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INTRODUCTION

his galley. The campiires that burned on the distant shore burned even
brighter in his eyes. Behind him, twenty cars churned the sea in unison,
pushing them onward.

Eﬁc gripped tightly to the Jong dragon's neck that streiched out from the bow of

“The other ships have signalled, Eric. They are following us in”.

ric turned to his Swordmaster, Bjorn and asked “Have you seen Olaf's ship yet?
"Not yet, Wintersan”, The ageing swordmaster had albways called him that because
of his bright white hair. Recently the name had been catching on. “But he'll be join-
ing us soon. His ship was the strongest of all of ours, no storm cowld have sunk it
Biorn joined Eric at the bow and stared at the lights that they fast approched.

“[t's & village, a good sized one at that” Eric said

“Norman or Saxon?

“Norman, They are the conquerors. Should be a good fight!

Eric laughed. It didn't matter to him who they fought. The Norman Lords have
splled the blood of & hundred sans to keep what they've taken, And the Saxon
Lords have spilt even more Blood trying to take back what theyve Jost. Neither
would lay down their swords easy.

This was the perfect time for the Norseman to strike! With William dead and gone,
the Norman's were without & leader. They fought among themselves almost as
much as with the Saxons. And the Sawons had been without a leader since the
Pendragon line was lost, Nothing could stand against the Norseman now. The
Iongships of a dozen Viking Clans were following Wintersons to finally take the
istands that their father and forefathers had been raiding for so lang.

‘Fetch me the spear’ Eric commanded, but the ceremanial spear was in fis hand
before he even finished the order. Bjorn was smiling as Eric turned o him in sur-
prise, Bjorn had thrown many spears in his eartier days, Dut this was Enic's fisst, It
was lighter and much too slender to be used in combat, but that wasn't its purpase.
Runes covered every square inch of its surface, dedicating the souls of all whom it
passed over to the pleasure of Odin,




Eric could hear the waves breaking against the shore now,
“Alertthe men Bjorn, Ran willclaim our souls i we don't take the beach quickly’

Eric thought about taking down their small mainsail, but the mast could be
replaced I it broke. And Eric wanted to take full advantage of the wind that Frigg
had graciously given them.

Suddenly, driting in the wind, came the sound of & horn. The alert was given. They
had been spotied, but Eric laughed, the nate cracked and then fell skent. Slowly,
Eric ose his awn hom, breathed in 4 deep breath, and blew a piercing, perfctly
clear tong that seemed to hang in the air forever,

Aferce war cry erupted from his men and fifty swords were raised high as the long
ship rode up on the shore. With a massive heave, Eric let boose the ceremonial
spear to fy above the defenders and inio the village beyond.

“BY ODIN, THE LAND WILL BE OURS!" He cried.

And this time they wouldn't Jeave,
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LOADING YOUR GAME

the title sereen. Hit any key to skip this and the game sel-up screen will be

Sm‘trh your Amiga on and insert the game disk. After ane minute you will see
lnaded.

BACKGROUND

KNGS, FIELDS OF CONGQUEST is a strategy game for 1 to 6 players, any or
Va]l of which can be controlled by the computer. Each player assumes the role

of 4 Jord in control of & kingdom and its armies in an attempt to become the
king of England and its surrounding lands.

Vikings is based in part on the history of medieval England and a slight modification
... the Vilkdngs were victorious in their conquest of Seotland and the northen isles
and are slowly conquering all of England and Ireland!

GAME OBJECTIVES

our objective is to use your straiegic skill to take over the required number of

territories or eliminate all other kingdoms and be proclaimed King of England.

This is accomplished by raising armies and building castles and ports in
strategically important areas. [n order to wage war you will need to acquire raw
materials and raise taves from the territories you conirol,

LEARNING TO PLAY VIKINGS

tutorial, This will give you a basic understanding of the game and some of the

elementary strategies. You can then use the reference section of this rules
booklet when you need to kmaw the details of the game system. [ no nteraction by
the player takes place after bading, the game will enter demo mode. To exit press
the N key to play the game.

Tiﬂ best way to learn to play Vikings is to load the game and go through the




THE VIKINGS TUTORIAL
STEP ONE; STARTING THE GAME

The first thing you will see when the game is loaded s the set-up screen. This
shows the details of all the players and allows you 1o adjust the set up. For the
moment we do not need to change anything, so mave the pointer over CONTINUE at
the bottom of the screen and click the feft mouse button, The main game screen will
now be displayed and you will be required to identify a territory. Refer to the comect
page in the manual and enter the name of the territory.

