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6 1 INTRODUCTION

1 Introduction

COSMOS is a generic computer system for running play-bgédl)(war)games (it is an acronym for COnflict Simulation
MOderation System). COSMOS Fantasy is the term for the fpdl@vour of COSMOS games set in fantasy worlds.
Each COSMOS Fantasy scenario has its own name such as ‘ftahikon”, “Jethelbish”, “War of the Dark God” or
“Throne of Cofain”.

COSMOS Fantasy exists in two versions: The “advanced” garand the “basic” version. The latter is, as the names
suggest, a simpler version of the former. This does not nearttie basic game is not complex, it is merely a little less
complex than the advanced game. The basic game is made simgitdy through the omission of some rarely used (or

often misunderstood) options available in the advancedegamd a simpler mechanism for handling navies. It is a good
idea to play the basic game before trying the advanced gaspecrlly if you have not played too many other strategic

fantasy play-by-mail games.

This rule book describes the rules for the basic game.

The aim of COSMOS is to simulate a game world. If this simolativas perfect, you would not have to read any rules at

all, you could use your “common sense”. The simulation pitediby the system is (alas) not perfect, so the abstractions
in the game system may produce situations where your comersesloes not apply. The game system is designed to
allow the players to act as intuitively as possible withia framework of a computer moderated play by mail game, but

there are limits. This is one reason you have to read thess.rlihe other (and most important) reason is to understand
how you specify what you want to do in the game and how to imé&tihe reports you get from the system.

1.1 About these rules

This rule book contains no lists of unit types, items, najat cetera The game-specific rules can be found in the
scenario description of the game and in the unit type talolethe scenario and/or will be issued to players as the game
progresses in the form of “blurbs”. A “blurb” is a descriptiof some specific thing found in the game such as a specific
unit type or a specific location. As the game progresses andigd out more and more about the game world you will
get “blurbs” with your turn reports describing the thingsiyaiscover.

As the COSMOS system allows for considerable detail and ¢exitp in the simulation, these rules are necessarily very
detailed. However, they are organised so that on a firstmgathie reader may skip sections that cover special rules and
technical details. Sections marked with an asterisk (*ta@orspecial rules that are not necessary to understandatie b
mechanics of the game. You can safely skip these sectiongist @ading.

The description of the orders you can use in the game areesedih many different places in this document. To find the
description of a specific order you can look it up under its eamthe index at the end of the rule book. You can also look
in the index under “orders, descriptions of” to see an algkiaél list of all the orders described in the rule book.

1.2 How does COSMOS play-by-email/web work?

Here follows a fairly detailed description on how to play Q@SS games, for the benefit of readers unfamiliar with the
concept of play-by-(e)mail/web.

The game is run by a game-master (GM) who uses the COSMO Srsystmanage a game world.

At the start of the game, after all players have chosen natigyu will receive a set-up report (report for “turn zero'tioé
game), including a map of the little of the world you can sebe Teport is much like all other turn reports you receive,
except that there is no event report and the “blurbs” seaifdhe report is larger than usual, giving you information on
all the special rules on your nation, your units and their @y What you do then should be essentially what you do in
every turn of the game, as detailed below:

1: Examine your status.

Look at your map, map notes, status report, event report iaidds”.

The map and map notes tell you what you can see.

The status report describes the state of your nation inctudnits, items, locations, resources and your policieatdg/
other nations. From the status report you will be able to s®e iany resources you produce and use and what your
current pool is. This is very important, you don’t want youits to dissolve due to lack of food or your castles to falbint
disrepair. The status report will also tell you how many esdeu can give your nation and its units next turn.
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The event report tells you what happened during the last fthis is very detailed and may take some time to read if you
have a lot of units doing different things.

The “blurbs” (if any) gives you detailed information on nel@rns and unit types you have come to know of or posses. If,
for example, you just found a “Lamp of Aladdin” you will reeeiinstructions on how to use it to summon a Genie and
on what Genies can do.

2: Decide what you want to do.

You might need more resources and thus want to conquer sarde Y¥ou might have the resources but need a greater
army. You might be searching for some specific item or locati¥ou might be waging a war on some other nation.
Or you might be doing all this (and more) at once. You mustdkegihat to do with the units and resources you have.
Remember that you can only give a limited number of ordergosomay have to concentrate you efforts in some areas
at the expense of some other areas. Generally, you shouldl tnaximise your chances of survival and your point score
(and how you do that depends on your nation).

3: Negotiate with other players.

You may need to coordinate your actions with your allies. ¥oay want to threaten an enemy to keep his troops out of
your lands. You may want to trade resources with other play@®SMOS provides a messaging system to communicate
with other players through the game, but that is useful iydon “in character” diplomatic broadcasts and you will have
to do any serious negotiations outside the game (usuallyriajle

4: Write your orders.

Hopefully these rules document the order syntax and the nwesmon orders in sufficient detail for you to write a set
of orders. Rules “blurbs” received with the reports fromlieaiturns will describe any special orders available toryou
nation or your units.

Usually you will be writing your orders directly in the ordemtry interface on the game website, but some players pgrefer
write their orders in a text editor while offline and then camd paste them into the order entry form to submit them. The
order entry page can generate a template for you, showingriteand locations capable of receiving orders, including
some basic information such as their position, any pendidgrs from last turn and the composition of forces.

5: Submit your orders.

The orders will be checked for syntactic errors (and somencommistakes) when you submit them. The order entry
page will display your checked orders and report any erretsaled, as well as the state of your position after the erder
have been given, showing which units and locations haversfdethe upcoming turn. Then you may revise your orders
and submit the revised version, inspect the result and gwaghin and so on until you are satisfied.

6: Wait for your next set of reports.
Cross your fingers that your plans work out and wait for yowut set of reports!

1.3 Players and nations

A player is someone who patrticipates in the game. In the gaonkelythe player controls a nation (or “position”). When,
in these rules, something is said to belong to a player, liyre@ans that it belongs to the nation controlled by thayeta
When e.g. a player is said to have a policy towards anotherat tourse the nation of the player which has that policy
towards the nation controlled by the other player.
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Figure 1: A schematic map.
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2 The game world

The game world consists of many components. The first of tieetige “land” or “space” in which the game takes
place, the physical boundaries of the game universe. Asaheeginiverse is essentially two-dimensional (and may be
graphically represented as a 2D map), it is calledritaga The map is divided into hexagons, see secfidnfor more
information on the map.

On the map are various locations such as cities and castieseTcan contain other locations (such as a temple within a
city), units, itemset cetera Locations are described in sectidr2

The basic playing pieces of the game world are called unitsstMnits are able to receive and execute orders and the units
are thus the basic tools the players have for getting eviagyttone. Usually units will be things like armies or heroed a
other characters. Units are described in sec?i@n

All other unique objects in the game world are items. Itenessaich things as swords, magic lamgisgcetera They are
described in sectioB.4.

Each map hexagon, location, unit or item has a unique ID namibéch is used when referring to it. Typically all
hexagons have ID numbers less than 1000, all locations amdihave ID numbers between 1500 and 2999 and all units
have ID numbers from 3000 and up.

2.1 The map

The map defines the physical limits of the game world. The mativided into hexagons. In these rules a hexagon is
called a hex for short (one hex, more hexes). Each hex hagjaeinumber that is used whenever a reference to a hex is
needed (such as when the exact position of something mugeloéisd).

The COSMOS map is rectangular. It consists of a number ofneotuof hexes, where every column contains the same
number of hexes. The direction from the bottom of a columnarols the top is north and the other directions of the
compass are defined in the usual way. See figure

” o w "o

A hex has aerrain that determines the type of the hex. A terrain may be somgtiia “woods”, “mountains”, “ocean”
et cetera. The terrain of a hex affects movement, combéjhtis and resource production. See fig@réor a map key.

A hex may be owned by a nation. That nation receives the ptamufrom the hex and gets reports on (most of) what
goes on in and around the hex.

2.1.1 Directions

There are six main directions on the map, correspondingedéxagonal grid. Each direction has a one- or two-letter
abbreviation that can be used when specifying how unitsldhmove. The directions are North (N), Northeast (NE),
Southeast (SE), South (S), Southwest (SW) and Northwes!) (ISéé figures.
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Figure 2: Map key for COSMOS Fantasy (basic games).
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Figure 3: The COSMOS compass.

2.1.2 \Vertical positions *

A complete position in the map also includes vertical poniffheight/depth). There is three vertical positions: atef
over and under. “Surface” position is the normal positiorunits and features. “Over” position is for the purpose of
calculating distances otmalf hex over “surface” position while “under” is ofmalf hex under it. The notation for vertical
position is as follows: Before the hex number of the positibiere is an “0” (letter O) if the vertical position is “over”
or a “u” if the vertical position is “under”; if there is no ket “0” or “u” before the hex number, the position is a surface
position.

Examples:
0125is over hex 125.
ul25is under hex 125.
125is at the surface position of hex 125.

Vertical position affects terrain. The basic terrain of & fgethe terrain at the surface position. In a hex with basiate
“woods” or “mountains” the terrain at the “over” position wid be “air” while the terrain at the “under” position would
be “underground”. The terrain “under” a “lake” hex is “lakettom” while the terrain “over” a “lake” hex is “air” (in fact
the terrain at the “over” position of almost any terrain inaathsy world is “air”, the one notable exception being hexes
with “elemental” terrains such as “elemental fire”).

A unit will in general be destroyed if it falls or sinks from @wertical position to another, i.e. from “over” to “surfdce
(which is common when a dragon drops you from great heightjaon “surface” to “under” (which is common when
you suddenly find yourself in the ocean without a boat).

Most units are only able to travel on the surface of the ganrédvamd thus the vertical positions are only used by special
(flying or burrowing) units.

Remember to take vertical position into account when catg distances moved, the range of spells or viewing ranges
For the purpose of determining ranges just add one hex todhiedmtal distance between two positions if one is at the
surface and the other is not. For a move between the surfaitiopmf a hex and a non-surface position in the same hex,
the distance is 0.5 hex and thus the time it takes is only halfime it takes to move a hex horizontally (rounded up). For
a move between a surface position in one hex and a non-sydaiton in an adjacent hex the distance moved is 1.118
hex and the time it takes is thus the time for a horizontal nmouéiplied by this factor (rounded up).

2.1.3 Features
There are two kinds of features that may be on the map: tefeainres and locations. Locations are marked by icons
near the bottom of the hex. They are described in more dataéddtion2.2 below.

Terrain features are features like rivers and roads, ankeuloications they are marked on the map at their actualipasit
within the hex.

Rivers run along hex sides and impede movement between (eess river hex sides).
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Bridges and fords cross rivers at some hex sides. As in feat Is easier to cross a river at a bridge than where the river
runs deep.

Roads run between hex centres. Movement between two pas@t@nnected by road is in the special “road” terrain which
for most units mean that they can move quicker than in thesuarding terrain.

Bays and are located at hex sides and indicate where unitembgrk on ships or disembark and land.

Beaches are mainly for decoration although some nationsogimg shallow-bottom boats may be able to embark and
disembark over beach hex sides.

Some terrain features boost the resource production ofeke h

2.2 Locations

Locations like cities and castles are identified by uniquenlinbers. They occupy some position (a hex or another
location) which is known as the “outside” position of thatddion. The “inside” position is of course inside the looati
and it may have a different terrain than the outside posifidre distance between the inside and outside positionsas ze
so movement between the two takes no time.

Various attributes of locations are:

ID number - This identifies the location both as a position for movenaet for other purposes.

Name - The name of the location such as “Castle Arrgh”, “Crypt &f #night” et cetera The name is not alway unique
and can therefore not be used to identify the location, fangXe there could be several locations named “Volcano”.

Owner - This specifies which nation owns the location and thus veseiny production, pays any upkeep, and receives
any victory points. A location need not have an owner.

Production and upkeep - The location may produce resources for its owner and/ormaayire upkeep (resources to be
paid each turn).

Resource cost- The original resource cost for creating the location antiie resource cost for expanding it, if it can be
expanded.

Interior size - This limits the combined size of the items/units/locatidhat may be in the location. For large locations
this may be “infinite”.

Interior terrain - The terrain inside the location. This determines whichisumay enter the location (not everyone can
enter a volcano...) and sometimes what they may do theree Smations have no special interior terrain stated in
their descriptions. Such locations have the same terrdimest®rrain they are located in, e.g. a stone circle located
in woods has interior terrain “woods” while a stone circledted in hills has interior terrain “hills”.

Influence on control - Many locations influence attempts to control their posifice. they prevent enemies from gaining
control of the hex or location they occupy). See secfidriL

Some locations have the following additional attributes:

Size/strength increments- Mostly relevant for cities, this is how large (in terms ofqutation) or strong the location is.
Resource production and upkeep are proportional to the auoftsize/strength increments, as are victory points
awarded for owning cities. Lack of resources for the upkdeplocation may reduce its size/strength while special
actions may increase its size/strength at a certain res@ost per increment.

Fortifications - Castles and some cities have walls to aid their defencdifiEations are described in sectid®.
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2.3 Units

Units usually represent living beings and are the entitied o most things in the game. A unit owned by a nation
receives instructions from whoever controls that natiolhuAits obey their instructions if it is at all possible.

A unit always has @ype Typical unit types are “Light infantry”, “Knight”, “Wizad” or even “Cattle”. Each unit type is
characterised by a number of things such as how many indilddhere are in the unit (there might be 50 men in a typical
“Light infantry” unit but there is only one knight in a “Knighunit), which terrains it may move in and how fast, which
attack capabilities and defences it has (see sedfo®, what the upkeep of the unit ist cetera The type of a unit also
determines which kind of things it can do (the Light Infantennot summon demons, for example).

The attributes of most unit types are listed in tihét type tablef the scenario. Information about non-standard unit
types and about the powers of e.g. leader unit types are atitmaity issued to you whenever your nation first acquires a
unit of that type, or first acquires the ability to create arvét units of that type. For many unit types this will be a¢ th
start of the game. Some times you may during the game enaaurite which can be bribed, hired or magically charmed
to join you and then the you will receive the correspondinig type blurbs.

A unit may be different from other units of its type. There alwious differences like the ID number of the unit or the
number of individuals in the unit. Some units also have ueigames, i.e. a unit of type “Knight” may be called “The
Black Knight” or “Sir Alogaine” if it is special in some way dhe player owning it has decided to name it. A unit may
also acquire special abilities during the game.

In the reports generated by COSMOS a unit is identified byDtauimber followed by one or two letters identifying its
owner (each nation has a unique letter code) if it has anypaise, and possibly its type if this is not obvious from its
name:

3192(0Q) Sir Alogaine (Knight)
3193(0Q) The Black Knight
4319(EK) Light infantry
5013(FH) Temple Guards (Light Infantry)

2.3.1 Summary of unit type attributes
The following is a summary of the most important unit typeibtites:

Class - The class of a unit determines the type of individuals thatimthe unit. The class of unit type “Knight” would
be “Human” while the unit type “Warhorse” has class “AnimaDther unit classes may be “Elves”, “Demoret”
cetera

Number of individuals - The number of individuals in a standard unit. If this is mtran 1, the unit is a “mass unit”
(otherwise it is an “individual unit”). This makes a differee in many aspects of the game (combat is one example).
Itis possible for a “mass” unit to have only one individudistdoes not make it an “individual” unit, merely a very
small mass unit. If a mass unit can be created/recruitedrinbla sizes it has a minimum and a maximum allowed
number of individuals.

Wound points - The number of wounds an individual of the unit may take befoeing destroyed. Wound points are
abbreviated “w.p.” in game reports.

Individual size - The size of each individual in the unit. This is given in alst units of measurement like all other sizes
in COSMOS. A human is size 4, a dwarf size 2 and a horse sizer @fmple. The size of a unit affects many
things in the game, among these how much room it takes up atitots with limited space and how many (and
how large) individuals may attack it at a time.

Weight - The weight of each individual in the unit, in abstract weighits. The weight is important if incapacitated
members of the unit have to be carried around.

Carrying capacity - The maximum weight that each individual of the unit may garr
Regeneration - How fast a unit regenerates wounds it has suffered.

Awareness - How good the unit is at spotting things. A standard unit haaraness rating 100, higher is better and lower
is worse.
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Terrain familiarity -How familiar a unit is with different terrains. A dwarf mighe familiar with mountains but no so
familiar with swamp. Familiarity with the terrain deternemhow well a unit performs in that terrain when fighting,
searching or the like. It also affects initiative (see satt.2).

Move costs - How fast a unit moves in different terrains. This is giveraamovement cost hex, i.e. how long it takes a
unit of the given type to move a full hex in the given terraindacumbered). If a unit has no move cost for a terrain
it cannot enter or move through that terrain. For riversg$aend bridges the move cost is the time which must be
added to the normal move cost when crossing a hex side withfeatures.

Cost - How many resources (see secti@nt would normally cost to create a standard size unit of tivergtype. The
cost given in the unit type “blurb” is the one applying to mpkyers, but it may actually cost more for a given
player to create or recruit the unit, or in rare circumstantmay cost less.

Upkeep - This is the resource cost each game turn for a standard sizdfithe upkeep cannot be met, the unit will be
dissolved.

Influence of control - Most mass units and a few very special individual units igrfice attempts to control their position
(i.e. they prevent enemies from gaining control of the hebocation they occupy). See sectitd.1

Combatrating - This is discussed later under combat, see sedtios.2 Players only know the “overall combat rating”
of the different unit types, not their exact combat abiéitie

2.3.2 Effective presence *
In some aspects of the game #iféective presencef a unit is used. This is a number that expresses how muchnibhe u
can influence its surroundings.

The basic effective presence of a mass unit is computed lasvidl The number of individuals currently in the unit is
divided by the number of individuals in a standard unit ofsitze. The basic effective presence an individual unit is one
(although most individuals have no effective presence #iemodifications below).

The basic effective presence is multiplied by the unit'sreatcombat efficiency factofsee sectiori5.3 which is a
number between 0 and 1, usually expressed as a percentageaediiting number is then modified by the following
cumulative special modifiers:

1. Units which do not “influence control” have no effectiveepence. This means most individual units have no
effective presence.

2. The effective presence is halved for a unit which has atlyefactics “flee”, “avoid” or “defend” (see sectid’.6
or which has no attacks its tactics allow it to use.

3. The effective presence is halved for a unit which is eiteerpid” or “mindless”.

4. The effective presence is halved for a hidden unit (setBoset8.2).

Example:
A Light Infantry unit (standard size: 50 individuals) of 6@dividuals with a combat efficiency factor of 75% and the
tactics “attack” has an effective presence of 0.9 (60/5@$i1®.75).

2.3.3 Major characters *

Major characters are individuals who fate has given a speat@ain shaping the events of their world. In game termstauni
representing special individuals such as nobles, heroesages and having the ability to gmesting(see sectior20)
are known asnajor characters Most scenarios imposeraajor character limiton each nation: this is the maximum
number of major characters that the nation may have at antirmeereflecting how good it is at attracting extraordinary
individuals.

A recruit order (or any of its variants) which would bring thember of major characters above the limit for the nation
will fail. Note that the major character limit is checked whe recruit order is commenced and when it is finished, so
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while it is possible to start multiple simultaneous recariders for major characters beyond the limit, the major atizr
limit will be enforced when the orders finish and thus soméefrecruit orders will fail (and resources used will be lost)

Fate also protects major characters from being slain byetbbgesser importance except through carelessness. A major
character unit not in quest mode who is attacked by anyoneyihimg except another major character (e.g. by a mass
unit or a strike spell) can in a single attack not take damageeding half the full wound points of the unit. This means
that with a conservativiteewhenevel of more than half its full wound points (see sect®ia major character unit cannot

be killed except by another major character or while qugstin

2.4 ltems

Items represent objects which are movable. Unlike unity thay not “do things”. Unlike locations, they may be moved
around. Iltems may bestow special advantages or disadwentagunits holding them, e.g. a magic sword may boost the
attacks of a knight.

All items have a unique ID number and a name. In reports they &so locations) look like this:

Magic Sword [1234(0Q)]
Excalibur [1342(EK)] (Magic Sword)
Altar [1145]

i.e. the name of the item followed by the ID nhumber and thédlstof the nation that owns the item (if any), and possibly
followed by the type of the item if it is not obvious from itsma.

Items may have some of the same attributes that locatiores (s@e sectioR.2) except the interior terrain and interior
size. In addition to this, items also have size and weight,ljke units.

Players will receive rules “blurbs” on the items they cohtmromay create.
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3 Orders

Players specify what their nations and units should do bingithem orders. Some orders govern the general actions of
the nation and are not given to any unit in particular (in isech it is described exactly what a nation is in this game).
These orders are calletation orders Examples of nation orders are orders that specify poliwesrds other nations

or orders to build new castles. Most orders are given to fpeniits, and these are calleahit orders Examples of unit
orders are movement orders, magical spells, recruitmemwfunits and change of tactics. Some types of locations such
as cities and castles may also be given orders, such ordermbedlocation orders Examples of location orders are
orders to improve or repair fortifications.

3.1 Order syntax

The general format of a single order is:

namearguments

where name is the name of the order, i.e. “move”, “tacteistetera and theargumentsspecify exactly where to move
to, what tactics to uset cetera The order name and any arguments must be on the same lin@adry only write one
order per line.

Example:
move 125 124 123

This order specifies that the unit should move from whereti isex 125, then on to hex 124 and hex 123.

Another example of an order may be
flee

which tells a unit to immediately flee. As this is enough imf@tion for the unit to act on, there is no need for any
arguments. Still another example may be

tactics attack
which specifies new tactics for a force. An example of an ofitl@rhas more than one type of argumentis:
policy 12 enemy

The first argument is the nation number (12 in this case) amdélsond is the new policy towards that nation. Note that
the two arguments are separated by a space. You can alsomsgsdo separate arguments.

Itis important always to give the arguments in the right orespecified in the order description.

A few orders can take other orders as arguments. As you cgnwaite one order per line, a special syntax is used to
indicate that some orders belong together as argumentsrezading order. Here is an example:

recruit 1

orders:
move 125
join 3120

This tells the unit to recruit a new unit of type 1 and to give tiew unit orders to move to hex 125 and join the force
of the unit 3120. Orders are marked as belonging as an argum#re preceding order by writing the special keyword
“orders” followed by a colon :“ on a line by itself immediately after the first, “outer” ondend a period (dot) " on a

line by itself after the last, “inner” order. It is usually @a@d idea to indent nested orders like in the example aboige, th
makes the orders easier to read. However, email playerddshote that the system does not care about indentation, it
only looks for the 6rders:” keyword and the period.
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Figure 4: An example of a complete set of orders. A headerdpezifying your nation number is optional but recom-
mended.
nation 1:

policy 12 enemy
policy 10 ally

3102:
recruit 3 100
orders:
join 3102

move 125 124
search

3115:
tactics attack
move 124

3203:
move 47 48 74 99 1216

1216:
improve strength 3
improve rating 1

Itis possible to have several levels of nested orders such as

repeat 3
orders:
recruit 1
orders:
move 125
join 3120

which tells the unit to repeat the recruit order from befémee times.

How do you specify which units or locations should receivécitorders? Simply by writing the ID number of the unit
on a line by itself before its orders:

3102:

move 125 124 123
search 4

tactics flee

These lines gives three orders to unit 3102. If you give theesanit or location orders twice in a turn (by mistake),
the second set of orders will simply be appended to the fifshelunit or location already has pending orders from the
previous turn, new orders will simply be appended to thergoif want to remove pending orders you must usectbar

or breakorders described in secti@1.2

You write your nation orders before any orders to units oatmns. Thus a small but complete set of orders might look
like the set shown in figuré.

Some arguments are optional and have a default value sdpydia may write an asterisk" in place of such an argument

if you want to use the default value. If the argument wouldhzelast one on the order line you may simply omit it rather

than write an asterisk. As an example, consider the “réconiter which takes three arguments: a unit type number, a
number of individuals to recruit and a set of orders to bemgigethe new unit. The last two arguments are optional and
in the examples above the number of individuals was omiedH{ unit type has a default number of individuals). The

order could have been written as follows:



3.2 Administration points 17

recruit 1 *
orders:
move 125
join 3120

But as the asterisk is the last argument on the order linenitbbeaomitted and it was in the first version above. Another
example:

donate * 3104

which donates all resources the unit possesses to unit 3164 the asterisk is necessary as the omitted argument (the
amounts and resources to donate) is not the last on the line.

Units described as “stupid” (such as animals) can only vecaid execute certain (administrative) orders. The ordgisr

a stupid unit may execute are the following: “mytacticsgify”, “myname”, “myalias”, “clear”, “break” and “insert”.

3.2 Administration points

Most of the orders you give will be given to your leaders oreotbharacters, but it is possible to give orders to any type
of unit. Each unit has anrder allowance a maximum number of “free” orders you can give it each tunel(iding
orders given as arguments to other orders). Any orders govarunit beyond its order allowance must be “bought” with
administration pointsAll rulers, military leaders, spell casters, heroes andtis have an order allowance (from 2 to 7),
as do scouts. Mass units in generalred have an order allowance, so what you can do with your armigereis on the
number and quality of your leaders and beyond that on how radnyinistration points you have.

Note that only units which exist at the beginning of the tuawénan order allowance, units created during a turn cannot
“use” their order allowance until the next turn. This doesmean that units cannot receive and execute orders the same
turn they are created, it merely means that orders givengasramt to theecruit order to be passed on to the new unit
count towards the order allowance of the recruiting urot,towards the order allowance of the not yet created unit.

