


ands' past glory, a silent reminder rein on the Gauls with the strength of th?z:
of when it was a vich and proud regionin days ~ determination and the legitimacy of Iberia’s
gane by. The tower, located on a narrow strip ‘power, the truth is that the only reason wky

of land by the river, watches both banks and the North remains calm is its generous =
 the plain that separates it from the vest of the payntents to “The Greal”. A fee thal the boy
city. Since our arrival, its shape has been king doesn't deserve and that beggars s and
ruined with additional defenses that sully, in makes s seemn weaker to the rest of the world.
some sense, its original simple and begutiful
appearance, and it is common to see the
swarming of guards and mercenaries who

Fortunately, there are still Iberians of great
honor left in these good lands. All of them:

defend it day and night against possible capable of seeing in my eyes and those of my
attacks that comes from our side of the Betis men, the good prospects that will be seen when
1iver. the warm morning sunbeams heat up the faded

: remains of all these loathsome fakes”.
And I say that all of this is to only
sguander Iberia’s few blades and Maravedies,
which should be used to reconguer our
country. Mr Eduardo should become aware of
it, but he is too blind to understand what is
happening around him, and he was never a
perceptive man. He and his Guards of Ysbilia
are nothing but trained dogs. They keep people
misled and subservient to a regime that
condemns them to disappearance and
obscurity.

- Alvaro of Toledo Fernandez, Duque of Alba
and Grand Master of the Old Purples -
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Incentive
Audacity
Defense
i Vigour

# Rapier -
Duck’s foot - 20
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= 6 4/ 6 Piercki:ﬂ ,)SIDW(Z],
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Peculiarities: 1.eader (30), Authoritarian,
Skillful and Surrender!

The Alquacil is one of the main Leaders in the 0Ld Reqime Faction and the finest
leader of the Guard of Yshilia, When this nobleman takes control of the town's
patrols, discipline and fenr, so necessiry in these disastrous times, spread all over the
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Swrﬁenta ~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
Incentive ; 3
Audacity 4
Defense 3/1
Vigour 10
28
SHDC Om
@ Halberd 5% - h7

! Peculiarities: Leader (20), Seasoned, Skillful
! and Guards to me!

eTERL‘lD CREAT.IV.0

L Whenthe Alguacil’s methods prove to be too soft for as ecific situation, the Sargento
- takes controlof it. There is ne harsher or mere ras;:zctea{fzzm{zr of the Guard thanhim. ~* 05
# ¢ Ais men show him such respect that it is not strange for him to be protected 1712 WAes uf i
§  newreinforcements assoori As he pronounces the fered words: “Guards to me pee
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Incentive 2
Audacity 5
Defense 1/1
Vigour 10
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@ Executioner - 7 -  6/8 smashing Panic
axe
Peculiarities: Quarrelsome, Fearsome and
x g'l'ns-:mc?ks\rn
Fanatical

This old Convicte is now one of the essential members of the Guar af 1;;17»;11@, tﬁamgﬁ
he must hide his face to avoid reprisals from the families of those he executed
tkraugfwut his YeArs of loyal service
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Incentive 1
Audacity ]
Defense 2/1
Vigour 9

Y
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@ Rapier - 4 6 - 4/6
Harquebus 40 - - f.=5/7 gjﬁgcgé)ﬁow(l),

Peculiarities: Skillful

: ’fﬁ&yrmtmnjarity of the qunpowider weapons made in Theria have crossed over its
borders. In f%ct, their use 1n the streets was strictl farﬁit{c{an 1717 royal decree.”
“ towever, these dnys, even the powers af Law allow themselves certain liberties...*
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1
Audacity 5
Defense 3/1
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& Rapier - - S - 4/6
Buckler = = 5] = - Block(s)

Peculiarities: Skillful

e TERCIO CREAT.IV.O

Theelite of the Guard o Yshilia consists of veteran Guardias, old soldiers or skilled
swordsmen who joined the Guard of Yshilia long age and Kept their loyalty to the 0Lq
Regime 3
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Incentive 1
Audacity ]
Defense 2/1
Vigour 9

@ Halberd a4 n. o hyy

i Peculiarities: Skillful
{ eTnn-‘:m CREAT.IV.0

A TheGuarmicioneros are those mempers of the Guarde Yshilin who watch over the o
 pALAces and Puf?lic T?uilc{ings. Even so, they don't turn their nose up At & fight where

R % -
3 t[m;v can exercise their muscles
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Incentive
Audacity
Defense /0
Vigour 8

# Dagger - 7 - 3/5 Block®
Crossbow 40 - - 7  3/5 Smashing
Peculiarities: Quarrelsome )
TERCIO CREAT.IV.0

There is Alwys space for new Reclutas among the ranks of the Guard of Yshilin.
However, Volunteers Are c{tfficult taﬁm{ An, kaa}v. For this reason, those few who
have the guts to stand up And join the Guard, are allowed to fight at a distance in
order tafeel secute...and to live l:mger

