THE THIRD CRUSADE
1187-1192 (Six Turns) D
Scenario Cards: D0-D6
Pro-Christian

Byzantium (RR 0)

-Control: Constantinople, Attaleia
-Home Province: Constantinople

-Castles: Attaleia
Principality of Antioch (RR 1)

-Control/Home Province: Principality of Antioch

-Castles: Alexandretta, Latakia
-Antioch: Bohemond III (2/1/3), 2 Antioch units

County of Tripoli (RR 1/2)

-Control/Home Province: County of Tripoli

-Castles: Tripoli, Tiberias
-Tripoli: Raymond III (2/1/2), 1 x 2-4 Tripoli unit

Kingdom of Jerusalem (RR 1)

-Control: Kingdom of Jerusalem, Transjordan
-Home Province: Kingdom of Jerusalem
-Castles: Tyre, Beirut, Nablus, Ascalon, Kerak, Krak de Montreal
-Jerusalem: Guy (2/1/5), Reynald (1/1/3), 2 x KoJ units, one Cav. KoJ unit
-Acre: 1 x KoJ unit

Templars (RR 1/2)

-Control/Home Province: None

-Castles: Gaston, Gaza, Tortosa

Acre: 1 x Templar unit (reduced)

Hospitallers (RR 1/2) 
-Control/Home Province: None
-Castles: Krak des Chevaliers, Belvoir, Margat
Acre: 1 x Hospitaller unit (reduced)

Pro-Muslim

Ayyubid Sultanate (RR 4)

-Control: County of Edessa, Aleppo, Mosul, Damascus, Egypt
-Home Province: Mosul, Egypt
-Castles: Hama, Homs, Bira, Samosata, Harran, Marat an’Numan, Ras al Ma’, Damietta, Alexandria, Bilbais, Ailah, Baalbek, Marash
-Mosul: Saladin (1/3/12), 4 x 3-6, 2 x 2-6 Ayyubid units

-Edessa: 1 x 2-6 Ayyubid unit

-Aleppo: 2 x 2-6 Ayyubid units

-Damascus: 2 x 2-6 Ayyubid units

-Cairo: Al-Adil (2/2/4), 3 x 2-6 Ayyubid units

-Force Pool: 4 x 2-6 Ayyubid units

Neutral

Lesser Armenia (RR 0)

-Control/Home Province: Lesser Armenia
-Castles: Sis, Tarsus, Seleucia
Principality of Cyprus (Orthodox) (RR 0)

-Control/HomeProvince: Cyprus
-Castles: Limassol, Famagusta
Assassins (RR 1/2)

-Control/Home Province: None

-Castle: Masyaf

-Masyaf: Rashid (1/2/2), 2 x Assassin units

Special Rules
-After setup, the Christian player may reduce any of his Castles to their Low Garrison side and place one full-strength unit of the same Power in any friendly space for every two so reduced (reducing one by itself has no effect). The Muslim player may then place the four units in his starting force pool in any friendly space. Play then proceeds normally.
-Antioch and Tripoli will never go pro-Muslim unless attacked by the Christian Player.
-Saladin’s Clemency: Saladin gets a +1 on all Calls for Surrender, in addition to the +1 for his battle rating.

-The Muslim player gains ½ VP for every castle he captures that was controlled by a Catholic power at the beginning of the scenario. These VP may only be scored once, and are never lost, even if the castle is recaptured. These VP are no longer eligible to be scored beginning Turn 4, or if the Muslim player gains a major victory over a Christian force of at least four units.

-Crusade: A Crusade will arrive on Turn 4 if the Muslim player has 19 or more VP. If they do not, the game ends with a Christian victory.
Crusaders: 
-Constantinople Box: Barbarossa (1/3/8), 8 x Crusader units.

-Mediterranean Box: Richard (1/4/6), Philip (2/2/6), 10 x Crusader units.

