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1 Introduction

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

COSMOS Fantasy exists in two versions: The “advanced” earand the “basic” version. The latter is, as the names stigges
a simpler version of the former. This does not mean that thelgmme is not complex, it is merely a little less complexatha
the advanced game. The basic game is made simpler mainlgihtbe omission of some rarely used (or often misunderjtood
options available in the advanced game and a simpler mesthdar handling navies. It is a good idea to play the basic game
before trying the advanced game, especially if you have lagieg 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 providethle system is (alas) not perfect, so the abstractions in the
game system may produce situations where your common seesendt apply. The game system is designed to allow the
players to act as intuitively as possible within the framewaf a computer moderated play by mail game, but there arigslim
This is one reason you have to read these rules. The othen{astdmportant) reason is to understand how you specify what
you want to do in the game and how to interpret the reports ybdrgm the system.

1.1 Aboutthese rules

This rule book contains no lists of unit types, items, nati@h cetera The game-specific rules can be found in the scenario
description of the game and in the unit type tables for theage and/or will be issued to players as the game progresses
in the form of “blurbs”. A “blurb” is a description of some sgiic thing found in the game such as a specific unit type or a
specific location. As the game progresses and you find out aratenore about the game world you will get “blurbs” with
your turn reports describing the things you discover.

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 first mgade reader may skip sections that cover special rules and
technical details. Sections marked with an asterisk (*)taonspecial rules that are not necessary to understandagie b
mechanics of the game. You can safely skip these sectiondist @@ading.

The description of the orders you can use in the game areeseatin 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 alphedidist 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 COSMOSrsystmanage a game world.

At the start of the game, after all players have chosen rmatigou will receive a set-up report (report for “turn zerothé
game), including a map of the little of the world you can setee Teport is much like all other turn reports you receive ggtc
that there is no event report and the “blurbs” section of @pmrt is larger than usual, giving you information on all special
rules on your nation, your units and their powers. What youhém 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 lalodds”.

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

The status report describes the state of your nation inegualnits, items, locations, resources and your policiesitds/other
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nations. From the status report you will be able to see howymasources you produce and use and what your current pool
is. This is very important, you don’t want your units to dissodue to lack of food or your castles to fall into disrepdine
status report will also tell you how many orders you can giwennation and its units next turn.

The event report tells you what happened during the last fUihis 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 nerms and unit types you have come to know of or posses. If, for
example, you just found a “Lamp of Aladdin” you will receivestructions 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 some Yau might have the resources but need a greater army.
You might be searching for some specific item or location. iaght be waging a war on some other nation. Or you might be
doing all this (and more) at once. You must decide what to db thie units and resources you have. Remember that you can
only give a limited number of orders, so you may have to cotragmyou efforts in some areas at the expense of some other
areas. Generally, you should try to maximise your chancesifival 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. Moay want to threaten an enemy to keep his troops out of your
lands. You may want to trade resources with other playersSI@OS provides a messaging system to communicate with
other players through the game, but that is useful mainlyifocharacter” diplomatic broadcasts and you will have toathy
serious negotiations outside the game (usually by email).

4: Write your orders.

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

Usually you will be writing your orders directly in the ordentry interface on the game website, but some players pi@fer
write their orders in a text editor while offline and then capyd paste them into the order entry form to submit them. The
order entry page can generate a template for you, showingniteeand locations capable of receiving orders, includimge
basic information such as their position, any pending arffem 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 errors deteé@s well as the state of your position after the orders baen
given, showing which units and locations have orders fough@ming turn. Then you may revise your orders and submit the
revised version, inspect the result and sumbit again and smtil you are satisfied.

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

1.3 Players and nations

A player is someone who participates in the game. In the gaanllythe player controls a nation (or “position”). When, in
these rules, something is said to belong to a player, ityreadlans that it belongs to the nation controlled by that plaénhen
e.g. a player is said to have a policy towards another it iafge the nation of the player which has that policy towahds t
nation controlled by the other player.



Figure 1: A schematic map.
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2 The game world

The game world consists of many components. The first of tieeiee “land” or “space” in which the game takes place,
the physical boundaries of the game universe. As the gamnvenseiis essentially two-dimensional (and may be graphical
represented as a 2D map), it is called th@&n The map is divided into hexagons, see section 2.1 for mdoerration on the
map.

On the map are various locations such as cities and castieseTcan contain other locations (such as a temple withiy)a ci
units, itemset cetera Locations are described in section 2.2.

The basic playing pieces of the game world are called unitsstMnits are able to receive and execute orders and theanaits
thus the basic tools the players have for getting everyttionge. Usually units will be things like armies or heroes atieo
characters. Units are described in section 2.3.

All other unique objects in the game world are items. Itenessrch things as swords, magic lampsgcetera They are
described in section 2.4.

Each map hexagon, location, unit or item has a unique ID namvhizh is used when referring to it. Typically all hexagons
have ID numbers less than 1000, all locations and items Haweumbers between 1500 and 2999 and all units have 1D
numbers from 3000 and up.

2.1 The map

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

The COSMOS map is rectangular. It consists of a number ofnentuof hexes, where every column contains the same
number of hexes. The direction from the bottom of a columraiols the top is north and the other directions of the compass
are defined in the usual way. See figure 1.

A hex has aerrain that determines the type of the hex. A terrain may be somgiika “woods”, “mountains”, “ocean” et
cetera. The terrain of a hex affects movement, combat,iligjland resource production. See figure 2 for 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.
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Figure 2: Map key for COSMOS Fantasy (basic games).
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Figure 3: The COSMOS compass.

2.1.1 Directions

There are six main directions on the map, correspondingéachtxagonal grid. Each direction has a one- or two-letter
abbreviation that can be used when specifying how unitsldmave. The directions are North (N), Northeast (NE), Seast
(SE), South (S), Southwest (SW) and Northwest (NW). Seedigur

2.1.2 \Vertical positions *

A complete position in the map also includes vertical ponrifheight/depth). There is three vertical positions: atef over
and under. “Surface” position is the normal position of sr@ihd features. “Over” position is for the purpose of calinta
distances onéalf hex over “surface” position while “under” is orfelf hex under it. The notation for vertical position is
as follows: Before the hex number of the position, there iSc@r{letter O) if the vertical position is “over” or a “u” if tle
vertical position is “under”; if there is no letter “0” or “Wefore 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 & iethe terrain at the surface position. In a hex with bagiate
“woods” or “mountains” the terrain at the “over” position wid be “air” while the terrain at the “under” position woul@ b
“underground”. The terrain “under” a “lake” hex is “lake b@in” while the terrain “over” a “lake” hex is “air” (in fact th
terrain at the “over” position of almost any terrain in a syt world is “air”, the one notable exception being hexe$wit
“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 “surfd¢eshich
is common when a dragon drops you from great height) or framféase” 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 gamednand thus the vertical positions are only used by special
(flying or burrowing) units.

Remember to take vertical position into account when catouj distances moved, the range of spells or viewing rarfems

the purpose of determining ranges just add one hex to thedrdal distance between two positions if one is at the sarfac
and the other is not. For a move between the surface positi@hex and a non-surface position in the same hex, the distanc
is 0.5 hex and thus the time it takes is only half the time ietato move a hex horizontally (rounded up). For a move between
a surface position in one hex and a non-surface position idgacent hex the distance moved is 1.118 hex and the time it
takes is thus the time for a horizontal move multiplied by flaictor (rounded up).
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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 detail iticze2.2 below.

Terrain features are features like rivers and roads, aneuldcations they are marked on the map at their actual ipasit
within the hex.

Rivers run along hex sides and impede movement between {aotess river hex sides).

Bridges and fords cross rivers at some hex sides. As in feat |s easier to cross a river at a bridge than where the rives
deep.

Roads run between hex centres. Movement between two pusitannected by road is in the special “road” terrain whiah fo
most units mean that they can move quicker than in the sudiogrerrain.

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

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

Some terrain features boost the resource production ofgke h

2.2 Locations

Locations like cities and castles are identified by uniqualinbers. They occupy some position (a hex or another logatio
which is known as the “outside” position of that location. eTtinside” position is of course inside the location and ityna
have a different terrain than the outside position. Theadis¢ between the inside and outside positions is zero, semme
between the two takes no time.

Various attributes of locations are:

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

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

Owner - This specifies which nation owns the location and thus veseany 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/ornagyire upkeep (resources to be paid
each turn).

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

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

Interior terrain - The terrain inside the location. This determines whichaumiay enter the location (not everyone can enter
a volcano...) and sometimes what they may do there. Som#dos&ahave no special interior terrain stated in their
descriptions. Such locations have the same terrain asritaéntéhey are located in, e.g. a stone circle located in wood
has interior terrain “woods” while a stone circle locatedilts has interior terrain “hills”.

Influence on control - Many locations influence attempts to control their posit{pe. they prevent enemies from gaining
control of the hex or location they occupy). See section.14.1

Some locations have the following additional attributes:
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Size/strength increments- Mostly relevant for cities, this is how large (in terms ofqutation) or strong the location is. Re-
source production and upkeep are proportional to the nuoflsgze/strength increments, as are victory points awarded
for owning cities. Lack of resources for the upkeep of a limrainay reduce its size/strength while special actions may
increase its size/strength at a certain resource cost gemirent.

Fortifications - Castles and some cities have walls to aid their defencdifiEations are described in section 16.

2.3 Units

Units usually represent living beings and are the entities do most things in the game. A unit owned by a nation reseive
instructions from whoever controls that nation. All unitsey their instructions if it is at all possible.

A unit always has daype 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, whicheatt
capabilities and defences it has (see section 15.5), whaltgtkeep of the unit ist cetera The type of a unit also determines
which kind of things it can do (the Light Infantry cannot summdemons, for example).

The attributes of most unit types are listed in tirét type table®f the scenario. Information about non-standard unit types
and about the powers of e.g. leader unit types are autortiaigsued to you whenever your nation first acquires a unthaf
type, or first acquires the ability to create or recruit unitthat type. For many unit types this will be at the start @& tfame.
Some times you may during the game encounter units which edmibed, hired or magically charmed to join you and then
the you will receive the corresponding unit type blurbs.

A unit may be different from other units of its type. There abwious differences like the ID number of the unit or the nemb
of individuals in the unit. Some units also have unique namesa unit of type “Knight” may be called “The Black Knight”
or “Sir Alogaine” if it is special in some way or the player owg 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 byDitaumber followed by one or two letters identifying its owner
(each nation has a unique letter code) if it has any, its namepossibly 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 typeibtttes:

Class - The class of a unit determines the type of individuals thatiathe unit. The class of unit type “Knight” would be
“Human” while the unit type “Warhorse” has class “Animal’tf@r unit classes may be “Elves”, “Demoret’cetera

Number of individuals - The number of individuals in a standard unit. If this is md¢man 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). It
is possible for a “mass” unit to have only one individualstdbes not make it an “individual” unit, merely a very small
mass unit. If a mass unit can be created/recruited in varisigks it has a minimum and a maximum allowed number
of individuals.

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

Individual size - The size of each individual in the unit. This is given in abst units of measurement like all other sizes in
COSMOS. A human is size 4, a dwarf size 2 and a horse size 8xémngle. The size of a unit affects many things
in the game, among these how much room it takes up in locatiithsimited space and how many (and how large)
individuals may attack it at a time.
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Weight - The weight of each individual in the unit, in abstract wetighits. 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.

Terrain familiarity -How familiar a unit is with different terrains. A dwarf migbe familiar with mountains but no so
familiar with swamp. Familiarity with the terrain deterre how well a unit performs in that terrain when fighting,
searching or the like. It also affects initiative (see satd.2).

Move costs - How fast a unit moves in different terrains. This is giveraaaovement cost hex, i.e. how long it takes a unit of
the given type to move a full hex in the given terrain (unenbarad). If a unit has no move cost for a terrain it cannot
enter or move through that terrain. For rivers, fords anddes the move cost is the time which must be added to the
normal move cost when crossing a hex side with such features.

Cost - How many resources (see section 6) it would normally costéate a standard size unit of the given type. The cost
given in the unit type “blurb” is the one applying to most m@ay, but it may actually cost more for a given player to
create or recruit the unit, or in rare circumstances it magt [ess.

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

Influence of control - Most mass units and a few very special individual units ifice attempts to control their position
(i.e. they prevent enemies from gaining control of the hebooation they occupy). See section 14.1.

Combat rating - This is discussed later under combat, see section 15.&ge® only know the “overall combat rating” of
the different unit types, not their exact combat abilities.

2.3.2 Effective presence *

In some aspects of the game thigective presencef a unit is used. This is a number that expresses how muchnibhean
influence its surroundings.

The basic effective presence of a mass unit is computedlasvfol The number of individuals currently in the unit is died
by the number of individuals in a standard unit of its size.e Hasic effective presence an individual unit is one (alifou
most individuals have no effective presence after the meatitins below).

The basic effective presence is multiplied by the unit'seatcombat efficiency factqisee section 15.3) which is a number
between 0 and 1, usually expressed as a percentage. Thégesumber is then modified by the following cumulative spéc
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 arliefactics “flee”, “avoid” or “defend” (see section 15.6) or
which has no attacks its tactics allow it to use.

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

4. The effective presence is halved for a hidden unit (seioset8.2).

Example:
A Light Infantry unit (standard size: 50 individuals) of Gtdividuals with a combat efficiency factor of 75% and theitact
“attack” has an effective presence of 0.9 (60/50 times 0.75)
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2.3.3 Major characters *

Major characters are individuals who fate has given a spedl@in shaping the events of their world. In game termstsuni
representing special individuals such as nobles, heroesages and having the ability to gmesting(see section 20) are
known asmajor characters Most scenarios imposeraajor character limiton each nation: this is the maximum number of
major characters that the nation may have at any one timectiefly how good it is at attracting extraordinary indivitiua

A recruit order (or any of its variants) which would bring thember of major characters above the limit for the natioth wil
fail. Note that the major character limit is checked whenaui order is commenced and when it is finished, so while it is
possible to start multiple simultaneous recruit orderaiajor characters beyond the limit, the major charactett mill be
enforced when the orders finish and thus some of the recdétrsmwill fail (and resources used will be lost).

Fate also protects major characters from being slain byetloédesser importance except through carelessness. A major
character unit not in quest mode who is attacked by anyoneythizng except another major character (e.g. by a mass unit o
a strike spell) can in a single attack not take damage exegéddilf the full wound points of the unit. This means that with

a conservativéleewherlevel of more than half its full wound points (see section Sajor character unit cannot be killed
except by another major character or while questing.

2.4 ltems

Items represent objects which are movable. Unlike uniey thay not “do things”. Unlike locations, they may be moved
around. Items may bestow special advantages or disadwntagunits 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 éso 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 number and thealsitof 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(see section 2.2) except the interior terrain and intesize.
In addition to this, items also have size and weight, jus likits.

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

Players specify what their nations and units should do bingithem orders. Some orders govern the general actiongof th
nation and are not given to any unit in particular (in sectoit is described exactly what a nation is in this game). These
orders are calledation orders Examples of nation orders are orders that specify policiesrds other nations or orders
to build new castles. Most orders are given to specific uaitsl these are callaghit orders Examples of unit orders are
movement orders, magical spells, recruitment of new umitscange of tactics. Some types of locations such as citiés a
castles may also be given orders, such orders are daltation 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”, “tactiestetera and theargumentsspecify exactly where to move to,
what tactics to usest cetera The order name and any arguments must be on the same lin@arnduy only write one order
per line.

Example:
move 125 124 123

This order specifies that the unit should move from wheretit tsex 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 imfation for the unit to act on, there is no need for any argument
Still another example may be

tactics attack
which specifies new tactics for a force. An example of an ofigigrhas more than one type of argument is:
policy 12 enemy

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

It is important always to give the arguments in the right omespecified in the order description.

A few orders can take other orders as arguments. As you cgmaité one order per line, a special syntax is used to indicat
that some orders belong together as arguments to a preaadieg 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 tirew unit orders to move to hex 125 and join the force of the
unit 3120. Orders are marked as belonging as an argumerd fwélceding order by writing the special keywoatders ”
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followed by a colon ¥ * on a line by itself immediately after the first, “outer” ondand a period (dot).*” on a line by
itself after the last, “inner” order. It is usually a good @&t indent nested orders like in the example above, this sthle
orders easier to read. However, email players should natdtth system does not care about indentation, it only lookhe
“orders: " keyword and the period.

It is 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 beftmee times.

How do you specify which units or locations should receivechtorders? 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), theosel

set of orders will simply be appended to the first. If the umitozation already has pending orders from the previous turn
new orders will simply be appended to them. If you want to reenpending orders you must use itlear or breakorders
described in section 21.2.

You write your nation orders before any orders to units oatmns. Thus a small but complete set of orders might loak lik
the set shown in figure 4.

Some arguments are optional and have a default value sdpptia may write an asterisk ™ in place of such an argument if
you want to use the default value. If the argument would bdasieone on the order line you may simply omit it rather than
write an asterisk. As an example, consider the “recruiteondhich takes three arguments: a unit type number, a nuniber o
individuals to recruit and a set of orders to be given to the arit. The last two arguments are optional and in the exasple
above the number of individuals was omitted (each unit tygeadefault number of individuals). The order could haveanbee
written as follows:

recruit 1 *
orders:
move 125
join 3120

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

donate =* 3104

which donates all resources the unit possesses to unit 3#@4de 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 vecand execute certain (administrative) orders. The ordgisra

stupid unit may execute are the following: “mytactics”,itjty “myname”, “myalias”, “clear”, “break” and “insert”.
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Figure 4: An example of a complete set of orders. A headeslrgeifying your nation number is optional but recommended.

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

3.2 Administration points

Most of the orders you give will be given to your leaders oreptbharacters, but it is possible to give orders to any type of
unit. Each unit has aarder allowancea maximum number of “free” orders you can give it each tunal(iding orders given

as arguments to other orders). Any orders given to a unitrekyts order allowance must be “bought” wigtministration
points All rulers, military leaders, spell casters, heroes andHis have an order allowance (from 2 to 7), as do scouts. Mass
units in general dmot have an order allowance, so what you can do with your armipertts on the number and quality of
your leaders and beyond that on how many administrationtggou have.

Note that only units which exist at the beginning of the tuandian order allowance, units created during a turn canrsef'“u
their order allowance until the next turn. This does not niban units cannot receive and execute orders the same &yn th
are created, it merely means that orders given as argum#ére tecruit order to be passed on to the new unit count towards
the order allowance of the recruiting unipt towards the order allowance of the not yet created unit.

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

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

the governing power. Each administration point “buys” onéen, thus a nation with 15 administration points may issue a
maximum of 15 orders per turn in addition to the orders whadhwithin 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 folloWost nations have some basic administration points éthésires
that you can always issue some orders). Add two administratoints for each hex in which the nation has a functioning
castle (see section 13.2). To this is added some points &dr man-questing, non-fleeing “ruler type” unit the natiom ca
muster, typically 3-4 administration points for each (segtisn 5.5 about rulers). Finally there may be special uldtations

or items which add to the administration limit.
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Some special orders do not count towards the order allowafnogts or the administration limit of the nation. An exarajs
such an order as “name” which has no real effect in the gamepéxypcoviding atmosphere. If an order does not count towards
order allowances and the administration limit it will be rtiened in the order description.

The order in which you write your orders for your units is infamt 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 eachplus 4 points for each non-questing, non-fleeing Noble
it controls. One turn, the Kingdom has three nobles and tweseontaining castles for a total administration limit af 2
(5+3x4+2x2). The nobles each have an order allowance of 6 orders atigfarore the nation controls two Generals each
with an allowance of 4 and three Captains each with an allowan 2. So if all the characters use their entire allowanck an
the 21 administration points are fully utilised, the plagentrolling the Great Kingdom can give a total of 53 ordeket tiirn
(3x6+2x4+3x2+21).
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4 Sequence of play

A COSMOS game is divided into game turns. Each turn all playeay give orders for their nations and the locations and
units under their control. The orders of the players are deith¢ system and a turn is run. The players then receive seport
describing the events of the turn and can issue orders faraketurn based on these reports.

The turn is divided into five main parts:

1. Units, locations and nations receive new orders (possitidifying 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 actionsmits and locations, and battles.
4. Things that happen “at the end of the turn” happen.

5. Siege status for locations is updated (see section 17.1).

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

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

e Unit morale is updated (it is halved and any leadership b added, see section 9.2).
e Siege status for locations is updated (see section 17.1).
¢ All locations and units execute one phase of actions.

