Europa Barbarorum Online – Summer 2021 Balance Changes (EDU v4.2.2)
Includes notes to 4.2.0
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[bookmark: _Toc81163865]Introduction

Chaire, strategoi! I’ve decided to release actually legible patch notes so that we can much more easily garner feedback on changes and keep track of them, beginning with this update. This patch will be organized into general changes and faction-specific changes to make things as easy as possible for comments. Reasoning will be included with each change as well.
Most of these changes are relatively minor in the grand scheme of things – in particular most buffs given are minor. There are a few significant nerfs (Syrian Archers, Persian Heavy Archers) and a few significant buffs (Hoplites) but overall not a ton has changed. 

[bookmark: _Toc81163866]General Changes

[bookmark: _Toc81163867]Cultural Bonuses

Some cultural bonuses have been adjusted for balance reasons:
· Celtic: +10% cost to armor and shields, -10% cost to weapons. This is intended to slightly reduce the cost of some of the under-utilized Celtic lighter infantry, while slightly increasing the cost of the heavy infantry that comprise most Celtic armies.
· Germanic: -10% cost to weapons, down to +20% cost increase overall. Increased heavy infantry skill cost to -30%, light cavalry to -17%, and added -3% additional to heavy cavalry. Increased armor cost by +10%. This is a minor buff to the Sweboz and various Germanic mercenary and auxilia units; with slight cost savings across the board, slightly more powerful builds should be viable. 
· Arabian: +1 morale for light infantry.
· Indian: +10% cost to armor and shields.
[bookmark: _Toc81163868]Artillery
· Costs reduced overall; trimmed numbers on scorpions and katapeltai to compensate. Crews given base 7 armor and 6 defense for some resilience to missiles.
[bookmark: _Toc81163869]Spearmen
· Very Long Spear: Increased lethality by +0.005 and slightly reduced the cost of the weapon. Extremely minor tweak.
· Aggressive Spear: Added to more units, specifically elite-tier units with swords and spears. Changed increase over standard spear to be just +0.02 lethality as from testing this turns out to be more powerful / impactful than higher defense and the aggressive spear is almost always the better spear.
· Two-Handed Spear: Reduced lethality from 0.24 to 0.22 after radius rebalance
· Radius Changes: Spearmen now have different fighting radii than other infantry to represent their reliance on dense formations, which should help them maintain their formations in extended combat and slightly boost their effectiveness.
· As a note, the baseline radius for infantry units is 0.4
· “Aggressive Spear” units, spear/sword combo units, spear/javelin units, and phalangites will have have radius of 0.37 
· Pure spear units, Dugundiz, Chauci, and Gestikapoinaan will have radius of 0.34
· Two-handed spear units, Gund-i-Nizagan (the payghan troops literally described as “silsilah” or “chained together” in terms of formation density by later Arabic writers), Chatti, and Hai Nizagamartik will have radius of 0.32

[bookmark: _Toc81163870]Swordsmen and Axemen
· Swordsmen with 5 shield: No longer have a -0.01 lethality penalty. Most of the units affected by this change were already somewhat under-used, particularly high-end elite Hellenic guard units which are already quite expensive.
· Long Swords and Axes: -1 vs cavalry. This is intended in part to weaken counter-charging cavalry with these units (which often causes 5-10 casualties even to elite heavy cavalry) and also to reflect the fact that the somewhat looser formations of these units would put them at a disadvantage vs cavalry more generally.
· Non-Heavy Axes: -1 cost, reflecting that these have less metal and are cheaper, and reflecting the greater importance of attack over defense skill.
· Small Shield Shortswordsmen: Radius of 0.37 now, since these units do not need as much space to fight as their counterparts.

[bookmark: _Toc81163871]Two-Handed Units
· Falx: Increased lethality to 0.265 and reduced cost slightly. This should serve to make these units more cost-effective.
· Two-handed sword: Reduced defense by 1, increased attack by 1, increased lethality to 0.255, reduced cost. This is to better balance the attack and defense capabilities vs. the sword-axe.
· Sword-axe: Changed so it is basically an upgraded heavy axe with the same buffs with regards to it as the 2H sword vs normal sword (+0.03 lethality, +2 defense, +4 charge)
· All Two-Handed Units: -1 attack vs cavalry
· Radius Changes: Rhomphaia and 2H sword unit radius increased to 0.45
[bookmark: _Toc81163872]Officers
· All units of at least militia quality have at least 1 officer. Officer discrepancies are an imbalance in unit combat abilities which are to be addressed. Different officers have been appropriately added across factions to balance this.
· Lesser generals used as officers for some elite units: These models make for an interesting alternative to add more visual variety to elite units.

