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GAME MATERIALS

QUADRANTS
FOR THE MAIN BOARD
(to be assembled)

™) BASE UNITS
BN SR (1set of B cardsfor = : -_ =% ;
L ) 'S | cach Sabaton) A s : —
i ELITE UNITS
> (15 for each of
..,.“ the four Eras)
GEARS OF HISTORY k>

BOARD
(to be assembled

as shown) 8 PR
ﬂ SPECIAL DICE Y S :
P g, -4 RELIC CARDS
V @ and 1 Risky die) TIME-TRAVELING TILES 32 (8 Relics per Er2)

2 U PROWESS IN BATTLE tnkens
DAMAGE cuunters (4 for each Sabaton)

- ROUND TRACK
LINK counters 5 and its counter o
ZU (divided by Eras) - gf* ] @ B ,.
G LT _
3 deploymg archers, tanks, airplanes, Vikings, and any other troops that they were able to &

HONGR OF THE ARMS HEADQUARTERS 20 b
Bmm ]a[?sﬂﬁv?ﬁf”mb'gde‘ 8 “conquer” during their travels through the Eras. Noreover, by collecting precious Relics
Dy f they can enrich their knowledge and thus gain the points needed to win the game.

HERO UNITS
(2 for each of the &
four Eras)

| In A Ballle Through Hlslory each player dresses the part of a time- lravelmg sloryleller
(a “Sabaton”), whose journey through historical Eras enables them to relive epic (and
: oﬂen lmlikely) hattles alongside legendary troops and heroes. Players can both face

Whoever collects the greatest Units, Heroes, and Relics during their travels wins the game
and can therefore sing of their heroic deeds!

Are you ready to be a real Sabaton?
\_

(that changes hands)
ATTACKER BOARDS
(1 for each Sabaton)

] DEFENDER BOARD
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Editor's Note SETUP

This game absolutely does not intend to incite violence,

and does not support nor celebrate war, aggression, @Assemble the Gears of History board and arrange the main PLEASE NOTE: Unit cards all h.aVS the'same back, so that
or the use of weapons in any way board as shown in the figure below. du}flnglthe game, a player can “hide” their strategy from the
X ' . other players.

Unfortunately, humanity over the centuries @Shufﬂe the Time-traveling tiles face down and place them i

has always resorted to the use of weapons. in 2pile HEanthom e @Choose your preferred Sabaton miniature and take the

And if on one hand. this has made them @MLX the Warfare tokens face down and place them in a pile. corresponding Attacker Board, 8 Base Unit cards, and 4

a terrible instrument of oppression, on the other hand (4. )Divide the cards as follows: e atietokens.

theu have madg |t pussmle t[] defgnd thg pnnc'plgs a2 AN Separate the Relic cards, shuffle them, and Place the Damage counters, the Lin'k counters, and the

of freedom, independence, and the right to exist @ place them in a face-down deck near the main Honor of the Arms tokens near the main board, accessible to

in one’s own waj 3| board in a location accessible to all players. all players. Keep the Combat dice nearby as well. Then place
: the Round Track next to the board and place its token on the

During these dramatic moments, the highest price “1” space.

has always been paid by the defenseless

and the soldiers sent to suffer unspeakable atrocities.
Even in these darkest hours, there were those

who clung to their humanity and honor, distinguishing
and often sacrificing themselves.

[t is these whom we wish to honor with this humble game.

Within, we mention Troops, Units, individual Heroes,
and events of war that did occur over the course
of human history, all mixed together to create

a “game of battles” through the Eras.

The Defender Board (shared by everyone) can

- temporarily be set aside. It will pass from player to

player as needed. The Defender Board has a Combat side

used during the game and a side with a summary of the ways
one can earn victory points on the other side.

B Split the Unit cards between the Base Units @
i and the Elite Units.

bl. Base Units must be split into 5 decks
according to the Sabaton they represent;

b2. Elite Units must be split into Eras
(according to color and reference
number), creating 4 decks.
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Time-traveling tile in active position
Time-traveling tile in pending position

0ARD g
DEFENDER B Virtual slot of the Defender Board

NOTE TO THE - READER: IN ORDER TO KEEP OUR LANGUAGE AS INCLUSIVE AS POSSIBLE, WE HAVE USED THE PRONOUN “THEY" WHEN REFERRING TO AN INDIVIDUAL OF UNDEFINED GENDER. WE APOLOGIZE FOR ANY CONFUSION THIS MAY CAUSE.




BOARD SETUIP

PLAYER SETUP H

Draw 2 Time-traveling tiles from the pile and after turning @Place your Attacker Board in front of you with

them face-up, slide them into the Gears of History board
following the direction of the arrow until the Active
Position is reached. The tiles will make the cogwheel rotate,
determining the starting situation of the game.
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Insert the tile into the Gears of History
and push gently

.
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Draw 3 Warfare tokens from the pile and place them face-
up on the matching spaces on the Gears of History board.