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

“One phase of actions” is either one phase worth of specifiddrs or one phase worth of waiting. Units and locations are
allowed to perform their actions in order priority and iattve order (see section 4.2). It is possible that the astafna
unit can trigger an event which another unit is waiting fosifig one of the special orders described in section 21.3)fand
that “triggered” unit is the faster of the two (i.e. it has Ihéy priority orders or better initiative) it will get to dositactions
before the first unit gets to finish any remaining actions fitetse. Note however that a waiting unit triggered into #gtiv
by an action which has taken more than zero time mdll get to do any actions until theextphase because waiting for the
triggering action has used up the phase (i.e. the trigggrdrapat the very end of the phase when it is too late to do argjthi

4.1 Execution of orders for units and locations

Locations and units execute their orders in the action hasbe orders of a particular entity are always executeden th
sequence they were given, but different entities will exethieir 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 this way,after the last phase of one turn follows the first phase of the
next turn. Orders given to the unit or location in the nexhtare simply appended to any orders from this turn it has niot ye
executed. In the status report, you can see which ordersadaakur units and locations still have left to execute. Osder
which are partly executed are marked with the word “begum’taie number of phases it will take before the next part of the
order has been completed (in rare cases this may be zerosphhgs means that the order will complete in phase one but
take no time, leaving the rest of phase 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 suSlome orders execute in multiple steps which take
one or more phases each and for each step the order is splibibyt “breaking off” the first step as a separate one-step
order and modifying the original order to only contain theaeéning steps. Theearchandwait orders are examples of such
orders, so e.g. astarch 5 " becomes asearch 17, which is immediately executed, followed by a€arch 4 " which

is executed the following phase (where it will be split oncere). Even though the ordas originally writtenhas been
begun, the broken-off part containing steps to be execated isnot considered begun and will not be listed as such (it can
be important whether an order is begun when clearing or mimgdjforders, see section 21.2).

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

move 123 124 125

which tells a unit to move first to hex 123 and then to hexes H2#125. When a move order is executed the first position in
the list of positions is removed from the original order ahaktpd in a separate move order, so the order above is exptmded

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 turn eftden 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 (section 21.2) to remove the non-begun part of ther@ignove order while
retaining the part which is already begun.

When a unit finishes executing an order that took any timestused the phase and cannot continue executing ordersfeven i
its following orders are orders that take no time. On the otia®d 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 “tdaticter (used to change tactics) takes no time. So assuma that
unit has the orders

search 1
tactics defend
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then the search order uses the first phase of the unit's tichéhartactics order will not be executed until the beginnifithe
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 the
also be executed in the first phase. The difference heressahich tactics the unit will have in any battle occurringte t
end of the first phase.

As mentioned above the move order is transformed into sksaesstep move orders as it is executed. Some steps in the
move order take time (those steps moving a hex on the mapesgers11.2) while some take no time (moving into and out of
locations, see section 11.3). Any number of steps takingme tan be executed at the start of an action phase withau usi
the phase, but when a step takes time, any steps followinilj &iways be pushed to the phase after it completes, regssd|

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. thitesecond phase the unit will be located at 124, outside
1501. Even though the move from 124 to 1501 takes no time théas already used its phase and will not move into 1501
until the beginning of the next phase. As this takes no tineeuthit may then immediately go on to execute any orders
following themoveorder. 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 gi@s phase the unit moves out of 1501 as the move from
1501 to 124 takes no time. So, assuming the unit starts to mdhe very beginning of the turn, the move from 125 to 1501
will complete in phase 3 while a move the other way from 150126 would complete in phase 2! However, any order
following the move order would be started in phase 3 regasdd which way the unit moves.

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

Order priority is a measure of how “fast” the action invohiacexecuting the order is. The hierarchy of order priorities

been designed to give the simulation more realism but alsolt@ certain timing issues and to make timing of events more
predictable to the players (e.g. “will my control succeedrifenemy 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 (oglef priority 1 or 3 to 6 areneta orderssee section 4.3):

1. time signal waitonesigwaitallsig, waitforoneandwaitforall.

2. move farmove sneak andfarsneakif delayedfrom the previous phase and therefore baltleady begunandtaking
no time. Movement orders may be delayed due to blocking (see setfior) or due to an impending battle (see
section 11.6).

3. repeatandorder.
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4. join.

5. autotaketactics mytacticsfleewhenretreatwhenretreatspotquestingleave disband(and synonymsynerge name
mynamealias andmyalias

6. formandinclude
7. take drop, give, store unstore collect discard donate hideandunhide

8. move farmove sneakandfarsneak if 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 phasd¢a move from hex to hex).
12. Strike spells.

13. wait.

To answer the worried player’s timing question abmaveandcontrolwe can see from the list above tltaintrolis executed
before anoveinto a hex and therefore tlomntrol will always succeed if it finishes the same phase an enemg fomves into
the hex.

When two units or locations are about to execute an ordereo§#ime order priority, the “fastest” unit or location actstfir
the “slowest” acts last, as determined by the initiativesord

Locations are always considered faster than units, so teegrglly act first. Other than that, the initiative orderlfarations
is totally random.

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

4.3 Meta orders *

The fast and mostly purely administrative orders of ordérjiy 1 and 3 to 6 (see the list in section 4.2) are designated
meta orders Newly recruited units get to execute meta orders immelgiatben they are created, see section 7.1.

4.4 Execution of orders for nations

Nations execute their orders at the beginning of the turmle@rgiven to nations are different from those given to wemitd
location in that they start something (that may then takeestme) but the execution of the order itself takes no time. An
example is an order to start building a castle. This work sad@me time, but as the order itself takes no time, it may be
immediately followed by another order to build another leatr launch some warships, or whatever) and then this work i
started and goes on in parallel with the work started by tkedider. The people of a nation can do many thing simultasigou
but a single unit can do only one thing at a time.
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5 Nations

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

Nations can own hexes, locations, units, items and ressiisee section 6 for information about resources).

Each nation has a unique name, a unique short letter codeeddrom 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
unigue short code. The short code is also used to by the systhoate ownership in a compact way. When a feature, unit or
item is mentioned in the turn reports, the owner is indicéigthe code, for example:

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

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

5.1 Factions

In some scenarios, each nation belongs to a faction, whitghars, factions are not used at all. A nation cannot change
factions during a game, the assignment of factions is basalden“background story” of the game world. The factions timi
the policies that nations may have towards each other (stiers®.4.1). Factions are also used in the calculation®pibint
score of each nation (see section 5.3).

5.2 Home

Each nation has a “home” which is either a hex or a locatiom.sBme nations the home is the nation capital while for other,
less centralised nations it is just a rally point. The homenjgortant when units flee (see section 9) and there may banacti
that a nation (or the units of the nation) can only performhia 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 otiteyns are stuck with the home they start with. There may
be restrictions on how the home can be moved and there maydsmarce cost to be paid. A kingdom may for example be
able to move its capital to another city but it will cost it & &f gold to do so. A nation’s home is moved by using Hmne
nation order:

homelocation-or-hex-number

This order immediately changes the home of the nation toitrendnex or location, which must belong to the nation. If ther
are individual units fleeing towards the nation home (seti@®8) when it is changed, the time it takes before the ueitisrn

is prolonged by 4 phases for each hex of distance betweerethamd the old home.

5.3 Victory points *

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

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

The current victory point score for a nation is computed atghd of each turn. This is the number of points the nation @voul
have if the game ended that turn. This may go either up or down furn to turn depending on how the nation and its faction
are doing. Each nation starts with zero victory points. ifi¢g)s go badly, you may end up with negative points!

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



5.4 Policies 25

POINTS: 132 plus faction bonus 10: 142

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

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

The policies affect many aspects of the game. The most irapoig how units react to each other. Units will attempt tactt
enemy units and/or expect to be attacked by them. Enemywitlitdock your movement while allied units will try to prené
you from being blocked (see section 11.7).

Another important effect of policies is that nations mayyoatempt 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 onerotlation. The possible policies aréally ”, “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 restricpthieies of the nations in the factions. If nation A belongsat
faction that is allied to nation B'’s faction, nation A canm#clare nation B enemy. If nation A's faction has declaresl B’
faction enemies, nation A cannot declare itself allied toUBlike 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 losssitler. There are, however, at least two disadvantages for a
nation that does not have a ruler:

1) The ruler no longer contributes to the administratiomptatal of the nation.

2) There may be special tasks that only the ruler can perfoemgfders that may only be executed by the ruler).



26 5 NATIONS

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 have te & “Noble”. If a nation has more than one unit of the
appropriate type, the ruler can be replaced if eliminatezlidlly one of the other appropriate units will be a decldreid. If

the ruler is eliminated, the heir immediately becomes thve mger. If there is no declared heir (such as when both therrul
and the declared heir are eliminated during the same ture)nit of the appropriate type which has the lowest ID number
(belonging to the nation of course) automatically becorhesiew 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:
3312(EK+) Prince Charming (Noble)

This means that all players can see who your potential raleis
You cannot voluntarily change the ruler of your nation buti 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 natibime 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 natmn posses, including abstract resources like manpower.
Resources are used to pay for the upkeep of units, items aatidas owned by the nation and to create new units, items and
locations. It may also require resources to perform cedations. An example could be bribing a unit of another plagar
action that obviously requires gold.

Note that resources needed to carry out an order are ggnesaliwhen execution of the order is first begamd will generally
be lost if the order is interrupted (with thecruit order being one notable exception where certain resowitidse recovered,
see section 7.1). Certain orders use resources incretyentaich is described in the blurbs for these orders, bubthing
else is mentionedll needed resources are used when order execution commences.

Resources can be either at a specific location, in the pagsaxsa specific unit or in the (disembodied) stores of théamat
theresource poal When resources are used they are always taken from thestkmarce. A unit will use first its personal
resources, then those of other members of its force (so mes®earried by a unit are available to other units in itsddrc
then the resources at its location and finally the resourciés nation resource pool. This applies both when execwatidgrs
requiring resources and when the upkeep of the unit mustide pa

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

Resources in the nation resource pool are available wheyeattie needed, even outside the territory controlled byrthtdn.
Most resources are produced directly into and drawn fromn#t®n resource pool. Some resources exist exclusivelyan t
nation resource pool and some exist exclusively in locaksto

When a location is under siege (see section 17) it cannotasseirces from the hex or location it is located in. If it hasrbe
under siege since the beginning of a turn it cannot use resstdirom the nation resource pool, except mana. Likewisés un
and locations inside the sieged location cannot draw otrsgrurces than mana from their nation stores.

Magically created units (i.e. units which aaa@imatedor conjured not merely magicallysummonegwhich have a mana
upkeep or special abilities requiring mana may draw the ntheg need directly from the personal mana of their creator.
Mana will first be drawn from the usual sources but if thereasenough, mana will be drawn from the creator. It does not
matter where the creator is, there is a direct link to his orcheations through which mana can be transferred.

The most important resources are:

Gold. This is the money of the game world. Used for almost evergtihion-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, depe&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 woskvdleins. Used for construction of roads,
castleset ceteraand to produce resources in mines. For some nations it isedgired for producing arms.

Mounts/livestock. This may be “horses”, “wolves”, “elephants” or whatever igpeopriate 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 conventedarms.
Arms. What you use to equip your troops.

Mana. This comes in several flavours such as “holy mana”, “natureahand “enchantment mana”. It represents magical
energy and is used to cast magical spells or create magicg types.
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Resources which may exist locally have size and mass liks and items:

Gold has no significant size but weighs 1 for every 100 unitpodd.
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 transpdhérg between their territories (this requires units toyctrem,
see section 6.7). This is of course only possible for resaiticat can be taken out of the nation stores and carried droun
Players may also trade resources withtilamsferorder, see section 6.7.

6.1 The resource report

In each turn report you will find a section dedicated to an wesr of your resources. It consists of a table containinglome
per resource relevant to you. For a standard human natioulid ook 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. Theadexmumn, “Pool”, shows the current contents of the nation
resource pool. The third column, “Distr.”, shows the totbht resources locally stored (distributed). In the exaengibove,
only the holy manaiis locally stored (it is the personal mareriest). Under each hex, location and unit in your stagpert
you will find how many locally stored resources it containfas, 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 resource taatisns of your first turn provided you do not do anything).eTh
“Prod.” column shows how much was produced of each resotire€lUsed” column how much was used (including upkeep)
and the “Lost” column how much was lost (most often due to yetaerishable resources, see section 6.5). In the example
above you can see e.g. how 200 wood and 200 iron were useddagqa@00 arms.

The seventh column, “Upk.”, details how many resources egeired each turn for upkeep of units, cities, castiesetera
In the example above the food which has been used has gonsierty towards upkeep (the “Used” column is equal to the
“Upk.” column) while 382 gold has been used for upkeep and@fl@ for something else.

The rightmost column, “Poten.”, is a forecast of thetential productiomext turn. For resources which have a complex
production mechanism (such as gold, manpower and arm®3timate can be slightly off. In any case your actual prdduact
may be lower than the forecast due to e.g. the activities of gaemies or a decrease in population, or it may be higheife.g
you take some more land next turn or your population inciease

6.2 Resource production *

Resources are produced at the end of each turn. Most prodesedrces 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.
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There are two kinds of productiorbaseproduction andspecialproduction. The base production from hexes depend on
their terrain and any terrain features present. Some lmtstitems and units also have a base production (as state€iin
“blurbs™), some have special resource production and senge ¢ities) have both.

The base production of hexes, locations and items dependseoproduction 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 one
which has only 50% efficiency, but special gold income froimeotsources (such as cities, mines and taxes) is not affe&ted
nation may have 0% production efficiency for some resourdéshwmeans that its hexes and location cannot produce those
resources at all.

Production efficiency does not influence the resource primuof units, a unit produces the same resources no matiehwh
nation it belongs to. However, the base production of a smitadified by its currerdombat efficiency factdsee section 15.3)
and while a unit is fleeing home or retreating it will not pradwanything at all.

Example: Assume a hills hex has a base production of 25 gold, 150 fdbdidad, 150 iron, 10 men, 3 elves and 5 dwarves.
A dwarven nation which has production efficiency factors 8% for gold, 100% for food, 125% for iron, 100% for wood
and 100% for dwarves would each turn get 43.75 gold, 150 f©84d,5 iron, 50 wood and 5 dwarves from the hex. The wood
elves who have production factors 100% for food, 20% for waod 100% for elves would get 150 food, 10 wood and 3 elves
from the hex each turn. So neither nation gets any men andloalgwarves mine for the gold and iron.

The base production takes place during the whole turn buetfmurces do not become available before the end of theAurn.
hex you just acquired will only produce resources for youramein the part of the turn you actually owned it. It is possib
for one hex to produce resources to different owners in theegarn.

Castles in a hex boost the base production for some resgsamsection 13.2.

6.3 Preventing production *

When sufficiently many or large enemy units are present ircation or hex at the beginning of a phase it will not produce
resources in that phase. In order for production to be hattedhex or location the enemy units present must have a total
combineceffective presenasf at leastone(see section 2.3.2).

If a location is undesiege(see section 17), base production is halted for the siegdit;m and any locations within it for the
duration of the siege. Special production such as the mauped by a temple, the gold produced by the trade in a city or
the resources produced by a mine is only affected if the ioeas under siege at the end of the turn.

6.4 Upkeep *

At the end of each turn, after resources have been produpkedep must be paid for units, locations and ships, in thagrord
Upkeep is paid first for the unit closest to the home of theomatihen for the second closesttceterauntil the upkeep of the
unit furthest from home is paid. If multiple units are equalistant from the nation’s home, their upkeep is paid in |Pnioer
order, lowest ID number first. Locations are maintainedrdfte same principle: Closest to home first and lowest ID numbe
first in case of equal distance. The navy upkeep is paid leat,dfansports before warships (see section 12).

If there are not sufficient resources to pay the entire upkdéepunit 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. Tivaimg nation will not regain any of the resources used toterea
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 (reducing the
effective fortification rating by one, see section 16).

Ships which cannot be maintained will be lost.



30

6.5

6 RESOURCES

Resource decay *

Some resources are perishable and decay when not used.aplpisits just before resource production.

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

Gold, iron and arms do not decay and can be stored indefinitely

Mana normally does not decay but there may be a limit on hownmoi@na a nation can store (and any excess mana is
thus lost).

Stores of food and wood are reduced by a certain percentaghk.aWWonstant 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 eNlwat not only the nation stores of food and wood will
decay, local stores of food and wood being transported arallgcffected.

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 reduced bgrtain percentage but unlike the normal perishable re-
sources the amount that decays is based otothénumberf mounts owned by the nation, including the mounts used
in the nation’s military units (see the rules foopulationbelow for a more detailed description of the mechanism)s Thi
means that with a constant production of mounts the totaladla to the nation will attain an equilibrium level where
the production is equal to the decay and no more mounts wibine available for creation of mounted units until either
some mounted units are lost or the production of mounts asa® The equilibrium level can be computed by dividing
the production by the decay rate.

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 sotleithat decays is based on th&al population:the
sum of the nation’s population pool and the population inrtagon’s units. The total population cost of all units of the
nation is added to the nation’s population pool and then guay is computed by multiplying this total with the relevant
decay rate listed below. The resulting number is subtractad the population pool and, if this is not sufficient, from
the turn’s production (the pool and production can nevepdirelow zero though). Units are not affected directly by de-
cay, their population cost is just used in the calculatidre equilibrium level attained when the population product

is equal to the decay is thus the equilibrium for the totaligation, i.e. the maximum total number of population in the
nation’s resource po@ndin the nation’s units.
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The decay rates for population are:

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

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 prodocti
goblins: 15% per turn, equilibrium level 6.67 times prodoict
shakemen: 10% per turn, equilibrium level 10 times prodaurcti

Example: The Great Empire has a population production of 250 men (lngireach turn. The decay rate for men is 10%.
The maximum population of the Great Empire is thus 250 diviole0.10, or 2500. Some of these 2500 men can be recruited
into the army by creating units with a population “cost” (@gular mass units have a population cost).

The Great Empire also has a production of 200 horses per Tura.decay rate for horses is 50% so the maximum number
of horses the nation can have is 400 (200 divided by 0.5). 8d3tteat Empire is limited to at most 400 cavalry until its
production of horses increases.

As population is recruited into units the population poaidahereby 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 amal t
population pool will then slowly grow until the total poptilan reaches equilibrium again.

If the production of population increases (as more teryitsrcontrolled) the population pool will slowly increasetilithe
total population reaches its new equilibrium level. Theerse will happen if the production decreases (as territoigst):
the population pool will slowly decrease until the total pégiion is again at equilibrium.

6.6 The standard economy *

Most nations have an economy based on the “standard econoiogél described in the following. Some nations produce
mana on top of that, but mana production is so varied that nerg¢ description 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 amtof gold acquired from taxation is computed by multiplyin
thetax baseby thetax efficiency factarEach of these will be described below.

Thetax basds based on the size and type of the nation’s population grmgd§lation in units does not pay taxes). Each point
of men, snakemen, gnomes, dwarves and elves count as ori@ppapulation for tax purposes. Eathio points of goblins
count as one point. Trolls do not count at all (they do not jpaxgs).

The tax base is multiplied by you nationiax efficiency factarThis is a value representing the wealth of your populatiwh a
the efficiency of your tax collectors and it ranges from 5% @®@&®% The resulting number is the amount of gold collected per
turn.

Example: A (poor) human nation has a population pool of 2500 men and effaciency factor of 13%. The nation collects
325 gold per turn in taxes (2500 multiplied by 0.13).
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6.6.2 Manpower production *

Manpower is produced by your population working in villeliga The mechanism is much the same as for taxedleinage
baseis computed and multiplied with the nationdleinage efficiency factoand the result is the amount of manpower
produced. Note that manpower produced in one turn must lzbtheenext turn or be lost.

Thevilleinage basés computed as follows: Each point of men, snakemen, dwaebess and goblins count as one population
point, each point of trolls count as two population pointd aach two points of gnomes count as one population point.

The population point total is multiplied by the nationifleinage efficiency factofrepresenting the willingness of the popu-
lation to work for the nation and ranging from 10% to 100%) &b he amount of manpower produced each turn.

Example: The human nation from the example in section 6.6.1 above hileiaage 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 cityoant has drade ratingwhich together with its size and the nation
trade 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 amodittamle which takes place there and depends on where it is
situated. It is a fixed number ranging typically from 5 to 1@ tfis is added half the current fortification rating of thgyci
walls (see section 16), rounded down (a safe city generates trade). The result is the city’s current trade rating.

The current trade rating is multiplied by the current sizehef city (see section 13.1) to get the base amount of goldhwhic
could be collected. This is finally multiplied by the tradeame factor of the nation. This is some percentage (typicall

100%) which reflects the trading talents of the nation’s scisj, 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 effecfiwvesence 1 at the end of the turn, which enemy troops are
attempting to control at the end of the turn, or which has bawter siege for the entire turn witiot generate any trade
income.

Example: The fair city of Ogellion is the pride of the great elven kirgd and the centre of much trade with far-off lands. Its
base trade rating is 10 and its strong rating 4 walls addslZisddr a total of 12. The current size of Ogellion is 10 andsthu
the trade income from the city at a trade income factor of 10@%6ld be 120 gold per turn. The elves, however, are famed
for their fine and exotic goods and the products of their smaéin is much sought by those who can afford it, so their trade
income factor is 200%. This translates into 240 gold earnau the trade in Ogellion every turn. If the dreaded trollswgd
conquer the city the low value of their crude goods will melaat imuch less gold changes hands in Ogellion and the 50%
trade income factor of the troll nation reflects this. Thél$ravould only get 60 gold per turn from the city.

6.6.4 Mines*

Some nations have special gold or iron mines (these arédosaind can be taken by other nations during the course of the
game). A mine converts manpower to gold or iron, usually atr#éiie of three manpower to one gold or one manpower to one
iron. This is done before the main production of the turn asglsumanpower generated the previous turn. Each mine has a
maximum production and can at most utilise the correspandmount of manpower. If there is not enough manpower the
mine will only produce gold or iron corresponding to the éafaie manpower.

If a nation has several mines, manpower will be spent firspec&l 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 shobédspent 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 usedeayitie each turn. A negative number means “no limit”.
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6.6.5 Arms production *

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

limitarms amount
This nation order sets the maximum amount of arms to be pextlbg 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 needsehwou wish to transfer resources to another nation. Far you
own use you will almost always keep resources in the natisouree pool where they are available to all your units.