You now have the option to select a starting position or be assigned one randomly.
Click on'RANDONIZE'. The computer wil assign the starting positions for all king-
doms. You are now ready to start the game,

STEP TWO; MOVING AROUND THE MAP

The first thing you will see is  ‘scroll providing general information abaut your
singdom. Click the mouse button to clear this and you will see your kingdom on 2
portion of the game map. The map is divided into sea areas and land territories.
The white castl is your home castle and the red standard indicates the presence of

one or more armies. the red blobs in the surmounding territories indicate that you
contral these temitories. On the Jeft hand side of the sereen you will see a sef of
icons which are used to control the game.

Hold the right mouse buttan down and move the mouse around, The map window
will scroll enabling you to explore the map. The Ieft mouse button is used for select-
ing terrtories, icons or options from menus. Reposition the map with your kingdom
in the centre,




STEP THREE; FEEDING YOUR
POPULATION

The first thing you must do each turn i to make sure that your papulation is fed. A
scroll at the battom of the screen indicates that you are currently in ‘foed and har-
vest mode, Each territory has & population and a number of fields to produce food.
When you position the mouse pointer over one of your territories you will se¢ a
‘mini-seroll immediately below the pointer with two symbols on it. The ket symbol
shows the food situation for the current turn and the right symbal shows the food
situation for the nest tun. An up-amow indicates a food surplus, an *<' indicates
sufficiency and a down-arrow indicates a food shoriage. - Move the mouse painter
over each of your territories and laok at the Jeft symbol on the mini-scrall. If none of
your ferritories have a shartage you can click on ‘continue’, skip the rest of this sec-
tion and g ento step four.

When you find a shortage, cick the Ieft mouse button and a scroll will be displayed
giving information about the territory, There ate two ioons next to each other below
the ext, Click on the right icon. A seroll will appear which will allow you to transfer
food from your general stocks to the terrilory. Click on the left most red armow and
then click on ‘continue’ when you have transferred 2l that is needed, Click again lo

exit the information scroll repeat the procedure for each territory that has a food
shortage. When you have finished click on ‘continue’ on the Tood and harvest
soroll

STEP FOUR; HIRING SOLDIERS

When you exit from ‘food and harvest” mode you will enter ‘territory information
mode. Notice that the 'territory information foon’ is highlighted with a red border,
When you move the mouse poinler over a territory the mini-scrall beneath it dis-
plays the tax revenue gained each turn by controlling the territary. This is an
mportant guide for choosing which terrilories to conguer next.

Before you move jour armies it is & good idea o hire some more sakdiers, Click on
your home-gastle termtary. A seroll will appear with three foons below the text. Click

an the icon with two litle sokdiers. A new scroll will appear which will aliow you to hire
soliers of varying types and costs. For the moment you willjust need some standard
swordsmen, so click an the left-pointing red armow 2nd hold the buton down until 40
swordsmen appear in the buy column, Netice that your treasury i depleted accord-
Ingly. Cick on ‘continue’ to exdt this seroll. These 40 new soldiers become part of the
garrison of your bame-castle. Click the button to exit the teriory information seroll




STEP FIVE; TRANSFERRING SOLDIERS
TO ARMIES

Click on the ‘army orders' ioan which is on the top left of the screen, Now click on
your home-castle temitary, A seroll will be displayed showing four foons for each of
four armies. Click on army | and a list of options is displayed for that army. Click
on ‘eschange troops + ilems', A scrall wil be displayed shoming the other armies in
the territory and the castle, Click on the castle oon on the botiom right of the
scroll. You can now transfer soldiers direetly from the home eastl to army 1 by
tlicking on the lef pointing arrow. Transfer 10 swordsmen across and click an ‘con-
timue'to extt, and exit fom the ‘eschange with .. serol (pressing the right mouse
brutton will always allow you o exit from a scrol],

STEP SIX; MOVING YOUR ARMY

You should have the ‘Campaign Army | Orders * seroll displayed. Now click on
‘Narch' from the order it You will sec some arrons pointing o adjacent territoris.
When you paint to ene of thest territories a mini-scroll beneath the mouse poinier
will show the number of days that it wil take to move there. At the start of each
game (urn an army has fifieen days to spend moving or performing other orders.
Move your army by clicking the mouse button over an adjacent temitory. Continue

to move into an uncontroled territory. The army will halt just before it crosses the
barder, because it s about o invade. Click on ‘continue’

STEP SEVEN; RESOLVING THE BATTLE

Click on the terflary you are about to invade. You wil be asked whether you wish to
resale: the conflict now. Chick on 'resohe’and you wil be tokd whether the peasant resis-
lance will e ght, medium or heavy. Every uncantrolled teriory hias a mamber of peas-
ants defending it Click the mouse button and the computer wil display the combat
screen with your forces listed on the Jeft and the defenders on the right, As the batte pI-
gresses, lnsses will b Laken by each side, mainly depending on the combat atio fich s
displaye in the centre of the screen. It is wnwise t afiack at less than 21, 1f during
the atte, You are Josing healy you ean click on retreat i rderto preserve your foress

