KUSHITE NUBIAN CIVILIZATION PROFILE 
by Nathan Rossman (a.k.a. Zophim) - nrossman3[at]gmail[dot]com 

Civ Emblem: Ram of Amun.
Historical Timeframe: The primary focus of this civ document is Egypt's conventional 25th Dynasty, the Ethiopian Pharaohs (c. 750 – 580 BC).

Civilization Overview:
“Now, behold, thou trustest upon the staff of this bruised reed, even upon Egypt, on which if a man lean, it will go into his hand, and pierce it: so is Pharaoh king of Egypt unto all that trust on him.”   - II Kings 18:21
Nubia, later known as Ethiopia to the Greeks, was a region that occupied much of modern-day Sudan, Ethiopia, and Somalia, and extended roughly from the First Cataract of the Nile southward through the Fifth Cataract and beyond.  The Pharaohs of the New Kingdom, for their purposes, geographically divided their southern neighbor into two parts: Wawat, or Lower (northern) Nubia; and Kush, or Upper Nubia.  Egypt and Nubia had a complex series of interactions throughout their long mutual history.  These interactions could range from amicable to hostile, as Nubia was alternately an enemy, a tributary, or a trading partner.  The economic income from Nubia to Egypt included gold, ivory, ebony, slaves, cattle, weapons, animal skins and feathers, and oils.  The conventional 18th Dynasty of Egypt had a significant Nubian strain in their bloodline, and stationed a viceroy in Nubia known as the “King's Son of Kush” to ensure the peaceful affairs of the subordinate region, while the conventional 25th Dynasty was ruled by unquestionably Nubian Pharaohs who reunited much of Upper and Lower Egypt as well as Nubia for a relatively brief time after a fractious time of divided rule by petty leaders and Libyan potentates.  The first of these Kushite rulers was Piye son of Kashta, lover of horses, whose territory spanned from Napata in the south (the seat of Piye's power) to Memphis in the north (in Middle Egypt).  Piye's son Shabaka moved his capital to Thebes in Lower Egypt, where he built many works for the god Amun, greatly revered by both Egypt and Nubia.    Taharka, one of the last great Pharaohs of this dynasty, relocated his capital from Thebes to Tanis in the Delta, and attempted to withstand the armies of Sennacherib and Esarhaddon, rulers of Assyria, but ultimately was unsuccessful and compelled to flee southward.  After Taharka's death, Thebes was sacked by the Assyrians in 664 B.C.

Notes on Warfare: 25th Dynasty armies would probably have been formed along the same lines as those of their predecessors, with a heavy emphasis on chariotry and massed archers.

Note to Players: Make good use of archers, who are relatively cheap and quickly trained.
UNIT DESCRIPTIONS

Nubian Names: Can use Egyptian.
Unit Appearance: Basically black African in appearance; most units should be barefoot.  In general, should have dark to very dark skin; inhabitants of Kush were darker-skinned than those of Wawat.
Illustration References:

Rank Notes: The following basic convention is used to display the rank for Nubian citizen soldiers.
· Basic: The unit wears a simple animal-skin (lion, leopard, cheetah, antelope) or leather waist garment.
· Advanced: The unit adds a braided protective headpiece and gold earrings.
· Elite: The unit adds an ostrich feather to the headpiece, as well as gold armbands.
INFANTRY
· Generic Name: Nubian Spearman

· Specific Name: 

· Class: Spearman. 
· Hacker Armament: 
Basic: 
Advanced:
Elite: 
· Appearance: 
· Garb: 
Basic: 
Advanced: 
Elite:  
· Helmet: 
Basic: 
Advanced: 
Elite: 
· Shield: 
Basic: 
Advanced:
Elite: 
· Figure(s): 
Basic:- 
Advanced:- 
Elite:- 
· History: 
· Garrison: 1. 
· Function: 
· Special: 
· Generic Name: Mace Warrior 
· Specific Name: 

