
Actions

1st player to Pass in
previous turn goes 1st

Following players

in clockwise order
Cost to take cube from:

Cube Pool = free

Army Display = 3
Casualty Pool = 3

Must pay from treasury

(Arab on Byzantine) that
benefits from Action

paid for by cube

Income and Maintenance

New Turn

Emperor cube returned
to Emperor box

Caliph cube returned to

Caliph box

Has all but one
player done Pass

action?

Take Control of City

Place cube on stack of uncontrolled City

tokens
VP = [tokens]

Byzantine City yields Byzantine VP

Arab City yields Arab VP

Increase Army
Max of 3 cubes per Action

Max of 1 cube in Elite box per

Action
May increase both Arab and Byzantine

armies in same action
Special Action

Max of 1x per turn for all players

Not available if a cube already

present
Cost = 1 cube

Cube cost (if any) paid from

Treasury of side that could benefit
Tax

Move cubes from Cube Pool to Tax Box

[Bezants] = 2x [cubes]

May be put in both Treasuries

Max of 1x per player per turn
Build Church
Build Mosque

2 VPs

Cost = 6 + 1 cube

Move and/or Attack
Move Cubes paid to Casualty Pool

Pass

Cannot do any more actions in current
turn

Not vs. Constantinople

1st placement by
player on

Byzantine City?

Is >= 1 cube

available in

Casualty Pool?

Yes

No

Maintenance of Armies, per cube, in

Bezants:

End of Turn 3?

No

For each player:

Is lower score >=
½ of higher score?

1 Arab VP per Arab

City token

1 Byzantine VP per
Byzantine City token

Yes

Total VP = [Byzantime

VPs] + [Arab VPs]
Yes

Total VP = VPs of

side w/higher score
No

Tiebreakers, in order:

Income from Cities:
2 Bezants/City token

Separate treasuries for

Byzantine and Arab

Lone player who has

not Passed gets 1

more action
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Special Action

Max of 1x per turn for all players

Not available if a cube already

present
Cost = 1 cube

Cube cost (if any) paid from

Treasury of side that could benefit

Build Church
Build Mosque

2 VPs

Cost = 6 + 1 cube

Not vs. Constantinople

1st placement by
player on

Byzantine City?

Place Byzantine
army pawn in just-

controlled City

Yes

Move army to adjacent City via land

Cost of 1st

Move Byzantine army via sea
Cost of 1st

Move Arab army via sea

Cost of 1st

Cost of 2nd move = [Cost of 1

+ 1 Move cube

Spent cubes to Casualty pool

Is >= 1 cube

available in

Casualty Pool?

Take (free) cube
from Casualty

Pool

Take cube from

Cube Pool or
Army Display

Yes

No

1st person to Pass

this turn?

Place cube in small box

inside Pass box

Will be 1st player next
turnYes

Maintenance of Armies, per cube, in

Bezants:

Elite = 3
Main = 1

Levy = 2

Move = 1
Separate payment from

Byzantine and Arab treasuries

For each cube not

maintained (paid for):

Cube permanently
out of game

-1 VP to side

losing cube
Min VP = 0

Players retrieve cubes from:

Special Action display

Tax box
Pass box

½ (rounded up) from

Casualty Pool
Place cubes in Cube Pool

Total VP = [Byzantime

Total VP = VPs of

side w/higher score

Tiebreakers, in order:

Most VPs
Most Cities

(combined)

controlled
Most Bezants

(combined)

Key

Rule

Exception

Test

Did army begin
Action in City that

will be attacked via

Civil War?

Yes

Did army move to

City of same side for

Civil War?

No maintenance

cost for Emperor

No maintenance
cost for Caliph

Is Arab field army

on the board?
Can be placed in any

Arab-controlled city
No

Is Byzantine field

army coming back
to the board?

Can be placed in any

Byzantine-controlled city
No

Place cube outside small box
but inside Pass box

No



Civil War
Attack City of same side w/field

army

Improve City
Add 1 City token to any City per

color of  Improve City box

Max of 3 tokens per City

Bulgar Attack

Add 2 Bulgar cubes to Bulgar

box

Emperor

Place purple cube in Elite box of

Byzantine army

VPs = 2 ByzantineCaliph

Place white cube in Elite box of
Arab army

VPs = 2 Arab

Byzantine Fleet

Take control of Byzantine fleet

Arab Fleet

Take control of Arab fleet

Fortify

Replace own control cube in City
Cube goes to Casualty Pool

Max of 1 Fortification per City

Are enough Bulgar
cubes available to

add another 2

cubes to Bulgar

box?

Attack a City w/Bulgar army
City w/orange arrow or

City connected to Bulgar-

controlled City

No

Does player wish
to add another 2

cubes to Bulgar

army?

Yes
Add 2 more Bulgar

cubes to Bulgar box
Yes

No

Not via sea

Move army to adjacent City via land

Cost of 1st move = 1 Move cube

Move Byzantine army via sea
Cost of 1st move = 1 Move cube

Move Arab army via sea

Cost of 1st move = 2 Move cubes
Cost of 2nd move = [Cost of 1st move]

+ 1 Move cube

Spent cubes to Casualty pool

Not along desert connections if not Arab army

Arab army may not move to own Byzantine City

Byzantine army may not move to own Arab City
Byzantine army in Constantinople may move via sea to any City on

Mediterranean or Black Sea (even if no sea route connection)

Cost of Arab move from Nicaea to Constantinople = 4 Move cubes
Cost of Arab move via sea if Arab fleet controlled = ½ normal cost

Cost of Arab move via sea if controller of Byzantine fleet opposes

move = 2x normal cost

Did army move to

City not controlled by

same side?