[bookmark: _Toc81163873]Cavalry

There has been a re-balancing of mounts in order to more finely gradate among cavalry with different quality horses. As before, lighter horses have more stamina but grant less lethality to their riders, particularly in the charge; on the other end of the extreme, cataphracts have awful stamina but extremely lethal charges. More details:
· Light Horse, Normal: Common light ponies. This mount already exists in the current stats system system.
· Light Horse, Good: Well-bred examples of said light ponies. Higher lethality and charge, otherwise the same. This is a new mount.
· Medium Horse, Normal: Larger horses, but otherwise unremarkable. This mount already exists.
· Medium Horse, Good: Fine horses, i.e. the ligher among the fine mounts of Armenia, the best among the Iberian horses, etc. More stamina, charge, lethality than medium horse. This mount already exists and its boost to lethality has been buffed.
· Heavy Horse, Normal: Large horses, perhaps imported, but not out of say the royal stock. This mount already exists.
· Heavy Horse, Good: Horses bread specifically for heavy cavalry. This mount is a new mount and will serve to buff some of the better heavy cavalry in melee power slightly.
· Kontos vs. Xyston: This is now more clearly differentiated. The Kontos now gives +0.02 lethality and +2 charge compared to the xyston, but has -1 attack. This will make it slightly more effective in the charge and slightly worse in melee. With the cataphract horse now increasing their charge lethality, this leaves cataphracts the same as before; however, some other steppe units will be a bit more lethal in the charge as well, such as Roxolani Riders and Parthian Noble Medium Cavalry.
· Underhand Spear Cav (Not Lance): Increased charge by 2.
· Melee Attack: Increased by 1, offset by a -2 cut to charge. An additional -2 penalty for cavalry fighting other cavalry has been given to slow down cavalry melee, which is currently extremely rapid.
· Defense Skill: Increased by 1 for all cavalry with armor less than 18.
· Formation: Increased formation density for dedicated shock cavalry.
· Underhand Spears: Increased lethality by +0.01
· Two-Handed Lance (non-Kontos): Increased lethality by +0.005
· No Shield Cavalry Secondaries, Non-Cataphract: Increased lethality by +0.02, in keeping with the theme of these units in general being more lethal, but also more fragile. 
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Javelin ranges have been standardized a bit and pila and soliferra have been given slight nerfs, though they still have significant advantages:
· Pila: Standardized to 40 range (was previously 35). Accuracy advantage is now +0.04 compared to javelins of the same class.
· Soliferra: Standardized to 40 range. Accuracy advantage is now +0.02 compared to javelins of the same class. Retain +1 attack compared to pila but worse accuracy, higher overall costs.

[bookmark: _Toc81163875]Archers

Ammo count changes have been overdue, with extended skirmish phases being extremely common and flanking archers play a decisive role in many battles, well in excess of their cost. With this in mind, ammo levels are being tuned to a level much more similar to the original EB. See below:
· Foot archers: -5 ammo each, except for levy quality archers, which are large and harder to micro effectively, thus less problematic on ammo.
· Horse archers with composite bows: Pahlava, Sauromatae, Hayasdan, Getai. 40 ammo each. This represents a reduction for Pahlava and Hayasdan and no change for Sauromatae, reflecting the relative power balance of these factions.
· Horse archers with asymmetric bows: Saka. 35 ammo each. This represents a reduction, balancing the increased range and attack of these bows.
· Morale: Reduced the base morale of “Conscript” and “Peasant” class units to 7 and 5, respectively. This is intended to make these units even easier to rout.
· Combat Class: Increased the cost and stamina of “Militia, Missile” units. These are intended for archers that are capable of some decent hand-to-hand fighting, but will still rout under reasonable pressure.

Levy archers have been given a small accuracy buff as well.

[bookmark: _Toc81163876]Elephants

Light elephants are generally on the right power level but too vulnerable for their price, while armored elephants are overpowered. Thus, these units have been rebalanced as follows:
· Forest Elephants: 12 per unit (large). Cost is 4000 (down from 5000).
· Towered Forest Elephants: 6 per unit (large). Cost is 4000 (identical) and stats are the same but attack lethality is improved from 0.2 to 0.225. +1 armor.
· Bush Elephants: 4 per unit (large). Cost is 5000 (down from 5500). +1 armor.
· Indian Elephants: 4 per unit (large). Cost is 4000 (down from 4500). +1 armor.
· Armored Indian Elephants: 4 per unit (large). Cost is 7000 (identical) but armor is reduced to 28 and defense skill to 5.

