NEW CONQUEST: MIDDLE EAST IN THE REIGN OF HERACLIUS (610 - 641)

The Cross, the Fire and the Prophet – The War of the three Gods



This scenario is about a great war of three Gods, set at the death of Antiquity. Two great states, Rome and Persia, with two great faiths, Christianity and Zoroastrianism locked horns for control of the Middle East in the early 7th century AD. After the death of Maurice, who was deposed by the vicious Phocas, Khurso II declared war on Rome, because of personal connections to this emperor: Khusro wanted to avenge his "father", the man who'd put him on the throne. Even though Phocas was deposed by Heraclius, the war still went on. 


Some people see this war as just another Romano-Persian conflict. It isn't. It was a holy war, fought partly for religious ideology. The stakes were life or death for Rome. The Persians occupied Syria, Palestine and Egypt. The Avars and Persians closed in and besieged Constantinople. Rome was really on the point of extinction. It never was so threatened until the 15th century. 

But the city held, and meanwhile Heraclius, the golden haired, golden beared blue-eyed Roman emperor went into Lazica and the area of the Christian Caucasus, raised an army of devout volunteer Armenians and Caucasians, invaded and destroyed the Persian holy sites of Azerbajan, defeated several large Persian armies and marched on the capital. Persia surrendered, even though the army of Shahrvaraz was in Syria still undefeated. 

However, but a few years later, a third and new religion and people entered the war-weary scene. The Arabs, doubtlessly inspired by their prophet, attacked Rome and Persia simultaneously, conquering the latter utterly and much of the former. This scenario is designed to be a rough simulation of these events!

Three of the greatest generals in history feature in the scenario: Heraclius himself, Shahrvaraz and Khalid ibn al-Walid. There are many others too.

It is recommended that you play as either the Romans, the Persians or the Umma. If you play as the Avars, Turks or anyone else, the script may not make sense, and you are unlikely to win the scenario.


Units, cities, buildings and wonders are placed according to strategic purposes. You can win by conquest, domination (90% territory, 80% pop) and by victory points. You should play as either the Romans, the Sasanians or the Umma. It lasts 112 turns, representing the period 610 - 641 (the reign of Heraclius).

INSTALLATION:

Extract both part one and part two into the Conquests Scenarios folder! 

C:\Program Files\Infogrames Interactive\Civilization III\Conquests\Scenarios
It should be just as simple as that!

4 LOCKED ALLIANCES

Rome versus Persia; Pagan Arabs versus Islam

CIVILIZATIONS

	CIVILIZATION
	
	1st Trait
	2nd Trait
	Allegiance
	
	Leader

	
	
	
	
	
	
	

	Abyssinia
	
	Religious
	
	Rome
	
	King - 

Ella Saham

	
	
	
	
	
	
	

	UNITS:
	
	Cost
	Moves
	Attack
	Defence
	Notes

	
	
	
	
	
	
	

	Ethiopian
	
	30
	1
	2
	2
	

	
	
	
	
	
	
	Starts with several war elephants, the stats for which – see the Sasanians.

	
	
	
	
	
	
	


	CIVILIZATION
	
	1st Trait
	2nd Trait
	Allegiance
	
	Leader

	
	
	
	
	
	
	

	(Pagan) Arabs
	
	Commercial
	
	Arabs
	
	Shaykh - 

Abu Sofien ibn Harb

	
	
	
	
	
	
	

	UNITS:
	
	Cost
	Moves
	Attack
	Defence
	Notes

	
	
	
	
	
	
	

	Arabian Horseman
	
	20
	2
	3
	2
	Ignores desert movement cost

	Jihad Ansar
	
	Free from Oracle every 8 Turns
	2
	6
	5
	1 HP; Ignores desert cost; starts golden age

	
	
	
	
	
	
	

	WONDERS:
	
	Location
	
	
	
	Effect

	
	
	
	
	
	
	

	Ka’aba (Oracle)
	
	Mecca
	
	
	
	Default

+ produces Jihad Ansar…………… 

- every 8 turns


	CIVILIZATION
	
	1st Trait
	2nd Trait
	Allegiance
	
	Leader

	
	
	
	
	
	
	

	Avars
	
	Militaristic
	
	Persia
	
	Khagan – 

Bayan II 

(NB: name is not historical; there were two khagans in this period, neither of whose names we know, except that one began with the letter N .)