Nations do not have an order allowance, nor do locationspg@aders you give to your nation or your locations will cost
administration points.

The number of administration points you have is known asatrainistration limitof your nation. The administration
limit reflects the current administrative power of the nafiie. the efforts of all the scribes, wardens and other omisiof

the governing power. Each administration point “buys” orgeo, thus a nation with 15 administration points may issue a
maximum of 15 orders per turn in addition to the orders whath#ithin the order allowances of its units. Administratio
points are not saved from turn to turn if you do not use them.

The administration limit of a nation is calculated as followMost nations have some basic administration points (this
ensures that you can always issue some orders). Add two &tiration points for each hex in which the nation has a
functioning castle (see sectidB.2. To this is added some points for each non-questing, n@mfieruler type” unit the
nation can muster, typically 3-4 administration pointsdach (see sectidh5about rulers). Finally there may be special
units, locations or items which add to the administrationitli

Some special orders do not count towards the order allowahcaits or the administration limit of the nation. An
example is such an order as “name” which has no real effetieigame except providing atmosphere. If an order does
not count towards order allowances and the administraitioit it will be mentioned in the order description.

The order in which you write your orders for your units is imfamt if you have miscalculated how many administration
points you use. If you run out of administration points angess orders will be ignored.

Example:

The Great Kingdom has a basic 5 administration points eachpius 4 points for each non-questing, non-fleeing Noble
it controls. One turn, the Kingdom has three nobles and twe$eontaining castles for a total administration limit af 2
(5+3x4+2x2). The nobles each have an order allowance of 6 orders atitefarore the nation controls two Generals
each with an allowance of 4 and three Captains each with awatice of 2. So if all the characters use their entire
allowance and the 21 administration points are fully wilisthe player controlling the Great Kingdom can give a total
53 orders that turn (86+2x4+3x 2+21).
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4 Sequence of play

A COSMOS game is divided into game turns. Each turn all peyeay give orders for their nations and the locations
and units under their control. The orders of the players eded the system and a turn is run. The players then receive
reports describing the events of the turn and can issue©fdethe next turn based on these reports.

The turn is divided into five main parts:

1. Units, locations and nations receive new orders (passiloldifying pending orders from last turn, but usually just
adding to them).

2. Nation orders (such as policy changes) are executed.

3. All the events of the turn take place, including actionsioits and locations, and battles.
4. Things that happen “at the end of the turn” happen.

5. Siege status for locations is updated (see sedfrof).

6. Resources are produced and upkeep is paid. The conseguwénnsupported units, items or locations are resolved.

To allow events and actions to be semi-simultaneous andde ahits to perform multiple actions during a turn, part 3
(the event part) of each turn is subdivided into a numbg@hafsegtypically 24). A phase is a small unit of time (the time
scale depends on the scenario). During each phase, theifudioccurs:

e Unit morale is updated (it is halved and any leadership b@added, see secti@?).

Siege status for locations is updated (see sedtiof).
e All locations and units execute one phase of actions.

e Battles occur where enemy units are within zero distanced ether.

“One phase of actions” is either one phase worth of specifiddre or one phase worth of waiting. Units and locations
are allowed to perform their actions in order priority andiative order (see sectiof.2). It is possible that the actions

of a unit can trigger an event which another unit is waiting(fssing one of the special orders described in se@ibd

and if that “triggered” unit is the faster of the two (i.e. @& higher priority orders or better initiative) it will ged tlo

its actions before the first unit gets to finish any remainictipas that phase. Note however that a waiting unit trigdere
into activity by an action which has taken more than zero tivilenot get to do any actions until theextphase because
waiting for the triggering action has used up the phasetfieetrigger happens at the very end of the phase when it is too
late to do anything).

4.1 Execution of orders for units and locations

Locations and units execute their orders in the action ghalee orders of a particular entity are always executedan th
sequence they were given, but different entities will exectleir orders in parallel (at least in principle).

Each order takes a number of phases (sometimes zero), sbraaynstart an order in one phase and finish it in a later
phase. Orders may carry over from one turn to the next in thig we. after the last phase of one turn follows the first
phase of the next turn. Orders given to the unit or locatioth@next turn are simply appended to any orders from this
turn it has not yet executed. In the status report, you camvbésh orders each of your units and locations still have left
to execute. Orders which are partly executed are markedthathword “begun” and the number of phases it will take
before the next part of the order has been completed (in emescthis may be zero phases which means that the order
will complete in phase one but take no time, leaving the réphase 1 to do other orders).
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Example:
orders: recruit 15
orders:
join 3101
(begun-10)
move 123

This indicates that the recruit order will finish in anoth@rghases and then the execution of the move order can start in
phase 11.

NOTE: An order is only considered “begun” when it is listed as sustime orders execute in multiple steps which take
one or more phases each and for each step the order is splib ibyt “breaking off” the first step as a separate one-step
order and modifying the original order to only contain theneéning steps. Theearchandwait orders are examples of
such orders, so e.g. &éarch 5” becomes agearch 1”, which is immediately executed, followed by adarch 4”
which is executed the following phase (where it will be sptice more). Even though the order originally writtenhas
been begun, the broken-off part containing steps to be ¢éx@tater inot considered begun and will not be listed as such
(it can be important whether an order is begun when cleanimgaalifying orders, see secti@i.2.

Example:
The most important example of a step-wise order istlogeorder. Consider the order

move 123 124 125

which tells a unit to move first to hex 123 and then to hexes 1@#125. When a move order is executed the first
position in the list of positions is removed from the oridineder and placed in a separate move order, so the order above
is expanded to

move 123
move 124 125

and the fist of the two move orders is then begun and the umi steoving towards hex 123. Say this happened near the
end of the turn and the first move is not finished when the tuds ehhen the pending orders may be listed as follows in
the status report:

Orders: move 123 (begun-2)
move 124 125

and thus it is possible to useckear order (sectior21.2) to remove the non-begun part of the original move orderavhil
retaining the part which is already begun.

When a unit finishes executing an order that took any timestused the phase and cannot continue executing orders,
even if its following orders are orders that take no time. adther hand a unit may execute any number of orders that
take no time before starting an order taking time.

Example:
A “search 1” order takes one phase to execute while a “tdaticker (used to change tactics) takes no time. So assume
that a unit has the orders

search 1
tactics defend
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then the search order uses the first phase of the unit’s tishéhartactics order will not be executed until the beginning
of the second phase. If on the other hand the orders are

tactics defend
search 1

then the tactics order will be executed in the beginning effitst phase and as that takes no time the search order will
then also be executed in the first phase. The difference siéneas which tactics the unit will have in any battle occugrin
at the end of the first phase.

As mentioned above the move order is transformed into sevreastep move orders as it is executed. Some steps in the
move order take time (those steps moving a hex on the mapes#ersl1.2) while some take no time (moving into and
out of locations, see sectidrl.3. Any number of steps taking no time can be executed at tieaftan action phase
without using the phase, but when a step takes time, any &#pwing it will always be pushed to the phase after it
completes, regardless of whether they take time or not.

Example:
The location 1501 is positioned in hex 124. A unit at 125 (ahext to hex 124) has the orders

move 124 1501
which works just like

move 124

move 1501
The move from 125 to 124 takes some time, say two phases. thesecond phase the unit will be located at 124,
outside 1501. Even though the move from 124 to 1501 takesmettie unit has already used its phase and will not
move into 1501 until the beginning of the next phase. As #iig$ no time the unit may then immediately go on to
execute any orders following threoveorder. If on the other hand the unit is moving out of 1501 arsltha order

move 124 125
then the move from 124 to 125 will be begun immediately in #i@s phase the unit moves out of 1501 as the move
from 1501 to 124 takes no time. So, assuming the unit startetiee in the very beginning of the turn, the move from
125 to 1501 will complete in phase 3 while a move the other wagnf1501 to 125 would complete in phase 2!
However, any order following the move order would be staitgghase 3 regardless of which way the unit moves.

4.2 Order priority and initiative *
The sequence in which units and locations are allowed toagch phase is determined first by thrder priority of the
order they are about to execute and, when order prioritgds yinitiative.

Order priority is a measure of how “fast” the action involviadexecuting the order is. The hierarchy of order priorities
has been designed to give the simulation more realism but@lsolve certain timing issues and to make timing of events
more predictable to the players (e.g. “will my control susdéf an enemy force is about to enter the hex in the same
phase the control is supposed to finish?”).

Order priority is as follows, from fastest to slowest (olef priority 1 or 3 to 6 areneta orderssee sectiod.3):

1. time signal waitonesigwaitallsig, waitforoneandwaitforall.

2. move farmove sneak andfarsneak if delayedfrom the previous phase and therefore balieady begunand
taking no time. Movement orders may be delayed due to blocking (see settighor due to an impending battle
(see sectioni1.6).

3. repeatandorder.
4. join.

5. autotake tactics mytactics fleewhenretreatwhen retreatspot questing leave disband(and synonyms)merge
name mynamealias andmyalias
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6. formandinclude
7. take drop, give, store unstore collect discard donate hideandunhide

8. move farmove sneakandfarsneakif taking no time andnot delayedfrom the previous phase (a move into or out
of a location).

9. All orders not mentioned specificly elsewhere in this list
10. control.
11. move farmove sneakandfarsneakif taking at least one phasda move from hex to hexgmbark
12. disembark
13. Strike spells.

14. wait.

To answer the worried player’s timing question abmdveand control we can see from the list above thaintrol is
executed before moveinto a hex and therefore trentrol will always succeed if it finishes the same phase an enemy
force moves into the hex.

When two units or locations are about to execute an ordereo§ftme order priority, the “fastest” unit or location acts
first, the “slowest” acts last, as determined by the init@tirder.

Locations are always considered faster than units, so teagrglly act first. Other than that, the initiative order for
locations is totally random.

The initiative order for units is based on a number of thimgsuding (in order of decreasing importance) familiaritith
the terrain, move cost, wound status, luck and morale.

4.3 Meta orders *

The fast and mostly purely administrative orders of ord@rjiy 1 and 3 to 6 (see the list in sectidn?) are designated
asmeta ordersNewly recruited units get to execute meta orders immelgiateen they are created, see sectioh

4.4 Execution of orders for nations

Nations execute their orders at the beginning of the turrde@rgiven to nations are different from those given to units
and location in that they start something (that may then sakee time) but the execution of the order itself takes no.time

An example is an order to start building a castle. This wokiesasome time, but as the order itself takes no time, it may
be immediately followed by another order to build anothestlea(or launch some warships, or whatever) and then this
work is started and goes on in parallel with the work startgthle first order. The people of a nation can do many thing

simultaneously, but a single unit can do only one thing atne i
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5 Nations

Each player in the game controls a nation. There will usweip be some nations controlled by the computer (non-player
nations).

Nations can own hexes, locations, units, items and ress(see sectiof for information about resources).

Each nation has a unique name, a unique short letter codeedérom the name and a unique number. When you need to
identify a nation in an order (such as in an order to change policy towards that nation), you must use the number or

the unique short code. The short code is also used to by tkensysdicate ownership in a compact way. When a feature,
unit or item is mentioned in the turn reports, the owner isdated by the code, for example:

3945(0Q) Knight of Grom drops Magic Sword [1234(0Q)]

where the letter code “OQ” identifies both the knight and tersl as belonging to the Order of Quama. On the maps
you receive, the ownership of each hex will be indicated Isyi¢titer code of the nation owning it, if any.

5.1 Factions

In some scenarios, each nation belongs to a faction, whi¢hiers, factions are not used at all. A nation cannot change
factions during a game, the assignment of factions is baseteo“background story” of the game world. The factions
limit the policies that nations may have towards each otbee §ectio®.4.1). Factions are also used in the calculation of
the point score of each nation (see secBad3).

5.2 Home

Each nation has a “home” which is either a hex or a locatiom.seme nations the home is the nation capital while for
other, less centralised nations it is just a rally point. ibene is important when units flee (see secBpand there may
be actions that a nation (or the units of the nation) can oalygsm in the home location or hex. It is generally a good
idea not to lose one’s home.

Some nations may move their home during the game while otlitgons are stuck with the home they start with. There
may be restrictions on how the home can be moved and there emayrésource cost to be paid. A kingdom may for
example be able to move its capital to another city but it it it a lot of gold to do so. A nation’s home is moved by
using thehomenation order:

homelocation-or-hex-number

This order immediately changes the home of the nation to itrendhex or location, which must belong to the nation. If
there are individual units fleeing towards the nation horee &ectior®) when it is changed, the time it takes before the
units return is prolonged by 4 phases for each hex of distartgeen the new and the old home. Twneorder is a
“free” order, costing no administration points (see set8d®).

5.3 Victory points *

The object of a COSMOS Fantasy game is to get as many victonygoas possible. The scenario description and/or the
“blurb” describing your nation will detail how you earn vigly points.

A nation receives bonus points if it is in the faction that treshighest or (in the case of more than two factions) second
highest victory point average (based on player nations)onlyis also possible for a faction to get bonus points by
achieving special goals specified in the scenario desenipti

The current victory point score for a nation is computed atehd of each turn. This is the number of points the nation
would have if the game ended that turn. This may go either uwlpan from turn to turn depending on how the nation and
its faction are doing. Each nation starts with zero victasings. If things go badly, you may end up with negative pdints

The victory point score of the nation is in the status rep@he score is divided into basic score and faction bonus, for
example:

POINTS: 132 plus faction bonus 10: 142

for a nation that has 132 basic points and is in a faction wgieés its nations 10 bonus points.
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5.4 Policies

The relations between nations are governed by their pelidibere are three possible policiaflied, neutralandenemy

The policy of nation A towards nation B need not be the sametismB’s policy towards nation A. You never know the
policies of other nations towards your nation, you only kneumr policies towards them. A sure way to find out whether
another player has declared you enemy is to see if his or hitsnuifl attack your units. It may not be so easy to determine
whether a nation is neutral or allied towards you, but theeeasys to tell... If your units are attacked or if someonestri
to take over your hexes or features, the aggressor is aut@iytdeclared enemy. All other policy changes have to be
specifically ordered.

The policies affect many aspects of the game. The most impbit how units react to each other. Units will attempt to
attack enemy units and/or expect to be attacked by them. ¥neits will block your movement while allied units will
try to prevent you from being blocked (see sectidn?).

Another important effect of policies is that nations mayyoattempt to gain control of enemy (or un-owned) territory.
Thepolicy order is used to change your policy towards another nation:

policy nation policy
This order changes the policy of your nation towards oneratagon. The possible policies ar&lly ”, “neutral” and
“enemy”. A policy change is instantly effective.

Example:
policy RW ally
This declares the nation abbreviated RW an ally of your matio

5.4.1 Faction restrictions on policies *

Factions have policies towards each other that restrigbdtieies of the nations in the factions. If nation A belongst
faction that is allied to nation B’s faction, nation A canmeiclare nation B enemy. If nation A's faction has declares B’
faction enemies, nation A cannot declare itself allied taJBlike nation policies, faction policies are always symritet
(i.e. the policy of faction C towards faction D is the same &stbwards C).

Usually a faction will be allied with itself, preventing mais in the same faction from declaring each other enemies.

Faction policies normally cannot be changed during the game

5.5 Rulers and heirs

A nation usually has a ruler. The ruler is a specific unit andasked by an asterisk in reports:
3445(Sn*) King Forked-Tongue (Snakeman Lord)

A nation is not eliminated from the game if the nation losegutier. There are, however, at least two disadvantages for a
nation that does not have a ruler:

1) The ruler no longer contributes to the administratiomptotal of the nation.
2) There may be special tasks that only the ruler can perfoemafders that may only be executed by the ruler).

A ruler of a nation is always of a specific unit type, dependinghe nation. Thus a ruler of the elves would always be
an “Elven Lord” while the ruler of a human kingdom might hawebe a “Noble”. If a nation has more than one unit of
the appropriate type, the ruler can be replaced if elimohatisually one of the other appropriate units will be a dexdar
heir. If the ruler is eliminated, the heirimmediately becomestbw ruler. If there is no declared heir (such as when both
the ruler and the declared heir are eliminated during theesanm), the unit of the appropriate type which has the lowest
ID number (belonging to the nation of course) automatidaéigomes the new ruler.

A unit of the owning nation’s “ruler type” that is not the rulef the nation is marked in the reports by a plus:
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3312(EK+) Prince Charming (Noble)

This means that all players can see who your potential rales
You cannot voluntarily change the ruler of your nation but yan change the declared heir by using the “heir” order:

heir number-of-new-heir
This is a nation order specifying the new heir for the natitiris a “free” order, costing no administration points (see
section3.2). The heir must be of the appropriate unit type.
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6 Resources

Resources are things such as gold, iron or wood which a nataynposses, including abstract resources like manpower.
Resources are used to pay for the upkeep of units, items aatidos owned by the nation and to create new units, items
and locations. It may also require resources to perfornaedctions. An example could be bribing a unit of another
player, an action that obviously requires gold.

Note that resources needed to carry out an order are ggnesaitiwhen execution of the order is first begand will
generally be lost if the order is interrupted (with tieeruit order being one notable exception where certain resources
will be recovered, see secti@rl). Certain orders use resources incrementally, which isrdeesd in the blurbs for these
orders, but if nothing else is mentionedl, needed resources are used when order execution commences.

Resources can be either at a specific location, in the pagesesfsa specific unit or in the (disembodied) stores of the
nation, theresource poalWhen resources are used they are always taken from thestkmece. A unit will use first its
personal resources, then those of other members of its fsoceesources carried by a unit are available to other umits i
its force), then the resources at its location and finallyrés®urces in its nation resource pool. This applies botmwhe
executing orders requiring resources and when the upketbe aiit must be paid.

Note that a unit can only use the resources of its immediatiipo (hex or location), e.g. a unitin a city can only use the
resources of the city, not the resources in the hex outsiatalflecity could use those). Furthermore, a unit can only use
the resources at its position if the hex or location is eitivened by its nation or not owned by any nation.

Resources in the nation resource pool are available wheyeatie needed, even outside the territory controlled byrthat
tion. Most resources are produced directly into and drasmfthe nation resource pool. Some resources exist exclysive
in the nation resource pool and some exist exclusively ialletres.

When a location is under siege (see secti@hit cannot use resources from the hex or location it is latate If it
has been under siege since the beginning of a turn it caneategsurces from the nation resource pool, except mana.
Likewise, units and locations inside the sieged locatiomcadraw other resources than mana from their nation stores

Magically created units (i.e. units which amaimatedor conjured not merely magicallysummonepwhich have a mana
upkeep or special abilities requiring mana may draw the ntlaeaneed directly from the personal mana of their creator.
Mana will first be drawn from the usual sources but if theredsenough, mana will be drawn from the creator. It does
not matter where the creator is, there is a direct link to hisev creations through which mana can be transferred.

The most important resources are:

Gold. This is the money of the game world. Used for almost evergthion-magical. Comes mainly from taxes, cities
and mines.

Food. What you feed your city population and your units.

Population. This is actually “men”, “elves”, “dwarves” or the like, dep&ing on your nation. They pay taxes, work to
provide manpower and can muster soldiers.

Manpower. What you get when you order (part of) your population to wask/gleins. Used for construction of roads,
castleset ceteraand to produce resources in mines. For some nations it isedgored for producing arms.

” oo,

Mounts/livestock. This may be “horses”, “wolves”, “elephants” or whatever peopriate for your nation. Used for
special troop types.

Wood. Used mainly for ships, some structures and to burn whenrigrigon.
Iron. Raw iron, produced in certain terrains. What gets conventidarms.
Arms. What you use to equip your troops.

Mana. This comes in several flavours such as “holy mana”, “natureahand “enchantment mana”.
magical energy and is used to cast magical spells or creajeah#roop types.

It represents

Resources which may exist locally have size and mass liks ant items:
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Gold has no significant size but weighs 1 for every 100 unitsodd.
Each unit of food weighs 1 and has a size of 1.

Each unit of wood weighs 5 and has a size of 5.

Each unit of iron weighs 5 and has a size of 2.

Each unit of arms weighs 1 and has a size of 1.

Mana is not tangible and therefore has no size or weight.

Players may trade resources with each other by transpdtterg between their territories (this requires units toycarr
them, see sectio®.7). This is of course only possible for resources that can kentaut of the nation stores and carried
around. Players may also trade resources withrtesferorder, see sectio.?.

6.1 The resource report

In each turn report you will find a section dedicated to an wesv of your resources. It consists of a table containing one
line per resource relevant to you. For a standard humanmiaiwould look as follows:

Resource Pool Distr.  Prod. Used Lost Upk. Poten.
gold 103 0 521 582 0 382 521
food 2392 0 2233 1635 598 1635 2233
wood 3900 0 940 200 740 0 940
iron 200 0 200 200 0 0 200
horses 145 0 85 50 60 0 85
men 1370 0 248 50 248 0 248
manpower 548 0 548 0 548 0 548
arms 450 0 200 150 0 0 200
holy mana 0 45 15 0 0 0 15

The first column contains the names of the resources. Thendezmumn, “Pool”, shows the current contents of the
nation resource pool. The third column, “Distr.”, shows th&al of all resources locally stored (distributed). In the
example above, only the holy mana is locally stored (it isghesonal mana of a priest). Under each hex, location and
unit in your status report you will find how many locally stdmesources it contains or has, the resource table only shows
the totals.

The next three columns, “Prod.”, “Used” and “Lost”, summsarthe resource transactions which took place in the turn
(in your set-up report it will be a forecast of the resourem$actions of your first turn provided you do not do anything)
The “Prod.” column shows how much was produced of each resothre “Used” column how much was used (including
upkeep) and the “Lost” column how much was lost (most ofteatudecay of perishable resources, see seétign In

the example above you can see e.g. how 200 wood and 200 irenused to produce 200 arms.

The seventh column, “Upk.”, details how many resources ageiired each turn for upkeep of units, cities, casties
cetera In the example above the food which has been used has golusiegty towards upkeep (the “Used” column is
equal to the “Upk.” column) while 382 gold has been used fdegp and 200 gold for something else.

The rightmost column, “Poten.”, is a forecast of {haential productiomext turn. For resources which have a complex
production mechanism (such as gold, manpower and armsgstimate can be slightly off. In any case your actual
production may be lower than the forecast due to e.g. theies of your enemies or a decrease in population, or it may
be higher e.qg. if you take some more land next turn or your [atjoun increases.

6.2 Resource production *

Resources are produced at the end of each turn. Most prodes@aces go directly to the nation resource pool, the mana
produced by units being the only exception. Upkeep for wetitseterais paid after resource production, so you can use
the turn’s production to pay upkeep.

There are two kinds of productiobaseproduction andgpecialproduction. The base production from hexes depend on
their terrain and any terrain features present. Some tmtsititems and units also have a base production (as stated in
their “blurbs”), some have special resource productionsorde (e.g. cities) have both.

The base production of hexes, locations and items depentteegrroduction efficiency of the nation for that particular
resource. A nation which has a production efficiency of 150%gbld receives 3 times more gold from its hexes than
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one which has only 50% efficiency, but special gold incomenfather sources (such as cities, mines and taxes) is not
affected. A nation may have 0% production efficiency for seesmurces which means that its hexes and location cannot
produce those resources at all.

Production efficiency does not influence the resource pittmtuof units, a unit produces the same resources no matter
which nation it belongs to. However, the base productionurfiais modified by its currertombat efficiency factdisee
section15.3 and while a unit is fleeing home or retreating it will not puee anything at all.

Example: Assume a hills hex has a base production of 25 gold, 150 foddydod, 150 iron, 10 men, 3 elves and 5
dwarves. A dwarven nation which has production efficien@tdes of 175% for gold, 100% for food, 125% for iron,
100% for wood and 100% for dwarves would each turn get 43.78, &0 food, 187.5 iron, 50 wood and 5 dwarves
from the hex. The wood elves who have production factors 1fi@%ood, 20% for wood and 100% for elves would get
150 food, 10 wood and 3 elves from the hex each turn. So neitiitérn gets any men and only the dwarves mine for the
gold and iron.

The base production takes place during the whole turn butetheurces do not become available before the end of the
turn. A hex you just acquired will only produce resourcesyfour nation in the part of the turn you actually owned it. It
is possible for one hex to produce resources to differentosvim the same turn.

Castles in a hex boost the base production for some resqsemesectioi3.2

6.3 Preventing production *

When sufficiently many or large enemy units are present ication or hex at the beginning of a phase it will not produce
resources in that phase. In order for production to be haitachex or location the enemy units present must have a total
combinecdeffective presenasf at leastone(see sectio2.3.2.

If a location is undesiege(see sectiorl7), base production is halted for the sieged location and acgtions within it
for the duration of the siege. Special production such asthea produced by a temple, the gold produced by the trade
in a city or the resources produced by a mine is only affedtdgilocation is under siege at the end of the turn.

6.4 Upkeep *

At the end of each turn, after resources have been produpkdep must be paid for units, locations and ships, in that
order. Upkeep is paid first for the unit closest to the homéhefriation, then for the second closesteterauntil the
upkeep of the unit furthest from home is paid. If multipletsrare equally distant from the nation’s home, their upkeep i
paid in ID number order, lowest ID number first. Locationsaa@ntained after the same principle: Closest to home first
and lowest ID number first in case of equal distance. The nakeep is paid last of all, transports before warships (see
sectionl2).

If there are not sufficient resources to pay the entire upkéepunit or location, none of its upkeep is paid (as there is no
beneficial effect of paying a partial upkeep the resourceghnas well be used for something else).