Once the combat is resalved click on ‘continue’ and the final battle results wil be
displayed.  Click again and you wil see your army triumphantly moving into the
conguered territory (unless, of course, you lost the battle),

STEP EIGHT; MOVING MORE ARMIES

Repeat steps fiv o seven for each of your four armies. You shoud aim to Conquer




as much territary as possible in order to gain tax revenue which wil enable you to
build more forces, Try hiring mare saldiers of different types to add to your armies
lsee. TROOP TYPES in the reference section o learn more about soldiers|.

STEP NINE; ENDING YOUR TURN

When you have dane everything you want to do you must end your turn by cicking
on the ‘next king icon on the battam Jeft of the sereen. Before you do this jou can
click an ‘view map' {o give you an overel view of the map and your expanding king-
dom. When you end your turn you will be asked for confirmation and then the com-
puter controlled kingdoms will execote their turns,

On your next turn you should consider raising more armies and sarching for ore.
You may need to buld & sea part f there is limited raom for expansion in your land
arez. You will also need to start building castles in oder o defend your territorits,
Use the reference section s you continue to play the game.

THE REFERENCE GUIDE

. THE MAIN MAP ICONS
PRI, ARMY ORDERS SCROLL
 Allows you to select armies for movement and other actions

| TERRITORY INFORMATION SCROLL
Alows you to examine Lerritories and aceess icons for hiring
men, building castles, building seaports, and raising armies.

ST T

| (RE SEARCH SCROLL
Search for ore in controlled temifories,

B § RAVMATERIALS BARS

88" Shows stocks of raw materials; red = food, green = wood, yellow
§ - stone, orange = iron. Click on the top hall of the ber graph o

® . acoess the BUY RAW MATERIALS scrol

- Click on the bottom hall of the SELL RAW MATERIALS serall




t """ j— RAW MATERIAL MULTIPLIER
v . This shows the seale of the bar graph. At x1 & full bar repre-
b sents 40 units, at @ & full bar represents B units, and so on,

EURREhT KINGDOMS CREST
- Shows the kingdom information serall

] Binzasiis _A.".{DUN]‘DF{]{]L[] [N TREASURY.

VIEW MAPICOR
_ . Shows an overhead view of the entire map.

NEXT KING ICON
Allows current kingdom to end tum.

2 GAME SET UP
21 PLAYER NAMES

Use the delete key and keyboard to alter names and titles of the players. Hit return
when you have finished editing  name,

23 TERRITORIES TO WIN
Clicking the left or right mouse button on the number below a players title wil alter
its value. This represents the number of temritories required to win the game,

13 HUMAN/COMPUTER/OFF
Each kingdom can be human or computer controlled. [F the kingdom is turned off
then it will not appear in the game,

24 THE COMPUTER OPPONENT

All computer controlled kingdoms are Viking marauders using different tactics to
huuman kingdoms. They will attempt to expard and attack as fast as possible with-
out resorting to defensive strategies, [t is up to human players o use a mare con-
structive approach to outwitting the computer player

15  DIFFICULTY LEVEL

On the game set up screen the difficulty kevel by clicking on t. This leve] indicates
the toughness af the computer controlled kingdoms along with the siarting gold and
number of armies for each human player, The higher the rating the tougher the
compuler kings play and the more territories, gold, men and armies they start with.




s GAME FEATURES

31 SAVING AND LOADING A GAME
During any part of a players turn, a game may be saved or loaded. To save a game,
hit the § key and to load a previously saved game hit the L key. For the moment the

ariginal Viking disk must be left in to bring up a fle selector so you would be wel
advised fo write-pratect the game disk to prevent aceidental corruption of your game
(iisk.

IMPORTANT; When saving & game never save onlo your game disk, always ust a
blank formated disk.

When the fle selector appears insert your blank formatted disk into drive DFO [the
standard drive of your Amiga), then click on the TEXT DFO on the right side of the
file selector. This will bring up the names of any previously saved games and wil
sfiow them at the Jeft of the fle selector. To save a game into a new bl just type the
name ou wish ta use and press return. To save over an old game use the mouse to
lick on the name in the fle and press return. Afier it has finished saving you will
be requested ta insert your original disk i the drive. To Toad & game press L and
follow the above instructions, clicking on the name of the game you wish o load.

33 CHANGING CONTROL OF THE PLAYERS
1T a player wants to leave or join 2 game in progress then ki the C ey and folow the
instructions on the scrolls that appear.

