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In 7he God Kings, each player uses a player mat to keep track of a variety of game tasks. During the progress of a typical game, the boxes
on the player mats will contain a frequently changing selection of counters, while the tracks will have counters in positions that will show
all players how many of each item that player possesses.

Neutrals Under Control: In this box, place one control markers for each Neutral Nation (see 20.2) your currently control.

Available Divisions for the Miltary Reform Event: In this box, place the counters for the divisions not currently on the map. You will be
able to add at least some of these counters to your on-map forces when you play a ARmy REForRMS event card. See 7.2. [ Please Note: This
box should actually read "Available divisions for Army Reforms Event"]

You Can Keep a Card This Turn: Usually, all cards in your hand will be played during the turn. In some cases, RS20
however, you may retain a card from one turn to the next. See 8.4 for details. Ay

General Chart: These boxes track your Victory Points, Tribute Points, and Wood Points throughout the game, |Fuiiil
as outlined in the rules for each type of point.

Generals Holding Boxes: These boxes are optional, but useful in that they allow you to keep your combat units off the map. Place the
combat units for your King and your two warlords in the corresponding boxes on the player mat. They are considered to be with those
generals on the map.

Available Chariot Units: This box contains chariot units purchased during the current Reinforcement Phase.

Destroyed Warrior Units: As you lose warrior units during the turn, place them in this box. They return at half-strength the following turn.
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4 The God Kings — Rules of Play

1.0 INTRODUCTION

The God Kings is a card-driven game for two, three, or four players
based on the wars of the Ancient Near East. Players can control
either the Egyptians, the Hittites (Hatti), the Mitannians or the
Kassites. The Assyrians appear in various scenarios, either as a
mid-game replacement for the Kassites or as a player power from

the beginning.

Scale : Each unit represents between 1000 and 1500 men. Leader
counters represent the leader and his retinue. Turns are 25 years
long, with one card activation representing roughly one campaign
of an army.

2.0 GAME COMPONENTS

2.1INVENTORY
A complete game of The God Kings includes:
* 1 Map
* 5 Player Mats
* 3 Counter Sheets
* 110 Strategy Cards
* 1 Rulebook
* 1 Playbook
* 2 Dice

2.2 THE PLAYING PIECES

COUNTER COLORS
Hatti : Orange
Assyria : Maroon
Egypt : Green
Mitanni : Blue
Kassites : Purple
Mercenaries: Red
Barbarians: Brown

COMBAT UNITS

'This game portrays four types of units : Warriors, Chariots, Royal
Guard and Mercenaries (Garrisons are not combat units).

The number supplied with the game is an intentional limit, players

mWag?grcreati{g?raolr&E;ff es- Mercenary Chariot

ASNA M<R<NARICS A Pl
’ ENMNA ul
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Unit  Division Unit's Combat  Loss ~ Movement
Type Name Nation Strength  Factor Points

GENERALS

Generals represent the rulers and warlords of the era.
There are two types of generals : the Kings (the pieces
with a name and a turn of arrival) and the warlords
(generic leaders). Each player can have only ONE E
King at any given time. Each player always has two
warlords. The Kings either begin the scenario already ¢

in the game or enter into play, on the turn (or one of

the turns) shown on their respective counters, accord-

ing to the Successors rules (Section 19). Each general possesses a
Strategy Rating and a Battle Rating.

Strategy Battle

Rating  Rating

POLITICAL CONTROL (PC) MARKERS

The playing pieces containing Mitanni, Egyptian,
Hittite, Kassite, and Assyrian symbols are used to
signify which Power has Political Control of a space
or Walled-City space. Throughout the rest of these
rules, the term Political Control Marker will be ab-
breviated as “PC marker”. See Section 18 for details
on the use of PC markers.

GARRISON MARKERS

On the reverse of the PC markers are the garrison
markers, which are used to garrison the Walled-
Cities, forcing the other players to besiege it in order
to take control of it. To create a garrison, a player
spends the requisite number of Operations Points

(9.2G) and flips the PC marker to the garrison side.

3.0 GLOSSARY

The following are important game terms and abbreviations you
should be familiar with before reading the rules:

SARRISON

Action Cards: Cards whose event is played immediately as the
result of another action (such as cards that affect battle).

Active Army: The currently activated army.
Active General: The currently activated general.
Active Player: The player currently conducting a Round.

Army: An army consists of a general and any number of friendly
combat units stacked together in a space.

Attrition: Some events call for an Attrition Roll. See 11.13 for
details.

Battle Advantage: In battle, the difference between the Attacker
and Defender DRMs (die-roll modifiers), with the Battle Advan-
tage going to the player with the larger total of DRIVIs.

Capital: The Capital Cities are: Assur for the Assyrian player,
Hattusha for the Hatti player, Dur-Kurigalzu for the Kassite
player, Washukanni for the Mitannian player, and Memphis for
the Egyptian player. Capitals affect the game in a variety of ways

City: All circular or square spaces on the map are called Cities or
spaces (the term is interchangeable). The square spaces are called

Walled-Cities.

Combat Unit: A game piece representing military fighters. Combat
units include warrior units, chariot units, royal guard units, and
mercenary units.
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Control: See Political Control.

Conquered HomeCountries: Only a HomeCountry can be con-
quered. It is considered conquered if, at the start of the Victory
Phase, the originally owning Power does not control at least half
of the HC’s spaces—it does not matter whether the other spaces
are controlled at that instant by one or more other Powers. HCs
are automatically un-conquered at the end of the Victory Phase,
when all other players’units are removed from his HC (24.3). HCs

can be conquered multiple times during the game.

Displacement: Placing armies and/or generals in specific locations
after specific events (often losing a battle). A displaced general is
placed back in his HomeCountry in a friendly-controlled space
of his owner’s choice. Displaced units are placed in any friendly-
controlled space in their HomeCountry. A displaced Neutral Nation
army is placed in its Capital space. A displaced Barbarian army is
placed on its Tribal space. See 25.0, Displacement Summary, for details.

Division: 3 warrior units bearing the same division name. See 7.2.
Once in play, they can be used freely by the players (e. g. separated
from each others).

DRM: Die-roll modifier—the number added to or subtracted
from the die-roll result. DRMs apply in numerous game situations.

Event: The descriptive text on the card, outlining an action that
either enhances a player’s action, affects another player’s action, or
takes the place of using the Operations points on that card for that
particular card-play.

Force: Generic term referring to both armies (which have generals)
and units without generals.

Garrison Marker: The garrison markers are not combat units and
serve only to indicate Walled-City space that non-owning players
will need to be besieged in order to control. They have no combat
potential. Garrison markers are on the reverse side of Political Control

(PC) markers.
Garrisoned Walled-City Space: A Walled-City space containing

a garrison marker and/or up to two combat units.

General: Generic term designing the King, the warlords, and the
various leaders of the minor powers (revolt armies or Barbarian).
A general is not a combat unit. All generals have a Movement
allowance of 6 though this rating is not printed on the counters.
Generals are used to activate several units at once. Generals, by
themselves, are not capable of battle or gaining control of a City.

Holding Box: The square boxes on the map (or on the player mats)
where you can put the units commanded by a general.

Homecountry (HC) : An Homecountry is Egypt for the Egyptian
player; Hatti, for the Hatti; Durkurigalzu for the Kassites; Assyria
for the Assyrian and Mitanni for the Mitannian. Homecountries
are denoted on the map by a parenthesized (H) beside the name.

Impulse: The part of the round during which a Player is active.

Invading Tribes space: Diamond-shaped spaces in which Tribes

are placed on the play of their respective event cards.

King: A King is any counter with a name and a turn
arrival date. He is the supreme commander of the
army of a player. Each power can have only one King
on the map at any given time. A King can move with
10 combat units during any time of his activation,
although he may, in addition, command one or two
warlords, each of whom may command 5 combat units.

King's Army: An army commanded by a King.

Loss Factor: The middle number along the bottom of combat units.
When a unit takes a step loss in battle, it contributes its loss factor
towards the total loss number that the player is required to fulfill.

Loss Number: The number on the Battle Table showing the result
of the modified die-roll by a player. The loss number must be satis-
fied as closely as possible by the removal of steps from units, with
each unit’s loss factor contributing towards the total loss number.

Mercenary: Mercenaries are combat units. When they are recruited
by a Major Power, they must at all times be stacked with a general
or unit(s) of the controlling Power. If they remain in a space without
a general or alone, they become a Barbarian unit (21.0).

MP: Movement Points expended while an army or a general is
moving. MPs may be used to place PC markers by a moving army.

Neutral Nation: Any of the four Powers—Egypt, Kassites, Hatti,
or Mitanni/Assyria—that is not being played by a player in the

current scenario.

Operations Number (Ops): 'The number between 1 and 3 on the
upper-left-hand corner of each strategy card. The Operations value
of cards is used to conduct a variety of actions (9.2).

Path: The connecting line between two spaces. Blue connecting
lines are called sea lanes.

Player Power: A Power controlled by a Player.
Political Control (PC): A player controls a space if he has a PC

marker in it. A player controls a province if he controls the majority
of the spaces in the province (having the majority of the PC markers
in a province is not by itself sufficient for Political Control) and all
its Walled-City spaces. A space containing a PC marker remains
under the control of the owning player even if an enemy general
and/or units are also present.

Port Space: A space connected to a sea lane.

Power: General term for nation or kingdom. There are numerous
Powers in the game, of which four (Egyptians, Hatti, Mitanni/
Assyrians, and Kassites) may be Player Powers. Others are Neutral
Powers or Barbarian Powers.

Province: A grouping of spaces within a boundary-line on the map.
Examples: Mari and Assyria. Each province contains a name, along
with two numbers separated by an oblique. The number on the left
is its Victory Point value, the number on the right its Tribute Point
value. Provinces with a parenthesized (H) are Homecountries.

Round: Each turn is divided into a number of rounds, as dictated
by the scenario. The standard number of rounds is five per turn. In
each round, each player plays one strategy card as his “go” (although
in rare cases he may play more than one if the event text on the
card allows it).

Royal Guard: A special unit that can be placed on the map only
if the appropriate event is played. For the Mitanni, the royal guard
is the Mariyannu and for Egypt, the Sherden.

Sea Lane: The blue line connecting two port spaces.

Space: Any location on the map in which a unit, army, garrison
marker, or PC marker may be placed. Spaces include Walled-City

space.

Sequence of Play: The procedure, covered in section 5 of rules, that
q ay: *hep
governs the activities of a Turn.
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Siege: The attempt to capture an enemy garrisoned Walled-City
space.

Siege Die-Roll: A die-roll (which may be modified) conducted
at the end of a current Activation or, if the army is already at the
enemy garrisoned Walled-Clity space, at the instant of Activation,
to attempt to capture the space. The Siege die-roll always ends the
Activation.

Space (a.k.a. City Space): Any location on the map in which a
unit, army, garrison marker, or PC marker may be placed. Round
spaces are city spaces. Square spaces are Walled-City spaces. Spaces
connected to a sea lane are called port spaces.

Successor: During certain turns, the player will have two Kings.
'The one on the map is the King, the other, placed on the player
mat, is the Successor. The Successor might potentially replace the
King during the course of the turn and become the new King, ac-
cording to the Succession rules, or he might enter the game on the
specified turn automatically.

Tribal Path: The connecting line projecting from an Invading
Tribes space.

Tribute Point (TP): Points you earn when you control the prov-
ince, and which allow you, during the reinforcement

Phase, to recruit chariot (in conjunction with a Wood

Point), mercenary units and garrisons. They can also

be used to rebuilt reduced warrior units. Keep track of
your power's Tribute Points on your player mat.

TRIBUTS
PLINTS

Turn: A full completion of the Sequence of Play
(section 5 of the rules). Each turn represents roughly
25 years. The "God Kings" marker is used on the
Succession Chart (on the map) to indicate the cur-
rent Turn.

UnGarrisoned Walled-City Spaces: A Walled-City space contain-
ing neither a garrison marker nor a combat unit. It 7zay contain a

PC marker.

Unit: An abbreviation for combat unit. It can be a warriors unit, a
chariot unit, a royal guard unit or a mercenary unit.