Ma P e s e TR s
Incentive 0

Audacity 6

Defense 1/0

Vigour §

L X
SN e @ m

#& Lance 5 6 7 = 4/6 Ready
|
Peculiarities: Quarrelsome &
ERC10 CREAT.IV.0 ‘
{
= 7:,,.,, -4

ter a }rjﬁff?ut intense two weeks of training, the Mozos Join the Guard todo
“Whatever tﬁzfy can manage”. And whe kKnows, tf tfw:j SUrvive lmg ammgﬁ, ffwljf
fi

ot 4

omld Fecome efficient GUATFIAS o1 GUATAICIONLTDS
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CONVICLD ~~~mmmmmmm e e e
Incentive 0

Audacity 7

Defense /0

Vigour o

~~ A
SOV @® W
# Dagger - 5 i - 3/5 Blook®
& Knife - 5 7 6 2/ 4 Easily
Thrown(15)

Peculiarities: Slick, Inexperienced and
Insignificant

If you commit A Vielent crime in sbilin, there are only tweo WAYS to Pe released ﬁam
. S5
prison: Feet first or as cannon fodder for the Guard. It is up to youi
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Incentive 0
Audacity 7
Defense 1/0
Vigour 9

@ Inprovised - 6 7 - 4/6 Beating
weapon

Peculiarities: Slick, Inexperienced,
Insignificant and Feverish

e TERCIO CREAT.IV.O

: A'sa Last resort, the most unstable criminals are allowed out of their cells under strict

- 5
DL

though they are not allowed to have wekpons,
4 they always find wiys to equip themselves with any tool that may be at hand '
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Sun/eillance as long as they direct their am?er towards more viseful Activities thanbeing
B executioners of their fellow inmates. And A
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Authoritarian: This pawn cannot be engaged
under any circumstance when charging.

Eanatical: This pawn can repeat an unsuccessful
~ Audactiy roll once per turn, but it must accept the
second result, even if it is worse than the first one.

Fearsome: Any enemy pawn who wants to engage
this pawn charging into a clash will have to make
an Audacify roZI;‘if this roll is unsuccessful, the
enemy pawn will not be able to move and will
have to declare its acfivation as being finished.

Feverish: If this pawn ticks some of the -;f?fﬁboxes in
its Vigour Table, it will ignore the Defense of
enemies it hits as if its weapons had the “Piercing”
Special Rule for the rest of the Conflict.

Guards fo me! You can use this Peculiarity at the
beginning of an activation by investing 3
Maravedies.

> When using this Peculiarity, a Guardia,
Guarnicionero or Arcabucero who was eliminated
during the Conflict will appear at any edge of the
game surface you choose.

The new pawmn cannot be activated during the same
turn it appeared (move its Contract Card forward
to indicate this) and it will have a 0 Incentive
value.

If these pawns are eliminated, their Pay must be
counted as usual.

Inexperienced: This pawn cannot profit from the
“Leader” Peculiarity or from any of your band
Leader’s Peculiarities.

Insignificant: None of the pawns from your band
will make Audacifiy rolis if this pawn is eliminated.

Leader (X): Any pawn from your band within X
cm from this pawn will be able to use its Incentive
and Audacity values.

You can only include a pawn‘ with this Peculiarity
for every 250 Maravedies in your band.

Quarrelsore: This pawn can use Common
- Dexterity Cards.

Seasoned: If this pawn is attacked after it has
already been acfivated during the same turn, it can
be activated again and fight normally against its
-enemy, but it will automatically be the responding
pawn in the fight; and won’t be able to engage or
= sh b)gck even if he wins the clash.

wn w1]1 continte actimating itself and
) ffrdvlded that 1t is attacked by an enemy,

Skillful: This pawn can use Common and
Dexterity Cards.

Slick: This pawn cannot be the target of ”Reacﬁoﬁﬁ
Shot” Discharge Maneuvers.

Surrender! You can use this Peculiarity at any time
by investing 3 Maravedies. If you want, you can
even interrupt your opponent to do so.

When using this Peculiarity, any pawn from your
band, who is within 20 cm from this pawn and is
also the winner in a clash, will be able to capture

one of the enemy pawns it is fighting with.

The captured pawn must be removed from the
game surface for the rest of the Conflict, although
it will not be considered as a loss by your
opponent.




“The Old Purple’s leaders conspire from
the San Georgio castle. They are cowardly
survivors of the fall of the Matriz, in
opposition to the Crown’s legitimate power
and, therefore, to the Holy Trinity's plans.