For each Era, follow these steps using the Elite Unit decks created
earlier (Step 4b2):

A.  Set the Heroes aside.

B.  Shuffle the rest of the deck face down. Draw 3 cards
and put them face-up on that Era’s spaces on the board.

C. Add the Heroes to the remaining deck and shuffle
again. Place it face down near the main board.

the combat side up (the other side is used when
scoring victory points at the end of the game). Your |
Attacker Board has 4 slots. During battles, you will _
deploy Unit cards from your hand here, from right 9
to left, starting from the “Battlefront”

This board also has a “virtual slot” (to the left) that can hold
a card added through the REINFORCEMENTS action (see
Phase 2: The Battle).

Keep your Sabaton miniature in front of you. It will be used
starting from the first round.

Mix your 4 Prowess in Battle tokens face down and place
them in front of you.

Draw 1 Relic card and keep it face up in front of you (not on
the Attacker board).

PLEASE NOTE: All Relic cards acquired during the game
must be visibe to everyone and placed beside your Attacker
Board.

Shuffle your 8 Base Unit cards face down, creating a deck,
and place it in your personal area. Leave room for your
discard pile. Then draw the first 4 cards to create your
starting hand.

If there are fewer than 5 players, put all the components linked
to the Sabatons that are not in use back in the box.

PLEASE NOTE: The entire area where these elements are
placed is considered to be your Personal Area.

GAME CONVENTIONS

Battlefront.

DEPLOYMENT: The Attacker deploys their cards on the Attacker Board,
always from right to left starting from the position closest to the
Battlefront. The Defender deploys their cards on the Defender Board
always from left to right starting from the position closest to the

ARMY: The term “Army" refers to all of the cards in a player's
possession, whether in their hand, their deck, or their discard pile.

BATTLEFIELD: During battles, the battlefield is located in a player's
Personal Area and it is composed of the player's Attacker Board
placed to the left of the shared Defender Board.

GAME FLOW

Whoever has accomplished the most heroic feat (whatever it
may be) starts the game and takes the Headquarters counter.
Whoever has the counter also has the task of moving the Round
Track token on its board at the end of each Round.

The game is played over 6 Rounds (or 8 if you decide to play
a Long Campaign). Each Round, every player completes one
turn going clockwise, starting from “Headquarters.”

Each player’s turn consists of the following phases, ALL
of which are mandatory:

PHASE . TIME TRAVEL

PHASE 2. THE BATTLE

PHASE 3. RESTORATION

PHASE 1. TIME TRAVEL

To complete time travel, you must:

f.a Activate the Gears of History
1.b  Prepare for the Battle

f.c  Time Jump

f.a Activate the Gears of History

At the beginning of each turn, 12 cards lay face up on the main
board, 3 for each Era, with different abilities and potentials.

On your turn, you must choose which Era to “jump” into
(i.e., move your Sabaton), basing this choice on the Elite Units
present in that Era that you want to conquer, OR alternatively
you can choose to face another player (see Phase 2: The Battle).

To achieve a Time Jump, you must
) insertat least one Time-traveling
|| tile and, if desired, up to a
- maximum of 3 into the Gears of
History board, using the same
procedures seen in Board Setup.

ATTACKER-DEFENDER: The term Attacker always identifies the active
player whereas their opponent, be it a Unit from the main board or
another plauer, is called Defender.



PLEASE NOTE: There can only be 2 Time-traveling tiles on
the board at a time. When you draw a tile and insert it into
the Gears of History by sliding it to the Pending Position, it
will push a tile out, which must be placed in the discard pile.
If the tile you just pushed into the Active Position satisfies your
strategy, you do not need to draw any more and can proceed with
your turn. Otherwise, you can draw a second one and insert it and
so on up to a maximum of 3 tiles.

At the end of this procedure, the tile that is in the Active Position
determines which of the Eras you can actually “jump into”.

1.b  Prepare for the Battle

When you insert a Time-traveling tile, the Gears of History will
rotate, determining all the options and actions available to
you, namely:

m Draw the Warfare token that the Time-traveling tile in the
Active Position is pointing to.

Indicator of the
Warfare token
that can be taken

Time-traveling tile in the
Active Position

PLEASE NOTE: The drawn Warfare token must be placed
in your Personal Area and can be used during Phase 2. The
Battle. You cannot have more than 3 Warfare tokens in your
Personal Area.

m Carry out the 2 Actions indicated on the Gears of History
indicated by the main board (if you want to).

Active Actions for the
active player

Active Action indicator

PLEASE NOTE: The only 2 Active Actions are those indicated
by the arrows on the main board. Active Actions can be carried
out in any order or not carried out at all if the player doesn’t
deem it necessary.

In detail, there are 4 possible actions:

Draw 2 cards from your personal deck and add
them to your hand.

% Look at your discard pile and choose 1 card to

&« /J add toyour hand.

A\ {

 Dismiss a Unit from your hand and draw 1 card

\@ J from your personal deck. The dismissed card is
=*"  removed from play for the rest of the game and

must be put back in the box.