[bookmark: _Toc81163877]Mount Effects

Mount effects have been in need of some standardization for a while. Here are the new standardized mount effects for some different unit ability levels:

Vs Horses:
· Knife-Armed Missile Troops: -4. This includes units such as Toxotai, Gund-I Palta, etc.
· Shortsword / Club Armed Missile Troops: -3. This includes units such as Velites, Cretan Archers, and Jugundiz Hathjiska.
· Falacata / Axe / Longsword-Armed Missile Troops: -2. This includes units such as Balearic light infantry, Callaecae, Bosporans, and Komatai Epilektoi.
· Spear-Armed Missile Troops, All Infantry: 0
· Elephants: +4
· Chariots: -16

Vs Chariots:
· Peasant Class Missile Troops: -4
· Conscript and Militia Class Missile Troops: -3
· Professional Class and Up Missile Troops: -2. This includes Bosporans, even though their combat class is listed as “Militia.” 
· Most Units: 0
· Elephants: +4

Vs Elephants:
· Axemen: -2 (makes sure they are not so much more powerful against elephants than other infantry units due to AP)
· Standard Skirmishers, all Skirm Cav, all Indian Infantry, Thureophoroi, Caetrati: +2
· Elite Infantry, Ethiopian Swordsmen, Saba Noble Infantry, Elite Africans: +4
· Trained Skirmishers: +6
· Elite Skirmishers: +8
· Elephant Hunters: +10


[bookmark: _Toc81163878]Fanatics

Fanatics have been rebalanced to be very powerful aggressive units which are still vulnerable to missiles, but do not fold and die as quickly to them. The balance is as follows:
· Combat: +1HP, -4 defense skill, lose charge bonus – This gives them significant resilience against missile troops and helps them last in melee combat. However, with the significant defense skill penalty, they should not be nearly as resilient as base EB fanatic units. The charge bonus has additionally been removed as the attack boost these units get already has a significant effect on initial melee lethality. 
· Cost: Elite fanatic units have received a slight cost increase.
· Uirodusios: Reduced shield value to 2 from 3 and cut to 90 men. As a very low cost fanatic unit, these guys have the potential to be incredibly powerful. The shield reduction is intended to make missiles, javelins in particular, continue to be an effective counter to them – though not overwhelmingly effective, as they have 2HP.
· Gaesatae: Reduced shield value from 5 to 4 and cut to 70 men. Similarly, this is to prevent this unit from being overpowered due to excess missile resistance. At this value, Gaesatae will essentially be Bataroas who can tank twice as many missile hits, so they’re still more vulnerable than similarly costed armored troops.
· Woithiz Watha: Increased to 90 men, so they’re basically “Veteran Uirodusios” but with the Germanic culture, so higher cost and less charge, but more morale.
· Worgozez: Reduced armor value from 3 to 2 for similar reasons to the above. 2 armor, 4 shield, and 2 HP will still be non-negligible resilience against missiles.
Note that all javelins get a bonus against units with extra hit points, so javelins in particular will be an excellent way to counter these soldiers, as is historical (see: Telamon). From testing, having high-quality infantry to resist fanatics is extremely important – fanatics are superb at tearing through lesser quality units, but struggle against heavily armored opponents. The exception are the Worgozez, though these still lose against Hypaspistai for example.
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· Infantry masses are now more sharply distinguished between one another based on the combat classes of the unit. They range from 0.4 to 1.5 now, a significant range.
· Cataphract horse masses have been reduced to be in line with Hetairoi masses (Grivpanvar retain a slight edge here). This is so that they cannot escape as easily from cavalry melee engagements.
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· Standardized to 35 for all infantry units. This represents the lowest value range for infantry javelin attacks.
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This section lists unit-specific tweaks that have affected units which are available to a large range of factions, i.e. Thureophoroi or Eastern Skirmishers:
· Gaeroas, Galatikoi  Kluddolon: Increased to 120 men. This will hopefully lead to these units showing up in even more armies as cheap, useful auxiliaries and is part of an overall effort to encourage greater use of light melee units. Both have 3 javelins.
· Keltohellenikoi Hoplitai: Gave the “aggressive spear” trait so that this unit even more impactfully combines “Celtic” and “Greek” aspects. Combined with the slight Celtic armor cost increase, this will mean the unit will now cost similar to Thureophoroi, rather than being cheaper. With a full -2 defense but much more powerful charge and more spear killing power, this unit should now “feel” like a real fusion, rather than a cheaper, weaker Thureophoroi alternative.
· Gund-i-Palta: -1 armor. This makes the unit basically a cheaper Akontistai alternative, rather than a cheaper and better Akontistai alternative.
· Hoplites: The “Hoplite” class is now basically a strict buff for the units that have it, rather than having a small cost increase. This will bring the cost of hoplite units down.
· Peltastai: Increased to 100 men.
· Elite Phalanxes: There is now a new class of phalanx – the “Elite Phalanx” – intended for only the Argyraspides, who have +1 attack, defense, +1 morale, and +0.1 mass compared to the old elite phalanx. The Argyraspides will thus be the best phalanx by a decent amount and consistently beat all others, but also more expensive. The older elite phalanxes – aka the “Veteran Phalanx” class – have received a cost reduction by about 150, so they should hopefully see more use.
· Persian Archer-Spears: Increased to 120 men.
· Hoplites: Increased charge bonus by an additional +2. Created “Veteran, Hoplite” and “Elite, Hoplite” unit classes which retain the professional-class hoplite bonuses of +1 morale, +0.1 mass, and +4 charge. These are all for spear-only hoplite units.
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· Stat_fire_delay: Set to -10000 for all units with javelins. This makes them attack with their javelins sooner after you order them. Unfortunately, this trick doesn’t work as well for archers or slingers, but being able to easily order them all to aim and attack quickly wouldn’t be realistic as they fight more spread out and at longer range.
· Stat_charge_dist: Set equal to the range of javelins for all infantry with “prec.” This means they will charge after throwing their weapons.