Are there armies in

City under attack?

Armies in City under

attack decide, in clockwise

order from active player, to

retreat or not

Yes Yes

Retreat to directly connected City

Cost = free

May retreat through enemy army
May retreat by sea

May not choose retreat path in

order to destroy own army
Arab army may not retreat by

sea if opposed by controller of

Byzantine fleet

Did army begin
Action in City that

will be attacked via

Civil War?

Yes

Did army move to

City of same side for

Civil War?

Yes

Max of 11 cubes

in Bulgar box

Is Arab army

moving by sea?

Owner of Byzantine fleet may roll [dice]

= [cubes spent by Arab field army in sea
movement]

For each roll >=4, eliminate 1

cube from any box of Arab field
army moving by sea

Yes
Is Byzantine field

army coming back
to the board?

Bulgar army present

in each Bulgar-

controlled city



or

City connected to Bulgar-

Add 2 more Bulgar

cubes to Bulgar box
Yes

Not via sea

Armies in City under

attack decide, in clockwise

order from active player, to

retreat or not

Did all armies

in City under
attack retreat?

Retreat to directly connected City

Cost = free

May retreat through enemy army
May retreat by sea

Is City to which

army retreated
friendly?

Remove 1 cube from

non-Levy army box

NoMay not choose retreat path in

order to destroy own army
Arab army may not retreat by

sea if opposed by controller of

Byzantine fleet

Does player

controlling City
under attack wish to

defend with Levies?

Yes

Battle:

Player fights with field army or Levy, not

both

Roll dice for field army:
 = [cubes in Main Army box, max of

3] + [cubes in Elite box]

Roll dice for Levy:
= [cubes in Levy box, max of 3]

Each roll >= 4 is 1 hit vs. opponent

Field army losses taken from Elite,
Main, or Move boxes

Levy losses taken from Levy boxes

Cubes to Casualty Pool
Attacker removes losses 1st

No elite for Bulgars

No Levy for Bulgars

Yes

No

Siege:

Roll dice for City:
 = [tokens + fortification]

Each roll >= 4 is 1 hit vs. opponent

Field army losses taken from
Elite, Main, or Move boxes

No

Is ([Elite cubes] +

[Main army cubes]) >
[tokens + fortification]

in defending City?

Attacker wins

Attacker loses &

must retreat to

City from which
army attacked

Siege vs. Constantinople:
Strength = 5

Each roll >=4 is 2 hits

vs. opponent

Yes

No

Are there any

cubes in Elite,
Main Army, or

Move boxes?

Remove army token
from map

No

Is > 1 army
defending?

Attacker decides

order of attacks

No

Yes

No

Are there any
cubes in Elite,

Main Army, or

Move boxes?

Remove army

token from map
No

Did player have to

pay for cube used

to start Bulgar
Attack?

May pay from

either Treasury
Yes

Is attack vs.
Constantinople?

No

Player w/Emperor cube

may use Levies in defense
of Constantinople

No retreat for Bulgars



Player fights with field army or Levy, not

 = [cubes in Main Army box, max of

3] + [cubes in Elite box]

= [cubes in Levy box, max of 3]

Each roll >= 4 is 1 hit vs. opponent

Field army losses taken from Elite,
Main, or Move boxes

Levy losses taken from Levy boxes

Cubes to Casualty Pool
Attacker removes losses 1st

Is remaining

army strength

tied?

Field army strength = [cubes in Elite box]
+ [cubes in Main Army box]

Levy strength = [cubes in Levy box]

No elite for Bulgars

No Levy for Bulgars

Defender wins
Attacker must retreat

to City from which

army attacked

Yes

Did attacker win?
Was defending

force Levy?
No

No

Yes

Nothing else happens Yes

Attacker wins

Attacker loses &

must retreat to

City from which
army attacked

Was City

fortified?

Return fortification

to owning player

Yes

Yes

Return cube to former owner
Remove all City tokens

Place City tokens of victorious

side = [tokens removed] - 1
VPs to victor = [new tokens]

Bezants to victor = [new

tokens]
Place cube of new owner

Did City have

>1 token?

Return cube to former owner

Remove City token

Place 1 City token of
victorious side

Place cube of new owner

Yes

No

No

Does victor have cube

in Cube Pool to place
on City (or 3 bezants

to pay for a cube)?

Remove 2 cubes from Elite, Main
Army, or Move boxes

1 to City

1 to Casualty Pool
Purple or white elite cubes

used as last resort

No

Was City

Constantinople?

Victor adds 5 Arab VPs

Game ends

Only current Arab VPs
determine winner

Yes

No

Remove army token
from map

Are there other

defending
armies?

Yes

No

Remove army

token from map

Losing army retreats to directly

connected City

Cost = free
May retreat through enemy army

May retreat by sea

May not choose retreat path in
order to destroy own army

Arab army may not retreat by

sea if opposed by controller of

Byzantine fleet

No

Is City to which

army retreated
friendly?

Remove 1 cube from

non-Levy army box

Are there any

cubes in Elite,
Main Army, or

Move boxes?

Remove army token

from map
No No

Tiebreakers, in order:

Most VP

Most Cities (combined) controlled
Most Bezants (combined)

No Bezants for

successful siege by
Bulgars


