the normal sta-
cking limit by 2 (1 for the capital, 1 for the retreat).

Example: CASTILLA can retreat an army to Avila, which
already contains 2 units (mountainous region). No other unit
can retreat to Avila (unless it is declared the capital).

A player may move as many units of the activated nation as
he wishes in his movement phase (all, some or no army).
Units move from one region to an adjacent region with a
common border.

5.1 Ability to move

Units have a movement capacity expressed in movement
points (MP). The number of regions a unit can cross in a row
depends on its type:

- an Infantry, an Elephant or a Knight have 2 MP

- an Elite has 3 MP

- a Cavalry has 4 MP

A Leader increases movement capacity by +1 MP. Alone, he
can move 4 MP.
Cities, Roman forts, Strongholds and Castles never move.

Each region costs 1 MP, but some cases cause movement
to stop, as shown below.

Roads see Optional Rules 10.4 (recommended). Clear ter-
rain regions with a road marker cost half the normal MP, and
roads cancel the need to stop in mountains.

Mountains and Marshes (Stop)

A unit must always stop (regardless of its movement ca-
pacity) when entering a mountain or marshes area. Unless
accompanied by a Leader (Cf. 5.2). The valleys / mountain
roads (dotted lines) in Vizcaya and Cuenca make these areas
clear terrain for movement (only on certain routes along the
dotted lines, see map description above).

Exception: Mountaineers (bearing the icon): these
units can continue without stopping in the mountains.

Rivers and passes have no influence on movement.
Other Nation (Stop)

An army must also stop when it enters a region co@}i—ning '
another nation’s units (even if played by the same player).
RS i




Exceptions:
= A Passage in Force allows you to cross and go

beyond (Cf. 5.3 below). In these areas, combat takes
place after the movement phase.

= The regions of the subjugated Nations are «friendly»:
the army can cross these regions without stopping.

. Movement points cannot be held in reserve for subsequent
turns, nor can they be transferred to other units (of any type).
During movement, there is no stacking limit. At the end of
the move, however, stacking is limited (see 4.5), whether the
region is friendly or enemy.
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Example: 1 infantry unit is in Segovia. In its movement
phase, it can move to Guadalajara and then to Toletum (but
no further). If there is an enemy unit in Guadalajara, the in-
fantry must stop there. If the infantry moves to Avila instead
of Guadalajara, its movement ceases immediately, as Avila
is a mountainous region (unless accompanied by a leader).

- ZARAGOZA
alencia =y
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‘ ,* Standard and Special Stacking Examples:

- Yellow Player

* Cuenca is a mountain region, so it can contain maxi-
m 2 units.

astellon can also contain 2 units (mountain), but if
clare capital by Zaragoza, it can hold one more (so
3 units).

en Player

1cia can contain 3 units (plain).

ava is a plain (8 units normally) but has a -1 sta-
, ~ "(

i

.
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cking modifier (the red -1 in the square), therefore
only 2 units can be there.

Blue Player

Guadalajara can contain 3 units (plain), and the castle
there counts as one of them (so only 2 infantries can
be there in addltion)

Toletum is a plain (3 units), but has a +1 size mod-
fier, so can hold 4 units. It is also a city side, and has
a valid city counter (cities cost O in stacking) which
provides an extra +1 stacking modifier, so the VISI-
GODOS there can be up to 5 units.




5.2 Leaders

A unit moving with a Leader for its entire movement can move 1
additional MP. (i.e. 3 MP for Infantry, Elephant and Knight, 4 MP
for Elite and 5 MP for Cavalry).

A Leader (and his units) may cross a mountainous region wit-
hout stopping. He must, however, stop as normal when ente-
ring a region occupied by another nation (see 5.1).

A leader who moves alone has 4 MP and is not stopped by
difficult terrain.

Example (continued): Infantry in Segovia can move with a Lea-
der to Cordoba, provided there are no enemy units in Guada-
lajara and Toletum. Infantry can also move to Asturia via Palen-
cia and Leon if they contain no enemy units.

A leader can take with him or leave behind units that have not
yet moved. His ability to move will be limited, at most, by the
units he has under his command at the start. A unit left behind
cannot move afterwards, even if it has movement remaining.

Example: a leader begins his sequence of play in Denia with
a cavalry unit. He can move 5 pro- vinces with this unit. He
crosses Calatrava and picks up 1 Infantry (which thus acquires
a capacity of 3 with the Leader), then moves on to Toletum,
Estremadura and finishes in Badajoz, as the Infantry can go
no further. If he leaves the Infantry there, he can continue with
the Cavalry to Tago (6éme movement) via Vettonia or Lusitania.

5.3 Passage in Force

This is the only exception that allows units to cross an enemy
region without stopping.

If the Attacker moves (and leaves behind) twice as many units
in the attacked area as the Defender, the defensive units are
considered «neutralized».

The Attacker can now move freely through this area with other
units. A Leader does not, of course, count in this count.

Units used for Passage in Force may not continue their move-
ment in this phase. After movement, combat takes place in the
area of the forced passage.

Castles and Cities

If the Defender has a Castle or City (round marker), the Attacker
just needs an equal number of units (instead of double). This
does not apply to Roman forts or Stronghols (square marker).

Historical note: defensive units are supposed to be located
close to the castle or city, and have a limited effect on the
Attacker’s progress, whereas Roman forts are spread out
over the whole territory and are a hindrance to movement
(frontier Limes type).

Example: There is only 1 enemy unit in Toletum. If the Attacker
moves 2 units to this area, all other attacking units can cross
Toledo freely.

If there are 2 defensive units in Toletum, the Attacker will need
to leave 4 units to force his way through.

If there are 3 defensive units in Toletum, the Attacker will not
be able to force his way through, as he would need 6 units.
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However, he can only attack with a maximum of & un@gf ad
leader) (the attack bonus is +2).

Example (continued): on the other hand, if the Defender
Castle and 2 Infantry, the Attacker only needs 3 units to fc
his way into Toletum (and not twice as many).

5.4 Movement in non-Hispanic zones

All units entering non-Hispanic zones at the start of a turn must
leave them at the end of their nation movement phase.

It is possible to cross Aquitania and Septimania (at a cost of
1 MP each) during movement for units initially located there
and ONLY IF the nation of the units is allowed to enter the said
zones. This information appears directly on the game board, be-
low the name of the region (indicating the name of the nation
and the turn(s) allowed).

It is not permitted to retreat into non-Hispanic zones or to enter
them after a move into Hispania.

Exceptions:
= Vandalos to Africa ;

= Roma to Aquitania or Septimania: retreat is allowed there.
Also: Visigodos in turns 6-8, Francos in turns 9-15 can move
and/or retreat in these regions without constraint. On turns 16-
21, Navarra may enter and/or leave Aquitania without constraint,
and the same applies to Aragon in Septimania.
5.5 Using the Straits

Arrows on the map link certain regions to the islands of Mal-
lorca, Minorca and lbiza. These indicate straits that can be
crossed even without «Naval Supremacy» (see 5.6).

To make the crossing, the unit must initially be on the coast
near the arrow to the island (and vice versa). Moving via a
strait arrow costs 1 MP.

5.6 Movement at sea

There are three usable sea areas in the Medi-
terranean (see above). These units must land
in an area containing an anchor symbol during
their movement phase. You can move from
one sea to another for 1 movement point
(MP).

Historical note: units are considered to be transported by
ships (not shown).

The coastal region where the landing takes place represents
the first region for movement (see 3.2) and its entry cost in
MP must be paid. Units may advance further. In the event of
combat, they may not retreat to the sea (and are removed from
the game if they do).

Exception: Nations benefiting from «Naval Supremacy- (By-
zancio on turn 9 and the OMEYAS on turn 12) may leave their
units at sea, move their units from land to sea or from sea to
sea (which counts as a movement region), or retreat their units
to sea. However, units that move from land to sea re;ﬁmaln at
sea (either the arriving sea or a neighboring sea). Theycannot ;
return to land during the same movement phaae ' 3




Example: OMEYAS has Naval Supremacy on turn 12. This
allows him to move one infantry (2 MP) from Valencia to the
sea, either in Sinus Gallicus or Mare Mauretanicum, then to
a nearby sea (but not back to land in the same movement

' phase).

On turn 13, OMEYAS no longer has Naval Supremacy, so
it must land the units remaining at sea(s) on its sequence of
play (or remove them from play).

Complete Movement Examples
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{ vThree ALMORAVIDES in Vetonia have several destinations to
. choose from in their Movement phase.
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1 — One or more ALMORAVIDES army may choose to move
into Lusitania

2 - The armies cannot move into Lusitania and then continue
into Termes, as Lusitania is Mountain and they have to stop
there

NB: note that, in both cases, the river has no effect on move-
ment

3 - One or more ALMORAVIDES army may choose to move
into Tago. If one or two armies move into Tago, they must stop
there because of the opposing Visigodos army in Tago.

4 — If all three ALMORAVIDES armies move into Tago, they
will outnumber their opponent by more than two to one. Two
Almoravides armies must still stop (overrun ratio 2:1), but the
third may overrun through Tago, continuing on to Termes

B - The ALMORAVIDES army with leader Yusuf in Estermadu-
ra wishes to move to Salamanca

5 — Normally, with a leader, ALMORAVIDES army should stop
in Alcantara (mountain), but a leader presence cancels the stop
effect, so the army can reach its destination (at a cost of 1 +
1 MP). As the leader provides a +1 MP bonus also, the same
army could then move into any other adjacent region with the
remaining movement point.




Sea, Strait, Valley and Passe Movement Example

C - The ROMA veteran at sea can land in adjacent allowed
regions (or even move the adjacent sea zone and then land, as
Rome has boats in the current turn).

6 — Landing in Dertosa is allowed, because of the anchor
(allowing landings)

7 - Landing in Castellon is prohibited, because of the barred
anchored next to that region, meaning that no landing is al-
lowed there (NB: except if the Romans had naval superiority, in
which case barred anchors are considered as normal anchors)

D - The OMEYAS cavalry in Saragossa (3 MP) can move as far
as Segovia, due to valleys and pass, as

8 — the Valleys (dotted lines) are linking Saragossa and
Guadalajara through Curenca and make then Cuenca being
considered as clear terrain (1 MP, no stop) for movement pur-
poses.

The pass between Guadalajara and Segovia, although im-
plying that the first melee battle round in Segovia will be consi-
dered as Mountain melee (see Cobmat rules), also means that
the border between those 2 regions, despite showing moun-
tain graphics, is considered as a normal clear border for move-
ment purposes.

9 — The VISIGODOS in Atienza cannot move to Valencia via
Cuenca, because even if Curenca shows valleys graphics, the
dotted lines of the valleys do not link Atienza to Valencia via
Curenca, thereby preventing the valley movement advantage.
If they move to Curenca, they must stop there because of the
Mountain terrain.

C - The ALMORAVIDES army in Denia can use the straits to
Ibiza, but only in one way

10 - Strait movement from Denia to Ibiza is allowed, be-
cause of the straits presence (dotted line & ship) and because
the ALMORAVIDES start their movement in the Straits origin,
i.e. on the coast of Denia

11 - Strait movement from Valencia to Ibiza is also in theory
possible, but is currently prohibited, because the ALMORA-
VIDES do not start their movent in Valencia, but in Denia

NB: note that, conversely, IF the ALMORAVIDES were starting
their turn in Ibiza, they could move by strait to either one of the p
connected regions of Denia and Valencia. ",,
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| Below is a general and detailed description of combat. A
| complete set of combat examples is presented at the end of
. this rule section.

6.1 Battle sequence

R o

1 Round(s) of Melee

2. Siege round

3 Determining Victory
4. Elimination of leaders
5. Recovery

6. Retreat

LS

6.2 Overview

After movement, combat takes place in every region where
there are units from two hostile nations, even if they belong
~ to the same player.

= The active nation is the attacker and the other is the
defender.

= Each battle is resolved in turn, in the order chosen by
the attacker, until all battles have been completed.

= A battle consists of one (or two) rounds of simple
melee. An optional retreat is possible between the two
rounds, while a compulsory retreat takes place at the
end of the second round (except for sieges).

= A siege round can take place if a City or Castle
(round marker) is the only defending unit present after
the second round of Melee. If the City or Castle is not
destroyed, the besieger must retreat.

= Combat uses custom battle dice (see B). An optional
rule with D6 or D10 dice can also be used (makes
the game longer).

= A leader allows better dice (in addition to other sta-
cking and movement advantages)

= A leader can die if his stack is completely eliminated.

= Some losses can be recovered after the end of the
battle for non-destroyed units, and destroyed cities and

' ~_ castles can possibly be rebuilt in exchange for units.
Y

E

: ‘é The loser retreats if not completely eliminated, except

- in areas of difficult terrain where the defender does not
~ retreat (except voluntarily).

» f;'},-,

- = Event counters can also affect combat.

6.3 Combat dice

There are two types of battle dice: white and black. Their sides
can be empty or show 1 or 2 arrows (a.k.a. Hit), or show a skull
(a.k.a. Elimination). Each arrow obtained counts as a hit, a
skull is an elimiination result.

. a Black die

White die

2 no effect
3 no effect

2 one-arrow

( 2 one-arrow

1 two-arrows

1 skull

1 skull

= Each Arrow obtained inflicts damage on the opponent’s
units.

= Skulls inflict a full elimination result on the opponent's
units (priorily on intact units), or can in some cases be
converted into hits (see combat)

6.4 Leader Benefits

When a leader is present for a given side (attacker as well as
defender), that side rolls one extra black die. This applies
regardless of the terrain or battle conditions as set out below.

See also EL CID nation for the special extra ability of its leader. If
more than one leader is present, you can roll one die per leader.

6.5 Dice Pool and Rounds

General case - MELEE: cavalry, knight, elephant, elite/guards
and mountain icon units () roll 1 black die each. All other in-
fantry units, forts, stronghold, cities and castles roll 1 white die
each. In addition, leaders provide one extra black die as in-
dicated in 6.4 above.

= RIVERS AND PASSES: when a battle takes place after
all attackers have crossed a river or pass to attack, the
defender receives a first-round bonus of 1 additional
white die. This bonus is transformed into 1 black die
if the defender has a castle, city or fort in the area under
attack. This bonus is in addition to the pool’s normal dice.

= DIFFICULT TERRAINS: for these terrains, we differen-
tiate between attackers and defenders as follows:

- ATTACKERS: all units, except Knights, Royal
Guards, Roman Veterans and Mountain units
(those with the icon) roll 1 white die, regardless of
type. Knights, Royal Guards, Roman Veterans and
Mountain units (those with the icon) roll 1 black
die,

- DEFENDERS: all units, whatever their type, roll a
black die.

Event tokens can provide or remove dice in certain cases.




= Surviving units from the first round of battle fight
again in the following round, whatever their remaining
hit points.

= The battle ends prematurely if one or both sides are
completely eliminated. It also ends if either the attac-
ker (announcing first) or the defender (announcing se-
cond) decides to retreat at the end of the first round. In
these cases, go directly to 6.9 Elimination of leaders.

= General case - SIEGES (see also 6.7 below): each
besieging (i.e.attacking) unit rolls 1 white die. Excep-
tion: Roman Elite and Veterans (but not Numids) units
roll 1 black die. Defensive units (cities, castles - round
markers) roll 1 black die. Leaders bonus also apply.

6.6 Application of Losses

The results (damage) of both sides are simultaneous. Both
players roll their dice. By convention, the attacker rolls first.

= Each damage result (arrow) inflicts one damage (i.e. the
loss of one life point) on the opponent’s units.

= Eliminations (skull) result in the complete destruction of
an enemy unit other than Cities or Castles, regardless of
its hit points (see restriction below for Cities and Cast-
les).

* RELIGIOUS ZEAL: when a nation benefits from this
particular feature (usually on the first turn of the Invasion),
the first two losses (not kills) of each battle are ignored
(first three losses if leader present).

Damage (i.e. loss)
Each player decides and selects his own losses, i.e.
which units are damaged or eliminated by damage.