33 NEWGAME
A new game may be started at any time by hitting the N key and selecting ‘new
game' from the seroll that appears.

4 FOOD AND HARVEST

41 THEFOOD STATUS MINI-5CROLL
At the start of each turn the player can solve food shortages in the kingdom. When
the mouse pointer moved over a controlled terrtory & mini-scroll will e displeyed as
foliows:
Food Status Mini Scrol
Current = Left Side
Harvest = Right Side
A Surplus
¥ Shortage!
= Enough




The Ieft symbol indicates the food status for the current furm. The right symbal
indicates the harvest for next turn,

42 SOLVING SHORTAGES
When you click on a controlled territory the tercitory information seroll (st part 5

will be shown with two special icons,
fields that can be cleared in one turn. 1 the information an

the scroll says ‘can farm? more fields' then the population

will immediately be ahle to farm more fields f they are ereated

This icon allows you o clear mare land for fekds at a cost of
10 gold per field. There is a Limit to the number of new

@_@ 'ﬁf’ If the populace does not have enough food for the current
=cb turn then this icon will allow you to transfer food from your

food stocks into the territory (food stocks are buili up from
surpluses in temitories).

2 THE TERRITORY INFORMATION
SCROLL

31 The top left of the scroll shows the temitaries name and the gwming king-
dom {or peasants if no kingdom),

02 TANES: The tax revenue per turn for controlling the territory, Each turn
the total of all tax reventes from each controlle territary is added to the kingdoms
treasury. ~ The tax revenue received each turn wil be half that displayed. As the
number displayed on the seroll represénts a months value, each turn represeats 15
dys.




53 STRONGHOLD: The type of castle (if any| in the territory.

54 CURRENT. The current food situation [enough, shortage or surplus]

55  HARVEST. The food situation for the next turn,

56  STOCKS: Amount of surplus food accumulated.

37 GARRISON/PATROL: Number of men in garrison [ a castle is present] or

number of men on patrol,

54 NEW: Maximum number of men which can be hired and trained in this
territory in one tum. Also corresponds to the maximum number of new terrain
alterations that can be actioned this turn,

59 TERRAIN: The terrain type of the temitory.
5.10  POPULACE: The total population of the teritory and to the right of the

slash the number of hireable men (rom that teeritory,

511 GROWTH: The growth in population of the territary each turn, and to the

right of the slash the growth in the number of hireable men.

512 DIED: The population that died last turn and to the right of the slash the
number of Rireable men that died.

513 LAND: The ferritory is either a homeland (owned by a kingdom) or peasant
owed.
514 NOTES: The following information may be displayed.

‘Can farm 7 mare fields'- the populace may farm more fields if they are cleared,
‘Harvesting at a masimur' - the populace is harvesting all the fields cleared.

‘Pields not i use yel - the pepulace is not large enough to farm and harvest all the
crop fields available for use,

"you hae ? armies with 7 men here'- the number of armizs and the tofal number of
soldiers in them.

11




TERRITORY INFORMATION ICONS

215

1 +urns

b. ARMIES

6.l WHAT ARE ARMIES FOR?

Campaign armies are used to invade nejghbouring territories and do battle with its
peasant or enemy kingdom defenders in an attempt to expand the domain of each
kingdom. When a new game s staried each kingdom stars wilh 2 number of
armies, but new armies can be raised (see 6.9)

6.2

SELECTING AN ARMY

When you elick en the army orders foon and then click on a terrtory conlaining one
of your armies then you enter the ‘select campaign army’ scrall, Each army has its
o icon and the nuumber of days et that the army has to spend on army actions,

A Fatigued army will have one or more yellow dots on fts fcon to indicate the levelof
fatigue. Click on an army icon to display the army orders scrol,

12




63 THE ARMYORDERS SCROLL
KA e

The following information about an anmy is displayed:

MEN: The number of soldiers in the ammy

CAT: The number of catapults in the army

FTG: The level of fatigue

DAYS: The number of days ket for movement elc.

below this information s a menu of amy arders, explained below.

64  MARCH

A mini-seroll beneath the mouse peinter will indicate the number of days required to
enter an adjacent terrtory. The Large serolldisplays information ebout the adjacent
teritory and the army. The arows point to each adjacent ferritory. The colours of
the arrows show the following;-

Green - Friendly territory, movement possible
Red - Enemytemitory, invasion only possible
Yellow - Thereare not enough days remaining to move into this terriory.

