ONWARD CHRISTIAN SOLDIERS

Errata & Clarifications

Updated: 08/02/2007

Errata

General
1. Ignore all references to ‘wealth rules’.

2. There should be 2 AM counters for the Egyptian fleet. Use any two AMs from the Second Crusade.
3. There are no Saracen Reinforcement AM counters. Use any two AMs from the Second Crusade. 
4. There are mistakes on the leader holding boxes for three Muslim leaders (Hasan, Yagi-Sihan and the Emir of Tripoli). Their respective counters are correct. 

5. There are not enough Latin ASPs in the counter mix for the 3rd Crusade scenario, simply use a faction from the 1st Crusade to represent the Latins.
Setup

1. In the Third Crusade historical setup, there is a mix up between the Pisan and Dane fleets. Simply switch them to comply with the counter-mix.

2. In the 2nd Crusade setup, amend this statement: "The Mosul Turks control every town and city not controlled by the Franks north of Homs, inclusive." to "The Mosul Turks control every town, city, and castle not controlled by the Franks north of Homs, inclusive.”
3. In the 1st Vignette provided in the Quick Start Rules the Crusaders begin in space B6.

Leaders

1. The values on the counter for Taki should be a [1]-2 not a [2]-3.

2. Remove the last sentence of 5.22 in the 2nd/3rd Crusade rules.
Event Cards

1. Addition to 4.5 and 12.0:
4.5: Change the third bullet to read "2 Draw Event cards (see 12.0)". Then, add the following sentence to the paragraph following the bulleted list: 

"After he plays or holds this card, the player on the other side whose Leader Activation Card was last drawn (Crusaders and Muslims are the two sides, remember) draws one of his own side’s Event cards. See 12.0 for details." 

12.0: Add the following paragraph below the first bulleted list: 

"Immediately after his play or hold of the card, the player on the other side whose Leader Activation Card was last drawn (Crusaders and Muslims are the two sides, remember) draws one of his own side’s Event cards and performs one of the three actions above. If a side with multiple players must draw an Event card before it has yet to draw a Leader Activation Card in that game-turn, determine the recipient randomly (each player rolls a die; high roll wins) or, if that side wishes, give them one minute to negotiate who gets it. Note that in a two-player game, each player simply draws an Event card whenever a “Draw Event Card” standard activation card is played." 

NOTE: The rule as published (with only the player who pulls the "Draw Event Card" card able to draw from his Events deck) remains as an optional rule for those who wish to minimize the effects of random events.
2. In multiplayer games the distribution of the event cards dealt to each player at the start of the game is handled as follows: 
Each player gets one May-Be-Held card. Each player draws one and checks it and sees if he can hold it. If not, he reveals it (so that nobody dumps one he simply doesn't like) and draws another, until he gets one he can keep. After everybody does this, the deck is reshuffled.

Movement & Attrition

1. The un-italicized example that follows the section on Armoured Knights and Attrition (6.3E) is incorrect. It should read, ‘If an Army of 30 ASPs loses 5 ASPs to attrition during a march (and therefore loses 16.6% of its starting force), it would also lose 1 AK.’

2. Ignore any references to attrition negation. 

Battle
1. The DRM for defence in a town is -1 (one). 

2. There is no limit to the DRM.

3. The Battle Loss Calculation Table (7.2E) says that a winning force of 10 ASPs suffering a 5% loss, suffers a 1 ASP loss. This is incorrect, the correct value is ‘0’ (zero).
4. In the Land Combat section referring to Frankish Armoured Knights (7.2D) the italicised example mentions a formation I, this should read IC.

5. In the combat example in the First Crusade Rulebook (p17) make the following changes: (a) change the ratio in step 2 to 22:24; (b) change the reference to the ‘combat ratio chart’ to ‘battle ratio calculation table’ (c) change the Crusader losses to 10% of 22, which is 2; (d) change the ratio in the italicised play note to read 1:1.

6. If the Armenians are attacked while neutral, a player from the other side decides whether the Armenians will withdraw or fight (roll a die to determine which player in multi-player scenarios).
7. Armenian forces may make Harassment attempts only if led by Mosul Turk or Syrian leaders.

Optional: If a demoralised force retreats into a space occupied by a friendly force, both forces become demoralised.