Un-led Units: Unit(s) not stacked with a general—such a force may
not move, although it must retreat if it loses a battle.

Walled-City Spaces: A space containing one or more Wall outlines.
Examples: Ugarit (one wall), Kadesh (two walls), Karkemish (three
walls). Walled-Cities are Garrisoned or UnGarrisoned.

Warlord: Generic leaders. Each player has, at all times, two warlords
on the map. A warlord can move with 5 units at any time during
his activation. They are placed at leisure at the beginning of each
turn. Kings can command warlords and thus augment the number
of troops they can move with. e.g., an army led by a King and one
of his warlords can move with up to 15 units.

Wood Point (WP): Wood points are obtained by trade or via
spaces with a Wood symbol. They are spaces or towns rich in wood
or important in trade. Wood points are used at the reinforcement
Phase to recruit chariot units. Keep track of your power’s Wood Points
on your player mat.

4.0 SETTING UPTHE GAME

Set up the playing pieces and markers as indicated in the Playbook.
Shuflle the deck of strategy Cards and place it off to the side. You

are now ready to play.

5.0 SEQUENCE OF PLAY

The God Kings is played in turns, each of which must be played

in the following order:

I.DEAL STRATEGY CARDS PHASE
Each player is dealt 7 strategy cards, or 6 if the player kept a card

from the previous turn (8.4).

II. REINFORCEMENT PHASE (SKIP THIS PHASE ON
THE FIRST TURN OF ALL SCENARIOS)

1. Each player places his reinforcements according to Turn

Order (6.0).
2. Replace Neutral units as specified in 20.4.

3. If playing the campaign game, and it is the 6™ turn, the
Mitanni Player must change from Mitanni to Assyrian
(see section 23).

III. STRATEGY PHASE

'This Phase consists of five Rounds. Use the "Round" marker, along
with the Rounds track on the map, to keep track of which Round
is currently being played. Each Round has a number of Impulses
equal to the number of players in the game. During each Impulse,
each player, according to the Turn Order (6.0), must do the fol-

lowing in the order listed:

1. Make a Succession Roll if a Successor is possible (see 19.3).
2. Play a strategy card (9.2, 9.3).

3. Record Victory Points (if any), the instant he gains them,
by adjusting the “Current Turn VP” marker on the VP
Track on his player mat (24.2).

After all five Rounds have been completed, the Neutral Nations
Round is conducted. Here, a card is drawn for each Neutral Nation
in play this scenario. See 20.2 for details.

'The full sequence for the Strategy Phase is as follows:

1. Round#1
i 1st Player Impulse
a. 1st Player conducts succession roll if
successor available this turn.
b. 1st player plays a strategy card.
c. Istplayer records VP as he gains them.

il. 2nd Player Impulse
a. 2nd Player conducts succession roll if
successor available this turn.
b. 2nd player plays a strategy card.
c. 2nd player records VP as he gains them.

1ii. 3rd Player Impulse
a. 3rd Player conducts succession roll if
successor available this turn.
b. 3rd player plays a strategy card.
¢. 3rd player records VP as he gains them.

iv. 4th Player Impulse
a. 4th Player conducts succession roll if
successor available this turn.
b. 4th player plays a strategy card.
c. 4th player records VP as he gains them.

2. Round #2 through Round #5. Repeat above Impulse
sequence. Repeat above Impulse sequence.
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3. Neutral Nations Round
i Determine Neutral Nation order.

ii. Determine ownership of Neutral Nations.

iii. Owner of 1st Neutral Nation (if any) draws
strategy card and conducts actions with that
Nation or plays event.

iv. Owner of 2nd Neutral Nation (if any) draws
strategy card and conducts actions with that
Nation or plays event.

v.  Owner of 3rd Neutral Nation (if any) draws
strategy card and conducts actions with that
Nation or plays event.

IV.VICTORY PHASE

'The Victory Phase is conducted in the following order of steps. Full
details for each step are found in section 24.

1. Calculate VP gains for Control of Provinces and adjust
the “Current Turn VP” markers accordingly (24.1)

2. Calculate VP losses for Enemy Control of HomeCoun-
try spaces and adjust the “Current Turn VP” markers
accordingly (24.1)

3. Check for Sudden Death Victory, per 24.2. If yes, the

game is over. If no, go to the next step.

4. Determine Turn Order for Next Turn: The players de-
termine the order of play of the following turn, as per 6.0

5. Adjust VP Totals. All players add the VPs under their
“Current Turn VP” markers to the number of VPs cur-
rently under their “Total VP” markers.

6. Reset “Current Turn VP” Markers. All players move
their “Current Turn VP” markers to the zero space on
their Turn tracks.

7. Remove enemy PC and units from all players’ Home-
Country.

V.END OF TURN PHASE

First, each player discards all unplayed cards from his hand, although
he may potentially retain one of them as per 8.4.Then, begin an-
other turn by moving the "God Kings" marker to the next box on
the Succession Chart on the map. Play continues until one side
wins a Sudden Death Victory or all turns specified in the scenario
instructions have been played to completion.

6.0 TURN ORDER & INITIATIVE

Turn Order for the following turn is determined in step 4 of the
Victory Phase. The player who scored the least number of VPs
during the current turn has the initiative, which means he decides
in which order he will play for the next turn. Then, the player who
scored the next least VPs during the current turn decides—and
so on. Place the Initiative markers for each player on the Turn Order
Record on the map in their appropriate boxes, in order fo help keep track
of who's turn it currently is.

Example: During the current turn, the Egyptian player scored 10
points, the Mitannian player 13 and the Hatti player §.

The Hatti player (8 VP) chooses first and decides to play last. Then,
the Egyptian player (10 VP) decides to take the second place. The
Hatti player has no choice, he will play first.

If there is a tie, the player with the least number of total VP—as
determined after Step 5 of the Victory Phase of the current
turn—decides first. In case of tie in the total number of VP, each
tied player concerned rolls a die, with the player rolling the higher
number deciding first.

7.0 REINFORCEMENTS
7.1 REINFORCEMENTS PROCEDURE

Each player, in the order of play determined in the initiative phase,
receives his reinforcements according to the following procedure:

1. First, he flips the reduced warrior units to their full-
strength side. Warrior units which have been destroyed
are placed back on the board on their reduced side. He
then removes the mercenary and chariots units he had
the previous turn.

2. Next, he calculates the Tribute Points (TPs) he receives
from occupied provinces—the Tribute Point value is the
second number for each province showing on the map.
He also calculates the number of Wood Points (WPs)
he receives—these come from spaces that he controls
containing the Wood Point symbol (he receives the WPs
even if the space is under siege and even if it has no PC
path back to the HomeCountry). He also receives WPs
and TPs if he played the TraDE event (9.2H) during the

previous turn.

3. He now spends Tribute Points and Wood Points. One
Tribute Point can be spent to acquire a garrison marker
(placed in a Walled-City space containing a friendly PC
marker) or a mercenary unit (placed as per the Merce-
nary rules); or to flip a reduced warrior unit back to full-
strength; OR, by spending a Wood Point in addition to
the TP, to build a chariot unit. Unused Tribute and Wood

Points are lost.

4. 'The player changes his King, if necessary, according to
the Succession rules in section 19. Neutral Power kings
are also changed at this time, if available. Replaced Kings
are permanently removed from the game (they’re dead).

5. All units (divisions, mercenaries and chariots—but not
garrisons) and generals, whether they started the Phase
on the map or they were newly built, are placed any-
where in friendly-controlled spaces that can trace a line
of friendly-controlled spaces (not just empty spaces) to
their HomeCountry (sea lanes may not be used, nor may
spaces controlled by currently allied Powers or currently
controlled Neutral Powers). They need not all be placed
in the same space. If such units are currently conducting
a siege, the siege is lifted (it was unsuccessful) and the
Continuing Siege marker (if there is one) is removed.

Example: It is the Reinforcement Phase of turn seven. Egypt con-
trols Canaan, Amurru (except Arwad and Nahrin) and the Sinai.
First, he removes the mercenaries and chariot units he controlled the
turn before. He then flips fo full strength the reduced warrior units
and places, at reduced strength, the previously destroyed warrior
units of the three divisions he already has in play: Amon, R and
Seth. Then he calculates the TP he earns for the turn : 2 for Amurru,
2 for Canaan, 1 for the Upper Egypt and 2 for Egypt proper. The
total is 7 TP, As he controls 6 Wood Points spaces (5 on the map
and one from Upper Egypt) and played no TRADE event during
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8 The God Kings — Rules of Play

the previous turn, he can recruit 6 chariot units. He could also use
some of his TP to rebuild to full strength his reduced warrior units,
recruit mercenaries, or place garrisons markers.

Next, he removes Amenaphis 111 from the board, replacing him with
Amenophis IV. He then sets up bis units on the board (his 3 divi-
sions, his chariot units, and his mercenary units, anywhere in spaces
controlled by Egypt, led by Amenophis IV and the two warlords. He
decides to place the King, two divisions, his chariots and a warlord
in an Egyptian-controlled Kadesh and leave a warlord and a divi-
sion in Egypt itself to defend it in case of troubles by the Libyans.

7.2 DIVISIONS

A division in The God Kingsis a levee of approximately 5,000 troops.
In game terms, each division is comprised of 3 warrior units with
the same name. Having all 3 units of a division in a battle provides

a +1 DRM for the owning player (15.55).

Each Nation begins the game with at least 2 divisions in play, and
it can never have more than 4. In order to add more divisions to the
ones already in play, a player must play an ArRmy REFORMS card as
an event—this allows him to add the 3 warrior units of the division
in one space of his Homecountry. This card cannot be played as an
event if the Player already has his 4 divisions in play. In addition
to this method of adding divisions, some Nations receive additional
divisions on determined turns (e. g. Egypt in the Campaign Game
scenario—see the Playbook for details).

HATTI RESTRICTIONS

For the Hatti player to play ARMY REFORMS as an event, he must
control either Walusa or Pitassa. If he does, he can play one such
event: he then deploys the new division in either Walusa or Pitassa.
The chosen province is thereafter considered as part of Hatti, and
Hatti Homecountry for the rest of the game (and subject to 24.1);
furthermore, its Tribute value is added to the Hatti empire. Once
chosen, a province cannot be used again to bring another division
into play.

Example: The Hatti player controls Pitassa and plays ARMY RE-
FORMS as an event to bring his third division into play. Pitassa is
now considered Hatti Homecountry and the new division is set up
in one of its spaces. If he wants to add the fourth division, he will
have to control Walusa and play another ARMY REFORMS event.

Note: This restriction also applies to the turn 6 automatic reinforce-
ment the Hatti player receives in the Campaign Game scenario.
If the Hatti player does not meet this condition the instant it is
available, the automatic reinforcement is lost.

8.0 THESTRATEGYPHASE

8.1 RECEIVING STRATEGY CARDS

Each player is dealt 7 cards from the Strategy deck each turn, 6 if
the player kept a card from the previous turn.

8.2 PLAYING STRATEGY CARDS

Each Strategy Phase consists of five player Rounds plus the Neu-
tral Nations Round. Each player Round consists of a number of

Impulses equal to the number of players in the game. Impulses are
conducted according to Turn Order (6.0). Each player starts each
of his Impulses by playing—i.e., placing face-up on the table—one
strategy card, using the card either for the Operations Points (Ops)
or the event printed on the card (see 9.1), or in some cases remov-
ing the card from the game (9.5). During his own or other player’s
Impulses, a player may also play the events on strategy cards if they
permit such play (e.g., action cards—15.55).

8.3 EIGHT OPTIONS FOR EACH CARD

Each card played allows the player either to play the event on the
card or to use the card’s Operations (Ops) number to activate
a general, place PC markers, place garrison marker(s), trade for
Wood and Tribute points, activate a neutral army (see 20.2), recruit
mercenary units, or modify the Succession Roll (19.3).

8.4 ENDING THE STRATEGY PHASE

'The players continue to alternate playing strategy cards, in Turn

Order (6.0), until 5 Rounds have been played.

