Ancient Empires Turn Tutorial
The first section of the turnsheet deals with movement. 
The parameters that you need to supply to the GM are:
· The type of mission and whether it is a Day or Night setting. 
· The start location and Number. (
· The End location and Number (if Known)
· The unit type and quantity that are to be moved. (ie Light Cart)
· The cargo and quantity to be moved. (ie Craft)
· The distance of the move
· The total Capacity
· The total Cargo load
On the printout each location that you control has a name and a number. These identify the location to the GM and are required to initiate the move. If the destination number is not known then leave it blank. 
The totals are to help you to calculate the capacity against the cargo. 
Each move will be processed in order. 

	Mission Type
	Qty
	Units & Cargo
	Cargo Capacity
	Cargo Load
	Start & End Details

	Move
	X
	 1
	 Light Cart
	800
	
	Start Location:

	Recon
	 
	 20
	 Craft
	
	400
	Village Name:
	Var

	Raid
	 
	 
	 
	
	
	Village #:
	77

	Attack
	 
	 
	 
	
	
	End Location:

	Besiege
	 
	 
	 
	
	
	Village Name:
	Kiloy

	Day
	X 
	 
	 
	
	
	Village #:
	73

	Night
	 
	 
	 
	
	
	Notes: Normal travel

	 
	 
	 
	 
	
	
	

	 
	 
	 
	 
	
	
	

	 
	 
	 
	 
	
	
	

	 
	 
	 
	 
	
	
	

	 
	 
	 
	totals
	800
	400
	Distance
	100



















Getting New Technology
	New Unit
	Knp
	Village Name
	#

	Light Infantry
	20
	Var
	77

	
	
	
	

	
	
	
	

	
	
	
	







As the game progresses it will be a good idea to develop new and more effective units. This is achieved by spending Knowledge. In the section of the turnsheet you will see the Unit Technology required. (Light Infantry) The listing of Tech costs available to you are on Page 7 of the rulebook. As a result of a successful action you will see the new unit appear on the available tech on your printout. 
Making New Units
	Unit Production (to villages Only)

	Unit Type
	Qty
	Craft
	Metal
	Horses
	Ore
	Machinates
	Village
	#

	Village
	1
	36
	
	
	
	
	Var
	77

	Irregular Infantry
	2
	20
	
	
	2
	
	Kiloy
	73

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	



As you gain resources you will want to add new units to your Empire. Each unit has a cost that is detailed in the unit listing. At the start you will have only Technology Level 1 (TAL 1) units. To build more units you need to use the unit production part of the turnsheet. Each unit requires resources to build and these must be detailed in the spaces provided. Multiple units can be built as long as you have the resources. The exception to that is villages which can only be increased by one level per turn. In the example, the village is a size 6 at the start, so the cost is Current Village size (6) multiplied by 6 craft, making the cost 36 craft to increase the village size by 1. 





Setting Ration Levels
	Village Name
	#
	New Level
	Settings
	Calculation Multiplications

	Jana 
	71 
	5
	1 = Starvation Rations
	X 0.25

	Var 
	77
	2
	2 = Half Rations
	X 0.5

	
	
	
	3 = Normal Rations
	X 1

	
	
	
	4 = Better Rations
	X 1.25

	
	
	
	5 = Good Rations
	X 1.5

	
	
	
	6 = Double Rations
	X 2









Setting Ration levels controls the amount of food that is available to the population and the miliary units at a location. On your printout each village has a header section that details the “Rations available” and “Rations Needed”. This informs you of the current situation as set by the current Ration Level. If there are not enough rations to feed everyone at the Monthly Adjustment there will be negative consequences. You can lower the ration level to offset these consequences.  Theses levels will be upgraded and reported on the printout each turn. 
In the example we see that Jana is in a good ration supply situation and the player wants to attract population to the village. On the other hand, Var has few rations and the level has been lowered to use less and try to reduce the effects at the Monthly Adjustment. Moving more provisions to Var and increasing the Ration Level would be the ideal solution. 
	Knp From
	#
	Knp Used
	Survey At
	#
	Resource Type

	Jana
	71
	30
	Beka
	78
	Ore

	Jana
	71
	30
	Beka
	78
	Fishing



Potential Survey

If you acquire a village with no notified potentials you can order a Potential Survey which will provide you with this information. 








Unit Upgrades
	Old Unit
	New Unit
	Qty
	Craft
	Metal
	Village Name
	#

	Irregular Infantry
	Light Infantry
	1
	3
	2
	Var
	77

	
	
	
	
	
	
	

	
	
	
	
	
	
	

	
	
	
	
	
	
	



When a unit becomes obsolete because you have a higher TAL, you can upgrade an older type of unit to a more modern unit type.  
In this example an Irregular Infantry is being upgraded to Light Infantry. You must pay additional costs and this section is where this is achieved. At the cost of 3 craft and 2 metal, the Irregular Infantry will be updated to Light Infantry standard. 
Fishing Boat Movement
	Start Point 
	#
	Finish Point
	#
	Boat Qty
	Provisions 

	Var
	77
	Sea area
	122
	1
	3

	Sea Area
	122
	Var
	77
	3
	20

	
	
	
	
	
	



To ease the pressure on military moves, you can move fishing boats (when available) using these additional movement orders. Only fishing boats may use these orders. 
In this example, a fishing boat is travelling to Sea Area with a few provisions for the crew. 
The next order is to fishing boats already at sea. They have a good load of fish and should return to Var to boost the food levels at that location.  There is a limit to how many provisions a fishing boat can carry. 
Royal Proclamation
	Royal Proclamation
	Action:

Improve the facilities for villagers at Jana with a gift of food and craft to improve their living conditions using Knowledge to learn lessons

	Resource Allocation
	Qty
	 
	From Village
	#
	

	Metal
	
	 
	
	
	

	Craft
	5
	 
	Jana
	71
	

	Knp
	20
	 
	Var
	77
	

	Provisions
	10
	 
	Var
	77
	



This is a very powerful tool for managing your Empire. Simply put, you can try anything you like within the setting of the game. With this action, the Rebellion Level might be higher than other villages and this investment might well reduce that.  Not everything you try will be successful, but may have an influence. 