Resource lists in orders should be written as one or mors péiypeamounf where type is a resource name and amount is
the amount of that resource to store/unstore/whateverrdgmirce pairs should be separated by spaces.

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 yaitiom resource pool to the nation resource pool of anottasrepl
The resources you transfer are deducted from your resooat@pthe very beginning of the turn and are added to the resou
pool of the receiving nation in the beginning of tlast phaseof the turn (so the other player can use the resources at the en
of the turn, for example for upkeep). Not all the resourcastyansfer will make it into the other player’s pool, some laist

in transport. The percentage which makes it depends on soeree:

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 trans$eurces to another player. On top of the
loss of resources there isti@nsport costin gold which must also be paid. The transport cost dependbheweightof the
resources transferred (the original amount, not the redlao®unt) and on theistancebetween the sender and the receiver.
See section 6 for the weight of the various resources. Thantie is computed as the shortest distance in hexes between a
hex owned by the sender and a hex owned by the receiver (agutht hex of the sender but not the hex of the receiver). The
weight is rounded up to the nearest 1000 units. The cost Emyed000 weight units is then a basic 5 gold plus 3 gold per hex
of distance. The minimum transport cost for a transfer oisleowever 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 “Dw” m ldst phase of the turn (you could have used the nation
number instead of the abbreviation if you wished). The weijlthe transferred resources is 1501 units and thus the
transport cost will be 10 gold plus 6 gold per hex of distarcté “Dw” nation.
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Example 2:

The Elves of Windwood wish to transfer 500 units of wood tofivearves. In order for the dwarves to actually receive 500
units of wood the elves must send 782 units (64% of 782 is 388¢h unit of wood weighs 5 weight units, so the mass that
has to be transported is 3910, rounded to 4000. The distata@én the two nations happens to be 9 hexes, so 32 gold must
be paid for each 1000 weight units for a total cost of 128 giflthe dwarves wanted to cover this they would have to transfe
160 gold to the elves and pay 32 gold for that transfer, fotal tmst to the dwarves of 192 gold.

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

store resource-list

This order is used to store resources carried by a force epd¥sent in the location of the force in your nation resoyee!.

The force must be in a hex owned by you, although it may be éngilbcation in the hex, even if the location is not owned by
you. The following resources can be stored: gold, food, warod and arms. Only 90% of the resources actually reach your
nation resource pool, the remaining 10% are lost. A storerdekes 1 phase to complete, or no time if there are no ressurc
to store. Resources from the position of the force can onktdwed if you own the hex or location, or it has no owner at all.

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 natigsource pool. The unit must be in a hex owned by its nation,
although it may be inside some location in the hex, even ifdbation is owned by some other nation. Gold, food, wood iro
and arms can be transferred to a unit in this way. An unstdwestd phase. A force can unstore resources even beyond its
carrying capacity (but then it cannot move, of course).

collectresource-list

The collect order lets a force take resources stored atdgtgitm. Only gold, food, wood, iron and arms may be collected
collect order takes no time to execute. Like with the unstwder it is possible for a force to collect resources exaegds
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. Thigio
takes no time to complete.

donateresource-list number-of-receiving-unit
The donate order lets a force donate resources carried thexnaon-enemy force at the same position. This does net tak
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 units, faanerge multiple (mass) units of the same type, how to didba
units when they are no longer needed and how to take overawited 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 (jtineacalledsummonanimateor something similar, but it is the
same order and in fact the different names can freely beciméeged).

Recruitment may usually only be done in certain terrainssaomdetimes even only in certain locations. If the recruiting is
in a location which is in the right terrain this is good enopgtovided that the location is not under siege (i.e. renreiit is
possible if the recruiting unit can freely move out into tleguired terrain). The reverseristtrue: A recruiting unit which is
outsidea location of the required terrain (e.g. just outside a aityaf recruitment which requires city terrain) the recruitine
will notsucceed, even if the unit in theory could move freely in andodthe location.

The new unit is created at the position of the unit executiregarder and will of course belong to the same nation. When the
unit is created it will be given an ID number that the creatitayer will not know in advance (see section 21.6 for how to
overcome this). To allow the new unit to be given some ordetise same turn it is created you may give a list of orders as an
argument to the recruit order (with the usual restrictidrise unit to be created is “stupid”). The new unit will exeepiurely

administrative orders which take no timméta orderssee section 4.3) such as “join”, “tactics”, “myname” andyatias”
immediately when it is created. Execution of the rest of ttdecs will be started in the following phase.

For mass units of types that can be created with variabldts&zaumber of individuals to recruit can be specified (seeviel
It must be in the interval allowed for that type of unit (agsthin the unit type “blurb”) and if it is omitted a unit of staard
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 usedaives, dwarves, gnomes, trolls, goblins or snakemen, a#d 80
of the used mounts — nothing else (i.e. no gold, arms or mameg@ered).

Examples:

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

Create a unit of 100 Heavy Infantry, changing its tacticsjaming 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 recrdiia your recruit orders (enclosed in double or single qyotes
but it is possible to write the unit class number instead i dslike too much typing and are familiar with the numbers.

Mass units of most types can be created with a varying numbiedividuals. For example human infantry units can be
created at any size between 20 and 200 individuals, the atdnuohit size being 50 individuals. The cost of recruitingesvn
unitis proportional to how many individuals are recruitfrdctions araounded up
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Example:
A standard size (50 individuals) Medium Infantry unit cosfsgold, 50 men and 50 arms to create. A Medium Infantry unit
with 75 individuals would cost 23 gold, 75 men and 75 arms.

If the resources available are insufficient for recruiting humber of individuals specified but could pay for feweniitials
(not less than the minimum unit size), then the recruit ovd#rcreate a unit with as many individuals as can be affordéd
there are not enough resources available even for a mininmitrthen the recruit order will fail (and take no time and use n
resources).

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

Example:

A Captain is recruiting a Medium Infantry unit with 75 indildals. In the “blurb” describing captains it is stated theatruit-

ment of Medium Infantry takes 8 phases for a standard siz ainivhich 4 phases are the base time and 4 phases are the
variable time. The standard size Medium Infantry unit is &dividuals. The time required to recruit a unit of 75 indivads

is thus 10 phases (4+45/50).

7.2 Merging units

It is more efficient (uses less time) to recruit a large urantBeveral smaller units. For that reason it is not possibéplit a
large unit into smaller ones once it has been recruitdd hibwever possible to merge units of the same type into feargel
units (or simply to transfer individuals between them).sTisidone by using thenergeorder:

merge list-of-unit-numbers

This order can be given either as a nation order or as a urgt.dfdyiven as a nation order, a list of at least two unit nursbe
must be given as an argument. If given as a unit order, theragtican be omitted or be a list containing one or more unit
numbers. The first unit in the list (if any) is the unit to raeeindividuals from other units. The following units are fgo
which individuals are to be transferred from. If they are tetl it means that individuals are to be transferred fronuittie
executing the order. If no list of units is given at all thediiriduals are transferred into the unit executing the ofcam all

other units in its force which are of its type. As many indivads are transferred as are needed to bring the target utst to
maximum allowed size (or as many as are available, whichievess). When individuals are transferred from a unit with
wounded individuals the less wounded will be transferrest ind the most wounded last. Units to be merged must be at the
same position. A merge order does not take any time 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 tivo
units.

merge 4312 4313 4314
This transfers as many individuals as possible from unii348d 4314 into unit 4312, possibly merging all three uriités
could be given either as a nation order or as a unit order. ilteexecuting the order need not be one of the units in the list
nor does it even have to be at the same position as the units Iist.
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If all individuals are transferred out of a unit it will ceageexist; otherwise the number of individuals which remairihie

unit must be at least equal to the minimum unit of its type.hd humber of individuals to be transferred is less than the
number in the unit but large enough to bring the unit undemitimum size then the number required for the minimum size
is held in the unit and only the excess transferred. The oalytivat a mass unit can be reduced to less than its minimum size
is through losses incurred in combat.

7.3 Disbanding units

If a unit is no longer needed (or if its upkeep is too expensiean be disbandedut only if it is in a hex owned by its nation
(it may be inside some location, it need not be positionedatly in the hex). If you need to dissolve a unit which is not in
one of your own hexes then you can use fleeorder instead (see section 9), however this will mean ratoydess of the
unit’s cost than if it could have been dishanded. @ilsbandorder 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.tBoene of the resource cost of the unit will be recovered: 100%
the cost in population and 80% of the cost in other resoumespt gold and mana which are not recovered at all. Units you
have bribed or hired only have a gold cost for your nation esddahding 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 oth@msteither by bribing them or by using magical powers. When
a unit for the first time sees a unit of a type it can bribe or ohdren the “blurb” for that type of unit will become available
to the player so that he or she can decide whether it is worledaire 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 unitexéin 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 afrifiexecuting the order. This can be done
regardless of which nation the target units belong to. Cledrfor dominated) units are generally just a little lessatife
than normal units. They can be ordered around as other urdttheir upkeep must be paid by their new owner. Charmed
or dominated units will revert to their original owner if ihenana upkeep is not paid. The resource cost ofctiarm or
dominateorder is normally just the cost of the units charmed or doteitizas 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 (iribed units must belong to some nation or be rebels). @hdtr
depends on how much gold is offered and on what the specifiedded effect is. Theffectargument should be one of the
following:

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

desert: Make the bribed units desert (dissolve). The cost is 1.5 tmdd the sum of the original gold cost and the current
gold upkeep of the units.
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flee: Change the tactics of the bribed units to “flee” (see sectif)1 The tactics may later be changed back by the owning
player but in any battle that takes place in the same phasedsibe the tactics of the bribed units is guaranteed to be
“flee”. The costis 1 to 3 times the sum of the original gold @ the current gold upkeep of the units.

defend: Change the tactics of the bribed units to “defend” (see srctb.6). The tactics may later be changed back by
the owning player but in any battle which takes place in theesphase as the bribe the tactics of the bribed units are
guaranteed to be “defend”. The cost is 0.5 to 2 times the suttmeodriginal gold cost and the current gold upkeep of
the units.

The amount written in the order is the amount of gold you offére actual amount required depends on the intended effect o
the bribe (see above) and on the current morale (see sec#pof@he units to be bribed. For each point of morale above ze
the required amount is increased by 2% while it is reducedydr each point of negative morale. For the bribe to succeed
the amount offered must be at least equal to a random thigtahwunt 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 infaniiys is 20, adding 40% to the cost of bribing it so the base cos
is 126 gold. The desired effect of the bribe is to get the unftiesert” which costs 1.5 to 4 times the base cost for a rahge o
189-504 gold that must be paid by the bribing unit. A randommhear equally distributed between 189 and 504 (both numbers
inclusive) is generated and if the amount offered is at legstl to this number then the bribe succeeds. So to have a 75%
chance of success the bribing unit must offer 425 gold.

If the amount offered is less than that required to bribetadllisted units then the bribe will fail and half of the offdrgold
will be lost. Depending on the bribed units’ morale this golitl 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 andaithin range and are legal targets) will be bribed togetker,
either the bribe will fail for all the specified units or it wBucceed 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 for Alingost 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 (thests and the price they ask will be listed in your event répor
when they are available, and you will also get the “blurbg”tfeeir unit types if you do not have them already). The hiring
character and the hired units must be able to see each otinieg Hinits take one phase.
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8 Forces

To reduce the number of orders needed to control large amhigsny units, units may be combined in forces. In a force,
all units must belong to the same player and all units must bligeassame position (exception: a unit riding another uniit wi
usually be in the same force as that unit, even though itipnss onthe unit it rides).

A force always has force 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 falicmove, et cetera Many orders affect entire forces in this
way. The leader of a force may also execute orders that dowmolve the rest of the force (a wizard leading an army may
cast spells, for example). While a force leader executesa@er ohat does not involve the rest of the force, the othetsuni
the force will do nothing.

Only the force leader may receive ordelfsany other unit in the force receives orders, it inmediataleaks from the force.
This means that when you issue orders to a unit which is pafofce 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 forcassigned as leader. This unit will take over any unfinisiiddrs
of the original leader (this may not always make sense, famgpte when a knight takes over a spell caster’s orders).

The weight of items, resources and wounded members of snitsually shared between the units in a force (a few special
units will not share what they carry or carry any shared wgiglvhen a unit is eliminated any items and resources it esiri
will go to another member of its force (except for mana, whlost).

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 time totyed forces.

Example:
Very often thejoin order is given as part of theecruit order which creates a new unit; the new unit is told to joinfdree of
its creator (possibly after first adjusting the defaultitzcthe 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 $orflme first form, without any arguments, breaks up the force
(the leader leaves everybody behind). The second makeghmlynits listed leave the force (or makes the force leava the
depending on you point of view). This order takes no time.

form list-of-unit-numbers

This order lets a unit form a new force with itself as forcediera All the units must be at the same position. The unitskorea
from any force(s) they may already be in and the new forcedeadit first breaks up any force it already hasdl units to

be included in the new force, except the force leader, muspbeified, even if some of them are already together in a force
Forming a new force takes no time.
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include list-of-unit-numbers

This is similar to the form order except that the force leattmes not break up its existing force first (and thuderan order
has the same effect ademaveorder with no arguments followed by amcludeorder). You must specifgll the units to be
included, even when including another force.

8.2 Getting it right *

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

at the exact same position. It is easy to forget that some anét inside the castle, some are in the hex outside the eastle
some are in the city next to the castle, and as a result havaoriant leader running through enemy territory with only a
fraction of the forces he intended to bring. To make thingtla kasier to manage it is possible to specify a the numbar o
unit you own as a last “position” in the list of positions iretitmoveorder as described in section 11.5. This means “move next
to the specified unit”. After the move order has completed ioving unit will be at a position where it can join the forde o
the unit specified in the move order.

In addition to getting the positions right it can also be difft to get the timing right. For this reason it is always safnd
indeed sometimes necessary to usexbiforoneor waitforall orders described in section 21.3.

Examples:

Unit 3101 in hex 122 must wait for units 3112 and 3114 to josrfitrce before it moves on to hex 123. The “joined” special
argument for thevaitforall 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 tdorm a force with the two units rather than waiting for them to jaime 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 section 21.3).
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9 Fleeing and morale

A unit may flee either because it is attacked and has the “flagicts (see section 15.6) or if its morale is brought suffitye
low. The effects of fleeing are these:

If the unit is an individual unit, it will return to the “homd5ee section 5.2) of the player it belongs to. The unit is ootally
moved across the map but is assumed to find its way home som&hewime it takes for the unit to get home is equal to four
phases for each hex of distance it has to flee (there are spdemfor units fleeing from within zero distance of theimhe,

see section 9.1 below). If the home of the nation is movedenthi¢ unit is fleeing the time it takes is increased by four pbas
for each hex of distance between the new home and the old hdfen this time has passed, the unit will (re-)materialise
in the home of the player, if the player still owns that hexawdtion. If the player no longer owns the home and the home
is a location, the unit will return to the first location or heutside the home still owned by the player (i.e. it will wot& i
way outwards from the “home” until it finds a place owned bynitgion). If there is no such hex or location, the unit will be
destroyed (so if you lose your home, don’t choose tacticge™fler your individual units).

If the unit is a mass unit it will be dissolved when it flees. Hwer, the owning player will get a part of the resource value
(original cost) of the unit. How large a part depends on tlstadiice to the home of the player (whether the player stilirots

the home or not); the longer the distance, the less the pigter This simulates that the unit breaks up and each individ
tries to make for home, but some are lost on the way. At zertanti® (units at home fleeing) the resources recovered are
100% of the population (men, elves, dwaretseterg and 80% of the mounts. Other resources (gold, arms, marad,wo
iron et cetera are not recovered at all. Units you have bribed or hired ¢ialye a gold cost for your nation, so nothing is
recovered if they flee.

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

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

Itis possible taorder your units to flee (this may be a way to get some important iddai out of a tight spot or to dissolve a
mass unit you cannot afford). It is also possible to spedfyah individual unit (i.e. a non-mass unit) that it shouleflghen
it has a certain number of wound points or less.

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

fleewhennumber-of-wound-points

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

This order sets thé&fleewhen” conditionfor one or more units (not mass units). In the first form it dbts “fleewhen”
condition for the unit executing the order. In the secondnfowith a list of units given, it sets the “fleewhen” conditifor

the specified units. When a list of units is given the orderlmamised as a nation order to change the “fleewhen” condition
of any non-mass units belonging to the nation and not cuyréieting (or otherwise “off the board”). If used as a uniterd
any units listed must be in the force of the unit executing lie “fleewhen” condition tells an individual to flee when a& th
specified number of wound points or less. The “fleewhen” diordis removed when it is triggered and the unit flees, so you
have to specify a new “fleewhen” condition for the unit whereturns home. The tactics of the unit are set to “flee” when it
returns to its home after a “fleewhen” was triggered. Thismsdhat even if no new “fleewhen” is specified the unit will flee
if attacked. To remove a fleewhen condition use this orddr néto as the first order argument.

A good “fleewhen” wound level to choose is probably around 5ffdhe maximum wound level of the unit. Too small a
margin and you risk the unit is killed by a single lucky attadko close to the current wound point total and you risk that a
weak strike spell sends your unit fleeing (see section 19.1).

gohome

This is not an order that can be given to a unit by any normahmeis a special “order” that the system automaticallyegiv
to an individual unit when it flees, i.e. it is the order thahigs the unit back to its home. From the “begun” after the go@o
order you can see when the unit will come home. The gohome oasieot be cleared or broken.
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9.1 Individuals fleeing from their home *

There are special rules for individual units which flee fronthim zero distance of their home. The intended effect of the
special rules is to allow players time to react to a succéasiiack against their home.

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 depends orthvelnghe unit flees in the first phase of the turn or in a later
phase:

e Ifthe unitflees 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 section 15.6). This medrat if there are enemies present at its home in the last phase
of the turn they will get to attack the unit while it is unabteflee.

¢ If the unit flees in any phase except the first phase of the tusillireturn to its home just before battles in the first
phase of theextturn. It will have tactics “flee” when it returns home. This ams that it will flee again if attacked.

The result is that when some enemy successfully attackshymme and make your leaders flee they will return in the first
phase of the next turn, giving you a chance to move your hohyeican) and thus get your leaders out. If you do not move
your home and the enemy has not departed your leaders wittdekad and flee in phase one and therefore return again in
the last phase of the turn, this time unable to flee. This mgan$iave the one turn to try to drive the enemy away from your
home in order to keep your leaders alive. It also means thegmas 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 alivevigr turns. Just give them tactics “fleahd
“fleewhen” conditions which makes them flee well before theyeliminated (e.g. at 50% wound points). When the enemy
first attacks your home and defeats your garrison your |sadirflee because of their “flee” tactics and (unless it haygue

in the very first phase of a turn) they will return on the firsapé of the next turn. Here they will again flee because of their
tactics but now they will return at the end of the turn withttag “avoid”. In the subsequent battle they will flee becaofe
their “fleewhen” conditions and return in the first phase efrilext turn, now with “flee” tactics again but without a “fle esvii
condition. Finally they will flee one last time in the first geeand return in the last phase, at which time they will be#ilh
battle unless you in the meantime have somehow managedtatidyour home.

9.2 Morale *

A unit's morale is a measure of how close the unit is to bregKigiving up”). It also affects a unit's performance in coatb
and how hard it is for enemies to bribe the unit. Normally nima number between -100 and +100 with 0 being “standard”
morale. When the morale of a unit drops below -100 the indiaid of the unit will flee in panic. Morale may be adjusted for
leadership or special bonuses to a positive number, thermamiis +100.

At the beginning of each phase, the morale of each unit issdafwhether it is positive or negative). Then it may be adjdst
upwards for leadership and other bonus effects. If you kramwething of mathematics you will realize that if in each ghas
the morale is halved and then a numkés added, the morale will converge to two timesSo if a unit receives a 15 point
leadership bonus each phase it will have morale +30 after pfases.

Apart from leadership bonus (described in section 9.2.@iedll units get a 10 point morale bonus each phase they gaup

location or hex owned by their nation, 15 points if they ar¢hia nation’s home. This means that troops in their own cquntr
usually will have a morale of +20 or +30 even without leadgrdéonuses. “Mindless” and “stupid” units are an exception
from this rule - they do not care where they are and thus thegabonus for being in an owned hex or location.

9.2.1 Battle morale *

During battles units have a special battle morale. Whentietstarts the battle morale of all units is set equal to themimal
morale. During the battle segments the battle morale of arnay be decreased due to losses sustained or due to special
effects such as fear auras, and if the battle morale drojpsvb4l00 the unit will flee. At the end of each battle segment the
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battle morale of each unit still in the battle is averagedits pre-battle morale and the resulting number becomesdhe
battle morale for the unit. After a battle the (non-battl@yrale of a surviving unit is set equal to its battle moraleitte last
battle segment.

Being damaged in combat reduces the morale of most unitsifiess” and units “immune to fear” being an exception). This
reduction is -2 points per percent of the wound points loshfrmal units (calculated relative to the remaining wounihts
just before the attack), -4 points per percent wound poassfor “cowardly” units and -1 point per percent wound psilaist

for “brave” units.