Damage eliminates a unit with only one (1) life point left, or
damages a unit at full strength (i.e. with 2+ life points, flip
the unit over). Since Cities and Castles cannot be flipped
(the reverse side indicates their destruction status), turn the
front side clockwise for each loss received, until destroyed.

In Melee rounds, an elimination results in the complete
destruction of a unit other than cities and castles (if the city
or castle must take this result because there is no other pos-
sible target, then it is converted to damage). In the siege
round, eliminations are applied normally for attackers. Howe-
ver, they are converted to damage if applied to cities and
castles.

IMPORTANT:

An elimination MUST be assigned in priority to a unit still
intact (but ignore Forts, Strongholds, Castles and Cities), if
any is present, whatever the other constraints (such as unit
hit first or last as indicated below).

No unit may receive a second damage until all units (but
ignore Forts, Strongholds, Castles and Cities) in the stack
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have received one each.

Elephants, Knights and Cavalry can only be hit last by da-
mage (but not elimination) in clear terrain, i.e. all other
units must receive at least one damage before one is awar-
ded to them. Conversely, they must suffer the first loss or
elimination in difficult terrain.

At the end of or during a round, if all combat units (i.e., not

a Castle or City) are eliminated, the remaining unassigned
damage (or eliminations transformed into 1 damage each,
see above) is allocated to any Castle or City present, even
if the siege round has not yet taken place (see 1.7 below for
sieges).

6.7 Siege round

A siege round occurs when only a Castle or City remains
in an area (so round markers only, no other units, excluding
leaders).
Reminder: all besieging units must roll a white die, except
for the Romans, who use a black die (they are experts in
sieges).

Once the number of dice and their color have been set, the
siege round can be resolved. Both sides’ results are simul-
taneous. Both players roll their dice. By convention, the at-
tacker rolls first.

= Each hit inflicts damage on the opponent’s units. An
elimination results in the destruction of the target if it is
an attacker, or is transformed into damage if the target
is the castle or city. For besiegers/attackers, apply the
same loss-allocation priorities as in normal terrain.

= If the City or Castle is not eliminated by the end of the
siege round, the attacker must retreat.

= If a City or Castle is eliminated, flip the counter over
to show its destroyed side (see rebuilding and capture
rules for future fate).

6.8 Determining Victory

Victory is determined as follows at the end of the Siege

Round (if there is one) or the last Melee Round (if there is

no siege):

= If a nation eliminates all enemy units, it is victorious.

= The defending nation is the winner if it is on difficult

terrain.
= The defending nation is the winner if it has an undés-
troyed fort, stronghold, city or castle.

= Otherwise, the nation that has eliminated the most
units (destroyed, not damaged) wins.

= In the event of a tie, a nation with a leader wins. .

* Otherwise (again in the event of a tie), the defenger is
the winner.

The loser must retreat.
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6.9 Leader elimination
When a stack is completely eliminated, its leader is also eliminated.
- 6.10 Recovery

Once victory has been determined (and leaders eliminated if ne-
cessary), each side immediately returns all damaged units on its
side to full strength.

A destroyed fort unit is never recovered, i.e. turned over. It remains
- on the board in this status (to indicate that another fort cannot be
~ rebuilt there). When Roma is no longer in play (turn 6+), the ruined
~ forts are removed from the board. Conversely, Strongholds recu-
- perate like any infantry unit.

A destroyed City or Castle unit can be recovered at full strength
if rebuilt immediately (see 6.11 below). If not, the ruin remains in
place and can be rebuilt at a later date by any occupant of the area
(if he has the equivalent counter).

6.11 Capture and Reconstruction of Cities or Castles
¥ ; At the end of a battle, a ruined (i.e. destroyed) city or castle can
be captured (if the victor is the non-owning nation) or rebuilt (if the

 owner s the victor).

To do this, one unit must be removed from the (victor's) stack in the
‘| region, and the city/castle is returned to full strength (if rebuilt) or

-, ’ LA

& p
¥ 5

&
exchanged for an equivalent owner's counter - if the owner has one
in his reserve, otherwise it cannot be captured - with the counter
used to rebuild it returned to the pool). See the exception for na-
tions (on their nation sheet or in the rules) which cannot rebuild or
capture even if they have the counters to do so.

NB: Cities can no longer be rebuilt once nation Roma is out of the
game (i.e. from Turn 6 onwards) unless the nation controlling the
ruined marker has a capital city marker of its own available.

6.12 Retreat

Retreats cannot be carried out at sea, unless the nation has naval
superiority, or is in the process of raiding (in which case raiders

return to the sea where they appeared).

The loser's units must retreat to an adjacent area of his choice
which satisfies the retreat rules.

A fort, stronghold, city or castle cannot retreat.

If no retreat is possible, the units are eliminated.

6.13 Stacking check (after battle)

Reminder: see 4.5.
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Complete Combat Examples -

Battle in Plains

A - Dice Pools: Three Carthaginians (2 infantry and 1
Elephant) led by Hasdrubal move into Barcino where
2 Roman Elite await them. (Note that with leader and
attack bonus, up to 5 Carthaginian units could have
been there). '

1 — Dice Pool for Carthage: 2 white for the 2 infantries,
1 black for the Elephant and 1 Black for the leader

2 — Dice Pool for Rome: 2 blacks for the Elite

B — First Rolls for the Melee Round #1 show the dice
above

C - Dice Allocation is solved:

: ~ 1 — Carthago: the Kill from Carthago’s Elephant is as-
e P , | signed first and shall eliminate an intact Roman. The
%MGE AL LOCATIO BB S ' | Hit from Carthago’s infantry is assigned by Roman
@ = S\ | player to its other unit.

The Carthago y
_ kil eliminates (@@

S g one Roman | 2 - Rome: the two hits are assigned by the Carthagi-

~ assigned

Qg en e Carthago v : _ The Carthago hit nian one each to his infantry, as the Elephant in plains
] =1 e casee * shall be hit last (in addition, one hit would kill it as it

. Roman unit

has only one life).

D - Dice Pools: There are still 3 Carthaginians (2 in-
fantry and 1 Elephant) led by Hamilkar, and only one
damaged Roman. They provide dice as follows (Impor-
tant: damaged units, like the 2 infantry, still roll a full die)
~ Even if damaged, -
Q> = Tull die 1 — Dice Pool for Carthage: 2 white for the 2 damaged
infantries, 1 black for the Elephant and 1 Black for the
leader

2 — Dice Pool for Rome: 1 black for the damaged Elite
E — Rolls for the Melee Round #2 show the dice above

F = Dice Allocation is solved:
1 — Carthago: the Kill from Carthago’s Elephant (again)

is assigned first and shall eliminate an intact Roman. As
there are none, it goes to a damaged Roman, and Rome
chooses its last surviving unit. The Hit from Carthago's

\ ¢ | infantry and the Hit from Hasdrubal have no target any-
§ A i\ The Carthago | more to be assigned to and are thus lost.
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o . | 2 - Rome: the Kill is assigned first and shall e/iminat% r '

42 i i:::'::’:"‘f‘;’_ an intact Carthaginian. As the Elephant is the sole pos-
.7" sliminated . have no targets sible unit, it is eliminated (the Carthaginian could not
: choose his infantries, are both are damaged already

from previous round)

G — End of Battle is declared, as the Romans have been wiped out. In the case where they had one unit still intact, they could ha
treated it if a possibility was open (see Retreat section — Example). At the end of the battler, the damaged units (in that case only
ginian survived, but it could also have been Roman damaged survivors if there had been any) are set back up to their full — fr




Battle in Mountains

A — Dice Pools: Three Sueves (2 infantry and 1 Elite)
led by Ermanericus move into Galicia where 3 Galle-
gos await them (1 Mountain, 1 infantry and 1 stron-
ghold, the mountain region has been declared capital
and can hold 2+1 = 3 units).

i) ) BRI .
- Y R -

B
'
N i \rﬁ.\ x 3(all
Wil = R
SUEVOS SUEVOS GALLEGOS ) Defenders
roll black
in Mount.) Z==

% 2 (inf.)

x 1(Elite)

1 — Dice Pool for Sueves: 2 white for the 2 infantries, 1
black for the Elite and 1 Black for the leader

2 - Dice Pool for Gallegos: 3 blacks for the defen-
ders, no matter their type (all defenders in Mountains
roll black)

B — First Rolls for the Melee Round #1 show the dice
above

C - Dice Allocation is solved:

1 — Sueves: the Kill from Elite is assigned first and
shall eliminate an intact Gallegos. The Hit from the in-
fantry and the one from the leaders are assigned by
Gallegos player one each to its other two units.

. The Sueve kill
~ eliminates onel®,
infantry.

~ The 2 Sueve hits
dameges a L
Defender unlt* y

= each

- The 3 Gallegos
~ hits are

2 — Gallegos: the three hits are assigned by the Sueve
one each to his units (so they are now all damaged).

Round 2

D - Dice Pools: There are still 3 Sueves (2 infantry and
1 Elite) led by Ermanericus, and they provide dice as
follows (Important: damaged units still roll a full die)

e TS
Vv - N { X 2(all the
SUEVOS SUEVOS SALLE N Defenders
roll Black)

-
-

% 2 (inf.)

1 — Dice Pool for Sueves: 2 white for the 2 damaged
infantries, 1 black for the damaged Elite and 1 Black for
the leader

x 1(Elite.) §

2 — Dice Pool for Rome: 2 blacks for the damaged units
(mountain defenders roll black, even if damaged)

E — Rolls for the Melee Round #2 show the dice above
F — Dice Allocation is solved:

1 — Sueves: the Kill from Sueves’ Elite (again) is as-
signed first and shall eliminate an intact Gallegos. As
there are none, it kills a damaged Gallegos instead
(overkill, but kill). The Hit from Sueves'’ infantry is as-
signed to the other remaining unit by the Gallegos
player and it also eliminates it

ot o8

- The Sueve kill
_eliminates
one Gallegos, even® |
f damage (no more

2 — Gallegos: the Kill is assigned first and shall elimi-
3 nate an intact Sueves, bur there are none. So the Sue-
i nates 1t | ves player assigns it to one of its basic infantry. The re-
maining hit is assigned to the other basic infantry,; and
thus the Sueve Elite remains (and will regain full force
at the end of the battle)

;llliu it.. The hit
- goes to another 1
_unit and eliminates SUEVOS

End of Battle is declared, as the Gallegos have been wiped out. If they had one survivor, they would have won the battle and forced
Sueves to retreat (the defender always wins if he survives in difficult terrain battles).
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Battle in Plains with Religious Zeal and Castle Y

A =] A - Dice Pools: Four Ommeyads (2 infantry and 2 Cavalry)

' attack in Baecula (plains) on the first turn of their invasion
(with Religious Zeal in effect). There are 2 Visigoths infantry
defending a castle there (Toletum has fallen yet, so the castle
will surrender if no one is here to defend it — See special rule
about Toletum). Note plains is limited to 3, but Ommeyads
are allowed 4 because they are attacking (and could even
be 5 because in Invasion).

1 4

1 — Dice Pool for Ommeyads: 2 white for the 2 infantries, 2
blacks for the 2 cavalries
2 - Dice Pool for Visigoths: 8 whites (1 for the Castle, 2

whites for the 2 infantries).

Important Note: Ommeyads did not cross the Singulis river
to attack. If they had done so, Visigths would have received
an extra die (normally a white one for river crossing, beco-
ming black because of the Castle present). Clever move-
ment for attacks is crucial...

- The Visigoth kil

infantry, the 2 Qiininates ore B - First Rolls for the Melee Round #1 show the dice above

ther hits go to
e infantry as the g 5 g
C - Dice Allocation is solved:

ast.

1 — Ommeyads: the Kill from one cavalry is assigned by

the Visigoth to its intact infantry. The other 2 hits are both
assigned to the other infantry, as a castle cannot receive any hit unless all other combats units are destroyed.

2 - Visigoths: the kill eliminates an intact infantry (cavalry can only be selected last in plains) and the 2 hits are should be assigned, but are ignored
by the green player because of Religious Zeal in effect (cancels 2 hits).

D - End of Battle is declared, as the Visigoths have been wiped out, and the Castle now surrenders (one Ommeyad infantry — even if damaged
— Is used to convert it into an Ommeyad castle).

Battle in Plains with Castle, Cavalry and Knights

A — Dice Pools: Four Crusaders (2 infantry and 2 Knights)
i N, aftack in the plains of Osca a stack made of 3 units from
x2ont) LI Tt Zaragoza, l.e. a Cavalry, an Infantry and a Castle. (Note
' iy dadied that with attack bonus, the 4 attackers stacking is legal).

Js'| The Crusaders have arrived from Pamplona and have not
crossed any river or pass.

X 21Knlght)‘. x 1(Inf.)
1118
"™ | 1 - Dice Pool for Crusaders: 2 white for the 2 infantries, 2
xWeev) F71 blacks for the Knights

2 — Dice Pool for Zaragoza: 2 whithes for the Castle and
Infantry, 1 black for the Cavalry in plains

B — First Rolls for the Melee Round #1 show the dlice above

C - Dice Allocation is solved:
1 — Crusaders: the 3 hits are assigned as follows: first hit .

to the infantry and second to cavalry (as cavalry takes hits

last in plains). Third hit cannot be assigned to the castle
(because there are still some other units), so the Zaragoza

he 2 hits have to y BS 10 The N1

B 0ied onciea @ /e B e, he second ni player assigns it — again — to his infantry, which is e//gy-

R faniryiast  goes to Cavalry as nated. i
ights are hit last ‘Cavalry goes last in ¥

o ; 78 135 . piains. The tmira e 2 — Zaragoza: the two hits are assigned by the Cn

,lnnot be assigned

- y 010t ol player one each to his infantry, as the Knights in plai
be hit last (if the battle had been ina mounta/n the Kn/ghts Would have received the hits instead, as they are hit first in s

~1lnl l; ..




X 2 (inf.) -

x 2(Knight)

. Even if damaged,
rolis a full die

Even if damaged,
rolls a full die

VJ L 0 # 2
- \ »

>/

L } @ The kil goes to
¥ ¥ ~ the Cavalry and
}\.._ ‘ ] ' Knigh must take 4 ‘eliminates it.

hit
g opnkS astle, which is

till standing, so
Siege round has
- to be made

See next example for siege round.

Battle in Mountains

x 1(City)

.0 The Kill becomes
3% 2 hits, and the

- The 2 hits that
'* ¢ the city has
inflicted are
b . assigned to
- one Roman veteran
o infantry each

lo a total of 4...
‘which is more than
enough to destroy
the city (2 points)

e .-

—__q

i

- Ena | of Battle is declared, as the’s'ﬁ%was a complete success for Rome...

D - Dice Pools: There are still 4 Crusaders (2 damaged
infantry and 2 knights), and 2 Zaragoza unit, with the
intact cavalry and castle. They provide dice as follows
(Important: damaged units, like the 2 infantry, still roll a
full die)

1 — Dice Pool for Crusaders: 2 white for the 2 damaged
infantries, 2 blacks for the Knights

2 — Dice Pool for Zaragoza: 1 black for the cavalry, 1
white for the castle

E — Rolls for the Melee Round #2 show the dice above

F — Dice Allocation is solved:

1 — Crusaders: the Kill from the Knights is assigned to
an intact enemy unit (not castle), so the cavalry is the
sole choice. The hit goes to the castle as no land unit is
left to take it. This is not enough to eliminate the castle,
which has 3 hit points.

2 — Zaragoza: the Kill is assigned first and shall elimi-
nate an intact Crusader, so the sole choice also is a
Knight. The hit goes to the other Knight, because this
saves damaged infantry from elimination (the damaged
units all regain full force at the end of the battle)

G — End of Melee is declared, as the Zaragozans have

. no combat unit left in the field, but they still have their castle, so the battle will now proceed to a siege round. If the besiegers (they only
roll white dice) manage to inflict 2 more hits, the castle is taken. If not, they lose the battle and shall retreat.

A — Dice Pools: Two Roman veterans led by Scipio
have won a land battle in Cartagena, and the city there
has survived intact. But a siege round is now to be
made to decide the final fate of the battle.

