THE MONGOL INVASION
1259-1263 (Five Turns) G
Scenario Cards: G1-G6
Pro-Christian

Mongol Empire (RR 4)

-Control: Mosul, Anatolia, Attaleia 
-Home Province: Mosul
-Castles: None
-Mosul: Hulegu Khan (1/4/18), Kit-buqa (2/2/8), Ilqa Noyan (2/1/5), 8 x 4-6, 6 x 3-6, 8 x 2-4 Mongol units

Lesser Armenia (RR 1)

-Control/Home Province: Lesser Armenia

-Castles: Sis, Adana, Tarsus, Seleucia

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

Principality of Antioch (RR 1/2)

-Control: County of Tripoli, Principality of Antioch

-Home Province: Principality of Antioch

-Castles: Tripoli

-Antioch: Bohemond VI (2/2/2), 2 x Antioch units

Pro-Muslim

Ayyubid Sultanate (RR 2)

-Control: County of Edessa, Aleppo, Damascus, Transjordan
-Home Province: Damascus
-Castles: Ravendel, Bira, Samosata, Harran, Manbij, Alexandretta, Marat an’Numan, Hama, Homs, Bosra, Banyas, Jerusalem, Kerak, Gaza, Latakia, Ailah, Baalbek, Ascalon (10 of these castles start with Low Garrison, Muslim player’s choice)
-Aleppo: Turan Shah (2/3/4), 6 x 2-6 Ayyubid units

-Damascus: An-Nasr Yusuf (2/2/6), 4 x 2-6 Ayyubid units

-Jerusalem: 2 x 2-6 Ayyubid units

-In any other space(s) controlled by the Ayybids: 2 x 2-6 Ayyubid units
Neutral

Mamluk Empire (RR 2)

-Control/Home Province: Egypt

-Castles: Damietta, Alexandria, Bilbais, Rosetta, Minyah
-Cairo: Qutuz (2/3/10), Baibars (1/4/4), 2 x 4-6, 4 x 3-6, 4 x 2-6 Mamluk units

-Alexandria: 1 x 2-6 Mamluk unit
-Damietta: 2 x 3-6 Mamluk units

-Minyah: 2 x 2-6 Mamluk units
Kingdom of Jerusalem (RR 1)

-Control: Kingdom of Jerusalem, Cyprus

-Home Province: Kingdom of Jerusalem
-Castles: Jaffa, Beirut, Limassol, Nicosia, Famagusta

-Acre: Jean d’Ibelin (3/1/2), 2 x KoJ unit

Templars (RR 1)

-Control/Home Province: None

-Castles: Tortosa, Tyre, Gaston, Tiberias

-Tyre: 1 x Templar unit

Hospitallers (RR 1) 

-Control/Home Province: None

-Castles: Krak des Chevaliers, Margat

-Krak des Chevaliers: 1 x Hospitaller unit
Assassins 
-Control/Home Province: None

-Castle: Masyaf
Special Rules
-It is quite possible for one pro-Christian power to be the Mongol, while the Kingdom of Jerusalem is pro-Muslim.

-The Mamluks become pro-Muslim when both Aleppo and Damascus have been captured by the Mongols, or when both Turan Shah and al-Nasir are dead or captured.

-Acre and Tripoli are worth zero VP in this scenario.

-The Mongols may not move by sea.

-The card Death of Mogke Khan cannot be played as an event on the first turn. If it is played as Ops or discarded, reshuffle the deck at the end of the turn.

-Optional Rule: Both sides bid on when Mongke Khan dies. Remove the Death of Mogke Khan card from the deck. Players bid a turn and action round. Whoever bids the earliest ply the Mongols. At the end of the chosen action round (of both players), implement the event on the Death of Mogke Khan card. (Historically, the event was played on the second round of the second turn).
-Diplomacy

	Power
	Christian
	Muslim

	Kingdom of Jerusalem
	1
	1

	Lesser Armenia
	4
	0

	Antioch
	3
	0


-Victory Conditions

Mongol major victory: Christian player has 23+ VP

Mongol minor victory: Christian player has 18-22 VP

Draw: Christian player has 15-17 VP

Muslim minor victory: Christian player has 12-14 VP

Muslim major victory: Christian player has 11- VP

Christian Player starts with 6 VP 
Muslim Player does not track VP in this scenario
THE LION OF EGYPT
1265-1271 (Seven Turns) H
Scenario Cards: H1-H7

Pro-Christian

Lesser Armenia (RR 1)

-Control/Home Province: Lesser Armenia

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

-Tarsus: 2 x Armenian units

Principality of Antioch (RR 1/2)

-Control: County of Tripoli, Principality of Antioch

-Home Province: Principality of Antioch

-Castles: Latakia, Tripoli

-Antioch: Bohemond VI (2/2/2), 2 x Antioch units

Kingdom of Jerusalem (RR 1)

-Control/Home Province: Cyprus
-Castles: Jaffa, Beirut, Limassol, Nicosia, Famagusta
-Acre: Hugh (2/2/3), 2 x KoJ units

Templars (RR 1)

-Control/Home Province: None
-Castles: Gaston, Tortosa, Tyre, Tiberias
-Tyre: 1 x Templar unit