[bookmark: _Toc81163883]Faction-Specific Changes

[bookmark: _Toc81163884]Senatus Populusque Romanus
· Pedites Extraordinarii: Increased to “Noble” class to make them level in overall class with Equites Extraordinarii. It should now be harder to spam this unit as well. Also reduced to 4 shield so that they aren’t too overpowered as tanks.
· Principes (Polybian Veteran Legionaries): Increased armor to 10 and gave the “hardy” stat so their stamina remains good; however, kept their morale at 12 (the second exception to the system for morale). This unit is objectively pretty super powerful now and is better than a standard Marian legionary, but costs about 250 more, which should prevent spam. This reflects the standardization of later legionaries, who had less personalized equipment but were also equipped more cheaply.
· Samnitici Milites: Reduced to 4 shield and “trained” instead of “highly trained.” Their sword also has gone up +0.01 lethality. This unit should now be more formidable at killing enemies, one of the most formidable options in this tier. Also affects Qarthadastim and Epeiros.
· Eqvites: Gave heavy horses and discipline. Properly priced in both. This unit should be more effective now, though it is rather pricy, but should be of some decent use in fending off other cavalry. Roman cavalry were decent in melee against lighter Italic opponents and this should be shown decisively.
· Neitos, Ligurian Infantry and Cavalry, Scortamareva: Removed from roster. These mercenary options give Rome too many options to augment their already brutal lineup of armored heavy infantry.
· Accensi: Increased to 80 men. Lacking a shield and costing more than Sphendonetai due to Roman missile penalties, this unit is now a strictly worse version of the latter.
· Cohors Sagittarorum: Cut melee combat abilities in exchange for reduced cost. This unit will be crucial for Imperial Rome with the mercenary limit cut to 4 and should be more readily available as a powerful archer option to balance.
· Auxilia Cohorts: Removed discipline from these units. They should be powerful, resilient spear units which are the main alternative infantry to legionaries for the Imperial Roman army.
· Eqvites Hispanorum: -1 armor, cost reduced accordingly. Also corrected morale to intended 12. This should be consistently the lightest of the Roman cav and by far the most skirmish-oriented of the bunch.
· Triarii: Restored to 80 men. Instead, I’m nerfing them via cost – they’re not going to get the same discount other Roman heavy infantry get. They still get a big fat armor discount, but this unit would be really overpowered with the full set.
· Polybian Hastati, Hastati Samnitici: Reduced to 6 armor. Cost cut, of course.
· Eqvites Germanorvm: Increased ammo to 5. Cost adjusted up slightly.
[bookmark: _Toc81163885]Qarthadastim
· Ha’Abirrim HaQdosim (Sacred Band Cavalry): +1 armor, corresponding cost increase. This reflects the unit’s armor being somewhere between Hetairoi and Thessalikoi. Also affects the bodyguard cavalry.
· Parashim Ezrahim Ponnim (Carthaginian Citizen Cavalry): Added “disciplined” to the unit, to be consistent with other lancer cavalry. Also increased armor by 1. Basically, they’re proper Prodromoi clones now.
· Dorkei Hatkafa Iberim (Iberian Assault Infantry): Changed animation to use the same sword animation as Caetrati, which should increase attack power by about 10%. As compensation, this unit has been given -1 shield and has 2 soliferra instead of 3 to be consistent with others. Reverted culture back to Iberian. Overall, this unit ends up a bit cheaper, more powerful, and less resilient, making it more of a “butcher” as intended, while still having significant tanking power.
· Scortamareva, Callacae Roscaithrera: Removed from roster. Carthage doesn’t really need these units and taking them out makes Lusotannan more unique.
· Dorkim Balearim (Balearic Light Infantry): Enabled skirmish mode and fixed an error where the “thrown” attribute was not given to their javelins. This unit should be much better now.
· Qala’im Balearim (Balearic Slingers): Reduced attack by 1. This unit should still be insane but it doesn’t need to be quite as powerful as it is.
· Mitnasim Numidim (Numidian Skirmishers): Reduced shield value, changed combat class to “Militia, Missile” so that its morale is lower, and balanced this out by changing discipline to “normal” so the unit retains some resilience. This unit is a bit cheaper now and worse at resisting arrow fire.
· Dorkim Alupim (Elite African Infantry): Changed to “Veteran, Noble” class so they lose their excellent stamina, keep the same morale, and gain more attack. This unit is too heavily armored to have that level of stamina for its class, though it should also be costed solidly above the other Carthaginian veterans and be a decent bit better. Given solifera as well so they end up above 2500, avoiding spam; plus their model has solifera as well so it makes sense.
· Dorkim Liby-Ponnim Alupim (Elite Liby-Phoenicians): Same change as Hypaspistai (see below) but given the high lethality axe for secondary. This should give this unit more punching power, like other elite infantry affected by such changes, helping make them more decisive in a battle.
· Iberi Scutari: Removed discipline, decreased cost. This unit has always performed a bit “up” compared to stats expectations due to discipline and soliferra, but it’s just too expensive for what it provides. 
[bookmark: _Toc81163886]Arche Seleukeia
· Elephantes Kataphraktoi Indikoi (Armored Indian Elephants): -2 armor, -1 defense skill, leaving them at 28 / 5 / 0. This unit continues to be problematically overpowered and this nerf should make them a fair bit easier to kill in melee (20-30% more likely that each melee attack generates a hit) and a little bit easier to kill with missiles. Also affects Saka and Baktria. While on the surface this unit now only has +5 total defense compared to the base Indian elephant, in practice this is significantly more because armor defense from all sides in melee. Hopefully this finally balances the unit.
· Thanvare Parsig (Persian Heavy Archers): Changed to “Militia, Missile” morale class, reduced armor by 1 and increased training to “highly trained.” This unit should now be less overbearing and rout more easily in melee, but also cheaper to bring. Also affects Pahlava.
· Toxotai Syriakoi (Syrian Archers): Changed culture from “Persian” to “Greek” so that the unit no longer gets the Persian missile discount. Armor has also been reduced from 9 to 8 and morale is now 9 due to unit class changes. This leaves the unit at nearly 1600 in cost, so the spam should be less of a problem.
· Khuveshavagan (Kinsmen Heavy Cavalry): Changed to basically be “Poor Man’s Hetairoi” rather than “Poor Man’s Cataphracts.”
· Galatikoi Tindanotae: Added back to roster.
· Uazali (Karian Warband): Changed to use medium instead of light javelins. With 4 such javelins and veteran infantry accuracy, their ranged attack should hit harder. Also affects Ptolemaioi, Pontos, Koinon Hellenon.
· Anatolikoi Phyletai (Anatolian Hillmen): Changed to have the heavier axe, 110 men, 2 armor, and superior training compared to before. 
· Arteshtar-e Kardakan (Persian Hoplites): Added.
· Hypaspistai: Replaced spear with aggressive spear and increased the attack and charge of the sword, compensating with lower defense.