1 — Dice Pool for Romans: 2 blacks for the veterans, 1
black for Scipio
2 — Dice Pool for Carthaginians: 1 black (defending city

/ castle in sieges)

Important Note: Romans have a special siege expertise
and roll black dice for their combat units, while all other
nations will only use white dice for their non-leader
units involved in siege roundsl...

B — Rolls for the Siege Round show the dice above

C - Dice Allocation is solved:
1 — Rome: the kill cannot be used in sieges, so it is

converted to 2 hits. Adding up with the 2 other hits, this
makes 4, which is more than enough to capture the city
(which has only 2 hit points). The Romans seize and
convert Carthagena automatically (special rule).

2 — Carthage: the 2 hits are assigned by the Roman

ayer one each to its 2 veterans. They are now damaged, but will automatically recover at the end of the battle.

Vae Victis!




7. Population limit

After the combat phase (after all battles and retreats), the
total number of units of a played Nation cannot exceed 2
times the number of its regions.

If the Nation being played has excess units, the excess units
are removed immediately (player's choice).

Exceptions: Castles, Cities, Strongholds and Forts and
Leaders do not count towards the population limit.

Play Note: It is therefore recommended to attack with units
threatened by surplus population. This rule prevents a Na-
tion from accumulating too many units, and encourages it to
conquer new regions.

Example: at the end of its sequence of play, LEON has 4 re-
gions with 9 units, excluding castles. His maximum popula-
tion is 8 units (4 regions x2). He must remove 1 unit.

8. Victory Points (VP)
Throughout the game, each player collects

’/L victory points with his Nations, abbreviated

p «V/Ps».

Each Nation Card specifies the number of

VPs and how they are obtained.

Each nation obtains VPs:

= During his Game Turn, by attacking and destroying cer-
tain well-defined enemy units, indicated on his Nation Card
(top left): e.g. destroy Roman Elites, a Christian Castle, a
Muslim Cavalry, kill a particular Leader...

In the event of enemy combat, it's sometimes wiser to retreat,
then attack at your sequence of play and gain (attacking)
VPs.

= Sometimes, at the end of its turn: e.g. Visigodos at the
end of its turn, on turn 9 (before the Invasion of Byzan-
tium); see the Nation File.

= AT THE END of certain Rounds: when all players have
finished playing their Nations, certain Nations can earn
VPs as indicated on their Nation Card.

These TURNS are: 3, 5, 7, 10, 13, 15, (17) and 19.
These VPs are counted before the transformation of cer-
tain Nations (see 9.4). To control a region, the Nation must
have at least one unit of any type (except a Ruin or a single
Leader). Regions of subjugated Nations count as regions
of the suzerain Nation (see 9.6). VPs are always rounded
to the nearest 2, or to the nearest whole number. It is
possible to win with only %2 VP in advance.

Example: on turn 1, CARTHAGO attacks IBEROS in Cor-

doba. IBEROS had better stop fighting (if it survives) at the

end of the 1st round (and retreat to Granada). Then, on its
turn, IBEROS counter-attacks CARTHAGO in Cordoba,
because now - on its turn / and attacking

= the IBEROS gains 2 VPs / CARTHAGO unit destroyed.

Example: at the end of turn 3, LUSITANIA controls Porto
(3 VP), Salamanca (1 VP), Alcantara and Palencia ("2 VP
each = 1 VP) and Avila (no VP). The player has therefore
obtained 5 VPs with the LUSITANIA.

In Scenario A, some players start with a positive VP total

which is added to their scores. These VPs are intended to
counterbalance unbalanced situations.

{
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Certain Nations benefit from or are subject to special rules.

‘ All these rules are listed in the Game Aids or on the various
~ Nations Sheets.

9.1 Invasion

& On the nation sheet, an invasion is repre-
sented by a crossed swords symbol.
/ The following nations launch invasions:

CARTHAGO (turn 1), ROMA (turn 4)

VANDALOS (turn 6), ALANOS (turn 6), SUEVOS (turn 6),
VISIGODOS (turn 8)

. OMEYAS (turn 11), ALMORAVIDES (turn 18); (+
' Extended Game: ALMOHADE) (scenario E, turn 20)

. An «Invasion» Nation benefits from a 2° movement phase
and 2° combat phase.

_ Invasion Tower:

' 1. Income calculation

2. Purchase / Reinforcement and placement of new units
3. 1er Movement / stacking limit (attack +2 units in In-
vasion)

4. 1er Combat

5. 2éme Movement/stacking limit (attack +2 units in In-
vasion)

6. 2éme Combat

7. Stacking limits (after battles, normal case) (end of In-
vasion)

8. Population control (= regions x2)

The invading nation can move all its units (and fight) 1ére
times, then move all its units (and fight) 2e times. Each unit
etains its full movement allowance for each move.

e invading nation can attack with a stacking bonus of +2
~units per movement phase (instead of +1).

~_Atthe end of the 1ére Combat phase, stacking is not checked
(the Nation can move again after: 2e movement phase).
acking (after battles) is checked after the 2e Combat
ase (see Chapter 4).

yome Invading Nations have a special bonus: no stacking
limit in the 1ére Invasion phase with their Leader or thanks

Religious Zeal (see 9.3). This is indicated in the Nations
ards (or see Chapter 11).
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9.2 Fougue

Fougue is very similar to an Invasion, but involves a single
stack, often with a Leader.
This stack can move and attack 2 times.

Omeyas in Turn 14 with Al Mansur,

ARAGON on turn 16 with Ramirez

(Extended Game): Cruzada on turn 20 (scenario E
only) (but without Leader).
Units must move (and stay) with the Leader to benefit from
2e movement. The stack has a bonus of
+2 attack units (instead of +1).

NB: There's also an event counter of this type, but it doesn’t
require the presence of a Leader.

9.3 Religious Zeal

2 Muslim nations show «Religious Zeal>» during their Inva-
sion turn (see 9.1):

= Omeyas in turn 11

= Almoravide in turn 18

During the 1ére invasion phase, the nation:

A - ignores stacking

B - benefits from a special bonus to all attacks: the first two
losses (hits, not kills) of each battle are ignored (first three
losses if leader present). This bonus is cumulative with any
other bonus (e.g., the Leader’s impact on dice).

Example: Omeyas can attack Toledo with 12 units! (each
with combat bonuses)

Religious Zeal no longer applies to the 2e Invasion phase.
The Nation must then remain within the classic Invasion sta-
cking limits and no longer has this special bonus (the enthu-
siasm has faded).

9.4 Transformation of Nations

Sometimes, new Nations appear on the ruins of old ones.
Sometimes, one Nation is removed from the game and re-
placed by another. Some (but not all) of its counters are re-
placed by others from the new nation. Occasionally, some of
the old nation’s counters remain (e.g. Roma’s forts) and can
be used by the new nation (but cannot be rebuilt).

This new Nation is considered a completely different Nation
(although played by the same player, see Chapter 11).

Historical note: these are often assimilations, such

’ -




as Iberos by Roma, or Cantabria by Visigodos.

Play note: there are three main transformation periods.

1/ Turn 6, the Barbarian Great Invasions devastate Gaul,
then invade Hispania: the Roman Empire disintegrates. In
Hispania, the remaining regions are known as the nation of
HISPANIA (although there was never a unified kingdom
among the local population).

2/ Turns 13-16: after the Great Muslim Invasion (Omeyas
turns 11-12), the 4 Christian Kingdoms appear in northern
Hispania: CASTILLA (ex Visigodos) (turn 13), LEON (ex
Suevos) (turn 14), NAVARRA (ex Vascos) (turn 14), ARA-
GON (ex Francos) (turn 16).

(Historically, it was first LEON, then NAVARRA, and only
later Castilla and ARAGON).

3/ Turn 15: at the same time, the Omeyas Caliphate of Cor-
doba collapses, and 4 Muslim emirates (also called Taifas,
for ‘Kingdom’) appear in central and southern Hispania: ZA-
RAGOSSA, GRANADA, VALENCIA and SEVILLA.

(This is not quite historical, but necessary for the flow and
balance of the game. Historically, there have been more
small Muslim emirates).

With each transformation, the ex-Nation's saved income is
lost. The new Nation starts with 0 Gold.

Each new Nation starts with a particular initial situation: eve-
rything is specified and indicated on their Nation Card (see
also Chapter 11).

9.5 Ruin and Reconstruction of Castles and Cities

A Castle or City is not removed from the
game when it is destroyed.

Its counter is turned to its «Ruin» side and
left in the area.

A Ruin has no effect on the game and must be completely
ignored. A Nation gets no income or VPs for a region contai-
ning only a Ruin. It is not a combat unit, but merely an indi-
cation that a Castle or City can be rebuilt there (simply by
sacrificing a unit).

A Nation (with Castle or City counters) can rebuild a ruined
Castle/City in a region it controls. At any time during its
Game Turn, the Nation may sacrifice (remove) 1_unit from
the area (e.g., 1 Inf) to rebuild the Castle or City. The Ruin
counter is replaced by the new player's 1 Castle/City. The
Ruin counter is returned to the Nation. The new Castle/City
is either taken from the Nation’s available (off-map) counters,
or the Nation's existing Castle (not City) on the map can
be taken elsewhere and moved (in which case it disappears
from the original location).

All standard Castle / City rules apply to the new, rebuilt
Castle / City.

- s
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Note that the only nations with city counters are ROMA and
CARTHAGO, and that they can only be rebuilt in regions with
city sites. The Hispania nation can use Roma'’s city counters
on the map at the time of transformation, but these counters
are permanently removed as soon as they go into ruin.

9.6 Submission of Nations

A small nation can, or sometimes must, submit to a stronger
one, rather than be annihilated. The subjugated (the “sub-
ject”) nation then survives. The larger Nation that subdues it,
known as the «suzerain», gains some advantage.

The (large) «suzerain» nations and the (small) «subject» na-
tions:

CARTHAGO : can submit (CELTOS)

ROMA : can submit (LUSITANIA, VASCOS, GALLEGOS,
CELTOS)

VISIGODOS: can submit (LUSITANIA, VASCOS, GALLE-
GOS, CELTOS, HISPANIA)

OMEYAS : can submit (LUSITANIA / BADAJOZ)

Submission
A large nation can submit a small nation (from its list) during
its turn.

There are 3 conditions:
= The small Nation is reduced to a small number of re-
gions, indicated on its Nation Card;
= The large Nation attacks a region of the small Nation,
and conducts at least 1 round of battle;
= if each Nation survives (with at least 1 unit), the smal-
ler Nation can / or must submit to the larger Nation.

The word «may» indicates that the small Nation has the
choice of submitting or not when the 3 conditions are met.
The word «must» indicates that the small Nation has no
choice, and must submit. This distinction is clearly indicated
on the Nation Cards.

The number of units and the income of the small Nation have
no effect. At least 1 round of combat must take place. If the
small nation submits, the battle ends. The large Nation can-
not refuse to submit.

The large nation becomes the «suzerain nation», and the
small nation becomes the «subject nation».

All units of the suzerain nation - in all areas of the subjuect
nation - must retreat immediately (even if further fighting has
not yet taken place) (battles do not take place). :
If, during the battle, the small Nation chooses not to submit, it
can nevertheless choose to submit after each round of com-
bat (e.g. if the battle goes badly). b4

The subject nation cannot attack its suzerain nation - and
vice versa - as long as the subjugation continues. If, at a later
date, the subject Nation expands and exceeds the numl;er of
subjugated regions, this no longer matters. It remains "sybju-
gated (see Duration of Subjugation). :




Example: the Vascos must submit to the Visigodos if it has 3
regions (or less). The Visigodos chooses to attack the Pyre-
neus Orientalis, one of the 3 regions owned by the Vascos.

- After the 1er battle round, neither side is eliminated and the

" Vascos is forced to submit. The Visigodos must retreat from

the Pyreneus Orientalis and all other regions containing a

| Vascos unit. If either side had been eliminated after the Ter

~ battle round, the Vascos would not have been subdued...

Duration and Submission
" The subject Nation cannot attack its suzerain Nation and vice
versa as long as the submission subsists:
* submission to CARTHAGO ends at the end of turn 3;
= submission to ROMA ends at the end of turn 5;
= submission to VISIGODOS at the end of turn 12 (or as
soon as Toletum falls);
= submission to OMEYAS at the end of turn 14.

! Income (VISIGODOS, OMEYAS)
‘( Subject Nation receives half of its income (rounded down to
1/2). The Suzerain Nation (VISIGODOS/ OMEYAS) immedia-

’ tely receives the other half (rounded up to 2.) The Suzerain

~ Nation can build a unit immediately (it is placed next to the

~ board until its sequence of play) or accumulate (if possible).

NB: ROME and CARTHAGO never receive any income (so

the half provided by their subjects is lost).

Victory Points (VP)

| The subject Nation receives half its victory points (rounded

up to 2). The other half is lost anyway. The suzerain Nation
.. counts all subjugated Nations' regions as its own (with its

% own VP value). A region can thus be counted twice for VPs:

~ once by the subject Nation (but only for half) and once by the

“suzerain Nation.

- The 2 Nations are «allies». Each may move through areas

containing the other Nation’s units, but may not end its mo-

vement there. The subject Nation always plays on its own

Game Turn (and not with the suzerain Nation).

Two nations subjugated by the same suzerain nation may ne-
vertheless attack each other.

- Example: The Lusitania and the Suevos can fight each other
|| even if they are both subject to the Visigodos.

10. Cptional rules

~ Some or all of these rules can be added if all players agree
~ to them at the start of the game.

B
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0.1 Sign of God

[ e

- E ch player may replay 1 combat round once per game.
Both sides re-roll the dice for this round. The results of the

vious draw are ignored, regardless of the number of units

articipating in the combat.

: thisiallows players to restart a disastrous major round.
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For example, Gallegos now has just one region, Cantabria.
Two Infantries are there. The Visigodos attacks with 3 In-
fantries to subdue it and eliminates the two defender units.
Normally, the Gallegos would be eliminated from the game.
The player can invoke the Sign of God and request a replay
of the combat round, hoping this time to survive.

10.2 Events

Take the 24 random event chits, remove the #11 Vikings
chit and place the remaining 23 in a bag or bowl, suitable for
a random draw. Each player randomly draws 2 event chits
at the start of the game.

As of Turn 4, the #10 Massalia chit is worthless: if it hasn't
been played, the player who owns it can do nothing with it
(if he draws it, it's worthless, but he can keep it to create an
illusion for the other players).

Each player draws 2 chits again at the start of turns 4 and 8.
On turn 11, Viking chit #11 is added to the deck.

A player may keep as many event chits as he wishes. He may
play them as indicated in the event description. Players may
not exchange event chits.

Events effects in detail

Indiscipline: an enemy knight is destroyed as
soon as 1er hits it. The player determines the
enemy knight affected at the start of combat.
This event must be played at the start of
combat.

#2 Invasion (minor): a stack benefits from a 2e

movement phase and 2e combat and there is
W no stacking check at the end of the 1er com-
bat. This event must be announced at the

start of the player's sequence of play.

Note: This event is in addition to the stan-
dard invasions - known as major invasions - provided for in
the game (see 9.1).

#1

I
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Retreat: retreat before the 1st combat round.
If it is a Nation that can be subdued, this re-
treat does not result in submission.

Treasury: the Nation receives an additional 6
Gold.

Long life: one of the Leaders remains for 1
additional turn, but no more than 2 turns
(inapplicable: Alphonse VI).

#ﬁ
#4
»
#5
S <




#L Castle: an additional Castle is received free
of charge at the start of his sequence of play.
If this Nation has no Castle unit, it can use
one of the two «special» Castle counters
(gray background color). The castle received
is not counted towards the construction limit
(normally 1 per region). This event cannot be played before
turn 8.

@&

#7 Dice: restarts a complete round of combat in
which the player is involved. Both sides draw
their dice again. The event must be an-
nounced and played after the combat round.

@

Null: another player’'s event is cancelled. It
must be played immediately after an event to
cancel it.