Players may keep one (and only one) card between turns, but if they
do so, they receive one less card in the Deal Strategy Cards Phase
of the next turn. A Player may retain a card only on alternate turns,
not on every turn; if he retains a card in a turn, he may not retain
any card at all the following turn. The player retaining a card places a
“No Card This Turn” marker on his Player Mat, flipping it after the

subsequent turn to the "Keep a Card This Turn" side as a reminder.

In the End of Turn Phase, cards that have not been used and not
retained are placed face-up on the table for all players to see and then
placed in the Discard pile, where they are oft-limits to all players.

9.0 STRATEGY CARDS

9.1 DESCRIPTION

In Zhe God Kings, the strategy cards are the soul of the game. Each
strategy card has two primary elements, a number between 1 and
3 in the upper left corner (called the Operations number) and an
event. This "Ops" number is used to perform actions as per 9.2.
'The event is available only if the Operations number is not used.

— Operations Number —{4

. Card Title —

> MERCENARIES

|
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(ASTISN <ARD) J
1
|
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ARMY REFORMS*
(REMSVE FReM PLAY)
Dc{g‘uu an additional Division - f avalab
inONE space n your Home
one g reforris exent may
plyerper fum. DONOT R
L Plajng with ess than + Player Fovers.

After this Battle, place 3 full-strength

b Mercenany Unts with anywinning Geners)
T Event Text /I
|

"Remove from Play" Card Action Card

9.2 USING THE CARD’S OPERATIONS
NUMBER

The Operations number allows a player to do one (and only one)
of the following:

A. Activate a General (with or without units) whose Strat-
egy Rating is less than or equal to the operation number.
Therefore, a card with an Operations value of "1" (called
a 1-Ops card) can only activate a general with a Strategy
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Rating of 1. A 2-Ops card can activate a general with a
Strategy Rating of 1 or 2. A 3-Ops card can activate any
general. The “INTERNAL UNREST” event inflicts an increase
in the Strategy Rating of a King for the duration of a turn,
making him harder to activate.

B. Activate a General with an army of at least three combat
units to perform a Siege die-roll (and do nothing else).
Unlike 9.2A, the general’s Strategy Rating is irrelevant
for a Siege activation; a card of any Operations value may
activate a general of any Strategy Rating.

C. Place a quantity of PC markers on the map equal to the
Operations number (see 18.2).

D. RaiseTroops: Playing a card in this way allows the player
to place a number of face-up mercenary units, equal to
the Operations number of the card, with any one general
who is located in a friendly controlled space. You may not

raise troops in a besieged Walled-City space (see 17.0).

E. Modify the Succession Roll: ‘The player may, before the
Succession die-roll is made, play a card to adjust it posi-
tively or negatively by the Operations number. This card
is played in addition to the card played normally during
the Strategy Phase and it does not replace the card the
player must play during his normal turn.

F.  Activate a Neutral General: This is only allowed with a
3-Ops card. Playing a 3-Ops card in this way allows the
player to activate a Neutral general (King or warlord). He
can then play the activated general as if it were one of his

own (see 20.2).
G. Convert PC Markers to Garrisons: Playing a 1-Ops or

2-Ops card in this way allows the player to convert one
of his PC markers currently on a Walled-City space to a
garrison marker (by flipping the PC marker over). Play-
ing a 3-Ops card allows the player to convert up to two
such PC markers.

H. Trade: Playing a 1-Ops or 2-Ops card for trade immedi-
ately gives the player one additional Wood Point and one
additional Tribute Point to be used in the next Reinforce-
ment Phase. Playing a 3-Ops card gives two Wood Points
and two Tribute Points.

9.3 USING THE CARD’S EVENT

'The player performs the event described on the card. The event takes
the place of the Operations number for that particular card-play.

9.4 USING ACTION EVENTS

Events with their title followed by "Action Card" in parentheses are
action events. These can be played in the middle of a player’s own
Impulse or another player’s Impulse, according to the instructions
on the card. Playing an action event as a response to another player
does not count as strategy card play for that player’s Impulse; on
his next Impulse, he play a strategy card normally.

9.5 “REMOVE FROM PLAY” CARDS

If a strategy card with the "Remove from Play" designation is
played as an event, it is permanently removed from the game after
this Round. A card with an asterisk symbol is not removed if the
card is played for its Operations number or discarded without
performing the event.

9.6 RESHUFFLING

'The entire strategy deck, including all current discards but exc/uding
cards that have been permanently removed from play, is reshuffled
before any cards are dealt.

9.7 DISCARD PILE

'The Discard Pile may not be examined at any time, except for the
most recent discard (which is at the top). All players get to see
discards as they are discarded—including Neutral Hand discards
and cards not retained between turns—but once in the Discard Pile,
they are off-limits (again, except for the most recent one).

10.0 STACKING & SUBORDINATION

10.1 STACKING UNITS

There is no limit to the number of units that can be stacked in a
space. There are, however, limits to how many units a general may
move or command in battle, as outlined in 11.2.

10.2 STACKING GENERALS AND RANK

There can be more than one general in a space. However, if two
warlords occupy a space, one cannot command the other (although
their armies defend together). The King can command either or
both warlords stacked with him; here, the warlords are considered
subordinates. In such cases, keep the King on the map and place
the warlords in the King's Holding Box. A warlord in the King's
Holding Box is considered stacked with the King for all purposes.

When a King stacked with a warlord (or both warlords) is activated,
either or both warlords may activate with him.

A warlord cannot command another warlord or the King. When
activated, he cannot move with another warlord or the King.

O+ v

20+ X+ v
11.0 MOVEMENT
11.1 WHO MAY MOVE

Generals may move with or without units. Units cannot be moved,
except to retreat after battle (16.1)—unless accompanied by a gen-
eral. A general can be moved only when a strategy card is played
that permits it. A general and the units stacked with him are col-
lectively called an "army". Only one army moves with each strategy
card unless a campaign card is played (11.12). An army may be only
once per the play of any given strategy card.

11.2 MOVEMENT PROCEDURE

A general may move into any space that is adjacent—i.e., con-
nected by a line—to the space he currently occupies. Movement is
conducted from space to adjacent space, with each space costing
one Movement Point (MP), except mountainous terrain spaces,
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which cost two MP.

A general without units has a movement allowance of 6 Movement
Points. Otherwise, an army when activated has Movement points
(MP) equal to the MP allowance of the slowest unit (activated)
in the army. Chariots have 5 MP while warriors, royal guards, and
mercenaries have 4 MP. An army combining units with 5 MP and

4 MP has a MP of 4 MP.

Units move by being activated by their generals, according to the
following rules:

A warlord can move with up to 5 units.

A King,a Barbarian general, or a Revolt general can move
with up to 10 units.

The total number of units that a general may activate
for movement and/or combat is equal to the combined
Leadership ratings of the stacked generals—therefore, a
King may, at a maximum, activate 20 units (10 directly
under his own command and 5 under the command of
each of the two warlords stacked with him).

Note that leaders may be stacked with a number of units greater
than their leadership ratings (and all units in such cases defend in
battle), but may only Activate a number of units equal to or less
than their combined leadership ratings.

A moving general may pick up and drop off units (and warlords if
the King is moving) along the way, at no cost in Movement Points,
so long as there are never more units than the combined leader-
ship ratings of the stacked generals moving at any time. Picking
up or dropping off units does not change the army’s initial MP
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allowance, and units that are dropped off may not move not move
further that activation. The sequence below must be observed when
moving an army:

Select the general you wish to activate. If activating a King,
select up to 10 units plus 5 units for each warlord he will
take with him. If activating a warlord on his own, select
up to 5 units to accompany him.

Play a strategy card with an Operations Number capable
of activating that general (9.2A).

Move the army, expending one MP per space entered (or
two MP per mountainous terrain space). As the army
enters each space it potentially triggers a Reaction for
the non-active player (11.3), which is conducted before
proceeding to step 4.

If the non-active player succeeded with an Interception,
the active army has the option to back up one space and
end its move (13.5). If so, go to step 7.

If the active army enters a space containing enemy units,
the non-active force may attempt to Avoid Battle (14.1).
Ifit succeeds, the active army may attempt Pursuit (14.4).
If Pursuit succeeds, the army may continue its move; if it
fails, its move is finished.

'The active army may conduct an Overrun at this time if it
has a 10/1 or better ratio in combat strength points against
enemy units in the space, and if the enemy units do not
successfully Evade. Repeat steps 35 until the activated
army has completed its move.

The army may now conduct either a Siege roll (if in an
enemy-controlled Walled-City space) or a battle (if in a
non-Walled-City space occupied by an enemy force). An
army may never conduct both a battle and a Siege on the

play of a single strategy card.

11.3 REACTION

Each space an army enters may trigger a possible reaction by the
non-Active Player. The two possible reactions are Interception
(13.0) and Avoid Battle (14.0). The sequence for each reaction, as

it occurs, is as follows:

1.
2.

The active army moves into a space.

If the space contains a Walled-City controlled by the
non-active player, the non-active player declares each of
his units inside or outside the city.

The non-active player declares all his Interceptions into
the space and Avoid Battle attempts out of the space. All
Interception and Avoid Battle attempts must be declared
before any are carried out and the non-active player is
required to attempt all those he designated.

Note: The last sentence means that in situations where Player
A moves an army into a space already containing a force be-
longing to Player B units and adjacent to an army belonging
to Player B, Player B must decide at that moment whether or
not to have the force in the space attempt to Avoid Battle. He
may not wait until his interception from the adjacent space
succeeds or fails. If the interception does succeed, he must then
attempt the Avoid Battle, and only if he fails that roll will
his two forces be joined for the battle (but with a -1 DRM in
that battle as per 14.1).
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4. If any Interceptions were declared, the non-active player
conducts them now (in any order he wishes). An army
intercepting into a space may not duck into a Walled-City
since non-phasing units can only enter Walled-Cities
during step 2 above.

5. If an Avoid Battle was declared, the non-active player
must now roll for its success and, if successful, move the
army from the space.

11.4 ENEMY-OCCUPIED SPACES

When an army moves into a space containing an enemy Force it
cannot overrun (11.5), and that enemy Force does not, cannot, or
fails to Avoid Battle (14.1), the army must stop, end its movement
and battle the enemy Force. An army or lone general may simply
pass through a space a lone enemy general.

11.5 OVERRUNS

An active army can overrun an opposing Force if that army has
a 10:1 or better ratio in combat strength points against the Force
upon entering the space. Interception and Avoid Battle attempts
are conducted before overruns, but if these do not occur (or fail),
the enemy Force is removed from play without a battle taking place.
The active army may continue its movement.

11.6 PLACING A PC MARKER

A moving army may expend one of its MP to place a PC marker
in the space it currently occupies (replacing an enemy PC marker,
if it exists, with his own), as long as that space is free of enemy
units and is not an enemy-controlled Walled-City space with a
garrison marker.

11.7 MOUNTAINOUS TERRAIN SPACES

Movement into mountainous terrain spaces oufside the active gen-
eral’s HomeCountry costs two MP instead of one. Inside an active
general’s Homecountry, mountainous terrain spaces costs only one
MP. A force may not enter a mountainous terrain space if it does

not have enough MP.

Effects: Battles in mountainous terrain spaces prohibit chariot
charges (for both sides) and chariot units are used at half-strength
during battle (i.e., they fight unmounted). Mountainous terrain
spaces contribute also a defensive bonus during the resolution of
battles.

11.8 WALLED-CITIES AND MOVEMENT

Players should consider a Walled-City as a space within a space.
Generals and units can be inside or outside of the city—however,
a Walled-Cities can hold only two units (with any number of
generals). Garrison markers do not count in this limitation; once
placed, they are considered as part of the City and are considered
inside the City at all times. Units that remain outside of the city
stop enemy movement; units inside the city do not. You may move
your units and generals from inside a Walled-City to outside of a
Wialled-City (and vice versa) in the following situations:

Active Player: Through normal movement (the play of a
stratelgy card) during your player turn, at no additional cost
in MP.

Non-Active Player: When an enemy army enters a non-besieged
Walled-City spaces and the non-active player has units or generals
there, he declares each of his units (up to the limit of two) and/or
generals (any number) inside or outside. His decision may change
each time an enemy force enters the space.