Some units (such as heroes) have a positive effect on thee badtale of units on their side, typically increasing thétlea
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 section 15.7.2). Such effects aaitbed in the rules “blurbs” for the relevant unit types.

The battle morale of a unit directly affects its combat parfance. The overall combat rating of a unit in melee is inseea
with about 0.375% per point of positive morale and decre&sedbout 0.375% per point of negative morale. The missile
attack strength is similarly adjusted up and down with 0%2fer point of morale.

9.2.2 Leadership bonus *

Certain unit types (leaders) give a moradership bonuso units in any force they lead. This bonus is added to the unit
morale at the beginning of each phase as detailed in sectbal®ve. 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 ways:e Thaximum number ofinits that can be led and the
maximum number oihdividualsthat can be lead. Any units in excess of these limits will maeive a leadership bonus. The
units to receive the leadership bonus are chosen in seqfremeehe top of the list of units in the force as it appears i@ th
status report. When form order is used to create a force, the sequence of unit numbéhe ilist of units to be included
determines their position in the force list and thus how Higgdir priority is for receiving leadership bonus. Units waijoin

a force or aréncludedare always appended at the bottom of the list.

Some leaders can hagebordinate leaderin their force to help them lead more units and/or individuaf subordinate
leader counts as one unit towards the number of units theathleader may lead but does not count as an individual. Each
subordinate leader can lead the same unit types and as masaod individuals as when a leader of a separate force. Itis
always the leadership bonus of the overall leader whichpdiegh, not the leadership bonus of each subordinate leadgcl

is usually lower). Itis perfectly possible for a leader tgb his subordinates to lead units of types he could not niyriread

as well as more units and individuals than he could lead alone

When leadership bonus is to be applied, the overall leadbprefer to lead through his subordinates, so first eachslibate
leader (going from the top of the force to the bottom) is assthunits to lead, each leader starting with the units julstbe
him in the force list and wrapping around to the top if necess@/hen all subordinate leaders have had units assigned, th
overall leader will select units to lead directly among ga@gich are not led by his subordinates, if he can lead morts uni
than he has subordinates.

Example:
The General 3203 is leading a force that looks as followshigaright 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 &edGaptain are valid subordinate leaders for the Genenait Fi
the units to be led by the Mercenary Captain are assignatingtat 3213. The Mercenary Captain can lead up to 4 units of
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a combined size no greater than 400 individuals and he cdral@aof the infantry units but not the cavalry. 3213 is thd firs
unit selected for him, 3216 would be invalid and is skippe2ll Bis the next unit selected, 3210 is too large (he alreaatysle
350 out of 400 individuals) but 3211 is just right. Then urite selected for the Captain, who can also lead 4 units and 400
individuals but can lead any of the units in the force. Stgrtait 3210 and going down, first 3210 and then 3214 are selected
(3211 already has a leader), 3215 is too large (again 350fal@Mare already lead) but wrapping around the top we find
3216. The General himself can lead 4 units of a combined sizgneater than 800 individuals. The two subordinate leader
each count as a unit so the General could directly lead up ttg of together 800 individuals. The only remaining unit is
3215, so the General will have to settle for that. All masdsuini the force now receive a +25 morale bonus from the General
each turn so with the aid of his two subordinates the Geneaalages to lead 7 units rather than only 4 (and 900 individuals
rather than 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 careble vy certain units. They can be picked up, given away
and dropped by units. The following orders deal with items:

make item-type-number
This order is used by a unit to create an item. The createdvi#irbe held by the creating unit. The resource cost must be
paid when the make order is commenced and the resourceshifetle 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) soreenfs). The items must be at the same position as the unit. The
ownership of the items immediately changes to that of thé taking them. The unit will take whatever item(s) are at its
position if the list of items is omitted. Taking somethingea no time. It is possible for a unit to take items that wilhigrthe

total weight of all items held above the carrying capacitit®force (see section 11.1.1) if the items taken are expliisted

in the take order, but if the take order is given without arguats the unit will not pick up items which are too heavy. A forc
burdened with more that it can carry is unable to move.

autotake on

autotake off

autotake onlist-of-units

autotake off list-of-units

The first two forms of this order sets the unit executing it ot the members of its force if they later break up) in “ateke
mode” (or switches the mode off). The third and fourth forméches auto-take mode on or off for the specified units. \&ith
specified list of units the order can be used as a nation cod#range auto-take mode for any units belonging to the nation
as a unit order to change auto-take mode for some of the urtiteiforce of the unit executing the order. A unit in autoetak
mode will automatically attempt to take any items preseiisgtositionat the start of the phaséf it is not currently doing
anything that cannot be interrupted. Auto-take mode is tamily switched off when the unit joins a force (except iisithe
force leader, i.e. only a force leader or a single unit mak pmmething up). Auto-take mode should be switched off when
trying to drop something... It is off when a unit is first credt

drop list-of-item-numbers

A unit given this order or any member(s) of its force will dribe specified items at its position. The item(s) immediately
change owner to that of the position, unless the positiomibamvner in which case the items are still nominally owned by
the player who dropped them. If no items are specified, atistearried by the unit and its force will be dropped. It takes n
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 dpetitem(s) to another unit (possibly owned by another ptay
which must be at the same position as itself. The receivirigmay 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. Mgeorder 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 maximurstdihce from the starting position of the unit or force to thet fi
position in the list and from one position in the list to thexnis two hexes. This is to ensure that you do not inadverentl
send your units halfway across the map because you mistyigé anch hex number. Unfortunately the system does not check
the validity of move order paths when you submit your ordgreimail; the check is not performed until the turn is run and
the unitis about to move and as a result move orders may failifforget an intermediary position in the list of positions

farmove list-of-positions

This is exactly like the move order, except there is no retims on the distance between positions. This is for théesgeps

who do not mind risking their units wandering off because tyfm if it will save them some typing, and for those who always
have their move orders fail because they forget an interanggiosition in the path. Note, however, that if you specifyex
outside the part of the map you have explored, the route ttatiget hex may not be optimal because your force can only plan
its route based on the terrain known to it. Note also that vémeharked on ships and moving along sea lanes (see section 12)
“no distance restrictions” applies only as far as you haweaaly explored; into unexplored territory you have to woite the
movement path hex by hex just like for the regutawveorder (this may be the safest option even for land movement).

The various aspects of movement are described in the falpaections.

11.1 Move cost
A moving unitis assigned a basic move cost based on thertérrabves through. This move cost is multiplied by the distan
moved (in hexes) to compute the time the move takes. Movingsagivers takes extra time for most units.

Encumbrance may add to the move cost (see section 11.1.oamel special effects like illusions may increase the move
cost (severely if the moving unit is not immune to illusioagssection 19.2).

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 unitgnits 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 oakquheir carrying capacity, but most units move slowehéyt
carry a great weight. The move cost is adjusted as follows:

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

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

o If the weight carried is less than the carrying capacity efrtoving unit, the move cost is multiplied by 1.5.
o If the weight carried is equal to the carrying capacity of th@ving unit, the move cost is doubled.
o If the weight carried exceeds the carrying capacity of th@imgpunit, the unit cannot move.
The carrying capacity of wounded individuals is reduceghitly wounded individuals can carry 70% of their normal cafya

heavily wounded individuals can carry 30% and incapaditatdividuals cannot carry anything at all (but have to beiedr
by others).

Forces of units usually share their load. Units in a forcemattically select the optimal distribution of weight beemehem
with respect to getting the minimum move cost for the terthegy move in.
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11.2 Movement on the map
The most basic type of movement is movement between hexesit fou force) may move from its hex to any adjacent hex,

subject to terrain restrictions. The number of phases @gdér a force to move from one hex to another is the averadeeof t
move costs of the two hexes for the moving force, rounded lug,any extra phases for crossing a river.

Example: An infantry force with move cost 6 in plains and 7 in woods m®ff®m a woods hex to a plains hex. This will
take it 7 phases (the average cost is 6.5, rounded up to 7)thdeglbeen a small river separating the two hexes (and ngérid
or ford) it would take the force an extra 4 phases to movelilghases in all.

Any missing hexes between the positions given inrtteveor farmoveorder will automatically be inserted by the system:
move 125 123

will be expanded by the system by inserting 124 between tlepsitions (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) pativben two positions specified in the move or farmove order. In
case of several possible paths it will take the most fam(iraterms of terrain familiarity). In case of ties it decidsandom
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 thé u

to take. In very rare cases however the shortest path betweesdjacent hexes is not the direct path and as a result tbe fo
may take a detour you do not want it to take. An example: Youtwaiorce to cross a river over a hex side next to a hex
side with a bridge rather than use the bridge (because anyeareny is waiting across the bridge). It may be the case tlat th
shortest path (in time) across the river is to move acrogseaiitidge even though this means moving an extra hex on tee oth
side. In such a case it is possible to specify that the foroaldhmovedirectly to the position specified rather than look for a
shorter path. This is done by writing 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 thasohlie hex numbers. The six directions are (see figure 3 it
northeast (NE), southeast (SE), south (S), southwest (8\d/harthwest (NW) and any of these one- or two-letter codgs ma
be specified instead of a hex position in a movement order.

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

Relative positions are especially useful in connectiomwapeat 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 sectior2p.1
The relative position “swalwaysmeans theurfaceposition southwest of the current position, even if the entposition is
nota surface position. If a flying force wishes to move to the ‘fp®sition southwest of its current position the movement
order must specify the relative position “osw”. It is possito move from a surface position to the “over” position
immediately above by specifying the relative position “@tiie “h” stands for “here”) and similarly to specify “uh” toove
straight down to an “under” position and just “h” to move &g up or down to the surface.

11.2.2 Movement along terrain features *

Any force moving between two positions fully or partly coweterl by road will pay whichever move cost is lowest: that of
the road or that of the surrounding terrain. All units in aceemove together, it is not possible for some of the units &ths
road while some do not. If a road only goes half way from a hekéonext (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 whedex# i.e. if the cost of using the bridge or ford is lower ttaan
cost of crossing the river.

Sea lanes are “roads on water” and can be used by units aesesection 12.

11.3 Entering and leaving locations

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

move 123 1455

If 123 is not the exact position of 1455 (because 1455 walyneal 24 for example) the position list is automatically exgled
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 tut The 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 vice versawithout
passing through the terrain the location occupies, if tkation is open like e.g. a city or castle (but not a building cave).
The same is true for units burrowing into a location from ander” vertical position (see section 2.1.2 on vertical poss).

11.4 Connections *

Positions may be connected directly to other positions Imyesspecial connection, for example a tunnel between twascave
Such a connection makes it possible to move directly betvileeriwo positions (or in one direction if the connection 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 tivemment cost. If a unit cannot normally move through the
terrain of the connection it can of course not use the cororect
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11.5 Specifying a unit as a position to move to *

It is possible to specify a unit number as a position to mova the moveor farmoveorders. The unit specified must belong
to your nation. When the move is to be executed, the unit numltebe replaced with the current position of the unit. This
is useful mainly for moving a unit to the exact same positiss@me other unit it should either join or include in its foreee
section 8.2.

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 mus{fie. when a move is completed) the move is delayed if (it
looks like) the force will be involved in a battle at the endloé phase. Usually this means the force will indeed be intebat
at the end of the phase, but in rare cases involving enemy diséppearing before battle (dissolving or teleportindjaving
their tactics changed between the delayed move and the ghd 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 theesfawill be able to continue with other orders afterwardg 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 full phaskeen lost). Moreover, delayed moves are executed very near
the beginning of the phase (see section 4.2) before new enaitsyhave a chance to arrive and even before units already
present get a chance to change their tactics. This meanththanly ways the same move can be delayed more than one
phase is either if faster enemy units which were also theraselelayed the previous phase move to a position where émey ¢
now battle the delayed force or if tactics of the delayeddarcpresent enemy units are changed by a nation order (wdich i
possible in phase 1 and thus can further delay a move alreddyeat in the last phase of the previous turn).

11.7 Blocking *

Moving units may be blocked by enemy units. This may happéhriee cases:

1. When units attempt to move between two positions and dwerenemy units at their position who have just moved in
the opposite direction (see section 11.7.2).

2. When units attempt to enter a location from the outside ¢eetion 11.7.3).

3. When units attempt to leave a location and there are enaits/autside trying to enter it and currently being blocked
(see section 11.7.4).

Movement to or from “over” or “under” vertical positions gsection 2.1.2) can never be blocked, nor can movement along
connections (see section 11.4).

Only units which have tactics other than “flee” and “avoidésection 15.6) and with either melee or missile attacklibfya
may attempt to block a moving force. And of course only if titay see at least one member of the force.

Blocking is automatic whenever the conditions for a bloak sattisfied (see the sections below). Blocking takes no timde a
need not be specified as an action (nor can units be instractetb block, except by changing their tactics to something
which does not allow them to block). Blocking does not intetror delay orders being executed by the blocking unit(s).

A blocked move order is not discarded. The moving force veiflgatedly 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 section 21.2).
A blocked move order counts as a “delayed” move order anétber a has very fast order priority (see section 4.2).



50 11 MOVEMENT

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 section 2.3.1 - note thatsize of the individuals does not matter) multiplied bs timit's
combat efficiency factor (see section 15.3) and adjusted|las\s:

e Hasted units count double.

e Stupid or disabled units, units with tactics “flee” or “aviidr units without any attack capability at all do not count.
e Mindless or dominated units count only half.

e Units with tactics “defend” or with only missile attack cdgiiity count only half.

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

o Hidden units have double blocking size if they are undetkbiethe force trying to move. They are however immedi-
ately 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 movingwaat the position of your force before it completes its move
your move may be blocked. This means that two moving forcaaaigpass 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 ortiooathe 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 unitgstnhave a combined blocking size at least equal to half the
combined blocking size of the force if the move is between heges or out of a location; for movésto a location the
required blocking size is described in section 11.7.3 below

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 and is maray towards themselves. If the block is successful thesforc
will be stopped just outside the location.

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

In order for the block to succeed the blocking size of the kilog units multiplied by thédlocking factorof the location must
at least be equal to the blocking size of the moving force. Albeking factor of a location is simply how many individuals
each member of its garrison can normally block. Units altethe moving force (including units owned by the same nation
which areinsidethe location subtract their blocking size from the combibémtking size of the units attempting to block,
before it is multiplied by the blocking factor of the locatio

A location has a blocking factor of 4 unless otherwise stateits blurb. Locations with fortifications have their bldng
factor increased however, see section 16.
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11.7.4 Blocking an attempt to exit a location *

A force trying to move out of a location may be blocked by enemigs outside who are themselves currently blocked trying
to moveinto the location. Thus it is possible that two enemy forces gttérg to move past each other into and out of the
same location will block each other indefinitely (until onebmth move orders are broken off by the players or until adatt
removes or reduces one of the forces allowing the other tqtatmits move).

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

Most units are unable to move into ocean hexes without beanged by ships. Individual ships are not represented in the
game, but the capacity of a nation to move and fight at seatiesepted as two numbers: the numbewafshipsowned and

the number ofransportsowned. At the end of each turn you will have to pay an upkeeydar ships, exactly how much
depends on your nation. If you fail to pay your navy upkeepwiliose those ships you cannot pay for.

When a force is to be transported at sea it must move to a hae abfast where it magmbarkonto the ships of the nation’s
navy. Most nations may only embark from hexes containingyadraa large river flowing into the ocean, but a few nations
may embark from any coastal hex containing either a bay ornatber from a coastal hex adjacent to a small river. When the
force embarks it will be moved into the ocean hex adjacerftédy (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 masgeadlanesit cannot move into ocean hexes where no sea lanes
run. The move cost for movement along sea lanes depends omgtion. If you use théarmoveor farsneakorders to move

an embarked force, you should be aware that you can onlyfggéai” target hexes which your nation has seen sea lanes
running into (i.e. which are on you map from the previous Yufrhis means you cafarmoveto any sea lane hexes on your
map but where you map does not extend you can farlyjoveto neighbouring hexes along sea lanes. So sea lane movement
outside the area you have already explored must be speciielynhex, even for &armoveorder.

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

Theembarkanddisembarlorders are used for embarking and disembarking:

embark hex-number

This order is used by a force which wants to embark. You musti§pthe number of the ocean hex the force is embarking
into. Embarkation takes a number of phases depending onnatian, generally 6. Until the order is complete the force
will remain in the coastal hex it is embarking from and maylved in any battles there. The transportation capasig (
below) needed to transport the force is assigned wheartitgarkorder is commenced. If the force is inside a location in the
hex to be embarked from it will automatically move out inte tiex itself before beginning embarkation.

disembark hex-number

This order is used when a force at sea wishes to come ashovemiyst specify the coastal hex to disembark into. Disem-
barkation takes a number of phases depending on your ngémerally 6. Until the order is complete the force will remai
at sea and may become involved in any sea battles in its hextr@hsportation capacity (see below) needed to trandpert t
force is freed when the order completes and the force is maskdre.

12.1 Transportation capacity *

Your nation has a limitedransportation capacityat sea depending on the number of ships you own. The traiasioort
capacity of each warship is 250 and the transportation égpafceach transport is 500. You can never have units embark
on ships if their embarkation would cause the total comb#ied of all your embarked units to exceed your transportatio
capacity.

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

Your transportation capacity may be split any way betweehagfked forces. Even if you have just a single ship its capacit
may be split between forces at widely different positionsest.

12.2 Combat at sea *

When enemy forces meet at sea they will do battle just as ¥f thet on land (see section 15.7). The main difference is
that units do not have all their normal attack capabilitidslevembarked on ships, instead they have a melee attacigitre
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depending solely on the number of warships “with” their far¥our warships are assumed to be spread between your forces
at sea proportionally to the amount of transport capacltycated to each force (i.e. the combined size of its unitsthe
more units embarked the weaker the melee strength of eadre Thhowever an upper limit on how many warships which
can be assigned to a force (and thus lost if the force is efitei): The maximum number of warships with a force is equal
to the transport capacity used by the force divided by 12¥&fions are kept, so it is possible for a small force to hage(e2
warship). Note that as melee attack strength while embagkpdoportional to “warships per individual” the melee akta
strength of each individual in a unit will be proportionakte individual’s size (as more warship is assigned to trarisyg a

large individual than to transporting a small individudihis means that e.g. a mounted human will have three timead¢hee
attack strength of a non-mounted human. This may seem aentititive as the mounted man will obviously be unable te us
his mount in a battle at sea, but it makes sense if you remethaethe melee combat strength of embarked units represents
the strength of the warships of the nation, not the strenfytheounits themselves.

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

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

All'in all the total combat performance of an embarked fosca mixture of the naval strength of the nation and the sthengt
of the embarked units themselves. This reflects that whifesshay ram enemy ships or the crew fire catapults at the enemy
the troops on board will also get to fight when it comes dowrctoaly boarding the enemy.

When your units embarked on ships lose individuals in bétisepossible you will lose some of your warships and tramspo
The more transport capability which is “freed” by losses attles, the more ships will you lose. On average you will lose
warships proportional to how many were assigned to the eioc eliminated units and transports proportional to teedr
capacity not accounted for by the loss of warships. Onlyadtills 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 dlbait sea. Assuming the nation has plenty of warships
and not so many forces currently embarked, the upper limihemumber of warships assigned comes into play and the scout
has 4/125 = 0.032 warships to back him up. If the scout is aliteid there is a 3.2% chance his nation loses a warship. If the
scout flees the battle there is no chance of any warships hshgt all.

It is possible that units embarked on ships may encountebatilt enemy units which have an inherent or magical ability
to travel on the ocean and thus do not need ships and do not as@mbarked units. In this case you cannot use the usual
overall combat ratings described in section 15.5.2 to camffee strength of the two forces as one force has a meledattac
strength which is totally different from its usual meleeaalt strength. There is no easy way to adjust for this fact datraile

of thumb, with half the maximum number of warships assigmedrt embarked force, human-sized units will be about their
normal strength (a little weaker than normal if heavy andtkelstronger than normal if light) while mounted units Wik
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 bmved with the
scuttleorder:

launch ship-type number
This order allows your nation to create new ships. You spdbié type of ships to be builtWarshipsor transportg and the
number of ships to build. The time it takes and the resoursed®pends on your nation.

scuttle ship-type number

This order is used to remove ships. The effect is immediatestiations will regain some of the resources used for mgldi
the ships (even though the name of the ordesdsttlethe ships are taken out of service in a more ordered manner tha
scuttling...). You cannot scuttle ships if this would brimaur transport capability below the current total size aiyembarked
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 thkear, break insertandembedrders of section 21.2, the various synchronisation orafessction 21.3,
theorder order of section 21.4, thepeatorder of section 21.5 and the naming orders of section 21tier@han that some
locations can execute orders specific to their type or evaquerfor one location.

Most locations will exist at the start of the game, but somiona 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 farits) or a nation order (building e.g. castles or templ&sie
second form of the order is used with nations, the first withisufthey 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 tgpleation. Many units can only be recruited in them and they
also produce population and generate trade which is trisasiato gold income. On top of this they are usually worth eom
victory points.

A city or town may be expanded up to a certain maximum sizds lipkeep (in food) cannot be paid it will decrease in size.
Production and upkeep are proportional to its size, as isdlseof 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 ef isizrements. This takes 8 phases per size increment. On top
of the cost for expanding the city or town itself, the costdapanding its walls (if any) must also be paid, see sectioh.16
Theexpandorder can only be executed by a city when there are no enentgywhich can influence control at its position or
inside itandif 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). If g isitreduced 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 presehae o
castle allows for better control with the local populatiowaherefore means you get a higher resource productionfems
containing one.