Siege

1. The siege rules should read: ‘Whenever an army stops in a city space under a siege it automatically and immediately joins the besieging force (it may not ravage, assault etc. before doing so).’
Resources
1. In the Second Crusade scenario, Resources are in play only for the purpose of negating Siege Attrition losses for the besieged force. However, cities never recover Resources.
Clarifications
Map

1. The Jordan River consists of the river paths K5-K6, L2-L1 and L2-Jericho.

2. No forces may enter the Crusader entry areas (A, B, and C) for any reason. Only Mosul Turk forces may enter the Cappodocia of Mosul Turk boxes, and only for recruitment purposes (see 5.5) - or to place a replacement leader (7.2H). For the Fatimid box, see the last rule in 6.1
3. Cyprus has a SDR of 2 (see 8.2), though this is not noted on the map.

4. The Fatamid box is a Deep Port (see 10.6), but it may not be used by both sides

Setup

1. ASPs can be placed in (a) the city space; (b) the city entrance space; or (c) split between the two.
Leaders

1. The Overall Commander is never treated as a subordinate.

2. A superior leader may activate a friendly lower ranked leader (see 5.3) provided the subordinate leader has not already activated as an Independent, or has not been activated twice already. In multiplayer games, the subordinate commander must grant permission to the superior leader for the activation. 

3. If a lower ranked leader has more ASPs than a higher ranked leader he cannot be activated until the superior leader gets enough ASPs to outnumber the lower ranked leader, or the superior leader can get to the subordinate and take command of him (see 5.4). This counts as one of the leader’s two activations that turn. 

4. The only time ASPs can be transferred from one leader to another is during the Army Assignment Phase (see 5.21), even when the Faction Overall Commander is struck ill. 

5. If the highest ranking leader is unavailable the next highest leader can recruit (see 5.3, 5.5)

6. The only time a leader may have more than 2 activations is with the use of a Jihad/Visions event card (First Crusade).

7. If an army that is holding a captured leader is destroyed, then the faction that destroyed that army takes that leader.
8. Since the Turks start the First Crusade with no 3-star leader, Hasan can initially move with as many ASPs as he wants, until Kerbogha arrives.

Operations

1. Destroying a city is an automatic finish (no continuation, see 8.3H).

2. A continuation roll is allowed after rebuilding a city (see 8.3H)

3. Ravaging a city is an automatic finish (no continuation, see 6.2, 8.3G)
Movement & Attrition

1. Armenians suffer attrition in the same way as Crusader/Muslim forces.

Cities

1. When a force enters an unoccupied town space the player decides if the force is inside or outside the town. If inside, place a control marker on top of the force, if outside, place the army on top of the control marker. 

2. When an enemy army enters the town space a force outside the town may choose to withdraw inside the town before battle, or retreat inside after battle. If the force begins inside the town, it must fight or withdraw. 

3. A force inside a town does not have to participate in a battle between a friendly and enemy force taking place outside of the town.

Battle

1. If a battle takes place on a City Entry Space and an army that is forced to retreat cannot, then both forces remain in the space, with the retreating force rolling for extra losses. 

2. The rules for retreat do not apply to Harassment attacks, unless Western Aggression forces a full battle to occur.

3. If a force enters a space (town or point) containing an enemy army a battle occurs unless the enemy withdraws.

4. The Syrian Gates defensive modifier applies to a force in B7 being attacked from Alexandretta. 

Siege

1. Defending ASPs are only lost during siege assaults when the SDR is reduced to 0 (zero) and the city falls. 

2. A force that starts inside a City Entry Space with an enemy force may choose to ignore it and assault the city. However a force that moves into a City Entry Space occupied by an enemy force must engage the enemy first.

3. All leaders that participate in an assault are considered to have used an activation. In multiplayer games leaders do not have to participate if they elect not to.

Fleets
1. The First Crusade uses the following fleets: England, Flemish, Pisa, Genoa, and Egypt (3). None of these are in the game to start; they come into play through the play of event cards. 
2. The Third Crusade uses the following fleets: England, Flemish, Pisa, Genoa, France, Frisian, Norman, Venice, and Jerusalem. These are noted in the scenario setup. 
3. The Second Crusade doesn't use any fleets.
Resources

1. There are 5 uses for resources: (a) reduce movement attrition; (b) reduce siege attrition; (c) bribing Armenians; (d) use for treachery; (e) making deals with other players.

2. A bribe attempt on the Armenians cannot be conducted after a failed continuation attempt or a stop that does not allow continuation. It must occur before this final stop.

3. Resources can only be drawn from a city a force stops at, not a distant city (see 6.3).

4. The attrition die roll is made before resources are subtracted.
5. In the 2-player game, the initial resources cannot be combined, each faction has 6 resources. In multi-player games, resources can be traded between players.