11.9 COMBINING ARMIES

An activated King may pick up other warlords (with or without
units) at no cost in MP and keep moving. A warlord may not pick
up another general, be it King or another warlord. If a warlord ends
its move in a space containing the King, then the activating warlord
becomes a subordinate.

11.10 DIVIDING ARMIES

A King's army may drop off subordinate warlords (with or without
units) at any time and at no cost in MP—but a dropped off warlord
and his army may not continue to move as part of that activation.
A warlord in the King’s Holding Box may be activated and moved
away with as many units from the King's army as the controlling
player wishes (up to five). Bring the subordinate warlord back onto
the map and use the space occupied by the King as his starting
space. The subordinate warlord becomes the commanding general
of this new army. An activated warlord that detaches and moves
off counts as moving one general (i.e. activating a warlord does not
also allow the King to move).

11.11 DISPLACED GENERALS

A general becomes displaced if an enemy army enters the general's
space and the general is not accompanied by friendly units. A gen-
eral also becomes displaced if all units accompanying the general
are eliminated due to battle losses. A general is not displaced if all
units under his command are removed due to the Attrition Table.
See the Displacement Summary (25.0).

A displaced general is placed back in his HomeCountry in a space
of his owner’s choice.

11.12 CAMPAIGN CARD LIMITATIONS

=N 3 A

When a campaign card is played each com-
manding general must complete all movement
and battles before another general can be acti-
vated. A unit or general that has moved during
a Campaign cannot be moved again by another
general during the same Campaign card play.

FAVOR OF MARDUK
MAJOR <AMPAIGN

Activate up to 3 Generals,
one of which may be a
Neutral General. No Unit may

move more thanonce.

One of the generals activated by a Campaign
Card may be a Neutral one.

Campaign Cards and Sieges: A campaign card

cannot be used to conduct more than one siege against the same
Walled-City, but it could be used to battle the defenders from the
space and then used again to conduct a siege against the site, as
long as a different general performed each action.

11.13 ATTRITION ROLL

Some events call for an Attrition Roll. If an army or units suffer
from Attrition, roll a die by unit. If there are fewer than 10 units in
the space targeted by the Attrition Roll, each 6 inflicts a Step Loss
on the unit. If there are 10 units or more, then each 5 or 6 (instead
of only a 6) inflicts a Step Loss on the unit.
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12.0 NAVAL MOVEMENT
12.1 PROCEDURE

A general (with or without units) may use Naval Movement to
move, via a sea lane, from one port space to another port space. Units
without a general may not use Naval Movement. Naval Movement
is possible only when a 3-Ops card or a Campaign event is played.
Naval Movement costs 3 MP. Note that a force may pass zhrough
a port in a naval move: the only ports that mater are the origin and
destination ports (e.g., moving from Tyre through Enkomi to Ura).

Example: If your army has four MPE you can move one space to a
port and then use Naval Movement; or you can start at a port, use
Naval Movement and then move one space inland.

Example: An army in Tanis may move one space in Avaris and
then conduct naval move to either Megiddo, Jaffa or Paphos.

12.2 NAVAL MOVEMENT LIMITATIONS

Only a 3-Ops or a Campaign event permits Naval Movement.
Either type of card allows one army with up to five units to use sea
movement. If a Campaign card is used, the Naval Move counts as
one of the Campaign actions.

12.3 ENEMY-CONTROLLED PORTS

Control of a port is not necessary for embarkation or debarkation.
Naval Movement is allowed into any port space including a port
that contains an enemy PC or units. A landing army may be subject
to interception and must battle any enemy force it lands on except
if the enemy force avoids battle or retreat into a Walled-Clity.

12.4NAVAL MOVEMENT AND WALLED-

CITIES

Naval Movement directly into a Walled-City (as oppose to simply
landing outside the city) is allowed if the Walled-City is friendly
controlled and not currently under Siege (17.2). Naval Movement
is prohibited into and out of besieged Walled-Cities. Note that this
does not prevent Naval Movement into and out of a space contain-
ing a besieged Walled-City (in this case the troops are considered
embarking or debarking outside the city walls).

13.0 REACTION A: INTERCEPTION
13.1IN GENERAL

Interception is a special kind of movement that allows a non-active
army to advance one space during an opposing force’s move and
interrupt the movement of that enemy force. Interception forces
the moving force to fight a battle or back up one space (13.5) and
end its move.

If a battle occurs, the intercepting force is still considered the De-
fender (the active force is always the Attacker in a battle—see 15.3.

13.2 WHEN CAN INTERCEPTION OCCUR?

Any army (i.e., there must be a general) controlled by the non-active
player may attempt interception whenever an enemy force (or lone
general) enters—via land or naval movement—a space adjacent
to the non-active army and the space does not already contain
any currently non-moving enemy units. An army may attempt
interception each time the above condition occurs—for example,
if an enemy Force A tries to move around friendly Army B, Army
B could attempt to intercept in each adjacent space that Force A
enters which does not contain an enemy unit.

Example: Ramesses 1I enters Nahrin, which contains no Egyptian
units. Muwatalli Il in Ugarit can try to intercept him. The interception
attempt fails and Ramesses then moves to Aleppo (again no Egyptian
units there); Muwatalli attempts interception again and fails. Ramesses
moves to Alalakh, Muwatalli attempts interception yet again, and this
time it succeeds.

13.3INTERCEPTION RESTRICTIONS

An army may not attempt interception into a space that contains
one or more NON-Moving enemy units.

Interceptions may only occur against movement. They may not
occur against enemy forces avoiding battle (14.1), against forces
backing up one space (13.5), against retreating forces (16.0). or
against intercepting forces.

13.4INTERCEPTION PROCEDURE

'The intercepting player temporarily halts the enemy force’s move-
ment by declaring an interception. He then states which general and
which units will make the attempt—this becomes the intercepting
army (13.7). He rolls a die and modifies the result as follows:

+1 if the destination space contains an enemy or neutral PC
marker and no friendly units

-1 if the intercepting army has more chariot units than the
moving force

-2 if the intercepting army consists solely of chariot units.
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'These modifiers are cumulative. As a result, if an intercepting army
consists solely of chariot units, and the number of chariot units
exceeds those of the moving force, the modifier would be -3.

If the modified roll is greater than the Battle Rating of the inter-
cepting general, the interception fails and the moving force may
continue with its activation.

If the modified roll is less than or equal to the Battle Rating of the
intercepting general, the interception succeeds. A natural roll of 1
also results in a success and a natural Roll of 6 is always a failure.
The Intercepting army must move into the intercepted force’s space,
and a battle takes place.

In a battle caused by a successful interception, the intercepting
player receives a +1 DRM to simulate the effects of surprise. +1 is
the maximum benefit for this purpose, even if two or more armies

intercepted (see 13.6).
13.5 BACKING UP ONE SPACE

An intercepted force is never required to give battle; it may instead
back up to its last-occupied space and forfeit any remaining move-
ment points. If an army using Naval Movement back up, it returns
to its port of embarkation except for Walled-City spaces, in which
case see 13.8. If an army backs up on to an enemy garrisoned
Walled-City it may still conduct a siege in that same activation.

13.6 MULTIPLE INTERCEPTIONS

The intercepting player may conduct more than one interception
attempt into the same space if he has more than one army in position
(but allied player may never attempt this together—and see 13.7).
In this case, the intercepting player must declare all interception
attempts before any are resolved, and the intercepted force may wait
until all are resolved before deciding to fight or back up. If both/
all interceptions succeed, then the armies are combined (subject to
command/stacking restrictions) in the space under the command
of one general to fight the moving army.

13.7 SUBORDINATES AND
INTERCEPTIONS

'The intercepting player may dispatch all or only a portion of his
army (under a warlord or the King) for an interception. He must
declare which general and how many units will make the at-
tempt—this becomes the Intercepting army. No matter how many
warlords an army has, only one interception can initiate from each
space—an intercepting army in a single space may not attempt
multiple interceptions from that space in hopes that at least one
will make it. If a warlord intercepts, the commanding King must
be left behind with at least one unit .

13.8 INTERCEPTIONS AND WALLED-
CITIES

An army inside a Walled-City may intercept into an adjacent space
if there are no enemy units at the Walled-City space. Conversely, if
a force is intercepting while entering one of its own Walled-City
spaces, the battle is resolved before it can enter the Walled-City
itself. An army intercepted as it enters its own Walled-City space
via naval movement has four options: accept battle, back up into
the Walled-City (if the city can fit the army inside), back up to
the port of embarkation, or split the army between the last two
options. An army backing up one space may never leave behind
units outside the Walled-City.

13.9 INTERCEPTIONS AND OVERRUNS

Overruns occur after interceptions, so an intercepting army may
prevent an overrun.

13.10 FAILED INTERCEPTIONS AND
AVOID BATTLE

If an army fails an interception attempt it is prohibited from at-
tempting an avoid battle against that same army during the current
card play. The army that failed the interception may still attempt
other interceptions without restrictions, and may even attempt
to avoid battle against other armies if the current card play is a
campaign.

14.0 REACTION B: AVOID BATTLE
AND PURSUIT

14.1 AVOID BATTLE

When an enemy army enters a space containing a non-active army
or lone general, the non-active player may attempt to Avoid Battle.
He rolls a die and modifies the result as follows:

-1 if a lone general attempts to Avoid.

-1 if the avoiding army has more chariot units than the mov-
ing army
-2 if the avoiding army consists solely of chariot units.

These modifiers are cumulative. As a result, if an Avoiding army
consists solely of chariot units, and the number of chariot units
exceeds those of the moving force, the modifier would be -3.

If the modified roll is greater than the Avoiding general’s Battle
Rating, the attempt fails and battle is resolved (or, if a lone general,
the general is displaced). For failing the avoidance and for the tem-
porary reduction in morale this would cause, the army that tried to
Avoid Battle receives a =1 DRM in the ensuing battle.

If the modified roll is less than or equal to the Avoiding general's
Battle Rating, the attempt succeeds. A natural roll of 1 also results
in a success and a natural Roll of 6 is always a failure.

A successful Avoid Battle allows the non-active army or general to
move into any adjacent space (see 14.2 for restrictions).

14.2 RESTRICTIONS ON AVOIDING
BATTLE

e No more than the maximum number of units commanded by
the generals in the space may avoid battle. An army contain-
ing more units than can be commanded must leave behind all
units in excess.

e Units and generals that fail an interception attempt may not
attempt to avoid battle against the same army in the current
round (13.10).

e An army or general avoiding battle may leave units and/or

generals behind.

e An Avoiding army/general may not enter a space containing
an enemy unit or PC marker.

e An Avoiding army/general may not enter the space from which
the enemy army is advancing.

e Un-led units may not Avoid Battle.
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14.3 SUBORDINATES AND AVOID BATTLE

An army containing a King and one or more warlords in the same
space may have one of the warlords attempt to Avoid separately.
In this case the commanding King (and the second warlord, if he's
there) must be left behind with at least one unit Only one Avoid
Battle attempt is allowed per Reaction Phase, so generals may not
split up and avoid battle into different spaces, nor may one general
attempt to Avoid after another in that army has failed.

14.4 PURSUIT

After a successful Avoid Battle, the active army may (if it has any
remaining MPs) attempt to continue moving, either to follow the
Avoiding army or to move oft in a different direction. To do so, the
active player rolls a die, modifying as follows:

-1 if the active army has more chariot units than the success-
fully Avoiding army

—2 if the active army consists solely of chariot units.

These modifiers are cumulative. As a result, if an Avoiding army
consists solely of chariot units, and the number of chariot units
exceeds those of the moving force, the modifier would be -3.

If the modified roll is greater than the active general’s Battle Rating,
he forfeits all remaining MPs.

If the modified roll is less than or equal to the active general's Battle
Rating, his army may continue moving normally (up to the MP
limit). If he enters the space that now contains the Avoiding army,
it may try to Avoid Battle again, and the active army may attempt
to pursue again, and so on until his opponent fails his Avoid Battle
roll or runs out of MP.

14.5 WALLED-CITIES AND AVOID BATTLE

A non-active army located at a Walled-City space but currently
outside the city has two options when an active army enters the
space. First, he may declare his army outside inside the city and
attempt to Avoid Battle (or fight). Second, he may declare the
army inside the Walled-City (as long as it can hold the army). In

the latter case, the moving army may continue moving normally.