X

Shuffle: all event pieces already played are

#7
immediately shuffled with those not yet distri-
& e § buted to the players. The player who drew
7 = J the event then randomly draws a new event
from these.
#10 Massalia: can only be played from turn 1 to

turn 3 (inclusive). The player can place the
Massalia unit (gray counters) in one of the
following 3 regions: Denia, Valencia, Barci-
no. This unit does not count towards sta-
cking and cannot be retreated (if it does, it is permanently
eliminated). If the player who drew this counter is the yellow
player, he may replace this unit with Carthago infantry.

At the start of turn 3, the unit is replaced by a
Roma fort (if there isn't one already in its
area).

This may lead to a fight with the current owner
of the area if it does not belong to Roma.

#11 Vikings: can only be played from turn 11 up
to and including turn 14. At the start of any
nation’s game phase (to be announced), the

\ player may place the Viking unit (gray coun-
ters) as a reinforcement (Raid) in any region
that is either adjacent to a sea (including the

Atlantic), regardless of the anchor, or a region whose border
is ariver. The Viking unit rolls 2 black dice (all swords count),
then a normal battle ensues (regardless of the game phase).
For each opposing unit eliminated by the Viking, the player
receives 1 VP and 1 Gold per base hit point of the unit
(ignore any other bonuses or VP gains of the nation in the
phase in which the Vikings are played). If the Viking counter
is eliminated, the defender receives 2 VP. If the Viking coun-
ter survives, it is placed in the sea zone closest to the raid
area (and returned to full strength, even if damaged). Each
player may then, once in the turn for one of his nations that
has not yet played, wager 2 VP with it to take control of the
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Viking counter. Proceed again as above. After the last nation
of the turn has been played, the Viking pawn is removed from
the board and the event pawn is immediately returned to the
deck (between turns 11 and 14 only, at the end of turn 14

the event pawn is permanently discarded).

#15 Ruse: in mountain attacks only, both sides

fire as if they were on the plain. This event
must be played at the start of combat.

If another player cancels this event, the re-
treat of surplus stacking units is allowed.

Bravery: during a combat round, a unit (ex-
cept a Castle) can attack 2 times and before
the enemy can retaliate (act as if the unit
were the only attacker, then after the 2 shots,
play the normal round). This cannot be used
against a fortress.

& @

#14 Tactics: gives a roll of 2 additional black dice
in battle [or, in advanced combat rules, a +2
bonus to all Nation units for 1 combat round
(and one only), cumulative with other combat
bonuses]. This event must be played before
dice are rolled.

(€

#5 Traitor: an enemy castle is destroyed as soon
as 1ler hits it. This event must be played at
the start of combat.

@

#1b Ambush: in defense and on plains only, both
sides fire as if they were in a mountainous
region. This event must be played at the start
of combat.

g
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Army: an additional combat unit is received
free of charge at the start of its sequence of
play. The player can choose only from units
owned by the Nation, except for Leaders,
Castles or Roman Forts. The unit received
does not count towards the construction limit (normally 1 per
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#18 Boldness (a.ka. Fougue): a stack obtains ad~
ditional movement without the need for a
Leader (Cf. 9.2). The stacking bonus in com-

bat is normal (+1 if there is no Leader pre-
sent). ;

v




10.3 Mountain Ambush

If the battle is taking place in mountainous terrain, the de-

fender can set up an ambush, which is played like the melee

| round but before the attacker rolls his dice.

| Exception: No ambush can take place if the attacker has a
leader.

- Ambush is automatic if the attacker enters the mountainous
area from another mountainous area, or if he has crossed a
ridge (unless there is a pass) or a river to enter the moun-
tainous area. Otherwise, it takes place only if a D2 test is
passed. If unsuccessful, the melee round is normal.
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During an Ambush:
* Defending Mountain units (those bearing a mountain
icon ) count double. Other units count normally. Their
dice results are applied immediately.
= The attacker retaliates with his surviving units only.

10.4 Roads

. Roads markers are used to indicate which region has road
* infrastructure.

Only Roma may build roads in the game, but all nations may
use them (hence the brown-color markers), provided they
are maintained.

Roads are built automatically by Roma in all
the regions which they control at the end of
their nation phase (overpopulation phase,
even if not applicable to Roma). Once the
road is built, it cannot be destroyed or remo-
ved for any reason before Turn 7 (see below), even if Roman
presence has disappeared.

The number of roads marker is the absolute limit, the Roman
nation player decides where to place the markers in case of
running short of them.

Roads bring the following profits advantages:

= Movement cost of a clear terrain region is 2 instead of
1 MP (unit with only %2 MP left can still enter another clear
terrain with road, but no other).

= Movement cost of difficult terrain regions is still 1 MP,
but the movement can continue beyond the first difficult
terrain (as if there was a leader for instance) region into
any other region. If the next entered region is also with
" roads (whatever the terrain), continue movement and so
n:orth until the MP allowance of the unit/stack is exhausted.

~ Roads Disappearance (the Dark Ages)

~ Each turn from Turn 7 onwards, a random number of roads
‘will be removed from the board (representing poor mainte-
‘nance and lack of expertise in infrastructure) at the begin-
ni g of the turn. Roll a D6, this is the number of road markers
removed. One marker is removed by each player, in turn or-
“dg‘ sequence, until all required markers removals for the turn
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Markers to be removed are freely selected by players, res-
pecting the following priorities and constraints
= Remove from difficult terrain region without cities, forts,
castles or strongholds
= Remove from clear terrain region without cities, forts,
castles or strongholds
= Remove from difficult terrain region with cities, forts,
castles or strongholds
= Remove from clear terrain region with cities, forts, cast-
les or strongholds
= In case regions have a castle, fort, city or stronghold,
priority of removal is region with: 1-stronghold, 2-fort,
3-castle, 4-cities.

Al-Andalus engineering: the player controling OMEYAS or
SEVILLA can cancel any 1 road removal targeting a region
it controls each turn. In addition, no region under its control
with a Castle or City may be selected by anyone (himself
included), even if this is the sole choice (ignore removal in
such a case).
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71. Rates gpecife to Neations

Nations listed by (Spanish) alphabetical order, not by order
of Play.

6

The ALANOS enter the game on turn 6, during the Great
Barbarian Invasions. They are the 2nd Barbarian people to
invade Roman Hispania (VANDALOS, ALANOS, SUEVOS,
VISIGODOS). They are Eurasian by origin.

They launch an Invasion (see 9.1), with Leader Ataces,
5 Cavalry, 15 Infantry in Aquitania.

(Ataces to be removed Turn 7, at the start of the VANDA-
LOS game turn). During the 1st Invasion phase, stacking is
unlimited with Ataces.

Pillage: the ALANOS gains 2 VP for each fort or city in His-
pania eliminated during its turn.

He also gains 2 VP for each VANDALOS or VISIGODOS
unit eliminated.

The ALANOS receives income from turn 8.

On turn 9, ALANOS gains 5 VP for each VISIGODOS lea-
der killed (Euricus and Alaricus II).

At the end of turn 10, the ALANOS disappears: all ALANOS
units are removed from the map, except for 1 unit in each of
the Vizcaya, Pamplona and Numantina regions, which go to
the VASCOS (green player, convert to VASCOS infantry of
the green player choice).

ALANOS (Alains)

Yellow player - order of play #11

Counters: 15 Infantries, 5 Cavalries, 1 Lea-
der

ALMOHADE

Blue player - order of play #29

Scenario E only - Extended Game: + turns
20-21

Counters: 14 Infantries, 3 Berbers, 3 Light
infantries, 1 Leader

The ALMOHADE enter the game on turn 20, as a Muslim
conqueror who comes from Morocco to restore Islam to His-
pania.

They appear in Africa with 13 Elites and 3 Berbers (free -
see Omeyas for their special rules), the leader Abu Yusuf
(who remains in play until the end of turn 21 and will receive
3 Light Infantry units — equivalent to Berbers).

They launch an Invasion (9.1). They receive no income.
They obtain 3 VPs per Muslim* castle destroyed, 5 VPs per
Christian* castle destroyed, 3 VPs per Christian* knight, 1
VP per Christian® infantry.

On Turn 21, region Tingis is automatically captured (elimi-
nate all other nations’ units there and place 1 Almohade in-
fantry there if any spare)

They can't rebuild ruined castles (just scoring VPs for ruins)
(NB: doesn't have the counters anyway).

All other Nations get 2 VP for each Almohade unit eliminated
on their Game Turn (in attack). A reminder to all players is
displayed on other nations sheets.
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ALMORAVIDES

Yellow player - order of play #27

Counters: 21 Infantries, 3 Berbers, 7 Cast-
les, 1 Leader

The ALMORAVIDES appear on turn 18, a Muslim conque-
ror from Morocco whose aim is to restore Islam to Hispania.
They arrive in Africa with 18 Elites and leader Yusuf (who
remains for 2 turns, 18 and 19). :
They launch an Invasion (9.1) from Africa and benefit from
Religious Zeal (9.3). On Turn 18, the region of Tingis is
automatically conquered (all units there are eliminated) and
1 infantry (which cannot move this turn) is placed there.

On turn 19, each castle (Christian or Muslim) conquered
and rebuilt is worth in VP the value of the region it is present
on (e.g. 3 VPs for Sevilla).

They also gain 2 VP for each (Christian) Knight eliminated.
The Almoravides do not receive any income on Turn 19, but
receive 8 Reinforcing Elites in Africa on Turn 19. The same
turn, thy can also recruit up to 38 Berbers (2 VP each - see
Omeyas for special rules on these mountaineers units), and
Leader Yusuf remains in play on Turn 19 (unless he has
been killed).

Turns 20/21 (Extended Game: scenario E): Almoravides
Elites become normal Infantry on turn 20 (ignore the elite
symbol). Almoravides now receive income from castles for
each region containing one.

Leader Yusuf disappears on turn 20 (at the start of his na-
tion sequence of play).

ARAGON is a powerful Christian kingdom from northeastern
Hispania.

It appears at the end of turn 15, replacing the FRANCOS. It
receives the equivalent of all FRANCOS units still in play, but
with a minimum of 4 Infantry and 1 Knight.

ARAGON obtains 5 VP for each Muslim leader killed, and
3 VP for each Moslem castle* destroyed. Also, from turns
T20+, 1 VP for each ALMOHADE unit destroyed.

ARAGON

Red player - order of play #17

Counters: 11 Infantries, 3 Knights, 3 Castles,
1 Royal Guard, 1 Leader

If the FRANCOS has been eliminated, the ARAGON ap-
pears in Septimania on turn 16.

On turn 16, ARAGON receives Leader Ramirez, 3 Infantry
and 2 Knights in Septimania.

Historical note: Barbastro's crusade begins.

This leader benefits from Fougue (plays 2 times with his
stack) (Cf. 9.2) and obtains 1 VP per Moslem unit eliminated.
The Knights and Ramirez disappear at the end of turn 16
Infantry remain.

Aragon has 2 Knights from Turn 15 to Turn 19, then can
recruit a third Knight on Turn 20. From Turn 16 onwards, it
can purchase the Royal Guard unit (cost is the same as a
Knight)..




BADAJOZ

Yellow player - order of play #18

Counters: 13 Infantries, 1 Cavalry, 3 Castles,
2 Leaders

BADAJOZ is a Muslim Taifa (Emirate) in western Hispania.
It appears on turn 11 (or 12) and replaces the LUSITANIA.
If LUSITANIA submits to the OMEYAS on turn 11 (or 12),
- LUSITANIA is transformed into a BADAJOZ at the end of
turn 11 (or 12), and remains subject to the OMEYAS until
the end of turn 14.
- Otherwise (if not subjugated by the OMEYAS), LUSITANIA
~is transformed into a BADAJOZ at the end of turn 12.
~ The OMEYAS can always submit it afterwards.
- BADAJOZ takes possession of all the regions belonging to
ex-LUSITANIA and receives the Badajoz, Alcantara, Tago,
- Vetonia and Estremadura regions - the units of the other Na-
tions there are obliged to retreat immediately.

!

‘( If LUSITANIA has been previously eliminated, BADAJOZ still
’ appears in the regions of Badajoz, Estremadura and Alcan-

tara.

~ BADAJOZ receives one Infantry for each LUSITANIA In-

fantry, with a minimum of 6 Infantries.

- If LUSITANIA has less than 6 Infantry, the extra units are

placed at its discretion (as Reinforcements).

i BADAJOZ also receives 3 castles free of charge, one in BA-

I = DAJOZ and the other 2 placed wherever it wishes.

. On turn 11 or 12, during the reinforcements phase, BA-

DAJOZ can exchange 2 infantries for 1 cavalry. The cavalry

£ cannot be rebuilt and the exchange can only take place once.

BADAJOZ gets 3 VP for each Christian knight eliminated.

" On Turn 14, BADAJOZ receives Leader Al-Muzaffar (to be

- removed Turn 15, at the start of the BADAJOZ Game Turn).

. | At the end of Turn 14, the OMEYAS Caliphate collapses,

' and BADAJOZ'’s submission ceases.

~ ' On Turn 15, Badajoz receives Leader Al-Mutawakkil (to be

% removed Turn 16, at the start of the BADAJOZ game turn).

[Turns 16-17, SEVILLA receives 5 VP to (re)conquer the ‘ca-

| pital' regions of the other southern Taifas: Badajoz, Granada,

~ Valencia)

K

2y BIZANCIO (Byzantium)
4 Yellow player - order of play #14
\ Counters: 17 Infantries

IZANCIO is the Eastern Roman Empire (Christian); a na-
t|on that came to reconquer southern and eastern Hispania.

t appears on turn 9 with 16 Infantries at sea. It may also have
 1extra infantry in Tingis if that region was held previously by
\; t&e VANDALQOS. (see that nations for details)

It has Naval Supremacy in the Mediterranean (and may land
at Granada) on turns 9 and 10 (see 5.6). BIZANCIO re-
I ceives only half its normal income (rounded up to '2) starting
on Turn 10. It cannot rebuild castles or cities (no counters).

B om turn 12, BIZANCIO obtains 1 VP for each Moslem unit
elim ated, after the OMEYAS invasion (turn 11).

urn 17, BIZANCIO cannot recruit EL CID.
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Fall of Africa: After collecting VPs on turn 10, BIZANCIO may
transfer the Tingis region to OMMEYAS in exchange for gaining
3 VPs (no VP is taken from OMMEYAS). In this case the Tingis
units present retreat to sea and 1 OMMEYAS infantry is placed
in the region. If Tingis does not belong to BIZANCIO or if the
player refuses the exchange, then nothing is modified at 7ingis.

Y&(

CANTABRIA is a nation of ancestral peoples from northern His-
pania.

She starts the game on turn 1 and cannot submit to ROMA.
CANTABRIA obtains 3 VP for each ROMA Elite and 2 PV per
CARTHAGO Infantry eliminated.

Looting: CANTABRIA gains 1 VP for each ROMA / HISPANIA
fort eliminated on its turn.

At the end of turn 8, CANTABRIA becomes part of VISIGO-
DOS: all CANTABRIA units are transformed into VISIGODOS
infantry. If there are less than 4 units to convert by turn 8, lose 1
VP for each missing (to 4) unit,

CANTABRIA has 2 mountaineer units: these units can only be
(re)built in mountain regions. They must be in play at the start of
each scenario, in mountain regions.

CANTABRIA has 1 mountain stronghold: this unit functions
exactly like Roman forts (i.e. it cannot move, and fights like nor-
mal infantry). However, unlike forts, it can be (re)built in moun-
tain regions. It must be in play at the start of each scenario, in
mountainous regions.

CANTABRIA (Cantabria or Cantabrians)
Blue player - order of play #3

Counters: 8 Infantries, 2 Mountaineers, 1
Mountain Stronghold

CARTHAGO (Carthage or Carthaginian)
Yellow player - order of play #1

Counters: 24 Infantries, 1 Elephant, 2 Numid
Cavalries, 1 City, 2 Leaders

CARTHAGO was a powerful city-state of Phoenician origin in
Africa (Tunisia); a rival of Rome, it came to conquer southern
Hispania.