Flashing - cument femitory the pointer is over

In order to move simply elick on an adjacent territory. [Fthe teritory i enemy con-
trolled then the army will halt at the border in preparation for invasion. Click on
‘tontinue' to exit the army orders scroll

65 MOVEMENT COSTS

Each army has fifteen days to use as needed. Moving an army into an enemy term-
tory is an invesion and takes more time than moving o & friendly territory,

13




DAYS USED PER MOVEMENT 6.7 EXCHANGE TROOPS + [TEMS

TERRAIN TYPE FRIENDLY ENEMY [INVASION]

Grassland i b

Light Woods 4 7

Dense Forest 4 7

Rolling Hills 5 §

Foothills B 8

Mountains b 9

66  FORCED MARCH You can move soldiers between the army and other armies or garrisons patrols,

This is the same as march except that the cost of moving to an adjacent territary is Click on an army icon to exchange with an army or click on the icon on the bottom

reduced by one day. In addition the army becomes more [atigued each time it uses right to exchange with the garrison or pairol. The computer wil equalise the num-

forced marching, ber of days remaining before any exchange begins. 1t costs one day to exchange
items. The ‘exchange troops + items' seroll containg two columns: the Jeft colurmn is
your army and the right column is the patrol/garrison fammy you are exchanging
with, Click an the red arrows to transfer troops of all ypes and elick on ‘continue’
1o exdl,
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68 MAKE CAMP AND REST
This allows an army to rest for ane day to recover from fatigue. 1 an army is severe-
Iy atigued then several days rest will be needed to recover complelely.

B9 ARMYSTATUS
This option Hsts the morale, fatigue and composition of the army,
6.10  RAISING NEW ARMIES

In order to raise a new army you need 30 gold, 1 iron unit and 11 hireable men,
Enter the ‘terrtory information’ scroll and click en the ‘new army’ icon. Select an
icon from the list and the new army will appear at the start of your next turn,

611  TROOPTYTES
Each type of soldier has diferent capabilties and costs. Apart from gold some units
need word and iron to build.

SWORDSMAN: These are the basic troops which aften farm the majority of any
army.

ARCHER: Archiers stay in the rear of a batle and are not attacked by enemy ground
troops in a feld battle until al ether ground forces are eliminated. In defending a

castle archers are used high on the battlements to protect the walls from affack and
are not easily hit by enemy missile shols in this position. Archers get two armow
shots per attack.

CROSSBOWMAN: Crosshowmen get a single shot per attack but the chance of hit-
ting is greater than an arehers, They also are not attacked in a field battke until all
of their ground forces are clminated. They are the only troop type along with
archers that defend castle walls against enemy attack.

PIKEMEN: Pikemen are 50°% better than swordsmen in defence situations, but poor
in effensive cnes, They are primerily used in defending castles or eritical positions,

FOOT KNIGHTS: Feat Knights are goed in both defensive and olfensive situations,
They get two attacks per turn and require two Bits to be taken out of action.

MOUNTED ENIGHTS: Mounted knights are also good in both defensive and offensive
siluations, but fight about 50% better than foot knights. Mounted kmights da nat
fight well in dense forest or mountains. They require two hits to be taken out of
action and get two atiacks per tum,

15




CHAMPIONS: Champicns are the elite knights of a kingdom and take a large sum of
gold and iron to train and equip them in the arl of medieval warfare. They wear the
best of the light armour available and fight very well in all situations except for apen
grassland, They fight roughly 100% beller than loot or mounted knights and have
the same benefits as them.

BARON: A baron is the learler of an army and does not fight. You do not hire and
frain barons as such, but every time you raise an army & baron becomes its leader.
Barons are not used in any way except for moving armies by flofilla,

COSTS TO HIRE AND TRAIN OR BUILD ITEMS

TROOP TYPE GOLD WooD IRON
Swordsman | . .
Archer ] l

Crosshowman 2 |

Fikeman 2 | .
Knight f l ]
Mounted Knight 7 1 ]
Champicn 12 | ]
Catapult 18 5 2

1. BATTLES
71 INSTIGATING A BATTLE

To invade a territory select an army and march if into the enemy termitory.  Mare
than one ammy can be used for an invasion and can atlack fom other directions
that are adjacent to the enemy territory. To resalve (he baitle exil [om the ammy
orders serall and click on the temitory being invaded.