\ Shuffle your discard pile together with your deck
I to create a new deck, then draw 1 card and add it
to your hand. If your discard pile is empty, shuffle
your deck and draw anyway.

L /
\ e

GRAPHIC NOTE: IN THE ICONOGRAPHY OF THE GAME, A CARD BELONGING TO THE DECK
IS ALWAYS SHOWN IN WHITE, WHEREAS A CARD BELONGING TO THE DISCARD PILE IS
SHOWN IN GRAY.

1.c

Time Jump

Each Time-traveling tile shows 2 Eras. You
| can jump to 1 of the 2 Eras on the tile in the
Active Position by placing your Sabaton
anywhere in that Era’s area of the board. The
Time Jump determines the end of your

Erall OR Phase 1.

Eralll

BEWARE! It is never in any way possible to “stay still” in the
same Era. Therefore, if the Time-traveling tile in the Active
Position points to the Era your Sabaton is in, you will be obliged
to jump into the other Era shown on the same tile (or, if possible,
add another tile to the Gears of History).

PLEASE NOTE: If you forget to carry out one or more actions
before deploying Units on the Attacker Board, You will not be
able to take them later.

PHASE 2: THE BATTLE

After choosing the Era to jump into and placing your Sabaton
on the board, you must:

2.a Conquer Units on the Board
OR

2.b Challenge Another Player

2.a Conquer Units on the Board

The Attacker can attempt to conquer Elite Units (or Heroes)
on the main board with the aim of adding them to their Army
and collecting Relics.

The Attacker chooses the Unit card they want to face from the 3
that are on the board in the same Era their Sabaton has jumped
into. Before placing it on the Defender Board, you must check
the following:

m If the chosen Unit 1s NoT LINKED to other cards (see the
Links section on page 6), then that Unit will be faced alone.

m Ifthe chosen Unit 1s LINKED to one or more other cards (see
the Links section on page 6), then the Attacker may decide
to face one or more of those Linked cards also.

l. Once the decision is made, the Attacker takes the Defender
Board and places it in their Personal Area, aligning it to the
right of their Attacker Board. There they deploy the newly
chosen Elite Unit card (or cards).

The Defender Board has 3 slots for placing cards (from left to
right starting from the Battlefront).

It also features a “virtual slot” (further to the right) that can hold
1 card added through the REINFORCEMENTS action. The cards
deployed must maintain the LINKS they may have had on the
main board.

2. At this point, the Attacker may deploy 1 to 4 Units from
their hand, placing them from right to left in the slots of
their Attacker Board (starting from the position closest to
the Battlefront).

3. Beforethebattle, itis necessary to complete THE CONDITIONS
OF ENGAGEMENT for both sides and resolve in order:
REINFORCEMENTS, LINKS, ASSAULT, WARFARE TOKENS,
and ASSIGNMENT AND ROLL OF THE DICE.

If the REINFORCEMENTS icon appears on 1 or more
Units (for the Attacker and the Defender), add a Unit
“at the back” of that side’s line-up for each icon (i.e., in
the first empty slot starting from the Battlefront).

m For the Attacker, reinforcements are deployed by drawing
the top cards of their deck and placing them on empty slots
up to the virtual one. If the Attacker has no more cards in
their deck, no reinforcements will arrive.

m For the Defender, reinforcements are deployed by drawing
the top cards from the Era deck corresponding to that Unit
to occupy the slots to the right, up to the virtual slot. If there
are no more cards in that Era’s deck, no reinforcements will
arrive.

PLEASE NOTE: In both cases, if the reinforcement Unit also
has a REINFOCEMENT icon, proceed again as described above.
But be careful: the “virtual slot” for both the Attacker and the
Defender represents the last possible position where Unit cards
can be placed. Excess reinforcements are lost.

U

In the case of LINKS (see the Links section on page 6),
both on the Attacker’s and the Defender’s Units, place
the matching Link token on the Linked cards.

; If the ASSAULT icon appears on 1 or more Units (both
,‘ J/ for the Attacker and the Defender), eliminate 1 Link
‘ token from the opposing side for each icon. The Link
tokens must be removed starting with those closest to
the Battlefront.

The Attacker can assign up to 3 WARFARE TOKENS to
their deployed Units, but a maximum of 1 token for
each Unit.

ASSIGNMENT AND ROLL OF THE DICE

The dice are assigned to the contenders according to the
number of cards deployed by the Attacker on the Attacker
Board (see the Dice section on page 6 for more details).

At this point, the Attacker rolls the dice, assigning them as just
described. The dice are rolled only once and their result, which
is added to the other values as described below, is valid for the
whole battle.

If there are 3 or fewer units on the Attacker Board, the
Attacker will be given the Strong Combat die and the
defender gets the Risky Combat die.

If there are more than 3 units on the Attacker Board,
the Attacker will be given the Risky Combat die and the
defender gets the Strong Combat die.