	
	
	
	
	
	
	

	UNITS:
	
	Cost
	Moves
	Attack
	Defence
	Notes

	
	
	
	
	
	
	

	Army
	
	N/A
	2
	
	
	Capacity = 7; Avars start with one armies.

	Avar
	
	20 

(+ 1 POP)
	2
	3
	2
	No support

	Settler
	
	N/A
	1
	0
	0
	Settles- Avars start with two; they can’t build them though.

	Slav
	
	20
	1
	2
	1
	No support

	
	
	
	
	
	
	


	CIVILIZATION
	
	1st Trait
	2nd Trait
	Allegiance
	
	Leader

	
	
	
	
	
	
	

	Ghazanids
	
	Commercial
	
	Rome
	
	Shaykh – 

Jabala

	
	
	
	
	
	
	

	UNITS:
	
	Cost
	Moves
	Attack
	Defence
	Notes

	
	
	
	
	
	
	

	Arabian Horseman
	
	20
	2
	3
	2
	Ignores desert movement cost

	
	
	
	
	
	
	


	CIVILIZATION
	
	1st Trait
	2nd Trait
	Allegiance
	
	Leader

	
	
	
	
	
	
	

	Lakhmids
	
	Commercial
	
	Persia
	
	Shaykh – 

Nu'man

	
	
	
	
	
	
	

	UNITS:
	
	Cost
	Moves
	Attack
	Defence
	Notes

	
	
	
	
	
	
	

	Arabian Horseman
	
	20
	2
	3
	2
	Ignores desert movement cost

	
	
	
	
	
	
	


	CIVILIZATION
	
	1st Trait
	2nd Trait
	Allegiance
	
	Leader

	
	
	
	
	
	
	

	Roman Empire
	
	Militaristic 
	Religious
	Rome
	
	Augustus - 

Heraclius

	
	
	
	
	
	
	

	UNITS:
	
	Cost
	Moves
	Attack
	Defence
	Notes

	
	
	
	
	
	
	

	Army
	
	Free from Forbidden Palace every 25 turns
	2
	
	
	Capacity = 7

	Archer
	
	Free from Imperial Archery Range [@Antioch]  every 4 turns.
	1
	2
	1
	B.S. = 1; RoF = 1

	Armenian
	
	Free from Appeal to the Armenians [@Trebizond] every 5 turns
	1
	3
	2
	

	Cataphract
	
	Free from Imperial Stablehouse [@Adrianople]every 5 turns
	2
	4
	3
	1 HP

	Dromon
	
	30
	3
	2
	2
	Trans. = 8

B.S.=2 B.R.=1 RoF=2



	Footman
	
	Free from Hippodrome every 3 turns
	1
	1
	2
	

	Germanic

Mercenary
	
	Free from Embassy to the Teutons [@Cherson]Every 5 turns
	1
	3
	2
	

	Horseman
	
	Free from Heroic Epic every 2 turns
	2
	2
	2
	

	Jean d’Arc

(Virgin Mary)
	
	N/A
	IMM.
	0
	0
	B.S.=20, B.R.=2, RoF. = 2; Invisible;

the Virgin defends Constantinople!

	Knight
	
	N/A
	2
	9
	8
	Rome gets two of these, representing the Emperor Heraclius and his brother Theodore.

	Local Militia
	
	Free from Granaries every 3 turns
	IMM.
	1
	1
	* Designed to simulated long sieges.

	Patriarch
	
	N/A
	1
	
	
	BS = 2; B.R.=1;

Detects Invisible;

*included for fun!

	True Cross
	
	N/A
	
	
	
	Flag Unit, worth 10,000 VPs

	
	
	
	
	
	
	

	WONDERS:
	
	Location
	
	
	
	Effect

	
	
	
	
	
	
	

	Appeal to the Armenians (Mausoleum of Mausolos)
	
	Trebizond
	
	
	
	Default

+ produces Armenian……….