These felons, who alveady disappointed our
lord Jose Felipe 11l when he was alive, incited
the crowd in an uprising against the
established order, spreading their
surreptitious ideas like the Plague across the
miserable neighbourhood of Tres Aguas. Since
then, these soldiers continue working to keep
the constant bombardment, attacks and
lootings in the old part of town. However, we
are the ones who have sealed Tres Aguas up,
is it is us and not them who control the roads
and trade with Yndias, Even so, they oblige us
to divide our attention between them and the
> real enemy who, incidentally, is still only at
the border shared with the congquered tervitory
because that is our wish.

They falsely proclaim that the people, t
who make wp that foul-smelling host of —
ignorance and superstition, are upright
enough as to direct their own fitture or, at
least, to elect those who will make the decisions
for them. Del Alba has also declared himself as
Interim Administrator and he leads and
manages this crowd of outcasts all on his own.

If they were real patriots, as they claim to
be, they would realize that the Old Regime is
the only way to restore the-empire from the
ashes, the empire that men like Del Alba left to
burn with their incompetence and disloyalty”.

- Jose Carlos Rios Guttierrez of the Rios and
Sarmientos, Duque of Fernando Nufiez and
Twentyfour of Ysbilia -
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MOLD PURPLES

Oftcml ~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
Ineentive %)

Audacity 3

Defense 2/1

Vigour 10
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& Tizona 4 = - / 6 Smashing(C)
& Vizcaina - 4 3 - 3/5 By
Peculiarities: Leader (20), Ravage, Skillful O

and Close Vigjoreino!

The 0Ficial is ene af the New Order Faction's leaders and the 01d Pu P le’s best leader. A
veteran soldier And sKilled swordsman, he is one of the most dangerous pawns whe
occuapyy San geargw castle
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Incentive 3
Audacity 4
Defense 3/1
Vigour 10

@ Rapier - 4 5 - 4/6
Buckler - - 4 - - Block(5)

Peculiarities: Leader (203, Skillful and
Remember the Instruction!

- R = . 4
Tfua Buboficial is as competent & leader As the Oficial, but as he has dealt with the
‘ i(ﬂ‘.ui 7 mast of the 0Ld Purples, he knows exmtlv te what extent he can wa» them
L7 Mui howto et the Pest afemzaftfwm =
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Incentive

Audacity
Defense P
Vigour 10
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e LOI'IgSWOl'd = 4 6 = 5 / 7 Smashing, Panic

Peculiarities: Skillful, Ravage and
Experienced & e crrarvo

The Recio is one of the greatest Veterans in the 0ld Pu r)ulas. Heisal ways caw.n'ng his
leader’s back. and is ovie af the pAwns most wsnted 1717 the New Order Faction

Incentive 2
Audacity ]
Defense 2/2
Vigour 10
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& Rapier = 5 =

* B scamn = 4 - 3/5 Body |
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i Peculiarities: Skillful, Ravage and P |
i Experienced ERCIO CREAT.IV.0 |
{

e ; |

e i, Curtido is as experienced as the Recio, and mnz even be provder. He makes u for
7

& hislower Vigor with a qreater versatility thanks to the use of his two Flades. With

f them, this pawn covers the back. of the Oficial aqainst any threat

o



- =
X

;OLD PURPLES

¥

Zu .- -
Incentive 1
Audacity 6
Defense /0
E Vigour o

& Rapier - 6 - 4/6

Musket 60 = = 6 5/ 7 Piercing, Slow(l),
Smokeé), Tardy

Peculiarities: Quarrelsome and
Experienced

e TerC10 CREAT.IV.0

The 0Ld Purples prefer to fight face to face, Put when the enemy won't enqaqe in this
manner, it 1s Always qeod to have a Zurringe that makes them think it is better to
deal with the 014 Purples’ rapiers than to due from the shots of an invisible attacker

Incentive 1
Audacity 6
Defense 1/0
Vigour 9
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@ Rapier =—h 6 - 4/6

* Harquebus 10 - f.=5/7 g;ﬁlocke (%,)Slow(lj,

! Peculiarities: Quarrelsome and
{ Experienced

{
e

o ; 4
¥ P . Many people fvrget that the tercio is the best trained and aﬁify malitary corps in
~ Ewrope. And althongh they are delicate and hard to find, harquelnses have become
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Incentive

0

Audacity 7
Defense 1/1

E Vigour §
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6
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# Rapier - 5
Buckler = -

- 4/6

= = Block(5)

Peculiarities: Haste

As nobody is born knau?ing e.v.erytking, it 15 logical to think that even Among the
Veterans aftfw tercio there are pawns witheut much axyarie.ncf.