14.6 Sieges and Pursuit

An army that fails its pursuit die-roll but ends its move on a Walled-
City space may still conduct a Siege against the site.

15.0 BATTLES

15.1 A battle may be initiated only by an activated army against
enemy forces occupying the same space. Battle always expends
the remainder of the army’s movement points, whether or not the
activated army wins or loses. That active player's Commander is the
general he has activated. The inactive player's Commander is the
King if present or one of the warlords in the space if not.

15.2 An activated army that moves into an enemy-occupied
non-Walled-City space must declare battle against those enemy
units. If the enemy units or army are inside a Walled-Clity, or if
the enemy army succeeds in Avoiding Battle and retreats inside the
Walled-City, battle does not take place (the force can be attacked
only through Siege Resolution).

15.3 The active player is the Attacker and the non-active player
is the Defender, even if the battle is initiated by the non-active
player as a result of successful Interception (13.0).

15.4 LOSSES FROM PARTICIPATING UNITS

Only the units that participated in the battle may take losses from
the battle.

15.5 BATTLE RESOLUTION

Battles are resolved according to the following sequence and rules.

15.5.1 THE BATTLE RESOLUTION SEQUENCE

Each battle is resolved using the following sequence (for Sieges,

see 17.3).

1. Both players declare chariot charges (15.52) and perform
the chariot charge die-roll, unless Wispom or Horus
(card #63) or IRrREsISTIBLE CHARGE (card #62) is played
immediately before the die-roll. If the charge is successful,
resolve the chariot attack, removing losses before step 2.

2. Both players determine the combat strengths of the forces
remaining after the chariot charge.

3. Both players determine their battle die-roll modifiers
(DRMs).

4. All players—whether or not they are participating in the
battle—may now play, as desired, action cards that affect
battle. The Attacker plays cards first, followed by any other
player (in Turn Order) whose action cards favor the At-
tacker. Then the Defender plays any action cards that work
against the Attacker, after which each other player (in Turn
Order) may do the same. There is no limit to the number
of action cards that may be played to affect a batttle.

5. 'The players determine Battle Advantage (15.55). The
player with Battle Advantage decides now whether he will
adjust either his own roll or that of his opponent, or both.

6. 'The Attacker determines the column to use on the Battle

Table. He then rolls a die, modifies it according to his
calculated DRMs, and notes the modified roll.

7. 'The Defender determines the column to use on the Battle

Table. He then rolls a die, modifies it according to his
calculated DRMSs, and notes the modified roll.

8. Both players take the required losses. This step is consid-
ered simultaneous.

9. 'The battle Winner is determined.

10. The Loser’s force retreats.

15.5.2 CHARIOT CHARGES

The army with the larger number of chariot units has the option
of making a chariot charge prior to the battle if the battle is not in
a Mountainous terrain space. If it declines or fails, the army with
the lesser number of chariot units may then try a chariot charge.
If both armies have the same number of chariot units, the general
with the better Battle Rating decides first if he attempts a chariot
charge. If still tied, the Active player decides first. Note that only
armies can conduct chariot charges; un-led forces may not do so.

The Charge Roll: To succeed at the chariot charge attempt, the
player must roll equal or less than the difference between the
Battle Ratings of the two commanding generals (uncommanded
forces have a Battle Rating of zero for this purpose), with the roll
modified as follows. Charge Roll DRMs:
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-1 if the army attempting the roll has more chariot units than
the enemy’s force, or if the attempting army has one chariot
unit and the enemy force none.

-2 if the army attempting the roll has at least double (but less
than three times) the number of chariot units in the enemy’s
force, or if the attempting army has two chariot units and the
enemy force none.

-3 if the army attempting the roll has at least three times the
number of chariot units in the enemy’s force, , or if the at-
tempting army has at least three chariot units and the enemy
force none.

-1if the enemy army failed an Avoid Battle roll for this battle.
+/-? as derived from action cards played for this battle.

In addition, an unmodified roll of 1 always results in a success and
an unmodified roll of 6 is always a failure.

If the charge roll fails, or if the option to charge is declined, the
enemy army may attempt his own charge roll (if he has chariot
units), applying all DRMs as above. If this roll fails, or if this army
has no chariot units, no chariot charges occur and the main battle
procedure takes place.

If the charge roll succeeds, the charging player rolls once on the
Casualty chart, using the column corresponding to the total combat
strength of his chariot units. There are no modifiers, and chariot
units may noz be held back from this attack. Unlike main battles,
the enemy player does not make a die-roll. Losses are taken as per
15.58. Once all losses from the chariot charge have been removed
(if any), proceed to the main battle.

Whether the charge succeeds or not, in the ensuing main battle,
half the losses (rounded down) suffered by the army who attempted
the charge must be chariot unit losses. Note that, if both players
attempted a charge, whether or not they succeeded, both players
must extract half the losses from their chariot units. If the losses
exceed the total steps available for the chariots, unsatisfied losses
are dealt to the remaining units (owner’s choice of which ones).

15.5.3 DETERMINING COMBAT STRENGTHS

After applying losses (if any) from chariot charges, each player totals
the combat factors of his units involved in the battle to determine
his combat strength. The strength of all chariot units involved in the
battle are included (although the Attacker may hold some back),
even if they conducted or attempted and failed at a charge. Each
chariot unit has its combat strength divided by 2 (rounded up) if
the battle takes place in a Mountainous terrain space.

The Attacker is not required to attack with every unit in the space;
some may be held back, and these do not take losses. However, for
the Attacker (only), chariot units that did not commit to a charge
do not have to be included in the main battle. The Defender must
defend with all units in the space (commanded or not, and includ-
ing all chariot units).

15.5.4 DETERMINING THE BATTLE TABLE COLUMN

'The total combat strength for each player determines the column
that player will use on the Battle Table (printed on the map and
on p. 14 below). Most columns show a range of combat strengths
(e.g., 5-6,16-20, 37+); if the combat strength falls into that range,
the player uses that column. (To help remember the column while
calculating the DRMs, each player should put one of his control
markers on the appropriate column.)

15.5.5 Battle Die Roll Modifiers (DRMs)

Each player determines what DRMs affect his battle roll. The
DRMs are as follows:

Battle Rating DRM
'The die-roll is modified by the general’s Battle Rating (if any).

Action Card DRM(s)

The Attacker—or any Player wanting to play a card in the
Attacker’s favor if the event allows it—may play action cards
whose event affect battle. See 15.1 for the timing of action cards
in the Battle Resolution procedure. Note that not all action
cards provide a DRM; some have other effects.

Local Allies DRM

Players receive additional DRM for having allies. A player
gains allies by having Political Control of the province in
which the battle takes place (determined at the moment of
the battle). All provinces are worth a +1 DRM except for the
Homecountry provinces, which are worth a +2 DRM for the
initial controlling power (Egypt for the Egyptian player, Hatti
for the Hatti player, Mitanni for the Mitannian player until
he takes control of Assyria, Assyria thereafter and Karduniash
for the Kassite player).

Restrictions on Allies

You may only receive the Local Allies DRM if you have a gen-
eral in the battle. If multiple battles occur in the same province
or country during the play of a campaign card, all battles receive
the Local Allies DRM as long as the conditions are met.

Mountainous Terrain Space DRM

'The defending army or units in a Mountainous terrain space

receives a +1 DRM.
Divisional Integrity DRM

For each division whose 3 counters (full or reduced strength)
participate in the battle, the Player receives a +1 DRM.

15.5.6 BATTLE ADVANTAGE

Total the DRMs for both the Attacker and the Defender, then
subtracts the greater DRM from the smaller. This number is the
Battle Advantage. The player with the Battle Advantage is known
as the Advantage player, and he uses this number either to receive
a positive DRM to his roll, or to inflict a negative DRM to the roll
of his adversary, or to combine positive and negative DRM as long
as applies and does not exceed his total Battle Advantage. In other
words, he may use Battle Advantage either to increase his own roll
or decrease his opponent’s roll, or a combination of the two. The
Advantage player determines the use of Battle Advantage before
seeing the die-rolls.

Example: Thutmose I1I (Battle Rating 4) gives battle to Saushta-
tar (Battle Rating 2). The net difference is 2 in favor of Thutmose
1II. So, the Pharaoh has a Battle Advantage of 2. He may either
receive a +2 DRM to his die roll in the oncoming battle, or inflict
a -2 DRM to Saustatar Roll, or receive a +1 DRM to his roll and
inflict a -1 DRM to Saushtatar roll.
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The Battle Tuble controls the results of each Batle. Down the leftmost column (labelled D6) are the possible die-roll results for each player; these
rolls can be modified according to the list in 15.55. The rest of the columns correspond to the combat strength of the player making the current roll;
combat strengths can be modified according to 15.53. To use the Battle Table, determine your final combat strength, then roll the die and modify it
(if appolicable). Follow the row corresponding to the modified die-roll across to the column corresponding fo the final combat strength—the result
is the loss number. The loss number is the number your opponent uses to determine his losses in this Battle.

15.5.7 THE BATTLE ROLL

Each player rolls a die and modifies it with the DRIMs determined in
15.5.6. He locates the modified roll on the D6 column of the Battle
Table and cross-references the corresponding row with the column
determined in 15.5.4. The number where the row and column meet
is the loss number to be applied against the opposing force.

The lowest possible modified roll is -3, and the highest possible
is 10 (i.e., the lowest and highest rows on the Table); treat any
modified roll of less than -3 as a -3, and any modified roll of more
than 10 as a 10.

15.5.8 BATTLE LOSSES AND LOSS NUMBERS

Each player applies to his own units the battle
losses required by the loss number resulting from
the battle roll in 15.57. The loss number is satisfied
by taking step losses from units—i.e., flipping them
to their reduced side or, if already reduced, remov-
ing them from the map. When a step loss is taken,
the affected unit contributes its loss factor (i.e., the
number shown before the step loss is taken) towards
the total loss number required.

Example: A 3-(3)-4 warrior unit contributes 3 towards the loss
number, while a 4-(2)-5 chariot unit contributes 2, when step losses
are taken from them. The two units together therefore contribute 5,
a total that would fully satisfy a battle roll of 2 on the 9-11 column
on the Battle Table.

"The loss number must be fulfilled as closely as possible, but a player
never loses more than the loss number—in some instances, a player
will lose less than the loss number, but only once all possibilities to
take equal to or as close to the loss number have been exhausted.

Example: A Kassite army consisting of six full-strength warrior units
(each a 3-(3)-4), and the full-strength royal guard (5-(2)-4) suffers
a loss number of 17 in a battle. The Kassite player could satisfy the loss
number in any of the following ways:

* reduce frve warrior units (15 loss points) and the royal guard (2
loss points);

* eliminate one warrior unit (3 loss points for each step,), reduce 3
more (9 loss points), and reduce the royal guard (2 loss points);

* eliminate two warrior units (12 loss points total), reduce another
(3 loss points), and reduce the royal guard.

All the combinations meet the required loss number of 17 exactly; other
combinations would come close, but not as close as exactly the number, so
would not be satisfactory. Nor would exceeding the loss number.

A reduced unit may never be refitted to its full-strength side during
the turn (exception : some events allow this). It remains on its reduced
side until eliminated or until Reinforcement phase of the next turn.
A general becomes displaced if all units accompanying him are
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eliminated due to battle losses. A displaced general is placed back
in his HomeCountry in a space of his owner’s choice.

CHARIOT LOSSES INTHE MAIN BATTLE

If chariots units were used to conduct a charge (successful or failed),
then half the step losses (rounded down) must come from chariot
units. This takes precedence over the necessity of fulfilling the loss
number as close as possible to the loss number.

Example: The Mitanni player attempts a chariot charge in a battle.
His army—one chariot unit (loss factor of 2 on both sides) and
four warrior units (loss factor of 3 each on both sides) —suffers a
loss number of 9 on the Battle Tuble, of which 4 must be satisfied
by the loss factors of the chariot units. He reduces the chariot unit
for 2 against the loss number, then eliminates it for 2 more. He
then reduces one warrior unit to satisfy an additional 3 against
the loss number, for a total of 7. No combination will allow him
[ferst to satisfy the chariot losses and also to get closer to the total loss
number of 9.