The improvement, maintenance and combat effects of fatifias is described in section 16. As described there, astieca
will have a current effective fortification rating which isy@easure of how strong the castle is. For the purpose of thaadpe
bonuses detailed below only the strongest, non-siegetkqasisent in a hex and belonging to the same nation as theshex i
counted. The castle need not be located directly in the hen@y 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 ¢setion 3.2).

e The base production of food, wood and mounts of that hex ieased 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 he
or location a unit capable of executing a control order musterto the specified hex/location and then successfullywggec
the order. A unit at a non-surface position (see sectior2Rchnnot attempt to control its hex.

Locations which do not influence control (see section 2.2noa be explicitely controlled with a control order but will
automatically become controlled by the owner of their posi{see section 14.3). Enemy locations which influencerobnt
and which are inside the location or hex to be controlled wliltruct a control attempt, as will some types of enemy units
(see section 14.1).

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

It will help reducing the time needed to gain control if neighiring hexes or locations directly in the hex or locatiom¢o
controlled are already owned. Actually some minor leadpesymayonly control hexes or locations which have neighbours
that their nation already owns. If owned neighbours are airement for controlling a location it is enough to own it
one of the neighbouring hexes, to own one of the locationshvitiis considered to be “inside” (if any), or to own an interi
location influencing control.

Example: A General who can control only hexes or locations with owneidinbours attempts to control a castle inside a city.
To be allowed the control, either the city, the hex or one efrthighbouring hexes must be owned. It would not be suffitgent
own another location (e.g. a fort) located outside the citthe same hex. If he attempts to control the city, it is botiuhed
and sufficient that his nation owns the castle. Had there heearastle, his nation must either own the hex, another locati
directly in the hex (e.g. a fort), or a neighbouring hex. Ifdteempts to control the hex itself, it is both required anificent
that his nation owns the city.

If the hex or location to be controlled is already owned by sarther nation, that ownership must firstieutralised The
control time for taking over such a location or hex is 1.5 thaéded to take over the same location or hex if it was not
owned by any player. Some units (typically minor leadersinca neutralise control at all but can only gain control afitnal
territory. You can only neutralise control of nations thia gour 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 positiba force. Used without arguments it tells the force to afiem

a control once or twice depending on the situation: If theédnas just moved to its present positiorthe same phasand

the control order is prevented by enemy units or because stime force is doing a control in the same place then the force
waits one phase and attempts adalha number is given as an argument then this is the numbémnestto attempt the order
before the control is aborted. The force will wait one phasevieen each attempt. If you specify the value -1 then thesforc
will repeat its attempt to control until it succeeds or ustime “permanent” condition makes the control order invalide
number 0 has the same meaning as not specifying any argument.

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

The orders below are a complicated but not uncommon sequémae an army led by a character capable of control moves
up to the city, storms its walls, moves into the city, stortreswalls of the castle, drops off a few units because theecisstl

too small to contain the entire army, moves into the castkeg control of it, moves back into the city, includes thepged

off units into the army again, controls the city, moves ot ithe hex itself and finally controls that:

IThis is a sensible default behaviour for the control ordethé force has just moved to its present location in the sanasgit has not had a chance to
eliminate the enemies there in a battle (as battles are faighe end of each phase), and thus it makes sense to tryingh@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 citysitecevhich would usually be a wise thing to do.

The time a control order takes depends on the move cost farahiolling unit in the terrain of the location or hex to be
controlled. If other units are helping it also depends orirt®ve costs (not adjusted for encumbrance). If the colirigpl
unit or any helping units are reduced in combat efficiencytdueounds then the time required will increase. The moresunit
that are helping and the more neighbouring hexes that asadjrowned, the quicker is it to finish the control order. It is
somewhat complicated to compute the exact time a contrerardl take, see section 14.2 for how to do it. Often a control
order can take several turns to complete, especially iaitewhich has a high move cost for the controlling unit.

14.1 Obstructing control

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

Most mass units and a few special individual units will obstrcontrol, this is stated in their descriptions (they ‘ligfihce
control”). For enemy units to be able to obstruct controythrist be at the surface position (if in a hex) and their comdin
effective presenamust be at least one fourth of the combined effective presehihie controlling force and any allied units at
its position, where the presence of allied units (and owmeis mot in the controlling force) count only half (see sent?.3.2).

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

When a control order is obstructed, those units and/or ilmeatwhich obstructed it and which the force that attemphed t
control can see will be listed in the event report of the ptaening the force. It is however possible that a control oide
obstructed by something that the force (and therefore tgep) cannot see, in which case the player will merely bettddl
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 componerifhe base timeand theshared time The base time reflects the
work that must be done by the controlling unit itself, thersloltime the work that can be shared with its helpers. Bothgim
depend on the move cost of the controlling unit in the terbaiimg controlled and are stated in the “blurb” for the urtigjse.

The base time is divided by the current combat efficiency etitntrolling unit. The resulting value is theodified base time
The shared time is divided by tldfective number of helpe(see below) to obtaithe modified shared time

The modified base time and the modified shared time are addeth&r to produce th®tal timerequired to take or control
of a hex. If a location is being controlled and it has an imtesize of less than 10000 then the total time is the time faga h
multiplied by the interior size and divided by 10000. A Idoatof interior size 10000 or greater takes just as long tdrobn
as a hex. If control has to be neutralised (i.e. the locatidrea is being taken from an enemy) the total time is multigblig
1.5. The resultin@djusted total timés rounded up to a whole number of phases.
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Theeffective number of helpeis computed as follows:

The controlling unit counts as one helper itself, multigllgy its current combat effectiveness (so if that is 70% therunit
counts as 0.7).

Each unit in the force of a type which is listed as a valid hagpinit type for the controlling unit counts as theve cost for
the controlling unit in the current terrain divided by the weocost for the helping un{so fast units count more than slow
units), modified by multiplying with the current combat eificcy factor of the helping unit and, if it is a mass unit, witth
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 oatmmn
being controlledor, in the case where a location is being controlled is locatezkactly the same position as that location,
counts as two helpers. If its interior size is less than 1G006ly counts as two helpers multiplied by the interior sael
divided by 10000.

Example:

A Noble, 3101, at full combat effectiveness and with movet dofr plains is trying to control a plains hex. In the “blurb”
describing a Noble it is stated that his base control timetimés his move cost for the hex and the shared time is 12 times
his move cost for the hex. For a plains hex this gives 16 anché8¢s respectively.

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

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 standardsizgtis 50 individuals, Light Cavalry has move rate 4 in @ain
and the standard unit size is 25 individuals. The numbeesdiafter each unit are its current number of individuasswibund
status (not used in these computations) and its current abefiticiency factor (see section 15.3).

Each unit’s contribution to the effective number of helpsras 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 tetplired time is 27.46, which is rounded up to 28 phases.

Now assume that the nation of the noble already owns two beigting hexes plus a fort (interior size 2000) inside the. hex
This adds 4.4 to the effective number of helpers (4 from thebge0.4 from the fort) and thereby brings the modified shared
time down to 5.59 phases and the total time required (rounggtb 22 phases.

Assume instead that the Noble is only at 30% combat efficiehlaig brings the modified base time to 53.33 phases (16 times
100/30) and reduces his contribution to the effective nurobaelpers to 0.3, thereby increasing the modified shared td
13.75 (48/3.49) and the total required time to 67.08, rodngeto 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 &her
its position is owned by some enemy or if the location/iteresinot have an owner and its position does. The ownership of
the location or item will then change to that of the positibimits or locations which influence control and are insidecation
prevent it from changing ownership except to their own matio
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Units and locations of non-player nations may attempt tdrobthe location they occupy, if they can influence conttbht

the end of a phase a location contains units or locationshwitong to non-player nations, they will attempt to neigeal
control if they are enemies of the current owner. If therewarits or locations present which are allied to or owned by the
current owner, they will prevent this. Otherwise controhsutralised. If at the end of a phase a location with no owner
contains units or locations which all belong to the same plager nation then they will gain control of the location.igtwill

not happen if control was automatically neutralised in #@s phase; first control is neutralised at the end of one prate
then the owner is changed at the end of the next.
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15 Battles

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

The combat system simulates attacks by each individual imitebut only reports the total wounds inflicted by each unit in
each attack (you would not want to read about the 50 attacks & unit of 50 individuals). A large battle involving many
units can still generate quite a long and repetitive batimrt however, so email players have the option of havingé¢tailed
battle report omitted and only getting the end-battle sumgma

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 (see setfiah). Missile attacks can be made by defending units agains
units advancing on their positions. Missile attacks cananegal not be made against units involved in melee or units “i
defensive positions”.

The attack and defence values may be modified by the relatisiigns of the units. If they are on different sides of a least
wall for example, the unit on the inside clearly has an achgét The attack and defence values of a unit also depend on the
terrain the attack takes place in (mounted knights are n@#défficient if they cannot use their horses, such as in themgwa

or on the walls of a castle).

The event report states how much damage is inflicted by e&atkatlf it states “marginal damage” it means that the unit
was damaged a little but not enough to inflict a wound. Mailglaamage 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 (thjpkas only if it could see no known enemies at all in the
start of the battle segment, something which rarely occxrem@ 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 tacticflee(the only case in which a unit of tactifigewill not flee before rather than after being attacked
is if there are allied units with tactics different from fléa front” of it but these units were unable to contain the epem
because of the size of the enemy forces).

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

15.2 Ciritical hits

Whenever an attack is made there is a small chance that thHi [iena critical hit. If the attacks is a unit representing an
individual and defender is another individual, the charfce aritical hit is 1%, while if the defender is a mass unit thace

is 2%. Similarly, when a member of a mass unit attacks anattle@nber of a mass unit, there is a 1% chance of a critical hit,
while a mass unit attacking an individual will never scorgitiaal hit. The effect of a critical hit is to increase theestgth of

the attack and hence the maximum damage done by a factosgdssible to do very little damage with a critical hit be@aus
it is only the maximum damage which is increased (i.e. thezeveore faces on the virtual die that is rolled but there I5asti
chance of rolling a one).

If an area attack is a critical hit, only one of the creaturféscéed will be hit with the increased attack strength. Sanhy,
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 poifitee performance of a unit in many areas (including combat)
depends on how wounded its individuals are. An individualltave eithelight woundsor heavy woundsor beincapacitated
These wound “levels” correspond to a certain number of wopmidts, depending on the type of unit. Individuals with
light wounds are at 70% combat efficiency, individuals witkaty wounds are at 30% combat efficiency and incapacitated
individuals are at 0% combat efficiency. The average coniifiatescy of the individuals in a unit is known as tikembat
efficiency factoof the unit. The combat efficiency factor is used when catougghow many attacks the unit may make per
battle segment but is also used a lot of places outside cambeflect the general efficiency of the unit. It is for examyded
when calculating the time required for the execution of atic@morder (see section 14.2), when calculating how muchig un
may carry (see section 11.1.1), when determining initiafsee section 4.2), when calculating the resource pramuofia

unit (see section 6.2) and when computing the effectivegores of a unit (see section 2.3.2).

In turn reports the number of individuals in a unit and thembined strength is reported at the start and end of a bédite p
in the map notes. The strength is reported as two percentibesiwumber of wound points and the combat efficiency factor,
both relative to a unit of completely unwounded individuals

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

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

For an individual unit the number of individuals is alwayseoand 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 unitsiieryin 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 lagbund points. The speed of recovery differs from unit typand
type. The automatic recovery takes place to some degree tierméat a unit is doing; a unit may recover wounds even if it
participates in battles each phase. If the unit does aledplubthing in a phase, the rate of recovery is double the abrate.

If the unit was engaged in combat, the rate is half the noratal r

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

Note that the wound recovery rate stated for a unit type isiteeagerecovery rate. If the rate is 1 w.p. per 24 phases it means
that the average time before a wounded individual recovev9lis 24 phases, but in reality the recovery time is random.
Another way to look at the rate of recovery is to say that itéates the probability that a wounded individual recovensi in

a given phase, independently of how long the individual leenbwounded and how many phases have passed since the last
recovery of a wound point. So with arecovery rate of 1 w.p.2#ephases a wounded individual has 1/24 chance of recovering
a w.p. every phase. The individual may be lucky and recoverp3iw 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.
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Basically, a mass unit can be attacked by individuals froneotinits of up to twice its size. This may be adjusted as¥lo

If the defending unit has tactics which means it stays inglgactics “defend”, “avoid” or “flee”), this “target size$ionly
80% of normal. If the defending unit has the special attacknféformation”, the target size is 75% of normal. These
adjustments are cumulative.

Example:
A unit of human light infantry has 50 members each of size sal 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 andaffe size of 54x75% = 150 when attacking.

Individual units may be attacked by units of a size totalliqgto 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 smaltfpbindividuals in your units. A lot of small beings may
gang up on few larger beings, but large beings cannot gang tipeir smaller foes.

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

Units at a given position must be attackaedneleein order depending on their tactics (see section 15.6):dUmith tactics
chargemust 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 beforenittiteacticsfleecan

be attacked. These restrictions do not apply to missileledta

Mass units are because of their large number of individussilly much stronger than individual units and can easirov
come them in combat. However, to allow individuals to be gecttd by their armies the following rule applies:

No mass unit may attack an individual unit before all masssuatiits position and of more aggressive tactics have bdln fu
engaged. Individual units are thus the last units to be eedjaglarge battles involving mass units (unless they valrtilyt
attack). Individual units are not restricted in this waygta Knight may attack the Necromancer while his mass uhivielrs
must engage the hordes of Zombies first. However, if the Nearmer by himself attacks a mass unit in melee (if he has
tactics allowing this) then that mass unit is allowed a metattack against him as detailed in section 15.1.

Note that major characters are further protected, seeose2i8.3.

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

15.4.1 Excess attacks *

Itis the individuals of a unit that attack, not the unit as aleh This is important when applying the size restrictiorentioned
above. Assume, for example, that the light infantry unit lddike to attack the knight. They cannot all attack the krnjgh
but 4 individuals can (he may be attacked by size 12 and treegach an effective size 3 as they have the special attack form
“formation”). The four individuals will then attack the kgtit, and the remaining 46 will look around after someone tise
attack. In this way, a mass unit with many individuals magektseveral small units during the same segment.

If a unit may be attacked at all, one individual of any size mtigick. An example: A unit of 5 giants (each size 10) attalc&s t
knight from before. After the first giant has attacked, ttisrenly room for a size 2 individual to attack the knight. Hewe
because of this rule, another giant gets to attack the knigigre is then no more room to attack the knight and the other 3
giants must look for another opponent. This rule also mdaatsat 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 speciatlafborms such as poison, fire, caticetera Units of different
types may be affected more or less by the different attaak$orThe zombies might not be affected by mind attacks, the
knight's armour might not protect him very well against firecold, et cetera If a unit type is especially vulnerable to some
attack form, it might be mentioned in the description of iif then again, it might not... Most of the time you will have to
rely on general knowledge of the game background (“...just il my fire-spewing dragon meets that water elementl.
and find out the rest the hard way (“...oops, so the poisogsitif my giant scorpions did not affect his demons, but thir fi
attack really seems effective against the scorpions...”).

Some units have area attacks. This means they can affedplaitidividuals in a mass unit with one attack. An area &ttac
affects a given size (and here it is no longer an advantageitoformation) so that the number of individuals affectepeteds
on their size. A dragon will do a lot more total damage when iitegn30 dwarves than when flaming just one knight. If a unit
has area attacks it will be mentioned in the unit type “blurb”

Missile attacks can have ranges from 1 to 3. This is, rougbdaking, the number of missile attacks the unit gets at #ré st
of the battle when the two armies are closing (see the mosgléeétexplanation in section 15.7). Terrain may limit miessi
attack range; specificallyissile attacks are limited to range one in woods, wooddd &iid jungle

A unit will always choose the attack that seems most likelga@ffective against a given opponent (Knight: “Hmm, a Yeti.
think | will use my flame-tongue sword today. Squire! Hand mesl #7...").

It is not possible for an attack to miss an opponent but theckttan be so weak that the opponent takes no (significant)
damage. Some very special units may be totally immune to dafaganormal 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 sectib.6.2.
cancel charge: It is impossible to charge the unit, see section 15.6.2.
formation: The individuals of the unit fight effectively in formatiorge section 15.4.

brave: The morale of brave units is affected less by losses incurrambmbat than the morale on non-brave units, see
section 9.2.1.

cowardly: The opposite of brave, the units are more severely affegtdodses, see section 9.2.1.

15.5.2 Combat ratings *

As mentioned in section 2.3.1, the exact attack capalsilitfeinits will be unknown to the players. The players onlywathe
overallcombat 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 to $tandard unitwhich is human medium infantry. The combat rating is coragut
in the following way:

Each type of unit in the game world is matched against all rotyy@es. Mass unit types are all set to the same number of
individuals, so their combat ratings are compardidaveen individualsnot between standard size units. For each unit type
pair, the maximum damage for the best possible attack clitygdbnder neutral conditions) of each unit against thigipalar
opponentis computed. For each unit type, all damage it @abhd all damage the other unit types could do to it are tatall
weighted for how common units of that type are in the gamedvdrhese totals are compared to the totals of the standatrd uni
to obtain the relative combat ratings, adjusting for the bhanof wound points an individual of the unit has and how many
wounds are required to reduce its effectiveness (see setfi8). The overall combat rating is given as an index with 10
being equal to the standard unit and higher numbers measeitey lexpected performance. To compare armies you can try to
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compare their total combat ratings, but remember that af lother factors (terrain, morale and fortifications just temntion
the most important) are involved.

Remember that the combat ratings are used only for desgribéunits, not in actual combat resolution where a morelddta
and complex (but hidden) mechanism is involved.

15.5.3 Adjustments of combat performance *

Many factors influence the performance of units in combag most important are listed in the following, with approxima
figures for how great their effect is. These figures have togmaximate as the combat algorithm is non-linear but foeeas
of interpretation the effect on the performance is givenreadjustment factor, in percent.

morale: Each point of positive morale (see section 9.2) increasdeangerformance with approximately 0.375% while
each point of negative morale adjusts it downwards with axiprately the same amount. Missile attacks are adjusted
0.125% up or down by morale.

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

charge: A charging unit has a bonus of about 20% on its initial att&tika target is not in defensive position (units with tactics
“defend” which have not used missile attacks as the changiitgapproached will usually be in defensive positions). A
non-charging unit attacking a charging unit has a penalgbofut 10% (see section 15.6.2).

15.6 Tactics

In battles the behaviour of each unit is determined byeitsics

To fully understand the interplay between the differentitaat is necessary to be familiar with how battles are restl(see
section 15.7) but this should not be necessary to get the badierstanding needed to choose the right tactics for ywits u
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 theffirm, which is a unit order, all mass units in the force have
their tactics set as specified while the tactics of any imlligis in the force will be unchanged (exception: if the face
questing modésee section 20) all its units, including individuals, willve their tactics changed). In the second form, which
can be used as either a unit order or a nation order, tacgosh@nged only for the specified units (which may be eithesmas
units or individuals). If the second form is used by a unitfta¢ units specified must be in its force. If the order is used a
nation order, the units need not be in the same force but thesy af course belong to the nation.

The distinction between mass units and individuals intdwticsorder is made to prevent the tactics of leaders being acci-
dentally changed (and thus leaders unintentionally bei@gprisk in battles). However, it also prevents the taaica scout

or other individual being set immediately when it is recediby putting aacticsorder in the recruit order. For this special
purpose, there ismytacticsorder:

mytacticstactics
This order changes the tactics of just the unit executingi.a “free” order not counting towards the order allowan€é¢he
unit nor costing any administration points (see sectioi. 3.2

The possible tactics are:

charge: Units with chargetactics will charge if they can (see section 15.6.2), otli@ewthey will advance on the enemy as
perattackbelow. Units in walled locations will sortie if they hagbargetactics (see section 15.6.1). Units with tactics
chargeare considered to be in front of units with less aggressigticaand therefore must be attacked in melee and
fully engaged before other units on their side at the samiéebiatd position may be attacked (see section 15.4). They
also get to attack in melee (and thus choose opponents)battoer units.
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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 withdefendtactics do not move on the battlefield. They shoot at enentg wiiich come within range of their
missile attacks (if they have any) and attack any enemiesoldse to melee range. Tactidefends not a viable choice
for leaders who should only be involved in the battle if thisrabsolutely no way around it, leaders should have tactics
avoidor flee

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

flee: Units with fleetactics act as peavoid above, except they flee if actually attacked or if it look®ltkere are enemies
who will engage them in melee and no friendly units to prevetite. no friendly units with tactics different froritee
at the same battlefield position as the unit or between theandiall enemies). Tactidkeeis 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 abfection against attacks from units outside,
whether the location actually has walls or ndta location offers protection to units even without thetifications described
in section 16 it will be stated in the blurb describing it.

Units will not automatically attack enemies inside a wallechtion as this could be pure suicide. You must specificaitier
your units tostormin order to get them to attack units in walled locations airthesition.

You use thestormorder for this:

storm

The force spends a phase preparing to storm enemy locatiatssosition. At the end of the phase, those units of the
force which have tactics “attack” or “charge” will attackeany units in walled locations. The force will not move int@th
location(s) stormed even if all enemy units are succegsélitininated, the effect of the order is justdtiackthe enemy units.