Hospitallers (RR 1) 

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

-Krak des Chevaliers: 1 x Hospitaller unit
Assassins (RR 0)

-Control/Home Province: None

-Castle: Masyaf

Pro-Muslim

Mamluk Empire (RR 3)

-Control: Egypt, Transjordan, Damascus, Aleppo, Kingdom of Jerusalem 

-Home Province: Egypt

-Castles: Damietta, Alexandria, Bilbais, Ailah, Jerusalem, Gaza, Ascalon, Hebron, Kerak, Hama, Homs, Banyas, Marat an’Numan, Manbij
-Damascus: Baibars (1/4/12), 2 x 4-6, 6 x 3-6, 4 x 2-6 Mamluk units

-Jerusalem: 2 x 2-6 Mamluk units

-Cairo: Qalawun (2/3/4), 2 x 3-6 Mamluk units

-Aleppo: 2 x 3-6 Mamluk units

-Damietta: 2 x 2-6 Mamluk units
Neutral

Mongol Empire (RR 4)
-Control: Mosul, County of Edessa, Anatolia, Attaleia
-Home Province: Mosul
-Castles: Iconium, Diyarbakir, Harran, Bira, Samosata

Mosul: Hulegu Khan (1/4/18), 6 x 4-6, 4 x 3-6 Mongol units

-Edessa: 2 x 3-6 Mongol units
Special Rules

-The Mongols will never go Pro-Muslim as the result of Diplomacy.

-All castles owned by the Military Orders and the Assassins at start are worth 2 VP each. All other castles are worth 1 VP each. Gaining and losing VP for castles works exactly as for standard VP locations.

-Crusade: A Crusade will arrive on Turn 6 if the Muslim player has 34 or more VP. If they do not, the game ends with a Christian automatic victory. 

Crusaders:

-Mediterranean Box: Louis (2/3/8), Charles (2/2/3), 9 x Crusader units.
-Diplomacy

	Power
	Christian
	Muslim

	Mongols
	3
	1


-Victory Conditions

Christian Player starts with 40 VP; Victory: 32 VP

Muslim Player starts with 27 VP; Victory: 41 VP

THE FALL OF THE CRUSADER STATES
1290-1295 (Six Turns) J
Scenario Cards: J1-J6

Pro-Christian

Crusaders (RR 0)

-Mediterranean Box: Philip IV (2/2/7), Constable (2/2/3), 10 x Crusader units 

Mongol Empire (RR 3)
-Control: Mosul, County of Edessa, Anatolia, Attaleia
-Home Province: Mosul
-Castles: Iconium, Diyarbakir, Harran, Bira, Samosata

-Mosul: Arghun Khan (2/3/12), 6 x 4-6, 4 x 3-6 Mongol units

-Edessa: 4 x 3-6 Mongol units
Kingdom of Jerusalem (RR 1)

-Control/Home Province: Cyprus
-Castles: Beirut, Tyre, Limassol, Nicosia, Famagusta, Alexandretta
-Acre: Henry I (2/2/3), 2 x KoJ units

-Limassol: 1 x KoJ unit

Templars (RR 1/3)

-Control/Home Province: None

-Castle: Tortosa

-Acre: 1 x Templar unit

-Tortosa: 1 x Templar unit (reduced)

Hospitallers (RR 1/3) 

-Control/Home Province: None

-Castles: None
-Acre: 1 x Hospitaller unit, 1 x Hospitaller unit (reduced)

Pro-Muslim

Mamluk Empire (RR 4)

-Control: Egypt, Transjordan, Damascus, Aleppo, Kingdom of Jerusalem, Principality of Antioch, County of Tripoli 

-Home Province: Egypt

-Castles: Damietta, Alexandria, Bilbais, Ailah, Jerusalem, Gaza, Ascalon, Hebron, Kerak, Hama, Homs, Banyas, Marat an’Numan, Manbij, Masyaf, Latakia, Tripoli, Krak des Chevaliers, Margat, Belvoir, Tiberias, Jaffa
-Damascus: Qalawun (2/3/10), 2 x 4-6, 6 x 3-6 Mamluk units
-Antioch: 4 x 2-6 Mamluk units
-Jerusalem: 2 x 2-6 Mamluk units

-Cairo: Turun-tai (2/2/4), 2 x 3-6 Mamluk units

-Aleppo: 2 x 3-6 Mamluk units

-Damietta: 2 x 2-6 Mamluk units
Neutral
Lesser Armenia (RR 0)

-Control/Home Province: Lesser Armenia

-Castles: Sis, Adana, Tarsus, Seleucia
Special Rules

-Scenario Card: The Grand Alliance.

This operates like the other multiple-activation cards but must be used to activate Philip and Arghun only. The player may choose to delay one battle triggered by one army until the other has finished its move. At that point, the battle is rolled (combining both forces if in the same space), which ends the activation for both forces. The event cannot be used to activate either leader for an assault.
-Diplomacy: None
-Victory Conditions

Christian Player starts with 10 VP; Victory: 19 VP

Muslim Player starts with 21 VP; Victory: 18 VP