CARTHAGO obtains 1 VP for each ROMA elite eliminated.
On Turn 1, CARTHAGO launches an Invasion with 14 Infantry,
2 Numid Cavalry and 1 Elephant at Sea and the Leader Ha-
milcar (to be removed Turn 2, at the start of the CARTHAGO
Game Turn). It already has units on the map. CARTHAGO ne-
ver receives income.

Numids cavalries are cavalry units that are also mountain units
(see special rules above). Elephants behave like (antique ver-
sion of) knights. All of these have only 1 life points, cannot be
rebuilt or received in reinforcements (including via play of event
chit, once gone, they are gone for good).

At the end of Turn 1, if CARTHAGO controls the Cartagena
region, the City counter is placed there automatically and yields
3R

On turn 2, CARTHAGO receives 7 infantry at sea and the Has-
drubal Leader (to be removed on turn 3, at the start of CAR-
THAGO's turn).

CARTHAGO gains 3 VPs per unit (any) going to Septimania
on turn 2, and 5 VP for Hasdrubal if he goes there too. These
units disappeared (they left to join Hannibal in ltaly against




Rome).

Turns 1-3: CARTHAGO can subdue the CELTOS, which re-
mains subdued until the end of turn 3.

At the end of turn 5 (after VPs have been counted), CARTHA-
GO disappears: all CARTHAGO units are removed from the
map, with two exceptions: the city in Cartagena (if still in play) is
replaced by a city counter of ROMA, and CARTHAGO units in
Tingis are replaced by a ROMA fort or infantry (at that player's
choice).

CASTILLA (Castile)

Blue player - order of play #22

Counters: 14 Infantries, 5 Knights, 1 Royal
Guard, 1 Capital City, 5 Castles, 2 Leaders

CASTILLA was a powerful Christian kingdom in north-central
Hispania.

It appears at the end of turn 12 and replaces the VISIGODOS.
All VISIGODOS units in the Norte zone of Hispania (see re-
minder of regions below) and in Segovia are transformed up to
a maximum of 8 Infantry, 2 Knights and 1 Castle (place as de-
sired inside the regions, respecting stacking limits), regardless
of VISIGODOS unit type. If there are more, excess units are
lost. If there are fewer, CASTILLA chooses the unit type and
location.

VISIGODOS units elsewhere (outside of Norte zone) remain on
the map and become «neutral».

Norte: Galicia, Oporto, Duero, Asturia, Cantabria, Leon, Pa-
lencia, Burgos, Vizcaya, Numantina, Pamplona, Saragossa, Py-
reneus Occidentalis, Pyreneus Orientalis and Osca.

The VISIGODOS Pelayo leader becomes a CASTILLA (re-
move Turn 14, at the start of the CASTILLA game turn).
CASTILLA obtains 5 VP for each Moslem leader killed, 3 VP
for each Moslem stronghold destroyed, 1 VP for each Moslem
infantry or cavalry destroyed. Also, from turns T20+, 1 VP for
each ALMOHADE unit destroyed.

Turn 17: CASTILLA receives leader Alfons VI for 3 turns (17,
18, 19) (the only Leader to last 3 turns).

[ SEVILLA receives 5 VP for killing Alfons VI on Turn 17 ]
CASTILLA has 4 knights during the game. It's a very powerful
military force.

She can recruit her 5th knight from turn 20 (Extended Game:
scenario E only).

Capital city and Royal Guard: from Turn 16, a capital city
can be placed in Toledo (Toletum region), as soon as the re-
gion is controlled, either automatically as a replacement for an
existing castle (free conversion, including a captured opposing
castle), or as a placement during the reinforcement phase (the
cost is then the same as that of a new castle). The capital city
yields 3 VP when it appears, and 1 VP each turn of its exis-
tence. In addition, as long as it is in play, the Royal Guard unit, if
destroyed or non-existent, is automatically rebuilt there (if des-
troyed before or the first time) free of charge during the reinfor-
cement phase (and this rebuilding does not count as a new unit
for placement limits).

Playing note: to play CASTILLA correctly, you need to read the
rules for VISIGODOS carefully. The most important zone is the
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North, and we recommend keeping 11 Infantry intact."

CELTAS (Celts)
Blue player - order of play #6
Counters: 10 Infantries, 1 Mountain Stronghold

The CELTOS are one of the ancestral peoples
of south-west Hispania.
They start the game on turn 1 (and remains in play throughout,
without transforming).
The CELTOS gets 3 VPs for each ROMA elite or CARTHAGO
infantry eliminated.
They can submit to CARTHAGO if they control 3 regions or
less, and to ROMA and OMEYAS if they control 2 regions or
less.
Submission to CARTHAGO ceases at the end of turn 3, to
ROMA at the end of turn 5 and to OMEYAS at the end of turn
118
Turn 11+: CELTOS are Christian (appearance of Islam:
OMEYAS invasion).

CELTAS has 1 mountain stronghold: this unit functions exac-
tly like Roman forts (i.e. it cannot move, and fights like normal
infantry). However, unlike forts, it can be (re)built in mountain
regions or, exceptionally, in Algarve region (where it starts all
scenarios where that region is controlled by this nation).

CRUZADA (Crusade)
Blue player - order of play #28
Scenario E only (Extended Game: + turns 20-

21)

Counters: 6 Infantries, 3 Knights

The Christian (European) CRUZADA is launched in response
to the ALMORAVIDES invasion of Hispania. It appears on turn
20 with 3 Knights and 5 Infantry in one stack at sea (including
those in the Atlantic). Its units can land in any coastal region
(including those usually forbidden with barred anchors).

The CRUZADA benefits from Fougue (see 9.2 - additional mo-
vement).

It obtains 5 VPs per Moslem castle destroyed, 2 VPs per
Moslem cavalry destroyed and 1 VP per Moslem infantry des-
troyed. Castles cannot be rebuilt (Ruins are left, which can be
rebuilt by other nations with available castle counters).

The CRUZADA remains in play for a single turn and disappears
at the end of turn 20. They may use the 6th infantry counter if
they use an event chit for it (to place with the starting stack at
sea).

EL CID (The Cid)

Blue player - order of play #26 y
Counters: 6 Infantries, 3 Knights, 1 Castle
1 Leader

EL CID was a great hero / Christian mercenary in the pay of
Christian kingdoms / and Muslim Taifas during the Reconqylsta
This nation appears on turn 17 with 3 knights, 5 infantry and
the El Cid leader (to be removed on turn 18, at the start o
CID’s turn).




EL CID can first be recruited by each of the other players’ Na-
tions (regardless of their religion, as long as they are not of the
Blue colour) on their Game Turn. However, BYZANCIO cannot
recruit EL CID.

Recruiter: each Nation (other player, non blue, non BYZAN-
CIO) - after receiving its income - can recruit EL CID with Gold
and offer him 1 mission: (the Nation's sequence of play is in-
) terrupted).

’ = attack 1 adjacent region (to one of the Recruiting nation)
(not belonging to a nation played by the EL CID player).

= EL CID can accept or refuse the mission. If he accepts and
succeeds, he will receive VPs after the battle in exchange for
Gold (paid by the Recruiter) (this Gold will be lost).

do

Refusal: EL CID can never attack the Nations he plays (.e.

blue).

Mission objective: (the target region) the Recruiter can decide
. that EL CID should attack all, or only certain enemy units.

Battle: EL CID (and his units) attack the target area (he is tele-
. ported there). Ignore rivers and passes. Stacking must be res-
X . pected (+2 with the Leader). El Cid leads the battle: he rolls the
dice and makes all decisions (including retreat).
After the battle, the Recruiter pays Gold according to suc-
cess:
= 1 Gold per enemy Inf or Cav destroyed (or defeated/re-
treating)
= 2 Gold per enemy knight destroyed (or defeated/retrea-
ting)
= 3 Gold per enemy castle destroyed
Note that El Cid does not attack a unit if the Recruiter cannot
pay for its destruction (for lack of Gold).

. e

. EL CID receives VP ( = Gold paid in exchange for VP)
after the battle.

% He never receives the gold (which is spent = converted into
. VPs, so the gold is lost).

The recruiter can also earn VPs: he acts as if he had des-
'} troyed the enemy units himself (see the recruiter's nation sheet
for values).

Then El Cid (and his units) disappear. His wounded Knights
recover after each battle. The Recruiter resumes and ends his
~ game turn (he can enter the area just attacked or cleared by EL
SEID).

' ~ The next Nation plays and can recruit EL CID (if he accepts) (in
- theory, the previously attacked region can be re-chosen if it is
~ adjacent to one of the new Recruiter’s regions).

- 1EL CID plays its real game turn (last): El Cid (and his units) are
|‘ placed directly in Valencia and attack the owner of the region
(whoever he is, including the blue player's nation this time). If El
Cid is defeated, he can retreat off-map. (He will attack Valencia
~ again on turn 18).

Note that Leader El Cid disappears on Turn 18, at the start of
his turn. The El Cid Nation continues to play. The nation can
only receive income when the region of Valencia is controlled.

Ie: turn 17 (the GALLEGOS, CELTOS and BYZANCIO
ns have been eliminated from the game).

ID plays last, but can be recruited by other players’ Nations.
- R L= ” ‘.,17. . 2
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Red player: 17. ARAGON - 21. LEON - 24.VALENCIA
Yellow player: 18. BADAJOZ - 19. ZARAGOZA

Green player: 20. NAVARRA - 23. SEVILLA

Blue player: 22. CASTILLA - 25. GRANADA - 26. EL CID

= The Red player plays first: ARAGON receives its income
and buys units. He offers to recruit EL CID to the Blue
player:

Mission: attack Saragossa, a region adjacent to Dertosa
(belonging to ARAGON), defended by 1 castle and 1 in-
fantry (from the Zaragoza nation).

The blue player accepts the deal. He takes the EI Cid
Leader, and chooses 3 Knights and 2 Infantry for the Sa-
ragossa attack (stacking limited to 5 units: 3 on the Plain
+ 2 El Cid Leaders).

The battle is resolved and EL CID is victorious. He loses
1 Infantry in battle, and the enemy castle is turned over to
its Ruin side.

After the battle, ARAGON pays 4 Gold for destroyed ene-
my units (3 Gold Castle, 1 Gold Infantry).

EL CID receives 4 VP in exchange (and the gold is lost).
He takes his surviving units and sets them aside.
ARAGON gains 3 VPs (as if it had destroyed 1 Moslem
Castle itself) (3 VPs). ARAGON continues its turn, takes
the empty Saragossa region (Ruin) and rebuilds a Castle
there (sacrificing 1 Infantry).

= The Yellow player plays the BADAJOZ. He proposes that
EL CID attack the Lusitania region (controlled by Leon).
EL CID refuses, so as not to weaken this friendly Chris-
tian kingdom. BADAJOZ plays its turn without recruiting
EL CID.

= The Yellow player plays (again) this time with ZARA-
GOZA. He proposes to attack Dertosa, defended by 2
Infantries (ARAGON). EL CID accepts and crushes the 2
Infantries without loss. ZARAGOZA pays 2 Gold for the 2
Infantries destroyed. EL CID gains 2 VP (then ZARAGO-
ZA plays its turn).

= The Green player plays Navarra. He suggests that EL
CID attack Cuenca, defended by 1 castle (ZARAGOZA).
EL CID accepts. He takes the castle at the cost of 2 in-
fantry casualties. NAVARRA pays 3 gold for 1 castle des-
troyed. EL CID gains 3 VP.

NAVARRA also gains 3 VP (for every 1 Moslem castle
destroyed) (then NAVARRA takes its turn).

= The Red player plays the LEON. He proposes that EL
CID attack BADAJOZ, defended by 1 Castle and 3 In-
fantries (BADAJOZ). The battle is hard won, and EL CID
loses his last 2 Infantries.

LEON pays 6 Gold (= 3 Gold Castle, 3 Gold Infantry). EL
CID gains 6 VP,

LEON also gains 3 VP (for every 1 Moslem castle des-
troyed) (then LEON takes his turn).

= The Blue player plays CASTILLA, but cannot recruit EL
CID (who is the same Blue player).

= The Green player plays SEVILLA (CASTILLA’s rival). He
nevertheless asks EL CID to re-attack BADAJOZ, which




is defended with 1 castle (LEON). El Cid accepts. He
takes the castle with 1 wounded knight (will recover in full
after the battle).

SEVILLA pays 3 Gold for 1 castle destroyed. EL CID
gains 3 VP,

SEVILLA gains 3 VP (for 1 Christian castle destroyed).
SEVILLA plays its turn and takes BADAJOZ empty (and
rebuilds a Castle there, sacrifice 1 Infantry) for a gain of 5
VP (capture of BADAJOZ, turn 17).

In total, SEVILLA gained 8 VP thanks to EL CID!

= The Red player plays VALENCIA. EL CID refuses to ne-
gotiate (because he has to attack VALENCIA next).

= The Blue player plays GRANADA, but he can’t recruit EL
CID (who belongs to the same Blue player).

= The Blue player finally plays EL CID He must attack the
VALENCIA region, well defended with 1 Castle and 3
Infantries (capital) (VALENCIA). EL CID attacks with his
Leader and 3 Knights.

He wins the battle and loses 1 Knight. He sacrifices a 2nd
Knight and rebuilds the castle.

Atthe end of turn 17, EL CID is in VALENCIA with 1 cast-
le and 1 surviving knight. He has gained a total of 18 VP
as a heroic mercenary.

FRANCOS (Francs)

Red player - order of play #16

Counters: 10 Infantries, 1 Elite, 2 Knights,
3 Castles, 1 Leader

FRANCOS represents the kingdom of the Christian Franks
(Merovingians / then Carolingians).

They appear on turn 9 with 4 infantries in Aquitania (a zone
outside Hispania).

As an exception, they score VPs at the end of their turn of
appearance, on Turn 9 (see his Nation Card).

FRANCOS gets 5 VPs for each Moslem leader killed, and 3
VPs for each Moslem castle destroyed.

They receive income from turn 10. The Offmap income of 2
is received (from Septimania) each turn between turn 9 and
15 included.

On turn 12, FRANCOS receive Roland, 2 Knights and 3 In-
fantry in Septimania (area outside Hispania) (Roland will
be removed on turn 13, at the start of the FRANCOS game
turn).

Roland and the Knights can't retreat in battle, but the In-
fantry can. The infantry and elite units may always retreat into
Septimania or Aquitania at any time during turns 9 to 15
included.

[ Warning: the Omeyas gains 5 VP to kill Roland on
turn 13]

At the start of turn 13, FRANCOS get 1 free castle in Barci-
no if they control this region.

They also receives up to 5 infantry reinforcements (see 3.2).
Infantry already on the map are deducted from this reinfor-
cement, and they receives the difference. (e.g. if they have
2 Infantries in play, 3 Infantries are then received as Rein-
forcements). Knights and castles already on the map do not
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count. These reinforcements arrive in Septimania.
FRANCOS become ARAGON at the end of turn 15. For
each infantry unit missing out of the minimum 4 required on
the map at that time, the player loses 1 VP.

The Elite unit can be (re)built anywhere (including Septima-
nia) from turn 10. It costs the same as a Knight. Knights can
only be (re)built from turn 13.

GALLEGOS (Galicians)

Green player - order of play #2

Counters: 7 Infantries, 2 Mountaineers, 1
Mountain Stronghold

The GALLEGOS are an ancestral Hispanic people, located
in northeastern Hispania.

They start the game on turn 1 (and remains in play throughout,
without transforming).

They can submit to ROMA if they own 2 regions or less.
They must submit to the VISIGODOS if they own 2 regions
or less.

They cease to be subject to ROMA at the end of turn 5, and
to VISIGODOS at the end of turn 11.

Turn 11+: GALLEGOS are Christian (appearance of Islam:
OMEYAS invasion).

GALLEGOS have 2 mountaineer units: these units can only
be (re)built in mountain regions. They must be in play at the
start of each scenario, in mountain regions.

GALLEGOS has 1 mountain stronghold: this unit functions
exactly like Roman forts (i.e. it cannot move, and fights like
normal infantry). However, unlike forts, it can be (re)built in
mountain regions. It must be in play at the start of each sce-
nario, in mountainous regions.