- every 5 turns

	Embassy to the Teutons

(Great Wall)
	
	Cherson
	
	
	
	Produces Germanic Mercenary….

- every 5 turns

	Forbidden Palace
	
	Nicaea
	(small)
	
	
	Default

+ produces Army……….

- every 25 turns

	
	
	
	
	
	
	

	Great Lighthouse
	
	Alexandria
	
	
	
	Default



	Heroic Epic
	
	Constantinople
	(Small)
	
	
	Default

+ produces Horseman………

- every 3 turns

	Hagia Sophia

(JS Bach’s Catherdral)
	
	Constantinople
	
	
	
	

	
	
	
	
	
	
	

	Hippodrome

(Shakespeare’s Theater)
	
	
	
	
	
	Produces Footman……….

- every 3 turns

	Imperial Archery Range

(Colossus)
	
	Antioch
	
	
	
	Default

+ produces Archer……….

- every 4 turns

	Imperial Stablehouse

(Leonardo’s Worshop)
	
	Adrianople
	
	
	
	Default

+ produces Cataphract….

- every 5 turns

	Patriarchate of Alexandria
(Pyramids)
	
	Alexandria
	
	
	
	Tourist attraction; doubles growth; enables city sizes 2 and 3

	Patriarchate of Antioch

(Universal Suffrage)
	
	Antioch
	
	
	
	Tourist attraction; doubles growth; enables city sizes 2 and 3

	Patriarchate of

Constantinople

(Knights Templar)
	
	Constantinople
	
	
	
	Tourist attraction; doubles growth; enables city sizes 2 and 3

	Patriarchate of Jerusalem

(Battlefield Medicine)
	
	Jerusalem
	
	
	
	Tourist attraction; doubles growth; enables city size 2

	
	
	
	
	
	
	


	CIVILIZATION
	
	1st Trait
	2nd Trait
	Allegiance
	
	Leader

	
	
	
	
	
	
	

	Sasanian Empire
	
	Militaristic 
	Religious
	Persia
	
	King - 

Khusro II

	
	
	
	
	
	
	

	UNITS:
	
	Cost
	Moves
	Attack
	Defence
	Notes

	
	
	
	
	
	
	

	Ancient Cavalry
	
	Free from the Achaemenid Heritage [@ Ctesiphon] every 5 turns
	2
	3
	2
	

	Army
	
	Free from Forbidden Palace [@Istakhr] every 25 turns
	2
	
	
	Capacity = 7

	Bowman
	
	Free from Persian Archery Range @ Dastagerd very 4 turns.
	1
	2
	2
	B.S. = 1; RoF = 1

	Rider
	
	N/A
	1
	7
	6
	HP 1; Persia gets 4 of these, which represent generals Shahrvaraz,  Shahen, Shahraplakan and Rahzadh

	Horse Archer
	
	Free from Hanging Gardens [@Seleucia] every 5 turns
	3
	4
	2
	

	Horseman
	
	Free from Heroic Epic [@Ardashir Khurra]every 3 turns
	2
	2
	1
	

	Local Militia
	
	Free from Granaries every 3 turns
	IMM.
	1
	1
	No Support

* Designed to simulated long sieges.

	Patriarch
	
	N/A
	1
	
	
	BS = 2; B.R.=1;

Detects Invisible;

*included for fun!

	Persian Infantry
	
	Free from Infantry Factory [@ Istakhr] every 3 turns
	1
	1
	1
	

	War Elephant
	
	Free from Indian War Center [@ Merv]every 5 turns
	2
	4
	3
	

	
	
	
	
	
	
	

	WONDERS:
	
	Location
	
	
	
	Effect

	
	
	
	
	
	
	

	Achaemenid Heritage
(Cure for Cancer)
	
	Ctesiphon
	
	
	
	Produces Ancient Cavalry Every 5 turns

	Forbidden Palace
	
	Istakhr
	(small)
	
	
	Default

+ produces Army……….

- every 25 turns

	Great Fire Temple (Statue of Zeus)
	
	Takh-i-Suleiman
	
	
	
	Producing Ancient Cavalry……….