· Class: Swordsman. 
· Hacker Armament: 
Basic: 
Advanced:
Elite: 
· Appearance: 
· Garb: 
Basic: 
Advanced: 
Elite:  
· Helmet: 
Basic: 
Advanced: 
Elite: 
· Shield: 
Basic: 
Advanced:
Elite: 
· Figure(s): 
Basic:- 
Advanced:- 
Elite:- 
· History: 
· Garrison: 1. 
· Function:  

· Special:
· Generic Name: Nubian Skirmisher

· Specific Name: 

· Class: Skirmisher. 
· Ranged Armament: 

· Appearance: 
· Garb: 
Basic: 
Advanced:
Elite: 
· Helmet:
Basic: 
Advanced:
Elite: 
· Shield:
Basic: 
Advanced:  
Elite: 
· Figure(s):
Basic: --
Advanced: - 
Elite: - 
· History: 
· Garrison: 1. 
· Function: 
· Special: 
· Generic Name: Nubian Slinger

· Specific Name: 

· Class: Slinger. 
· Ranged Armament: 

· Appearance: 
· Garb: 
Basic: 
Advanced:
Elite: 
· Helmet:
Basic: 
Advanced:
Elite: 
· Shield:
Basic: 
Advanced:  
Elite: 
· Figure(s):
Basic: --
Advanced: - 
Ultimate: - 
· History: 
· Garrison: 1. 
· Function: 
· Special: 
· Generic Name: Nubian Archer

· Specific Name:

· Class: Archer.
· Ranged Armament: 

· Appearance: 
· Garb:
Basic: 
Advanced: 
Elite:  
· Helmet:
Basic: 
Advanced: 
Elite: 
· Shield:
Basic: 
Advanced: 
Elite: --
· Figure(s):
Basic: –- 
Advanced: - 
Elite: - 
· History: 
· Garrison: 1. 
· Function: 
· Special: 
CAVALRY
· Generic Name: Nubian Horseman

· Specific Name:

· Class: Cavalry Javelinist.
· Ranged Armament: 
· Appearance: 
· Garb:
Basic: –-
Advanced: –--
Elite: –----
· Helmet:
Basic: –-----
Advanced: –----
Elite: –---
· Shield:
Basic: –--
Advanced: –--
Elite: –---
· Figure(s):
Basic: - -
Advanced: -- 
Elite: - -
· Mount:
Basic: –--
Advanced: - 
Elite: –--
· History: 
· Garrison:

· Function: 

· Special: 
· Generic Name: Egyptian Horseman

· Specific Name: 

· Class: Cavalry Archer
· Ranged Armament: 
· Appearance: 
· Garb:
Basic: –-
Advanced: –--
Elite: –----
· Helmet:
Basic: –-----
Advanced: –----
Elite: –---
· Shield:
Basic: –--
Advanced: –--
Elite: –---
· Figure(s):
Basic: - -
Advanced: -- 
Elite: - -
· Mount:
Basic: –--
Advanced: - 
Elite: –--
· History: 
· Garrison:

· Function: 

· Special: 
SUPPORT UNITS
· Generic Name: Nubian Woman 
· Specific Name: 

· Class: Female Citizen. 
· Appearance: 
· Garb: 

· Helmet: 
· Shield: 
· Figure:

· History: 
· Garrison: 1. 
· Function: - 
· Special: - 
· Generic Name: Priest of Amun

· Specific Name: 

· Class: Priest. 
· Appearance: 
· Garb: 
· Helmet: 
· Shield: 
· Figures: 
· History: 
· Garrison: 1. 
· Function: - 
· Special: - 
· Generic Name: Nubian Merchant 
· Specific Name: 

· Class: Trader. 
· Appearance: Ox-cart trader.
· Garb:  
· Helmet: None. 
· Shield: None. 
· Figure(s): - 
· Mount: 
· History: 
· Garrison:  
· Function: 

· Special: - 

NAVY
· Generic Name: Fishing Boat

· Specific Name: 

· Class: Fishing Boat. 
· Appearance: 
· Shell: - 
· History: 
· Garrison: Cannot. 
· Garrison Capacity: 1; support, infantry 
· Function: Gathering: Only method of collecting meat from fish. 
· Special: - 
· Generic Name: Merchant Ship 