[bookmark: _Toc81163887]Ptolemaioi
· Hoplitai Troglodutikes (Red Sea Hoplites): Gave “aggressive spear” stat so that this unit is a more powerful aggressive option, as well as “Veteran, Hardy” to boost morale and shock impact. This unit still has low numbers for its cost range, but should ideally be able to make up for this in resilience and high kill power for a spear unit.
· Basilikon Agema: Increased shield value to 5, cost bumped accordingly.
· Galatikoi Tindanotae: Removed from roster.
· Thraikioi Prodromoi, Peltastai: Added to roster.
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· Uazali (Karian Light Infantry): Added to roster.
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· Spendonetai Rhodioi (Rhodian Slingers): Added to roster to represent the alliance between Epeiros and Rhodes against Makedonia.
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· Ekdromoi Hoplitai: Given the “aggressive spear” and had morale corrected to the intended value of 12. This unit should be a decent bit more effective at chasing and killing skirmishers, its intended purposes.
· Thorakitai Hoplitai: Increased shield value to 5, cost bumped up accordingly.
· Spartiatai Hoplitai: Removed the “Veteran, Hardy” class and reassigned to the “Veteran, Hoplite” class. The unit is now cheaper but has worse stamina.
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· Hoplitai Indohellenikoi (Indo-Greek Hoplites): Increased to 100 men. Also affects Saka.
· Baktrioi Hippotoxotai (Bactrian Horse Archers): Gave “Hardy” quality so their charge and morale have increased; removed and reduced armor by 1. Cost is about 150 less. 
· Baktrion Agema: Same change as Hypaspistai.
· Sreni Pattya Yoddha: Reduced armor by 1, increased morale to 14 so it accurately reflects the export_units file. Basically, this unit is mostly the same as before but easier to kill off. You want to hit it with missiles. Also affects Saka.
· Hindus Pattisainya: Changed to militia quality. These units are not warrior caste but have many levies and should reflect such. Instead, this should be a reasonably costed low-end option that can fill out the ranks of the army. Fixed an error which caused this unit’s lethality to be way lower than intended (0.13 vs 0.19). Also affects Saka.
· Agema Hippeon Hellenikon, Thanvare Payahdag: Enabled.