STRATEGIC NOTE: The number of Unit cards deployed by
the Attacker directly affects the assignment of the dice to the
Attacker and the Defender and can also determine whether or not
aRelicis won at the end of the Battle. The choice of the number of
Units you deploy therefore has considerable strategic importance!




4}, COURSE OF THE BATTLE

Whether it is Phase 2.a or 2.b, the battle begins with the roll of
the dice. Once the dice have been thrown, no changes can be
made to the deployments.

The battle takes place across 3 Lines of Combat which must
be resolved in this order:

@ Long-Range Combat
2 @ Medium-Range Combat

il @ Close Combat

Once a Line of Combat has been resolved and any damage
caused to the opposing sides has been assigned, move on to
the next Line of Combat. After Close Combat has been
resolved, the Battle is over. Nothing else can be done except
considering the result of the battlefield, determining the winner,
and assigning the rewards.

» Resolution of a Combat Line

The resolution of each Line of Combat is identical:

The Attacker adds up all the values of their Units deployed
on on the Attacker Board related to the Line of Combat in
question. They must also add any bonuses from their Warfare
tokens and the bonus (or penalty) provided by the die assigned
to them.

The same calculation is made for the Unit cards deployed on
the Defender Board, adding any bonus (or penalty) provided
by the die assigned to the Defender.

PLEASE NOTE: In both cases, if the total value is negative, it
is always considered to be equal to 0.

2.b Challenge Another Player

The Attacker can challenge 1 player whose Sabaton is in the
same Era as their own, with the aim of gaining their Prowess
in Battle tokens and stealing a Relic cards.

Combat between two players in the game is exactly the same as
combat against Units coming from the main board, except for
the changes described below:

. Whoever is attacked becomes the Defender, takes the
Defender Board, and puts it in their Personal Area, aligned to
the right side of their Attacker Board to create the Battlefront.
For this battle, the Defender will deploy cards exclusively on
the Defender Board.

The Defender plays first and can deploy up to 3 Units in
the slots of the Defender Board and can then assign up to 3
Warfare tokens to their deployed Units (at most 1 token for
each Unit).

2. The Attacker deploys their Units and their Warfare tokens
exactly as shown in Phase 2.a.

3. The CONDITIONS OF ENGAGEMENT are resolved exactly as
seen in Phase 2.a.

ASSIGNMENT AND RoLL OF THE DICE work exactly as
shown in paragraph 2.a.

4. COURSE OF THE BATTLE proceeds as shown in Phase 2.a.

SEE PAGE 8 FOR EXAMPLES OF BATTLES.

The difference between the total values of the Attacker and
the Defender determines the amount of damage inflicted on
the opponent.

Example: During Medium-Range Combat, the Attacker has a total value of
3 and the Defender 2, so the Defender suffers 1 damage.

DAMAGE AND DEFEAT OF UNITS

Damage is applied immediately at the end of each Line of
Combat and before moving on to the resolution of the next
one. Damage is assigned to Unit cards starting from the
Battlefront. The damage that each Unit can suffer is indicated
by the number of Damage Icons on that card.

PLEASE NOTE: Any Unit defeated during the resolution of a
Line of Combat must be turned face down and will no longer
participate in the Battle.

Example: The card shown here will not add any value\
{ during the resolution of the Long-Range Line of Combat.

suffers 1 damage, it will be defeated. If so, it is turned
over and it will not be possible to use its excellent values

| for the following Lines of Combat.

The positioning of Units more or less close to the
Battlefront must always be evaluated with caution! )

VICTORY IN BATTLE

If, after the resolution of Close Combat, there are no face-up
(surviving) Units on either side, both sides are annihilated and
no one wins.

Otherwise, the side with the highest number of surviving

Units wins the battle. If the number of Units is equal, victory
goes to the Attacker.

SEE PAGE 8 FOR EXAMPLES OF BATTLES.

J. REWARDS AT THE END OF THE BATTLE vary as described
below:

If the Defender has lost, he is entitled to take 1 Honor of the
Arms token (from the common supply) for every 2 Units of the
Attacker that he managed to defeat.

The winner, whether Attacker or Defender, chooses 2 Prowess in
Battle tokens from the loser. They secretly look at those tokens
and keep only 1 for themselves, returning the other to its owner.

PLEASE NOTE: The winner can only draw Prowess in Battle
tokens displaying the image of the Sabaton they defeated.

If the winner of the Battle is the Attacker, depending on how
many Units (both defeated and survived) were deployed on
their Attacker Board, they may be entitled to take a Relic card
from the Defender.

m If the Attacker occupied the virtual slot with one of their
Units, they are not entitled to any Relic.

m Otherwise, the Defender must shuffle their Relic cards and
place them face down in front of them. The Attacker will
draw according to the same criteria as Phase 2.a. Depending
on how many cards they have deployed, they draw 1 Relic
card from the Defender or look at 2 or more and choose 1 of
them. The Defender takes all the other cards and puts them
back in their own Personal Area, face-up.

Once the battle is over, move on to Phase 3: Restoration.