16




72 EXECUTING A BATTLE

Lawra I

TR R

If an invaded territory has a castle without all its walls breached then a siege will
gocur [see 8.6). Otherwise a field battle will occur and the battle scroll will be dis-
played. The altackers are shown on the left and the defenders on the right. Each
traap type s shown wilh the number of each type down the middle of the scroll, The
long bars on bath edges indicate the number of men on each side. The two shorier
bars show the relative strength of men engaged in the baitle falso expressed as a
ratio in the middle of the screen). ‘Influence’ indicates the beneficial effect of nearby
friendly Castles (see 8.7). The batile is fought in a series of rounds until one side is
eliminated or retreats. This process can be speeded up by pressing the right mouse

button. After a battle the ‘final battle results’ screen will give you & report on the
outoome of the battle.

radad Fereaen
==

StorT ['\-u'.n.'l-l - .. |.'.. it
y 1

73 MOVING TROOPS IN AND OUT OF BATTLE

Sometimes you may want to withdraw cerdain troop types from battle in order to
avoid any risk of casualties [e.g., withdraw mounted knights in dense forest if you
think you can win the battle without them). Next to each troop amount is a button
that shows troop types either [V batlle [green with white centre] or OUT of hattle
(solid red), Each troop type may be pulled in or out of battle at any time, This is
done for the invader by using the mouse to click on the lef side buttons for the
trogp type to be maved in or out. For the defender (i & human is atacking another

17




human) a jaystick is used in the second port and by pushing in the direction that
comespands to the arrows shown on the right side of the seroll, When the armow is
white, clicking the joystick button will change the status of that corresponding troop
type to IN or OUT of battle.

74 RETREATING FROM COMBAT

If you are attacking click on the [eft hand ‘retreat’ in order to retreat from battle. I
you are defending use the right hand ‘retreat’. When & human player is aitacking a
human player the defender can retreat by moving the joystick to the top left position
and pressing the button. The defender then maves the jovstick lef or right to either
confirm or cancel the relreat option. The mouse is then sed to click on 'continue’.
When soliers are wounded they are withdrawn from the battle but they will live to
fight another day. At the end of the battle any wounded soldiers {or any other sal-
diers f you have selected the retreat option} must select a frendly controlled adja-
cent teritory to retreal into. If no such territory exists then refreat will not be
allowed and wounded soldiers are lost forever.

8. CASTLES

81 WHAT ARE CASTLES FOR?
Castles are not only used to defend terrilories but they directly contro] the amount

and type of troops that can be hired and trained. They also exert influence into the
territory they oecupy and possibly adjacent territories which will benefit friendly
troops in battle.

82  CASTLETYPES

There are five types, or levels, of castles: tower autpasts, keeps, small castles, large
castle and home castles. One caslle can be built in home terriories (except for
home castles, you only get the one you stert with]. Each level must be completed
before the next one i Built (e & tower outpost is being built and will take two
turns;  keep may not be started untl the tower outpost is completed]. As you
improve & castle its influence, number of soldiers hireable, number of trogp types,
population growth and the size and thickness of the outer wall are all increased. In
addition if the completed casle is 2 large castle the abiliy to create & new army is
added.

83 BUILDING ACASTLE

Select the territary information seroll and lick on the castle ioon on the bottom Jft
The improve repair stronghold' scrall will give details of the castle type, the damage
sustained to an exsting stronghold and the costs fin terms of gold, wood, stane and
iron| to improve the level of the stronghold. Click on ‘improve’ and the seroll wil
indicate how many turns it will take to build the improvement.
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84  OCCUPIED CASTLES

A castle that is captured from another kingdom is limited in the number af new
items that can be built from it 1t takes a few turns for the castle to return o its [ull
number of new items that ean be built from it

BUILDABLE OCCUFIED CASTLE [TEMS
STRUCTURETYFE  NUMBHER OF NEW CASTLE ITEMS
Unimproved land 1

Cleared land 1

Tower autpost |

Reep 2

Small castle 4

Large castle 8

Home castle 14

85  BATTLES AND BUILDING CASTLES

When constructing a castle be careful where if is buill, 1fa battke oceurs in a territo-
ry where a tastle is under construction, no construction takes place that turn.

) "Bl

it

To seize a territory with 2 castle in it, the castle walls must first be breached to
allow the invaders to enter and do battle with its inhabitants, To accomplish this, al
lezst ane army that is invading & castle (which has no walls damaged] must have at
least ane catapult, but preferably mare. An army may attack a castle with wall
which are already damaged, although the more damaged the walls are the better the
army will fight. The catapults will automatically breach all the walls if there are no
defending archers or crossbommen.
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When a siege has begun the castle siege scroll is shown with the number of cata-
pulis displayed along the top and their efficiency rating (which begins at 100%), The
attacking archers and crossbowmen are displayed in 2 column on the %ft and the
defending archers and crossbowmen are on the right. The catapults will steadily
altack the wall reducing the wall strength. When wall strength is reduced to zero
then one wall section has been destroyed. Meanwhile the defending archers and
crosshowmen will continually attack the catapulis reducing their elficiency. The
archers and crosshowmen of the inveding army will continually attack the defending
archers and crosshowmen. If the efficiency of all catapulls is reduced to 2ero and no
wall sections have been breached then the siege has failed. [ all defending archers
and crosshowrmen are killed then all the walls are breached and the invading forees
can storm the castle.