[bookmark: _Toc81163892]Pontos
· Skuda Uazdaettae (Scythian Noble Cavalry): Changed to “Veteran, Noble” class but also gave +1 armor. This means that overall they will have less morale and attack, but also be significantly cheaper while being very resilient. Pontos now lacks a true elite cavalry unit, but has several solid Noble options, reinforcing their overall factional identity, as they similarly lack elite infantry. (Also affects Sauromatae).
· Pontikoi Thorakitai: +1 morale, but lose discipline; cost is a bit lower as well. This unit is crucial to Pontos and has been a sticking point about balancing the civ. It should still be a “strictly worse legionary” given that it’s got 1 less shield, no discipline, and no pila. However, it is still a powerful option that no other successor gets.
· Chalkaspides: Increased to 110 men, in line with other high quality phalanxes.

[bookmark: _Toc81163893]Aedui
· Tekastos: No longer “very hardy” at the current value of 4 shield. This unit is excellent and should be, but this change should reduce the extent to which they outclass Teceitos in most army compositions. Also affects Arverni.
· Kluddacorii: Increased to 110 men. Also affects Carthage, Arverni.
· Celto-Germanic Cavalry: Changed to 50 men and reduced to “Veteran” from “Veteran, Noble” quality. Gave them normal medium horses. Also affects Arverni, Sweboz.
· Solduros: Same change as Hypaspistai.
· Carnute Cingetos: Reworked to have the “Command Noble” (see Casse for more details) rather than their previous “Druid” class. Increased to 80 men and gave them elite javelin stats. You’ll have to pay a pretty penny to bring this unit and its powerful aura, but it may be worth it.
· Dunaminaca: Lose access.
· Boii Cingetos: Armor increased to 7, added discipline, removed hardy. Cost adjusted accordingly. Made factional. Same changes for Arverni; also affects Getai.
· Appea Gadotos: Spear attack has been corrected to the intended value of 8, as with similar spear units which balance their attack / defense against their secondary. Cost has been increased accordingly. Also affects Rome, Carthage, and Arverni.
· Gaemile Liguriae: Reduced to 4 armor from 6. Not sure why this was made 6 in the first place, as the armor is the same as Bataroas. The unit has been given discipline to improve its resilience and cost has been adjusted accordingly. It is intended to be in a similar cost range as Bataroas, but offer a more defensive and resilient option. Also affects Arverni, Carthage.
· Taramonnos: Increased javelin ammo from 6 to 8 to properly make this unit the “powerful skirmisher” alternative to Leuce Epos, as their low ammo meant that the Leuce Epos could still get in similar damage. With +2 attack and superior accuracy over Leuce Epos, these guys should get in much more damage. Their additional armor has been removed,  as it was originally intended as a balance decision. Between this and the unit’s slightly higher charge, it should be more fragile but more powerful.
· Pictone Neitos: Changed to a fanatic unit. Rebalanced and cost adjusted accordingly. Also affects Arverni.
· Caturige Gaedann: Increased to 4 javelins, removed discipline. Also affects Arverni.
· Botroas: Increased to 55 men. Part of an effort to push the Celts towards more of the light barbarian units which can overwhelm an opponent with numbers, but also potentially risk being more easily routed / shocked. Also affects Arverni, Casse.
· Kluddacorii: Increased javelin skill. This unit is meant to reflect the Allobroges, who are sometimes identified with the Gaesatae as well. Between this loose association and wanting to make this unit more unique and impactful, I think this should give it an interesting identity – perhaps not leading the charge, but rather being a key reinforcing unit, well set-up to take advantage of javelin opportunities, and able to tough it out a bit more with higher morale and stamina. Also affects Arverni, Rome, Carthage.
· Batacorii: Increased to 55 men, removed higher javelin accuracy as I want to keep that relatively specific to the Kluddacorii.

[bookmark: _Toc81163894]Arverni
· Arjos: Increased to 5 shield, with corresponding cost increase. This unit should be even more formidable now, but at over 2500 mnai, players will be limited to 2. Where Aedui have druids to help hold, Arverni now have a beastly unit to help them do the same.
· Dunaminaca: Lose access.
· Gain access to Celto-Germanic units; Lose access to Belgae units.