Example:
Usually you intend to move into and even gain control of a fimeeafter storming it and thus a typical order sequence for
attacking and attempting to control the walled location388hex 123 would be:

3101:
move 123
storm
move 1933
control -1

Units which storm a location are subject to an extra misdii@ch at point blank range from the defenders (if these have
missile attack capability).

Some units (e.g. mounted units) are penalised when fightiagwalls, even if on the inside. For such units it can be a good
idea to make aortie Units with tactics “charge” will automatically make s@sifrom a walled location in the very beginning
of any battle.
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During battles a unit may engage other units that are at mestazation removed from their position: Units may attacksin
inside locations located at their position but may not &ttawits further in. Units in a location may sortie into the hmx
location immediately outside but may not venture furthetr &nd units which sortie from a location may not engage units
inside other locations at the position they sortie to, noy thay attack or be attacked by units outside the locatioy soetie
into. Assume for example a hex containing a city which corgai castle. Units in the hex may attack other units in the hex
and units in the city. Units in the city may attack other uimtghe city, may storm the castle or may sortie into the hextdJn

in the castle may attack other units in the castle or mayesortd the city.

15.6.2 Charging *

Some units have the special combat ability “charge”. Uniithese types can charge if they have the tactics “chaage'if
they are in a terrain for which their move cost is no greatent® 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 non-chargiitgduring battles and may either move two times or both
move and attack in melee in the same segment (see sectia@)15.7

2. A charging unit gets a 20% bonus (does 20% more damage} dimsit melee attack after a charge. The bonus is
cancelled against units in “defensive positions” (seeigect5.7.2) as well as units who “cancel charge attacks” (see
section 15.5.1).

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

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

15.7 Resolution of battles *

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

15.7.1 The battlefield *

All battles are fought on a battlefield. Battles take placaoother scale in time and space than the “main action” of dimesy
and therefore while the units that participate in a battlesie within zero distance of each other on the game map tHey wi
for the purpose of battles move around between differeritipns on a battlefield in order to engage each other.

The basic battlefield consists ofaidfield position, abackor initial position for each opposing army and one intermediary
position between each back position and the midfield, seesfigarawing (a). To engage another army in melee at its nitia
position an army will have to advance four steps. If opposingies advance they will meet at the midfield after two steps.
This simple battlefield is the result when two armies meeth@édame hex.

Locations are added to the basic battlefield each at its owitigo two steps removed from the midfield, see figure 5 draw-
ing (b). Armies inside a location may be attacked by unitsaading to this position (illustrated by a hexagon in the dnayy

and if units inside the location sortie they do so to this posi Note that if the same player has armies both inside and
outside the location they will start at widely different ftams, the army outside being equally long from the armydass

any enemy army outside is (see figure 5 drawing (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). Qdlcations inside a location will be positioned where armies
inside the location start, and these armies will thus immtedly be able to attack into those locations. It is possibi@fbattle
only to involve armies inside one location or some nestedtlons. In this case the outer (hex) battlefield is not usexdl at
cf. figure 5 drawing (d).
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Figure 5: Four simple battlefields. Starting positions fonies are drawn as boxes, intermediary positions as cjrides-
tions’ positions as hexagons and the midfield position asxanithh rounded corners. (a): Two opposing armies in the same
hex. (b): One army in a location and one in the hex outside.Tg@p armies outside and one in a location. (d): One army in a
location and one in a location inside the first location.
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All distances on battlefields are measuredtieps one step being the distance between one position on thefldt and
adjacent (non-location) positions. The distance betwiernside and outside of a location is zero even though it doest

as a step for units to move out of (or into) a location. Meldackis are only possible between units at zero distance from
each other and thus units must either be at the same posititiredattlefield or be inside and immediately outside theesam
location. Missile attacks are possible against units nihéuraway than the number of steps corresponding to thesumigsile
range, e.g. a unit with missile range two can shoot at enemiisro (melee) range, units one step removed or units tys ste
removed.

15.7.2 The battle segment *

A battle is divided intobattle segmenfsach segment representing a short amount of time. A baiitléast 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, mfibilowing order:

1. Morale is adjusted downwards for special effects sucleassduras.

2. Units with tactics “flee” will flee if there are enemy unit®ser to them than any friendly units with tactics different
from “flee”.

3. Units within melee range and capable of melee attacks itagkeeach other in melee.

4. Units which maychargeand have not already attacked in melee in this segment mayhamge one step towards the
enemy.

5. Units capable of missile attacks, with tactics “defertdoid” or “flee”, which have enemies within missile rangedan
which did not already melee may now use their missile attaBksemy units involved in melee may not be attacked,
nor may enemies in “defensive positions”.
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6. Units which charged in this segment or which charged agtiteof the previous segment and have done nothing yet
this segment may now make a melee attack, if there are eneitsyaimelee range.

7. Units with tactics “attack” (or witch tactics “charge” bunable to charge) may now advance one step towards the
enemy if they have not done anything earlier in the segment.

8. Units which maychargeand have not attacked in the current segment may now chamyetep towards the enemy
(again).

9. Units which have done nothing during the segment and trasee enemy units that may attack them either with missile
attacks or a charge may now entlfensive position@ake cover). Units in defensive positions may not be thgetar
of missile attacks and they cancel the 20% bonus that chargiits normally get on their first melee attack.

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

11. 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 threyaa

sea or inside the same location) there will be an initidsile onlybattle segment where only steps 1, 2, 5, 10 and 11 above
are performed.
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16 Fortifications *

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

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

Fortifications can be damaged in various ways, this geryeratluces their effectiveness. Damage is measureidinage
points The effective ratingof a fortification is computed by dividing the current damament total by the fortification
strength, rounding down and then subtracting the resuftimgber from the fortification rating. The effective ratirgnmever
be less than zero though.

Any location with a non-zero effective fortification ratingpcomes avalled location with the effects on battle described
in section 15.6.1, i.e. it forces units outsidestormthe location to attack the units inside, giving inside umitth missile
capability one extra missile attack at point blank rangdewtiie attackers scale the walls. Furthermore, a non-zésotize
fortification rating reduces the strength of attacks inteltitation and increases the vulnerability of units outsiddocation
when they attack units inside in melee (this is in additioth® penalty that some units, e.g. cavalry, have when figluieg
walls, see section 15.6.1). The exact effect depends ogpleedt fortification.Specialised fortificationare locations such as
castles and forts designed with defence as their main pergaker fortified locationsuch as cities are not quite as effective
even given the same fortification rating. The table belovegithe reduction of the overall combat value of the attacker a
function of fortification 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 ratingaktte are at only 12.5% of their normal efficiency, and it isity
impossible to attack units in a fortification with fortifigam rating 7 or greater.

Note that fortifications usually only protect against umitacking at ground level. Any unit with a non-zero terraimbat
rating for “air” is considered able to fly in combat and canréiere fly over walls. The combat efficiency of such units is
thereforenot affected by the fortification rating of regular fortified kttons.

Fortifications also increase th#ocking factorof a location which is how many individuals trying to enteatta single
individual inside can block (see section 11.7). The nornlatking factor of an unfortified location is 4. Apecialised
fortification with a non-zero effective fortification rating has a bloakifactor of 10 unless otherwise specified in its blurb.
Other fortified locations (such as cities) with a non-zefedafve fortification rating have a blocking factor equalaglus
their current effective fortification rating, although mewhigher than 10.

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

16.1 Costs of fortifications *

The cost of building and expanding fortifications is proforal to thevolumeof walls built or added. The total volume of a
wall is found by multiplying its rating (height) by its strgth (thickness) and itength The length of a city wall is equal to
the current size (in size increments) of the city. The leruftine wall of a castle or fort is 5. For normal fortificatiomeetcost
per volume is 2 manpower and 1 gold, for special or magicéifiications the cost is stated in their “blurb”.

When a city is expanded its walls must be expanded to corttairhe cost of this is added to the regular cost of expanding
the city. The extra cost is simply the cost of the added voloimgall: 2 manpower and 1 gold, multiplied by the rating, the
strength and the number of added size increments. None s tiesources are recovered if the city should decreasesin siz
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Example: A size 6 city has a wall of rating 2 and strength 7. The totalivag of the wall is thus 84 (6 times 2 times 7) and
the total cost of the wall so far has been 168 manpower and B4 §be nation owning the city decides to expand it by two
size increments. On top of the normal cost for expandingitigean additional cost of 56 manpower and 28 gold must be paid
for expanding the fortifications (the wall length is incred$y 2 and thus the volume is increased by 28).

When a fortified location improves its fortification ratingsirength the cost is simply equal to the cost of the addediwel
Thus for every point of rating improvement the cost is projpoal to the strength multiplied by the length and for eveoynt
of strength improvement the cost is proportional to thengathultiplied by the length.

Example: A castle (wall length 5) has a fortification rating of 3 and atifcation 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 tqsk2
section 16.2). Increasing the strength by 2 increases thienoby 30 (2 times the rating 3 times the length 5) and thutscos
60 manpower and 30 gold. Increasing the rating by 1 now ise®the volume by 60 (1 times the strength 12 times the length
5) and thus costs 120 manpower and 60 gold. The total codtdédmtprovement is thus 180 manpower and 90 gold.

At the end of each turn fortifications must be maintained. bt of maintaining a location’s fortification (ifsrtification
upkeep is proportional to the rating and the length of the walls imatependent of the strength of the walls. For normal
fortifications the fortification upkeep is 1 gold multipliég 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 fortifioati are damaged. The damage incurred is equal to the streingth
the fortification and thus reduces its effective rating bg.on

16.2 Improving and removing fortifications *

Fortifications are improved with thexprovelocation order:

improve what-to-improve amount

The location improves either its fortification rating or ftatification 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 cancedfod
may do is performed. Improving wadtrengthtakes 2 phases per point of improvement for most nations.rduipg wall
rating takes 6 phases per point of improvement, multiplied by the raing (if the rating is improved several steps then the
time it takes to complete each step is only multiplied by #teng of that step, not by the rating of the final step). irthprove
order can only be executed by a location when there are noyeaeits which can influence control at its position or inside i

Fortification strength can be increased without limit. Fmdtion rating can be increased up to a certain maximumiigipg
on your nation and/or the location. For most nations the maxia wall rating for cities is 4 and the maximum fortification
rating for castles is 6. Forts (temporary fortificationsalgubuilt by engineer units) have a maximum fortificatiotimg 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 thez
certain height. The fortification rating cannot be improbegond the fortification strength divided by 3, rounded doWn
for some reason the strength of a fortification drops belswiitrrent rating times 3 then the rating is adjusted accghgin

Fortifications are removed with themoveocation order:

removewhat-to-remove amount

The location removes as much of its fortification rating atifecation strength as specified. The first argument musitbere
“rating” or “strength”. If no amount is specified all rating strength will be removed. No resources are recovered when
tearing down fortifications, but on the other hand it doesawst anything to do it either. Removing wall strength ormgti
takes 2 phases per point removed for most nations.r@imeveorder can only be executed by a location when there are no
enemy units which can influence control at its position oidast.
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16.3 Damage and repair *

Some units (typically engineers) can damage enemy fotibics. This is done in the regular action phases, not indmttl
Damage is, as mentioned above, measurathmage pointsFortifications can never accumulate more damage points tha
their strength points multiplied by their rating plus one.

damagetarget-number number-of-phases

This order can be executed by any force containing unitstdapd damaging fortifications, even when the force leadapis
such a unit. The first argument of the order is the number ofabetion to be damaged, the second is the number of phases
to use. If the second argument is omitted then the force wiitioue to damage the location until no more damage can be
inflicted.

Each unit type capable of damaging fortifications will hamesfficiency measured isiege enginegven though the unit type
may not actually be using siege engines to damage fortidicsti The efficiency for a given unit is multiplied by the cuntre
combat efficiency of the unit, and if it is a mass unit also Isycitirrent size relative to the standard size of units of pety
Each siege engine has 25% chance of inflicting one point obdereach phase.

At the end of the turn, fortifications which are so damagedtheir effective rating is zero will decrease one in actasing.

In this event, the current damage is reduced by the fortifinagtrength (the damaged part of the wall crumbled awayd. If
castle or a fort ever has zero fortification rating (actuéihgg not effective) at the end of a turn then it is destroy&dher
types of locations which reach zero fortification rating abtdhe same time has fortification damage equal to or greaer t
the wall strength lose their fortifications, but may usualljid new ones.

Damaged fortifications may be repaired by a location usiegdpair order:

repair what-to-repair amount

This order lets a location repair damage to its fortificagiomhe first argument must be the type of damage to repaigreith
“damage” for normal damage or “sapping” for sapping damage &ection 16.3.1). The second argument is the amount to
be repaired. If this is zero or omitted then all damage wiltdygaired, or as much damage as the location can afford tarrepa
whichever is less. For most nations fortification repaiketane phase and cost 1 gold and 2 manpower per point repaired.
Therepair order can only be executed by a location when there are noyeueits which can influence control at its position

or inside it.

16.3.1 Sapping fortifications *

There is an alternative to attacking fortifications withgeieengines and attempting to damage the walls directly. Sonte

may sapenemy fortifications: dig tunnels under the enemy walls imtit@mpt to undermine them and cause a collapse. The
exact effect of sapping is not known by either party untilderly a collapse occurs or until the hidden sapping damage is
fully repaired. The following order is used for sapping:

saptarget-number number-of-phases
This order is similar to theamageorder except that instead of regular damage, hiddgiping damagss inflicted. Thesap
order can only be executed if there are no armed enemy uisept at the position of the force.

The effect of sapping depends on tétability of the fortification being sapped. The stability is definedtes fortification
strength divided by the fortification rating and is thus aisie3. If the effect of sapping a stability 4 fortification &t $0 100%
(see below) then the effect against a stability 3 fortifimais approximately 120% while against a stability 5 forttion it is
about 85%, and it decreases further for higher stabilitiffoations.

The sapping efficiency of a unit type is for ease of comparggeen as the number of siege engines that would in average and
over time cause the same damage withdamageorder 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 done relative forthiication strength. The effect is highly variable, dlapse

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

Sapping damage is repaired like normal damage withiepair 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 locatisiead what you do is just move a large army to the positist ju
outside the location you want to siege. The location is usibgye if the combinedffective presenagf all units attempting to
siege is more than the combined effective presence of any opposing a siege and presentsidethe location. Unitsnside
the 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 frierdligq or own) units inside it who would suffer from the
siege, or

2. thelocation is owned by an ally or the unit’s own nation aatheone is in the process of taking over contraljthere
are no friendly units inside who would suffer from a siege.

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 geié they are neutral towards the owner of the location aedeth
are no friendly units inside it who would suffer from a siege.

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 beggrofieach phase of the siege (after the normal halving of
the morale, at the same time leadership bonuses are applied)

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

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

1. Units and locations inside the sieged location cannat draunstore resources from their nation resource pool,mxce
mana. This means that they can only use those resources arkeieliready locally present. Likewise they are unable to
store other resources than mana in the nation resource lmas. if a location is under siege for an entire turn the non-
mana upkeep of the units and locations inside as well as itsupkeep have to be paid exclusively from the resources
present locally.

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

Note that siege status of locations (i.e. whether locattwasinder siege or not) is determined at the start of eversgtiedore

any orders are executed. This means that if you attempt eiklarsiege by moving sufficient units out of the location under
siege, the siege will not be lifted until the beginning of tlextphase (if the units survive waiting outside the locationdgor
entire phase). Siege status is also updated at the very aéhd tirn after any events which happen “at the end of the turn”
but before resource production and upkeep (see sectiorhi.nfeans you can lift a siege in the last phase of a turn and get
trade income and have access to the nation pool for upketpaire turn.
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If the upkeep ofunits cannot be met because of a siege but could otherwise be pioestnot immediately have the usual
consequences dissolving the units. In fhst turn the upkeep of a unit cannot be paid because of a siege but here
resources are available in the nation pool, the resoureadrawn from the pool anyway (put aside for when the siegé&ésl
and the unit survives but iseakenedA weakened unit will be reduced to half normal combat sttleniyiring the entire next
turn. If the upkeep of the unit is not paid at the end of the tawvhich it is weakened the unit will be dissolved as usual.

The upkeep ofortificationsis also given special treatment during a siege. If the upkaepot be met but the resources for it
are available in the nation resource pool then the upkedpwibaid from the pool and the fortifications remain intabegt
are kept in repair by drawing on labour and parts which haveetpaid after the siege is lifted).

A citywhich 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 lafdas] because of a siege (no
food from the nation food pool will be used either - esseltialsize 1 city under siege has no food upkeep if it does nat hav
locally stored food to support itself). Note that a size ¥ tacking food for any other reason than a siegk 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 unfortwtatsequences.

Example:

The army of the Eastern Kingdom arrive at an enemy fortifieyg lealfway through a turn and stops outside to lay siege to it.
For the remainder of that turn, the city will be unable to usg Besources stored in its hex (probably none anyway) and its
production (of population) is halted. At the same time altsimside begin to suffer from a lower morale (after a few &
they are at -20 in morale relative to their normal level). g £nd of the turn upkeeps are paid normally and the city géser
the usual trade income.

From the very beginning of the next turn the city is cut offrfréhe resource pool of the nation. It has no resources stored
locally and no units capable of magic, so no new units candreited for its defence. At the end of the turn, the city carbeo
supplied with food and thus it is reduced in size by one sizesiment. All units inside which require an upkeep are weeallen
and would fight at only half strength if the Eastern Kingdomided to storm the city next turn (or if they decided to tryithe
luck outside the city).

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

Next turn, having waited over two turns outside the city,dhmy of the Eastern Kingdom can march in and encounter at most
a few leaders who did not require an upkeep. The fortificatiointhe city will be intact but the city itself has been rediice

in size by two increments. So by taking the city by siege natih@n storm the Eastern Kingdom avoided a fight at the cost of
getting the city two turns later and somewhat smaller. Thegdom could have stormed the city after only one full turrhef t
siege and encountered only half the original oppositiottirggethe city one turn earlier and only losing one increntttity

size.

Note that once the enemy has arrived at a location it is t@ttaattempt to unstore resources from the nation resourle po
as the location will be under siege from the very beginnintpefturn where you would try to access the nation resourck poo
If you want to keep resources in a location to withstand aesiey must therefore unstore them at the very latest in the sam
turn the enemy army arrives. This means you must either giredliere 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 determigegat they can see. This is determined by the following:

Distance. The further away something is, the harder is it to see it. Hovafunit can see depends on thewing ranggrom
the terrain it is in and of the terrain whatever it is tryingsfuot is in: It cannot see anything which is further away than
the greater of the two viewing ranges. From the “over” vaitjgosition (i.e. for flying units) the viewing range is 3
hexes. From high mountains and mountains it is 2 hexes anarfrost 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 miaki&§icult for the units in it to get a proper view of
anything. Apart from the viewing range limitations detdil#bove there are modifications on the difficulty of spotting
things depending both of the terrain of the viewer and onghmin the viewer is trying to see into (this may be the same
of course). Generally, the denser the growth or the mors ailinountains, the harder is the terrain to spot something
in. And the denser the growth or the more flat or boggy, thedvascthe terrain to spot something from.

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

What itis. Some locations / items / units are easier to see than othais.d€pends on things like their size and how well
they blend into their surroundings.

The situation. A unitinvolved in combat concentrates its attention on.t@atinit 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 intaakians it can see, and it can only pick up items it can see.

Units of the same nation are assumed to be able to commun®aiéone unit of your nation discovers a location, all other
units will be told it is there (and may thus move into it). Orclcation is on your map notes, all your units know it. Units o
items your units spot will also be known to your other units, énly so long they remain stationary and do not hide.

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

All the things that your units, hexes and locations see duaiturn are detailed in the event report. The map shows all the
hexes and features you (or rather: your usitsetera have seen so far during the game. Your map may not correstict

the current state of the world, if for example the terrainahe hex has changed since you last saw it, you will not digdove
until you see the hex again. In the map notes, the positioal tfe units you have seen during the turn are indicatedheat t
place you saw them last (the phase is indicated if you care®otteem at the end of the turn). Sometimes it will also bediste
what a unit was/is doing, such as if it is moving.

The map notes are actually your most complete picture of tineent state of the game (although the status report is more
detailed than the map notes when it comes to your own unitgtinset ceterd. One particular aspect of the map notes
which is very important is the waindentationis used to show how units and locations are inside otheritmtat Each unit,
location or item will in general have one or at most a few linétext in the map notes. Locations, items and units at a given
position are listed sorted by their unit number; first looasi and items and then units. If a location has units or otwations
inside it these will be listed immediately under the locatimdented by a few spaces. So the indentation reveals winiith

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 S&xgind inside that city is a keep, in which are the king, agiria
captain and a unit of medium infantry. Outside the keep ksitlithe city is a unit of heavy infantry, and outside the @ity
the hex itself is a unit of medium cavalry.

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

18.1 Searching

There are orders allowing units to search in order to ine¢asir awareness:

searchphases

This tells a force to spend a number of phases searchingritsndiposition. The longer time spent, the bigger the chafice
finding anything previously hidden to them (actually no at&is involved, searching merely increases the awarenesbs of
units in the force). The force may also find something new fetcaht positions, but the search is most efficient at thetexac
position of the force. A force gains nothing from searchimghie same spot for more than 10 phases.

find id-number

find id-number phases

This order makes a force search its current position for aisp&em, unit or location. The ID number of the object sdwd

for must be given. This works like a regular search excefptithsithree times as efficient as tisearchorder at finding the
desired object but only half as efficient at finding other ot§eThe order has two forms. The first form makes the unickear
until the desired object is found, so it had better be thete? 3econd form sets an upper limit on how many phases the unit
should spend searching.

