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Overview  

The game is played over at 

least 5 -6 turns, with 6 Action 

Rounds within each turn. 

Every player selects an Action 

Round to be the  Lead Player, 

gaining a Bonus action to 

complete. The other players 

then follow, using the All -

Player action for that round 

until it is completed, then the 

next Action Round is begun.  

The  winner is the first player 

to gain EIGHT Victory Points 

at the end of a turn. The 

revelation of the Black Death 

card in the Politics deck forces 

the end of the game at the 

end of that turn.  

Who will you be:  Bulgar? Slav? Lithuanian? Khazar? or Rus?  

How will you rise to become the overlord of Viking Russia? Will you gain territory by warfare and 

diplomacy, or will you trade with your rivals to increase your political and cultural influence?  Are 

you savvy enough to judge when itôs most advantageous to switch command to one of the new 

emerging kingdoms?  

You have only one goal: to become Czar of Russia by being the first player to score 8 Victory 

Points. But be aware: the random appearance of the Black Death can end your struggle for 

dominance and finish the game.  

Simulating the history of the kingdoms of the Rus, there are various paths to victory  -   

conquering territory; foreign alliances or cultural supremacy ï all can be combined to achieve 

success.   

Introduction  

Game Components  

The text in the sidebar clarifies the rules and offers in-

formation and helpful hints for beginners.  

¶ 1 Game Board  ¶ 9 Politics Cards including 3 

Emerging Kingdoms Cards  

¶ 5 Kingdom Cards  ¶ 9 Action Round Cards  

¶ 5 Player Mats with Tech 

Tree & Envoy Chart  

¶ 30 Tactics Cards  

¶ 8 sets of  40 Army Markers  ¶ 15 Town pieces  

¶ 10 Teuton and 10 Viking 

Army pieces  

¶ 10 City pieces  

¶ 8 sets of Resource tiles  ¶ 5 Fortress pieces  

¶ 5 double -sided QRF Sheets, with Settlement, Combat & Pro-

duction on one side / Action Round Summary on the other 

side.  
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IF THIS IS YOUR FIRST GAME OF RUS , TURN TO p.18 AND 

READ THE INSTRUCTIONS  FOR THE LEARNING GAME BE-

FORE SETTING UP THE GAME.  

Place the game Mapboard on the table.   

SELECTING KINGDOMS  

Each player chooses one of five Kingdoms to command. The King-

dom card indicates where to set out their starting position of settle-

ments and armies on the Mapboard. Most Starting Kingdoms begin 

with Victory Points and Resource tiles as well. The Kingdom card 

should be placed on the Player Mat.    

Each player should:  

¶ Choose a colour and place 40 Armies of that colour next to 

their Player Mat.  

¶ Choose 2 of the 4 basic C&T Techs listed on the Player Mat

(AGRICULTURE, HUSBANDRY, FORESTRY & MINING) and place an 

Army marker in the top right corner of these.  

¶ Place 1 Army in each of the starting areas listed on the King-

dom Card.  

¶ Position any starting Town or City in the Kingdomôs home 

area, highlighted in bold on the Kingdom Card.  

¶ Take the starting Resource tiles listed on the Kingdom Card.  

¶ Lay 1 Army on the VP track, at the starting amount of VPs 

given for the Kingdom.  

¶ Take 1 FRONTAL ASSAULT , 1 STAND/SIEGE and 1 FLANK ATTACK 
Tactics Card.  

Place the 9  Actions face up in a line beside the board.  

Separate out the Resources into their 8 types and place each pile 

face -up beside the board.  

Isolate the Black Death card from the rest of the Politics Deck .  

Shuffle the remaining 8 Politics Cards and deal 5 face down on top 

of the Black Death Card.  Place the remaining cards unseen back in 

the box, they will play no part in the game.  Place the Politics Deck 

next to the Action Track.  

You are now ready to play the game.  

Setting up the Game  
The Kingdom Card holds all the 

information about a Kingdomôs 

starting territory, resources and 

objectives. Whoever holds the 

card is deemed to be playing 

that Kingdom.  

An óArmyô counter:   

 

It is used to control territory 

and record various things within 

the game.  

    A Town:      A City:  

 

 

The óhome areaô is the first area 

listed, marked in bold on the 

Kingdom Card.  

Basic Resource tiles act like cur-

rency:  

 

The VP Track records a playerôs 

progress throughout the game.  

It will rise and fall with the for-

tunes of the Kingdom(s) they 

play.  

 

If there are fewer than 5 play-

ers , any Starting Kingdoms 

which are not taken become 

Neutral Kingdoms at the start of 

the game.  Place their card face -

up to one side of the board.   

Place TWO pieces of an unused 

set of army markers on each of 

their starting territories and 

THREE in the capital.  These 

Kingdoms are immediately avail-

able in the Politics Round as 

Neutral Kingdoms .  

Starting 

Kingdom  

Starting Army 

positions (capital 

in bold)  

Starting 

Settlement 

positions  

Starting 

Resources 

Tiles  

Starting 

Victory 

Points  

BULGARS  Bulgar , Volga, 

Ufa, Vladimir & 

Vyatka  

1 Town in 

Bulgar  

2 Livestock 
& 2 Timber  

0 VPs 

LITHUA-

NIANS  

Lithuania , Latvia, 

Polotsk & Turov  

1 Town in 

Lithuania  

1 Grain & 3 

Timber  

0 VPs 

KHAZARS  Saray , Azov, the 

Volga Plain & the 

Turan Steppe  

1 Town in 

Saray  

1 Grain &    

3 Livestock  

1 VP 

RUS  Kiev , Ukraine,  

Crimea & Pecheneg  

1 Town in 

Kiev  

1 Livestock 

& 3 Grain  

2 VPs 

SLAVS  Novgorod ,  

Estonia, Kola &  

Vladimir -Suzdal  

1 City in 

Novgorod  

3 Money  3 VPs 
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Around  the game board  

Territories  in Harvest 

phase produce:  

TAIGA  (Hatched) areas 

produce LIVESTOCK or 

TIMBER for every 2 areas 

being harvested  

STEPPE  (Light green) areas 

produce LIVESTOCK  

MOUNTAIN  (Purple) areas 

produce ORE  

FOREST  (Brown) areas 

produce TIMBER  

ARABLE  (Yellow) areas 

produce GRAIN  

Foreign Powers  

Every Foreign Power has a 

menu of Resources and the 

exchange rate at which it is 

willing to sell and looking to 

buy.  The trade route(s) that 

link to them is a red dotted 

line.  

Victory Point Track  

An Army counter records 

the progress for each 

player on this track.  

Place the Politics 

Deck next to  

the Action Track  

Place the  Neutral Kingdom 

Cards  by the side of the board  

as and when they appear.  

The initials M , V & GH on the corner of 

certain map areas alert players that these 

territories may rebel in favour of Moscow, 

Vladimir and the  Golden Horde (if the 

relevant Poltics Card is activated).  

Action Track  

     Place the 9 Acd-

tions here, face up  

and in a line.  

 

 

 

 

 

 

 

 

Limited C&T Record Track  

Players must place an Army Marker on these 

C&T Abilities to show that they have been 

taken.  If they do not, the C&T can be stolen 

from them.  

Foreign Invasion Markers  

These symbols warn that a Foreign 

Invasion might enter through here. 

Place 10 Foreign Army Markers on 

the area specified when the event 

is triggered.  

Resource Tiles: Place face -up and separated into 8 groups  

 Basic Resources -  gained thru Harvest       Commodities -  converted from Basic Resources  
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