· Specific Name: 

· Class: Merchant Ship. 
· Appearance: 
· Shell: 

· History: 
· Garrison: 

· Function: - 
· Special: - 
· Generic Name: War Ship

· Specific Name: 

· Class: Bireme.
· Appearance: 
· Shell: 
· History: 

· Garrison: 
· Function: - 
· Special: - 
SIEGE
· Generic Name: Battering Ram 
· Specific Name: 

· Class: Ram.
· Appearance: 
· Shell:

· History: 
· Garrison:  
· Function: - 
· Special: - 
CHAMPION UNITS
· Generic Name: Axe Warrior

· Specific Name: 

· Class: Champion Swordsman
· Hacker Armament: 
· Appearance: 
· Garb: 
· Helmet:

· Shield: 

· Figure: 

· History:  
· Function: 
· Special: 
· Generic Name: Medjay Archer

· Specific Name:

· Class: Champion Archer.
· Ranged Armament:

· Appearance: 
· Garb: 
· Helmet: 
· Shield:  
· Figure: 
· History: 
· Garrison: 1. 
· Function: 

· Special: 
· Generic Name: Chariot 
· Specific Name: 

· Class: Cavalry Archer. 
· Ranged Armament: 
· Archer: Composite Bow. 
· Driver: None. 
· Appearance: 
· Garb:


Basic: Archer:  –----- Armour: –---- Driver: –--------. Armour: –------


Advanced: Archer: –------- Armour: –------. Driver:----------. Armour: –-----


Elite: Archer: –--------. Armour: –--------. Driver:------. Armour: –----- 
· Helmet:
Basic: Archer:-----. Driver:------
Advanced: Archer: –----- Driver: –----
Elite: Archer: –-. Driver: –-----
· Shield:
Basic: Archer: None . Driver: .
Advanced: Archer: –- Driver: –--
Elite: Archer: –-- Driver: - --
· Figure(s):
Basic: Archer:  Driver:
Advanced: Archer: - –-Driver: –--
Elite: Archer: –-- Driver: –-- 
· Mount:
Basic: 
Advanced: 
Elite: 

· History: .
· Garrison:  
· Function: - 
· Special: 
HEROES
· Generic Name: Pianki Piye

· Specific Name:

· Class: Hero1. 
· Ranged Armament: 
· Appearance: 
· Garb: 

· Helmet: 
· Shield: 

· Figure(s): 
· Mount:

· History: 

· Garrison: . 
· Function: 
· Special: 

· Generic Name: Shabaka

· Specific Name: 

· Class: Hero2.
· Ranged Armament: 

· Appearance: 
· Garb: 
· Helmet:

· Shield: 

· Figure(s): 

· History: 

· Garrison: 1. 
· Function: 
· Special: 

· Generic Name: Taharka

· Specific Name: 

· Class: Hero3. 
· Ranged Armament:  
· Appearance: 
· Garb: 
· Helmet: 
· Shield: 
· Figure(s): 

· History: 

· Garrison:  
· Function: 

· Special: 

CIV CENTRE UNITS

· Melee Infantry: Mace Warrior

· Ranged Infantry: Nubian Archer

· Cavalry: Nubian Horseman

FORBIDDEN CLASSES

· Cavalry Swordsman

· Cavalry Spearman

· Bolt Shooter

· Ballista

· Heavy Warship

STRUCTURE DESCRIPTIONS

VILLAGE
· Generic Name: House 
· Specific Name: 

· Class: House. 
· Function:

· History: 
· Special:
· Generic Name: Farmstead 
· Specific Name: 

· Class: Farmstead. 
· Function: 
· History:

· Special:
· Generic Name: Farm Field

· Specific Name: 
· Class: Field. 
· Function:

· History: 
· Special:
· Generic Name: Corral 
· Specific Name: 

· Class: Corral. 
· Function:

· History: 
· Special:
· Generic Name: Mill 
· Specific Name: 
· Class: Mill. 
· Function:

· History: 
· Special:
· Generic Name: Outpost 
· Specific Name: 