If the upkeep of a unit cannot be met it will be dissolved. Thaimg nation will not regain any of the resources used to
create the unit.

If the food upkeep of a city is not met it will decrease one gimeement. A size one city will be destroyed.

If the upkeep of fortifications is not paid, the walls will bardaged as many points as their strength rating (reduciirg the
effective fortification rating by one, see sectib).

Ships which cannot be maintained will be lost.
6.5 Resource decay *
Some resources are perishable and decay when not used.apipisrts just before resource production.

e Manpower decays 100% (i.e. manpower is never stored betivees).

e Gold, iron and arms do not decay and can be stored indefinitely
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e Mana normally does not decay but there may be a limit on howhrmgna a nation can store (and any excess mana

is thus lost).

Stores of food and wood are reduced by a certain percentaifea\dbnstant net production these resources will (if
they are not used) attain an equilibrium level where the petidn is equal to the decay. The equilibrium level can
be computed by dividing the production by the decay rate eNloat not only the nation stores of food and wood
will decay, local stores of food and wood being transportedegjually affected.

The decay rates for the perishable resources are:
food: 25% per turn, equilibrium 4 times production

wood: 20% per turn, equilibrium 5 times production

The pool of available mounts (livestock) are also reducea lmgrtain percentage but unlike the normal perish-
able resources the amount that decays is based dotdlenumberof mounts owned by the nation, including the
mounts used in the nation’s military units (see the rulepfipulationbelow for a more detailed description of the
mechanism). This means that with a constant production afisothe total available to the nation will attain an
equilibrium level where the production is equal to the demag no more mounts will become available for creation
of mounted units until either some mounted units are loshemproduction of mounts increases. The equilibrium
level can be computed by dividing the production by the deass/.

The decay rates for the different types of mounts are:

horses: 50% per turn, equilibrium 2 times production
wolves: 50% per turn, equilibrium 2 times production
elephants: 20% per turn, equilibrium 5 times production
dzareks: 20% per turn, equilibrium 5 times production

Population decays using the same mechanism as mounts soth@ithat decays is based on th&al population:

the sum of the nation’s population pool and the populatioth@nation’s units. The total population cost of all
units of the nation is added to the nation’s population poadl #then the decay is computed by multiplying this total
with the relevant decay rate listed below. The resulting benis subtracted from the population pool and, if this is
not sufficient, from the turn’s production (the pool and protion can never drop below zero though). Units are not
affected directly by decay, their population cost is jugtdim the calculations. The equilibrium level attained when
the population production is equal to the decay is thus théibgum for the total population, i.e. the maximum
total number of population in the nation’s resource parad in the nation’s units.

The decay rates for population are:

men (humans): 10% per turn, equilibrium level 10 times pmrbidun

elves: 3% per turn, equilibrium level 33.33 times produttio
dwarves: 5% per turn, equilibrium level 20 times production
gnomes: 7% per turn, equilibrium level 14.29 times prodrcti
trolls: 7% per turn, equilibrium level 14.29 times produocti
goblins: 15% per turn, equilibrium level 6.67 times prodaoict
shakemen: 10% per turn, equilibrium level 10 times prodaurcti

Example: The Great Empire has a population production of 250 men (Imgjn@ach turn. The decay rate for men is
10%. The maximum population of the Great Empire is thus 25f@ldd by 0.10, or 2500. Some of these 2500 men can
be recruited into the army by creating units with a poputatwost” (all regular mass units have a population cost).

The Great Empire also has a production of 200 horses perThmdecay rate for horses is 50% so the maximum number
of horses the nation can have is 400 (200 divided by 0.5). 8&tieat Empire is limited to at most 400 cavalry until its
production of horses increases.
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As population is recruited into units the population poagiddhereby the tax base) will decrease and the upkeep of the
army increase. When units are eliminated in combat the patpllation is suddenly less that the equilibrium level and
the population pool will then slowly grow until the total pagation reaches equilibrium again.

If the production of population increases (as more teryitercontrolled) the population pool will slowly increasetilin
the total population reaches its new equilibrium level. Ténerse will happen if the production decreases (as teyriso
lost): the population pool will slowly decrease until theégicpopulation is again at equilibrium.

6.6 The standard economy *

Most nations have an economy based on the “standard ecormodél described in the following. Some nations produce
mana on top of that, but mana production is so varied that nergédescription can be given. Production details for your
nation are listed in the description of your nation that yetigith your setup (the turn reports for turn 0 ).

6.6.1 Taxes*

The population in the nation’s pool is taxed for gold. The amtamf gold acquired from taxation is computed by multi-
plying thetax baseby thetax efficiency factarEach of these will be described below.

Thetax bases based on the size and type of the nation’s population gmmglation in units does not pay taxes). Each
point of men, snakemen, gnomes, dwarves and elves counegsoamt of population for tax purposes. Eaao points
of goblins count as one point. Trolls do not count at all (tdeynot pay taxes).

The tax base is multiplied by you nation&x efficiency factarThis is a value representing the wealth of your population
and the efficiency of your tax collectors and it ranges fromt6%0%. The resulting number is the amount of gold
collected per turn.

Example: A (poor) human nation has a population pool of 2500 men anda &ffeciency factor of 13%. The nation
collects 325 gold per turn in taxes (2500 multiplied by 0.13)

6.6.2 Manpower production *

Manpower is produced by your population working in villejlga The mechanism is much the same as for taxes: a
villeinage basds computed and multiplied with the natiorvdleinage efficiency factoand the result is the amount of
manpower produced. Note that manpower produced in one tush lpe used the next turn or be lost.

Thevilleinage basés computed as follows: Each point of men, snakemen, dwaehess and goblins count as one pop-
ulation point, each point of trolls count as two populatiais and each two points of gnomes count as one population
point.

The population point total is multiplied by the natiowBleinage efficiency factofrepresenting the willingness of the
population to work for the nation and ranging from 10% to 10@&qget the amount of manpower produced each turn.

Example: The human nation from the example in sect®6.1above has a villeinage efficiency factor of 36%. The
manpower produced per turn is 900 (2500 multiplied by 0.36).

6.6.3 City trade income *

Most nations also tax the trade in their cities. Each cityowrt has darade ratingwhich together with its size and the
nationtrade income factodetermines the size of the special gold income the naticgives from the city.

The base trade rating of a city is an indication of the amotitaole which takes place there and depends on where it is
situated. Itis a fixed number ranging typically from 5 to 10.tfis is added half the current fortification rating of thig ci
walls (see sectioh6), rounded down (a safe city generates more trade). Thetisshe city’s current trade rating.
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The current trade rating is multiplied by the current sizéhefcity (see sectioh3.1) to get the base amount of gold which
could be collected. This is finally multiplied by the trade@me factor of the nation. This is some percentage (typicall
100%) which reflects the trading talents of the nation’s ectsj, the quality and popularity of their goods as well as how
successfully the nation taxes trade.

A city which is occupied by enemy troops of at least effectivesence 1 at the end of the turn, which enemy troops are
attempting to control at the end of the turn, or which has hewter siege for the entire turn witlot generate any trade
income.

Example: The fair city of Ogellion is the pride of the great elven kirogal and the centre of much trade with far-off lands.
Its base trade rating is 10 and its strong rating 4 walls addstis for a total of 12. The current size of Ogellion is 10
and thus the trade income from the city at a trade incomerfactt00% would be 120 gold per turn. The elves, however,
are famed for their fine and exotic goods and the productsedf thaftsmen is much sought by those who can afford it,
so their trade income factor is 200%. This translates intd @4ld earned from the trade in Ogellion every turn. If the
dreaded trolls should conquer the city the low value of theide goods will mean that much less gold changes hands in
Ogellion and the 50% trade income factor of the troll natieftercts this. The trolls would only get 60 gold per turn from
the city.

6.6.4 Mines *

Some nations have special gold or iron mines (these arddoszatnd can be taken by other nations during the course of
the game). A mine converts manpower to gold or iron, usualiigearate of three manpower to one gold or one manpower
to one iron. This is done before the main production of tha amd uses manpower generated the previous turn. Each
mine has a maximum production and can at most utilise theespaonding amount of manpower. If there is not enough
manpower the mine will only produce gold or iron correspoigdd the available manpower.

If a nation has several mines, manpower will be spent firgp@til mines (mines producing something not gold or iron),
then in gold mines and finally in iron mines. When a nation haftipie mines of the same type, manpower will be spent
in the mines in order of increasing ID number.

It is possible to specify a limit for how much manpower shdoédspent in a given mine. This is done by letting the mine
execute the “limit” order:

limit amount
This order sets the maximum amount of manpower to be usedebynthe each turn. A negative number means “no
limit”.

6.6.5 Arms production *

Arms are automatically produced at the end of each turnpjefstre resource stores decay. For most nations, one point of
wood and one point of iron gets converted to one point of affine amount of arms produced usually depends only on
the amount of raw materials available. It is however posdiblimit the arms production by using the “limitarms” order

limitarms amount
This nation order sets the maximum amount of arms to be pextihg the nation each turn. A negative number means
“no limit”.

6.7 Orders for manipulating resources *
The orders described in this section are really only needeehwou wish to transfer resources to another nation. For
your own use you will almost always keep resources in th@natsource pool where they are available to all your units.

Resource lists in orders should be written as one or more piypeamountwhere type is a resource name and amount
is the amount of that resource to store/unstore/whatevwerrdsource pairs should be separated by spaces.
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Example:
store gold:100 iron:50
means “store 100 gold and 50 units of iron”.

For all the orders in this section you can specify an amourt ¢d mean “all of this resource”.

Example:
store food:-1 iron:50
means “store all food and 50 units of iron”.

transfer resource-list player-number

This order is used to transfer resources directly from y@itiom resource pool to the nation resource pool of another
player The resources you transfer are deducted from yoaures pool at the very beginning of the turn and are added
to the resource pool of the receiving nation in the beginoifthe last phaseof the turn (so the other player can use the
resources at the end of the turn, for example for upkeep).aNdie resources you transfer will make it into the other
player’s pool, some are lost in transport. The percentagehwhakes it depends on the resource:

80% of the gold, iron and arms,
64% of the wood and
60% of the food transferred will actually reach the otheypta

Only gold, iron, arms, wood and food may be transferred.

Using thetransferorder is the easiest but also most expensive way to trarefeurces to another player. On top of the
loss of resources there igr@nsport costin gold which must also be paid. The transport cost dependseneightof

the resources transferred (the original amount, not theaediamount) and on trdistancebetween the sender and the
receiver. See sectighfor the weight of the various resources. The distance is etatpas the shortest distance in hexes
between a hex owned by the sender and a hex owned by the ng@aiuating the hex of the sender but not the hex of the
receiver). The weight is rounded up to the nearest 1000.uHits cost for every 1000 weight units is then a basic 5 gold
plus 3 gold per hex of distance. The minimum transport casa toansfer order is however 10 gold.

Example 1:

transfer gold:100 wood:300 Dw
This will remove 100 gold and 300 wood from your resource @tdhe beginning of the turn and will add 80 gold and
192 wood to the resource pool of the nation abbreviated “Dwhe last phase of the turn (you could have used the
nation number instead of the abbreviation if you wished)e Weight of the transferred resources is 1501 units and thus
the transport cost will be 10 gold plus 6 gold per hex of distato the “Dw” nation.

Example 2:

The Elves of Windwood wish to transfer 500 units of wood to Bivearves. In order for the dwarves to actually receive
500 units of wood the elves must send 782 units (64% of 78203.3Pach unit of wood weighs 5 weight units, so the
mass that has to be transported is 3910, rounded to 4000. iStaack between the two nations happens to be 9 hexes,
S0 32 gold must be paid for each 1000 weight units for a totstl 06128 gold. If the dwarves wanted to cover this they
would have to transfer 160 gold to the elves and pay 32 golthfairtransfer, for a total cost to the dwarves of 192 gold.

To make the computation of transport cost somewhat easier,tyrn report will each turn list the transport cost per@00
weight units from your nation to each of your allies.

storeresource-list

This order is used to store resources carried by a force ap#eent in the location of the force in your nation resource
pool. The force must be in a hex owned by you, although it mainbiele a location in the hex, even if the location is
not owned by you. The following resources can be stored:,dottl, wood, iron and arms. Only 90% of the resources
actually reach your nation resource pool, the remaining Bd&oost. A store order takes 1 phase to complete, or no
time if there are no resources to store. Resources from thiiggoof the force can only be stored if you own the hex or
location, or it has no owner at all.
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Example:

store gold:100 wood:300
This will remove 100 gold and 300 wood carried by the force/andt the location of the force and add 90 gold and 270
wood to the nation resource pool.

unstore resource-list

The unstore order lets a unit draw resources from its nati@source pool. The unit must be in a hex owned by its nation,
although it may be inside some location in the hex, even ifdgbation is owned by some other nation. Gold, food, wood,
iron and arms can be transferred to a unit in this way. An uedfakes 1 phase. A force can unstore resources even
beyond its carrying capacity (but then it cannot move, ofrsel

collectresource-list

The collect order lets a force take resources stored atagitm. Only gold, food, wood, iron and arms may be collected
A collect order takes no time to execute. Like with the unstmder it is possible for a force to collect resources exioeed
its carrying capacity.

discard resource-list
The discard order lets a force discard resources carried.rd$ources will be stored at the location of the force. This
order takes no time to complete.

donateresource-list number-of-receiving-unit
The donate order lets a force donate resources carried thexpoon-enemy force at the same position. This does not
take any time for either force.
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7 Recruiting, merging, disbanding and taking over units

This section describes how to recruit (create) new unite; toomerge multiple (mass) units of the same type, how to
disband units when they are no longer needed and how to taeuaits owned by other nations.

7.1 Recruiting units

Most units are created by other units by usingréeuit order or one of its synonym orders:

recruit unit-type number-of-individuals orders
This is the basic order used by a unit to create new units (jtlmeecalledsummonanimateor something similar, but it is
the same order and in fact the different names can freelytbecimanged).

Recruitment may usually only be done in certain terrains sordetimes even only in certain locations. If the recruit-
ing unit is in a location which is in the right terrain this isad enough, provided that the location is not under siege
(i.e. recruitment is possible if the recruiting unit cangisemove out into the required terrain). The reversedstrue: A
recruiting unit which isoutsidea location of the required terrain (e.g. just outside a @tyef recruitment which requires
city terrain) the recruitment withot succeed, even if the unit in theory could move freely in anidobthe location.

The new unit is created at the position of the unit executiregarder and will of course belong to the same nation. When
the unitis created it will be given an ID number that the dregplayer will not know in advance (see sect@h6for how

to overcome this). To allow the new unit to be given some ariethe same turn it is created you may give a list of orders
as an argument to the recruit order (with the usual resinistif the unit to be created is “stupid”). The new unit will
execute purely administrative orders which take no timeté orderssee sectiod.3) such as “join”, “tactics”, “myname”
and “myalias” immediately when it is created. Executioniad test of the orders will be started in the following phase.

For mass units of types that can be created with variabletBez@umber of individuals to recruit can be specified (see
below). It must be in the interval allowed for that type oftufais stated in the unit type “blurb”) and if it is omitted a uni
of standard size for that type is created.

The creation cost of the unit is paichen the recruit order is commencadd is only partially recovered if the order should
be interrupted. Recovered resources are: 100% of the usedefwes, dwarves, gnomes, trolls, goblins or snakemen, and
80% of the used mounts — nothing else (i.e. no gold, arms oarisarecovered).

Examples:

Create a unit of type 17 with 30 individuals:
recruit 17 30

Create a unit of 100 Heavy Infantry, changing its tacticsjamng it to a force right after it has been created:
recruit "Heavy Infantry" 100
orders:
mytactics defend
join 3101

Usually you will write the name of the unit type to be recrdite your recruit orders (enclosed in double or single quptes
but it is possible to write the unit class number instead i gslike too much typing and are familiar with the numbers.

Mass units of most types can be created with a varying nunfiedividuals. For example human infantry units can be
created at any size between 20 and 200 individuals, the atdnohit size being 50 individuals. The cost of recruiting a
new unitis proportional to how many individuals are recditfractions areounded up

Example:
A standard size (50 individuals) Medium Infantry unit cosfgold, 50 men and 50 arms to create. A Medium Infantry
unit with 75 individuals would cost 23 gold, 75 men and 75 arms
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If the resources available are insufficient for recruiting humber of individuals specified but could pay for feweti-ind
viduals (not less than the minimum unit size), then the rigonder will create a unit with as many individuals as can be
afforded. If there are not enough resources available evesm finimum unit then the recruit order will fail (and take no
time and use no resources).

The time a recruitment takes usually depends on the numbediofduals recruited. In the “blurb” for a unit type which
can recruit, the time needed will be stated &sise timeand avariable time The time used for a recruit order is computed
by taking the base time and then adding the variable timeipfiet by the size of the new unit relative to the standard
size, rounding fractions up.

Example:

A Captain is recruiting a Medium Infantry unit with 75 indildals. In the “blurb” describing captains it is stated that
recruitment of Medium Infantry takes 8 phases for a stand&elunit, of which 4 phases are the base time and 4 phases
are the variable time. The standard size Medium Infantryiari0 individuals. The time required to recruit a unit of 75
individuals is thus 10 phases (4x45/50).

7.2 Merging units

It is more efficient (uses less time) to recruit a large urdintiseveral smaller units. For that reason it is not possible t
split a large unit into smaller ones once it has been reatuités however possible to merge units of the same type into
fewer, larger units (or simply to transfer individuals betm them). This is done by using timergeorder:

mergelist-of-unit-numbers

This order can be given either as a nation order or as a uréroitigiven as a nation order, a list of at least two unit
numbers must be given as an argument. If given as a unit dhdeaygument can be omitted or be a list containing one or
more unit numbers. The first unit in the list (if any) is thetutnireceive individuals from other units. The following ti

are those which individuals are to be transferred from. éfytare omitted it means that individuals are to be trandferre
from the unit executing the order. If no list of units is givearall then individuals are transferred into the unit exaaythe
order from all other units in its force which are of its types many individuals are transferred as are needed to bring the
target unit to its maximum allowed size (or as many as ardahlai whichever is less). When individuals are transférre
from a unit with wounded individuals the less wounded willttensferred first and the most wounded last. Units to be
merged must be at the same position. A merge order does moaigktime to execute.

Examples:

merge
This transfers individuals into the unit executing the or@ad which must thus be a force leader) from other unitssin it
force and of its type.

merge 4312
This transfers all the individuals of the unit executing ¢inder into unit 4312 (if it can contain that many), merging th
two units.

merge 4312 4313 4314
This transfers as many individuals as possible from unifs348d 4314 into unit 4312, possibly merging all three units.
This could be given either as a nation order or as a unit ofider.unit executing the order need not be one of the units in
the list, nor does it even have to be at the same position agiitein the list.

If all individuals are transferred out of a unit it will ceage exist; otherwise the number of individuals which remain
in the unit must be at least equal to the minimum unit of itsetyff the number of individuals to be transferred is less
than the number in the unit but large enough to bring the umitew its minimum size then the number required for the
minimum size is held in the unit and only the excess transteriThe only way that a mass unit can be reduced to less
than its minimum size is through losses incurred in combat.
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7.3 Disbanding units

If a unit is no longer needed (or if its upkeep is too experdivean be disbandedhut only if it is in a hex owned by its
nation (it may be inside some location, it need not be positioneeldiy in the hex). If you need to dissolve a unit which
is not in one of your own hexes then you can useflieorder instead (see secti@h however this will mean recovering
less of the unit’s cost than if it could have been disbandédtk disbandorder can be given either as a unit order or a
nation order:

disband list-of-units

This order disbands (or dissolves) units. This takes no.ti®eme of the resource cost of the unit will be recovered:
100% of the cost in population and 80% of the cost in otherurss, except gold and mana which are not recovered at
all. Units you have bribed or hired only have a gold cost faurywation and disbanding them will thus not give you any
resources.

7.4 Taking over units owned by others *

Some special units have the power to take units from othéomsteither by bribing them or by using magical powers.
When a unit for the first time sees a unit of a type it can bribeh@rm then the “blurb” for that type of unit will become
available to the player so that he or she can decide whetisaewiirth to acquire such units (and what the cost will be).

7.4.1 Charming or dominating units *

Some units may be able to magically charm or dominate uniteéin types. The following orders are used for that:

charm list-of-unit-numbers

dominate list-of-unit-numbers

A charmor dominateorder makes the listed units change owner to the nation afniiteexecuting the order. This can be
done regardless of which nation the target units belong ttar@ed (or dominated) units are generally just a little less
effective than normal units. They can be ordered aroundtres onits and their upkeep must be paid by their new owner.
Charmed or dominated units will revert to their original @wiif their mana upkeep is not paid. The resource cost of the
charmor dominateorder is normally just the cost of the units charmed or doteitigas listed in their unit type “blurbs”.

7.4.2 Bribing units *

Most leaders can bribe enemy units of most normal troop typles “bribe” order is used for this:

bribe effect amount list-of-unit-numbers

This order lets certain units bribe units of other natiohg (bribed units must belong to some nation or be rebels). The
result depends on how much gold is offered and on what theéfsgzbmtended effect is. Theffectargument should be
one of the following:

defect: Make the bribed units change owner to that of the bribing. drtie cost is 2.5 to 6 times the sum of the original
gold cost and the current gold upkeep of the units. If theomesor more mass units not being bribed present at the
location of a bribed unit owned by the same nation then theegdar bribing the unit is doubled.

desert: Make the bribed units desert (dissolve). The cost is 1.5 imnéd the sum of the original gold cost and the
current gold upkeep of the units.

flee: Change the tactics of the bribed units to “flee” (see sect®i§). The tactics may later be changed back by the
owning player but in any battle that takes place in the sanss@las the bribe the tactics of the bribed units is
guaranteed to be “flee”. The costis 1 to 3 times the sum of tigénat gold cost and the current gold upkeep of the
units.

defend: Change the tactics of the bribed units to “defend” (see srdtb.6. The tactics may later be changed back
by the owning player but in any battle which takes place ingame phase as the bribe the tactics of the bribed
units are guaranteed to be “defend”. The cost is 0.5 to 2 ttheesum of the original gold cost and the current gold
upkeep of the units.
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The amount written in the order is the amount of gold you offEine actual amount required depends on the intended
effect of the bribe (see above) and on the current moralegset#on9.2) of the units to be bribed. For each point of
morale above zero the required amount is increased by 2% \thdé reduced by 1% for each point of negative morale.
For the bribe to succeed the amount offered must be at leaat &xja random threshold amount between the minimum
and maximum possible for the given desired effect.

Example:

A unit of 100 heavy infantry is being bribed to desert. Thedgmbst for 100 heavy infantry is 60 and the upkeep is 30 for
at total base gold cost of 90. The current morale of the injaumtits is 20, adding 40% to the cost of bribing it so the base
cost is 126 gold. The desired effect of the bribe is to get thieta “desert” which costs 1.5 to 4 times the base cost for a
range of 189-504 gold that must be paid by the bribing unitaddom number equally distributed between 189 and 504
(both numbers inclusive) is generated and if the amountedfés at least equal to this number then the bribe succeeds.
So to have a 75% chance of success the bribing unit must dftegdld.

If the amount offered is less than that required to bribehallisted units then the bribe will fail and half of the offdre
gold will be lost. Depending on the bribed units’ morale thadd will either disappear from the game or be added to the
nation gold pool of the bribed units.

All units specified in the bribe order (and which exist andwithin range and are legal targets) will be bribed together,
so either the bribe will fail for all the specified units or iflwsucceed for all of them. The units need not belong to the
same nation.

7.4.3 Hiring units *

Some units such as mercenaries may offer themselves forAlimost all characters can accept such an offer on behalf
of their nation:

hire list-of-unit-numbers

This order lets a unit hire some units that are for hire (thasts and the price they ask will be listed in your event répor
when they are available, and you will also get the “blurbs’tfeir unit types if you do not have them already). The hiring
character and the hired units must be able to see each otiniag tinits take one phase.
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8 Forces

To reduce the number of orders needed to control large ahimany units, units may be combined in forces. In a force,
all units must belong to the same player and all units must llgeasame position (exception: a unit riding another unit
will usually be in the same force as that unit, even thoughatsition isonthe unit it rides).

A force always has torce leader The force leader is the unit that receives all orders todhesf. A force leader need not
be a character, it may be any type of unit.

When the force leader executes a move order, the entire ¥aticenove, et cetera Many orders affect entire forces in
this way. The leader of a force may also execute orders thabtimvolve the rest of the force (a wizard leading an army
may cast spells, for example). While a force leader exeariegder that does not involve the rest of the force, the other
units in the force will do nothing.

Only the force leader may receive ordetsany other unit in the force receives orders, it immediateleaks from the
force. This means that when you issue orders to a unit which is patfofce you do not need to use the “leave” order
(see below), the unit will automatically leave its force.

If a unit joins a force or is included in a force it will discaashy remaining orders when it joins.

If the force leader is eliminated, another unit of the fore@s$signed as leader. This unit will take over any unfinished
orders of the original leader (this may not always make sefuseexample when a knight takes over a spell caster’s
orders).

The weight of items, resources and wounded members of gnisuially shared between the units in a force (a few special
units will not share what they carry or carry any shared w@igiWhen a unit is eliminated any items and resources it
carries will go to another member of its force (except for mamhich is lost).