15.5.9 DETERMINE BATTLE WINNER:

The player who caused the highest loss number (ignoring the result
of any chariot charge) wins the battle. If tied, the defender wins
the combat. A player also wins the battle if his enemy is entirely
destroyed. The winner of a battle gains control of the space, places
a PC marker, or replaces an enemy PC marker with the winner's
PC marker (except if the space was an enemy garrisoned Walled-
City). If the winner defeats an enemy army of 6 or more units, the
winner scores a VP. If the defeated army was a Barbarian one, the
winner scores a VP (this is cumulative with VP awarded for the
size of the defeated army).

15.5.10 RETREATS

The loser of the battle must retreat (see 16.1) from the space. Fur-
thermore, if the loser suffers a loss number greater than the winner’s
loss number by 5 or more, his army is displaced (see Displacement
Summary, 25.0. Furthermore, if the displaced army had no legal
retreat path within 4 spaces, it loses 50 % of the total Steps of all
his remaining units (displaced player’s choice), rounded up. The
Winner of the battle never retreats.

16.0 RETREATS
16.1 RETREAT PROCEDURE

After battle casualties have been removed, the losing force must
retreat to a space that both contains a friendly PC marker and is
clear of enemy units, or to a space that contains more friendly units
than the retreating force itself (whether or not friendly-controlled
or free of enemy units). If more than one space is eligible, the retreat
must be to the closest one (retreating player’s choice if they are
equidistant). However, a player may, at his option, choose a retreat
path or destination which is not the closest if it will cause fewer
UNIT losses (see 16.3) than the shortest path.

Note that a force of un-led units that loses a battle must retreat—the
only instance in which un-led units may move.

In a retreat, units or generals may not be left behind, and any friendly
units encountered along the retreat path, if they do not outnumber
the retreating units, are swept up in the retreat and become part of
the retreating force (if they do outnumber, the retreating force stops
in that space). The command limits do not apply during retreats; all

units in a losing force, commanded by a general or not, must retreat.

16.2 RESTRICTIONS ON RETREATS

*  'Thelength of the retreat may not be more than four spaces.

*  'The retreat may not use Naval Movement. If the losing
army debarked in the battle space that round, it is elimi-
nated and the general is displaced. However, if this space
contains a Walled-Clity friendly to the retreating attacking
army, it may retreat into the Walled-City; any units which
cannot fit inside the Walled-Clity are eliminated, and the
generals are displaced.

* If the battle’s original attacking force retreats, the first
space of its retreat must always be the one from which
it entered the battle—if that space is enemy controlled,
the attacking force loses an additional Step Loss. If the
original defending force retreats, at no point during its
retreat may it enter the space from which the attacker
entered the battle.

*  'The retreating force may never re-enter the battle space
during its retreat.

PENALTIES ON RETREATS

*  Aretreating force loses one additional Step Loss for each
space it enters that contains an enemy PC marker.

*  Aforce retreated into a space containing enemy units will
lose an additional Step Loss for each enemy unit in the
space. A retreating force may not remain in a space with
enemy units. Enemy generals without units have no affect
on retreats and cannot block retreat paths.

* A force that cannot retreat, has no place to retreat to or
must retreat more than four spaces is instead displaced and
loses 50 % of the total Steps of all his units (displaced
player’s choice, rounded up).

A force can be voluntarily displaced instead of retreating. That force
is placed on any space in its HomeCountry.

16.4 RETREATS INTO WALLED-CITIES

A retreating force is never allowed to retreat into a besieged Walled-
City, except for an army that sorties from the city—i.e., the army
was under siege and, when activated, launched a battle against the
besiegers. A retreating force may retreat into a friendly-controlled
non-besieged Walled-City if the battle occurred in the Walled-City
space. If there are more units in the retreating force than the city
can hold, then the retreating force may split up into two forces;
one into the city and the other retreating to a legal retreat space.
'The commanding general and subordinates may accompany either
force or be split up in any fashion. This is the only way a retreating
force may be split up.

17.0 WALLED-CITIES & SIEGES

Walled-Cities are the locations on the map that are not simple
spaces. They have their own distinctive graphical depiction, which
shows not only the location of the Walled-Clity space but also its
Siege modifier.

17.1 WALLED-CITIES AND GARRISONS

Walled-Cities are either garrisoned or ungarrisoned. A garrisoned
Walled-City contains either a garrison marker or a combat unit, or
both. An ungarrisoned Walled-City contains neither, but it may
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contain a PC marker.

A Player takes control of an ungarrisoned Walled-Cities as per
18.2. Ungarrisoned Walled-Cities are simply normal spaces for
this purpose.

A Player takes control of garrisoned Walled-Cities only by conduct-

ing a successful Siege against it, as per 17.2.

CREATING GARRISONS

MITANNI

B

SARRISON

A Walled-City may become garrisoned only if that Power already
has a PC marker on it. It becomes garrisoned in one or more of
the following three ways:

1. In the Reinforcement Phase and the Strategy Phase,
move up to two combat units of the same Power to the
Walled-City space and place the PC marker on top of
them. These units are now considered inside the Walled-
City and constitute its garrison.

2. Inthe Strategy Phase, play a card for its Operations Num-
ber. Playing a 1-Ops or 2-Ops card in this way allows the
player to convert one of his PC markers currently on a
Walled-City space to a garrison marker (by flipping the
PC marker over). Playing a 3-Ops card allows the player
to convert up to two such PC markers (9.2G).

3. In the Reinforcement Phase, pay a Tribute Point to flip a
friendly PC marker currently on a Walled-City space to
its garrison side (7.1 Step 3).

In all cases, the space is now a garrisoned Walled-City. Garrisoned
Walled-Cities may only be captured via Siege.

17.2 SIEGES

A siege is a potentially multi-round process in which a besieging
army attempts to take control of a garrisoned Walled-City. Ungar-
risoned Walled-Cities are captured via the normal placement of a
PC marker, not via sieges.

Sieges are conducted by having Activated generals making Siege
die-rolls. At the instant of the Siege die-roll, that general’s army
must contain at least three combat units.

A siege may be conducted in one of two ways:

*  Anyactivated general with a sufficiently large army which
ends its move at an enemy garrisoned Walled-City may,
as part of that same Activation and at no cost in move-
ment points, may make one Siege die-roll against that
Walled-City—but only if no battle was fought during that
general’s activation in that Walled-City space. Overruns
are permitted before a Siege attempt is made. The Siege
die-roll ends that general’s activation.

*  Anyactivated general with a sufficiently large army which
begins its activation at an enemy garrisoned Walled-City
may Activate as if he were a general with a Strategy Rat-
ing of 1, but only for the purpose of conducting a Siege
die-roll. That is, any general may activate using any Ops
card (or event that allows an activation in addition to the

event); the general conducts the Siege die-roll, which
ends his activation.

In either case, place a "City Under Siege" marker on the space.

No Walled-City may be subjected to more than one Siege roll per
strategy card played (i.e., a Major Campaign may not be used to
direct three siege attempts against the same city).

17.3 SIEGE RESOLUTION SEQUENCE

Each Siege is resolved using the following sequence (explained in
full immediately below):

1. Calculate Siege Resolution DRM.
2. Determine outcome.

3. If unsuccesstul, place a "Siege Continued" marker.

1. CALCULATE SIEGE RESOLUTION DRM.

The Siege Resolution DRM is the total of any modifiers given
by action cards plus the total number on any "Siege Continued"
marker(s), minus the Walled-City’s printed Siege Modifier. A basic
Walled-City has no Siege modifier; others provide either a -1 or
a -2 Siege modifier.

Example: The Hatti player besieges Karkemish, a Walled-City with
a Mitanni garrison marker and a Siege Modifier of =2. One “Siege
Continued” marker is present: it is the second round that the Hatti
besiege Karkemish but they failed the first time. Determined to take
the city, the Hatti player plays a TRAITOR action card, which gives
him +1. The final DRM is 0.

2. DETERMINE OUTCOME

Roll a die, modifying the roll per the Siege DRIV, and consult the
Siege Table for the result:

*  If Successful, the Walled-City is captured by the besieging
player—the besieging player gains control of the Walled-
City, placing his PC marker (not a garrison marker) on
the Walled-City space, and any enemy units or garrison
marker inside the Fortress are immediately eliminated and
the generals displaced.

¢ If Unsuccessful, the Walled-City does not fall. Place a
"Siege Continued" Marker in the space.

S|
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3.PLACE "SIEGE CONTINUED" MARKER

It a Siege Resolution result is Unsuccessful, place a “Siege Contin-
ued” marker on the space. Each continued Marker gives a bonus of
+1 on the following siege rolls.

With additional Unsuccessful results, continue to increase the
number of “Siege Continued” markers, up to a maximum of 3 (i.e.,
the maximum DRM that "Siege Continued" markers can provide

is +3, over and above any other applicable DRM for that siege).

Remove “Siege Continued” markers from a Walled-City if the
number of besieging units in the Walled-City is reduced below
three for any reason.
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17.4NATURAL ROLLS

Regardless of any modifiers, a natural (i.e., unmodified) roll of 6
always gives a Successful result.

Regardless of any modifiers, a natural (i.e., unmodified) roll of 1
always gives an Unsuccessful result.

17.5 RESTRICTIONS ON BESIEGED
FORCES

A besieged city may not receive reinforcements and a besieged
general may not raise troops. A besieged army or general may not
leave the city via naval movement nor may an army or general
debark directly into a besieged city (it may land outside the city
walls). A besieged army may sally forth and initiate battle against
the besieging army. If it does, the battle is resolved normally.

17.6 LIFTING A SIEGE

A siege is lifted the instant there are no longer any enemy units in
the space containing the Walled-City. If this happens remove any
“Siege Continued” marker. Reducing the besieging army to below
3 units does not raise the siege but the besieger may not conduct
additional Siege attempts as long as he doesn’t have at least 3 units
in the besieging army and he loses the “Siege Continued” siege
marker (if any).

17.7 RELIEF ARMIES AND BESIEGED
FORCES

If you send an army to attack an enemy army besieging one of your
Walled-Cities, you may count the units inside the Walled-City
during the battle. When besieged units are added to an attack or a
besieged army attacks on its own, it is called a sortie. Battle losses
can come from either the relief army or the units that sortie at the
controlling player's option. If there is a King inside the city when
a sortie occurs, he is considered in command for the battle. If no
sortie occurs, the general inside the city is not used in the battle.
Only the units and generals that sortie may be retreated back into

the Walled-City.
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18.0 POLITICAL CONTROL

18.1 POLITICAL CONTROL

Players gain control of a space and control of a province through
placement of PC markers. A player controls a space if he has a
PC marker in it. A player controls a province if he controls the
majority (i.e., more than half) of the spaces in the province and a//
its Walled-City spaces. A space containing a PC marker remains
under the control of the owning player even if an enemy general
and/or units are also present.

- |

18.2 PLACING PC MARKERS

Strategy cards can be played to place PC markers on the map in
provinces where you have at least one army (i.e. general plus
combat units) present. The number of PC markers that can be
placed is equal to the Operations number of the card. If no enemy
army is present in the province, a player may place PC markers
in any space that contains:

° no enemy or neutral units, or garrison markers; or

¢ an enemy PC marker but no enemy units or garrison
markers

Note that, under (a),a player may capture ungarrisoned Walled-City
in his manner (but you need to besiege garrisoned Walled-City).

If an enemy army is present in the province, a player can place
PC markers only in spaces (including ungarrisoned Walled-City

spaces) occupied by his own units.

Another way to place PC markers is when an army is activated: an
activated army may spend 1 MP to place a PC marker in the space
(but not a garrisoned Walled-Clity) it currently occupies; if the
space already contains an enemy PC marker but no enemy combat
units, in which case the friendly army converts the marker to one
of its own. Keep in mind that an army has the moving capabilities
of its slowest unit.

Finally, PC markers may be placed as a result of winning a battle.
See 15.5.9.

18.3 CHARACTERISTICS OF PC MARKERS

*  PC markers do not stop or slow movement of units.

