


Cassius Rufus hefted the heavy pilum, letting it bounce twice
in his hand before sliding forward a half step and throwing.
Like a bolt from the gods, the pilum flew true, through the
smoke and chaos of the street, before disappearing into the
maelstrom of bodies colliding down the block in the center
of the street. Cassius turned before the bolt struck home, sure
the targeted rider was out of the fight. He scowled at the
futile gesture and turned to the remains of his command,
keeping a wary eye out for the sudden appearance of a
screaming horse and rider.

The Horse Lords had broken through the gates of Tarsos,
launched themselves over the walls and seemed to be
everywhere at once. He’d never fought the barbarians
before, a fact for which he was profoundly grateful, so it
appeared his only encounter would be his last. Around him
the Roma defenders were forced to concede block after block
of the city. A gleaming center of marble and brass was
quickly turning into a blackened and smoking husk. Despite
the defenders, their vaunted weapons, their magics, and
their skill, the barbarians were overrunning every defense,
outfighting every unit thrown in their path. Cassius
wondered if the gods had abandoned the city and his men,
but ultimately he decided he didn’t care. He would continue
to fight for the city and the empire. There would be no glory,
no honor. He expected nothing but death and suffering.

“Sir, there’s a problem.” Cassius could not help but grin at
the centurion’s choice of words. He could not imagine what
would rate ‘problem’ status for his grim second-in-
command. He turned to face Seneca Frikara then followed
the man’s finger, which pointed back toward the fighting
down the street.

“Gods, no,” breathed Cassius, “he wouldn’t.” In the middle
of the street only half a block away, where chaos once
reigned, stood a lone, surprisingly calm, man in front of the
hordes. “The senator,” Cassius said mostly to himself.
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The rest of his command could only follow the example of the
commander and watch helplessly at the scene unfolding
before them. They were too far away to stop the spectacle and
too close to miss what Cassius knew was about to happen.

Clad in purple, with an olive branch around his head, Senator
Antonius appeared as reserved as if he had been standing in
the forum back in Romulus addressing his civilized peers, not
in the center of a blood-soaked street where men and women
fought to the death all around him. Cassius was too far away
to hear, but the senator’s intent was obvious. Antonius was
attempting to lobby with the woman on horseback, as if such
entreaties would have any effect. Despite the struggles going
on around them, they both remained untouched. The
senator’s tiny entourage of attendants and guards remained
aloof despite the fighting and Cassius could not help but pity
the soldiers assigned to the vain, but undoubtedly brave,
senator.

He motioned Seneca forward with the wave of his hand,
afraid to take his eyes off the two before him. The Horse Lord
leader, for there was no doubt in his mind she was a ranking
member of the invaders, sat at ease atop her war horse.
Cassius could imagine her smiling at the senator’s words even
if she could not understand them. With his arms open in
supplication, his intent was clear. Resistance in Tarsos was
all but over. “Spear,” Cassius said simply.

“Sir?”

“Your pilum, Centurion, give me your pilum!” The throw was
long, but not impossible for a man of Cassius’ strength and
skill. He grasped the pilum, keeping his eyes on the woman
on horseback. Even as he started sliding forward, hefting the
weight of the weapon in his hand, he knew he was too late.

The woman exploded into motion before his eyes, lancing the
legionnaire to the senator’s right before Cassius could move.
At that the rest of the Horse Lords moved in unison attacking
the small band until only the senator remained standing.
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His hands were still raised in appeal when a warrior locked
an iron collar around his neck. Cassius had only taken two
steps, the pilum still in his hand when the collar’s chain was
handed to the barbarian woman. Cassius slid to a stop, letting
the spear dip in his hand.

With his eyes still on the scene before him he retreated
backward toward the survivors of his command. Antonius was
shoved atop a small horse, probably of inferior Roma stock,
the end of his chain wrapped around the saddle horn of the
warrior woman. His purple toga was stripped and raised at
lance point for the assembled barbarians to see. They shouted
their approval and began looking down the street for more
Roma trophies.

Cassius tore his eyes from the captured senator and turned to
Seneca. He half expected a spear point in his unprotected back,
but he knew he must risk it. “Helena. Think, Seneca, do you
know where the emperor’s niece was at when the walls were
attacked?”

The centurion cocked his head for a moment, surprised at the
sudden question, but like the seasoned campaigner he was, he
set his mind to the question. “Not sure, but it seems likely she
was at the bath. She seems to spend a lot of time there.”

Cassius nodded. He’d met the Nero’s niece only once and had
no idea about the sort of schedule she kept. Seneca, on the other
hand, kept up on all the camp gossip, thank the gods. Perhaps
they’d not abandoned them after all.

“To the Imperial baths, then, double time.”

“But our orders… Our position.”

“Our position is lost, like this town and that senator. Perhaps
we can salvage something from this disaster. If we can ensure
Helena’s safety, we might have cause to leave this city and
make our way back to Romulus with some of our honor intact.”
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What is Battue: Walls of Tarsos
Battue: Walls of Tarsos is an expansion to the game Battue: Storm of the
Horse Lords. Inside you will find additional components that make the
original game more exciting and challenging. All of the rules of Battue
remain the same – but this expansion provides you with new obstacles to
overcome on your quest to become leader of the Golden Horde.