8.1 Orders dealing with forces

join unit-number-of-leader
This tells a force to join another force. Any of the two foreeay consist of only one unit. The two forces joined must be
at the same position and may not be moving. It takes no timaitichjyvo forces.

Example:
Very often thejoin order is given as part of thecruit order which creates a new unit; the new unit is told to join the
force of its creator (possibly after first adjusting the détféactics the unit is created with):

3101:
recruit 2 100
orders:
mytactics defend
join 3101

leave

leavelist-of-unit-numbers

This order, which must be given to a force leader, has two $orfthe first form, without any arguments, breaks up the
force (the leader leaves everybody behind). The secondsraNg the units listed leave the force (or makes the force
leave them, depending on you point of view). This order tal@sme.

form list-of-unit-numbers

This order lets a unit form a new force with itself as forcediea All the units must be at the same position. The units
break from any force(s) they may already be in and the nevefleader unit first breaks up any force it already k.
units to be included in the new force, except the force leadast be specified, even if some of them are already together
in a force. Forming a new force takes no time.

include list-of-unit-numbers

This is similar to the form order except that the force leattsrs not break up its existing force first (and thdisren order
has the same effect asemveorder with no arguments followed by @mcludeorder). You must specifgl the units to be
included, even when including another force.
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8.2 Getting it right *

When forming forces with thgin, form andincludeorders you must remember that the units to be joined in a forcs

be at the exact same position. It is easy to forget that sorite are inside the castle, some are in the hex outside the
castle and some are in the city next to the castle, and aslafmese an important leader running through enemy territory
with only a fraction of the forces he intended to bring. To m#kings a little easier to manage it is possible to specify a
the number of a unit you own as a last “position” in the list ojions in themoveorder as described in sectidi.5

This means “move next to the specified unit”. After the mowgeothas completed, the moving unit will be at a position
where it can join the force of the unit specified in the movesord

In addition to getting the positions right it can also be difft to get the timing right. For this reason it is always safe
and indeed sometimes necessary to usevdidforoneor waitforall orders described in secti@1.3

Examples:

Unit 3101 in hex 122 must wait for units 3112 and 3114 to joinfdrce before it moves on to hex 123. The “joined”
special argument for theaitforall order is tailor made for this:

3101:
waitforall joined 3112 3114
move 123 ...

3112:
move ... 122 3101
join 3101

3114:
move ... 122 3101
join 3101

If 3101 wanted tdform a force with the two units rather than waiting for them to jdime orders would look like this
(saving one administration point):

3101:
waitforall force 3112 3114
form 3112 3114

move 123 ...
3112:

move ... 122 3101
3114:

move ... 122 3101

Note that the “joined” in thevaitforall order was replaced by a “force” (see sectitin3).
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9 Fleeing and morale

A unit may flee either because it is attacked and has the “flaefics (see sectioh5.6 or if its morale is brought
sufficiently low. The effects of fleeing are these:

If the unit is an individual unit, it will return to the “homesee sectiord.?) of the player it belongs to. The unit is not
actually moved across the map but is assumed to find its waye lsomehow. The time it takes for the unit to get home
is equal to four phases for each hex of distance it has to flezgtare special rules for units fleeing from within zero
distance of their home, see sectii below). If the home of the nation is moved while the unit isifbegthe time it takes

is increased by four phases for each hex of distance betwearetv home and the old home. When this time has passed,
the unit will (re-)materialise in the home of the playeriétplayer still owns that hex or location. If the player noden
owns the home and the home is a location, the unit will retarthé first location or hex outside the home still owned by
the player (i.e. it will work its way outwards from the “homahtil it finds a place owned by its nation). If there is no
such hex or location, the unit will be destroyed (so if yolelgeur home, don’t choose tactics “flee” for your individual
units).

If the unitis a mass unit it will be dissolved when it flees. Hw@r, the owning player will get a part of the resource value
(original cost) of the unit. How large a part depends on ttstaglice to the home of the player (whether the player still
controls the home or not); the longer the distance, the kesplayer gets. This simulates that the unit breaks up artd eac
individual tries to make for home, but some are lost on the.wsyzero distance (units at home fleeing) the resources
recovered are 100% of the population (men, elves, dwasvestera and 80% of the mounts. Other resources (gold,
arms, mana, wood, iroet cetera are not recovered at all. Units you have bribed or hired dialye a gold cost for your
nation, so nothing is recovered if they flee.

Individual units that flee will discard any orders they haVaey will also drop any resources carried (except mana) and
any non-personal items (it will be stated in the item degimipif an item isnotdropped by a fleeing unit).

Mass units that flee will drop all resources and items as thegigsolved.

It is possible toorder your units to flee (this may be a way to get some important idda out of a tight spot or to
dissolve a mass unit you cannot afford). It is also possibkpecify for an individual unit (i.e. a non-mass unit) that i
should flee when it has a certain number of wound points or less

flee
This order tells a unit (and its entire force) to “flee” immatdily. Remember that fleeing units may drop things they carry
andthat they forget any orders they might have afterfteeorder.

fleewhennumber-of-wound-points

fleewhennumber-of-wound-points list-of-units

This order sets th&fleewhen” conditionfor one or more units (not mass units). In the first form it ¢bts“fleewhen”
condition for the unit executing the order. In the secondifowith a list of units given, it sets the “fleewhen” condititmn

the specified units. When a list of units is given the orderlimnsed as a nation order to change the “fleewhen” condition
of any non-mass units belonging to the nation and not cuyréeeing (or otherwise “off the board”). If used as a unit
order, any units listed must be in the force of the unit exagut. The “fleewhen” condition tells an individual to flee
when at the specified number of wound points or less. The “fieevcondition is removed when it is triggered and the
unit flees, so you have to specify a new “fleewhen” conditiarifie unit when it returns home. The tactics of the unit are
set to “flee” when it returns to its home after a “fleewhen” widggered. This means that even if no new “fleewhen” is
specified the unit will flee if attacked. To remove a fleewhemdition use this order with zero as the first order argument.

A good “fleewhen” wound level to choose is probably around $%he maximum wound level of the unit. Too small a
margin and you risk the unit is killed by a single lucky attatko close to the current wound point total and you risk that
a weak strike spell sends your unit fleeing (see sedithd).

gohome

This is not an order that can be given to a unit by any normahselais a special “order” that the system automatically
gives to an individual unit when it flees, i.e. it is the ordeattbrings the unit back to its home. From the “begun” after
the gohome order you can see when the unit will come home. dherge order cannot be cleared or broken.

9.1 Individuals fleeing from their home *

There are special rules for individual units which flee froithvm zero distance of their home. The intended effect of the
special rules is to allow players time to react to a succéasfack against their home.
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An individual unit which flees from a position at zero distarfoom its home willnot return to its home in zero phases.
The time which will pass before such a unit returns dependstwather the unit flees in the first phase of the turn or in a
later phase:

e If the unit flees in the first phase of a turn it will return horastjbefore battles in the last phase of the same turn.
It will return with tactics “avoid” (see sectioh5.6. This means that if there are enemies present at its honhe in t
last phase of the turn they will get to attack the unit whilis iinable to flee.

e If the unit flees in any phase except the first phase of the twvillireturn to its home just before battles in the first
phase of thaextturn. It will have tactics “flee” when it returns home. Thisams that it will flee again if attacked.

The result is that when some enemy successfully attackshaue and make your leaders flee they will return in the first
phase of the next turn, giving you a chance to move your hofiy@(i can) and thus get your leaders out. If you do not
move your home and the enemy has not departed your leadélmveittacked and flee in phase one and therefore return
again in the last phase of the turn, this time unable to fleés fiteans you have the one turn to try to drive the enemy
away from your home in order to keep your leaders alive. kb aleans the enemy has to keep a presence at your home
for one full turn in order to eliminate your leaders.

Note: With thefleewherorder it is actually possible to keep your leaders aliveiar turns. Just give them tactics “flee”
and“fleewhen” conditions which makes them flee well before theyediminated (e.g. at 50% wound points). When the
enemy first attacks your home and defeats your garrison pauwiers will flee because of their “flee” tactics and (unless
it happened in the very first phase of a turn) they will retunrtize first phase of the next turn. Here they will again flee
because of their tactics but now they will return at the enthefturn with tactics “avoid”. In the subsequent battle they
will flee because of their “fleewhen” conditions and returtha first phase of the next turn, now with “flee” tactics again
but without a “fleewhen” condition. Finally they will flee ort@st time in the first phase and return in the last phase, at
which time they will be killed in battle unless you in the mé&are have somehow managed to liberate your home.

9.2 Morale *

A unit’s morale is a measure of how close the unit is to bregkfgiving up”). It also affects a unit's performance in
combat and how hard it is for enemies to bribe the unit. Nolynmabrale is a number between -100 and +100 with O
being “standard” morale. When the morale of a unit dropsweld0 the individuals of the unit will flee in panic. Morale
may be adjusted for leadership or special bonuses to aymsitimber, the maximum is +100.

At the beginning of each phase, the morale of each unit iselda{whether it is positive or negative). Then it may be
adjusted upwards for leadership and other bonus effecymuknow something of mathematics you will realize that if
in each phase the morale is halved and then a numizeadded, the morale will converge to two timesSo if a unit
receives a 15 point leadership bonus each phase it will havalen+30 after a few phases.

Apart from leadership bonus (described in sec®?.2below) all units get a 10 point morale bonus each phase they
occupy a location or hex owned by their nation, 15 pointseéfythre in the nation’s home. This means that troops in their
own country usually will have a morale of +20 or +30 even withizadership bonuses. “Mindless” and “stupid” units
are an exception from this rule - they do not care where theyad thus they get no bonus for being in an owned hex or
location.

9.2.1 Battle morale *

During battles units have a special battle morale. When tebstarts the battle morale of all units is set equal to their
normal morale. During the battle segments the battle marfadeunit may be decreased due to losses sustained or due to
special effects such as fear auras, and if the battle morafesdelow -100 the unit will flee. At the end of each battle
segment the battle morale of each unit still in the battleveyaged with its pre-battle morale and the resulting number
becomes the new battle morale for the unit. After a battle(tiom-battle) morale of a surviving unit is set equal to its
battle morale after the last battle segment.

Being damaged in combat reduces the morale of most unitsfliess” and units “immune to fear” being an exception).
This reduction is -2 points per percent of the wound poinss$ for normal units (calculated relative to the remaining
wound points just before the attack), -4 points per percening points lost for “cowardly” units and -1 point per percen
wound points lost for “brave” units.
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Some units (such as heroes) have a positive effect on tHe bradtale of units on their side, typically increasing thélea
morale of mass units by 15 to 20 points at the end of each ls#tjment just before the battle morale is averaged with
the pre-battle morale (see sectith.7.9. Such effects are described in the rules “blurbs” for tHeuvant unit types.

The battle morale of a unit directly affects its combat perfance. The overall combat rating of a unit in melee is
increased with about 0.375% per point of positive morale @dexteased by about 0.375% per point of negative morale.
The missile attack strength is similarly adjusted up andrdaith 0.125% per point of morale.

9.2.2 Leadership bonus *

Certain unit types (leaders) give a morkdadership bonut units in any force they lead. This bonus is added to the unit
morale at the beginning of each phase as detailed in segt&above. Most leaders can only lead units of types that are
familiar to them; it will be stated in the description “bldrbf a leader type which unit types it can lead.

A leader is limited in how many troops can be led in two wayse Tilaximum number afinitsthat can be led and the
maximum number oindividualsthat can be lead. Any units in excess of these limits will rakive a leadership bonus.
The units to receive the leadership bonus are chosen in segfir®m the top of the list of units in the force as it appears
in the status report. Whenfarm order is used to create a force, the sequence of unit numbéms list of units to be
included determines their position in the force list andsthaw high their priority is for receiving leadership bonuUsits
whichjoin a force or aréncludedare always appended at the bottom of the list.

Some leaders can hasabordinate leaderm their force to help them lead more units and/or individgu& subordinate
leader counts as one unit towards the number of units thableader may lead but does not count as an individual. Each
subordinate leader can lead the same unit types and as maspid individuals as when a leader of a separate force. It
is always the leadership bonus of the overall leader whieapgdied, not the leadership bonus of each subordinatedeade
(which is usually lower). It is perfectly possible for a lemdhrough his subordinates to lead units of types he could no
normally lead as well as more units and individuals than hédclead alone.

When leadership bonus is to be applied, the overall leadémpwéfer to lead through his subordinates, so first each
subordinate leader (going from the top of the force to thédmo) is assigned units to lead, each leader starting with the
units just below him in the force list and wrapping aroundhe top if necessary. When all subordinate leaders have had
units assigned, the overall leader will select units to ldiaeictly among those which are not led by his subordinatés i

can lead more units than he has subordinates.

Example:
The General 3203 is leading a force that looks as followshgaright of each unit is listed which leader gets to lead it):

3203 General: 8 w.p./100%
3209 Mercenary Captain: 8 w.p./100%

3213 Medium Infantry: 200/100%/100% (M.Capt. 3209)
3216 Light Cavalry: 50/100%/100% (Capt. 3208)
3212 Medium Infantry: 150/100%/100% (M.Capt. 3209)
3208 Captain: 8 w.p./100%

3210 Light Infantry: 150/100%/100% (Capt. 3208)
3211 Light Infantry: 50/100%/100% (M. Capt. 3209)
3214 Medium Infantry: 200/100%/100% (Capt. 3808)
3215 Light Cavalry: 100/100%/100% (Gen. 3203)

This is resolved as follows: Both the Mercenary Captain dedQaptain are valid subordinate leaders for the General.
First the units to be led by the Mercenary Captain are asdigtarting at 3213. The Mercenary Captain can lead up to
4 units of a combined size no greater than 400 individualshendan lead any of the infantry units but not the cavalry.
3213 is the first unit selected for him, 3216 would be invald & skipped, 3212 is the next unit selected, 3210 is too
large (he already leads 350 out of 400 individuals) but 331just right. Then units are selected for the Captain, who
can also lead 4 units and 400 individuals but can lead anyeotittits in the force. Starting at 3210 and going down, first
3210 and then 3214 are selected (3211 already has a lea@#¥)j3too large (again 350 out of 400 are already lead)
but wrapping around the top we find 3216. The General himselfiead 4 units of a combined size not greater than 800
individuals. The two subordinate leaders each count astesarihe General could directly lead up to 2 units of together
800 individuals. The only remaining unit is 3215, so the Gahwill have to settle for that. All mass units in the force
now receive a +25 morale bonus from the General each turntbahé aid of his two subordinates the General manages
to lead 7 units rather than only 4 (and 900 individuals rathan the normal maximum of 800).
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10 Making and manipulating items

Items can be found during the course of the game or they candde oy certain units. They can be picked up, given
away and dropped by units. The following orders deal witmie

make item-type-number
This order is used by a unit to create an item. The createdvitifirbe held by the creating unit. The resource cost must
be paid when the make order is commenced and the resourdestafehe order is interrupted. The time it takes varies.

take list-of-item-numbers

This order tells a unit to take (i.e. pick up and carry) sorsenifs). The items must be at the same position as the unit.
The ownership of the items immediately changes to that ofitfietaking them. The unit will take whatever item(s) are
at its position if the list of items is omitted. Taking somietiitakes no time. It is possible for a unit to take items thidlt w
bring the total weight of all items held above the carryinpaxity of its force (see sectidiil.1.]) if the items taken are
explicitly listed in the take order, but if the take order igen without arguments the unit will not pick up items whicdle a
too heavy. A force burdened with more that it can carry is lm&bmove.

autotake on

autotake off

autotake onlist-of-units

autotake off list-of-units

The first two forms of this order sets the unit executing itt(bat the members of its force if they later break up) in
“auto-take mode” (or switches the mode off). The third andrfio forms switches auto-take mode on or off for the
specified units. With a specified list of units the order carubed as a nation order to change auto-take mode for any
units belonging to the nation or as a unit order to change-taki® mode for some of the units in the force of the unit
executing the order. A unit in auto-take mode will autormedticattempt to take any items present at its positbithe
start of the phaséf it is not currently doing anything that cannot be intgrred. Auto-take mode is temporarily switched
off when the unit joins a force (exceptif it is the force leade. only a force leader or a single unit may pick something
up). Auto-take mode should be switched off when trying tgpdsomething... It is off when a unit is first created.

drop list-of-item-numbers

A unit given this order or any member(s) of its force will dribye specified items at its position. The item(s) immediately
change owner to that of the position, unless the positiombasvner in which case the items are still nominally owned
by the player who dropped them. If no items are specifiedteth$ carried by the unit and its force will be dropped. It
takes no time to drop items.

give unit-number list-of-item-numbers

This tells a unit or any member(s) of its force to give the #jest item(s) to another unit (possibly owned by another
player) which must be at the same position as itself. Thevimgeunit may be in the same force as the giver. This order
takes no time.
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11 Movement

Movement of units is an essential part of the game. Mogeorder is used to tell a unit or force to move to some other
place:

move list-of-positions

This tells the unit (or force) to move from its current pasitialong the path specified in the list of positions. All piosis

in the list will be visited in the order specified. The maximdmtance from the starting position of the unit or force to
the first position in the list and from one position in the tistthe next is two hexes. This is to ensure that you do not
inadvertently send your units halfway across the map becgog mistype a digit in a hex number. Unfortunately the
system does not check the validity of move order paths wharsybmit your orders by email; the check is not performed
until the turn is run and the unit is about to move and as a resale orders may fail if you forget an intermediary
position in the list of positions.

farmove list-of-positions

This is exactly like the move order, except there is no retsbrs on the distance between positions. This is for those
players who do not mind risking their units wandering off &ese of a typo if it will save them some typing, and for
those who always have their move orders fail because theggf@n intermediary position in the path. Note, however,
that if you specify a hex outside the part of the map you haygoegd, the route to the target hex may not be optimal
because your force can only plan its route based on thernemaiwn to it. Note also that when embarked on ships and
moving along sea lanes (see sectid@), “no distance restrictions” applies only as far as you telveady explored; into
unexplored territory you have to write out the movement peth by hex just like for the regulanoveorder (this may be
the safest option even for land movement).

The various aspects of movement are described in the faltpgections.

11.1 Move cost
A moving unit is assigned a basic move cost based on therdtnaioves through. This move cost is multiplied by the
distance moved (in hexes) to compute the time the move tdkegng across rivers takes extra time for most units.

Encumbrance may add to the move cost (see setfidh) and some special effects like illusions may increase theemo
cost (severely if the moving unit is not immune to illusioagssectiori9.2).

A force will move at the rate of its slowest member.

11.1.1 Encumbrance *

A unit may carry up to its carrying capacity of other unitenits or resources and still be able to move. Some units are not
slowed by the weight they carry as long as it is less than oal@quheir carrying capacity, but most units move slower if
they carry a great weight. The move cost is adjusted as fellow

e If the weight carried is less than or equal to one fourth ofdheying capacity of the moving unit, the move cost is
normal.

o If the weight carried is less than or equal to one half of theyilag capacity of the moving unit, the move cost is
multiplied by 1.25.

o If the weight carried is less than the carrying capacity efitioving unit, the move cost is multiplied by 1.5.
o If the weight carried is equal to the carrying capacity ofth@ving unit, the move cost is doubled.

o If the weight carried exceeds the carrying capacity of th@imgunit, the unit cannot move.

The carrying capacity of wounded individuals is reducedyhitly wounded individuals can carry 70% of their normal
capacity, heavily wounded individuals can carry 30% andjiacitated individuals cannot carry anything at all (bweha
to be carried by others).

Forces of units usually share their load. Units in a forcemnatically select the optimal distribution of weight betme
them with respect to getting the minimum move cost for theatarthey move in.
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11.2 Movement on the map

The most basic type of movement is movement between hexenrit fou force) may move from its hex to any adjacent
hex, subject to terrain restrictions. The number of phastskes for a force to move from one hex to another is the
average of the move costs of the two hexes for the moving fooceded up, plus any extra phases for crossing a river.

Example: An infantry force with move cost 6 in plains and 7 in woods m®frem a woods hex to a plains hex. This will
take it 7 phases (the average cost is 6.5, rounded up to 7)thdeelbeen a small river separating the two hexes (and no
bridge or ford) it would take the force an extra 4 phases toanbg. 11 phases in all.

Any missing hexes between the positions given inntteveor farmoveorder will automatically be inserted by the system:

move 125 123

will be expanded by the system by inserting 124 between thegitions (if this is the path between them which has the
lowest move cost, see below).

A force will always choose the shortest (in move cost) patiwvben two positions specified in the move or farmove order.
In case of several possible paths it will take the most fam(iin terms of terrain familiarity). In case of ties it deeglat
random which of the shortest paths to take.

If you do not want the force to take the shortest path it is Igsafficient to insert all the hexes of the path you want the
unit to take. In very rare cases however the shortest patieleettwo adjacent hexes is not the direct path and as a result
the force may take a detour you do not want it to take. An examybu want a force to cross a river over a hex side
next to a hex side with a bridge rather than use the bridgea(lseran enemy army is waiting across the bridge). It may
be the case that the shortest path (in time) across the sitemove across at the bridge even though this means moving
an extra hex on the other side. In such a case it is possibleetifyg that the force should mowrectly to the position
specified rather than look for a shorter path. This is done tityng a “d“ after the position in the path in the move order.

Example:
move 124 123d
Move directly from hex 124 to hex 123.

11.2.1 Specifying relative movement positions

Itis possible to specify movement directions rather thasoalie hex numbers. The six directions are (see figurerth
(N), northeast (NE), southeast (SE), south (S), southv®af) (and northwest (NW) and any of these one- or two-letter
codes may be specified instead of a hex position in a movemeait.o

Example:
3102:
move ne ne n ne
would move unit 3102 two hexes northeast, one hex north aahother hex northeast.

Relative positions are especially useful in connectioimwépeat orders:
3102:
repeat 4
orders:
move ne
search
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You must use caution when specifying relative positiondevimoving to and from non-surface positions (see
section2.1.9. The relative position “swalwaysmeans thesurfaceposition southwest of the current position, even if the
current position isiota surface position. If a flying force wishes to move to the ‘foy®sition southwest of its current
position the movement order must specify the relative msitosw”. It is possible to move from a surface position to
the “over” position immediately above by specifying theatele position “oh” (the “h” stands for “here”) and similgrl

to specify “uh” to move straight down to an “under” positiomdgust “h” to move straight up or down to the surface.

11.2.2 Movement along terrain features *

Any force moving between two positions fully or partly coeted by road will pay whichever move cost is lowest: that
of the road or that of the surrounding terrain. All units iroade move together, it is not possible for some of the units to
use the road while some do not. If a road only goes half way fdmex to the next (i.e. it only goes to the edge of one
hex) then the road can of course only be used in that hex.

Like roads, bridges and fords are used automatically whedew i.e. if the cost of using the bridge or ford is lower than
the cost of crossing the river.

Sea lanes are “roads on water” and can be used by units aegesectioni2.

11.3 Entering and leaving locations

Entering a location is done simply by moving to the exact fmsithe location occupies and then specifying the location
ID number as the next position, for example:

move 123 1455

If 123 is not the exact position of 1455 (because 1455 wasyramnll24 for example) the position list is automatically
expanded to include the exact position (124 in this case).

A unit can only move into a location it can see.

To move out of a location simply write the position to move twutThe moving unit will exit the location at the location’s
position.

Movement into and out of locations takes no time.

Special rule: Flying units may move directly from an “over” vertical pasit and into a surface location @ice versa
without passing through the terrain the location occupi¢ise location is open like e.g. a city or castle (but not ddiing

or a cave). The same is true for units burrowing into a locatiom an “under” vertical position (see secti@rl.2on

vertical positions).

11.4 Connections *

Positions may be connected directly to other positions yesspecial connection, for example a tunnel between two
caves. Such a connection makes it possible to move diregtlyden the two positions (or in one direction if the connec-
tion is one-way, which is possible).

Connections that you know about are listed in your map notes.

A connection has a length and a terrain, used to compute threnment cost. If a unit cannot normally move through the
terrain of the connection it can of course not use the cororect

11.5 Specifying a unit as a position to move to *

It is possible to specify a unit number as a position to movia tine moveor farmoveorders. The unit specified must
belong to your nation. When the move is to be executed, thenuniber will be replaced with the current position of the
unit. This is useful mainly for moving a unit to the exact sgmosition as some other unit it should either join or include
in its force, see sectiod.2
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Example:

move 3101

join 3101

Move to the position of 3101 in order to join its force.

11.6 Delayed movement due to impending battles *

Whenever a force is just about to actually move to a new mos(fie. when a move is completed) the move is delayed if
(it looks like) the force will be involved in a battle at thedeaf the phase. Usually this means the force will indeed be in a
battle at the end of the phase, but in rare cases involvingngaits disappearing before battle (dissolving or telépgy

or having their tactics changed between the delayed moveétendnd of the phase, a delayed force may actually not
become involved in a battle after all.

As the force has actually spent the full time required to cletepits move when it was delayed, the move order will not
take any time to complete on the following phase and theegfavill be able to continue with other orders afterwards jus
as if it had actually moved the phase it was supposed to (akedtithe delayed move was to or from a location it was
not supposed to take any time anyway and therefore a fullgth@sbeen lost). Moreover, delayed moves are executed
very near the beginning of the phase (see secti@ibefore new enemy units have a chance to arrive and evenebefor
units already present get a chance to change their tactigs.nfeans that the only ways the same move can be delayed
more than one phase is either if faster enemy units which aksethemselves delayed the previous phase move to a
position where they can now battle the delayed force or ticaof the delayed force or present enemy units are changed
by a nation order (which is possible in phase 1 and thus cdhdudelay a move already delayed in the last phase of the
previous turn).

