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 Orga

Recruit: One garrison unit per Roman
occupied fortress.
Move:  Leaders 3
Regular Cavalry 2
Infantry 1
Irregulars 2
Fleet Move: One
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Support Rebels
Recruit: Recruit two garrison units
and place them in any fortress or
towns. If there are enemy units in
those spaces, they must withdraw per
the retreat rule.
Move: Leaders %)
Regular Cavalry 2
Infantry 1
Irregulars d
Fleet Move: . Three ¢
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Recruit: One Roman unit (except
leaders)
Battle: For all Roman attacks this
turn, Barbarian units defending in for-
tresses are affected by panic results
Move:
Leaders 3 Regular Cavalry 2
Infantry 2 Irregulars 1
Fleet Move: One

Immediate: Examine all enemy.
stacks.
Recruit: Two Roman units (any types).
Move: Leaders 3
Regular Cavalry 3
Infantry 2
Irregulars Z
Fleet Move: Two

Immediately: 1) The Roman player must
toll one die for each Roman controlled unit
on the map, other than leaders or units
stacked with them. On a “1” place the unit
in the Recruit Box. On other results there is
no effect. 2) Reshuffle Roman cards.
Move:

Leaders 3 Regular Cavalry 2
Infantry 2 Irregulars 1
Fleet Move: None

Moaors are Vandal controlled, pick one
and gain control of all their units.
Recruit: One Hun or three Moor
units (if controlled).
Move: Leaders

Regular Cavalry

Infantry

Irregulars
Fleet Move: .

Recruit: One Roman unit (except

'I;Iecru-il: 3 Roman units (any types). Recruit: One Roman unit (except
ove: Iéeadtlars i i leaders) M Lead 4
eqular Cavaln ove: Leaders
3 Infgntry ! 3 Move:  Leaders A 1 Regular Cavalry 3
Irregulars 4 Regular Cavalry. 3 Infantry 2
Fleet Move: Three :nfam}ry Z Irregulars
rregulars

Remove from play! Fleet Move: _Fleet Move:
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leaders).
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HegularCavalry 3
Irregulars 4

Fleet Move: None
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Recruit: One Vandal uni
§ t (except
« leaders). Unit mus .

not occupied by Roman units (othy
than Hellas). o

?Move: Leaders 2
Regular Cavalry 1
Irregulars ]

Fleet Move: Two

Furore anc;ali

Recruit: Two Vandal units (any types).
“Move: Leaders 4

Regular Cavalry 4
Irregulars 3

Fleet Move: Two

Battle: for one Barbarian attack this

turn, the Barbarian force adds +1 to the

leadership die roll. Remove from play!

tbe placed in a port

mpaign
Move: Leaders 4

Regular Cavalry 3
Irregulars 4

Fleet Move: None

Battle: For one Barbarian attack this
turn, the Barbarian force adds +1 to the
leadership die roll.

Move: Leaders 3
Regular Cavalry 2
Irregulars 3

Fleet Move: One

Immediate: If either the Huns or

Moors are Roman controlled, pick one

and gain control of all their units.

Recruit: Three Moor or one Hun unit.

Move: Leaders 3
Regular Cavalry 2
Irregulars 5

Fleet Move: One

Rally Forces

Recruit: Two Vandal units (except
leaders).

Move: Leaders 3
Regular Cavalry 2
Irregulars 2

Fleet Move: One

)

8 Dissension

Immediately: 1) The Barbarian

+ player must roll one die for each
Batbarian controlled unit on the map
other than leaders. On 3 “1" place the
unit in the Recruit Box. On other re-
sults there is no effect. 2) Reshuffle
all Barbarian cards.
Move: Leaders 1
Fleet Move: None

Move: Leaders 3
Regular Cavalry 2
Irregulars 1

Fleet Move: Two