[bookmark: _Toc81163895]Casse
· Cemmeinarn: Fixed an error which gave this unit’s spears 0.13 lethality instead of the intended 0.19. Numbers were also buffed to 110 men, giving Casse the only faction with a 5 shield barbarian unit with this many men.
· Siluri Birnae: Increased to 110 men, as part of the general buffs of these units. Enabled skirmish mode and increased to 5 javelins.
· Rycalawre: Fixed an error which gave this unit’s spears 0.13 lethality instead of the intended 0.19.
· Eiras (Goidelic Noble Infantry): Reduced to 70 men. Given the small population of Ireland, these high quality infantry shouldn’t be too many in numbers. Ideally this will increase usage of other line infantry for Casse as an alternative.
· Taramonnos: Added to roster to give the Casse some more cavalry choices.
· Calawre: Assigned new “Veteran, Command Noble” class which will make them significantly cheaper than before. Also improved javelin attack and discipline, but melee attack, charge, stamina, and morale are all lower (still quite high). 
· Myrcharn: Given -1 armor, to be consistent with the Tarmonnos. This unit, however, does get 10 javelins, meaning it can hit a lot. Cost is down slightly.
· Cladaca: Given +1 armor to set them apart, removed very_hardy.
· Kluddobro: Replaced medium javelins with light ones, lowering cost slightly and giving them some semi-skirmishing ability.

[bookmark: _Toc81163896]Sweboz
· Dugundiz, Sloxonez: Increased to 120 men each. This continues the theme of buffing the numbers of some of the lighter spear units. 
· Druxtiz Xobugiska, Goudiska: Increased to 110 men. Goudiska given superior jav attack and accuracy.
· Jugundiz Xathjiska: Increased to 120 men.
· Korodrougos (Pomeranian Swordsmen): Gave “Hardy” attribute in the stats, meaning they’ll cost more, but have better stamina, +1 morale, and +2 charge. The intent is to make this unit a closer analogue to Bataroas which trades off staying power for killing power and morale, giving the Sweboz a unique power option at the low end. 
· Kirwinikos (Baltic Axemen): +1 armor. This makes the unit very similar to the Costobocii and should make the unit a bit more viable as an alternative to Sloxonez.
· Marslugoi Lugjiskoi (Lugii Swordsen): +2 armor, loses discipline, changed to an elite unit with 70 men as in original EB. This unit should be rare, more resilient to missiles than it is, etc. It also seems unrealistic that none of these guys would have helmets, either, so giving them the same armor as Teceitos seems fair. If we’re going to have this unit, it should be a serious usable option for the underpowered Sweboz.
· Woithiz Watha (Germanic Fanatics): Increased to 45 men and gave them elite accuracy with their framea / thrown spears. These guys should serve a role similar to the Callaeci now – uber-powerful at disrupting a specific part of the line, but also quite fragile against other missiles.
· Xerunoudozez (Germanic Swordsmen): -1 armor, 90 men, removed discipline.
· Dugundiz Xathjiska: 110 men.
· Dreugulozez Brunjadoi, BG: Same change as Hypaspistai.
· Druxtiz Xeruska: Removed discipline, increased shield value to 5 to make this unit more usable for its relative price/lack of armor.
· Reidonez: Increased javelin count to 5, as with the mercenary version. Cost increased very slightly accordingly.

[bookmark: _Toc81163897]Lusotannan
· Callaecae Roscaithrera, Ambakaro: Enabled skirmish mode.
· Iberi Velites: Gave correct shield value of 2.
· Cantabrae Eponereidam (Cantabrian Cavalry): Increased ammo to 10 javelins. 
· Dorkim Balearim (Balearic Light Infantry): Added to roster.
· Dunaminaca (Celtiberian Heavy Infantry): Buffed shield to 5, changed “Veteran, Hardy” to “Professional, Hardy” so the unit ends up cheaper overall with less charge, morale. Changed armor to 7 so it’s a fair amount but the unit’s still pretty affordable. They can be called the “best regular footsoldiers in Iberia” decisively now.
· Scortamareva (Lusitanian Veteran Spearmen): Reduced status to “Veteran” from “Veteran, Hardy” and granted aggressive spears. Cost reduced accordingly. With this unit being unique to the Lusotana now, it is having its cost reduced to serve as a high-defense veteran class unit in the critical 1800 cost range.

[bookmark: _Toc81163898]Getai
· Bastarnae: Increased to 90 men in order to avoid making them too cheap, plus give them a bit more resilience to missiles. Also affects Sauromatae.
· Drapanai: Increased to 110 men, removed hardy. 13 morale should be enough and these guys need to remain cheap and numerous to retain their role.
· Getikoi Hippotoxotai: Cut accuracy. Having a standard class horse archer with elite accuracy is potentially problematic. This unit should fill closer of a niche to what Armenian Horse Archers used to fill now, in the middle of the 1700s cost range with 10 morale, 3 armor, and better melee ability than other light horse archers.
· Ktistai: Removed “disciplined.” This is in line with other similar high quality horse archer units like cataphract achers. With 16 morale, this means the unit will still take a beating, but be more vulnerable to routing when mass casualties occur.
· Uirodusios: Removed. Getai don’t need access to fanatic units, let along cheap ones that they can easily protect with their powerful missiles.
· Agema Orditon: Same change as Hypaspistai.