18.2 Hiding and sneaking

It is possible for units to try to make themselves harder tectebyhiding in place orsneakingrom one place to another.
How successfully a unit can hide depends on the terrain a@thimiliarity 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 unhidden
as these orders require activity which cannot be done imgifthesneakandfarsneakorders described below allow units to
move while hidden). There may be other orders not describéteise rules which do not allow either the force leader or the
members of the force executing them to remain in hiding, &ad this will be stated in the blurbs describing the ordersteN
that units which become unhidden by executing an orderalautomatically hide again when they are finished.

In battles, hidden units generally have to unhide if theyatacked or themselves attack. Such uwils automatically hide
again once the battle is over.
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Note that hidden units joining or being included in a forcemaén hidden, even if the force leader is not hidden, and aityil
unhidden units remain unhidden even when joining the fofca lbidden leader (and the leader is not unhidden). So it is
possible for a force to consist of some hidden and some ughiddits.

Hidden units have their effective presence (see sectia@)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 tossible for units to try to make themselves harder toatlete
even while moving by using the ordesseakandfarsneak

sneaklist-of-positions

farsneaklist-of-positions

These orders move a force of hidden units and correspone teetfiulammoveandfarmoveorders of section .11. The move
cost of all units are doubled while sneaking. If any units édr@e about to executesmeakor farsneakorder are not already
hidden they will immediately and automatically become scheWthe order finishes, all units will remain hidden (as if the
force had executedtade) until unhidden by aminhideorder or some other activity.
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19 Magic*

There are so many different forms of magic in the game thatatitside the scope of these rules to give all the details. The
“blurbs” on the individual unit types describe which spéflany the unit can cast, how long it takes to cast it and howmuc
mana it costs. You will also receive “blurbs” on the spellsrttselves, detailing their effects and how to write the azder

There are two kinds of magic which deserve special menti@alxge 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 wholearat a distance. Most spell casters can target armies fpaim u
two or three hexes away while some can strike from much grda&tances. The effect is to attaekery individual in every
unit at a given position. The power of the attack varies with thedlsnd with the mana spent and the damage done may be
anywhere from 0-1 wounds per individual for weak strikesimastzheavy units to 0-8 wounds per individual for strongkstsi
against light units. A couple of strong strikes timed to hexpim the same phase can all but wipe out even the greatestsaarmi

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 snmaiéar It
also means that you should take care not to hit your own unitsose of your allies.

Strike spells alone usually cannot accomplish much (eximeptery strong strikes against very weak units). They arg be
used in combination with an attack by your armies: First useike to weaken the enemy and then have your armies move in
immediately after to finish the job. Timing is very importdngre, ideally you want your armies to arrive just one phatse la
than the strike to allow minimum time for the enemy’s recgvéfou certainly do not want your army to arrive too early and
be hit by the strike (or be defeated by the full strength enamyy). If you arrive too late many of the wounds you inflicted
with the strike may be healed and the enemy leaders have hald Eime to work on the morale of their troops.

Unless you attack a stationary army such as the garrisonityf yat wish to take it may be hard to actually hit anything thvi
strike spells there are two ways to specify the target positeither as a normal position (e.g. hex 125) or as a unit (&g
3101), the latter meaning “the position where this unit [§}0u just write a normal position the only requirement iattht is
within range. If you write a unit, the unit must be within ran@oth when the caster starts the spell and when the strié® go
off) andthe caster must be able seethe unit (it is not sufficient that some other of your units sae it). This requirement
severely limits the range of the spell when targeting ursty@u cannot expect the spell caster to be able to see unithwhi
are more than one hex away, depending on terrain of course.

The difficulties with striking moving targets mean that oftgou 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 (thitgy are listed in the “map notes” section of your last turn
report). This of course requires that you happen to havelacgster within range and that the spell does not take tog ton
activate, for just a few phases into the turn the enemy mag hawed and your expensive strikes will hit empty air.

When you spot a large enemy army moving towards you and ibisim@ertain (or impossible) to try to hit it with strikes aéth
beginning of the turn you can do something else: You can let gpell caster wait until it sees the enemy army and then cast
the strike spell specifying a unitin the army as the targeti 8hould select a large and prominent mass unit as yout tande

not a leader which is probably much harder to spot. Then wsé&nhitforone” order of section 21.3 to have the spell caster
wait until he can see the target (and the target is withinexri§ote however that if the spell takes a long time to actieatd

the approaching army is moving fast it may actually be abke&zh your units before the spell goes off and you may fry both
your own units and the enemy (this may not be so bad if you &idéra location which offers some protection).



19.2 llusions * 77

Example: Assume that you have spotted an army containing the unit gd@Heavy Infantry) and it looks like it is heading
towards the city where your mage is located. Your mage hapfmehnave a “firestrike” spell which takes 4 phases to activate
and has a maximum range of 2 hexes. To have a fair chancelohgtthe enemy army before it reaches the city you can give
your mage the following orders:

waitforone 1 3114

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

within 1 hex @ndhe can see the unit) and then starts to cast his spell with 88 e target (thereby hitting all units which
happen to be at the same position as 3114 when the spell gpes of

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 futitection against strikes. They have limited duration ateonana

to maintain so you cannot use them always, but be certainai@gryour largest armies if you are up against a nation you
know has strike spells. There may also be items or speci& wiiich offer protection against strikes for any units aiith
position. So put your priest with the army guarding your ta@nd let your campaigning general carry the “Holy Lightni
Rod”.

2: Move and attack in one turn.

Try to keep your army out of range of the enemy until the lastsfide moment. If you want to attack into enemy lands you
should try to reach your target in one of the last phases dfutmeand start the turn with your army as far away as possible,
minimising the chance that the enemy has any spell casténswgirike 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 ofgrening a move it will appear in the map notes of all who see
it as “moving towards X (arrives phase Y)", where X is the ngasition it will move to and Y is the phase it will arrive there
(you can check this in your own map notes). If an enemy spstiecas within strike range of the army but unable to target
specific units then the enemy player will have to strike githe position your army is moving from or the one it is moving
towards, depending on whether his strike is fast enough tmefmre phase Y or not. If you suspect that a strike will bergtt
the position the army is moving towards you can use the “Breeder to break your move and then either move by another
path or just delay the move a little.

19.2 lllusions *

lllusions cover a whole hex with a mirage of some specificiarusually different from what is really there. You may oryma
not be aware of these illusions. If you own the hex yourself will know that the illusion is there and what the real terra
is. If you do not own the hex, what you know depends on who\{itéch of your units) have seen the hex.

Some units are immune to illusions and thus see both théatiasy terrain and the real terrain. If you have any such imenu
units who have seen the illusion, you will know it is theredavhat it hides). If the hex has only been seen by your “stadidar
units, you will only know the illusionary terrain and may ripiess that there is an illusion at all (but there are waydlteate
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 realiterié some unit cannot move in the real terrain at all, the
force cannot move (regardless of any illusions).
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2. The largest move cost among all non-immune units for theidnary terrain. If some non-immune unit cannot move
in the illusionary terrain at all (such as a Knight in Lakeé)siassigned a move cost of 48 phases per hex.

Depending on the presence of immune and non-immune uniteeiforce, 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 If at least one but not all units in the force is immune to iliuns, the move cost is either that of the real terrain or the
average of the two move costs, whichever is the higher, [306.2

¢ 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 Mountaireves through a Plains hex with illusion of
Mountains. The cost is then the higher of the two (14) with 58dded: 21. If the Knight had an immune wizard to guide
him (in the same force) and assuming that the Knight is theesl@f the two in both terrains, the cost would be the average
of 6 and 14 plus 25%: 12.5. If the illusion was of an Ocean whlkeeKnight cannot normally move, the cost would be
48x1.5 = 72 if the Knight was alone and (48+6)2.25 = 33.75 with the Wizard. Three turns of 24 phases justdeenone
hex in the worst case!

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

A unit can never enter a hex where it will be destroyed by tlaéterrain. Thus if your units seems to “bounce off” a certain
hex it may be because the hex is covered by an illusion ancttigarrain is something they cannot enter.

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

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

A player may designate that some of his or her units shouleldee “main” game and enter into a sepaiesting mode
which they cannot influence or even observe the military efdbe game but instead interact with locations, units agichg
which are invisible to units in the normalilitary mode Suchquestingunits may be able to find items or information which
may help the military position of the nation or which may bertlovictory points to the nation.

20.1 Questing units *

A unit may change from military to questing mode or vice-edrsany hex belonging to its nation and any location beloggin
to its nation or an allied nation, except in mines and forthi¢lv only “exist” in military mode). This is done by use of the
questingorder;

questing on

questing off

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

When a unit change® questing mode any members of its force which cannot go qugestill be removed from the force
first. When a unit changdsom questing mode all other units in its force will change withlit both cases anything carried
by the unit(s) will also change mode.

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

Hexes and all normal locations except mines and forts caed Isy units in either mode (mines and forts can only be seen
in military mode). There are special locations which carydrd seen by units in questing mode, such as lairs of monsters,
temples, shopst cetera

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

The net result of these rules are that while units in quegtiogle exist in the same world as military units they have a
separate, parallel existence where they can only interiictother units in questing mode. This makes them excellemtts

for mapping terrain and cities but unusable for finding eng¢ragps. If you really want to prevent enemy units mapping
your territory in this way, you will have to have a “questingde police” consisting of some questing mode units pabglli
your own territory, but usually this is not worth the effostimost players can use cheap scouts or magical spells to map yo
territory anyway.

An enemy lord can “hide” in questing mode and become invésiblthe military units which are about to conquer his capital
To hunt down such a lord in his own territory you must use batbsting mode units and military mode units.

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

20.1.1 Which units can go questing? *

Not all units can go questing. Only certain types of indidatiucan enter questing mode (lords, heroes, knights, sp&tis
and the like), these are knownm@msjor characterslt is specified in the unit type blurb if a unit can enter quesmode. If it
is not explicitly mentioned then the urdannotgo questing.

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

Units in questing mode cannot block or be blocked, nor cay lledp allied units against units blocking them.

Units in questing mode do not contribute to the base admatish points of the nation (which lords normally do). They
do, however, retain their ability to receive “free ordenisémselves (if they have that ability). So when a lord goestijg
his nation might lose e.g. 4 base administration points lmnathy contributes, but the lord himself will as always béeatn
receive some orders not counting against the administréatrot.

20.3 Orders not available in questing mode *

There are some orders which are “military” in nature anddfae 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.

Thecontrol order.

Strike spells (such dightningandfirestrikg and ward spells (such asrikeward)

o & WD

Spells affecting the production of hexes or locationg.(gight andblessing, spells affecting unit morale in a whole
hex or location (e.gdarknightandholylight) and spells affecting fortifications (e.grumblg.

20.4 Travel routes *

Units in questing mode may move around usingrii@/eandfarmoveorders like other units. They cannot, howewwnbark
and travel by sea lanes, as ships are purely “military”. Spitiniquesting mode must use some other means of transjportat
to cross the ocean. Apart from that you may not care to me¢he@Nvandering monsters hungry for adventurer meat when
you just want to move your characters to the next city to getesturther clues to help you in your questing. To addressthes
needs units in questing mode may move between locations fevd@ther special destinations alotigvel routes

Whenever your questing units visit a location for the firstdithe travel routes which originate at that location wilpagr
in your map notes for the remainder of the game. For each wiilltbe listed its destination, the time it takes to travedité
using the route and the price you must pay to use the routef(ifee).

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 ieagin the list of travel routes. The specified price must be
paid, multiplied by the number of individuals in the traued) force if so stated for the used route. The force will bestakff

the map and will appear at its destination when it has usetirtteeneeded for the route. The time used does not depend on
the encumbrance or wound status of the travelling unitsénif is possible to travel even with a force which cannot eniov

the normal way. As travel is “off map” there will be no encoerston the way and the travelling force will not see anythihg o
the terrain it supposedly travels through. Tihevel order cannot be cleared or broken once begun.
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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. Theaetreatspotrder is used to specify a retreat spot andréteatwherorder is used to specify when to retreat:

retreatspot

retreatspot list-of-units

The first form of this order designates that the unit’s curpmsition should be made its retreat spot. When a list ofsunit
given, their retreat spot set to their current position fed they are members of the same force as the unit exectiing t
order. If a unit has no designated retreat spot it will naterat

retreatwhen level

retreatwhen level list-of-units

This order is similar to th@eewherorder (see section 9) except that it can only be used by un@gésting mode and cannot
be given as a nation order. It specifies a wound point levehatimthe unit will retreat to a safer place, tletreat spot When
the unit takes a wound point loss and reaches the specifietldeless it will retreat. If a level of zero is specified, thaitu
will never retreat. Once a unit retreats, iétreatwherorder has been triggered and you will need to give it a redreatwhen
order to have it retreat again. When botrereatwhercondition and dleewhercondition are triggered at the same time, the
fleewhen condition takes precedence and the unit flees tonteh

A unit will not retreat if

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

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

A retreating unit is, like a fleeing unit, not at any specifisjion and thus cannot be attacked while moving to its réspat.
The time it takes the unit to reach the retreat spot is equaittophases per hex of distance retreated, though minimwm tw
phases. The unit arrives at the spot at the end of the actiasepljust before battles. When a unit retreats it discargs an
orders it may have. It may be given new orders while retrgaimd it will start executing these in the phase after itwarat

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 foitgatstreat spot and retreat level.
There is no retreat equivalent to the tactics “flee”, anddti€no way to voluntarily retreat.

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

retreat position
This order cannot be given to a unit by any normal means. kips that the unit is retreating to the indicated positiod a
that it will arrive there after the number of phases speciifer “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.mit may be renamed but only items and locations which are not
unique (do not have their own rules “blurb”) may be renamelis Theans that you can rename a generic “Fort” or “Oasis”
but cannot rename “The Tower of Wisdom” or cities and towns@d at the start of the game.

Names given by players may not contain any characters teaideither letters, numerical digits, spaces or one offikeial
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 are immeglitabbwed by a letter. So “101st Lancers” is a valid name &hil
“Regiment 3” is not. A unit name may not contain the name of iatype 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” ordedsd® not count against order allowances nor cost any adminis
tration points to issue (they are just there for atmosphere)

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

mynamenew-name

This order is a location or unit order and gives the locationrdt the new name. Note that even though timgnameorder
is only for atmosphere a unit will break from its force if itoegves it, just like it would for any “real” order. Use the ‘ima”
order (as a nation order) to name units you wish to remaingir fbrces.

21.2 Clearing and modifying pending orders *

As mentioned in section 4.1 the orders given to a unit or londh a given turn are normally appended to the pending srder
it may already have, i.e. orders given in previous turns lotityet executed. Some times you may want to remove pending
orders when giving new ones. There are two special ordethi®purpose: “break” and “clear”. Unlike other orders tlaeg

not executed during the normal sequence of the game butstemthexecuted immediately when they are appended tothe lis
of orders of the unit or location which receives them.

break

break number-of-last

The break order tells the unit to forget orders precedingotieak 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 ordesingle
number can be given as an argument to specify the number tgherder to remove. This is counted from the beginning of
the order list if the number is positive and counted backwé#mim the break order if it is negative.

clear

clear number-of-first number-of-last

The clear order works like the break order except that inrig$ form (no arguments) it does not interrupt and remove tie fi
order if that order is “begun” (see section 4.1), and exdegit in its second form (with arguments) it can be used to remov
any sub-list of orders preceding it in the order list. The frgument is the number of the first order to be removed, ealint
from the beginning of the list if it is positive and countecckavards from the clear order if it is negative. If it is zero or
omitted it means remove from the first order if it is not “begjand from the second order otherwise. The second argument
is the last order to be removed, specified in the same fashicepéthat zero (or an omitted second argument) has the same
meaning as -1, i.e. it refers to the last order before the deger.
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Examples:
Assuming that the clear order is given as the very first newraa 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.

It is also possible to insert new orders at the beginning aidhaiof the list of old pending orders. Thesertorder is used for
this:

insert insertion-point orders

The ordersgiven as argument to the insert order are inserted in thefipending orders after the order identified by the
insertion pointwhich is a number. The number given should be zero to insertders at the very beginning of the order list,
positive to identify an order counting from the beginningte list of pending orders and negative to identify an ordeinting
backwards from the insert order. Note that orders cannatderted before an order which is “begun” (see section 4.1).

Examples:
Assuming that the insert order is given as the very first naeioto a unit already having some orders (as will usually ke th
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 asamgents to old orders (including adding a list of orders to adiey
order which has an empty order argument). This is very usetulfor adding orders to recruit order already begun. The
embedbrder is used for this:

embednumber-of-order orders

Theordersgiven as argument to the embed order are appended to thédisters given as an argument to the pending order
identified by the givemumber-of-ordelmargument. Orders are counted from the beginning of the fipeading orders if a
positive number is given and backwards from ¢émebedorder if a negative number is given. The order identified nbestne

of the orders accepting a list of orders as an argument (itygically be arecruit or arepeatorder).
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Examples:
Assuming that the embed order is given as the very first newrdoda 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 giveguesent to the third pending order (the clear order will then
erase any previously embedded orders leaving the move asdbe only embedded order).

As a final example, assume that your unit 3101 has the follpwanding orders:

Orders: recruit 3 100 (begun-2)
recruit 124
orders:
move 123 124
search

There are no orders embedded in the first recruit order butyant to give the new unit orders to change tactics and join
3101. You also want to change the orders embedded in thedeeomnit order by inserting mytacticsand afleewherorder
(the unitis a scout and you do not want it to flee at the sightloéioscouts). 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 phage 2



21.3 Timing and coordinating actions * 85

recruit 3 100
orders:
mytactics defend
join 3101

recruit 124
orders:
mytactics defend
fleewhen 3
move 123 124
search

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 section 8.2.

wait number-of-phases
This tells a unit to do nothing for the number of phases spaztifi

time turn phase
This is like the wait order but specifies the turn and phasehiitivthe 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 anddocations. Thevaitonesigandwaitallsig order tells a unit or
location to wait for one or more signals from some other shitf location(s) before continuing with its next orders.

A unit or location executing svaitonesigwill perform a wait until it has received a signal from (at$€eoneof the units or
locations in the list.

A unit or location executing waitallsig 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 desigrsaa “known dead unit” if it is inside the unit number slot of
your nation or one of your allies, is below or equal to the nendf the last recruited unit from the slot and does not identi
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 ithm#s/locations/hexes in the specified list, within theegi
distance in hexes (counting vertical position, see se@i@r?). Rather than a number of hexes you can specify onesof th
special keywords below which have meanings useful for doatihg certain types of actions:

exact: The expected unit, item or location seen must be @&xhet same position as the waiting unit or location itself
(as opposed to a distance of zero where it can be inside ddewtdocation). This can never become true if a
hex is specified.

outside: The expected unit/item/location/hex is “outsithe waiting unit/location in the sense that the waitingtlio
cation is inside (or held by) the expected unit/item/lomafinex, 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 hey)l the waiting unit/location, or inside something insitle i
This is useful when a unit waits until it is given some itemcdh never become true if a hex is specified.

adjacent: The expected unit/item/location and the waitiniyylocation are at zero distance and none of the condition
“inside” or “outside” above are met (i.e. the waiting urathtion is “next to” the unit/item/location it is waiting
for but not necessarily at the exact same position).
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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 #@es position as the waiting force/location. The difference
between this and "exact” is that for units it is thérce positionthat counts and not their real position (these
are different for a unit on a special mount (the rules for sdenounts will be made available in a blurb if you
should acquire one)). Thus this is useful when a force isimgafor another force to move to a position where
the two can be joined. It is also useful when waiting for somi to give an item to or donate some resources
to. This can never become true if a hex is specified.

waitforall distance list-of-id-numbers
This order is similar to waitforone, except that the specified units/items/locations/hexes simultangommslst 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 reaaive gnit from some other nation (or hire or bribe it) and wish
to give it some orders in the turn in which you acquire it. Jtiswever, more often used for moving some units together in a
force and then giving the individual members different tagkce they reach their destination.

order number-of-unit-or-location list-of-orders

This lets one unit or location give another unit or locatidrihee same nation some orders, to be executed after any atders
might already have. The two must be able to see each othée Hrdered unit is in some force and is not the force leader, it
will break from that force. The usual restriction that stipnits can only be given certain orders applies also to enoessed
with this order. It takes no time to execute the order.

21.5 Repeating orders *

Therepeatorder can be used for saving administration points and avdéng:

repeat number-of-times list-of-orders

This order tells a unit (or force) to repeat the given ordaes gpecified number of times. If the first argument is zero or
omitted, the orders will be repeated indefinitely. This isfusfor setting up patrolst cetera If the embedded orders take no
time to execute and the number of repetitions is not limited the first argument was zero or omitted) then a one phaite wa
will be inserted between each execution of the embeddedrde

21.6 Aliases*

Sometimes you need to use the unit ID of an as yet not creatédhwan order, e.g. to form a force with it. It is generally
impossible to predict the ID numbers of the units you reontlien you have several recruiters finishing simultaneousdy.
overcome this problem, you can usediasDs in place of regular IDs in any order needing ID numbersthed 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
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In the orders above, the unit 3101 recruits two units and fbens a force with them. At the time of order writing, the ID
numbers of the two units is unknown. Instead of guessing andber, the player uses the aliases “guards” and “xbows”
(written $guards and$xbows ) to refer to the two units in théorm order. The player then givesrayaliasorder as the
first order to to each of the two units, making the aliases fdsisand “xbows” to refer to them (when timeyaliasorders are
executed). When thiermis executed, the aliases will be replaced by the ID numbexsréfer 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 onlydetter
“a"-"z" (either upper or lower case), digits “0"-"9” and thdash “-”, underscore “_" and period “.” characters (aliaseding
with a period have special meaning, see section 21.6.1).