GRANADA (Grenade)
Blue player - order of play #25
Counters: 10 Infantries, 2 Castles

GRANADA appears in southern Hispania - at the end of turn
14 - when the OMEYAS Caliphate collapses.

It is the 38rd Muslim Taifa (Emirate) thus created (ZARAGO-
ZA, VALENCIA, GRANADA, SEVILLA).

GRANADA automatically receives the Granada region (re-
gardless of who owns it). Non-OMEYAS units there must
retreat (or are destroyed) (this applies to this region only).
GRANADA also receives 2 OMEYAS-owned or empty re-
gions from the following 3: Carthagena, Calatrava or Mala-
ca. Any OMEYAS infantry or cavalry in these areas are wit-
hdrawn from the game.

GRANADA receives 1 Castle in GRANADA and 7 infantry
- free placement - regardless of stacking or population’li-
mits (at the end of Turn 14) (on Turn 15, stacking rules must
however be respected).

GRANADA can replace 1 OMEYAS Castle (in its territory
other than GRANADA) by sacrificing 1 Infantry. The remai-
ning castles in GRANADA's territory are then removed..

[Turn s 16-17, SEVILLA receives 5 PV to (re)c:ﬁﬁuer %
the regions :Badajoz, Granada, Valen_c,_iik "“f gt
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HISPANIA (Hispano-Romans)

Red player - order of play #9

Counters: 11 Infantries, 33 Forts (from Rome),
4 Cities (from Rome)

HISPANIA represents all the different Romanized peoples of
the peninsula at the end of the Roman Empire.
It appears at the end of turn 5 and replaces Roma.
. Up to 8 ROMA Elites of the player's choice are replaced by
- Hispania Infantry. All other units (except forts and cities) are re-
moved from the game. All forts and cities become HISPANIA
~ (even if the original counters are used).
- HISPANIA receives income from its regions from turn 7.
~ It must submit to the VISIGODOS if it owns 3 regions or less.
|t ceases to be subject to VISIGODOS at the end of turn 11.
On turn 7, the HISPANIA gains 5 VP to kill the Gensericus
VANDALQOS leader.
; ~ Turn 11+: HISPANIA is Christian (appearance of Islam:
~ OMEYAS invasion).
‘( It obtains 1 VP for each Moslem unit destroyed.
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IBEROS (Iberians)

Red player - order of play #7

Counters: 25 Infantries, 3 Mountaineers,
1 Mountain Stronghold

The IBEROS are an ancestral Hispanic people, mainly from
. central Hispania.

He starts the game on turn 1.

L The IBEROS obtains 2 VP for each CARTHAGO infantry eli-
minated.

* IBEROS have 3 mountaineer units: these units can only be (re)
built in mountain regions. They must be in play at the start of
~ | each scenario, in mountain regions.

IBEROS has 1 mountain stronghold: this unit functions exac-
' tly like Roman forts (i.e. it cannot move, and fights like normal
% infantry). However, unlike forts, it can be (re)built in mountain
regions. It must be in play at the start of each scenario, in moun-
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.‘ tainous regions.
Ea On turn 4, instead of playing, IBEROS becomes ROMA: all
~ but 5 of the IBEROS units (player's choice) are transformed

| ; " _into Roman forts. The remaining 5 are converted into Roman

| elites (not forts, and only if there are enough Roman counters
| .' left for this). It is then ROMA ‘s turn to play.

~ Historical note: it has been Romanised.

@\

;%ON is a Christian kingdom in northwestern Hispania (histo-
, gc‘ally, the oldest).

LEON (Léon)

Red player - order of play #21

Counters: 11 Infantries, 2 Knights, 1 Royal
Guard, 3 Castles

‘appears at the end of turn 13 and replaces the SUEVOS.
receives the equivalent of all SUEVOS units in play, up to a
mum of 6 units. It replaces them and can choose up to 4
, 1 Knightand 1 Castle. All other SUEVOS units are lost.

«&M

The Royal Guard unit can only be built after the region of Sala-
manca has been captured (even if lost afterwards). Cost is the
same as a knight.

(Optional Recommended rules) If the SUEVOS have
been eliminated, the LEON automatically appears in the
LEON region (regardless of who owns it). Non-SUEVOS
units in the LEON must retreat (or are destroyed). In this
case, LEON enters play with 1 Castle and 1 Knight in the
Leon region.

LEON obtains 5 VP for each Moslem leader killed, 3 VP for
each Moslem stronghold destroyed, 1 VP for each Moslem
infantry or cavalry destroyed. Also, from turns T20+, 1 VP for
each ALMOHADE unit destroyed.

LUSITANIA (Lusitania or Lusitanians)
M Yellow player - order of play #4

Counters: 9 Infantries, 2 Mountaineers,
1 Mountain Stronghold, 1 Leader

LUSITIANIA represents an ancestral Hispanic people, located
in western Hispania.

It starts the game on turn 1.

It must submit to ROMA or VISIGODOS if it controls 4 regions
or less.

On turn 5, it rebels if it has been subjected to ROMA.

It then receives the Viriathus leader and 2 Infantry on turn 5
(unless the LUSITANIA has been previously eliminated) (Viria-
thus is removed at end of turn 5 in all cases).

If LUSITANIA is not subdued on turn 5 by ROMA and Viria-
thus survives, it receives 5 VP. If Viriathus retreats during a
battle with ROMA, LUSITIANIA must submit immediately (even
if it plays the Retreat event chit).

NB: it ceases to be subject to ROMA at the end of turn 5 (when
the latter disappears, and it will not be subject of HISPANIA).

Turn 11 (or 12): LUSITANIA may submit to OMEYAS fif it
controls 4 regions or less. It then becomes BADAJOZ at the
end of turn 11 (or 12) and remains subject.

It ceases to be a subjected nation of OMEYAS at the end of
turn 14. If LUSITANIA has not been subjugated, it becomes
BADAJOZ at the end of turn 12 (see BADAJOZ).

LUSITANIA has 2 mountaineer units: these units can only be
(re)built in mountain regions. They must be in play at the start of
each scenario, in mountain regions.

LUSITANIA has 1 mountain stronghold: this unit functions exac-
tly like Roman forts (i.e. it cannot move, and fights like normal
infantry). However, unlike forts, it can be (re)built in mountain
regions. [t must be in play at the start of each scenario, in moun-
tainous regions.

Navarra (Navarre)

Green player - order of play #20

Counters: 11 Infantries, 2 Knights, 1 Royal
Guard, 2 Castles, 1 Leader

NAVARRA isa Christian kingdom in northwestern Hispania
(historically, NAVARRA gave birth to both CASTILE and
ARAGON).




NAVARRA appears at the end of turn 13. Each VASCOS infantry
unit on the map is transformed into a NAVARRA infantry unit.
NAVARRA obtains 5 VP for each Moslem leader killed, 3 VP for
each Moslem stronghold destroyed, 1 VP for each Moslem in-
fantry or cavalry destroyed. Also, from turns T20+, 1 VP for each
ALMOHADE unit destroyed.

If VASCOS have been eliminated, NAVARRA nevertheless ap-
pears in Aquitania (on turn 15).

It can place a free castle in Pamplona if it controls this region at
the start of its nation turn on turn 14.

It receives income from turn 14. The Offmap income of 2 is re-
ceived (from Aquitania) each turn between turn 14 and 21 in-
cluded..

On turn 15, NAVARRA receives leader Sancho, 1 Infantry,
1 Knight (even if VASCOS and/or NAVARRA have been des-
troyed before) (Sancho is to be removed Turn 5, at the start of
the NAVARRA game turn).

OMEYAS (Omeyas)

Green player - order of play #15

* Counters: 24 Infantries, 3 Berbers, 8 Cavalries,
1 Royal Cavalry, 1 Capital City, 8 Castles, 4
Leaders

Playing note: to play Omeyas correctly, you need to read the
rules for its successor, Sevilla, carefully. The most important zone
is the Sur (South), and it's advisable to keep a few Cavalries
intact.

OMEYAS is the great Arab Muslim Conqueror (from Africa); and
the equally powerful Muslim Caliphate of Hispania. Historically,
OMMEYAD is the name of Muhammad's family, named after his
great-uncle.

The OMEYAS appears in Africa / or at sea on turn 11: with 2 lea-
ders Tarik and Musa (for 2 turns), 8 Cavalry, 20 Infantry (Lea-
ders to be removed Turn 13, at the start of the OMEYAS Game
Turn). They divide their forces as the player wishes (between land
and sea).

The OMEYAS launches an Invasion (9.1) and benefits from Re-
ligious Zeal (9.3).

When the Toletum region is taken, all VISIGODOS castles wit-
hout infantry (in support) surrender to the OMEYAS as soon as
they are attacked (status to be checked at the start of each melee
round, and automatic in a siege round).

The OMEYAS must then immediately sacrifice 1 unit to convert
the surrendered castle (see 9.5). This rule also applies to subse-
quent turns (for example vis-a-vis of still neutral VISIGODOS still
in play. See VISOGODOS / CASTILLA).

On tun 11 (and 12), the OMEYAS gains 4 VPs per unit going to
Septimania (maximum 5 units = 20 VPs).

These units disappear (they leave to conquer the Kingdom of the
Franks).

The OMEYAS can subdue the LUSITANIA, which at the end of
turn 11 (or 12) becomes the subdued BADAJOZ. Alternatively,
they can subdue the BADAJOZ (later). Submission lasts until the
end of turn 14.
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On tumn 12, the OMEYAS has Naval Supremacy (see 5.6).
They receive reinforcements of up to 13 infantry and 8 cavalry
(see 3.2). Units already on the map are deducted, only the diffe-
rence is received. (e.g. if there a 7 Infantry and 2 Cavalry on the
map, they will receive 6 Infantry and 1 Cavalry as Relnforce-
ments). Castles do not count.

Some reinforcements can arrive by sea if the OMEYAS so de-
cides (free choice).

OMEYAS collect income only in areas with Chateau-fort (and
half of the income of BADAJOZ, if submitted).

OMEYAS obtain 3 VP for each Christian knight eliminated. On
Turn 13, OMEYAS receive leader Abd Ar Rhaman (to be remo-
ved Turn 14, at the start of the OMEYAS Game Turn).

[Warning : Castilla / Francos : 5 PV Muslim leader killed]

OMEYAS gain 5 VP for kiling leader Roland (FRANCOS).

Onturn 14, OMEYAS receive Leader Al Mansur with a Fougue
(Cf. 9.2): Al Mansur (and his stack) can play 2 times.

BERBERS: they can recruit up to 3 Berbers (special units).
Each costs 2 VP. They move with Al Mansur and do not count
towards stacking or population limits. See other rules for moun-
taineers (movement and combat).

Capital city and Royal Cavalry: from Turn 12, a capital city
can be placed in Sevilla (Sevilla region), as soon as the region is
controlled, either automatically as a replacement for an existing
castle (free conversion, including a captured opposing castle), or
as a placement during the reinforcement phase (the cost is then
the same as that of a new castle). The capital city yields 3 VP
when it appears, and 1 VP each turn of its existence. In addition,
as long as it is in play, the Royal Cavalry unit, if destroyed or non-
existent, is automatically rebuilt there (if destroyed before or the
first time) free of charge during the reinforcement phase (and this
rebuilding does not count as a new unit for placement limits). This
stops after the nation is transformed at end of turn 14.

[Warning : Castilla / Aragon : 5 PV Muslim leader killed]

At the end of turn 14, the Caliphate collapses: OMEYAS are
transformed into 4 independent Taifas (Emirates) in the exact
following order ZARAGOZA, VALENCIA, GRANADA, and SE-
VILLA (its true successor) (and BADAJOZ ceases to be subject).
Each cavalry unit still alive at the time of transformations brings a
2 VP bonus.

ROMA (Rome or Romans)

L,
y Red player - order of play #8 3
4 ,v,. Counters: 20 Elite, 4 Veterans, 1 Numid Cavalry,

“» > 33 Forts, 4 Cities, 1 Leader

TN

t

ROMA is the city-state / world empire that conquered Hispania
and the whole Mediterranean world.

ROMA receives no income (and therefore cannot bUI|d new
units).

ROMA can subdue VASCOS, GALLEGOS, CELTOS
SITANIA (but not CANTABRIA).




Romanization: from Turn 4 onwards, a Roman fort must
be placed in every region owned, crossed or conquered
by ROMA. Each Roman fort is free and placed once. Forts
count in the stacking. The countermix is the limit, and it is
forbidden to place a fort in a region with an existing city (see
next).

Urbanization: at the end of each Roman turn, a city can be
placed in regions with a possible site (Sevilla [Sur], Cartage-
na [Este], Toletum [Centro] and Burgos [Norte]) if ROMA
owns (directly, or also via vassals) all the regions in the cor-
responding zone (indicated in square brackets after the re-
gion name above). Each city created is worth 3 VPs. Note
that on turn 5, any CARTHAGO city in the Cartagena region
automatically becomes Roman. If a fort is present in a region
with a newly-constructed city, the counter is removed (and
will remain available for later placement elsewhere, i.e. it is
* not destroyed).

TS

On turn 2, ROMA receives 4 Elites in Septimania (the zone
outside Hispania).

On turn 3, ROMA receives 5 Elites in Septimania and, the
Scipio leader, 4 Veterans Elites and 1 Numidian cavalry at
~ sea. Veterans (see combat) are stronger elites that ignore
~ the first loss they suffer. Numids work the same as the ones
from Carthago.

At the beginning of IBEROS Turn 4, all but 5 of the IBEROS
. Infantry are converted into Roman Forts, the rest

| becomes ROMA Elite.

.~ On turn 4, ROMA is in Invasion and receives 14 Elites to
place in Septimania and/or at Sea (free choice).

On turn 5, ROMA receives up to 13 Sea Elites as reinfor-
~ cements (see 3.2). Elites already on the map are deducted.
' ROMA receives the difference. (e.g. if there are 7 Elites on
the map, ROMA receives 6 Sea Elites as Reinforcements).
Roman forts do not count.

The LUSITANIA revolts on Turn 5. ROMA gains 5 VP to kill
Leader Viriathus (LUSITANIA). If ROMA makes him re-
treat (or kills him), then LUSITANIA must automatically and
" immediately submit (regardless of the number of regions
controlled).

At the end of Turn 5, ROMA is awarded VPs for three large,
- fully conguered zones of Hispania (in addition to VPs for
_ regions within these zones):
. = Sur: 2 VPs per region + 5 VPs if ROMA controls the
entire South Zone.
= Este: 1 VP per region + 4 VPs if ROMA controls the
" entire East Zone.

= Centro: 2 VP per region + 3 VP if ROMA controls the
~entire Centro Zone.
= Norte: "2 VP per region + 0 VP even if ROMA controls
: ".; it entirely.

4
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» "R_gminder: the regions of the subjugated nations also
. B'png to ROMA.

at the end of turn 5, ROMA becomes HISPANIA (just
fore the Great Barbarian Invasions).

|
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SEVILLA (Seville)

Green player - order of play #23

Counters: 15 Infantries, 6 Cavalries, 1 Royal
Guard, 1 Capital City, 7 Castles, 1 Leader

SEVILLA appears in southern and central Hispania - at the
end of turn 14 - when the OMEYAS Caliphate collapses.
The 4th Muslim Taifa(Emirate) is now created (ZARAGOZA,
VALENCIA, GRANADA, SEVILLA).

SEVILLA is OMEYAS's successor, and reclaims what re-
mains of the Caliphate.

The remaining OMEYAS units are exchanged for equivalent
SEVILLA units (Infantry and Cavalry) up to a maximum of 12
units. SEVILLA recovers also all remaining castles.

If there are less than 12 OMEYAS infantry remaining, each
missing infantry costs -1 VP.

Each remaining OMEYAS cavalry converted is worth %2 VP.

On turn 16, SEVILLA receives the Al Mutamid leader (for 2
turns) (to be removed on turn 18, at the start of the SEVILLA
game turn).