11.7 Blocking *
Moving units may be blocked by enemy units. This may happéehriee cases:

1. When units attempt to move between two positions and #rerenemy units at their position who have just moved
in the opposite direction (see sectibh.7..

2. When units attempt to enter a location from the outside ¢eetionl1.7.3.

3. When units attempt to leave a location and there are enerity outside trying to enter it and currently being
blocked (see sectiohl.7.9.

Movement to or from “over” or “under” vertical positions gssection2.1.2 can never be blocked, nor can movement
along connections (see sectibh.4).

Only units which have tactics other than “flee” and “avoidé€ssectiorl5.6 and with either melee or missile attack
capability may attempt to block a moving force. And of counsdy if they can see at least one member of the force.

Blocking is automatic whenever the conditions for a bloc& satisfied (see the sections below). Blocking takes no
time and need not be specified as an action (nor can units tredtes] not to block, except by changing their tactics
to something which does not allow them to block). Blockingslmot interrupt or delay orders being executed by the
blocking unit(s).

A blocked move order is not discarded. The moving force \eilgatedly try to move as ordered until either the conditions
for a block are no longer satisfied or the move order is explicancelled using thereakor clear order (see sectio?l.2).
A blocked move order counts as a “delayed” move order anetbier a has very fast order priority (see secdo?).

11.7.1 Blocking size *

The success of a blocking attempt depends orbtbeking sizeof the units involved. The blocking size of a unit is equal
to the number of individuals in it (see secti@r8.1- note that the size of the individuals does not matter) rpligti by
the unit's combat efficiency factor (see sectlidh3d and adjusted as follows:
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e Hasted units count double.

e Stupid or disabled units, units with tactics “flee” or “aviier units without any attack capability at all do not
count.

e Mindless or dominated units count only half.

e Units with only missile attack capability or in a hex positihot in a location) while having tactics “defend” count
only half.

e Units which cost more than one population per individual éoruit have their blocking size multiplied by the
number of population per individual (all such units are splemounted units which have more than one rider per
mount, e.g. Elephant Riders).

e Hidden units have double blocking size if they are undetebte the force trying to move. They are however
immediately un-hidden if participating in a block.

11.7.2 Blocking units moving in the opposite direction *

If enemy units coming from the direction a force is moving\arat the position of your force before it completes its
move, your move may be blocked. This means that two movingefocannot pass each other without the one moving
first getting the chance to block the other.

Only enemy units and units of the nation owning the hex ortiooethe moving force is in will attempt to block; the latter
only if they are not allied to the moving force.

To successfully block the moving force, the blocking unitsstrhave a combined blocking size at least equal to half the
combined blocking size of the force if the move is between Iveres or out of a location; for mové@go a location the
required blocking size is described in sectidh7.3below.

11.7.3 Blocking an attempt to move into a location *

Units inside a location may try to block a force attemptingtove in from outside. They can only do so if the location is
not allied to or owned by the nation of the moving force anddsanemy towards themselves. If the block is successful
the force will be stopped just outside the location.

Only units enemy to the moving force or belonging to the matwning the location will attempt to block (if not allied
to the moving force).

In order for the block to succeed the blocking size of the kilog units multiplied by thélocking factorof the location
must at least be equal to the blocking size of the moving fofidee blocking factor of a location is simply how many
individuals each member of its garrison can normally blddkits allied to the moving force (including units owned by
the same nation) which amesidethe location subtract their blocking size from the combib&zrtking size of the units
attempting to block, before it is multiplied by the blockifagtor of the location.

A location has a blocking factor of 4 unless otherwise statets blurb. Locations with fortifications have their blaok
factor increased however, see sectl@n

11.7.4 Blocking an attempt to exit a location *

A force trying to move out of a location may be blocked by enamits outside who are themselves currently blocked
trying to moveinto the location. Thus it is possible that two enemy forces gitérg to move past each other into and
out of the same location will block each other indefinitelptfLlone or both move orders are broken off by the players or
until a battle removes or reduces one of the forces allowiegther to complete its move).

To successfully block, the blocking units must have a comdbisiocking size at least equal to half the combined blocking
size of the moving force.
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12 Ships *

Most units are unable to move into ocean hexes without beinged by ships. Individual ships are not represented in the
game, but the capacity of a nation to move and fight at sealiesepted as two numbers: the numbewafshipsowned
and the number dfansportsowned. At the end of each turn you will have to pay an upkeepdar ships, exactly how
much depends on your nation. If you fail to pay your navy upkgau will lose those ships you cannot pay for.

When a force is to be transported at sea it must move to a héeatoast where it magmbarkonto the ships of the
nation’s navy. Most nations may only embark from hexes dairtg a bay or a large river flowing into the ocean, but a
few nations may embark from any coastal hex containing e#hmy or a beach or from a coastal hex adjacent to a small
river. When the force embarks it will be moved into the oceex &djacent to the bay (or beach) it embarked from, or in
the case of rivers: to the ocean hex the river flows into.

While embarked a force is only able to move along the masgezdlanesit cannot move into ocean hexes where no sea
lanes run. The move cost for movement along sea lanes deperydsir nation. If you use thiarmoveor farsneakorders

to move an embarked force, you should be aware that you carspatify “far” target hexes which your nation has seen
sea lanes running into (i.e. which are on you map from theipus\vturn). This means you cdarmoveto any sea lane
hexes on your map but where you map does not extend you carfiaomgveto neighbouring hexes along sea lanes. So
sea lane movement outside the area you have already exphuside specified hex by hex, even fdaemoveorder.

When the force wishes to move ashore it milisembarkinto a coastal hex at a bay or at the mouth of a large river (or at
a beach or mouth of a small river, i.e. anywhere you could ekyau can also disembark).

Theembarkanddisembarkorders are used for embarking and disembarking:

embark hex-number

This order is used by a force which wants to embark. You muesti§pthe number of the ocean hex the force is embarking
into. Embarkation takes a number of phases depending omgation, generally 6. Until the order is complete the force

will remain in the coastal hex it is embarking from and maymlved in any battles there. The transportation capacity
(see below) needed to transport the force is assigned wbentharkorder is commenced. If the force is inside a location

in the hex to be embarked from it will automatically move abithe hex itself before beginning embarkation.

disembark hex-number

This order is used when a force at sea wishes to come ashore.m¥st specify the coastal hex to disembark into.
Disembarkation takes a number of phases depending on ytianngenerally 6. Until the order is complete the force
will remain at sea and may become involved in any sea battli#s hex. The transportation capacity (see below) needed
to transport the force is freed when the order completestamtbtce is moved ashore.

12.1 Transportation capacity *

Your nation has a limitetransportation capacityt sea depending on the number of ships you own. The tramasioort
capacity of each warship is 250 and the transportation égpEfeach transport is 500. You can never have units embark
on ships if their embarkation would cause the total combgize of all your embarked units to exceed your transportatio
capacity.

The loss of ships in sea battles may bring your transportatapacity below that required for your units currently at
sea. This has no effect, except that when some of your usigsriark they may not be able to embark again because of
insufficient transportation capacity.

Your transportation capacity may be split any way betweebarked forces. Even if you have just a single ship its
capacity may be split between forces at widely differenitpmss at sea.

12.2 Combat at sea *

When enemy forces meet at sea they will do battle just asyfrtet on land (see sectidb.?). The main difference is that
units do not have all their normal attack capabilities whifebarked on ships, instead they have a melee attack strength
depending solely on the number of warships “with” their faré¢our warships are assumed to be spread between your
forces at sea proportionally to the amount of transport ciypallocated to each force (i.e. the combined size of iitsiin

so the more units embarked the weaker the melee strengtblof €aere is however an upper limit on how many warships
which can be assigned to a force (and thus lost if the forcknsreated): The maximum number of warships with a force
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is equal to the transport capacity used by the force divigetids (fractions are kept, so it is possible for a small force t
have e.g. 0.2 warship). Note that as melee attack strendgté arbarked is proportional to “warships per individudiét
melee attack strength of each individual in a unit will begidional to the individual’s size (as more warship is assit)

to transporting a large individual than to transporting agimdividual). This means that e.g. a mounted human wiha
three times the melee attack strength of a non-mounted huRlgsmmay seem counter-intuitive as the mounted man will
obviously be unable to use his mount in a battle at sea, buakemsense if you remember that the melee combat strength
of embarked units represents the strength of the warshifigeafation, not the strength of the units themselves.

Units with missile attack capability retain it while embatdkbut in sea battles they only get one chance of using their
missiles before melee commences.

Units retain their normal defence strength (armour, thidk,swhatever) while at sea so while e.g. Light Infantry and
Heavy Infantry will have the same melee attack strengthattse Heavy Infantry will last a lot longer.

All'in all the total combat performance of an embarked fore@ imixture of the naval strength of the nation and the
strength of the embarked units themselves. This reflectsthide ships may ram enemy ships or the crew fire catapults
at the enemy the troops on board will also get to fight whenrte®down to actually boarding the enemy.

When your units embarked on ships lose individuals in bétisepossible you will lose some of your warships and trans-

ports. The more transport capability which is “freed” bydes in battles, the more ships will you lose. On average you
will lose warships proportional to how many were assignetthéoreduced or eliminated units and transports proporitiona
to the freed capacity not accounted for by the loss of wassh@nly actual kills count as losses, units which flee are

assumed to have ships to carry them.

Example: A force consisting of a single size 4 scout is involved in albait sea. Assuming the nation has plenty of
warships and not so many forces currently embarked, therlipgieon the number of warships assigned comes into play
and the scout has 4/125 = 0.032 warships to back him up. It $s eliminated there is a 3.2% chance his nation loses
a warship. If the scout flees the battle there is no chanceyofvarships being lost at all.

Itis possible that units embarked on ships may encountebattig enemy units which have an inherent or magical ability
to travel on the ocean and thus do not need ships and do not aswembarked units. In this case you cannot use the
usual overall combat ratings described in secfibrb.2to compare the strength of the two forces as one force haseemel
attack strength which is totally different from its usualleeeattack strength. There is no easy way to adjust for tlis fa
but as a rule of thumb, with half the maximum number of warslapsigned to an embarked force, human-sized units
will be about their normal strength (a little weaker thanmat if heavy and a little stronger than normal if light) while
mounted units will be about 1.5 times their normal strength.

12.3 Building and scuttling ships *

New ships can be built by use of theunchnation order and ships you no longer wish to maintain can mved with
thescuttleorder:

launch ship-type number
This order allows your nation to create new ships. You spebi type of ships to be builiMarshipsor transportg and
the number of ships to build. The time it takes and the rescost depends on your nation.

scuttle ship-type number

This order is used to remove ships. The effect is immediatestMations will regain some of the resources used for
building the ships (even though the name of the ordscigtlethe ships are taken out of service in a more ordered manner
than scuttling...). You cannot scuttle ships if this woutth your transport capability below the current total sifgour
embarked units.
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13 Locations revisited

Locations can be given and execute orders just like uniterdare some orders of a general nature that all locations
can execute. These are tblear, break insertandembedorders of sectior21.2, the various synchronisation orders of
section21.3 theorderorder of sectior21.4 therepeatorder of sectior21.5and the naming orders of secti@t.1 Other
than that some locations can execute orders specific totyipeor even unique for one location.

Most locations will exist at the start of the game, but somi@na and special units can create new locations by using the
build order:

build location-type-number

build location-type-number position-to-build-in

This order can be either a unit order (e.g. engineers cad buils) or a nation order (building e.g. castles or temples)
The second form of the order is used with nations, the firdt witits (they can only build things where they are). The
creation cost must be paid when building is commenced.

13.1 Cities and towns

Cities and towns are to many nations the most important tgpkscation. Many units can only be recruited in them and
they also produce population and generate trade whichnslated into gold income. On top of this they are usually
worth some victory points.

A city or town may be expanded up to a certain maximum sizés lfipkeep (in food) cannot be paid it will decrease in
size. Production and upkeep are proportional to its sizés te cost of its walls (if any). Thexpandorder is used to
expand a city or town:

expandnumber-of-increments

This order expands the city or town the specified number & sizrements. This takes 8 phases per size increment.
On top of the cost for expanding the city or town itself, thetcor expanding its walls (if any) must also be paid, see
sectionl6.1l Theexpandorder can only be executed by a city when there are no enertg/which can influence control

at its position or inside iandif it is located in a controlled hex.

If a the food upkeep of a city cannot be met it will decreasesine, except if the cause of the lack of food is a siege and
the city is only size one (in which case nothing happens).cityis reduced to size zero it will turn intains, another
type of location, and it can then never be re-built as a city.

13.2 Castles

Castles serve partly as strongholds which your armies migndeand partly as centres of administration. The presence
of a castle allows for better control with the local popwdatand therefore means you get a higher resource production
from hexes containing one.

The improvement, maintenance and combat effects of fatitios is described in sectidé. As described there, any
castle will have a current effective fortification rating i is a measure of how strong the castle is. For the purpose of
the special bonuses detailed below only the strongestsiemed castle present in a hex and belonging to the sameanatio
as the hex is counted. The castle need not be located difne¢tig hex, it may be inside a city.

If a hex contains a castle of at least rating one the owninigmag¢ceives the following bonuses:

e The nation has two extra administration points each ture ¢setior.2).

e The base production of food, wood and mounts of that hex igased by one third.
If a hex contains a castle of at least rating four the ownirtgpnaeceives the following additional bonus:

e The base production of population and iron of that hex isdased by one third.
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14 Gaining control of hexes and locations

The “control” order is used for gaining ownership of hexed ahlocations which influence control. To gain control of a
hex or location a unit capable of executing a control ordestrmwove to the specified hex/location and then successfully
execute the order. A unit at a non-surface position (se@se2tl.2 cannot attempt to control its hex.

Locations which do not influence control (see seca?) cannot be explicitely controlled with a control order butlw
automatically become controlled by the owner of their posit{see sectiori4.3. Enemy locations which influence
control and which are inside the location or hex to be colgdoWill obstruct a control attempt, as will some types of
enemy units (see sectid.?).

Only (individual) units of certain types can execute a colrdrder (this will be stated in their descriptions), butethnits
may be able to help, actually most often helping unitsraqeiiredfor a control. It is stated in the blurb of any leader unit
type capable on control which unit types may help and whetbkring units are required or optional.

It will help reducing the time needed to gain control if neigliring hexes or locations directly in the hex or location
to be controlled are already owned. Actually some minordedagpes maynly control hexes or locations which have
neighbours that their nation already owns. If owned neiginbare a requirement for controlling a location it is enough
to own its hex or one of the neighbouring hexes, to own oneefdbations which it is considered to be “inside” (if any),
or to own an interior location influencing control.

Example: A General who can control only hexes or locations with owneig/imbours attempts to control a castle inside
a city. To be allowed the control, either the city, the hexioe of the neighbouring hexes must be owned. It would not be
sufficient to own another location (e.g. a fort) located mlgghe city in the same hex. If he attempts to control the city
it is both required and sulfficient that his nation owns theleaglad there been no castle, his nation must either own the
hex, another location directly in the hex (e.g. a fort), oreéghbouring hex. If he attempts to control the hex itselfs it
both required and sufficient that his nation owns the city.

If the hex or location to be controlled is already owned by sasther nation, that ownership must first teutralised
The control time for taking over such a location or hex is h&ttheeded to take over the same location or hex if it was
not owned by any player. Some units (typically minor leajleasinot neutralise control at all but can only gain contfol o
neutral territory. You can only neutralise control of nasdhat are your enemies.

The control order can be specified with or without an argument

control

control number-of-tries

This order is used to attempt to control the current posititaforce. Used without arguments it tells the force to agiem

a control once or twice depending on the situation: If theddnas just moved to its present positinrthe same phase
and the control order is prevented by enemy units or becaurse sther force is doing a control in the same place then
the force waits one phase and attempts agdiiha number is given as an argument then this is the numbémefstto
attempt the order before the control is aborted. The fordlewsiit one phase between each attempt. If you specify the
value -1 then the force will repeat its attempt to controlluhsucceeds or until some “permanent” condition makes the
control order invalid. The number 0 has the same meaningtaspeaifying any argument.

Example:
Assume the castle 1854 is located inside the city 1933 wieshh the hex 123. A player wanting to take the hex would
first need to take the castle and then the city before the kelf @dould be controlled.

The orders below are a complicated but not uncommon sequéma® an army led by a character capable of control
moves up to the city, storms its walls, moves into the cityrats the walls of the castle, drops off a few units because the
castle is too small to contain the entire army, moves intactstle, takes control of it, moves back into the city, inelsid

the dropped off units into the army again, controls the citgyes out into the hex itself and finally controls that:

1This is a sensible default behaviour for the control ordethd force has just moved to its present location in the sams@it has not had a chance
to eliminate the enemies there in a battle (as battles aghfat the end of each phase), and thus it makes sense to tryiaghe next phase when
there has been a chance to fight.
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move 123

storm

move 1933

storm

leave 3113 3115
move 1854
control -1

move 1933
include 3113 3115
control -1

move 123
control -1

Note that these orders do not leave a garrison in the citysitecavhich would usually be a wise thing to do.

The time a control order takes depends on the move cost faathieolling unit in the terrain of the location or hex to be
controlled. If other units are helping it also depends oiir theve costs (not adjusted for encumbrance). If the coliigpl
unit or any helping units are reduced in combat efficiencytdugounds then the time required will increase. The more
units that are helping and the more neighbouring hexes thatleeady owned, the quicker is it to finish the control order
It is somewhat complicated to compute the exact time a cbotder will take, see sectiobd.2for how to do it. Often a
control order can take several turns to complete, espgamederrain which has a high move cost for the controllingtuni

14.1 Obstructing control

A control order will be obstructed by the presence of enenijswand/or locations directly in the hex or location being
controlled.

Most mass units and a few special individual units will obsticontrol, this is stated in their descriptions (they ‘ligfhce
control”). For enemy units to be able to obstruct controlytheust be at the surface position (if in a hex) and their
combinedeffective presenceust be at least one fourth of the combined effective presehthe controlling force and
any allied units at its position, where the presence ofédllirits (and owned units not in the controlling force) coumlo
half (see sectio.3.2.

Some locations (such as cities and fortifications) alsorabstontrol. Only locations which are in their descripgon
stated to “influence control” will obstruct control.

When a control order is obstructed, those units and/or ilmeatwvhich obstructed it and which the force that attempted
the control can see will be listed in the event report of tteyet owning the force. It is however possible that a control
order is obstructed by something that the force (and thezefe player) cannot see, in which case the player will ngerel

be told that the order was obstructed.

14.2 How to compute the exact time required for a control *

The time required for a control is split into two componerithe base timeand theshared time The base time reflects
the work that must be done by the controlling unit itself, shared time the work that can be shared with its helpers. Both
times depend on the move cost of the controlling unit in theate being controlled and are stated in the “blurb” for the
unit’s type.

The base time is divided by the current combat efficiency efcntrolling unit. The resulting value is theodified base
time

The shared time is divided by tledfective number of helpefsee below) to obtaithe modified shared time

The modified base time and the modified shared time are addeth&r to produce thital timerequired to take or
control of a hex. If a location is being controlled and it hasirterior size of less than 10000 then the total time is the
time for a hex multiplied by the interior size and divided W30DO0. A location of interior size 10000 or greater takes just
as long to control as a hex. If control has to be neutralisedttie location or hex is being taken from an enemy) the total
time is multiplied by 1.5. The resultingdjusted total timés rounded up to a whole number of phases.
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Theeffective number of helpeiscomputed as follows:

The controlling unit counts as one helper itself, multigl®y its current combat effectiveness (so if that is 70% tlmen t
unit counts as 0.7).

Each unit in the force of a type which is listed as a valid hadpinit type for the controlling unit counts as tim@ve cost
for the controlling unit in the current terrain divided byehmove cost for the helping ur{go fast units count more than
slow units), modified by multiplying with the current comtediciency factor of the helping unit and, if it is a mass unit,
with its current size relative to a standard unit of its size.

If a hex is being controlled then each neighbouring hex dlyeavned counts as two helpers.
If it is a location that is being controlled and its positigraiready owned then this counts as two helpers.

Every location already owned by the controlling nation, ethinfluences control and is located directly in the hex or
location being controlledr, in the case where a location is being controlled is locatezkactly the same position as
that location, counts as two helpers. If its interior sizégs than 10000 it only counts as two helpers multiplied lgy th
interior size and divided by 10000.

Example:

A Noble, 3101, at full combat effectiveness and with move ddsr plains is trying to control a plains hex. In the “blurb”
describing a Noble it is stated that his base control timetisnés his move cost for the hex and the shared time is 12
times his move cost for the hex. For a plains hex this givestit4® phases respectively.

As his combat effectiveness is 100% the modified base caitrelis 16 phases.
In his force are the following units which can help with theatol:

3110 Heavy Infantry (75/100%/100%)
3111 Heavy Infantry (68/63%/42%)
3120 Light Cavalry (50/100%/100%)

Heavy Infantry has move rate 7 in plains and the standardsizetis 50 individuals, Light Cavalry has move rate 4 in
plains and the standard unit size is 25 individuals. The remlisted after each unit are its current number of indialdu
its wound status (not used in these computations) and iteucombat efficiency factor (see sectith 3.

Each unit’s contribution to the effective number of helpisras follows:

3101: 1.00

3110: 0.86 (4/7 times 75/50 times 100/100)
3111: 0.33 (4/7 times 68/50 times 42/100)
3120: 2.00 (4/4 times 50/25 times 100/100)
total: 4.19

The modified shared time is thus 11.46 (48/4.19) and the ttetplired time is 27.46, which is rounded up to 28 phases.

Now assume that the nation of the noble already owns two beigifing hexes plus a fort (interior size 2000) inside the
hex. This adds 4.4 to the effective number of helpers (4 fioerhiexes, 0.4 from the fort) and thereby brings the modified
shared time down to 5.59 phases and the total time requinedded up) to 22 phases.

Assume instead that the Noble is only at 30% combat efficiefitys brings the modified base time to 53.33 phases
(16 times 100/30) and reduces his contribution to the affectumber of helpers to 0.3, thereby increasing the modified
shared time to 13.75 (48/3.49) and the total required tin&¥t08, rounded up to 68 phases!

14.3 Automatic control *

A location or immobile item which does not influence contrdl automatically change ownership at the end of a phase
where its position is owned by some enemy or if the locatienfidoes not have an owner and its position does. The
ownership of the location or item will then change to thatref position. Units or locations which influence control and
are inside a location prevent it from changing ownershigpkto their own nation.

Units and locations of non-player nations may attempt tdrobthe location they occupy, if they can influence control.
If at the end of a phase a location contains units or locatimsh belong to non-player nations, they will attempt to
neutralise control if they are enemies of the current owifehere are units or locations present which are allied to or
owned by the current owner, they will prevent this. Otheeagsntrol is neutralised. If at the end of a phase a location
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with no owner contains units or locations which all belondghte same non-player nation then they will gain control of
the location. This will not happen if control was automalticaeutralised in the same phase; first control is neutedlist
the end of one phase and then the owner is changed at the dralrahit.
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15 Battles

At the end of every action phase, battles will take place wleremy units are within zero distance (and can see each
other and have appropriate tactics).

The combat system simulates attacks by each individual mtbut only reports the total wounds inflicted by each unit
in each attack (you would not want to read about the 50 attoks a unit of 50 individuals). A large battle involving
many units can still generate quite a long and repetitivdedegport however, so email players have the option of fgavin
the detailed battle report omitted and only getting the batile summary.

There are two basic types of attacks: Missile and meleelattdn order to make a melee attack a unit has to advance to
the same position as an enemy unit on the battlefield (se®sd&.7). Missile attacks can be made by defending units
against units advancing on their positions. Missile attazdn in general not be made against units involved in melee or
units “in defensive positions”.

The attack and defence values may be modified by the relatisiigns of the units. If they are on different sides of
a castle wall for example, the unit on the inside clearly hasdvantage. The attack and defence values of a unit also
depend on the terrain the attack takes place in (mountedhten@ye not 100% efficient if they cannot use their horses,
such as in the swamp or on the walls of a castle).

The event report states how much damage is inflicted by etatkatf it states “marginal damage” it means that the unit
was damaged a little but not enough to inflict a wound. Madgilaanage accumulates until it is sufficient to be counted
as a wound.

15.1 Striking back

A unit attacked in melee will strike back against its attackaless one of the following cases apply:

e The unitis disabled (by some special power).

e The unit did not expect combat in this battle segment (thfgpkas only if it could see no known enemies at all
in the start of the battle segment, something which raretyimexcept when questing characters are ambushed in
some lair they entered).

e The unit has already used all its attacks in this battle se¢gme

e The unit had tacticélee (the only case in which a unit of tacti¢keewill not flee before rather than after being
attacked is if there are allied units with tactics differémoim flee “in front” of it but these units were unable to
contain the enemy because of the size of the enemy forces).

The return attack must be a melee attack, regardless ofttiestaf the unit. The unit will spend some (possibly all) of
its attacks for the current segment.