3. REWARDS AT THE END OF THE BATTLE

However the battle ends (defeat, victory, or both sides
annihilated), the Attacker may “recruit” all defeated Units on
the Defender Board at the end of the battle. These Units are
added to the Attacker’s discard pile.

The Defender’s Elite Unit cards that survived the battle go to the
discard pile of the Era they came from.

Additionally, if the Attacker has won, they may be entitled to
take a Relic card depending on how many Units (both defeated
and survived) were deployed on their Attacker Board, as shown
by the icons on the Attacker Board.

m If the Attacker occupied the virtual slot of their board with
one of their units, they are not entitled to any Relic.

If the Attacker deployed 4 Units, they take the
first card of the Relic deck.

If the Attacker deployed 3 Units, they draw
the first 2 cards of the Relic deck, choose 1 to
take, and place the other in the Relic discard
pile.

If the Attacker deployed 2 Units, they draw
the first 3 cards of the Relic deck, choose 1
to take, and put the others in the Relic discard
pile.

If the Attacker deployed 1 Unit, they draw the
first 4 cards of the Relic deck, choose 1 to
take, and put the others in the Relic discard
pile.

o
I
o
o

Once the battle is over, move on to Phase 3: Restoration.

PHASE 3: RESTORATION

After the rewards are collected, all Unit cards on the Attacker
Board (both defeated and survived) go to the Attacker’s
discard pile.

In case of a battle between two players, all Units on the Defender
Board (both defeated and survived) go to the Defender’s
discard pile.

All Warfare tokens used during the battle (even those on
surviving Units) must be discarded into the Warfare tokens
discard pile, which is shared.

All Link counters return to the common supply.
Put the dice back into the common supply.

The empty spaces on the main board corresponding to any
Units that were engaged in battle must be filled with cards
drawn from the deck of that Era and turned face-up. If a deck
runs out, shuffle its discards and create a new deck.

If necessary, do the same with the Warfare tokens.

Ifany of the players engaged in battle (be it Attacker or Defender)
has less than 4 cards in their hand, they must draw from their
deck until they have 4 cards. If their deck does not contain
enough cards, they draw from there until the deck runs out and
then take their entire discard pile, shuffle it, and create a new
deck from which to draw until they have 4 cards, total.

At this point, if the active player is the last player in the final
Round, the game is over (see: End of the Game). Otherwise, the

turn of the person to their left begins.



END OF THE GAME

At the end of the agreed number of rounds (usually 6), the game
ends.

Flip your Attacker Board to the side that shows a victory point
track, indicated by the symbol $ , put your Sabaton on the “0”
box, and begin counting the victory points gained during the
game through ELITE UNITS and HEROES, RELICS, PROWESS
IN BATTLE TOKENS, and HONOR OF THE ARMS TOKENS.

EviTE Un1TS and HEROES

Gather your Army, including all Elite Units and Heroes (from
your deck, your hand, and your discard pile) but leave aside Base
Units, which do not score any points.

m Every Elite Unit is worth 1 @
m Every Hero is worth 3 $

RELICS
For each Era, you get points based on the number of Relics from
that Era you have:

1 Relic belonging to the same Era =1 §
2 Relics belonging to the same Era =2

3 Relics belonging to the same Era = 4
4 Relics belonging to the same Era = 6

5 or more Relics belonging to the same Era =9 @

PROWESS IN BATTLE and HONOR OF THE ARMS

Every PROWESS IN BATTLE TOKEN won from an opponent
gives you the number of victory points §% shown on it.

Ignore Prowess in Battle tokens belonging to your Sabaton and
still in your Personal Area. Since they were not won from an
opponent they are not worth points.

Each HONOR OF THE ARMS TOKEN = 1 $ :

VICTORY

At the end of this count, place your Sabaton on the square
corresponding to the total ¥ obtained.

The Sabaton with the highest number of § is the winner.

Example

In case of a tie, the winner is whoever has collected the most
Relic cards. In case of a further tie, whoever has the most Heroes.
If the tie remains... you must play again!

The game has ended, and Tommy counts his § '
13 for each ite Uit (3 n total)

33 forthe Hero card Lion rom the North of
J $ for the Prowess in Battle token obtained in & battle against Hannes
b @ because he collected 4 Relics from the same Era (Era IV)

1 @ because he collected 1Relic card from Eral

Tommy moves his Sabaton to 18 £ on the point track.

STRATEGIC NOTE: A Battle Through History is a tactical
game, full of interactions that depend on the positioning of cards
in the line-ups, the skills of Units during battle, and a small dose of
unpredictability provided by the dice; but above all on the strategy
of the players and their attitude to dare or defend themselves.
Each battle will be a great challenge, always different!