[Warning : Castilla / Aragon : 5 PV Muslim leader killed]

TURNS 16-17 Grand Emirate: SEVILLA obtains 5 VP if it
conquers the regions of BADAJOZ, VALENCIA and GRA-
NADA and rebuilds a castle there (sacrificing 1 unit for it if
there is a ruin to rebuilt, or by purchase on turn 16 or 17).
It obtains these VPs only once for each of these regions (=
max 15 VPs).

On turn 17, SEVILLA gains 5 VP to kill the Alfons VI (CAS-
TILLA) leader.

Capital city and Royal Guard: from Turn 16, a capital city
can be placed in Sevilla (Sevilla region), as soon as the re-
gion is controlled (including at game start), either automati-
cally as a replacement for an existing castle (free conversion,
including a captured opposing castle), or as a placement
during the reinforcement phase (the cost is then the same
as that of a new castle). The capital city yields 3 VP when
it appears, and 1 VP each turn of its existence. In addition,
as long as it is in play, the Royal Guard unit, if destroyed or
non-existent, is automatically rebuilt there (if destroyed be-
fore or the first time) free of charge during the reinforcement
phase (and this rebuilding does not count as a new unit for
placement limits).

Suevos (Suevi)
Red player - order of play #12
Counters: 13 Infantries, 1 Elite, 1 Leader

SUEVOS appear on turn 6, during the Great Barbarian In-
vasions. It is the 3rd Barbarian to invade Roman Hispania
(VANDALOS, ALANOS, SUEVOS, VISIGODOS), and is of
Germanic origin.

They launch an Invasion (see 9.1) with 1 Elite, 13 Infantry
and Leader Ermanericus (for 2 turns) (to be removed Turn
8, at the start of the Suevos game turn).

SUEVOS must submit to VISIGODOS if they control 4 re-




gions or less (end of turn 11: end of submission).

Turn 11+4: SUEVOS are Christian (appearance of Islam:
OMEYAS invasion).

At the end of turn 13, SUEVOS transforms into LEON. For
each infantry unit missing out of the minimum 6 required on
the map at that time, the player loses 1 VP.

VALENCIA (Valence)
Red player - order of play #24
Counters: 9 Infantries, 2 Castles

VALENCIA appears in eastern Hispania - at the end of turn
14 - when the OMEYAS Caliphate collapses.

The 2nd Muslim Taifa (Emirate) is now created (ZARAGO-
ZA, VALENCIA, GRANADA, SEVILLA).

VALENCIA automatically receives the Valencia region (re-
gardless of who owns it). Non-Omeyas units there must
retreat (or are destroyed) (this only applies to this region).
VALENCIA also receives 2 OMEYAS or empty regions from
the following 6: Mallorca, Minorca, Ibiza, Denia, Cartagena
or Calatrava. OMEYAS non-castle units there are removed
from the game.

VALENCIA receives 1 VALENCIA castle and 5 infantries -
free placement - regardless of stacking or population limits
(at the end of Turn 14) (in Turn 15, stacking rules must be
respected).

VALENCIA can replace 1 OMEYAS Castle (in its territory) by
sacrificing 1 Infantry, then all remaining OMEYAS castles in
VALENCIA territory are removed.

[ Turn s 16-17, SEVILLA receives 5 PV to (re)conquer the
regions : Badajoz, Granada, Valencia ]

[ Turns 17-19, EL CID must conquer the Valencia region +
gain 5 VP |

VANDALOS (Vandals)

Green player - order of play #10

Counters: 14 Infantries, 1 Cavalry, 1 Elite, 1
Leader

The VANDALOS appear in turn 6, during the Great Barba-
rian Invasions. They are the first Barbarian to invade Roman
Hispania (VANDALOS, ALANOS, SUEVOS, VISIGODOS),
and are of Germanic origin.

The VANDALOS enter play on turn 6 in Septimania with
1 Elite, 1 Cavalry, 14 infantry and their leader Gensericus
(for 2 turns) (to be removed on turn 8, at the start of the
VANDALOS game turn).

On this same turn 6, they benefit from a special move-
ment, followed by an Invasion (9.1).

During the special move, the Vandalos move all their units
in ONE stack and this stack must cross 3 regions, ignoring
terrain and stacking limits. No combat can be made inside
any of the crossed regions, and units may be left there (this
is an exception to the Passage in Force rule).

In response, in each region crossed, enemy units present will
attack the VANDALOS stack (1 White die per enemy unit,
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no matter what the type or life points count is). Vandalos do
not retaliate. After that special move, the VANDALQOS launch

their Invasion from the region they have reached.

Looting: VANDALOS gain 1 VP for each Hispania fort or C|ty
eliminated on their turn.

Cartagena: If the player captures the city, he may burn it for
a gain of 1 VP (marker is removed — see above). In addition,
if the VANDALOS control this region the same or the fol-
lowing turn they burnt it, they can teleport any unit present in
the region (or entering it during movement) to Africa free of
charge. Historical note: this represents the capture of the
town, shipyards and ships of Cartago Nova.

He also gains 2 VP for each ALANOS or HISPANIA infantry
unit eliminated.

[Turn 7: Hispaia receives 5 VP to kill Gensericus]
VANDALOS never receive any income.

Turns 7-9 Africa: VANDALOS can migrate to Africa, gaining
1 VP per unit crossed and sent there. The Leader, the Elite
and the Cavalry units count double.

In those turns, VANDALOS units not in Cartagena (see
above) must be in Gades or Malacca at the start of their
movement to move to Africa (see 5.4). They can also retreat
into Africa (in the event of a battle). VPs are score and they
are then removed from the game.

At the end of turn 9, the VANDALOS disappear: all VANDA-
LOS units, except the Tingis unit(s) — if any - which is (are)
replaced by one BYZANCIO infantry, are removed from the
map.

&9

The VASCOS are an ancestral Hispanic people from nor-
theastern Hispania (around the Pyrenees).

He starts the game on turn 1, and may submit to ROMA if he
has 3 regions or less.

He must submit to the VISIGODOS if he owns 3 regions or
less.

It ceases to be subject to ROMA at the end of turn 5, and to
VISIGODOS at the end of turn 11.

The VASCOS obtains 3 VPs for each ROMA Elite or CAR-
THAGO Infantry eliminated; and, from Turn 7, 3 VPs for each
Visigodos Infantry eliminated.

Turn 11+: VASCOS is Christian (appearance of Islam:
OMEYAS invasion).

VASCOS becomes NAVARRA at the end of turn 15. =
At the end of turn 10, he can replace ALANOS units (1 maxi-
mum in each of the three regions Vizcaya, Numantina and
Pamplona) if he has lost these regions to ALANOS.
VASCOS have 3 mountaineer units: these units can only be
(re)built in mountain regions. They must be in play at the,start
of each scenario, in mountain regions.
VASCOS has 1 mountain stronghold: this unit fi
exactly like Roman forts (i.e. it cannot move;

VASCOS (Basques)

Green player - order of play #5

Counters: 9 Infantries, 3 Mountaineers, 1
Mountain Stronghold




normal infantry). However, unlike forts, it can be (re)built in
mountain regions. It must be in play at the start of each sce-
nario, in mountainous regions.

VISIGODOS (Visigoths)

Blue player - order of play #13

Counters: 35 Infantries, 1 Royal Guard, 1
Capital City, 7 Castles, 5 Leaders

TS

Play note: to play VISIGODOS properly, you need to read
the rules for the CASTILLA that follows it carefully. The im-
portant zone is the Norte (+ Segovia), and we recommend
keeping 11 Infantries intact.

VISIGODOS appear on turn 6, during the Great Barbarian
~ Invasions. They are the 4th Barbarian to invade Roman His-
pania (VANDALOS, ALANOS , SUEVOS, VISIGODOS). He
is of Scandinavian origin. They receive no income till Turn 8
except the off-map income of 2 from Aquitania (which will
cease on Turn 9 — Historical Note: Kingdom of Tolosa,
| which will be conquered by the Franks).

. VISIGODOS can force VASCOS, SUEVOS, GALLEGOS,
LUSITANIA and HISPANIA to submit. Submission ends with
the fall of Toletum or at the end of turn 12.

1 On turn 6, the VISIGODOs receive 6 Infantries in Septima-
- nia (area outside Hispania).

On turn 7, the VISIGODOS receive 10 Infantry and the Wal-
_ lia Leader in Aquitania (Wallia to be removed on turn 8, at the
"beginning of the VISIGODOS game turn). At the end of his
turn, they receive 1 free castle in Saragossa, if they control
this region.

From Turn 8 onwards: Income now allowed, but only in areas
with Castles or City (and 2 income from subjugated Na-
tions).

On Turn 8 (continued): the VISIGODOS launches an Inva-
sion (9.1), with 18 Infantry and leader Alaricus Il in Septi-
mania ; and another leader, Euricus, anywhere (in VISIGO-
- DOS territory). (the 2 leaders are to be removed Turn 9, at
~ the beginning of the Visigodos game turn).

In the first phase of the Invasion, there is no stacking limit
| with the 2 Leaders.
I  On Turn 8, at the end of his Game Turn, the VISIGODOS
| receives 3 Castles free of charge. One must be placed in
§  Toletum, the others in Clear Terrain and anywhere (in VISI-
 GODOS territory) in Hispania south of the Durius river. If To-
~ letum is occupied by a subjugated nation, the VISIGODOS
~_takes control and places its castle there (subjugated nation
“units must retreat or are eliminated if they cannot).
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e 6',Turn 9, at the end of his Game Turn, the VISIGODOS

again receives 3 Castles free of charge. One must be placed
in Dertosa, the others in Clear Terrain and anywhere (in VISI-
GODOS territory) in Hispania south of the Durius river (Der-

idem Toletum, turn 8).
S -
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Then, also on Turn 9, VISIGODOS get either 10 VP if they
control all of mainland Hispania (i.e. excluding islands)
within 1 region (of its choice) and ignoring Tingis or VISI-
GODOS obtains 2 VPs for each large Hispania zone totally
conquered as follows:
* Norte: 2 VP if VISIGODOS controls the entire North
Zone
= Sur: 2 VPs if the VISIGODOS controls the entire South
Zone.
= Este: 2 VP if the VISIGODOS controls the entire Eas-
tern Zone [Exception: the 3 islands do not count: Mallor-
ca, Minorca, Ibizal.
= Centro: 2 VPs if the VISIGODOS controls the entire
Central Zone.
The regions of the subjugated Nations belong to the VISI-
GODOS.

VISIGODOS gain 2 VP for each BIZANCIO and FRANCOS
unit eliminated when attacking ; eand from Turn 11+ onwar-
ds, 1 VP per Muslim unit they eliminate when attacking.

Capital city and Royal Guard: from Turn 9, a capital city
can be placed in Toledo (Toletum region), as soon as the
region is controlled (including at game start), either automa-
tically as a replacement for an existing castle (free conver-
sion), or as a placement during the reinforcement phase (the
cost is then the same as that of a new castle). The capital
city yields 3 VP when it appears, and 1 VP each turn of its
existence. In addition, as long as it is in play, the Royal Guard
unit, if destroyed or non-existent, is automatically rebuilt there
(if destroyed before or the first time) free of charge during
the reinforcement phase (and this rebuilding does not count
as a new unit for placement limits). This stops permanently
after the turn where Toletum is captured by another nation.

On turn 10, VISIGODOS obtain VPs from regions with
CASTLES (income value). For each of the other regions, in-
cluding those of subjugated nations, he gets 2 VP.

Turn 11+: VISIGODOS is Christian (appearance of Islam:
OMEYAS invasion).

On turn 11, the VISIGODOS receive Leader Rodericus (to
be removed on turn 12, at the beginning of the VISIGODOS
turn).

Now it's the turn of the Great Arab Invasion (OMEYAS). As
soon as Toletum is taken, all VISIGODOS castles without in-
fantry (in support) surrender to the OMEYAS as soon as they
are attacked (check each round). This continues to apply to
subsequent turns.

On turn 12, the VISIGODOS receive Leader Pelayo. (to be
removed Turn 12, at the start of the VISIGODOS game turn)

At the end of turn 12, VISIGODOS - in the Zone Norte and
Segovia - become Castilla.

Elsewhere, the remaining VISIGODOS units (including Cast-
les) become «neutral» and defend normally (their Castles still
surrender to the Omeyas), but their units do not retreat. The
Neutrals gain no VP.

Leader Pelayo becomes a CASTILLA leader if still alive (see
CASTILLA).




ZARAGOZA (Zaragoza)

Yellow player - order of play #19

Counters: 15 Infantries, 1 Cavalry, 4 Castles,
1 Leader

ZARAGOZA appears in northeastern Hispania - at the end
of turn 14 - when the OMEYAS Caliphate collapses.
The first Muslim Taifa (Emirate) is created (ZARAGOZA, VA-
LENCIA, GRANADA, SEVILLA).
ZARAGOZA receives up to 6 OMEYAS or empty regions
from among: Osca, Numantina, Castellén, Dertosa, Segovia,
Burgos, Atienza, Avila, Saragossa and Cuenca; with a mini-
mum of 3 regions. If less than 2 regions:

= 1 region, ZARAGOZA receives this region + your choice
of Castellén or Cuenca.

= 0 region, ZARAGOZA receives Castellén and Cuenca.
Non-OMEYAS units must retreat. OMEYAS units are wit-
hdrawn.
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ZARAGOZA receives 12 Infantry and 3 Castles - free place-
ment - regardless of stacking or population limits (at the end
of Turn 14) (on Turn 15, stacking rules must be respected).
If OMEYAS cavalry is present in the transformation zone, one
can be is retained and transformed into the ZARAGOZA ca-
valry unit (alternatively the player may convert 2 infantry units
to obtain that cavalry). The ZARAGOZA cavalry unit cannot
be rebuilt. ;

ZARAGOZA obtains 3 VP for each Christian knight des-
troyed. On Turn 15, ZARAGOZA receives the Al Muktadir
leader (for 2 turns) (to be removed Turn 17, at the start of
ZARAGOZA's turn).

[Warning : Castilla / Aragon : 5 PV Muslim leader Killed]
On turn 16, ZARAGOZA gains 5 VPs for killing leader San-
cho (NAVARRA).




% Players must decide which scenario to play.
- The «Starting position» table shows how many units of each
type are to be placed on the map at the start of the game.

'. Example: scenario B or C is played, 3 Roman Elites are
~ placed on Cartagena. If scenario A or D is played, there is
only 1 Carthaginian infantry at Cartagena.

. When all units have been placed, play can begin according
~ to the Nations Order of Play (shown on the map).

/3. handard version
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In this version, the allocation of Nations is fixed in advance.
. 4 players only.

- Each player controls a predetermined group of Nations (with
their Order of Play):

Player 1 - Yellow: 1. CARTHAGO - 4. LUSITANIA - 11.
" ALANOS - 14 BYZANCIO - 18. BADAJOZ - 19. ZARAGO-
ZA - 27. ALMORAVIDES
| Player 2 - Green: 2. GALLEGOS - 5. VASCOS - 10. VAN-
! DALOS - 15. OMEYAS - 20. NAVARRA - 23. SEVILLA
Player 3 - Blue: 3. CANTABRIA - 6. CELTOS - 13. VISI-
GODOS - 22. CASTILLA - 25. GRANADA - 26. EL CID
Player 4 - Red: 7. IBEROS - 8. ROMA - 9. HISPANIA - 12.
"~ SUEVOS - 16. FRANCOS - 17. ARAGON - 21. LEON -24.
VALENCIA

NB: 28. CRUZADA and 29. ALMOHADE (blue player) are
| not played unless the players wish to extend the game.

n this version, each player controls at least one Nation at any
time during the game, and in principle has an equal chance
~_of winning.

e may not move or attack with the other Nation he

‘the LUSITANIA in the standard game). When

has finished, the second player plays with the
d so on.

At the end of the game, each player totals the VPs of all the
Nations he has played.

The player who has accumulated the most victory points with
his Nations at the end of the game is declared the winner.

79. gmwm

There are 6 different scenarios. Beginners are advised to
start with a short Scenario (A, B or C), while Scenarios D,
E and F are recommended for experienced players only. The
«Starting positions» table (see Appendix) shows the units to
be placed at the start in each region.