Contents
8 Event Cards
13 Loot Cards
6 Warrior tokens
8 Wall tiles
4 Tower tiles
4 Gate tiles
13 Interior tiles

Game Setup
Hint: Game set up may be updated as follows.

Ultimately, select a method of set up that
works best for you and the other players,

so you don’t spend too much time setting up.

Pull out the Palace, Templum Jupiter, Templum Minerva, Universitas,
Schola, and Imperial Barracks city tiles, mix them up face down, and
place them next to the board.

Take the gate, wall, and tower tiles, mix them up face down, and place
them on the board in a corresponding gate, wall, or tower location.

Hint: The new gate, wall, and tower tiles replace the gate wall
and tower tile numbers printed on the board when used.

They do not add to those numbers.

Separate the remaining tiles by shape, mix them up face down, and place
them next to the board.

Hint: No player should know what tile is
in a given location once it is on the board.
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Randomly determine who the first player is. Play begins with the first player
and passes to the left. Each player paces one tile face-down on the board when
it is their turn. Set up the board as follows:

The first player places the Palace tile face-down in the center of the board
in the space labeled Palace.
Take the Templum Jupiter, Templum Minerva, Universitas, Schola, and
Imperial Barracks tiles, and place them anywhere on the board.
Remove two tiles of each shape and return them to the box without
looking at them. They are not used in this game.
Take the remaining pieces and place them on the board. Start placing the
larger tiles and work your way down to the smaller tiles. Tiles must fit in
the location selected.
After all of the multi-space tiles have been used or returned to the box,
fill in the remaining spaces with the single space tiles.

Once all the city tiles are placed, the board is complete and you can start
playing. During the game you’ll flip the city tiles face-up, so leave them face-
down for now.

Shuffle and place the Loot Cards, including the new cards from this expansion,
into a stack, called the Loot Pile, near the board so everyone can reach it.

Shuffle and place the Event Cards, including the new cards from this
expansion, into a stack, called the Event Deck, near the board so everyone
can reach it.

Beginning with the first player, each player selects six warrior pieces of a
single color (except ivory) to start their horde. Place all six pieces next to the
board, adjacent to a single gate, wall, or tower along the board edge. Once a
horde is placed next to a tile, it may only move onto the board at that location.
It may not move to a new tile and attempt to enter the city at a new location.
You may choose to place your warriors next to a tile on any board edge
however only one player is allowed to place his horde adjacent to a given tile.
Each player’s additional warriors are placed in reserve, next to the player
along with the flags of the same color.
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Playing Battue

Play of Battue: Walls of Tarsos remains the same as in the original game
with one addition – Reaction Loot Cards. These cards are a type of Loot Card
like Battle or Start of Turn.

All Reaction cards indicate on the card when they can be played. Reaction
cards take place immediately and must be completely resolved before
continuing the current player’s turn.

Multiple reaction cards may be played at one time by the same or different
players. Reaction cards are resolved in order, starting with the player to the
left of the current player. After that reaction is completely resolved, move to
that player’s left and continue resolution until all reaction cards are resolved.

Event Cards

Two Event Cards in this expansion create a temporary, independent horde
within the city. This horde is represented by the ivory warriors. This horde
is controlled by the current player, but it is not part of that player’s horde(s).
This temporary horde may not be mixed with the any player’s warriors. As
with all Event Cards, the temporary horde’s actions must be completely
resolved before continuing the current player’s turn.

Hint: The temporary horde must continue to attack until it
is destroyed, even if the only adjacent enemy horde belongs
to the current player. If the temporary horde is ever in a tile

where it cannot attack an adjacent horde, the remaining
warriors are removed from the board and the event ends.

Loot Cards

In addition to the reaction Loot Cards explained in the Playing Battue section,
there are several new conditional End of Turn cards. These cards follow all
rules from the original game. Some new cards may only be played when the
player meets the condition on the card. Once the card is in play, the player
does not need to continue to meet the condition on the card to receive the
Victory Points at the end of the game.
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Tiles
There are several new tiles that have special abilities. These special abilities
are identified by the symbol on the tile.

Before any battle at this tile, the attacking horde loses one warrior token.

Player controlling this tile gains the following ability – Start of turn:
Draw one Loot Card.

Hint: This is like having a card with the ability –
it can only be used at the start of controlling player’s turn.

If a horde occupies this tile at the start of the turn, and there are at least
3 warrior tokens in the horde, the horde may skip its turn to draw one
Event Card.

Signal Fire: Add +1 to the number of recruits you receive on your
Call Reinforcements rolls.

Spy Glass: Start of turn: You may secretly look at any one unrevealed
city tile.

Enchanted Sextant: Add +1 to the number of Loot Cards you draw,
after you capture an uncontrolled city tile.

Ballista: Add +1 to your Attack Values.

Secret Entrance: if no enemy horde is present, immediately take
control of this tile without a battle. You may then activate this horde
to move and attack again.

Adjunct: +5 VP at end of game if you control this tile and the
corresponding Templum tile.
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