THE FIRST CRUSADE
1097-1099 (Three Turns) A
Scenario Cards: A1-A6
Pro-Christian

Crusaders (RR 0)

-Control: None

-Home Province: None

-Constantinople Box: Toulouse (2/3/7), Bouillon (3/2/4), Bohemond (2/3/3), Baldwin (1/2/3), Tancreid (1/1/2), 14 x Crusader units 

Byzantium (RR 0)

-Control: Constantinople, Attaleia, Cyprus

-Home Province: Constantinople

-Castles: Attaleia, Latakia, Limassol, Famagusta
-Constantinople Box: Tatikios (3/1/2), 2 x 1-4 Byzantine units  
Lesser Armenia (RR 0)

-Control: None

-Home Province: None

-Castles: Sis, Marash
Pro-Muslim

Seljuk Turks (RR 3)

-Control: Lesser Armenia, Anatolia, County of Edessa, Principality of Antioch, County of Tripoli, Mosul, Kingdom of Jerusalem, Transjordan
-Home Province: Mosul

-Castles: Tortosa, Tripoli, Diyarbakir, Mardin, Harran, Samosata, Alexandretta, Tarsus, Seleucia, Ascalon, Jaffa, Tyre, Beirut (8 of these castles start with Low Garrison, Muslim player’s choice)
-Mosul: Kerbogha (3/2/10), 4 x 2-6 Seljuk units

-Herakleia: Emir (3/1/4), 4 x 2-4 Seljuk units

-Antioch: 1 x 2-6 Seljuk unit
-Jerusalem: 2 x 2-6 Seljuk units
-Acre: 2 x 2-6 Seljuk units

-Force Pool: 6 x 2-6 Seljuk units

Aleppo (RR 1)

-Control/Home Province: Aleppo

-Castles: Marat an’Numan, Hama, Manbij

-Aleppo: Ridwan (3/1/3), 2 x Aleppo units
Damascus (RR 1)

-Control/Home Province: Damascus

-Castles: Homs, Ras al-Ma’, Baalbek
-Damascus: Duqaq (2/1/3), 2 x 1-6 Damascus units

-Force Pool: 2 x 1-6 Damascus units
Neutral
Fatimid Caliphate (RR 2)

-Control/Home Province: Egypt
-Castles: Alexandria, Damietta

-Cairo: Al-Afdal (3/2/6), 2 x 2-4, 6 x 1-4 Fatimid units

Special Rules
-The Christian player must keep a leader at all times in every city he takes. If a city is without a leader at any time, he must move one there at the first opportunity. If he does not have more leaders than cities, then one leader is exempt from this rule; the rest must occupy cities.
- The Christian player may not use Naval Movement except via Event Card.

-Truce Card may not be played as an event.
-Kerak is worth zero VP in this scenario.

-Seljuk units that start in provinces of Jerusalem and Transjordan may not move, do not demobilize, and are otherwise treated as neutral units. In addition, Seljuk forces may not enter or muster in these two provinces. Castle garrisons in these provinces may not be adjusted. These restrictions are lifted for both provinces the instant a hostile force (Christian or Fatimid) enters either province. They are not lifted if the Fatimid Invasion event happens.
-Fatimid Diplomacy card event: Remove it from the deck before play begins. At the start of Turn 2, the Christian player may choose to take the card instead of one of his normal cards. If the Christian player declines, the Muslim player may do so. If he declines, the event goes into effect automatically if the prerequisites listed on the card are met.
   -Fatimid Invasion: Any Seljuk castles in the Kingdom of Jerusalem and Transjordan are replaced with full-strength Fatimid castles. Acre and Jerusalem become Fatimid controlled; place 2 x 1-4 Fatimid units in each city. All Seljuk units in the two provinces are removed from the game. The Fatimids keep their diplomatic orientation.
   -Shiite Uprising in Syria: Any unbesieged Damascus or Aleppo units outside of their home province are placed in any friendly space in that province. No Damascus or Aleppo forces may leave their home province for the rest of the game. 
   -Fatimid Expeditionary Force: Take al-Afdal, 2 x 2-4 and 4 x 1-4 from Cairo and place them in al-Arish. These forces are under Christian control, and do not demobilize or gain replacements. The remaining Fatimid forces and territory remain neutral, and may not be entered by Christian forces. The Christian player gains VPs for strongholds taken by the Fatimids only if at least one Christian leader is present at the time of capture. 
-Diplomacy: None. Diplomatic Advantage rules are not used.
-Victory Conditions:
Christian victory: Christian player has 13+ VP and Jerusalem