THE DICE
In this game there are 2 dice: The STRONG COMBAT DIE and the Risky CoMBAT DIE. The dice are rolled only once per battle

and can have values that affect multiple Lines of Combat.

o

The Risky COMBAT DIE can award bonuses or
penalties to multiple Lines of Combat. The faces
are as follows:

The STRONG COMBAT DIE always grants a
bonus that is added to the values of the Unit
cards. The faces are as follows:

( W Twice Once each
@ @ +1in long-range combat +to every Line of Combat
\a=t)) I\ ) -1to every Line of Combat
( N ( Twice Once each

+3 in close combat

-1in long-range combat
Once each

+2 in medium-range combat
-1 in medium-range combat

+] in medium-range combat

D

L
-
-

=
/
~

Once each
+1in close combat
+£ in close combat

D

UNIT CARDS

All Unit cards, whether they are Base Units, Elite Units, or Heroes, show the same

information but what varies is their strength and Abilities.

Elite Units grow proportionally stronger as the Eras progress. On a tactical level, on
average, Era IV cards are more powerful in long range combat while Era I cards have

more Reinforcements and Link icons.

Link with another Unit Link with another Unit o ¥
(if any) (if any)
; Area where Reinforcement
Values for Lines of Combat

valid for that Unit.

In this case:
0 - Long-Range

and Assault icons
can be found, if present.

LINKS

® Some Units show the image of half a shield in their upper left or right side (or both). The

{ shield represents a Link that this Unit may have with others (of the same Era or of
different, but consecutive Eras). For example, if there is an ERA II Unit Linked to an ERA
ITI Unit, and you attack one of them by moving your Sabaton to ERA II (or to Era III),
you can attack both of them.

b There are 4 types of Links and they correspond to each of the 4 Eras.

In Phase 2.3, if the active player wants to conquer an Elite Unit on the board and it has one or more Links
that match Links on other cards, they can decide to attack one or more linked Units, at their discretion.
Fighting multiple Units and defeating them awards great loot, but it is much more difficult!

2 - Medium-Range
2 - Close Combat

Area where Ability lcons
can be found, if present.

A
{5

ARMEE SECRETE

Gears of History.

PLEASE NOTE: Unit cards in a player’s possession (whether in their hand, deployed
or in the discard pile) can never be stolen by another player. They are personal. The
only way to remove them is to voluntarily discard them with the Dismiss action on the

The amount of damage When one or more Linked Units are deployed together (by the Attacker or the Defender), the corresponding
it takes to destroy LINK COUNTER must be placed where the full shield image is formed.
this Unit.
A LINK COUNTER confers an important advantage because it absorbs
the first damage intended for either of the 2 Linked Units (see “PAR’s
Name of the Unit EIASHEAATEL).

and Era it belongs to

) A Link in a line-up can be removed before a battle if an




WARFARE TOKENS

WARFARE TOKENS mostly modify Line of Combat values
or reproduce abilities on the Unit cards and perform the
same functions. If the stack is empty, take the discards from
the supply and create a new stack.

PLEASE NOTE: A TOKEN PLAYED ON A UNIT BECOMES BOUND TO THAT UNIT, DISAPPEARS IF
IT1S DEFEATED, AND CANNOT BE MOVED DURING THE BATTLE.

Most tokens must be played during the ENGAGEMENT (just
before a battle), but some can be used at other times.

Tighten up! This token can be used during your
turn or when you are challenged by another
player to create a better hand. It has the same
function as on the Gears of History (see 1.b
Prepare for the Battle).

Chase: This token can be used at the beginning
of Phase 2: The Battle to challenge a card of your
choice from the discard pile of the Era you just
moved your Sabaton into and face that Unit
instead of one of the 3 exposed on the main
board. This is really useful if a Hero has ended up in the
discard pile and you feel strong enough to pull them out and

HEROES

= The Hero cards, 2 for each Era, represent special
Units, very strong and therefore difficult to conquer.
§ You must always pay close attention to your strategy
N to defeat them.

Heroes always have the REINFORCEMENT icon,
which will add a card to the line-up they are in. They
also always have the possibility of a double Link,
which will strengthen them even more. Finally, they
have special Abilities.

This strength gives those who defeat them a great advantage because
it makes them available to their Army, in addition to the fact that
they are worth 3 $ at the end of the game.

Butbeware: The services of each Hero can be used by a player only
once during the entire game. So, if you have gained a Hero during
a previous turn, the first time they are deployed (placed from your
hand or arrived as a reinforcement) will also be the last time.

At the end of any battle in which you have deployed a Hero
(whether as Attacker or Defender ), do not return it to your discard
pile. Instead, set it aside (for example under your Attacker Board).
You cannot use that Hero again. At the end of the game, it will still

RELIC CARDS

B Relic cards must stay in your Personal Area
8 and must always be visible to all players.

& The importance of Relic cards is
| fundamental to win the game: the more
k| Relics one manages to collect, the more

" | points they score, especially if the Relics
| belong to the same Era.

It is therefore essential to try to deploy your Unit cards
during battle to ensure the conquest of Relics. But it is
equally important to try to conquer Relics from the same
Era to score more points.