. Interception attempts into a space containing an enemy
PC marker and no friendly units are more difficult (13.4).

*  You may not Avoid Battle into a space containing an
enemy PC marker (14.2). A retreat must end in a space
containing a friendly PC marker (16.1).

*  Anarmy that Retreats through an enemy PC marker must
take an additional Step Loss (16.2).

*  'The only way to remove a PC marker is by its being
replaced by an enemy PC marker, by an event, or by the
removal of enemy units from a player’s HC in the Vic-
tory Phase.

Note: 7he God Kings has no concept of Isolated PC markers as

games such as Hannibal: Rome versus Carthage.

MITANNI

KASSIT¢

b
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19.0 KINGS & SUCCESSORS

19.1 KINGS
Each player always has a King on the map. The King is always the

supreme commander for his power. The King for each power for
each turn is shown in the “King” row of the Succession Chart. Dur-
ing the Reinforcement Phase, simply replace the old King with the
new King, unless the new King has already arrived via the Succes-
sion roll (see below) and is still showing as King for the new turn.

19.2 SUCCESSORS

On certain turns—see the Successor rows on the Succession
Chart—a Successor for the current King has the potential to enter
the game, replacing the current King. Successors are noted on their
counters by a white asterisk to the right of the icon. As the Succession
Chart on the map shows, in some cases (e.g., the Kassite ruler
Kurigalzu I), the Successor is replaced during the Reinforcement
Phase of the very next turn by another ruler; in many cases, however,
the Successor stays in play for the next turn and becomes the King
(e.g., the Egyptian ruler Tutankhamun). As long as the Successor
has not yet become the King, he is not placed on the map but,
instead, is placed on the player mat, clearly visible to all players.

19.3 CHANGING KINGS

A power’s King changes in any of the following ways:

*  Reinforcement Phase: During the Reinforcement Phase,
if'a new King is scheduled to rule according to the Succes-
sion Chart, replace the current King with the new King.
In some cases, the new King will already have arrived via
the Succession roll.

*  Succession Roll: At the beginning of each of his rounds, a
player with a Successor showing on the Succession Chart
for that turn must roll a die. If he rolls strictly less than
the number of the current Round, he replaces the King on
map by his Successor, in the space where the King's army
is currently located; the new King may not be activated in
that round. If no King's army was in play (which is rare),
the new King is displaced instead. If the King's army is
besieged at the instant of succession, then the new King

YO ol |TaVafl |1ef
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Example: The Egyptian Succession. The Egyptians begin the game with
Hatshepsut as the King; this is noted by the T1 (Turn 1) notification
on the counter, and no asterisk beside the icon. Thutmose III also has a
T1 designation, but the white asterisk beside the icon indicates that he
is the possible Successor in Turn 1—the Succession Chart shows that he
begins Turn 2 as King even if he did not come into play during Turn
1. He remains King until at least Turn 3, when Amenhotep I becomes
the Successor (noted by T3 and the white asterisk on the counter). Then,
on Turn 4, Amenhotep 111 is the possible Successor. Amenhotep 1V auto-
matically becomes King at the beginning of Turn 6 (he is not a possible
Successor in Turn 5), as indicated by the T6 on the counter and no white
asterisk beside the icon.

is displaced, with the King's army remaining where it
is. The player may, before the roll is made, play a card to
adjust positively or negatively the die roll by its Operation
Value. This card doesn’t replace the card the player must
play during his normal turn.

e The Gop KiNG Card: This event can be used by any player
to insure that a player replaces his King by his Successor.
The King's army is displaced; if besieged, it stays in its
current space. The “God King” Card cannot be played if a

King has no Successor.

Important: Certain events, such as FiLsE RUMOR, can cancel a
Succession or the “God King” Card. This cancelling prevents the
Successor from becoming the new King, but only during the round
in which it is played; if that Successor is scheduled to become the
King next turn, he does so anyway.

19.4 NEUTRAL POWERS

Neutral Powers may change Kings during the turn, if a Successor
is available, but the Succession Roll is made only when a Neutral
King is activated. The Player activating the Neutral King may play
a card to influence the Succession Roll. Also, during the Reinforce-
ment Phase of each turn, replace each Neutral Power’s current King
with its new King if a new King is scheduled to appear this turn.

Examples of Changing Kings

a) It is the start of Turn 3. The Hatti player had Muwatalli I on the
map as his King on Turn 2. The Succession Chart shows Tudhaliya
1 scheduled to arrive on Turn 3 (as long as he did not arrive as a

Successor in Turn 2). During the Reinforcement Phase of Turn 3,
the Hatti player places Tudhaliya I in any Hatti-controlled space.

b) It is the start of the Strategy Phase of Turn 1. The Egyptian player
has Hatchepsut on the map as his King. The Succession Chart
shows Thutmose III available as a possible Successor. Thutmose 111
is a much more capable military leader (Strategy Rating of 1 and
Battle Rating of 4), so the LEgyptian player wants him to appear.
At the beginning of the Strategy Phase, the Egyptian player rolls
Jfor Succession (he must roll, he has no choice) and, to improve his
chances, he plays a 3-Ops card immediately to improve his chances.
He rolls a 3, subtracting 3 because of the card, for a result of zero.
Thutmose I1I is now King of Egypt. But before the Egyptian player
can celebrate, the Mitanni player—who does not want to see Thut-
mose any earlier than he has to—plays a False Rumor card and
cancels the succession for that Round (only). The Egyptian player
will try again next Round.

20.0 DIPLOMACY & NEUTRALS

20.1 BETWEEN PLAYERS.
'The players may verbally ally themselves with each other. But these

alliances are informal. Allied players may attack each other anytime.

Allied players may not stack units or generals in the same space. If
units from different players are stacked together, they must battle
each other, even if allied, at which point the alliance ends.

Even when non-allied, one player may always use event cards to
help another player, at any time during the Strategy Phase even
when it is not the helping player's impulse. Primarily this assistance
will occur in the form of action cards, but is not restricted to those.
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At the beginning of each Reinforcement Phase, players may do the
following, in the listed order:

1. A player may give control of any number of his own spaces
to another player (or players). To do this, the space must be
adjacent to a space that is in a province that the receiving
player currently controls (the player giving the space up
need not control the province it is in). Simply replace the
PC of the giving Power with the PC of the receiving one.

Garrisons are lost in the process.

2. Players may also freely exchange Tribute Points and Wood
Points with other Players, regardless of the locations of
the Powers’ forces on the map.

3. Lastly, each player may give to one (and only one) other
player one (and only one) card from his hand.

20.2 BETWEEN PLAYERS AND NEUTRAL
NATIONS.

A Neutral Nation is a player power that is listed as a neutral in
the current scenario—Egypt, Kassites, Hatti, or Mitanni/Assyria.
Barbarian and Revolt forces are not considered Neutral Nations.

At any time during the Strategy Phase, a Player can activate a gen-
eral of a Neutral Nation as follows. Neutral Nations are determined
by the Scenario chosen.

1. He may play a 3-Ops card or a Campaign event card
to activate a Neutral general and play that general as he
wishes within the regular rules for activation. If he uses a
Campaign card for this purpose, he may use only one of the
card’s activations for a Neutral general, with the other(s)
usable for his own forces. He can then play the activated
general as he wishes, respecting 20.3 and the regular
activation rules. The instant he announces the activation,
he places a control marker of that Neutral nation in the
appropriate space on his player mat.

2. After all players have completed all their Rounds for the
current turn, the Neutral Nations Round is conducted.
A strategy card is drawn from the deck for each Neutral
Nation. The player currently possessing the control marker
for a Neutral Nation draws the card for that nation. If
there is only one Neutral Nation, and no player controls
it, the player with the currently lowest VP level draws; if
there are two Neutral Nations, the player with the lowest
VP level draws for the first such Nation (his choice which
one) and completes that Nation’s impulse, after which each
of the other players rolls a die to determine who will draw
for the other Nation (high roll draws, ties are re-rolled).
'The player drawing the card now activates a general from
that Nation (or more than one if a Campaign card), play-
ing the card according to 20.3 and the regular activation
rules, and places the control marker for that Nation in the
appropriate spot on his player mat.

20.3 NEUTRAL POWER RESTRICTIONS

* A Player may not activate a Neutral general in his Impulse
if he has activated a neutral general in his current or his
immediately previous Impulse. A player may not activate
a Neutral general two rounds in a row.

A Player may not activate a Neutral general of a specific
Neutral Nation or keep possession of that Neutral Na-
tion’s control marker if, during either this Round or the
previous Round, he had battle with this Neutral Nation
or he removed a PC marker or a garrison marker of this
Neutral Nation.

* A Neutral general cannot be activated more than once
per Round.

*  All decisions concerning a Neutral army (Interception,
Withdrawing before battle, chariot charge, Retreat, Suc-
cession Roll) are taken by the player that hold the Nation’s
Control marker. If nobody does, it’s the player with the
least total VP.

* Once a player controls a Neutral Nation, another player
gains control of that Nation the instant he activates one of
its generals. Until this happens, control of a Neutral Nation
remains with the currently controlling player.

*  Atthe end of each turn, neutral armies and units (except
garrisons) are replaced in their Homecountry Capital:
Hattusha for the Hatti, Assur for the Assyrian, Babylon for
the Kassites, Washukanni for the Mitanni and Memphis
for the Egyptian.

+  IfaNeutral army takes a Walled-City, immediately place a
garrison marker of this Neutral Power in this Walled-City.

* A Neutral army may place only PC markers of its own
Nation while moving—therefore, the player controlling
the Neutral army may not place his own PC markers as a
result of Neutral Nation activities. Neutral Nations may
not use a card’s Operations Number to place PC Markers.

*  Victory Points earned by a Neutral army are not counted
for the player controlling it.

Example: A Kassite army activated by the Egyptian player via
a 3-Ops card may place Kassite PC markers while moving, not
Egyptian ones, and if it wins a battle against an enemy army
consisting of 6 or more units, the Egyptians do not get any VP

20.4 NEUTRAL POWER
REINFORCEMENTS

During the Reinforcement Phase, flip all reduced Neutral units
to full strength and place any destroyed units back on the map, at
reduced strength, in that Neutral Power’s Capital.

Then, calculate the TP and WP of each Neutral Nation and, fol-
lowing the normal rules for reinforcement, perform the sequence
for each Neutral Nation. At each step, continue to spend TP and
WP until you run out:

1. Flip reduced warrior units to full strength.
2. Place chariot units in the Capital.

3. Place mercenary units in the Capital.
4

Replace the current King with the new King if a new
King is scheduled to appear this turn (this does not cost
TP/WP).
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21.0 BARBARIAN INVASIONS

KARKEMISH
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'The INvasION events bring into play one of the Barbarian armies:
Gasga, Libyan or Elamite. When the event is played, the player
chooses a nationality and does one of the following:

* If not already in play, he places the Barbarian army in
the diamond-shaped space corresponding to the name of
that army. That Barbarian army cannot be activated until
the next Round.

* If the chosen Barbarians are already in play, the player
reinforces the Barbarian army led by their general. Their
reduced or destroyed chariot units are restored to full
strength. The reduced mercenaries are restored to full
strength, plus roll 1d6: the die-roll result is the number
of units of mercenaries that immediately join the Barbar-
ian general.

Barbarian armies are played as Neutral armies (20.2) with the fol-
lowing exceptions :

*  Barbarian armies cannot place or remove PC markers.
*  Barbarian generals may activate and move with up to

ten CU.

*  IfaBarbarian army, once activated, is moved by the con-
trolling player into a space containing a Major Power army
containing at least twice as much combat strength as the
Barbarian force, roll a die. On a 1-3, the activated Barbar-
ian army stops just before entering the space containing
the Major Power army.

Note: This could mean that the Barbarian army does not move
at all, but it has been activated anyway, so the Player does not
get the card back.

*  Aspace occupied only by a Barbarian unit(s) is not consid-
ered controlled by the owning PC marker's player during
the Victory Phase.

*  Atthebeginning of the next Reinforcement Phase, remove
from the map any and all Barbarian armies and units.

*  'The Invading Tribes spaces are impassable.
*  Victory against a Barbarian army earns the victorious
player one more VP.