BUINED ~~rcrmm e mm s kR
Incentive 0

Audacity 7

Defense 1/1

Vigour §
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& Pike 5 6 5 = 4/ 6 Ready

i Peculiarities: Haste
1 eTm-:m CREAT.IV.0

& Someyoung bovs join the tercio due to poverty or because they are forced by taw. The
B0 minerity s born into And grow’s up in A cAmp, with ne ether )Z:cus in their lives but

¢ qot om Mochilere te Cuinte. In AnY CASE, to the 01d Pu rjvlzs *lesders, the Luinto
Are the oil that 'k.ze.;;s the AT mmﬂineﬂf in operation
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Incentive

0

Audacity 7
Defense 1/1

{ Vigour 7

# Dagger - 6 i - 2/4 Blok®
Sling 20 - e

Peculiarities: Assistant, Haste,
Inexperienced and Insignificant

These Little “soldiers” will soon become full members af the tercio, but until this
M}J;sz, tﬁmj will be treated as /wbck mules 171/4 the Adults

Incentive 1
Audacity 6
Defense 3/1
Vigour 9

@ Hacheta - Ty 6 - 4/6
Gunpowder 15 - - =517 o P
Grenade Beating, Smoke(%
i ‘
! Peculiarities: Quarrelsome, Experienced & runco cxe |
and Stealthy Terc1o CREAT.IV.O i
e - r{

R Ttissaid that only & madman would make gunpewder his job but,in that case,
_ wheredoes that leave the Zapadores, who use the unpredictable devices created with.
. thatvolatile powder to smash the enemy’s defenses to smithereens?



who has a distance weapon with the “Slow”
Special Rule, it will be able to reload automatically
if it beats an Audacify roll, instead of needing a
complete turn, as usual

This Special Rule is not applicable if there is an
enemy pawn within 15 cm from the fellow team
member who has the distance weapon.

Close Vigjoreinol You can use this Peculiarity at
any time, inve'sting 1 Maravedi for every pawn in
your band within 20 cm from this pawn that you
want to be affected by this Peculiarity. If you
want, you can even jnten'upt your opponent to do
50.

FPawns affected by this Peculiarity will be able to
use this pawn's Audacity when determining who
the attacking and the respending pawns are in the
clashes they are involved in. In addition, they can
be activated to fight every time they are attacked
by an enemy, even if they had already been
gehivated during the turn.

This Peculiarity’s effect lasts until the end of the
turn in which it was used.

Experienced: This pawn can invest 1 Maravedi to
use the Oficial and Suboficial’s Peculiarities:
“Close Viejoreino!” and “Remember the
Instruction!” respectively. To use this Peculiarity,
this pawn must be within 20 cm from the pawn
whose Peculiarity it wants to profit from.

When using this Peculiarity, the effects of the
selected Peculiarity will be applied to this pawn.

Haste: Once per turn, you can repeat one of the
rolls to charge for this pawn if you were not
satisfied with the first result. You will have to
accept the second result, even if it is worse than the
first one.

Inexperienced: This pawn cannot profit from the
“Leader” Peculiarity or from any of your band
Leader’s Peculiarities.

Insignificant: None of the pawns from your band
will make Audactfyy rolls if this pawn is eliminated.

Leader (X): Any pawn from your band within X
cm from this pawn will be able to use its Incentive
and Audacity values.

You can only include a pawn with this Peculiarity
for every 250 Maravedies in your band.
A R e

Quarrelsonte: This pawn can use Common ; :
Dexterity Cards. =

Rawvage: This pawn can re-roll one Attack roll per =
turn by investing 1 Maravedi.

This Peculiarity even allows the player to roll one
of the dice again in a roll which they used
Maravedies to roll an additional dice.

Remenber the Instruction! You can use this
Peculiarity at any time, investing 1 Maravedi for
every pawn in your band within 20 cm of this
pawn that you want to be affected by this
Peculiarity. If you want, you can even interrupt
your opponent to do so.

Pawns affected by this Peculiarity will be able to
activate again, but only for moving immediately.
Once they have moved, their activation is finished.

Pawns which has been activated during the turn,
will be able to be activated again by using this
Peculiarity. And those pawns which haven't been
activated yet, will be able to activate again, as usual,
during the turn.

This Peculiarity can only be used once on each
pawn, during the same turn.

Skillful: This pawn can use Common and Real
Dexterity Cards.

Stealthy: During Conflicts held at nighttime, this
pawn will always be the last to deploy, once the
pawns from both bands have been deployed.

If there is an enemy pawn with this Peculiarity,
each player must roll 1D10. The player who has the
lowest dice roll will deploy its pawn first.

And if there is an enemy pawn with the “Scout”
Peculiarity, this pawn will deploy first.

This pawn can be placed anywhere on the table
area, except in the enemy’s deployment area, and it
must be more than 30 cm away from any enemy
pawn.

Swift: This pawn ignores opportunity attacks when

going in, through and out of enemy pawns’ Action

Areas. In addition, enemies who carry out ;
opportunity attacks against this pawn when it '
retreats from a clash, will apply a modifier of -2 to

their Reply roll. !