If at least one wall section 35 breached then the invaders can slorm the castle, but
their efficiency will be reduced depending on the number of wall sections remaining,
The efficiency is expressed as a percentage of the armies strength on the siege seroll

When all walls have been breached or the castle is stormed then a normal battle will
occur with the batlle seroll displayed.

87  REPAIRING CASTLES

If one or more wall sections have been destroyed you can repair 2 castle by access-
ing the territory information scroll and clicking on ‘repair. This will reguire an
amount of geld dependant on the extent of the damage.

&7  CASTLEINFLUENCE

Castle influence benefits riendly ammies in combat if they are in the same temitory
s the castle or adjacent to it. Castle influence extends into adjacent territories (o a
lesser degree than its own territory, The size of the castle determines the amount of
influence ¢.f,, a tower outpost has fair influence but 2 home castle has ‘great’ influ-
ence. Influence is cumulative i.2., mare than one castle may contribute influence to
a particular temitory.
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88  CASTLE CHARACTERISTICS
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91 SEAPORTS
Traveling by sea is essential in order to conquer islands and temitories overseas. In

order {0 do this you must buld at least ene port, A port cosls 40 gold, 20 wood
units and 15 stone units to build. For each of the first fve seaports constructed 2
flatilla (see 9.3 is also created with one ship (2 Galley]. A seapart takes two turns o
build and must be built in a territory next to & sea spate.

93 BUILDING A SEAPORT

Click on the territory information icon and click on the territory in Which to build
the seagart, Click on the castle icon on the bottom left. Click on ‘seaport and then
click on an adjacent sea territory. The teeritory information seroll will now indicate
that the seapart will appear in two turms,

43 FLOTLLAS

Flotillas are the seagoing equivalent of armies and are composed of one or mare
ships. New ships can he built at 2 port and transfered to a fotilla (see 3.4, In
order to select a fotilla click on the sea area containing the Hotilla and select the
llotilla icon.

94 LOADING AND UNLOADING TROOPS

Click on the army orders scroll and click on the Motila. Click on the Flotilia ivon
from the ‘select Motilla’ scroll. Now click on the adjacent land territory that you wish
to lnad men from. Click on (UNJload Troaps + Jtems' and then select the amy, gar-
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risan or patrol you wish to exchange with. Click on the arrows to exchange troops
and items. If you have exchanged troops with an army vou will then be asked
whether you want to loed the armies baron anto the Motilla. This will be necessary
W you wish to unload an army at the destination as cpposed to unloading troops nto
the patrol er garrison in an area.

95 UNLOADING AN ARMY INTO FRIENDLY TERRITORY

Select a Motila and elick on an adjacent friendly territory. Click on Lhe ‘Create Amy
+ Unkad' oplion and the army will unload. You can then transfer men from the
flotilla to the newly unloaded army,

96  [NVADING FROM SEA

Select a fotilla and click on an adjacent enemy temitory. Click on the Tovedz With
Baron’ option and then transfer troops fram the Notill2 to the invading army,
Combat will be resolved as normal except that if you refreat your army will be elimi-
nated.

97 BUILDING NEW SHIPS

Select the territory information scroll and click on the land territory adjacent to the
port. Click on the ships icon and the ship buying sceoll wil be displayed. There are
three types of ship available: each has a carrying capacity fin terms of weight] and a

cost involving gold, wood and iron,

SHIF COST AND CAPACITY

TYFE WEIGHT ~ GOLD WOOD IRON
Galley | G 12 4
Bargue 100 100 n

Man-o-War 200 150 i 12
98  DAYSUSED FOR FLOTILLA OFTIONS

Tue amgunt of days for loading, unloading or invading depends on the terrain type
and if there is a seaport in the terrtory. 1 a port is present then anly one day is
needed to load or wnload, otherwise three days are needed. Movement of flotillas
[rom sea space to sea space takes three days,

10 RAW MATERIALS
101 PRODUCING RAW MATERIALS

There are three basic raw materials which are used to produce soldier, catapults,
ships, ports and castles. These are woud, stone and iron. Some territories produce
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woad or stone, as indicated an the territory information screll on the bettom right.
This produetian is added to your stocks each turn. In onder to produce iron you will
have to search for ore (see 11.2). Food stocks are bullt up through food surpluses
produced by the population in a territory, Food storks can be sold (see 10.2) or
used fo alleviate shortages (sce 4.2).