'The InvasioN events cards are not placed in the discard pile when
played. Instead, they are reshuffled with the remaining strategy
deck at the end of the turn.

22.0 REVOLTS
GASGA LIBYA
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Certain events bring into play the following Revolt armies: Karke-
mish, Megiddo, Sumer, Amurru. They are played as Neutral armies
(20.2) with some exceptions :

*  Revolt armies cannot place or remove PC markers.
*  Revolt leaders may activate and move with up to ten CU.

*  Aspace occupied only by a Revolt unit(s) is not considered
as controlled by the owning PC marker's player during
the Victory Phase.

¢ During the Reinforcement Phase, their units are not re-
inforced. They are simply placed back in any space in the
province they are originating from (player with the fewest
number of VPs chooses where).

23.0 FROM MITANNITO ASSYRIA

The Mitannian Empire suffered from internal crises and gradually
disappeared around 1350, its land grabbed by the Hatti and the new
rising power, Assyria. A Deus ex Machina is required to simulate this
change in the balance of power.

In the Campaign Game (the full 10-turn scenario), Mitannia
begins as a Player Power and Assyria is a standard province. At
the very beginning of Turn 6, the Mitanni player must make the
following change.

Replace all PC markers and garrison markers in the province of
Assyria with Assyrian PCs (not garrisons). Place Ashur-Uballit
I with 3 divisions and 4 chariot units in Assur. Place a garrison
marker in each of Assur and Nineveh. Remove all Mitanni counters
from the game.

From this point on, Assyria is a player power controlled by the
Mitanni player (who is now the Assyrian player). Mitanni is simply
a standard province for the remainder of the game.

24.VICTORY PHASE

24.1 PROCEDURE

In 7he God Kings, each player has two Victory Point markers: “Cur-
rent Turn VP”and “Total VP”. Both markers are placed on the VP
Track on the power’s player mat. All VP are recorded first with
the “Current Turn VP marker”, then transferred to the “Total VP”
marker in the Total VP Calculation segment of the Victory Phase.
After that transfer, the “Current Turn VP” marker is returned to
the “0” space on the VP track.

Note: In other words, there are two sharply distinguished VP
calculations every turn. VPs for the current turn need to calculated
and considered before these VPs are added to the number recorded

by the Total VP marker.
The full sequence for the Victory Phase is as follows:

1. Calculate VP gains for Control of Provinces: All players
simultaneously calculate the VPs due to them for control
of provinces and adjust their respective “Current Turn
VP” markers accordingly (24.1). Each player scores VPs
equal to the total of the VP Values of the provinces (as
printed on the map) this player controls. In order to control
a province, a player must control, as indicated with PC
markers, the majority of the province's spaces and all its

Walled-City spaces.
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2. Calculate VP losses for Control of HomeCountry
spaces: All players simultaneously calculate the VPs lost (if
any) from not controlling spaces within his HomeCountry
and adjust their respective “Current Turn VP” markers
accordingly. Each player loses 2 VP for each space of his
HomeCountry that he does not control, unless his HC
is not conquered. If a player’s HC is conquered (he does
not control the majority of its spaces), the player does
not receive the VP of its HC and he receives only 50%
(rounded up) of all other VP he is entitled to receive this
turn. In other words, he loses all his HomeCountry’s VP
and half of his entire empire’s VP.

3. Checkfor Sudden Death Victory. In reverse Turn Order
(as determined at the beginning of this turn, each player
announces how many VPs he earned this turn, as indicated
by the “Current Turn VP” marker on the VP track of his
player mats. If the figure for any player is 20 or higher, a
Sudden Death Victory has occurred (see 24.2).

4. Adjust VP Totals. All players simultaneously add the VPs
under their “Current Turn VP” markers to the number
of VPs currently under their “Total VP” markers. The
adjusted “Total VP” marker now shows the VP situation
as the game moves to the next turn.

5. Determine Turn Order for Next Turn: The players,
according to 6.0, determine the order of play of the fol-
lowing turn. For Turn 1, the scenario instructions set the

Turn Order.
6. Reset“Current Turn VP” Markers. All players simultane-

ously move their “Current Turn VP” markers to the zero
space on their Turn tracks.

7. Remove enemy PCs and units from the HC of all Na-
tions (Player Powers of Neutrals). Each player does
this simultaneously, removing the PC markers from the
map and placing the units and leaders back in their own
HC. Neutral Nation units and leaders are placed in their
respective HCs as if reinforcements (20.4). Thus, each
Active Player controls all spaces of his HC at the end of
each Victory Phase.

Players score Victory Points (VP) in The God Kings as follows:

e During the Campaign Phase, a player receives1 VP if he
wins a battle against an enemy army—including Neutral,
Barbarian, and Revolt armies—consisting of at least 6
units. The player scores one additional VP if the defeated
army was a Barbarian army. (Gasga, Libyan or Elamite).
He therefore scores 2 VP if he defeats a Barbarian army
that consisted of at least 6 units.

*  During the Campaign Phase, some events may reward
a player with additional VP.

*  Duringthe Victory Phase, a player scores VP equal to the
total of the VP Values of the provinces this player controls.
In order to control a province, a player must control with
PC markers the majority of the province's spaces and all
its Walled-City spaces.

e Duringthe Victory Phase, the player loses 2 VP for each
space of his HomeCountry that he does not control, unless
his HC is not conquered. If a player’s HC is conquered
(he does not control the majority of its spaces), the player

does not receive the VP of its HC and he receives only
50% (rounded up) of all other VP he is entitled to receive
this turn. In other words, he loses all his HomeCountry’s
VP and half of his entire empire’s VP.

During the turn, each player notes the VP he earns for the turn
on the VP display on his player mat, using the "Current Turn VP"
marker. At the end of the Victory Phase, if a player has scored
20 points or more in one turn, he may have won a Sudden Death

Victory (see 24.3).

If no player wins a Sudden Death Victory (24.2), each player adds
the VP he won for the turn to his total VP count, accordingly
adjusting his "Total VP" marker. He then sets his "Current Turn
VP" marker to 0.

Example

1t is the Victory Phase of turn 3. Egypt has won 2 battles during
the turn (including one against a Libyan army with less than 6
units) for a total of 2 VP The Egyptian player used an event (RovAL
HUNT) that gave him 1 VP. He controls the following provinces :
Egypt, Sinai, Canaan, Amurru, Ugarit and Alasiya (total VP for
the provinces : 14).

His Current Turn VP marker is therefore placed on the 17 space
on the General Records track, not enough to win a Sudden Death
Victory.

The game goes on, and the Egyptian player adds his 17 VP fto his
VP he already had from the first two turns.

At the end of the Victory Phase, remove from the HomeCountry
of each Power all units and PC markers that do not belong to that
Power (even those belonging to a currently allied Power), instantly
regaining control of those spaces. The player to whom these units
belong places these units on any space in his own HC. Thus, each
player controls every space of his HomeCountry at the end of the
Victory Phase of every Turn.

24.2 SUDDEN DEATH VICTORY

After calculating the “Current Turn VP” of all players, if any
player’s “Current Turn VP” marker shows that he has scored 20
VP in that turn, he wins a Sudden Death Victory, and the game is
over. If two or more players are shown to have score 20 VP in that
turn, the winner is the player with the highest number of total VP.
Similarly, in case of a tie, the winner is the player with the greatest
total number of VP.If there is still a tie, no Sudden Death Victory
is awarded, the game goes on normally.

24.3 End of Scenario Victory

At the end of the Victory Phase of the final turn of the scenario,
after converting “Current Turn VP” to “Total VP”, the player with
the highest Total VP number is declared the winner. If there is a
tie, the game is a draw.
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25.0 DISPLACEMENT SUMMARY

What Displacement Means

A displaced general is placed back in his HomeCountry in a
friendly-controlled space of his owner’s choice. Displaced units
are placed in any friendly-controlled space in their HomeCountry.
A displaced Neutral Nation army is placed in its Capital space. A
displaced Barbarian army is placed on its Tribal space.

Displaced via Enemy Movement (11.11)

A general becomes displaced if an enemy army enters the general's
space and the general is not accompanied by friendly units. A gen-
eral also becomes displaced if all units accompanying the general
are eliminated due to battle losses. A general is not displaced if all
units under his command are removed due to the Attrition Table.

Displacement by Major Battle Loss (15.60)
If the loser of the battle suffers a loss number greater than the win-
ner’s loss number by 5 or more, his army is displaced.

Displacement via Retreats (16.2)

1.If alosing army used naval movement and debarked in the battle
space that round, it is eliminated and the general is displaced, as
per 11.11., it is eliminated and the general is displaced. However,
if this space contains a Walled-City friendly to the retreating at-
tacking army, it may retreat into the Walled-City; any units which
cannot fit inside the Walled-City are eliminated, and the generals
are displaced.

2. A force that cannot retreat, has no place to retreat to or must
retreat more than four spaces is instead displaced and loses 50%
of the total steps of all his units, rounded up (displaced player’s
choice of which steps of which units).

3. A force can be voluntarily displaced instead of retreating. A
displaced army is placed on any space in its HomeCountry.

Displaced via Succession Roll (19.3)

If a Successor roll succeeds but there is no King's army in play for
the Successor to be placed with, the new King is displaced instead.
Furthermore, if the King's army is besieged at the instant of suc-
cession, then the new King is displaced, with the King's army
remaining where it is.

Displaced via The Gop KNG Event (19.3)
'This event can be used by any player to insure that a player replaces
his King by his Successor. The King's army is displaced, unless

besieged, in which case the King's army stays in its current space.

Displaced via Siege (17.3)

If successful, the Walled City is captured by the besieging player—
the besieging player gains control of the Walled City placing his
PC marker (not a Garrison marker) on the Walled-City space,
and any enemy units or Garrison marker inside the Fortress are
immediately eliminated and the generals displaced.

SEQUENCE OF PLAY

Each turn of The God Kings is played as follows:
I. DEAL STRATEGY CARDS PHASE

Each player is dealt 7 strategy cards or 6 if the player kept a card
from the previous turn (8.4).

II. REINFORCEMENT PHASE (SKIP THIS PHASE ON
THE FIRST TURN OF ALL SCENARIOS)

1. Each player places his reinforcements according to Turn

Order (6.0).
2. Replace Neutral units as specified in 20.4.

3. Ifthe 6™ turn of the Campaign Game, the Mitanni Player

must change from Mitanni to Assyria (see section 23).

I1I. STRATEGY PHASE

This Phase consists of five Rounds. Each Round has a number
of Impulses equal to the number of players in the game. During
each Impulse, each player, according to the Turn Order (6.0), must
do the following in the order listed:

1. Make a Succession Roll if a Successor is possible (19.3).
2. Play a strategy card (9.2,9.3).

3. Record Victory Points (if any), the instant he gains them,
by adjusting the “Current Turn VP” marker on the VP
Track on his player mat (24.2).

After all five Rounds have been completed, the Neutral Nations
Round is conducted. Here, a card is drawn for each Neutral Nation
in play this scenario. See 20.2 for details.

IV.VICTORY PHASE

The Victory Phase is conducted in the following order of steps.
Full details for each step are found in section 24.

1. Calculate VP gains for Control of Provinces and adjust
the “Current Turn VP” markers accordingly (24.1)

2. Calculate VPlosses for Enemy Control of HomeCoun-
try spaces and adjust the “Current Turn VP” markers
accordingly (24.1)

3. Check for Sudden Death Victory, per 24.2. If yes, the
game is over. If no, go to the next step.

4. Determine Turn Order for Next Turn: The players de-
termine the order of play of the following turn, as per 6.0.

5. Adjust VP Totals. All players add the VPs under their
“Current Turn VP” markers to the number of VPs cur-
rently under their “Total VP” markers.

6. Reset “Current Turn VP” Markers. All players move
their “Current Turn VP” markers to the zero space on
their Turn tracks.

7. Remove enemy PC and units from all players’ HC.

V.END OF TURN PHASE

First, each player discards all unplayed cards from his hand, al-
though he may potentially retain one of them as per 8.4. Then,
begin another turn. Play continues until one side wins a Sudden
Death Victory or all turns specified in the scenario instructions
have been played to completion.
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