Draw: Christian player has 11+ VP

Muslim victory: Christian player has <=10 VP

Christian Player starts with 2 VP.
THE SECOND CRUSADE

1144-1149 (Six Turns) B
Scenario Cards: B0-B4

Pro-Christian

Byzantium (RR 2)

-Control: Constantinople, Attaleia, Lesser Armenia, Cyprus

-Home Province: Constantinople

-Castles: Attaleia, Limassol, Famagusta, Tarsus, Adana

Lesser Armenia (RR 0)

-Control: None

-Home Province: None

-Castles: Sis

Principality of Antioch (RR 1)

-Control/Home Province: Principality of Antioch

-Castles: Alexandretta, Gaston, Latakia, Marash, Margat

-Antioch: Poitiers (2/2/3), 3 x Antioch units

County of Edessa (RR 1/2)

-Control/Home Province: County of Edessa

-Castles: Bira, Ravendel, Samosata

-Bira: Joscelyn (2/2/2), 2 x Edessa units

-Edessa: 1 x Edessa unit

County of Tripoli (RR 1/2)

-Control/Home Province: County of Tripoli

-Castles: Tripoli, Tortosa

-Tripoli: Raymond II (2/2/1), 1 x Tripoli unit

Kingdom of Jerusalem (RR 1)

-Control/Home Province: Kingdom of Jerusalem

-Castles: Tyre, Beirut, Nablus, Kerak, Krak de Montreal, Ailah, Banyas

-Jerusalem: Manasses (3/1/3), 4 x KoJ units

-Acre: 1 x KoJ unit

Hospitallers (RR 1/3)

-Control/Home Province: None

-Castles: Krak des Chevaliers

-Acre: 1 x Hospitaller unit (reduced)

Pro-Muslim

Seljuk Turks (RR 3)

-Control: Aleppo, Mosul

-Home Province: Mosul

-Castles: Hama, Manbij, Harran, Mardin, Diyarbakir, Baalbek

-Mosul: Zengi (2/3/6), 6 x Seljuk units

-Aleppo: Emir (2/2/3), 2 x Seljuk units

-Force Pool: 4 x Seljuk units

(All Seljuk units are 2-6)
Neutral

Damascus (RR 2)

-Control/Home Province: Damascus

-Castles: Homs, An-Nabk, Ras al-Ma’

-Damascus: Unur (3/1/2), 2 x Damascus units

-Force Pool: 2 x Damascus units

Fatimid Caliphate (RR 2)

-Control/Home Province: Egypt
-Castles: Alexandria, Damietta, Bilbais, Ascalon

-Cairo: Vizier (3/1/6), 6 x 1-4 Fatimid units

Force Pool: 2 x 2-4, 2 x 1-4 Fatimid units

Assassins (RR 0)

-Control/Home Province: None

-Castle: Masyaf

Special Rules
-Crusade: A Crusade will arrive on Turn 4 if the Muslim player has 6 or more VP. If they do not, the game ends with a Christian victory.

Crusaders: 
-Constantinople Box: Conrad I (3/2/6), Louis VII (2/2/6), 10 x Crusader units.

Any Crusaders leaving the Constantinople Box must roll TWICE for Attrition on the 16-19 column (regardless of force size). This is instead of the normal roll for crossing Asia Minor.

