GUARDIAN OF THE HOLY TOMB
1100-1105 (Six Turns) L
Scenario Cards: L0-L6
Pro-Christian

Crusaders (RR 0)

-Control/Home Province: None
-Castles: None
-Constantinople: Duke of Leopold (3/1/4), Sigurd (3/1/4), Theobald (3/1/4), 12 x Crusader units

Byzantium (RR 0)

-Control/Home Province: Lesser Armenia

-Castles: Attaleia, Seleucia, Tarsus, Sis, Famagusta, Limassol, Latakia

Principality of Antioch (RR 1)
-Control/Home Province: Principality of Antioch

-Castles: Gaston, Margat
-Antioch: Bohemond (2/3/4), Tancred (1/2/2), 5 x Antioch units

County of Edessa (RR ½)
-Control/Home Province: County of Edessa
-Castles: Bira, Ravendel

-Edessa: Baldwin II (2/2/3), 4 x Edessa units
County of Tripoli (RR ½) 
-Control/Home Province: None

-Castles: None

-Latakia: Raymond (2/2/2), 2 x Tripoli units

Kingdom of Jerusalem (RR 1)

-Control/Home Province: Kingdom of Jerusalem

-Castles: Jaffa, Tiberias
-Jerusalem: Baldwin I (2/3/5), 6 x KoJ units

Pro-Muslim

Seljuks (RR 3)

-Control: Anatolia, Mosul, County of Tripoli
-Home Province: Mosul
-Castles: Mardin, Diyarbakir, Samosata, Marash, Alexandretta, Harran, Tortosa, Tripoli* 

(*start with Defenses Improved marker)
-Marash: Kilij Arslan (3/2/8), 9 x Cav. Seljuk units
-Tripoli: 3 x 2-4 Seljuk units (always remain there as permanent garrison, do not demobilize)
Aleppo (RR 1)

-Control/Home Province: Aleppo

-Castles: Marat an’Numan, Hama, Manbij

-Aleppo: Ridwan (3/1/3), 3 x Aleppo units

Damascus (RR 1)

-Control/Home Province: Damascus

-Castles: Homs, Ras al Ma’, Baalbek

-Damascus: Duqaq (2/1/3), 2 x 2-6, 2 x 1-6 Damascus units
Fatimids (RR 2)

-Control: Egypt, Kingdom of Jerusalem, Trans-Jordan

-Home Province: Egypt

-Castles: Damietta, Alexandria, Ascalon*, Tyre*, Beirut
(*start with Defenses Improved marker)
-Cairo: 3 x 1-4 Fatimid units
-Ascalon: 1 x 1-4 Fatimid unit
-Acre: Dirgham, 3 x 1-4 Fatimid units

-Tyre: 1 x 1-4 Fatimid unit
-Beirut: 1 x 1-4

-Alexandria: 2 x 1-4 Fatimid units
Neutral

Assassins (RR 0)

-Control/Home Province: None

-Castle: Masyaf

Special Rules

-No Surrender: because of the previous unmerciful massacres in Antioch and Jerusalem, the Muslims are determined to fight and defend. In this scenario the Christian player have permanently -2 DRM for Calls for Surrender. 

-Tripoli, Ascalon and Tyre castles start with Defenses Improved markers.

-County of Tripoli power starts without home province and cannot use its replacement points until they capture and control a castle in the County of Tripoli, then they may use their replacement points normally. Until then they do not demobilize.
-Tancred leader can command any allied units and he is always considered subordinate to any allied leaders.

-The Christian player may not use Naval Movement except via Event Card.

-Kerak space Victory Point is counted only if there is a friendly castle in it. Unit(s) must be present there to play Defenses Improved event. 
-All Crusader units that start in Constantinople box must enter map in the first two turns. At the end of the second turn remove from game any units/leaders still there. 
-Units/leader from Fatimid Invasion event does not go to the force pool in the demobilization phase, but are held off-board for possible another event(s). Those units cannot muster; they are always available for new event.
-Diplomacy

	Power
	Christian
	Muslim

	Aleppo
	0
	2

	Damascus
	0
	2


-Victory Conditions
The Christian player gains 1 VP for every castle that is controlled by a Catholic power at the scenario end.
Christian Player starts with 22 VP; Victory: 29 VP
Muslim Player starts with 18 VP; Victory: 17 VP