[bookmark: _Toc81163899]Hayasdan
· Srakir Martikner (Armenian Heavy Infantry): Reduced from “Veteran, Noble” to “Veteran” class. This should free up some mnai in the Hayasdan roster and allow other units to shine more, but also reduce this unit’s power, leaving Armenian heavy infantry still somewhat inferior to counterparts.
· Kartveli Dashnit Meombrebi (Georgian Swordsmen): Removed discipline, increased armor by 1, cost changed accordingly (barely moved overall). This reflects the fact that they wear a helmet and solid leather armor properly.
· Ayrudzi Netadzik (Armenian Horse Archers): Reduced combat abilities and morale slightly and made them cheaper. With 3 armor and barbed arrows, this unit should still have a bit more killing power and resilience than other horse archers, making them still stand out against counterparts.
· Skuda Fat Aexdzhytae (Scythian Horse Archers): Eliminated from roster. This change is intended to push the use of the native Hai horse archer unit instead.
· Katpatuka Zanteush: Shield changed to smaller size. 
[bookmark: _Toc81163900]Pahlava
· Parthohellenikoi Thureophoroi: Changed to “Persian” culture, resulting in a large cost increase for this unit – about 150. This should make it more challenging for Pahlava to bring a large, relatively high quality infantry contingent along with many cataphracts.
· Asavaran-I Dehbed: Changed to kontos from xyston.
· Kofyaren-i Verkhana: Increased armor to 5, reduced defense skill. This unit is the ancestor of later Daylamite infantry, the axe-armed professional troops of the later Sassanids; it’s also one of the few solid infantry options available for Pahlava. They’ll still be quite vulnerable to javelin and missile attacks, but won’t be as hard to protect and will hold up well enough to really feel like a veteran unit.
[bookmark: _Toc81163901]Saka Rauka
· Hoplitai  Hellenikon: Another standout beneficiary from some of the armor cost changes, this unit now costs about 100 less than before.
· Agema Hellenikon: Same change as Hypaspistai.
[bookmark: _Toc81163902]Sauromatae
· Vojinos: Increased to 110 men. This is in line with the increase for basic Germanic culture spear units. This unit should now be a more viable aggressive alternative to the Doryphoroi Pontikoi.
· Thraikioi Prodromoi, Peltastai: Added to roster. Significant use of Thracian mercenaries was very common within the Bosporan peninsula; the Sarmatians should be allowed access to these mercenaries, also representing reasonable alliances they could form against others.
· Aorsi Nobles: Improved to elite accuracy.
· Alan Nobles: Reduced to professional accuracy. Cost is now almost the same as the Aorsi, it’s just a straight trade-off if you want the lance power vs. resilience and missile accuracy now. 

[bookmark: _Toc81163903]Saba 

Perpetually an under-powered faction, Saba is exceedingly hard to balance for 36k mnai armies. These changes are an attempt at further doing so, with an eye to giving the faction more ways to spend all its mnai without resorting to chevron spam or elephants and in particular improving the resilience of its high end units.
· Ethiopian / Nubian Spearmen: Increased to 120 men, in line with other light spear changes. Also affects Ptolemaioi.
· Aithiopikoi Hippeis (Ethiopian Cavalry): Slightly bumped cost but increased charge bonus and morale. Want to make this unit more hard-hitting and have a similar vibe to Reidonez in that they’re fragile but put up with more than you’d think.
· Bnei Shevet Aravim (Arabian Light Infantry): Increased to 120 men, but reduced to 10 morale; AS and Ptolemaioi will also have access, but they could use it well and have many options. Most important as an option for Saba.
· Erinamesh Ana-Aravim (East Coast Levies): Increased to 120 men, in line with other light spear changes. Also affects Arche Seleukeia, Pahlava.
· Giusim ‘Aravim im Garzenim (Red Sea Axemen): Increased to 110 men, intended to give Saba a more resilient option to counter heavy infantry.
· Lo’hamim ‘Azzilim (Sabaean Noble Infantry): Increased to 9 armor, given aggressive spear and given the new “Veteran, Noble” class. Replaced 6 light javelins with 4 medium javelins to give a more heavy infantry style feel. Cost has gone up to slightly under 2500. This will give the Saba a more resilient option for aggressive infantry to spend mnai on; they are too reliant on Ethiopian swordsmen as-is.
· Giborei Ha’Meleh (Sabaean Bodyguard Infantry): Increased accuracy quality to elite skirmisher so the unit has a support flexibility similar to Peltastai Makedonikoi.
· Abbir Erahizim (Sabaean Veteran Cavalry): Increased to 9 armor and reduced to “Veteran, Hardy” class from “Veteran, Noble.” This unit remains around the same cost and has less attack but more armor / all-around resilience.
· Bnei Shevet Aravim (Arabian Light Infantry): Changed to the “Militia, Missile” class which reduced their morale to 10; bumped unit size to 60 men as well. Ideally this unit can play a key role for Saba as a robust factional option, combined with the mercenary Peltastai, giving them strong skirmisher selections.
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