15.2 Ciritical hits

Whenever an attack is made there is a small chance that thiébieva critical hit. If the attacks is a unit representing an
individual and defender is another individual, the chanice oritical hit is 1%, while if the defender is a mass unit the
chance is 2%. Similarly, when a member of a mass unit attaoshar member of a mass unit, there is a 1% chance of a
critical hit, while a mass unit attacking an individual wikver score a critical hit. The effect of a critical hit is texiease

the strength of the attack and hence the maximum damage gamnébtor 8. It is possible to do very little damage with

a critical hit because it is only the maximum damage whichéséased (i.e. there are more faces on the virtual die that is
rolled but there is still a chance of rolling a one).

If an area attack is a critical hit, only one of the creatufféexcted will be hit with the increased attack strength. Samty,
only the first attack in a multiple attack routine may be aeaithit.
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15.3 Wounds

Each individual in a unit has a certain number of wound poiftee performance of a unit in many areas (including
combat) depends on how wounded its individuals are. An iddai can have eithdight woundsor heavy woundsor
beincapacitated These wound “levels” correspond to a certain number of wiquuints, depending on the type of unit.
Individuals with light wounds are at 70% combat efficienaglividuals with heavy wounds are at 30% combat efficiency
and incapacitated individuals are at 0% combat efficienye dverage combat efficiency of the individuals in a unit is
known as theombat efficiency factaf the unit. The combat efficiency factor is used when cattudghow many attacks
the unit may make per battle segment but is also used a loacgploutside combat to reflect the general efficiency of
the unit. It is for example used when calculating the timeunexgl for the execution of a control order (see secfidr?),
when calculating how much a unit may carry (see sectibri.), when determining initiative (see sectidr®), when
calculating the resource production of a unit (see sedi@nand when computing the effective presence of a unit (see
section2.3.9.

In turn reports the number of individuals in a unit and th@imbined strength is reported at the start and end of a battle
plusin the map notes. The strength is reported as two pegesit The number of wound points and the combat efficiency
factor, both relative to a unit of completely unwounded vidiials.

Example:
3232(0Q) Heavy Infantry (17/65%/50%)

This heavy infantry unit has 17 individuals, the sum of thveiund points is at 65% of their maximal (unwounded) sum
and their combat efficiency is at 50%, meaning they get 50%eif hormal number of attacks (rounded up): 9 attacks in
this case.

For an individual unit the number of individuals is alwaysand so just the number of wound points and the combat
efficiency are listed:

3208(0Q) Knight (6 w.p./100%)

A detailed report of the wound status of each of your unitsvsmyin your status report so you can see exactly how many
individuals are wounded and how badly they are wounded.

15.3.1 Recovery of wounds *

Most individuals will over time automatically recover losbund points. The speed of recovery differs from unit type to
unit type. The automatic recovery takes place to some degreeatter what a unit is doing; a unit may recover wounds
even if it participates in battles each phase. If the unitsdatgsolutely nothing in a phase, the rate of recovery is @oubl
the normal rate. If the unit was engaged in combat, the rdtalfghe normal rate.

There are also magical means to recover wounds faster tearotmal rate.

Note that the wound recovery rate stated for a unit type iattezagerecovery rate. If the rate is 1 w.p. per 24 phases it
means that the average time before a wounded individualeesd w.p. is 24 phases, but in reality the recovery time is
random. Another way to look at the rate of recovery is to say ithindicates the probability that a wounded individual
recovers 1 w.p. in a given phase, independently of how loagdrntiividual has been wounded and how many phases have
passed since the last recovery of a wound point. So with aveggaate of 1 w.p. per 24 phases a wounded individual
has 1/24 chance of recovering a w.p. every phase. The ingil/iday be lucky and recover 3 w.p. in 3 phases or may be
unlucky and not recover a single w.p. in 48 phases or more.

15.4 Restrictions on combat *

There is a limit on how many and how large units may attack ainmhelee combat during a battle segment.

Basically, a mass unit can be attacked by individuals froneotinits of up to twice its size. This may be adjusted as
follows:
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If the defending unit has tactics which means it stays inelgactics “defend”, “avoid” or “flee”), this “target size5i
only 80% of normal. If the defending unit has the specialctfarm “formation”, the target size is 75% of normal. These
adjustments are cumulative.

Example:
A unit of human light infantry has 50 members each of size Aalt the special attack form “formation”. If it has chosen
tactics “defend”, it may be attacked by units of a combinee sio larger than 250x 4 x 80%x 75% = 240.

Attacking mass units which have the special combat abifityrhation” have their effective size reduced by 25%.

Example: The light infantry unit from the previous example has an@fie size of 5&4x75% = 150 when attacking.

Individual units may be attacked by units of a size totallipgo 3 times its own size. This is never adjusted for tactics o
special attack forms.

Example: A human knight of size 4 may be attacked by other units of d site of 12.

These mechanisms mean that it is an advantage to have smadifpbindividuals in your units. A lot of small beings
may gang up on few larger beings, but large beings cannotgaiog their smaller foes.

Units which are attacked in melee by sufficiently many oréaggemies so that they may not be attacked due to the size
restriction rules above are said tofody engagedn melee. When all enemy units at melee range are fully ertyageir
remaining units cannot attack anyone in melee (because #rerno targets). In this case your idle units may move to
other locations on the battlefield to attack opponents there

Units at a given position must be attackedmeleein order depending on their tactics (see secti®ng: Units with
tacticschargemust be fully engaged before units with tactatsackor defendmay be attacked in melee, these units must
be fully engaged before any units with tactengoid can be attacked, and these must be fully engaged beforewittits
tacticsfleecan be attacked. These restrictions do not apply to misisdeles.

Mass units are because of their large number of individusdslly much stronger than individual units and can easily
overcome them in combat. However, to allow individuals tgb®ected by their armies the following rule applies:

No mass unit may attack an individual unit before all massstatiits position and of more aggressive tactics have been
fully engaged. Individual units are thus the last units toebgaged in large battles involving mass units (unless they
voluntarily attack). Individual units are not restrictedthis way, thus a Knight may attack the Necromancer while his
mass unit followers must engage the hordes of Zombies firetveder, if the Necromancer by himself attacks a mass
unit in melee (if he has tactics allowing this) then that mas# is allowed a return attack against him as detailed in

sectionl5.1

Note that major characters are further protected, seeoset:8.3

Armed units are assumed to defend unarmed units, so no unattack an unarmed unit (a unit with no attack value)
unless all armed enemies at its position have been fullygedja

15.4.1 Excess attacks *

It is the individuals of a unit that attack, not the unit as aoleh This is important when applying the size restrictions
mentioned above. Assume, for example, that the light imfaumit would like to attack the knight. They cannot all akkac
the knight, but 4 individuals can (he may be attacked by searid they are each an effective size 3 as they have the
special attack form “formation”). The four individuals Wihen attack the knight, and the remaining 46 will look ardun
after someone else to attack. In this way, a mass unit withyrratividuals may attack several small units during the
same segment.

If a unit may be attacked at all, one individual of any size ma#tgck. An example: A unit of 5 giants (each size 10)
attacks the knight from before. After the first giant hascktal, there is only room for a size 2 individual to attack the
knight. However, because of this rule, another giant getgtaxk the knight. There is then no more room to attack the
knight and the other 3 giants must look for another opponiEnis rule also means that a dragon of size 50 could attack
the knight.
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15.5 Attack capabilities *

In addition to normal attacks some units may have speciatlattorms such as poison, fire, cad cetera Units of
different types may be affected more or less by the diffeattaick forms. The zombies might not be affected by mind
attacks, the knight's armour might not protect him very vegjhinst fire or coldet cetera If a unit type is especially
vulnerable to some attack form, it might be mentioned in thgcdption of it, but then again, it might not... Most of the
time you will have to rely on general knowledge of the gamekgagund (“...just wait 'till my fire-spewing dragon meets
that water elemental...”) and find out the rest the hard wayo@ips, so the poison stings of my giant scorpions did not
affect his demons, but their fire attack really seems effe@painst the scorpions...”).

Some units have area attacks. This means they can affedplauttdividuals in a mass unit with one attack. An area
attack affects a given size (and here it is no longer an adgerto be in formation) so that the number of individuals
affected depends on their size. A dragon will do a lot moraltdamage when flaming 30 dwarves than when flaming
just one knight. If a unit has area attacks it will be mentbirethe unit type “blurb”.

Missile attacks can have ranges from 1 to 3. This is, roughdaking, the number of missile attacks the unit gets at the
start of the battle when the two armies are closing (see tire hetailed explanation in sectid®.7). Terrain may limit
missile attack range; specificaliyissile attacks are limited to range one in woods, woodésd &ild jungle

A unit will always choose the attack that seems most likelpeceffective against a given opponent (Knight: “Hmm, a
Yeti. | think | will use my flame-tongue sword today. Squireaihtl me sword #7...").

It is not possible for an attack to miss an opponent but treckittan be so weak that the opponent takes no (significant)
damage. Some very special units may be totally immune to darg normal attacks and thus can only be damaged by
other special units.

15.5.1 Special combat abilities *

There are several special combat abilities which units eaeh

charge: The unit may “charge” where the terrain allows it, see sect.6.2
cancel charge: It is impossible to charge the unit, see sectl&n6.2
formation: The individuals of the unit fight effectively in formatiorge sectior1 5.4

brave: The morale of brave units is affected less by losses incurredmbat than the morale on non-brave units, see
section9.2.1

cowardly: The opposite of brave, the units are more severely affegtéodses, see secti@n2.1

15.5.2 Combatratings *

As mentioned in sectio.3.], the exact attack capabilities of units will be unknown te filayers. The players only
knows the overaltombat ratingof each unit type (found in the unit type tables of the scenariin the unit type blurbs),
this being the relative strength of the unit compared tosth@dard unit which is human medium infantry. The combat
rating is computed in the following way:

Each type of unit in the game world is matched against allraypes. Mass unit types are all set to the same number of
individuals, so their combat ratings are compardigwveen individualsnot between standard size units. For each unit
type pair, the maximum damage for the best possible attgzitility (under neutral conditions) of each unit againg th
particular opponent is computed. For each unit type, allatgarit could do and all damage the other unit types could do
to it are totalled, weighted for how common units of that type in the game world. These totals are compared to the
totals of the standard unit to obtain the relative combatgat adjusting for the number of wound points an individofal

the unit has and how many wounds are required to reduce @ste#ness (see secti@b.3. The overall combat rating is
given as an index with 10 being equal to the standard unit &itthnumbers meaning better expected performance. To
compare armies you can try to compare their total combatgstibut remember that a lot of other factors (terrain, neoral
and fortifications just to mention the most important) arolaed.

Remember that the combat ratings are used only for desgrtb@units, not in actual combat resolution where a more
detailed and complex (but hidden) mechanism is involved.



15.6 Tactics 59
15.5.3 Adjustments of combat performance *

Many factors influence the performance of units in combae Miost important are listed in the following, with approxi-
mate figures for how great their effect is. These figures habetapproximate as the combat algorithm is non-linear but
for ease of interpretation the effect on the performancé/iesgas an adjustment factor, in percent.

morale: Each point of positive morale (see sect®g) increases melee performance with approximately 0.375%wh
each point of negative morale adjusts it downwards with exiprately the same amount. Missile attacks are
adjusted 0.125% up or down by morale.

terrain: The direct effect of terrain on melee combat performancésted for each unit type in the unit type blurb.
Terrain familiarity however also plays a minor role: unféiariterrain makes a unit up to 10-15% more vulnerable
to enemy attacks while familiar terrain can make a unit al@@ less vulnerable.

charge: A charging unit has a bonus of about 20% on its initial attétke target is not in defensive position (units with
tactics “defend” which have not used missile attacks as tfaeging unit approached will usually be in defensive
positions). A non-charging unit attacking a charging uais la penalty of about 10% (see sectlén6.2.

15.6 Tactics

In battles the behaviour of each unit is determined byaitsics

To fully understand the interplay between the differentitadt is necessary to be familiar with how battles are resdl
(see sectior15.7) but this should not be necessary to get the basic undeistandeded to choose the right tactics for
your units under most circumstances.

The tactics of a unit are changed with the “tactics” order:

tacticstactics

tacticstactics list-of-unit-numbers

This order changes the tactics of one or more units. In thiefdirsn, which is a unit order, all mass units in the force have
their tactics set as specified while the tactics of any imtligls in the force will be unchanged (exception: if the fdece

in questing modésee sectioi20) all its units, including individuals, will have their tacs changed). In the second form,
which can be used as either a unit order or a nation ordeig$aate changed only for the specified units (which may be
either mass units or individuals). If the second form is usgé unit, all the units specified must be in its force. If the
order is used as a nation order, the units need not be in the faioe but they must of course belong to the nation.

The distinction between mass units and individuals intdeticsorder is made to prevent the tactics of leaders being
accidentally changed (and thus leaders unintentionallygoeut at risk in battles). However, it also prevents theitac

of a scout or other individual being set immediately whes itdcruited by putting gacticsorder in the recruit order. For
this special purpose, there isrgytacticsorder:

mytacticstactics
This order changes the tactics of just the unit executingig.a “free” order not counting towards the order allowante
the unit nor costing any administration points (see se@ién

The possible tactics are:

charge: Units with chargetactics will charge if they can (see sectidh.6.9, otherwise they will advance on the enemy
as perattack below. Units in walled locations will sortie if they hawdhargetactics (see sectioh5.6.9. Units
with tacticschargeare considered to be in front of units with less aggressisictaand therefore must be attacked
in melee and fully engaged before other units on their sidé@asame battlefield position may be attacked (see
sectionl5.4. They also get to attack in melee (and thus choose oppgr®fitee other units.

attack: Units with attacktactics will advance towards the enemy and engage them ieen&hey do not charge even if
able to.Attackis the default for most units when they are created.

defend: Units with defendtactics do not move on the battlefield. They shoot at enemig wilich come within range
of their missile attacks (if they have any) and attack anyr@as who close to melee range. Tactigfendis not a
viable choice for leaders who should only be involved in th#lb if there is absolutely no way around it, leaders
should have tacticavoidor flee



60 15 BATTLES

avoid: Units with avoidtactics stay in the back and try to avoid all combat, attagkinly with missile attacks.

flee: Units withfleetactics act as peavoidabove, except they flee if actually attacked or if it lookgltkere are enemies
who will engage them in melee and no friendly units to prevetite. no friendly units with tactics different from
fleeat the same battlefield position as the unit or between theamai all enemies). Tactidieeis the default for
leaders.

Examples:

Set the tactics of all mass units in the force to “attack”:
tactics attack

Set the tactics of 3211 and 3112 to “charge”:
tactics charge 3211 3212

15.6.1 Walled locations; storms and sorties

A walled locationis any kind of location offering units inside it some form @bpection against attacks from units outside,
whether the location actually has walls or nolf a location offers protection to units even without thetifiications
described in sectioh6 it will be stated in the blurb describing it.

Units will not automatically attack enemies inside a wallecation as this could be pure suicide. You must specifically
order your units tstormin order to get them to attack units in walled locations airtpesition.

You use thestormorder for this:

storm

The force spends a phase preparing to storm enemy locatigisgp@sition. At the end of the phase, those units of the
force which have tactics “attack” or “charge” will attackeamy units in walled locations. The force will not move inteth
location(s) stormed even if all enemy units are successéliininated, the effect of the order is justattackthe enemy
units.

Example:
Usually you intend to move into and even gain control of afimeeafter storming it and thus a typical order sequence
for attacking and attempting to control the walled locatl®33 in hex 123 would be:

3101:

move 123
storm
move 1933
control -1

Units which storm a location are subject to an extra misstkch at point blank range from defenders with missile &ttac
capability (regardless of tactics).

Some units (e.g. mounted units) are penalised when fightirgwalls, even if on the inside. For such units it can be a
good idea to make sortie. Units with tactics “charge” will automatically make s@sifrom a walled location in the very
beginning of any battle.

During battles a unit may engage other units that are at mastazation removed from their position: Units may attack
units inside locations located at their position but mayattdck units further in. Units in a location may sortie inte t
hex or location immediately outside but may not venturetfeirtout. And units which sortie from a location may not
engage units inside other locations at the position thetyestar, nor may they attack or be attacked by units outside the
location they sortie into. Assume for example a hex contgjmai city which contains a castle. Units in the hex may attack
other units in the hex and units in the city. Units in the citgymattack other units in the city, may storm the castle or may
sortie into the hex. Units in the castle may attack othersuinithe castle or may sortie into the city.
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15.6.2 Charging *

Some units have the special combat ability “charge”. Urfithese types can charge if they have the tactics “chaagd”
if they are in a terrain for which their move cost is no gredlen 6 and where their terrain combat modifier is no less
than 75%. A charge has three effects:

1. A charging unit gets to move twice as fast as a hon-changiitgduring battles and may either move two times or
both move and attack in melee in the same segment (see s&btiog.

2. A charging unit gets a 20% bonus (does 20% more damage$ €irsitmelee attack after a charge. The bonus is
cancelled against units in “defensive positions” (seeised5.7.9 as well as units who “cancel charge attacks”
(see sectioi5.5.]).

3. A non-charging unit attacking a charging unit in meleedefending against a charging unit) attacks at only about
90% efficiency.

New units which can charge will usually by default have &cticharge” while most other unit have tactics “attack”.

15.7 Resolution of battles *

To understand what happens during battles it is necessanyderstand the structure of the battlefield as well as what
happens during each battle segment.

15.7.1 The battlefield *

All battles are fought on a battlefield. Battles take plac@oather scale in time and space than the “main action” of the
game and therefore while the units that participate in ddoattist be within zero distance of each other on the game map
they will for the purpose of battles move around betweeredsifit positions on a battlefield in order to engage each.other

The basic battlefield consists ofri@dfieldposition, abackor initial position for each opposing army and one intermediary
position between each back position and the midfield, seeeflgdrawing (a). To engage another army in melee at its
initial position an army will have to advance four steps. pposing armies advance they will meet at the midfield after
two steps. This simple battlefield is the result when two ammneet in the same hex.

Locations are added to the basic battlefield each at its owitipo two steps removed from the midfield, see figbre
drawing (b). Armies inside a location may be attacked bysuaitvancing to this position (illustrated by a hexagon in the
drawing) and if units inside the location sortie they do sthis position. Note that if the same player has armies both
inside and outside the location they will start at widelyfeliént positions, the army outside being equally long from t
army inside as any enemy army outside is (see figuteawing (c)).

Inside a location there is only one battlefield position serey armies in the same location will start at the same pasitio
and immediately be in melee range (and missile range). @ihations inside a location will be positioned where armies
inside the location start, and these armies will thus imeedlf be able to attack into those locations. It is possibte f
a battle only to involve armies inside one location or someettlocations. In this case the outer (hex) battlefield ts no
used at all, cf. figur® drawing (d).

All distances on battlefields are measuredteps one step being the distance between one position on tHeflmdt and
adjacent (non-location) positions. The distance betwberirtside and outside of a location is zero even though it does
count as a step for units to move out of (or into) a locationlddattacks are only possible between units at zero distance
from each other and thus units must either be at the samequoasit the battlefield or be inside and immediately outside
the same location. Missile attacks are possible againtt oaifurther away than the number of steps correspondirggto t
unit’'s missile range, e.g. a unit with missile range two daoat at enemies at zero (melee) range, units one step removed
or units two steps removed.

15.7.2 The battle segment *

A battle is divided intdbattle segmenf®ach segment representing a short amount of time. A baittlast for as many
segments as are required before the battle is resolvedntieno more units wish to or can attack other units.

In each full battle segment the following events occur, mfibllowing order:
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Figure 5: Four simple battlefields. Starting positions fonmigs are drawn as boxes, intermediary positions as cjrcles
locations’ positions as hexagons and the midfield posittoa laox with rounded corners. (a): Two opposing armies in the
same hex. (b): One army in a location and one in the hex out&ijteTwo armies outside and one in a location. (d): One
army in a location and one in a location inside the first laati

. . Location

Location Army Al| Location (innerl)
Location
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=Y

10.
11.

Morale is adjusted downwards for special effects sucleasduras.

. Units with tactics “flee” will flee if there are enemy uniteser to them than any friendly units with tactics different

from “flee”.

. Units within melee range and capable of melee attacks mtagkeeach other in melee.

. Units which maychargeand have not already attacked in melee in this segment mayhawge one step towards

the enemy.

. Units capable of missile attacks, with tactics “deferfdioid” or “flee”, which have enemies within missile range

and which did not already melee may now use their missilekdgtaEnemy units involved in melee may not be
attacked, nor may enemies in “defensive positions”.

. Units which charged in this segment or which charged aetiteof the previous segment and have done nothing

yet this segment may now make a melee attack, if there areyeneits at melee range.

. Units with tactics “attack” (or witch tactics “charge” tunable to charge) may now advance one step towards the

enemy if they have not done anything earlier in the segment.

. Units which maychargeand have not attacked in the current segment may now chaggtepm towards the enemy

(again).

. Units which have done nothing during the segment and tirasee enemy units that may attack them either with

missile attacks or a charge may now erdefensive position@ake cover). Units in defensive positions may not
be the target of missile attacks and they cancel the 20% kbatisharging units normally get on their first melee
attack.

Morale is adjusted upwards for any heroes present or otheale-boosting effects.

Each unit's morale is averaged with its pre-battle neoral

In battles where enemy units with missile capability stathim missile range of each other (this will be because threy a
at sea or inside the same location) there will be an initislsile onlybattle segment where only steps 1, 2, 5, 10 and 11
above are performed and where even units with tactics ‘ldtac charge” get to use missiles during step 5. In battles
at sea or wherer all combatants are in the same locatioicgédefend” and “attack” are equivalent as no units need to
move.
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16 Fortifications *

Cities and towns and a few other location types may buildsaallaid in their defence. Castles are fortifications which
also serve as administrative centres. Forts are pure éattiins.

All fortifications are characterised byfartification rating (sometimes called theall rating) and afortification strength
(sometimes called thevall strength). The rating can be thought of as the height of the walls aedstrength as the
thickness of the walls.

Fortifications can be damaged in various ways, this gelyaediuces their effectiveness. Damage is measurddrmage
points Theeffective ratingof a fortification is computed by dividing the current damagént total by the fortification
strength, rounding down and then subtracting the resuttimgber from the fortification rating. The effective ratingnc
never be less than zero though.

Any location with a non-zero effective fortification ratibhgcomes avalled location with the effects on battle described
in section15.6.1 i.e. it forces units outside tetormthe location to attack the units inside, giving inside umigh
missile capability one extra missile attack at point blaakge while the attackers scale the walls. Furthermore, a non
zero effective fortification rating reduces the strengtlatécks into the location and increases the vulnerabifitynits
outside the location when they attack units inside in meleis (s in addition to the penalty that some units, e.g. agyal
have when fighting over walls, see sectith.6.). The exact effect depends on the type of fortificati@pecialised
fortificationsare locations such as castles and forts designed with deentheir main purpos@ther fortified locations
such as cities are not quite as effective even given the sartiéction rating. The table below gives the reductionte t
overall combat value of the attacker as a function of fosifien rating:

Reduction in attacker combat value
Fortification rating 1 2 3 4 5 6 7+
Specialised fortifications 38.5% | 61.0% | 78.0% | 87.5% | 94.5% | 97.5% | 100%
Other locations 30.0% | 54.0% | 67.0% | 78.0% | 87.5% | 94.5% | 100%

So for example units attacking into a fortification ratingaste are at only 12.5% of their normal efficiency, and it is
totally impossible to attack units in a fortification withrfdication rating 7 or greater.

Note that fortifications usually only protect against urdtsacking at ground level. Any unit with a non-zero terrain
combat rating for “air” is considered able to fly in combat aaa therefore fly over walls. The combat efficiency of such
units is thereforaot affected by the fortification rating of regular fortified ktions.

Fortifications also increase tlidocking factorof a location which is how many individuals trying to enteatla single
individual inside can block (see secti@d.?. The normal blocking factor of an unfortified location is 4.specialised
fortificationwith a non-zero effective fortification rating has a bloakfactor of 10 unless otherwise specified in its blurb.
Other fortified locations (such as cities) with a non-zefedaive fortification rating have a blocking factor equabtplus
their current effective fortification rating, although mewhigher than 10.

The status of all fortifications that your nation can see mted in the map notes of the turn report. The status of your
own fortifications are also listed in your status report.

16.1 Costs of fortifications *

The cost of building and expanding fortifications is projmoral to thevolumeof walls built or added. The total volume
of a wall is found by multiplying its rating (height) by itsrength (thickness) and itength The length of a city wall
is equal to the current size (in size increments) of the cllye length of the wall of a castle or fort is 5. For normal
fortifications the cost per volume is 2 manpower and 1 goldspecial or magical fortifications the cost is stated inrthei
“blurb”.

When a city is expanded its walls must be expanded to coritaiihé cost of this is added to the regular cost of expanding
the city. The extra cost is simply the cost of the added volofmgall: 2 manpower and 1 gold, multiplied by the rating,
the strength and the number of added size increments. Nahesdé resources are recovered if the city should decrease
in size.

Example: A size 6 city has a wall of rating 2 and strength 7. The totalwmé of the wall is thus 84 (6 times 2 times 7)

and the total cost of the wall so far has been 168 manpower4gol8@. The nation owning the city decides to expand it
by two size increments. On top of the normal cost for expamttie city an additional cost of 56 manpower and 28 gold
must be paid for expanding the fortifications (the wall lédnigtincreased by 2 and thus the volume is increased by 28).
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When a fortified location improves its fortification rating strength the cost is simply equal to the cost of the added
volume. Thus for every point of rating improvement the cegtrioportional to the strength multiplied by the length and
for every point of strength improvement the cost is propori to the rating multiplied by the length.

