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Attack Modifiers --  During battle resolution, an attack roll of 
a 4 or greater kills the target.  The following table details the 
units that get attack rolls, and with which building they are 
upgraded.

OFFENSIVE MODIFIERS
Population Fortress (+1)
Melee Black Smith   (+1 / +2) 

Fortress (+1) 
Stables: Mounted Beast (+1 / +2)
(Beast upgrades and Fortress 
upgrades are mutually exclusive)

Ranged Refinery (+1 / +2)
Fortress (+1)

Ship none

When units are attacked, negative defensive modifiers increase 
a unitôs chance of survival.

DEFENSIVE MODIFIERS
Population Fortress (-1)
Melee 
(starts with a -1 
modifier)

Black Smith   (-1 / -2) 
Fortress (-1)
Stables: Mounted Beast (-1 / -2)
(Beast upgrades and Fortress 
upgrades are mutually exclusive)

Ranged Fortress (+1)
Ship

During battle resolution, the attacker may combine any of 
these attack rolls and roll dice simultaneously.  The final attack 
strength that the defending unit must defend against will be 
the highest attack roll of the units attacking together, plus one 
for every unit that joined the attack.  

For example if a melee, a ranged, and a magic unit each rolled 
an attack roll.  The magic rolled a 4.  The attack roll is then 4 
+ 3 (for the mage bonus) + 2 (for the melee and ranged unit 
that joined the battle).  The defender would then have to have 
enough negative defensive modifiers to get the attack strength 
below 4.  Not likely.

Note that the fortress bonus does NOT stack with the beast 
bonus.

Bribing Units ï Pending on a playerôs fame points, a player 
may have the option of bribing another playerôs units.  
Bribing is done in phase three.  A player must have a unit 
adjacent to the hex that will be bribed.  Each unit (military 
and population) must be bribed.  For example, if a hex has 
3 military units, one population unit, and one building, that 
would be a total of 4 units that must be bribed.  (The building 
doesnôt count).

To bribe, a player spends money from his money supply on 
his tribe card for each unit.  The cost per unit varies pending 
on the difference in fame points.  (You cannot bribe someone 
with more fame points).  If the player is tied with you in fame, 
the cost is 5 money per unit.  For every fame point above 

the opponent you wish to bribe, the cost per unit is one less 
money.  So if you have 3 more points, your cost to bribe is 
5 minus 3, which is two.  To bribe 4 units, you would pay 4 
(units) times 2 (the cost to bribe) for 8 money.  

If the player you wish to bribe has a hunger chip on their tribe 
card, then the cost to bribe per unit is one less money.  If there 
are 2 hunger chips, then bribing is 2 less money per unit, etc.  

You may bribe military units past your limit set by the amount 
of barracks you own.  In phase four, you will still need to 
remove unsupported military.

Only a ship adjeacent to another ship may bribe a ship.  Ships 
canôt bribe land, and land canôt bribe ships.

Once bribed the player removes all units and replaces them 
with units of his own color.

Bribed population units may not do work that turn, they must 
stay as they are.  (If they are on resource sites or buildings, 
they must remain there.)  However, bribed population units 
also do not need to be fed on the turn they were bribed.

Buildings ï The following are the 10 buildings in the game.Buildings ï The following are the 10 buildings in the game.Buildings ï
1. Barracks ï Barracks cost one stone or wood 
plus one work to build.  For each barracks a 
player owns, he may support 6 military units.  
Specifically up to six melees, ranged, or magic 
units.  The building is built in phase 3.  In phase 
4, a player is required to remove military units 
until he has not exceeded his maximum allowed 

by his barracks.  Two barracks will allow for 12 military 
units, and three will allow for 18, etc.  A building is 
only legally owned by a player if the player has either a 
military or population unit in the hex with the barracks.

To convert population to military, one population unit that 
has not spent his work for that turn must be taken from not spent his work for that turn must be taken from not
the board off of a hex with a barracks, as well as 3 money 
from the playerôs money supply.  Then any combination 
of 3 military units (melee, ranged or magic) may be 
placed in that same hex.  Military units may then use 
roads on that very turn.  See roads.

If a player has less than 3 money in his money supply, 
he may sacrifice a population unit for all of his money, 
getting a return of one or two military units, pending on 
whether 1 or 2 money was spent.  If a player has 3 money, 
then the player must use all three money for military must use all three money for military must
units.  (Even if doing so would exceed the amount he can 
support for the barracks.  In phase four excess military 
must be removed from play.)

2. Blacksmith ï A blacksmith costs either 
one wood or stone and one work in 
the hex the player wants to build.  A 
blacksmith is required for two upgrades.  
The following details these two 
upgrades.
¶ Melee  upgrade ï pay one ore and all melee units   