If the Attacker won the Battle and has deployed few Unit
cards in their line-up, they may have more choices when
drawing relic Cards

This is also the main reason to attack another player:
taking a Relic card from them has the double advantage
of weakening them and strengthening yourself.

PLEASE NOTE: If the Relic deck is empty, take the
discard pile, shuffle, and create a new deck.

try to defeat them.

be counted towards your score.

SPECIAL ABILITIES ON CARDS AND TOKENS

In general, as long as a Unit card with an Ability icon has not been
defeated, the Ability remains valid, so an Ability could be used for
more than one Line of Combat.

Heroic Death: If a Unit with one or more Heroic Death
icons is defeated, it automatically inflicts damage to the
opposing side equal to the number of Heroic Death
icons on it (damage is always inflicted starting from the
Battlefront, as normal).

Accuracy: This Ability prevents Heroic Death, but
applies only to the first damage inflicted, up to the
number of Accuracyicons. All Heroic Death triggered by
that damage is completely cancelled.

CLARIFICATION: IF A SIDE INFLICTS 5 DAMAGE AND HAS 2 ACCURACY ICONS, ONLY THE FIRST 2

DAMAGE CAN CANCEL HEROIC DEATH BY THE OPPOSITE SIDE. UNITS DESTROYED BY THE THIRD (OR
LATER) DAMAGE CAN USE HEROIC DEATH AS NORMAL.

Diversion: A Unit with this Ability (or the corresponding
Warfare token) suffers the first damage inflicted by the
opposing side.

CLARIFICATION: IF A SIDE INFLICTS 3 DAMAGE AND THE OPPOSING SIDE HAS 2 DIVERSION ICONS,

THE FIRST 2 DAMAGE ARE INFLICTED ON THAT CARD AND THE THIRD, ACCORDING TO THE NORMAL
RULES, GOES TO THE UNIT CLOSEST TO THE BATTLEFRONT.

Relaunch: Units with this Ability (or the corresponding
Warfare token) allow their side to re-roll the die assigned
to it a number of times equal to the number of Relaunch
icons in their line-up.

In Combat between two players, if the icon appears on
both sides, the Defender must re-roll first.

CLARIFICATION: IF THE ICON IS PRESENT IN THE DEFENDER'S LINE-UP DURING PHASE 2.A “CONQUER
UNITS ON THE BOARD" (L.E., WHEN THE DEFENDER'S LINE-UP IS FROM THE GAME BOARD), THE DIE IS
RE-ROLLED BY THE ATTACKER (ACTING AS DEFENDER) ONLY AND EXCLUSIVELY IF IT HAS A NEGATIVE
VALUE FOR THE DEFENDER.
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HEROIC DEATH: The battle starts with Long-Range Combat and the Attacker inflicts 1damage to the Persian Immortals, defeating them. As soon as they are defeated,
the Persian [mmortals activate their Heroic Death which inflicts 1damage to the Attacker's first Unit, defeating the Trebuchet (since the Trebuchet Unit can only
absorb 1damage)...

HEROIC DEATH / ACCURACY: The battle begins with Long-Range Combat and the Attacker inflicts 2 damage. The first is inflicted on
the Persian Immortals, defeating them. As soon as they are defeated, the Persian Immortals activate their Heroic Death, but since
the Attacker's Vitruvian Scorpio card has the Accuracy icon that prevents Heroic Death, the Attacker does not take any damage. The
Attacker's second damage (still from the Long-Range Combat) defeats the Carthaginians and resolves the entire battle...

HEROIC DEATH / DIVERSION: The battle starts with Long-Range Combat. The Attacker suffers 1damage. This damage would be inflicted on the first Unit, closest to the Battlefront,
but the Attacker (fearing a negative die roll) has purposely placed their Diversion Warfare token on their Spy Unit. This wau, the Spy Unit attracts the damage. It is defeated and
activates Heroic Death, whose immediate damage is inflicted on the Bantu Ruga-ruga of the opposite side. In Medium-Range Combat, the Attacker gets 3 while the Defender,
having lost the troops at the Battlefront, gets only 2 (1 from the Unit + 1 from the dice), so the Attacker inflicts 1damage to the Ballonabwehrkanone, which is therefore defeated.




1 Pérnoticed someinteresting cardsin Erall. He inserts Time-traveling tiles into the Gears
of History until one reaches the Active Position that allows him to Time Jumpinto Era i

2 The tile in the Active Position also allows him to take the +2 in Close-Combat Warfare
token. He takes it because it is a very strong token, and places it in his Personal Area.

3 Byinserting the Time-traveling tile in that position, he has rotated the Gears of History
and now the two actions that it allows are: drawing 2 cards from his deck and choosing
a card from his discard pile. The game has just begun and his discard pile is emptu, so
he cannot take that action, but he decides that it is more important for him to stay in
Erall, evenif that makes him lose an action. He draws 2 cards from his deck and now he
has 6 cards to choose from.

4, Pér confirms that he wants to go to Era Il by placing his Sabaton on the board in that
fra's area. He then decides that he wants to conquer the Trung Sisters, which have a
Link. He could choose to fight only the one card, but he wants to try to conquer both.