Example: A castle (wall length 5) has a fortification rating of 3 and difecation strength of 10. The nation owning it
decides to improve the fortification rating to 4. In order tottis the fortification strength must first be increased to 12
(see sectiol6.?. Increasing the strength by 2 increases the volume by 3iingstthe rating 3 times the length 5) and
thus costs 60 manpower and 30 gold. Increasing the ratingnoylincreases the volume by 60 (1 times the strength 12
times the length 5) and thus costs 120 manpower and 60 gokltotal cost for the improvement is thus 180 manpower
and 90 gold.

At the end of each turn fortifications must be maintained. ddst of maintaining a location’s fortification (itsrtification
upkeepis proportional to the rating and the length of the walls ibdependent of the strength of the walls. For normal
fortifications the fortification upkeep is 1 gold multiplieg the rating and length of the walls.

Examples: A size 6 city with wall rating 2 pays 12 gold per turn to maintés walls. A castle with fortification rating 4
pays 20 gold per turn to maintain its fortifications.

If the fortification upkeep cannot be met then the fortifioat are damaged. The damage incurred is equal to the strength
of the fortification and thus reduces its effective ratingoioe.

16.2 Improving and removing fortifications *

Fortifications are improved with thenprovelocation order:

improve what-to-improve amount

The location improves either its fortification rating orfitstification strength by the specified amount. The first angat
must be either “rating” or “strength”. If no amount is spesifithen the greatest improvement that the location candaffor
and may do is performed. Improving walirengthtakes 2 phases per point of improvement for most nationsrdwipg
wall rating takes 6 phases per point of improvement, multiplied by thve raging (if the rating is improved several steps
then the time it takes to complete each step is only multigbgthe rating of that step, not by the rating of the final step)
Theimproveorder can only be executed by a location when there are noyenaits which can influence control at its
position or inside it.

Fortification strength can be increased without limit. Fimation rating can be increased up to a certain maximum
depending on your nation and/or the location. For most natibe maximum wall rating for cities is 4 and the maximum
fortification rating for castles is 6. Forts (temporary fiications usually built by engineer units) have a maximum
fortification rating of 3.

Special rule: The maximum rating of fortifications in swamp terrain is 2.

The fortification rating is also limited by the fortificatiatrength: you need walls of a certain thickness to build them
to a certain height. The fortification rating cannot be inya beyond the fortification strength divided by 3, rounded
down. If for some reason the strength of a fortification drbpkw its current rating times 3 then the rating is adjusted
accordingly.

Fortifications are removed with themovedocation order:

removewhat-to-remove amount

The location removes as much of its fortification rating atifation strength as specified. The first argument must be
either “rating” or “strength”. If no amount is specified aditing or strength will be removed. No resources are recavere

when tearing down fortifications, but on the other hand it=doet cost anything to do it either. Removing wall strength

or rating takes 2 phases per point removed for most nationsrénoveorder can only be executed by a location when

there are no enemy units which can influence control at it&ipoor inside it.

16.3 Damage and repair *

Some units (typically engineers) can damage enemy fottiifica. This is done in the regular action phases, not indxattl
Damage is, as mentioned above, measurethimage points Fortifications can never accumulate more damage points
than their strength points multiplied by their rating pluseo
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damagetarget-number number-of-phases

This order can be executed by any force containing unitstitejed damaging fortifications, even when the force leader is
notsuch a unit. The first argument of the order is the number olfdtetion to be damaged, the second is the number of
phases to use. If the second argument is omitted then thedoliccontinue to damage the location until no more damage
can be inflicted.

Each unit type capable of damaging fortifications will hawesfficiency measured isiege enginesven though the unit
type may not actually be using siege engines to damage ¢attdins. The efficiency for a given unit is multiplied by the
current combat efficiency of the unit, and if it is a mass ulsibdy its current size relative to the standard size of wfits
its type. Each siege engine has 25% chance of inflicting oite pbdamage each phase.

At the end of the turn, fortifications which are so damaged tifwair effective rating is zero will decrease one in actual

rating. In this event, the current damage is reduced by th#i¢ation strength (the damaged part of the wall crumbled

away). If a castle or a fort ever has zero fortification rat{agtual rating, not effective) at the end of a turn then it is

destroyed. Other types of locations which reach zero foatiibn rating and at the same time has fortification damage
equal to or greater than the wall strength lose their fodifans, but may usually build new ones.

Damaged fortifications may be repaired by a location usiegepair order:

repair what-to-repair amount

This order lets a location repair damage to its fortificagiofhe first argument must be the type of damage to repaiereith
“damage” for normal damage or “sapping” for sapping damage 6ectior16.3.). The second argument is the amount
to be repaired. If this is zero or omitted then all damage bélrepaired, or as much damage as the location can afford to
repair, whichever is less. For most nations fortificatiopaies take one phase and cost 1 gold and 2 manpower per point
repaired. Theepair order can only be executed by a location when there are noyeurits which can influence control

at its position or inside it.

16.3.1 Sapping fortifications *

There is an alternative to attacking fortifications withggieengines and attempting to damage the walls directly. Some
units maysap enemy fortifications: dig tunnels under the enemy walls iraiempt to undermine them and cause a
collapse. The exact effect of sapping is not known by eittagtypuntil suddenly a collapse occurs or until the hidden
sapping damage is fully repaired. The following order isduge sapping:

saptarget-number number-of-phases
This order is similar to thelamageorder except that instead of regular damage, hiddgiping damagis inflicted. The
saporder can only be executed if there are no armed enemy ueisept at the position of the force.

The effect of sapping depends on 8tability of the fortification being sapped. The stability is definedhesfortification
strength divided by the fortification rating and is thus atske3. If the effect of sapping a stability 4 fortification ists
to 100% (see below) then the effect against a stability 3ffcation is approximately 120% while against a stability 5
fortification it is about 85%, and it decreases further f@ttar stability fortifications.

The sapping efficiency of a unit type is for ease of compargeen as the number of siege engines that would in average
and over time cause the same damage witlddrmeageorder as thesaporder would cause a stability 4 fortification.

Sapping damage is converted to regular damage when cdlapsar. The chance of a collapse occurring in any given
phase is higher the more sapping damage has been doneadatine fortification strength. The effect is highly variabl

a collapse may convert part or all of the sapping damage ddaedamage and the conversion factor is random (but
averages to one for a stability 4 fortification).

Sapping damage is repaired like normal damage withetpair order, at the same cost per point repaired.
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17 Sieges*

There is no special order used for laying siege to a locatitstead what you do is just move a large army to the position
just outside the location you want to siege. The locationndeu siege if the combineelffective presencef all units
attempting to siege is more than the combined effectivegmes of any units opposing a siege and presetgidethe
location. Unitsinsidethe location cannot oppose the siege.

Units outside a location will attempt to siege if either

1. the location is owned by an enemy and there are no frierdligd or own) units inside it who would suffer from
the siege, or

2. the location is owned by an ally or the unit's own nation antheone is in the process of taking over contaal
there are no friendly units inside who would suffer from aysie

Units outside a location will actively oppose a siege if eith

1. there are friendly units inside it who would suffer fromiege, or

2. the location is owned by an ally or the unit’s own nation anebne is in the process of taking over control.

Units outside a location will neither attempt or oppose geiié they are neutral towards the owner of the location and
there are no friendly units inside it who would suffer fromiege.

17.1 Effects of sieges *
A siege has the following immediate effects:

1. The production of the location and any locations withiis ihalted.

2. The morale of units inside is decreased by 10 at the begjrofieach phase of the siege (after the normal halving
of the morale, at the same time leadership bonuses are dpplie

3. While the location is under siege it cannot use resounasept locally at its position (in the hex or location where
it is placed).

Is a siege has been uninterrupted since the beginning afithétthas the following additional effects:

1. Units and locations inside the sieged location cannot dnaunstore resources from their nation resource pool,
except mana. This means that they can only use those resounéeh are already locally present. Likewise they
are unable to store other resources than mana in the nasonree pool. Thus if a location is under siege for
an entire turn the non-mana upkeep of the units and locatimide as well as its own upkeep have to be paid
exclusively from the resources present locally.

2. A city under siege for an entire turn receives no tradernmeo

Note that siege status of locations (i.e. whether locatéazesunder siege or not) is determined at the start of evergepha
beforeany orders are executed. This means that if you attempt tklaesiege by moving sufficient units out of the
location under siege, the siege will not be lifted until tregimning of thenextphase (if the units survive waiting outside
the location for an entire phase). Siege status is also ega@dthe very end of the turn after any events which happen “at
the end of the turn” but before resource production and ypkeee sectiod). This means you can lift a siege in the last
phase of a turn and get trade income and have access to the patl for upkeep that same turn.

If the upkeep ofinitscannot be met because of a siege but could otherwise be pludstnot immediately have the usual
consequences dissolving the units. In fingt turn the upkeep of a unit cannot be paid because of a siege but Wieere
resources are available in the nation pool, the resoureedrawn from the pool anyway (put aside for when the siege
is lifted) and the unit survives but iseakened A weakened unit will be reduced to half normal combat sttemiyring

the entire next turn. If the upkeep of the unit is not paid atend of the turn in which it is weakened the unit will be
dissolved as usual.
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The upkeep ofortificationsis also given special treatment during a siege. If the upka@pot be met but the resources
for it are available in the nation resource pool then the epkeill be paid from the pool and the fortifications remain
intact (they are kept in repair by drawing on labour and pahieh have to be paid after the siege is lifted).

A city which is not supplied with food because of a siege will be pedlin size as usual when its food upkeep cannot be
met. However, a city of size 1 wilhot be reduced in size (and thus will not be destroyed) if it lafdkad because of a
siege (no food from the nation food pool will be used eithessemtially a size 1 city under siege has no food upkeep if it
does not have locally stored food to support itself). Not thsize 1 city lacking food for any other reason than a siege
will be destroyed.

No other type of upkeep is given special treatment in a segany upkeep which cannot be met and does not fall under
any of the cases mentioned above will have the usual unfatéLconsequences.

Example:

The army of the Eastern Kingdom arrive at an enemy fortifiég ltalfway through a turn and stops outside to lay siege
to it. For the remainder of that turn, the city will be unaldasse any resources stored in its hex (probably none anyway)
and its production (of population) is halted. At the sameetetl units inside begin to suffer from a lower morale (after a
few phases they are at -20 in morale relative to their normadl). At the end of the turn upkeeps are paid normally and
the city generates the usual trade income.

From the very beginning of the next turn the city is cut offrfrthe resource pool of the nation. It has no resources stored
locally and no units capable of magic, so no new units can beuited for its defence. At the end of the turn, the city
cannot be supplied with food and thus it is reduced in sizertgysize increment. All units inside which require an upkeep
are weakened and would fight at only half strength if the Eadténgdom decided to storm the city next turn (or if they
decided to try their luck outside the city).

After one more turn the city is reduced one more size increed all defending units requiring an upkeep are dissolved
(they surrender).

Next turn, having waited over two turns outside the city, dney of the Eastern Kingdom can march in and encounter
at most a few leaders who did not require an upkeep. The tatifins of the city will be intact but the city itself has
been reduced in size by two increments. So by taking the gitsidge rather than storm the Eastern Kingdom avoided a
fight at the cost of getting the city two turns later and somevemaller. The Kingdom could have stormed the city after
only one full turn of the siege and encountered only half thigimal opposition, getting the city one turn earlier andyon
losing one increment of city size.

Note that once the enemy has arrived at a location it is t@ttaattempt to unstore resources from the nation resource
pool as the location will be under siege from the very begigrof the turn where you would try to access the nation
resource pool. If you want to keep resources in a locationtiostand a siege you must therefore unstore them at the very
latest in the same turn the enemy army arrives. This meanswst either predict where the enemy will go or you must
keep resources locally in all your locations at all times.
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18 What you see and know

Where your units can move and who they may fight is determinedtmt they can see. This is determined by the
following:

Distance. The further away something is, the harder is it to see it. Hawafunit can see depends on thewing range
from the terrain it is in and of the terrain whatever it is rgito spot is in: It cannot see anything which is further
away than the greater of the two viewing ranges. From ther“oxeztical position (i.e. for flying units) the viewing
range is 3 hexes. From high mountains and mountains it is @s@xd from most other terrain 1 hex. In caves the
viewing range is zero.

Awareness. How far a unit can see depends on its awareness.

Terrain. Some terrain is hard to spot something in. Some terrain makd&cult for the units in it to get a proper view
of anything. Apart from the viewing range limitations détdi above there are modifications on the difficulty of
spotting things depending both of the terrain of the viewat an the terrain the viewer is trying to see into (this
may be the same of course). Generally, the denser the gravitteanore hills or mountains, the harder is the
terrain to spot something in. And the denser the growth onthee flat or boggy, the harder is the terrain to spot
something from.

Blocked line of sight. There are some locations which units cannot see into or out of

Whatitis. Some locations / items / units are easier to see than oth&is.d€pends on things like their size and how
well they blend into their surroundings.

The situation. A unit involved in combat concentrates its attention on.thatunit which has spent the last 5 phases
searching notices a lot more than before its search.

A unit may only attack foes it can see, it may only move intalians it can see, and it can only pick up items it can see.

Units of the same nation are assumed to be able to communiBatié one unit of your nation discovers a location, all
other units will be told it is there (and may thus move into @nce a location is on your map notes, all your units know
it. Units or items your units spot will also be known to youhet units, but only so long they remain stationary and do
not hide.

Hexes and some locations (such as cities) are assumed t@bkafeal and thus they can report to the nation. This means
that the hexes and cities you control can “see”.

All the things that your units, hexes and locations see duaitturn are detailed in the event report. The map shows all
the hexes and features you (or rather: your usiitseterg have seen so far during the game. Your map may not correctly
reflect the current state of the world, if for example theak&rof some hex has changed since you last saw it, you will not
discover it until you see the hex again. In the map notes, tis@tipns of all the units you have seen during the turn are

indicated, at the place you saw them last (the phase is itediédgyou cannot see them at the end of the turn). Sometimes
it will also be listed what a unit was/is doing, such as if imsving.

The map notes are actually your most complete picture ofuhent state of the game (although the status report is more
detailed than the map notes when it comes to your own uniafilinset ceterg. One particular aspect of the map notes
which is very important is the waydentationis used to show how units and locations are inside otheritwtat Each
unit, location or item will in general have one or at most a fegs of text in the map notes. Locations, items and units
at a given position are listed sorted by their unit numbest focations and items and then units. If a location has anits
other locations inside it these will be listed immediatehgdar the location, indented by a few spaces. So the indentati
reveals which units are inside a city and which are outside.

Example:
This is an example of how a hex and its contents may be listéteimap notes:
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Hex 123: farmlands (GE)
Sergilia [1826(GE)]: size 6 of 12
interior terrain: city
city trade rating: 10
city walls: rating:2 strength:7
Sergilia Keep [1867(GE)]
interior terrain: structure
fortification rating:4 strength:14
3101(GE*) King Eduardo (Noble): 8 w.p./100%
3105(GE) High Priest: 10 w.p./100%
3108(GE) Captain: 8 w.p./100%
3110(GE) Medium Infantry: 75/100%/100%
3111(GE) Heavy Infantry: 75/100%/100%
3117(GE) Medium Cavalry: 50/100%/100%

The indentation tells you that in the hex 123 is the city Sexr@ind inside that city is a keep, in which are the king, a
priest, a captain and a unit of medium infantry. Outside #epkbut inside the city is a unit of heavy infantry, and owsid
the city in the hex itself is a unit of medium cavalry.

You will always know the exact state and position of your owits) hexes and locations, this will be stated in your status
report.

18.1 Searching

There are orders allowing units to search in order to ineréasir awareness:

searchphases

This tells a force to spend a number of phases searchingrisntyposition. The longer time spent, the bigger the chance
of finding anything previously hidden to them (actually n@obe is involved, searching merely increases the awareness
of all units in the force). The force may also find something i adjacent positions, but the search is most efficient at
the exact position of the force. A force gains nothing frormrsking in the same spot for more than 10 phases.

find id-number

find id-number phases

This order makes a force search its current position for aipétem, unit or location. The ID number of the object
searched for must be given. This works like a regular seatchpt that it is three times as efficient as Hearchorder

at finding the desired object but only half as efficient at figdother objects. The order has two forms. The first form
makes the unit search until the desired object is found, kadtbetter be there! The second form sets an upper limit on
how many phases the unit should spend searching.

18.2 Hiding and sneaking

Itis possible for units to try to make themselves harder tectédyhidingin place orsneakingrom one place to another.
How successfully a unit can hide depends on the terrain (@aéamiliarity of the unit with that terrain) and on thale
factor of the unit. A “typical” unit in “typical” terrain will be abé to make itself twice as hard to detect by hiding.

All hidden units in a force executingraove farmoveor control order will immediately and automatically become unhid-
den as these orders require activity which cannot be doniglingh(thesneakandfarsneakorders described below allow
units to move while hidden). There may be other orders natride=d in these rules which do not allow either the force
leader or the members of the force executing them to remdiiding, and if so this will be stated in the blurbs describing
the orders. Note that units which become unhidden by exagati order dmot automatically hide again when they are
finished.

In battles, hidden units generally have to unhide if theyadtacked or themselves attack. Such uwils automatically
hide again once the battle is over.

Note that hidden units joining or being included in a forcenaén hidden, even if the force leader is not hidden, and
similarly unhidden units remain unhidden even when joirthiggforce of a hidden leader (and the leader is not unhidden).
So it is possible for a force to consist of some hidden and samhé&den units.
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Hidden units have their effective presence (see se&tidr® halved.
The following orders are used to hide and unhide units:

hide
This order makes all the units of a force hidden. This takesme.

unhide
This order makes all the units of a force unhidden. This takesme.

Regular movement will unhide units as outlined above. Big fiossible for units to try to make themselves harder to
detect even while moving by using the ordeneakandfarsneak

sneaklist-of-positions

farsneak list-of-positions

These orders move a force of hidden units and corresponcteetiulatmmoveandfarmoveorders of sectionll. The
move cost of all units are doubled while sneaking. If anysinfta force about to executesaeakor farsneakorder are
not already hidden they will immediately and automaticélgcome so. When the order finishes, all units will remain
hidden (as if the force had executedide) until unhidden by amnhideorder or some other activity.
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19 Magic*

There are so many different forms of magic in the game thatdtitside the scope of these rules to give all the details.
The “blurbs” on the individual unit types describe which kpé any the unit can cast, how long it takes to cast it and

how much mana it costs. You will also receive “blurbs” on thels themselves, detailing their effects and how to write

the orders.

There are two kinds of magic which deserve special menticalxe their presence in the game have important strategic
implications: Strike spells and illusions.

19.1 Strike spells *

Strike spells are spells which can be used to attack wholéarat a distance. Most spell casters can target armies from
up to two or three hexes away while some can strike from muehtgr distances. The effect is to attaslery individual

in every unitat a given position. The power of the attack varies with thellgnd with the mana spent and the damage
done may be anywhere from 0-1 wounds per individual for wéidkes against heavy units to 0-8 wounds per individual
for strong strikes against light units. A couple of strongksts timed to happen in the same phase can all but wipe out
even the greatest armies.

19.1.1 How to use strike spells effectively *

Strike spells affect all units at the target position. Thisams that you want to target large armies rather than snmaikar
It also means that you should take care not to hit your owrsurithose of your allies.

Strike spells alone usually cannot accomplish much (eXoepery strong strikes against very weak units). They ast be
used in combination with an attack by your armies: First ustike to weaken the enemy and then have your armies
move in immediately after to finish the job. Timing is very iorfant here, ideally you want your armies to arrive just
one phase later than the strike to allow minimum time for theney’s recovery. You certainly do not want your army to
arrive too early and be hit by the strike (or be defeated byfuliestrength enemy army). If you arrive too late many of
the wounds you inflicted with the strike may be healed and tieerg leaders have had ample time to work on the morale
of their troops.

Unless you attack a stationary army such as the garrisonitf yau wish to take it may be hard to actually hit anything.
With strike spells there are two ways to specify the targesditppm: either as a normal position (e.g. hex 125) or as a
unit (e.g. unit 3101), the latter meaning “the position wh#ris unit is”. If you just write a normal position the only
requirement is that it is within range. If you write a unitethnit must be within range (both when the caster starts the
spell and when the strike goes o#fiid the caster must be able seethe unit (it is not sufficient that some other of your
units can see it). This requirement severely limits the eanfgthe spell when targeting units as you cannot expect the
spell caster to be able to see units which are more than onavesx depending on terrain of course.

The difficulties with striking moving targets mean that ofigu want to do a strike spell as the very first thing of a turn
because at that time you know the positions of the enemy (thi¢g are listed in the “map notes” section of your last turn
report). This of course requires that you happen to have lacaster within range and that the spell does not take too
long to activate, for just a few phases into the turn the eneray have moved and your expensive strikes will hit empty
air.

When you spot a large enemy army moving towards you and ibisit@ertain (or impossible) to try to hit it with strikes

at the beginning of the turn you can do something else: Youataiour spell caster wait until it sees the enemy army and
then cast the strike spell specifying a unit in the army agdrget. You should select a large and prominent mass unit as
your target and not a leader who is probably much harder to $pen use the “waitforone” order of secti@t.3to have

the spell caster wait until he can see the target (and thettergvithin range). Note however that if the spell takes alon
time to activate and the approaching army is moving fast if adually be able to reach your units before the spell goes
off and you may fry both your own units and the enemy (this matybe so bad if you are inside a location which offers
some protection).
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Example: Assume that you have spotted an army containing the unit 810@ Heavy Infantry) and it looks like it is
heading towards the city where your mage is located. Youranhagpens to have a “firestrike” spell which takes 4 phases
to activate and has a maximum range of 2 hexes. To have a faicetof striking the enemy army before it reaches the
city you can give your mage the following orders:

waitforone 1 3114

firestrike 3114 5 ) . . . .
(where the “5” in the firestrike order is the power of the s#)ikThis set of orders means that your mage waits until 3114

is within 1 hex énd he can see the unit) and then starts to cast his spell with 8% iHe target (thereby hitting all units
which happen to be at the same position as 3114 when the sallaff).

19.1.2 How to avoid enemy strikes *

Now that you know how to effectively use your strikes it isyfdir to tell the other player how to avoid them...

1: Get some magical protection.

There are magical spells which offer either partial or fulbgection against strikes. They have limited duration astco
mana to maintain so you cannot use them always, but be céotgirotect your largest armies if you are up against a
nation you know has strike spells. There may also be itempexial units which offer protection against strikes for any
units at their position. So put your priest with the army glirag your capital and let your campaigning general carry the
“Holy Lightning Rod".

2: Move and attack in one turn.

Try to keep your army out of range of the enemy until the lasisime moment. If you want to attack into enemy lands

you should try to reach your target in one of the last phaséiseofurn and start the turn with your army as far away as
possible, minimising the chance that the enemy has any sp&tkrs within strike range (or indeed can spot your army at
all).

3: Break started move orders.

If your large and important army ends a turn in the middle afgening a move it will appear in the map notes of all
who see it as “moving towards X (arrives phase Y)”, where Xestnext position it will move to and Y is the phase it will
arrive there (you can check this in your own map notes). Ifreengy spell caster is within strike range of the army but
unable to target specific units then the enemy player wilehavstrike either the position your army is moving from or
the one it is moving towards, depending on whether his stsikast enough to go before phase Y or not. If you suspect
that a strike will be hitting the position the army is movingvards you can use the “break” order to break your move and
then either move by another path or just delay the move e.littl

19.2 lllusions *

lllusions cover a whole hex with a mirage of some specifiaiarusually different from what is really there. You may or
may not be aware of these illusions. If you own the hex yofirgel will know that the illusion is there and what the real
terrain is. If you do not own the hex, what you know depends bo (.e. which of your units) have seen the hex.

Some units are immune to illusions and thus see both theaiiasy terrain and the real terrain. If you have any such
immune units who have seen the illusion, you will know it istth (and what it hides). If the hex has only been seen by
your “standard” units, you will only know the illusionaryrtain and may not guess that there is an illusion at all (but
there are ways to tell, as outlined below).

An illusion affects all units in the covered hex, even thetsioif the player who controls the hex and/or the player who
has made the illusion (often this will be the same player).

Movement is slowed or may even become impossible. For a fameéng through illusion the following two move costs
are found:

1. The highest move cost among all the units for the realiterfbsome unit cannot move in the real terrain at all, the
force cannot move (regardless of any illusions).

2. The largest move cost among all non-immune units for fasidnary terrain. If some non-immune unit cannot
move in the illusionary terrain at all (such as a Knight in gkt is assigned a move cost of 48 phases per hex.
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Depending on the presence of immune and non-immune unitgifotce, the move cost of the force is then computed as
follows:

e If all units in the force are immune to illusion, the move cissthat of the real terrain plus 10% (the units have to
concentrate to avoid being affected by the illusion).

o |f at least one but not all units in the force is immune to iltuns, the move cost is either that of the real terrain or
the average of the two move costs, whichever is the highes,26%.

e If none of the units in the force are immune to illusions, thevencost is the largest of the two costs found, plus
50%.

Examples: A knight which has move cost 6 for Plains and 14 for Mountairtves through a Plains hex with illusion
of Mountains. The cost is then the higher of the two (14) widl§badded: 21. If the Knight had an immune wizard to
guide him (in the same force) and assuming that the Kniglitésstower of the two in both terrains, the cost would be
the average of 6 and 14 plus 25%: 12.5. If the illusion was dDaean where the Knight cannot normally move, the cost
would be 48<1.5 = 72 if the Knight was alone and (48+6)2.25 = 33.75 with the Wizard. Three turns of 24 phases just
to move one hex in the worst case!