In very rare cases you may want to refer to an alias defined bybyour allies. You must then add the player number and a
slash “/” immediately after the dollar sign and before thasahame itself, e.g$4/ guards” for the alias “guards” defined by
player 4. You can only refer to aliasesaified nations this way.

Aliases in an order are replaced with the ID they refer to wéegcution of the order is first begun. Once aliases have been
replaced in an order the IDs in the order are fixed; subsegqunamges of the aliases will have no effect on that order. If an
alias has not been defined at the time an order it appears xecsied, 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) exaguiti

myaliasalias

This makes thalias specified refer to the ID of the unit or location that exectitesorder. If the givemlias already referred
to another ID it is simply changed to refer to the new ID. Theesrmay be used by any kind of location or unit, including
stupid units. The order is a free order, costing no admatisin points to use.

Aliases need not be defined to refer only to newly createdsumitocations you own. You can use thkas order to define
new aliases to refer tany|D:

aliasD alias

This makes thalias specified refer to theD specified. If the givemliasalready referred to another ID it is simply changed to
refer to the new ID. If a dash “-" is given as ID, the alias isatetl. The order is a free nation order, costing no admitisira
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 urdtrany 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 aecruit order inside aepeatorder it can be useful to assign different aliases to thefit units created.
However, since the units are recruited with the same orasihll also all receive the sanrayaliasorder, meaning that if a
standard alias is used, the alias will end up referring tdEhef only one of the units (the last one recruited). To oveneo
this problem, aounting aliasshould be used.

Example:
In the orders below, the noble 3101 recruits three units afpénfantry, two of which should afterwards be included is h
force before he moves on and a third which should stay behind.
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3101:
repeat 3
orders:
recruit “Heavy Infantry” 100
orders:
myalias $troop.

include $troopl $troop2
farmove 125

Notice the use offtroop. in the myaliasorder. This alias ends in a period, identifying it asaunting alias Counting
aliases are treated specially by timyaliasandalias orders: The trailing period is replaced by a running numbleictvis
incremented by one for each new alias defined from the sam#&ingwalias. In the example above, the first heavy infantry
unit to execute itsnyaliasorder will get the alias “troop1”, the next “troop2” and thert “troop3”. The first two of these are
used in thancludeorder.

A counting alias itself will refer to the last alias generhfeom it. E.g. after the orders above, the alias “troop.1wéfer to
$troop3 . If the counting alias itself is ever used in an order whichas eithermyaliasor alias it will be replaced by the
alias it refers to (the last generated from it), which agailhlve replaced by whatever ID that refers to. To “reset” arting
alias (and make it start over from 1 if used again), deletdth the alias order like this:

alias - $troop.
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* (asterisk) in order arguments, 17
* (asterisk) in section headers, 7

action phaseseephases
adjacent, invaitforone /-all orders, 85
administration limit, 18
administration points, 18
alias order, 87

examples, 87, 88
aliases, 86

counting, 87
allies

help prevent blocking, 50
animate order,seerecruit  order
area attacks, 62
arms, 27

production of, 33
attack forms, 62
attack tactics, 64
attacks

splitting between several units, 61
autotake order, 45
avoid tactics, 64
awareness, 73

base production, 29
battle morale, 42
battle segments, 66
initial missile only, 67
battlefields, 65—-66
locations in, 65
positions within, 65
battles, 59-67
advancing, 67
at sea, 52
in the turn sequence, 20
resolution of, 65-67
units unhiding during, 74
bays, 12
disembarking at, 52
embarking at, 52
beaches, 12
embarking at, 52
blocking, 49-50
exit from a location, 51
impossible while questing, 80
movement into locations, 50
moves in opposite direction, 50
blocking factor, 50
and fortifications, 68
blocking size, 50
blurbs, 7
brave units, 62

break order, 82
bribe order, 37-38
bribed units
disbanding, 37
fleeing, 41
bridges, 12
avoiding, 47
movement across, 48
build order, 54

capital,seehome
castles, 54, 68
administration points given for, 18, 54
and production, 29
production bonus of, 54
wall length, 68
charge, 62, 65
in battles, 66, 67
units cancelling, 62
charge tactics, 63
and sorties from walled locations, 64
charm order, 37
cities, 54
cost of fortifications, 68
expanding, 54
fortifications in, 68
ruined when reduced to size zero, 54
under siege, 72
victory points for, 13
wall length, 68
city trade, 32
stopped by sieges, 71
clear order, 82
examples, 83, 84
collect order, 34
combat efficiency factor, 60
and blocking, 50
and control, 56, 57
and effective presence, 14
and fortification damage, 70
combat eficiency factor
and resource production, 29
combat rating, 62—63
at sea, 53
effect of morale, 43
connections, 48
control, 55-58
automatic, 57
by non-player units, 58
impossible while questing, 80
influence of, 12, 14
neighbours required for, 55
neutralising, 55, 56
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obstructing, 56
owned locations help, 57
owned neighbours help, 57
time required for, 56
control  order, 55-57
examples, 56, 64
units automatically unhidden by, 74
coordinating actions, 85
counting aliases, 87
cowardly units, 62
creator
drawing mana from, 27

damage order, 70
defect

bribing units to, 37
defend

bribing units to, 38
defend tactics, 64
defensive positions, 63, 66, 67
directions, 11
disband order, 37
disbanding units, 37
discard order, 34
disembark order, 52
dominate order, 37
dominated units

and blocking, 50
donate order, 34

examples, 17
drop order, 45
dwarves

decay of, 31

manpower from, 32

taxes from, 31
dzareks

decay of, 30

effective fortification ratingseefortification rating, effective

effective presence, 14
and city trade, 32
and obstructing control, 56
and resource production, 29
and sieges, 71
elephants, 27
decay of, 30
elves
decay of, 31
manpower from, 32
taxes from, 31
email, 17, 46, 59
embark order, 52
embed order, 83
examples, 84

encumbrance, 46

event phaseseephases

exact, inwaitforone /—-all orders, 85
expand order, 54

factions, 24
policies of, 25
victory point bonus, 24
familiarity, terrain,seeterrain familiarity
farmove order, 46
and sea lanes, 52
examples, 88
units automatically unhidden by, 74
farsneak order, 75
and sea lanes, 52
fear
in battles, 66
find order, 74
firestrike,seestrike spells
flee
bribing units to, 38
flee order, 41
examples, 16
flee tactics, 64, 66
and striking back, 59

fleeing, 41-42
from battles, 66
individuals, 41

mass units, 41
resource production halted while, 29
while questing, 81
fleewhen order, 41
flying over fortifications, 68
food, 27
decay of, 30
force leader, 39
new found when old eliminated, 39
force, inwaitforone /-all orders, 86
forces, 39-40
and hidden units, 75
breaking units out of, 39
forming, 39
including more units in, 40
items and resources carried by, 39
joining, 39
members receiving orders, 39
move cost for, 46
sharing of load, 46
tricks for managing, 40
fords
movement across, 48
form order, 39
examples, 40, 86

embedded orderseeorders as arguments to other orders formation, 61, 62
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fortification damage, 68
fortification rating, 68
cost of improving, 69
effect on city trade, 32
effective, 68
limited by fortification strength, 69
table of, 68
zero, 70
fortification strength, 68
cost of improving, 69
fortification upkeep, 69
fortifications, 68—70
(see alsavalled locations)
and flying units, 68
city walls, 68
collapses, 70
cost of, 68
damaging, 70
effectin combat, 68
effect on blocking, 68

extra penalty for some units when fighting across, 64

improving, 69
in swamps, 69
removing, 69
repairing, 70
sapping, 70
specialised, 68
stability, 70
under siege, 72
upkeep of, 29, 69, 72
wall length, 68
wall volume, 68
forts, 68
wall length, 68
fully engaged in melee, 61

give order, 45
GM, 7
gnomes
decay of, 31
manpower from, 32
taxes from, 31
goblins
decay of, 31
manpower from, 32
taxes from, 31
gohome order, 41
gold, 27
produced by citiesseecity trade
produced by populatiorseetaxes
produced in mineseemines

hasted units
and blocking, 50
heir, 26
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heir order, 26
hexes, 9
awareness of, 73
using resources in, 27
hide factor, 74
hide order, 75
hiding, 74-75
and blocking, 50
and effective presence, 14
hire order, 38
hired units
fleeing, 41
home, 24, 41
fleeing from, 42
morale bonus for units in, 42
moved while units fleeing, 41
moving, 24
home order, 24
horses, 27
decay of, 30

ID numbers, 9
and upkeep, 29
of newly recruited units, 35
illusions, 77-78
moving through, 77
units immune to, 77
improve order, 69
incapacitated individuals, 60
include order, 40
examples, 56, 88
individual unit, 13
influence of control, 12, 14, 55
initiate order,seerecruit  order
initiative, 20, 22
insert order, 83
examples, 83
inside, inwaitforone /-all orders, 85
iron, 27
produced in mineseemines
items, 15, 45
automatically picking up, 45
carried by forces, 39
creating, 45
dropped by fleeing units, 41
dropping, 45
giving away, 45
naming, 82
picking up,seethetake order

join order, 39
examples, 39, 40, 49
joined, inwaitforone /—all orders, 86

known dead units, 85
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launch order, 53 decay of, 31
leaders manpower from, 32
morale bonus fromseeleadership bonus taxes from, 31
subordinate, 43 merge order, 36
leadership bonus, 43-44 examples, 36
leave order, 39 merging units, 36
examples, 56 midfield position, 65
lightning, seestrike spells military mode, 79
limit  order, 32 mindless units
limitarms  order, 33 and blocking, 50
livestock, 27 and effective presence, 14
decay of, 30 no morale bonus for, 42
location orders, 16, 54 no morale reduction for losses, 43
execution of, 20-22 mines, 32
locations, 12-13, 54 manpower used in, 32
awareness of, 73 missile attacks, 59
battle between units in, 65 at sea, 53
blocking movement into, 50 extra against storming units, 64, 68
building new, 54 extra at start of battle, 67
discovered, 73 limited by terrain, 62
entering from “over” or “under” position, 48 range, 62, 66
giving orders to, 17 morale, 20, 42—-44
in battles, 65 adjustment at the beginning of each phase, 42
interior size and control, 56, 57 battle, 42
moving in and out of, 48 bonus for units in nation home, 42
naming, 82 bonus for units in owned locations, 42
obstructing control, 56 boosted by heroes, 43, 67
using resources in, 27 decrease because of losses, 43
walled, 64 effect on combat rating, 43
in battles, 66, 67
magic, 76—78 leadership bonus, 43-44
and questing, 80 of sieged units, 71
major character limit, 15 mounts, 27
major characters, 15, 79 decay of, 30
make order, 45 decay rates, 30
mana, 27 equilibrium levels, 30
drawing from creator, 27 move cost, 14, 46
manpower, 27 adjusted for encumbrance, 46
decay of, 30 and charging, 65
used in mines, 32 and time required for control, 56, 57
manpower production, 32 doubled while sneaking, 75
map notes move order, 46—48
example of, 73 examples, 16, 40, 49, 87
indentation in, 73 stepwise execution of, 21, 22
map, the, 9-12 units automatically unhidden by, 74
directions, 11 movement, 46-50
marginal damage, 59 across bridges and fords, 48
mass unit, 13 across rivers, 48
melee along roads, 48
fully engaged in, 61 between hex positions, 47-48
melee attacks, 59 blocking,seeblocking
at sea, 52 delayed by impending battle, 49
forced, 59 hidden (sneaking), 75

men in and out of locations, 48



INDEX

shortest path chosen for, 47
specifying a unit number as target, 49
specifying direct path for, 47
specifying relative positions, 47
through illusions, 77
via connections, 48
myalias order, 87
examples, 86, 88
mynameorder, 82
mytactics  order, 63
examples, 35, 39

name order, 82
names
restrictions on, 82
naming units, items and locations, 82
nation orders, 16
execution of, 20, 23
nations, 24
home of, 24
production efficiency of, 29
resource pookeeresource pool
ruler type of, 26

nested orderseeorders as arguments to other orders

order allowance, 18
order arguments, 16

default, 17

omitting, 17

orders as, 16-17
modifying, 83

separating, 16
order order, 86
order priority, 20, 22
orders, 16-17
as arguments to other orders, 16-17
modifying, 83
automatic unhiding by execution, 74
begun, 20-21
clearing and modifying, 82—85
descriptions of
alias , 87
animate , seerecruit
autotake ,45
break , 82
bribe ,37-38
build ,54
charm, 37
clear ,82
collect 34
control , 55-57
damage, 70
disband , 37
discard , 34
disembark ,52

dominate , 37
donate , 34
drop , 45
embark , 52
embed, 83
expand , 54
farmove , 46
farsneak ,75
find ,74

flee ,41
fleewhen , 41
form , 39

give ,45
gohome, 41
heir , 26

hide , 75

hire , 38
home, 24
improve , 69
include ,40
initiate , seerecruit
insert , 83
join ,39
launch , 53
leave , 39
limit ,32
limitarms , 33
make, 45
merge, 36
move, 46—-48
myalias , 87
myname 82
mytactics , 63
name, 82
order , 86
policy ,25
questing ,79
recruit ,35-36
remove , 69
repair ,70
repeat , 86
retreat , 81
retreatspot , 81
retreatwhen 81
sap, 70

scuttle , 53
search ,74
signal , 85
sneak , 75
store , 34
storm , 64
summon seerecruit
tactics , 63
take , 45
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time , 85
transfer , 33
travel , 80
unhide , 75
unstore , 34
wait , 85
waitallsig , 85
waitforall , 86
waitforone , 85-86
waitonesig , 85
embeddedseeorders as arguments to other orders
examples of
alias , 87,88
clear , 83,84
control , 56, 64
donate , 17
embed, 84
farmove , 88
flee , 16
form , 40, 86
include , 56, 88
insert ,83
join , 39, 40,49
leave , 56
merge, 36
move, 16, 40, 49, 87
myalias , 86, 88
mytactics , 35, 39
policy , 16,25
recruit 16,17, 35, 39, 86, 88
repeat ,17,47,88
store , 33,34
storm , 56, 64, 87
tactics , 16, 64
transfer , 33
waitforall , 40
waitforone , 77
execution of, 20-23
free, 19, 63, 82
indenting, 17
location, 16
meta, 22, 23, 35
nation, 16
nestedseeorders as arguments to other orders
passing between units, 86
repeating, 86
resources used, 27
syntax, 16-17
unit, 16
orders: keyword, 16
outside, inwaitforone  /-all orders, 85
over position, 11

phases, 20

battles at end of, 59

order execution during, 20-22
policies, 25

faction restrictions on, 25
policy order, 25

examples, 16, 25
population, 27

decay of, 30

decay rates, 31

equilibrium level, 30, 31

gold from, 31

manpower from, 32
position

direct path modifier “d”, 47

over, 11

relative, 47-48

surface, 11

under, 11

vertical, 11
positions

vertical

relative, 48

production seeresource production
production efficiency, 29

questing, 79-81
and blocking, 80
and fleeing, 81
and ships, 80
crossing the ocean while, 80
going, 79
mode, 79
orders not available when, 80
recruiting units while, 80
retreating, 81
seeing while, 79
using travel routes, 80
questing order, 79

recruit  order, 35-36
examples, 16, 17, 35, 39, 86, 88
using while questing, 80
regeneration, 60
remove order, 69
repair order, 70
repeat order, 86
examples, 17, 47, 88
resource pool, 27
drawing from under siege, 71
in the resource report, 28
taking resources out ofgetheunstore order
transferring resources tegethestore  order
using resources in, 27
resource production, 28—29
and combat efficiency, 29
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base, 29

halted by siege, 71

halted for fleeing units, 29
in the resource report, 28
potential, 28

preventing, 29

special, 29

resource report, 28
resources, 27-34

at locations, 27

carried by forces, 39

carried by units, 27

decay of, 30-31

decay rates, 30

discarding, 34

distributed, 28

donating, 34

dropped by fleeing units, 41
equilibrium levels, 30

lost, 28

lost when order is interrupted, 27
manipulating, 33-34

nation pool seeresource pool
perishable, 30

picking up,seethecollect  order
pool, 28

potential production, 28
produced, 28
productionseeresource production
recovered after interruptedcruit  order, 35
shared in a force, 27

size of, 28

transferring to other players, 33
transporting, 33—-34

use of, 27

used, 28

using while under siege, 71
weight of, 28

retreat  order, 81
retreating, 81
retreatspot order, 81
retreatwhen  order, 81
rivers, 12

crossing at bridges or fords, 48
disembarking at, 52
embarking at, 52

moving across, 46

roads, 12

movement along, 48

rulers, 25-26

sap order, 70
sapping fortifications, 70
score seevictory points

scuttle  order, 53
sea lanes, 52
search order, 74
stepwize execution of, 21
searching, 74
sequence of play, 20
ships, 52-53
and questing, 80
dismantling seethescuttle  order
launching, 53
upkeep, 52
siege engines, 70
sieges, 71-72
and city trade, 32, 71
and morale, 71
and resource production, 71
and using resources, 71
effects of, 27, 29
signal order, 85
signals, 85
size
and area attacks, 62
combat effects of, 60—61
limit of locations, 12
of individuals in units, 13
of resources, 28
size increments, 13
and upkeep, 13
snakemen
decay of, 31
manpower from, 32
taxes from, 31
sneak order, 75
sheaking, 74—-75
sortie, 64
special production, 29
specialised fortifications, 68
store order, 34
examples, 33, 34
storm order, 64
examples, 56, 64, 87
strength increments, 13
strike spells, 76—77
andfleewhen conditions, 41
and questing, 80
avoiding by breakingnove orders, 77
avoiding by timing attacks, 77
protection against, 77
timing, 76
stupid units, 35
allowed orders, 17
and blocking, 50
and effective presence, 14
no morale bonus for, 42
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subordinate leaders, 43
summonorder,seerecruit  order
surface position, 11
swamps

fortifications in, 69

tactics, 63—65
and blocking, 49, 50
and effective presence, 14
changing, 63

tactics  order, 63
examples, 16, 64

take order, 45

tax base, 31

tax efficiency factor, 31

taxes, 31

terrain, 9
and vertical position, 11
effects on combat, 59
effects on seeing, 73
familiarity, 14
inside locations, 12
key, 10

terrain familiarity, 14

terrain features, 12

time order, 85

timing actions, 85

towns,seecities

trade,seecity trade

trade income factor, 32

trade rating, 32

transfer  order, 33
examples, 33
transport cost, 33

transport cost, 33

transportation capacity of ships, 52

transports, 52
loss of, 53

travel order, 80

travel routes, 80

trolls
decay of, 31
manpower from, 32
taxes from, 31

unarmed units
in battles, 61
under position, 11
unhide order, 75
unit class, 13
unit orders, 16
execution of, 20-22
unit size, 13
unit type, 13
unit type tables, 7, 13
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units, 13-14
brave, 43
bribing, 37-38
charming, 37
class, 13
cowardly, 43

creating seeunits, recruiting
disbanding, 37
disbanding enemy, 37
dissolving with theflee  order, 41
dominating seeunits, charming
for hire, 38
giving order to, 17
immune to fear, 43
immune to illusions, 77
individual, 13
known dead, 85
mass, 13
merging, 36—-37
mindlessseemindless units
minimum size, 36
morale,seemorale
naming, 82
number of individuals, 13
recruiting, 35-36
resource production of, 29
specifying as target in thmove order, 49
stupid,seestupid units
type, 13
under siege, 72
upkeep, 14, 29, 72
weakened in sieges, 72
with varying number of individuals, 35
wounds, 13
unstore order, 34
upkeep, 20, 28, 29
during sieges, 71-72
for ships, 29, 52
in the resource report, 28
not paid, 29
of cities under siege, 72
of fortifications, 29, 69, 72
of locations, 12, 13, 29
of units, 14, 29, 72

vertical position, 11

and blocking, 49

and terrain, 11

moving between locations and, 48
victory points, 24-25

faction bonus, 24
viewing range, 73
villeinage,seemanpower production
villeinage base, 32
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villeinage efficiency factor, 32

wait order, 85
waitallsig order, 85
waitforall order, 86
examples, 40
waitforone  order, 85-86
examples, 77
used with strike spells, 77
waitonesig  order, 85
walled locations, 64
(see alsdortifications)
extra penalty for some units when fighting into or out of,
64
sorties from, 64
storming, 64
ward spells
and questing, 80
warships, 52
loss of, 53
weakened units, 72
weight
of individuals in units, 14
of resources, 28
wolves, 27
decay of, 30
wood, 27
decay of, 30
wounded
carrying around, 39
carrying capacity of, 46
wounds, 60
fleeing because of, 41
heavy, 60
light, 60
recovery of, 60
wound points, 13
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