· Class: Scout Tower. 
· Function:

· History: 
· Special:
· Generic Name: Dock 
· Specific Name: 
· Class: Dock. 
· Function:
· History: 
· Special:
· Generic Name: Barracks 
· Specific Name: 

· Class: Barracks. 
· Function:
· History: 
· Special:
TOWN
· Generic Name: Tribal Assembly House

· Specific Name: 

· Class: Civ Centre. 
· Function:

· History: 
· Special:
· Generic Name: Temple 
· Specific Name:  
· Class: Temple. 
· Function:

· History: 
· Special:
· Generic Name: Metalsmith

· Specific Name: 

· Class: Blacksmith. 
· Function:

· History: . 
· Special:
· Generic Name: Market 
· Specific Name: 

· Class: Market. 
· Function: 

· History: 
· Special:
· Generic Name: Defense Tower 
· Specific Name: Dida 
· Class: Defense Tower. 
· Function:

· History:

· Special:
· Generic Name: City Wall 
· Specific Name: Dida 
· Class: Wall. 
· Function:

· History: 

· Special:
· Generic Name: Wall Tower 
· Specific Name: 

· Class: Tower.
· Function:

· History: 
· Special:
· Generic Name: Wall Gate 
· Specific Name: 

· Class: Gate. 
· Function:

· History:

· Special:
CITY
· Generic Name: Fortress 
· Specific Name: 

· Class: Fortress. 
· Function:

· History: 
· Special:
SPECIAL STRUCTURES
· Generic Name: Cavalry Stables 
· Specific Name: 

· Class: Stables
· Function:

· History: 
· Special: 
· Generic Name: Royal Palace 
· Specific Name: 

· Class: 
· Function:

· History: 
· Special: 
WONDER
· Generic Name: Great Temple at Jebel Barkal

· Specific Name: 

· Class: Wonder
· Function: Brings glory to your civilization and adds large tracts of land to your empire.
· History: 
· Special: 

NEW STRUCTURE TRAITS
Territorial Tribute (inw): When constructed, the Palace bestows a benefit whereby the player's Metal resource

increases by a very small but continuous trickle. The rate is dependent upon the number of terrain tiles (territory)

under the player's dominion; the larger the player's territory, the greater the income of Metal resource. The player

cannot build more than one Palace at a time, and the destruction of the Palace removes its effect.

CIV BONUSES
· CB1 
· Generic Name: Land of the Bow

· Specific Name: Ta Seti

· History: 
· Effect: Nubian archers can be trained more cheaply and quickly than any other Aristeia archer unit.
· CB2 
· Generic Name: Breeders of Horses

· Specific Name 

· History: 
Effect: Horses can be captured and garrisoned at the corral. As long as an animal remains at the corral,

the resource cost of training equine units is reduced by a fixed amount of -5% per respective animal

corralled. The corral bonus maxes out at 5 of each animal, regardless of how many additional animals are

corralled.
TEAM BONUS
· TB1 
· Generic Name: Riches of Kush

· Specific Name:

· History: 
· Effect: Allies receive a small but steady trickle of metal income over time.
TECHNOLOGIES
· Infantry: 
· Cavalry: 
· Naval: 
· Siege: Below average.
· Economy: 
· Farming: Above average.
· Fishing: Above average.
· Mining: Above average.
· Lumbering: Below average.
· Hunting: Excellent. 
· Land Trade: Above average.
· Naval Trade: Average.
· Architecture: 
· Defences: Average.

SPECIAL TECHNOLOGIES
· ST1 
· Generic Name: Composite Bows

· Specific Name: 

· History: 

· Effect: 
· Special: Greater range and pierce for all archer units.
· ST2 
· Generic Name: Cult of Amun

· Specific Name:

· History: 
· Effect:
· Special: Increased healing rate and range for priests.
· ST3 
· Generic Name: Frontier Fortresses

· Specific Name:

· History:  
· Effect: 
· Special: Increased hitpoints for Fortresses.
AI PLAYER NAMES
Alara

Kashta

Pianki Piye

Shabaka

Shabataka

Taharka

Bakare
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