-Diplomacy

	Power
	Christian
	Muslim

	Damascus
	3
	3

	Fatimid Caliphate
	0
	1

	Lesser Armenia
	2
	1

	Byzantium
	2
	0


-Victory Conditions

Christian Player starts with 24; Victory: 25 VP

Muslim Player starts with 3 VP; Victory: 9 VP

THE INVASION OF EGYPT

1163-1169 (Seven Turns) C
Scenario Cards: C0-C4

Pro-Christian

Byzantium (RR 1)

-Control: Constantinople, Attaleia, Lesser Armenia, Cyprus

-Home Province: Constantinople

-Castles: Attaleia, Limassol, Famagusta, Tarsus, Adana

-Tarsus: Constantine (2/1/2), 2 x 2-4 Byz. units

Principality of Antioch (RR 1)

-Control/Home Province: Principality of Antioch

-Castles: Alexandretta, Margat, Latakia

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

County of Tripoli (RR 1/2)

-Control/Home Province: County of Tripoli

-Castles: Tripoli, Tortosa

Tripoli: Raymond III (2/1/2), 1 x Tripoli unit

Kingdom of Jerusalem (RR 1)

-Control: Kingdom of Jerusalem, Transjordan

-Home Province: Kingdom of Jerusalem

-Castles: Ascalon, Tyre, Beirut, Nablus, Kerak, Krak de Montreal, Ailah, Banyas, Belvoir

Jerusalem: Amalric I (1/2/6), 2 x KoJ units, 1 x Cav. KoJ unit

Acre: 2 x KoJ unit

Ailah: 1 x Koj unit

Templars (RR 1/2)

-Control/Home Province: None

-Castles: Gaston, Gaza

-Acre: 1 x Templar unit (reduced)

Hospitallers (RR 1/3) 

-Control/Home Province: None

-Castles: Krak des Chevaliers

-Acre: 1 x Hospitaller unit (reduced)

Pro-Muslim

Seljuk Turks (RR 2)

-Control: Aleppo, Damascus, County of Edessa, Mosul

-Home Province: Mosul

-Castles: Hama, Manbij, Bira, Homs, Ras al Ma’, Bosra, Ravendel, Mardin, Samosata, Harran, Marash

-Mosul: Nur ad-Din (3/2/6), 6 x 2-6 Seljuk units

-Aleppo: Shirkuh (1/2/4), 2 x 2-6 Seljuk units

-Damascus: Shaizar (2/1/3), 4 x 2-6 Seljuk units

-Force Pool: 4 x 2-6 Seljuk units
Neutral

Lesser Armenia (RR 0)

-Control/Home Province: Lesser Armenia

-Castle: Sis

-Sis: Thoros II (3/1/4), 4 x Armenian units

Assassins (RR 0)

-Control/Home Province: None

-Castle: Masyaf

Special
Fatimid Caliphate (RR 4) 

-Control/Home Province: Egypt

-Castles: Minya, Atfih, Bilbais, Alexandria, Damietta

-Minya: Shawar (2/1/4), 4 x 1-4 Fatimid units

-Cairo: Dirgham (3/1/4), 4 x 1-4 Fatimid units

-Special Rules for Fatimids

Fatimids are in civil war between Shawar and Dirgham. Both sides appealed for outside assistance. Either player can come to the aid of either party by entering Egypt with an army. At that moment, he gains control of either Shawar or Dirgham (whichever he wants). The other player gains control of the other leader and units. Units dropped of by either leader are “neutral” and may be picked up freely by either side. Neither side gains VP for control of spaces in Egypt while the Fatimid civil war is in effect.

All of Egypt is friendly to both parties during the conflict. During mustering, divide the units in the force pool evenly among the two players (odd units going to the player controlling Shawar). Also divide any replacement points.

If one of the Fatimid leaders is killed, the player controlling the other leader gains a VP. The Civil war is over and said player gains control of all Fatimid units.

While the civil war is in effect, a Fatimid leader is eliminated if forced to roll for leader loss.

All non-Fatimid units in Egypt demobilize at the end of each year, civil war or no, including units moved with the Winter Campaign card.

While the civil war is in effect, neither side needs to forage in Egypt, and the Fatimid units do not demobilize. 

-Templar units may not enter Egypt.

-Antioch and Tripoli will never go pro-Muslim unless attacked by the Christian player.

-The Fickle Fatimids card may not be played on the last turn. 

-Diplomacy

	Power
	Christian
	Muslim

	Byzantium
	3
	1

	Lesser Armenia
	3
	1

	Antioch
	4
	2

	Tripoli
	3
	2

	Assassins
	0
	0


-Victory Conditions

Christ. Player starts with 21 VP; Victory: 26 VP + Cairo
Muslim Player starts with 9 VP; Victory: 14 VP + Cairo