- every 5 turns

	Great Library
	
	Jundishapur
	
	
	
	Default

	Hanging Gardens
	
	Seleucia
	
	
	
	Default

+ produces Horse Archer………

- every 5 turns

	Heroic Epic
	
	Ardashir Khurra
	(Small)
	
	
	Default

+ produces Horseman……

- every 3 turns

	Infantry Factory (Iron Works)
	
	Istakhr
	(Small- Flavor)
	
	
	Produces Persian Infantry ……….
- every 3 turns

	Indian War Center (Sun Tzu’s Art of War)
	
	Merv
	
	
	
	Producing War Elephant……….

- every 5 turns



	Paradise of Beklal
(Secret Police HQ)
	
	Ctesiphon
	
	
	
	

	Patriarchate of Ctesiphon

(Adam Smith’s Trading Company)
	
	Ctesiphon
	
	
	
	Tourist attraction; doubles growth; enables city sizes 2 and 3

	Persian Archery Range
(Magellan’s Expedition)
	
	Dastagerd
	
	
	
	Produces Bowman……

- every 4 turns 



	School of Nisibis (Newton’s University)
	
	Nisibis
	
	
	
	

	
	
	
	
	
	
	


	CIVILIZATION
	
	1st Trait
	2nd Trait
	Allegiance
	
	Leader

	
	
	
	
	
	
	

	Umma
	
	Militaristic
	Religious
	Islam
	
	Prophet - 

Muhammad

	
	
	
	
	
	
	

	UNITS:
	
	Cost
	Moves
	Attack
	Defence
	Notes

	
	
	
	
	
	
	

	Arabian Horseman
	
	20
	2
	3
	2
	Ignores desert movement cost

	Army
	
	Free from Forbidden Palace every 25 turns
	2
	
	
	Capacity = 7; Umma starts with three armies.

	Jihad Ansar
	
	N/A

- unless they capture the holy city of Mecca
	2
	6
	5
	1 HP; Ignores desert cost; starts golden age; starts with 12 of these, who represent some of the most famous followers of the prophet.

	
	
	
	
	
	
	

	WONDERS:
	
	Location
	
	
	
	Effect

	
	
	
	
	
	
	

	Dome on the Rock (Copernicus Observatory)
	
	TO BE BUILT
	(Requires Koran)
	
	
	8 culture; doubles happiness of mosque

	Forbidden Palace
	
	Medina
	(small)
	
	
	Default

+ produces Army……

every25turns

	Heroic Epic
	
	Medina
	(Small)
	
	
	Default

+ produces Horseman……

- every 3 turns

	Koran
	
	TO BE BUILT
	
	
	
	Produces Arabian horseman…

- every 1 turn

	
	
	
	
	
	
	


	CIVILIZATION
	
	1st Trait
	2nd Trait
	Allegiance
	
	Leader

	
	
	
	
	
	
	

	Turks
	
	Militaristic
	
	Rome
	
	Yabghu-Khagan –  Ziebel

	
	
	
	
	
	
	

	UNITS:
	
	Cost
	Moves
	Attack
	Defence
	Notes

	
	
	
	
	
	
	

	Army
	
	N/A
	2
	
	
	Capacity = 7; Turks start with one armies.

	Turkic Nomad
	
	20 

(+ 1 POP)
	2
	5
	3
	No support;

	Warrior
	
	10
	1
	2
	1
	

	
	
	
	
	
	
	


NB: All civs can build workers; all can build galleys [trans = 8] (except the Romans); most civs can build trebuchets; the main ones can build scouts (who are extra powered here!)……Churches are built by Romans, Fire Temples by Persians and Mosques by the Umma.
TERRAIN CHANGES:

Mountains are impassable; cities cannot be built on desert; the movement cost for desert is 5; 

GENERAL CHANGES I CAN REMEMBER

Min. research is 1000 turns, making scientific research obsolete.(Libraries have been tweaked to increase luxury trade)

CREDITS

Yoda Power – for the map; I'll hope he'll forgive my editing of it for gaming reasons! 

utahjazz (esp.), Kryten, Ekmek, Jimmyh, Lab Monkey, JimmyH, Nahuixtelotzin, Nemesis Rex - units