-Diplomacy

	Power
	Christian
	Muslim

	Antioch
	3
	1

	Tripoli
	2
	1

	Byzantium
	3
	1

	Lesser Armenia
	3
	1

	Cyprus
	1
	3

	Assassins
	1
	0


-Victory Conditions

Christian Player starts with 18 VP; Victory: 19 VP

Muslim Player starts with 14 VP; Victory: 25 VP
THE FIFTH CRUSADE

1217-1221 (Five Turns) E
Scenario Cards: E1-E5

Pro-Christian

Seljuks (RR 2)

-Control: Anatolia, Atteleia, Mosul

-Home Province: Anatolia

-Castles: Iconium, Diyarbakir, Herakleia, Kaisareia, Attaleia, Marash

-Iconium: Kaikhaus (2/2/8), 6 x Cav. Seljuk units

-Diyarbakir: Emir (3/1/4), 4 x Cav. Seljuk units

Crusaders (RR 0)

-Control/Home Province: None

-Castles: None

-Acre: Pelagius (3/1/5), 7 x Crusader units

Kingdom of Jerusalem (RR 1/2)

-Control/Home Province: Kingdom of Jerusalem

-Castles: Jaffa, Beirut

-Acre: John (2/2/3), 2 x KoJ units

Kingdom of Cyprus (Catholic) (RR 1)

-Control/Home Province: Cyprus

-Castles: Limassol, Nicosia, Famagusta

-Acre: Hugh (3/1/2), 1 x Cypriot unit

Templars (RR 1/2)

-Control/Home Province: None

-Castles: Gaston, Tortosa, Tyre

-Acre: 1 x Templar unit

Hospitallers (RR 1/2) 

-Control/Home Province: None
-Castles: Krak des Chevaliers, Margat, Seleucia

-Krak des Chevaliers: 1 x Hospitaller unit (reduced)

Pro-Muslim

Ayyubid Sultanate (RR 3)

-Control: County of Edessa, Aleppo, Damascus, Transjordan, Egypt

-Home Province: Egypt

-Castles: Ravendel, Bira, Samosata, Harran, Manbij, Alexandretta, Marat an’Numan, Hama, Homs, Bosra, Banyas, Jerusalem, Kerak, Nablus, Damietta, Alexandria, Rosetta, Bilbais, Ailah, Baalbek, Gaza, Ascalon (10 of these castles start with Low Garrison, Muslim player’s choice)
-Cairo: 2 x 2-6 Ayyubid units

-Aleppo: Al-Mu’azzam (2/3/6), 1 x 3-6, 2 x 2-6 Ayyubid units

-Damascus: 2 x 2-6 Ayyubid units

-Edessa: 1 x 2-6 Ayyubid units

-Harran: Al-Ashraf (2/2/6), 1 x 3-6, 2 x 2-6 Ayyubid units

-Jerusalem: Al-Kamil (3/1/8), 1 x 3-6, 4 x 2-6 Ayyubid units

Neutral

Assassins (RR 0)

-Control/Home Province: None

-Castle: Masyaf

Armenia (RR 1)

-Control/Home Province: Lesser Armenia

-Castles: Sis, Adana, Tarsus

Antioch: Leo II (2/2/4), 4 x Armenian units

Sis: 2 x Armenian units

Principality of Antioch (RR 1)

-Control: County of Tripoli, Principality of Antioch

-Home Province: County of Tripoli

-Castles: Latakia, Tripoli

Tripoli: Bohemond IV (3/1/3), 2 x Antioch units

Special Rules

-The Cypriot leader Hugh must be demobilized at the end of Turn 1. Thereafter, he must muster each turn in Cyprus. 

-Diplomacy

	Power
	Christian
	Muslim

	Seljuks
	2
	0


-Victory Conditions

Christian Player starts with 7; Victory: 12 VP + Cairo; or 13 VP without Cairo
Muslim Player starts with 17 VP; Victory: 17 VP

THE SEVENTH CRUSADE

1249-1253 (Five Turns) F
Scenario Cards: F1-F5

Pro-Christian

Crusaders (RR 0)

-Control/Home Province: None

-Castles: None

-Limassol: Louis IX (2/3/8), 6 x Crusader units

-Mediterranean Box: Burgundy (3/2/2), 2 x Crusader units

Kingdom of Jerusalem (RR 1)

-Control/Home Province: Cyprus

-Castles: Jaffa, Beirut, Limassol, Nicosia (Low Garrison), Famagusta (Low Garrison)
-Acre: Henry of Cyprus (3/1/2), 2 x KoJ units