9 He places them on the Defender Board which he has placed to the right side of his
Attacker Board.

3 Pr adds up his values on the Long-Range Line of Combat and gets 2:
1from his cards and 1from the dice.
The Defender has 0.

Pir therefore inflicts 2 damage. 1is absorbed by the Link (which
is then removed) and the other defeats the unit closest to the

Battlefront.
Par adds up his values on the Medium-Range Line of Combat:
again he gets 2, 1from the cards and 1from the dice.
- The Defender has 1.

Par therefore inflicts 1damage and places a Damage counter on
the card. Since that Unit can absorb 2 damage, it is not defeated.

Now Pér adds up his values on the Close Combat Line:
@ he gets 2 again, 1 from the cards plus 1 from the dice.
The Defender gets 3, 3 from the card and 2 from the dice.

The Defender inflicts 3 damage starting from the Battlefront, so
Par turns his first 3 cards face-down, since they can all absorb
only I damage each.

Par is the winner of the battle!

COURSE OF THE BATTLE

PAR'S FIRST BATTLE

6. Pér decides to deploy his Catapult card as the first (starting from the Front) for two
reasons: it has a Long-Range combat value, which is the first Line of Combat, and if it
is defeated he will not lose points for the later Lines. Then he deploys an Archer and a
Conscript.

1 Reinforcements, Links, Assault, Warfare tokens, and dice assignement must be resolved
before the battle begins. Both of the Defender's cards have a matching Link, so Pér
places the corresponding counter between the two Linked cards. The Trung Sisters also
have an Assault icon, which would have broken any Links in Par's line-up, but there are
none. However, the third card deployed by Par has the Reinforcement icon, so he must
add the top card from his deck to his line-up, which is the Spy. Par decides not to use
his Warfare token, so he does not put it on any card.

8 At this point, the dice must be assigned. Since Pér, with the addition of the reinforcement,
has exceeded 3 cards in his line-up, he will be assigned the Risky Combat die, while the
Defender will have the Strong Combat die. He rolls both dice and to his great relief his
Risky die gives him + to every Line of Combat . It couldn't be better. The Strong Combat
die, on the other hand, grants his opponent +2 in Close Combat.

Since the surviving Units are equal in number, the Attacker Wins. Pér did not manage to defeat both cards, but he can feel satisfied. The Defender's Elite Unit card that was
defeated (Genoese Crosshowmen) goes into his discard pile along with all 4 of the cards he used in the battle. This Elite Unit will reinforce Par's Army for the rest of the game

(and will be worth @ at the end of the game).

But thereis another reward: Since Par deployed 4 cards, he also gains a Relic. He draws 1from the deck (and this will be worth some § as well at the end of the game according

to the rules of Relic cards, see End of the Game on page 6). The Era ll card that was not defeated (the Tru'ng Sisters) is placed in the Era l discard pile.

A BATTLE serweey CHRIS avo JOAKIM

Chris jumps into the same Era where Joakim's Sabaton is and decides that he wants
to challenge him. Joakim takes the Defender Board and puts it in his Personal Area
on the right side of his Attacker Board. Joakim, who has been challenged, deploys
first. He deploys 2 cards and uses 1of his Warfare tokens.

At this point, Chris deploys his cards. Since he wants to use the Strong Combat die,
he places only 3 cards. He does not use any Warfare tokens. Chris placed a card with
Accuracy to counter Joakim's Unit with Heroic Death at the Battlefront, but he

can do nothing against the token with Diversion (see Special Abilities on Cards and
Tokens) which “attracts” the first damage inflicted by the opponent.

There are no Reinforcements or Links, so the Assault deployed by Chris has no effect.

The dice are assigned according to the number of cards deployed by the Attacker.
Chris gets the Strong Combat die and rolls +1in Long-Range Combat, while Joakim
rolls +1to every Line of Combat on the Risky Combat die.

Chris adds up his values on the Long-Range Line of Combat and gets 2, 1 from his cards and
1from the dice. Joakim gets 1from the dice. So Chris inflicts 1damage to Joakim.

Joakim, using the Diversion token, attracts the first hit to that Unit, which can absorb up to
2 damage and is not defeated. He places a Damage counter on the card.

Please Note: If Joakim had not played the Diversion token, Chris' damage would have fallen
on the Unit at the Battlefront which would not have activated its Heroic Death, since Chris
teployed a unit with Accuracy,

On the Medium-Range Line of Combat, Chris and Joakim both get 2 no damage for anyone,
so the battle is resolved on the Close Combat Line. Here Chris scores 3 while Joakim scores
3, and the Defender inflicts 2 damage to the Attacker.

Joakim wins the battle!

He takes 2 of Chris's Prowess in Battle tokens, looks at them and keeps the one with the
highest value in his Personal Area, returning the other token to Chris.

Please note: If the Defender wins, they are not entitled to a Relic card or Honor of the Arms
tokens.