Things are harder to see in a hex with an illusion. This appieall units, but mostly to non-immune units of course.

A unit can never enter a hex where it will be destroyed by tla terrain. Thus if your units seems to “bounce off” a
certain hex it may be because the hex is covered by an ill@sidrthe real terrain is something they cannot enter.

There are spells which remove illusions but these are ysuaty expensive and far from all nations posses them. There
are also various “true sight” spells which will reveal amdion for what it is and tell you the real terrain but will not
otherwise help you against it.
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20 Questing *

The main focus of the game is on military action but there {gastunity for players to play an exploration/adventurgest
“game within the game”.

A player may designate that some of his or her units shoulkl#ze “main” game and enter into a separgesting
modein which they cannot influence or even observe the militadg sif the game but instead interact with locations,
units and items which are invisible to units in the normmgitary mode Suchquestingunits may be able to find items or
information which may help the military position of the ratior which may be worth victory points to the nation.

20.1 Questing units *

A unit may change from military to questing mode or vice-geirs any hex belonging to its nation and any location
belonging to its nation or an allied nation, except in mined forts (which only “exist” in military mode). This is done
by use of thequestingorder:

guesting on

questing off

This order changes the mode of the unit that executes it. hev@ent should be “on” to change from military to questing
mode and “off” to change from questing mode to military mode.

When a unit changes questing mode any members of its force which cannot go queesiill be removed from the force
first. When a unit changesom questing mode all other units in its force will change with lih both cases anything
carried by the unit(s) will also change mode.

Units in questing mode can only be seen by other units in mgestode. Hexes and locations have no awareness of units
in questing mode so it is possible for questing units to entgreyour cities without you knowing it.

Hexes and all normal locations except mines and forts careée sy units in either mode (mines and forts can only be
seen in military mode). There are special locations whighaaly be seen by units in questing mode, such as lairs of
monsters, temples, shoptcetera

Items may exist either in questing mode, where only quesititity may see them, or in military mode, where only military
mode units (and hexes and locations) may see them. Itemgelmaode when the units holding them change mode.

The net result of these rules are that while units in questinde exist in the same world as military units they have a
separate, parallel existence where they can only interdlotather units in questing mode. This makes them excellent
scouts for mapping terrain and cities but unusable for figdinemy troops. If you really want to prevent enemy units
mapping your territory in this way, you will have to have a &gting mode police” consisting of some questing mode
units patrolling your own territory, but usually this is n@orth the effort as most players can use cheap scouts or alagic
spells to map your territory anyway.

An enemy lord can “hide” in questing mode and become invéstblthe military units which are about to conquer his
capital. To hunt down such a lord in his own territory you mus# both questing mode units and military mode units.

On your map notes it will be stated which of the units listeeliarquesting mode.

20.1.1  Which units can go questing? *

Not all units can go questing. Only certain types of indidtiucan enter questing mode (lords, heroes, knights, spell
casters and the like), these are knowmegor characterslt is specified in the unit type blurb if a unit can enter qurest
mode. If it is not explicitly mentioned then the uc&nnotgo questing.

Note that you may encounter non-player units in questingewdtich are not of a type which may normally go questing.
E.g. it is possible to encounter a band of five Goblins evenghdGoblins are a mass unit and hence cannot normally
enter questing mode.

20.2 Miscellaneous effects of going questing *

Units in questing mode cannot block or be blocked, nor cay lileép allied units against units blocking them.
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Units in questing mode do not contribute to the base adméatish points of the nation (which lords normally do). They
do, however, retain their ability to receive “free ordettg#mselves (if they have that ability). So when a lord goestijug
his nation might lose e.g. 4 base administration points mmalthy contributes, but the lord himself will as always béeab
to receive some orders not counting against the admiristrimit.

20.3 Orders not available in questing mode *
There are some orders which are “military” in nature andefae not available to units in questing mode. These include

1. All forms of therecruit order Gummonanimateor whatever) unless it creates a unit which can go questinthi$
case the new unit will be created in questing mode.

. Theembarkanddisembarkorders.
. Thecontrolorder.

. Strike spells (such dghtning andfirestrike) and ward spells (such asrikeward)
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. Spells affecting the production of hexes or locationg.(elight and blessing, spells affecting unit morale in a
whole hex or location (e.glarknightandholylight) and spells affecting fortifications (e.grumble.

20.4 Travel routes *

Units in questing mode may move around using itih@veand farmoveorders like other units. They cannot, however,
embarkand travel by sea lanes, as ships are purely “military”. Saiain questing mode must use some other means
of transportation to cross the ocean. Apart from that you matycare to meet all the wandering monsters hungry for
adventurer meat when you just want to move your characteh&toext city to get some further clues to help you in your
questing. To address these needs units in questing mode maybetween locations and a few other special destinations
alongtravel routes

Whenever your questing units visit a location for the finstaithe travel routes which originate at that location wilbear
in your map notes for the remainder of the game. For each meilltbe listed its destination, the time it takes to travel
there using the route and the price you must pay to use the (buot free).

Example:
Smallport [1234(0Q)]
Travel routes:
Caravan to Redtown [1378], 28 phases
Ferry to Southshore [1433], 12 phases, 5 gold per individual
Hired boat to Mysterious Island hex 245, 20 phases, 25 gold

To use a travel route you just move to the location where ginates and use thteavel order:

travel number-of-destination

The destination number is the location or hex number as ieaggpin the list of travel routes. The specified price must
be paid, multiplied by the number of individuals in the triing force if so stated for the used route. The force will be
taken off the map and will appear at its destination whenstused the time needed for the route. The time used does not
depend on the encumbrance or wound status of the traveltitg, in fact it is possible to travel even with a force which
cannot move in the normal way. As travel is “off map” therelw# no encounters on the way and the travelling force will
not see anything of the terrain it supposedly travels thhoddpetravel order cannot be cleared or broken once begun.

20.5 The retreat option *

A unit in questing mode has the option of specifyingetieat spot This is some place the unit will retreat to if it fares
badly in combat. Theetreatspotorder is used to specify a retreat spot andriteeatwherorder is used to specify when
to retreat:
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retreatspot

retreatspot list-of-units

The first form of this order designates that the unit’s curpasition should be made its retreat spot. When a list ofsunit
is given, their retreat spot set to their current positicovpied they are members of the same force as the unit exgcutin
the order. If a unit has no designated retreat spot it willretreat.

retreatwhen level

retreatwhen level list-of-units

This order is similar to théleewherorder (see sectiof) except that it can only be used by units in questing mode and
cannot be given as a nation order. It specifies a wound paiat & which the unit will retreat to a safer place, tegeat
spot When the unit takes a wound point loss and reaches the sklEfiel or less it will retreat. If a level of zero is
specified, the unit will never retreat. Once a unit retreiédsetreatwhenorder has been triggered and you will need to
give it a newretreatwherorder to have it retreat again. When botretreatwhercondition and dleewhercondition are
triggered at the same time, the fleewhen condition takesgesce and the unit flees to its home.

A unit will not retreat if

it has no designated retreat spot,
it has no designated retreat level,

it is already at its retreat spot or
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it may no longer move to the terrain in its retreat spots(ttould happen if it e.g. was flying when it specified its
retreat spot but its fly spell has now expired).

A retreating unit is, like a fleeing unit, not at any specifisipion and thus cannot be attacked while moving to its rétrea
spot. The time it takes the unit to reach the retreat spot isletp four phases per hex of distance retreated, though
minimum two phases. The unit arrives at the spot at the erfuecdi¢tion phase, just before battles. When a unit retreats it
discards any orders it may have. It may be given new orderewdtireating and it will start executing these in the phase
after its arrival at the retreat spot.

The tactics of a retreating unit are set to “avoid”.

When a unit flees to its home or leaves questing mode it foitpatstreat spot and retreat level.
There is no retreat equivalent to the tactics “flee”, anddh&no way to voluntarily retreat.

A retreating unit will be listed in the status report as exautheretreatorder:

retreat position
This order cannot be given to a unit by any normal means. itiipe that the unit is retreating to the indicated position
and that it will arrive there after the number of phases djgetafter “begun”.

20.6 Questing and fleeing *

When a unit in questing mode flees to its home it will still begiresting mode when it arrives. However, the unit will
have forgotten its retreat spot and retreat level, if any.
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21 Special orders *

This section contains descriptions of all the orders whidmat really fit anywhere else.

21.1 Naming units, items and locations *

Players can rename units, items and locations they own.mi may be renamed but only items and locations which are
not unique (do not have their own rules “blurb”) may be rendniehis means that you can rename a generic “Fort” or
“Oasis” but cannot rename “The Tower of Wisdom” or cities &mans named at the start of the game.

Names given by players may not contain any characters thataireither letters, numerical digits, spaces or one of the
special characters-* (dash) and *” (apostrophe), and they must be between 2 and 32 characteysMumbers are only
allowed in names if they are at most three digits long and raraeddiately followed by a letter. So “101st Lancers” is
a valid name while “Regiment 3” is not. A unit name may not eéémthe name of a unit type different from the unit’s
actual type as this can be misleading to other players.

There are two orders used for naming, both are “free” ordedsdd not count against order allowances nor cost any
administration points to issue (they are just there for aphere):

nameid-number new-name
This order names the specified unit, item or location. It camiven either as a nation order, a unit order or a location
order.

mynamenew-name
This order is a location or unit order and gives the locationimmt the new name. Note that even though thgname
order is only for atmosphere a unit will break from its fort# receives it, just like it would for any “real” order. Ushe
“name” order (as a nation order) to name units you wish to rerimatheir forces.

21.2 Clearing and modifying pending orders *

As mentioned in sectiod.1the orders given to a unit or location in a given turn are ndlyreppended to the pending
orders it may already have, i.e. orders given in previousstbut not yet executed. Some times you may want to remove
pending orders when giving new ones. There are two spedealrsifor this purpose: “break” and “clear”. Unlike other
orders they are not executed during the normal sequence ghtime but are instead executed immediately when they are
appended to the list of orders of the unit or location whiaterees them.

break

break number-of-last

The break order tells the unit to forget orders precedingdptieak order in its order list, including the one that is cothe
begun, if any. In its first form (no arguments) it clears atlens from the beginning of the order list to the break order. A
single number can be given as an argument to specify the nuohlige last order to remove. This is counted from the
beginning of the order list if the number is positive and dedrbackwards from the break order if it is negative.

Note that resources paid for an order are in almost all cadlg=ikpended when the order is begun ane not recovered
if the order is broken off!

clear

clear number-of-first number-of-last

The clear order works like the break order except that iniigs form (no arguments) it does not interrupt and remove
the first order if that order is “begun” (see sectibrd), and except that in its second form (with arguments) it can b
used to remove any sub-list of orders preceding it in therdige The first argument is the number of the first order
to be removed, counted from the beginning of the list if it @sitive and counted backwards from the clear order if it
is negative. If it is zero or omitted it means remove from thst forder if it is not “begun” and from the second order
otherwise. The second argument is the last order to be reimgpecified in the same fashion except that zero (or an
omitted second argument) has the same meaning as -1, eeris to the last order before the clear order.
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Examples:
Assuming that the clear order is given as the very first newmoiaa unit already having some orders (as will usually be
the case),

clear -3 -1

means clear the last three of the old orders,
clear 2

means clear all old orders except the first and,
clear * 2

means clear the first two of the old orders, except do not thesfirst if it is already begun.

Itis also possible to insert new orders at the beginning didieiof the list of old pending orders. Tivesertorder is used
for this:

insert insertion-point orders

Theordersgiven as argument to the insert order are inserted in theflisgending orders after the order identified by the
insertion poinf which is a number. The number given should be zero to inkerbtders at the very beginning of the
order list, positive to identify an order counting from theginning of the list of pending orders and negative to idgnti
an order counting backwards from the insert order. Notedhdgrs cannot be inserted before an order which is “begun
(see sectiod.1).

Examples:
Assuming that the insert order is given as the very first neleioro a unit already having some orders (as will usually be
the case),

insert -2
orders:
move 123

means insert the move order before the last of the old orders,

insert O
orders:
move 123

means insert the move order before all old orders, and

insert 1
orders:
move 123

means insert the order after the first of the old orders.

Finally, it is possible to modify lists of orders given as anmgents to old orders (including adding a list of orders to a
pending order which has an empty order argument). This i weeful e.g. for adding orders torecruit order already
begun. Theembedbrder is used for this:

embednumber-of-order orders

Theordersgiven as argument to the embed order are appended to thédisders given as an argument to the pending
order identified by the givenumber-of-ordeargument. Orders are counted from the beginning of the fiseading
orders if a positive number is given and backwards frometdedorder if a negative number is given. The order
identified must be one of the orders accepting a list of orderan argument (it will typically be gecruit or arepeat
order).
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Examples:
Assuming that the embed order is given as the very first neerdoda unit already having some orders (as will often be
the case),
embed -1
orders:
join 3101

means append the join order to the list of embedded orderedést pending order, and

embed 3
orders:
clear
move 123

means append the clear and move orders to the orders giveguasent to the third pending order (the clear order will
then erase any previously embedded orders leaving the nidee as the only embedded order).

As a final example, assume that your unit 3101 has the follgwending orders:

Orders: recruit 3 100 (begun-2)
recruit 124
orders:
move 123 124
search

There are no orders embedded in the first recruit order butvwami to give the new unit orders to change tactics and join
3101. You also want to change the orders embedded in the deeoruit order by inserting mytacticsand afleewhen
order (the unit is a scout and you do not want it to flee at thietsifjother scouts). To accomplish this you give 3101 the
following set of orders:

3101:
embed 1
orders:
mytactics defend
join 3101

embed 2
orders:
insert 1
orders:
mytactics defend
fleewhen 3

After this, 3101 will have the following orders (the first rait order still begun and still scheduled to finish in phake 2

recruit 3 100
orders:
mytactics defend
join 3101

recruit 124
orders:
mytactics defend
fleewhen 3
move 123 124
search
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21.3 Timing and coordinating actions *

There are a number of orders available for timing events anddordinating actions between units. Some examples of
the need for such orders were given in sec8dh

wait number-of-phases
This tells a unit to do nothing for the number of phases sptifi

time turn phase
This is like the wait order but specifies the turn and phasetiicivthe unit should go on to execute the next order.

waitonesiglist-of-id-numbers

waitallsig list-of-id-numbers

signallist-of-id-numbers

These three orders are for synchronising the orders of aniddocations. Theaitonesigandwaitallsig order tells a unit
or location to wait for one or more signals from some othet(ahor location(s) before continuing with its next orders.
A unit or location executing waitonesigwill perform a wait until it has received a signal from (at$€eoneof the units

or locations in the list.

A unit or location executing avaitallsig will wait until it has received signals fromll locations in the list andll units in
the list which are not “known dead units”. A unit number desites a “known dead unit” if it is inside the unit number
slot of your nation or one of your allies, is below or equallie humber of the last recruited unit from the slot and does
not identify an existing unit.

Thesignalorder sends a signal to each of the specified units and losatio

waitforone distance list-of-id-numbers

This order tells a unit to wait until it can see one of the itemgs/locations/hexes in the specified list, within theegi
distance in hexes (counting vertical position, see se@idrd. Rather than a number of hexes you can specify one of the
special keywords below which have meanings useful for doatthg certain types of actions:

exact: The expected unit, item or location seen must be abthet same position as the waiting unit or location
itself (as opposed to a distance of zero where it can be imsidetside a location). This can never become
true if a hex is specified.

outside: The expected unit/item/location/hex is “outsithee waiting unit/location in the sense that the waiting
unit/location is inside (or held by) the expected unit/itEroation/hex, or inside something inside it. It can
be useful if a unit is waiting to be picked up by someone.

inside: The expected unit/item/location is inside (or Hafithe waiting unit/location, or inside something inside
it. This is useful when a unit waits until it is given some iteltcan never become true if a hex is specified.

adjacent: The expected unit/item/location and the waitinifylocation are at zero distance and none of the condi-
tions “inside” or “outside” above are met (i.e. the waitingjtliocation is “next to” the unit/item/location
it is waiting for but not necessarily at the exact same pasjti

joined: The expected unit is in the same force as the waitimig This is useful when a force leader is waiting for
other units to join the force. This can of course only become if a unit is specified.

force: The expected force/item/location is at exactly #@e position as the waiting force/location. The differ-
ence between this and "exact” is that for units it is tfieice positiorthat counts and not their real position
(these are different for a unit on a special mount (the rudespecial mounts will be made available in a
blurb if you should acquire one)). Thus this is useful wheorad is waiting for another force to move to
a position where the two can be joined. It is also useful wheitimg for some unit to give an item to or
donate some resources to. This can never become true if a bpedified.

waitforall distance list-of-id-numbers
This order is similar to waitforone, except tredt the specified units/items/locations/hexes simultangausist be either
within the specified distance or be a “known dead unit” (seedibscription of thevaitallsig order above).

21.4 Passing orders to others *

The order described here can be used if you expect to recaive anit from some other nation (or hire or bribe it) and
wish to give it some orders in the turn in which you acquireltitis, however, more often used for moving some units
together in a force and then giving the individual membeffedint tasks once they reach their destination.
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order number-of-unit-or-location list-of-orders

This lets one unit or location give another unit or locatidthe same nation some orders, to be executed after any orders
it might already have. The two must be able to see each oth#re brdered unit is in some force and is not the force
leader, it will break from that force. The usual restrictibat stupid units can only be given certain orders applies &l
orders passed with this order. It takes no time to executerither.

21.5 Repeating orders *

Therepeatorder can be used for saving administration points and avdéng:

repeatnumber-of-times list-of-orders

This order tells a unit (or force) to repeat the given ordeesdpecified number of times. If the first argument is zero or
omitted, the orders will be repeated indefinitely. This isfusfor setting up patrolgt cetera If the embedded orders
take no time to execute and the number of repetitions is mutdd (i.e. the first argument was zero or omitted) then a one
phase wait will be inserted between each execution of theedddx orders.

21.6 Aliases *

Sometimes you need to use the unit ID of an as yet not createsham order, e.g. to form a force with it. It is generally
impossible to predict the ID numbers of the units you reasdien you have several recruiters finishing simultaneously.
To overcome this problem, you can useaias IDs in place of regular IDs in any order needing ID numbers trech
have aliases assigned to your units as they are created.

The simplest way to explain this is by an example:

3101:
recruit "Heavy Infantry"
orders:
myalias $guards

recruit "Crossbowmen"
orders:
myalias $xbows

form $guards $xbows

In the orders above, the unit 3101 recruits two units and thiems a force with them. At the time of order writing, the ID
numbers of the two units is unknown. Instead of guessing amudber, the player uses the aliases “guards” and “xbows”
(written $guards and$xbows) to refer to the two units in theorm order. The player then givesmayaliasorder as the
first order to to each of the two units, making the aliases fdsiaand “xbows” to refer to them (when tmeyaliasorders

are executed). When tiermis executed, the aliases will be replaced by the ID numbessrifer to, i.e. the ID numbers
of the two new units.

An alias must be preceded by the dollar character “$”. ABasay be at most 50 characters long and may contain only
letters “a”-"z” (either upper or lower case), digits “0"-"@&nd the dash “-”, underscore “_" and period “.” characters
(aliases ending with a period have special meaning, sel®s&dt.6.]).

In very rare cases you may want to refer to an alias defined byobgour allies. You must then add the player number
and a slash “/” immediately after the dollar sign and befbeedlias name itself, e.g$4/guards” for the alias “guards”
defined by player 4. You can only refer to aliasesltied nations this way.

Aliases in an order are replaced with the ID they refer to wiegcution of the order is first begun. Once aliases have
beenreplaced in an order the IDs in the order are fixed; sules¢ghanges of the aliases will have no effect on that order.
If an alias has not been defined at the time an order it appe@&®kecuted, the alias will be replaced with a “zero” ID
(as if an asterisk had been used in place of that argument).

The same unit may have several aliases.

The ordemyaliasis used to create an aliase for the unit (or location) exaguti
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myalias alias

This makes thalias specified refer to the ID of the unit or location that executesorder. If the giveralias already
referred to another ID it is simply changed to refer to the hewTlhe order may be used by any kind of location or unit,
including stupid units. The order is a free order, costingdministration points to use.

Aliases need not be defined to refer only to newly created anitocations you own. You can use thi@asorder to define
new aliases to refer tany|D:

aliasID alias

This makes thalias specified refer to théD specified. If the giveralias already referred to another ID it is simply
changed to refer to the new ID. If a dash “-" is given as ID, thasais deleted. The order is a free nation order, costing
no administration points to use.

Example:
To be able to use the alias “king” for the unit 3100, the playfaration 1 must give the following order:

nation 1:
alias 3100 $king

The alias can then in the future be used to identify the urdtraay from the next turn onwards even be used to identify
the unit when giving it orders, e.g.:

$king:
move 123 124
storm

21.6.1 Counting aliases *

In conjunction with arecruit order inside aepeatorder it can be useful to assign different aliases to thedfit units
created. However, since the units are recruited with theesarder they will also all receive the sameyaliasorder,
meaning that if a standard alias is used, the alias will endetgrring to the ID of only one of the units (the last one
recruited). To overcome this problem¢aunting aliasshould be used.

Example:
In the orders below, the noble 3101 recruits three units afhénfantry, two of which should afterwards be included in
his force before he moves on and a third which should staynioehi

3101:
repeat 3
orders:
recruit ‘‘Heavy Infantry’’ 100
orders:
myalias $troop.

include $troopl $troop2
farmove 125

Notice the use o$troop. in themyaliasorder. This alias ends in a period, identifying it ascunting alias Counting
aliases are treated specially by tingaliasandalias orders: The trailing period is replaced by a running numbleictv

is incremented by one for each new alias defined from the sametiog alias. In the example above, the first heavy
infantry unit to execute itsnyaliasorder will get the alias “troop1”, the next “troop2” and thgrtl “troop3”. The first
two of these are used in thecludeorder.

A counting alias itself will refer to the last alias genechfeom it. E.g. after the orders above, the alias “troop.’ vafer

to $troop3. If the counting alias itself is ever used in an order whichas eithemmyaliasor alias it will be replaced by
the alias it refers to (the last generated from it), whichimgall be replaced by whatever ID that refers to. To “reset” a
counting alias (and make it start over from 1 if used agaielgte it with thealias order like this:

alias - $troop.
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autotake order,42
avoid tacticsg0
awarenes8

base productior26
battle morale40
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counting aliases2
cowardly units 58
creator

drawing mana from25

damage order,65
defect
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defend

bribing units t0,35
defend tactics59
defensive position§9, 62
directions 8
disband order,35
disbanding units35
discard order,32
disembark order,48
dominate order,35
dominated units

and blocking47
donate order,32

examplesl7
drop order,42
dwarves
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decay of28
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embed order,78
examples79
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event phaseseephases
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expand order,50
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familiarity, terrain,seeterrain familiarity
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and sea laned8
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examples82
units automatically unhidden b§9
farsneak order,70
and sea laned8
fear
in battles,62
find order,69
firestrike,seestrike spells
flee
bribing units to,35
flee order,39
examples15
flee tacticsp0, 62
and striking back55
fleeing,39-40
from battles 62
individuals,39
mass units39
resource production halted whil7
while questing76
fleewhen order,39
flying over fortifications63
food, 25
decay of28
force leader37
new found when old eliminate®,
force, inwaitforone/—all orders80
forces,37-38
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forming, 37
including more units in37
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members receiving order37
move cost for43
sharing of load43
tricks for managing38
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form order,37
examples38, 81
formation,57, 58
fortification damage63
fortification rating,63
cost of improving64
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effective,63
limited by fortification strength64
table of,63
zero,65
fortification strength63
cost of improving64
fortification upkeep6p4
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(see alsavalled locations)
and flying units 63
city walls, 63
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cost of,63
damagingf4
effect in combat63
effect on blocking63
extra penalty for some units when fighting acr@s,
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sapping65
specialised63
stability, 65
under siege67
upkeep of27, 64, 67
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wall length,63
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examples37, 38, 46
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subordinate41
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battle between units ifg0
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building new,50
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in battles61

interior size and controb2, 53
moving in and out of45
naming,77

obstructing control52

using resources ir25
walled,60

magic,71-73
and questing75
major character limit13
major characterd,3, 74
make order,42
mana,25
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manpower25
decay of 27
used in mines30
manpower productior29
map notes
example of 68
indentation in68
map, the8-11
directions 8
marginal damageé5
mass unit]12
melee
fully engaged in57
melee attack$5
at sea48
forced,55
men
decay of28
manpower from29
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merge order,34
examples34
merging units34
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military mode,74
mindless units
and blocking47
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at sead9
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adjustment at the beginning of each phai€e,
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of sieged units66
mounts25
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decay rates28
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move cost13, 43
adjusted for encumbrancé3
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and time required for controb2, 53
doubled while sneaking,0
move order,43-45
examplesl5, 38, 46, 82
stepwise execution 01,9, 20
units automatically unhidden b§9
movement43-47
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along roads45
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hidden (sneaking),0
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examples81, 82
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home of,22
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descriptions of
alias, 82
animate, S€erecruit
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indenting,15
location,15
meta,20, 21, 33
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nestedseeorders as arguments to other orders
passing between unit80
repeating81
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syntax,15-17
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