-Limassol: 1 x KoJ unit
Templars (RR 1)

-Control/Home Province: None

-Castles: Tortosa, Tyre, Gaston, Tiberias

-Limassol: 1 x Templar unit

Hospitallers (RR 1/2) 

-Control/Home Province: None

-Castles: Krak des Chevaliers, Margat

-Acre: 1 x Hospitaller unit

Pro-Muslim

Ayyubid Sultanate (RR 3)

-Control: County of Edessa, Aleppo, Mosul, Damascus, Egypt, Transjordan, Kingdom of Jerusalem

-Home Province: Egypt

-Castles: Ravendel, Bira, Samosata, Harran, Manbij, Alexandretta, Marat an’Numan, Hama, Homs, Bosra, Banyas, Jerusalem, Kerak, Damietta, Alexandria, Rosetta, Latakia, Bilbais, Ailah, Baalbek, Ascalon (10 of these castles start with Low Garrison, Muslim player’s choice)
-Cairo: Ayub (3/1/6), 4 x 2-6 Ayyubid units

-Damietta: 2 x 2-6 Ayyubid units

-Alexandria: 2 x 2-6 Ayyubid units

-Aleppo: An-Nasr Yusuf (2/2/6), 2 x 2-6 Ayyubid units

-Damascus: 2 x 2-6 Ayyubid units

-Edessa: 1 x 2-6 Ayyubid unit
-Jerusalem: 1 x 3-6 Ayyubid unit
Neutral

Assassins (RR 1/2)

-Control/Home Province: None

-Castle: Masyaf

Armenia (RR 1)

-Control/Home Province: Lesser Armenia

-Castles: Sis, Adana, Tarsus

-Adana: Hethoum I (2/3/6), 4 x Armenian units

-Sis: 2 x Armenian units

Principality of Antioch (RR 1)

-Control: County of Tripoli, Principality of Antioch

-Home Province: Principality of Antioch

-Castles: Tripoli

-Antioch: Bohemond V (3/1/2), 2 x Antioch units

Special Rules
-Scenario Card: Mamluk Revolution
When the Mamluk Revolution card is played, the Ayyubids split into two Powers: The Mamluks, owning Egypt, and the Ayyubids, owning all remaining Ayyubid possessions. Replace all Ayyubid castles in Egypt with Mamluk castles. Replace all Ayyubid units in Egypt with Mamluk units. Remove Ayub and Turanshah from game.

Next, determine which Power will ally with the Christians:

If the Christians control Cairo, the Mamluks will be pro-Christian. 

If the Christians control Damascus, the Ayyubids will be pro-Christian.

Otherwise, roll a die. On a 1-3 the Ayyubids will be pro-Christian, on a 4-6 the Mamluks.

The player controlling the Mamluks then places Aybeg (3/3/6), Baibars (1/4/4) and 2 x 3-6 Mamluk units in any Mamluk stronghold(s) and 2 x 2-6 Mamluk units in the force pool. If Baibars is already in play, replace the Ayyubid leader counter with the Mamluk version.

The player controlling the Ayybids then move Yusuf to any Ayyubid –controlled stronghold (if he is dead, return his counter to play, representing a relative).

Both players have a Replacement Rate of 3 for the remainder of the game. All Ayyubid units in the dead pile remain Ayyubid and may only be replaced by that power.

The Christian player does not gain VP for spaces controlled by their Muslim allies, but the alliance is worth 3 VP while it is in effect. 
-Diplomacy

	Power
	Christian
	Muslim

	Ayyubids/Mamluks*
	1
	3

	Lesser Armenia
	3
	0


* Whichever goes Pro-Christian as a result of Mamluk Revolution. The other is immune to Diplomacy.

-Victory Conditions

Christian Player starts with 7 VP; Victory: 12 VP and Cairo, or 13 VP without Cairo, or automatic victory if he controls Both Damascus and Cairo at the same time at any point in the game. 
Muslim Player starts with 17 VP; Victory: 17 VP; if the Mamluk Revolution has occurred and the Muslim player controls the Mamluks, he wins with 5 VP, if he controls the Ayyubids, he wins with 12 VP.