15.1 Scenario A: The Ancient Era - Short game n°1

This scenario lasts 5 turns, beginning on turn 1 and fini-
shing at the end of turn 5. Its duration is approximately 2-3
hours. Players (indicating their first nation to play) have the
following VP bonuses:

Player 1 - Red (ROMA): 0 PV
Player 2 - Yellow (CARTHAGO): 0 PV
Player 3 - Green (GALLEGOS): 8 PV
Player 4 - Blue (CANTABRIA): 16 PV

15.2 Scenario B: The Invasions Era - Short game n°2

This scenario lasts 6 turns, beginning on turn 6 and fini-
shing at the end of turn 12. Its duration is approximately 3-4
hours. Players (indicating their first nation to play) have the
following VP bonuses:

Player 1 - Red (SUEVOS): 30 PV
Player 2 - Yellow (LUSITANIA): 16 PV
Player 3 - Green (GALLEGOS): 12 PV
Player 4 - Blue (CANTABRIA): 8 PV

15.3 Scenario C: The Reconquista Era - Short game n°3

This scenario lasts 5 turns, beginning on turn 15 and fini-
shing at the end of turn 19 (you may extend it to Turn 21 —
see below). Its duration is approximately 5-6 hours. Players
(indicating their first nation to play) have the following VP
bonuses:

Player 1 - Red (FRANCOS): 16 PV
Player 2 - Yellow (BADAJOZ): 16 PV
Player 3 - Green (NAVARRA): 24 PV
Player 4 - Blue (CASTILLA): 8 PV



15.4 Scenario D: The Fall of Spain - Medium game

This scenario lasts 9 turns, beginning on turn 6 and finishing
at the end of turn 19. Its duration is approximately 6-8 hours.

15.5 Scenario E: History of Hispania - Long game (Re-
commended)

This scenario lasts 19 turns, beginning on turn 1 and fini-
shing at the end of turn 19. Its duration is approximately 10-
12 hours.

15.6 Scenario D: The Complete Campaign - Extended
play

This scenario lasts 21 turns, beginning on turn 1 and fini-
shing at the end of turn 21. Its duration is approximately 12-
13 hours (2 more turns as compared to previous scenario).
The 2 extra turns include:

Turn 20; 1101-1159

All ALMORAVIDES Elites become normal Infantry. ALMO-
RAVIDES now receive income for regions with Castles. AL-
MORAVIDES Leader Yusuf disappears at the start of his
sequence of play.

CASTILLA can now build a 5éme Knight and ARAGON a
3eme. CASTILLA Leader Alfons VI disappears at the start of
his sequence of play.

New Nations: ALMOHADE, Cruzada (see Nations desctrip-
tion and sheets).

Turn 21; 1160-1220

Leader Abu Yusuf remains (if not eliminated). Tingis is au-
tomatically captured (eliminate all other nations’ units there
and place 1 ALMOHADE infantry there if any spare). All Na-
tions score VPs according to the following details (also indi-
cated on the nation sheets):

CASTILLA

5 PV Cordoba, Toledo

2 PV Calatayud, Duero, Pamplune (Pamplona), Porto, Sala-
manca, Saragossa, Segovia

1 PV Asturias (Asturias), Avila, Cantabria (Cantabria), Ga-
licia (Galicia), Leon, Pays Basque (Pais Vasco), Tier- ra de
Campos, Vieja CASTILLA (Vieja Castilla)

ARAGON

2 PV Avila, Calatayud, Castellon, Saragossa, Segovia, Tor-
tosa

1 PV Barcino, Cuenca, Hueca, Pamplune (Pamplona)

ALMOHADE

? PV for each castle destroyed (in Ruin), points are equal to
the region’s income

1 PV each for other regions

OTHER NATIONS
Turn 19 VPs apply.
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Turn 1: Start for scenarios A, D and E. (320-237 BC)
CARTHAGO: Hamilkar with 14 Infantry, 2 Numid Cavalry,
1 Elephant at sea. Invasion. Receive a City in Cartagena if
controlled.

CELTOS may submit to CARTHAGO if 3 regions or less.

Turn 2 (237-221 BC)

CARTHAGO: Hasdrubal with 7 Infantry at sea. 3 victory
points for each unit that moves to Septimania.

ROMA: 4 Elite in Septimania. No forts.

TS

Turn 3 (221-206 BC)

CARTHAGO: 5 Infantry at sea.

ROMA: 5 Elite in Septimania, 4 Veterans with Scipio and
~ 1 Numid Cavalry, at sea. No Forts.

All count points.

Turn 4 (206-154 BC)

IBEROS: at the start of their turn, they become Roman forts
(1 per region max) except 5 units which become Elite Ro-
~ mans.

- ROMA: 14 Elite in Septimania or at sea (or any combina-
tion). Invasion. One fort in each occupied region. May also
build cities if control of complete areas (North, East, Centre
. and South).

| LUSITANIA must submit if 4 regions or less and attacked by
- ROMA, VASCOS may submit with 3 regions or less, CEL-
TOS and GALLEGOS may submit with 2 regions or less.

~ Turn 5 (154 BC -400 AD)

'LUSITANIA: Viriathus with 2 Infantry, even if submitted.

Submit again if Viriathus retreats, or with 4 regions or less.

ROMA: Increase to 13 Elite at sea.

All but ROMA and CARTHAGO count points. CARTHAGO

count points and disappears.

- & Then ROMA count points and transforms to a maximum of
- 8 HISPANIA Infantry. Forts and cities stay.

Turn 6: Start for scenarios B and C. (400-414)
VANDALOS: Gensericus with 1 Elite, 1 Cavalry, 14 Infantry
in Septimania. One move without stacking limit for one stack,
- then Invasion.

- ALANOS: Ataces, 5 Cavalry and 12 Infantry in Septimania.
Invasion. No stacking limit in the first invasion phase in the
region with Ataces.

- SUEVOS: Ermanericus with 1 Elite, 13 Infantry in Aquita-
~ nia. Invasion.
VISIGODOS: 6 Infantry in Septimania.
k 1
~Turn 7 (415-470)
z, HISPANIA: Income from now on.
NDALOS: Gensericus.
. EVOS: Ermanericus.
X VISIGODOS Wallin with 10 Infantry in Aquitania. Castle
e |n Saragossa (if conquered). LUSITANIA must submit if 4
re v"vn or less, VASCOS and HISPANIA must submit with
i “ions or less, GALLEGOS may submit with 2 regions
| & S.

(¥ Sunt.victory points.
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Turn 8 (471-507)

ALANQOS: Income from now on.

VISIGODOS: Alaricus Il. with 18 Infantry in Septimania.
Euricus in any owned region. Invasion. No stacking limit in
the first phase in the region with the Leaders. Three Castles,
one of them in Toletum.

CANTABRIA: transformed to VISIGODOS at turn end.

Turn 9 (508-585)

VISIGODOS: Three castles, one of them in Dertosa. Count
victory points.

BYZANCIO: 16 Infantry at sea. Naval Supremacy.
FRANCOS: 1 Elite, 5 Infantry in Aquitania. Count victory
points.

VANDALOS: Count victory points and disappear. Those in
Tingis replaced by 1 BYZANCIO unit.

Turn 10 (585-709)

BYZANCIO: Half income.

All except FRANCOS count points.

BYZANCIO may relinquish Tingis (if owned) in exchange of
1 VP. Place 1 OMEYAS infantry there.

ALANOS vanish (except those in Numantina, Vizcaya and
Pamplona replaced by 1 VASCOS each).

Turn 11 (710-720)

VISIGODOS: Rodericus, disappears when Toletum falls.
Castles surrender after this if there is no Infantry left.
OMEYAS: Tarik, Musa, 8 Cavalry, 20 Infantry from sea, Tingis
or Africa or combination. Invasion. Religious Zeal.

Turn 12 (720-791)

VISIGODOS: Pelayo.

FRANCOS: Roland, 2 Knights, 3 Infantry in Septimania. Ro-
land and Knights may not retreat.

OMEYAS: Tarik, Musa and increase to 3 Cavalry and 13 In-
fantry at sea. Naval Supremacy. Count victory points. LUSITA-
NIA may submit to OMEYAS if 4 regions or less. If so, it is trans-
formed to BADAJOZ (with 3 Castles and minimum 6 Infantry,
gets Badajoz, Alcantara, Tago, Vetonia and Estremadura).

At end of turn the VISIGODOS in The North + Segovia are
transformed to CASTILLA (with up to 8 Infantry, 2 Knights, one
Castle). Remaining VISIGODOS become neutral.

Turn 13: (791-961)

FRANCOS: Increase to 5 Infantry in Septimania, Castle in Bar-
cino at start of their turn if controlled.

OMEYAS: Abd Ar Rahmann in own region.

CASTILLA: Pelayo.

All count victory points.

SUEVOS transformed to LEON (4 Infantry, one Castle, one
Knight), VASCOS to NAVARRA, LUSITANIA (if not submitted)
to BADAJOZ.

Turn 14 (961-1002)

OMEYAS: AL MANSUR. Extra move. Can recruit Berbers (cost
2 victory points each, do not count towards stacking limit). Ber-
bers and leader disappear at turn end.

BADAJOZ: Abd Allah Al Muzaffar.

At turn end OMEYAS transformed: first ZARAGOZA, then VA-
LENCIA, then GRANADA. Rest for SEVILLA.




Turn 15: Start of Scenario C. (1002-1031)

BADAJOZ: Umar Al Mutawakkil.

ZARAGOZA: Al Muktadir.

NAVARRA: Sancho, one Knight and one Infantry in own region
or Aquitania (if Navarra was eliminated before).

FRANCOS transformation into ARAGON (minimum 1 knight, 4
infantry on their territory or, failing that, appears in Septimania.)
All count victory points.

Turn 16 (1031-1065)

ARAGON: Ramirez, 2 Knights and 3 Infantry (appear in Sep-
timania if no region in Hispania). Extra move for Ramirez.
Knights and Ramirez disappear at end of game turn.
ZARAGOZA: Al Muktadir.

SEVILLA: Al Mutamid.

Turn 17 (1065-1086)

CASTILLA: Alfons VI. (until end of T19 or start of its nation
turn in Scenario E).

SEVILLA: Al Mutamid.

EL CID: El Cid, 3 Knights and 5 Infantry. May be recruited by
all except Blue player.

Turn 18 (1086-1090)
ALMORAVIDES: Yussuf with 18 Elite from Africa. Inva-

sion. Religious Zeal.

Turn 19: (1002-1100)
ALMORAVIDES: Yussuf (if still alive), 8 Elite from Africa.
All count victory points.

Turn 20: Scenario E only (1101-1159)

ALMORAVIDES: Yussuf disappears at start of their turn. All
Elites are now normal Infantry. Receive income from regions
with Castles.

CASTILLA: may build its 5th Knight

ARAGON: may built its 3rd Knight

ALMOHADE: Abu Yusuf, 13 infantry and 3 Berbers (free)
in Africa (and/or Tingis if empty). Invasion. May not rebuild
destroyed Castles.

CRUZADA: 3 Knights, 5 Infantry at sea (including forbidden
ones). Extra move for all units in one stack. May not rebuild
destroyed Castles. All units removed at the end of the turn.

Turn 21: Scenario E only (1160-1220)

ALMOHADE: Abu Yusuf. Tingis is automatically captured
(eliminate all other nations’ units there and place 1 Almo-
hade infantry there if any spare).

All count victory points.
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Gallegos (1 Inf + 1 Inf[Mtn])

Gallegos (1 Inf + 1 Inf[Mtn])

Gallegos (1 Inf + 1 Inf[Mtn])

Gallegos (1 Inf)

Gallegos (1 Inf + 1 Inf[Mtn])

Gallegos (1 Inf)

Cantabria (1 Inf[Mtn])

Cantabria (1 Inf + 1 Inf[Mtn])

Leon (1 Inf)

Cantabria Inf[Mtn])

Cantabria (1 Inf + 1 Inf[Mtn])

Navarra (1 Inf)

Vascos (1 Inf)

Vascos (2 Inf)

Navarra (1 Knight, 1 Castle)

Vascos (1 Inf[Mtn])

Vascos (1 Inf[Mtn])

Navarra (1 Inf)

Vascos (1 Inf[Mtn])

Vascos (1 Inf[Mtn])

Francos (1 Inf)

Gallegos (2 Inf)

Hispania (1 Fort)

Leon (1 Inf)

Gallegos (1 Inf)

Gallegos (1 Inf)

Leon (1 Inf)

Cantabria (1 Inf)

Hispania (1 Inf)

Leon (1 Knight, 1 Castle)

Cantabria (1 Inf)

Hispania (1 Fort)

Leon (1 Inf)

Cantabria (1 Inf)

Hispania (1 Inf, 1 City)

Castilla (1 Knight, 2 Inf, 1 Castle)

Vascos (1 Inf)

Hispania (1 Fort)

Navarra (1 Inf)

Vascos (1 Inf)

Hispania (1 Fort)

Vascos (1 Inf)

Hispania (1 Inf, 1 Fort)

Termes

Salamanca

Leon (1 Knight, 1 Inf, 1 Castle)

Segovia Iberos (1 Inf)

Hispania (1 Fort)

Castilla (1 Knight, 2 Inf, 1 Castle)

Atienza Iberos (1 Inf[Mtn])

Castilla (1 Inf)

Tago

Lusitania

Alcantara

Avila Iberos (1 Inf)

Hispania (1 Inf)

Castilla (1 Knight, 2 Inf, 1 Castle)

Guadalajara Iberos (1 Inf)

Hispania (1 Fort)

Cuenca Iberos (1 Inf[Mtn])

Estremadura Celtos (1 Inf)

Celtos (1 Inf)

Celtos (2 Inf)

Toletum Iberos (1 Inf)

Hispania (1 Inf, 1 City)

Sevilla (2 Inf, 2 Cav, 1 Castle)

Iberos (1 Inf)

Vascos (1 Inf)

Francos (2 Inf)

Iberos (1 Inf)

Hispania (1 Fort)

Francos (2 Inf, 1 Knight, 1 Castle)

Iberos (1 Inf)

Hispania (1 Fort)

Francos (2 Inf, 1 Knight, 1 Castle)

Iberos (1 Inf[Mtn])

Iberos (1 Inf)

Hispania (1 Inf)

Iberos (1 Inf)

Valencia (1 Inf)

Iberos (1 Inf)

Hispania (1 Fort)

Valencia (2 Inf, 1 Castle)

Iberos (1 Inf)

Hispania (1 Fort)

Sevilla (1 Inf)

Iberos (1 Inf)

Hispania (1 Fort)

Sevilla (1 Inf)

Valencia (1 Inf)

Hispania (1 Fort)

Valencia (1 Inf, 1 Castle)

Hispania (1 Fort)

Valencia (1 Inf)

Iberos (1 Inf)

Hispania (1 Inf, 1 City)

Granada (2 Inf)

Vetonia Celtos (1 Inf)

Celtos (1 Inf)

Badajoz Celtos (2 Inf)

Hispania (1 Fort)

Baecula Celtos (1 Inf)

Celtos (1 Inf)

Sevilla (1 Inf, 1 Castle)

Cordoba Iberos (1 Inf)

Hispania (1 Inf, 1 Fort)

Sevilla (2 Inf, 1 Cav, 1 Castle)

Algarve Celtos (1 Inf)

Celtos (2 Inf)

Onuba Celtos (1 Inf)

Celtos (1 Inf)

Sevilla (1 Inf, 1 Castle)

Sevilla Iberos (2 Inf)

Hispania (1 Inf, 1 City)

Sevilla (1 Cav, 1 Castle)

Baetica Iberos (1 Inf)

Hispania (1 Fort)

Sevilla (1 Inf, 1 Castle)

Gades

Hispania (1 Fort)

Sevilla (1 Inf, 1 Castle)

Malaca

Hispania (1 Fort)

Granada (1 Inf, 1 Castle)

Granada Iberos (1

Hispania (1 Fort)

Granada (3 Inf, 1 Castle)

Tingis

Hispania (1 Fort)

Sevilla (1 Inf)
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