102 SELLING RAW MATERIALS

Click an the lower half of the raw materials graph fo display a scroll, Click on the
armows o sell units of each raw material, Be careful not to sell too much which
coud prevent you from buying other items which need raw materials,

103 BUYING RAW MATERIALS

Click on the top half of the raw materials bar. You can buy any amount of raw
materials within the limits of your treasury, This is an expensive option because the
buying price is twice a3 much as the seling price.

il.  MINES AND ORE DEPOSITS
ILL THE USES OF ORE

Finding a goM or silver deposit may bring a larger amount of income than the fax
income of the teritory it s located in. One wnit of gokd ore or two wnits of sihver ore

are equivalent to one unit of gold in your teasury. [n addigon iron is expensive if
bought on the open markel. I you find an iron deposit you will have your own source
of iron which is needed for castles, ports, ships, skege weapons and some troap fypes.

112 SEARCHING FOR ORE

Ore. can only be found in territories that you control which have rolling hills, foot
hills or mountainous terrain. The largest deposits are generally found in the moun-
tains. In order to search for ore click on the ore search ioon on the Jef of the screen
and click on the territory you wish to search. A mini-scroll will show the ore search
status of each territory (see 11.4]. Select ‘search’ from the ore deposit search seroll
You will be informed if any ore has been ound and a little mine symbel will appear
in the territary. Click on ‘continue’ to exit the ore search mode,

113 NUMBERAND COST OF AN ORE SEARCH
You can search a particular territory for ore [our imes in (otal but only a maximum
of once per turn, During your turn you can search any number of different temito

ries. The cost af each ore search depends on the diffieulty of the termain: mountain-
ous termitories cost 5 gold and foot hills or roliing hills costs 3 gold to search. The
second search in a particular territory will stand a greater chance than the first, and
the third time greater than the second. By the time you conducl the fourth search
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you will automatically find the ore if there s any there.

114 THE ORE SEARCH MINI-SCROLL
When the pointer is over any territory the mini-seroll ean display one of five different
messages:

ENEMY; means that nothing is known about this territory.

$SEARCHES; means this tervain is the correct type for a mine and shows the num-
ber of searches so far,

MINE TYPE; shows the ore fype and the amount that was mined last turn. If the
amount mined was lower than the maximum the amount is shown in red.

NO ORE XX [RED XXJ: signifies that this s not the correct type of land for a mine
and no searching is possible, When the XX is green this shows that the temitory is
newly conquered land and cannot be searched this turn.

NO ORE YET; This is displayed if a territory has already been searched this turn no
ore was found, but might still be found on a later search.

115 ORE DEPOSITS THAT RUN OUT
When an ore desposit runs out all you need to do is search the territory one more
time and & new desposit will be discovered. However this deposit may not be the

same e s the previous one.
12 HOMELAND INFLUENCE

The one other type of influence is homeland influence. Homeland, influence is
added to any castle influence there might be (see 8.7}, A temitory is categorised as
either HOMELAND, OCCUFIED OR PEASANT.

121  PEASANT LAND
This is land unoceupied by any kingdom, but does contain an independent peasant
force hostile to all kingdoms.

122 HOMELAND TERRITORY
Homeland territory is a kingdoms land which was first part of the original kingdom
or land in which that kingdom was the first to conquer it from the peasants,

123 OCCUPED LAND

This is territory conquered from another kingdom. The population of the temitory
still remain [airty loyal to their original kingdom and & fair influence will be given to
armies of the original kingdom if they attempt to regain control.

24




Enter Terrliory name
EMACTLY as It appears.

=LA

Cornwall

&ys

East Riding Carmartbhen

N

Cumberfand Northomberliand Mendip Soddell Wight

InvErALES Dumfries Ballater Dumbarion
Helln Perth Holfaos Kerry
Spalding Armagh Maray Kureyrl T3

T ICAD

Cheshire

Carnarvon Kincardineg Monmaouth

Monaghan Algard Longlord

Cavan Hilkenny Salway
Orantham Wetherby Glamargan
:: Banlf é Suitherland

Warringuon

i i e P s

Horfoll Herelord Waterford
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E e ] &

Cromarty Middiehsm Derby

(L AC =]

Daford Swalfham Banbury Surrey
)
Sussex Lanark Worcester Ashlfard
-~ ﬁ@
Torrldan
Ormsbirk Roscommaon Torrington
s
Southhampton Kirkcudbright Seafford

LSS

Ayr Basex Hewcasle Sangqubar
Aberdeen Nea Rotherham Radnor

&

>

Limerick Myrdal Westmoes land Combridge
Windsor Cork Seydifordur Mull

&

N )

Merloneth Hofs Jokul Siromao

T T

Vestagder Fermannagh Pechle

Shropshire

)

Newry
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A>T

Balmoral

Down

Drpela

Riding

Locharron

WesSIpOrT

Forrose Laxford Hauge
Dublin Vesimannaeyfar Bedlord
Cavan Forteviot Naorth York Moors

Pembrobe

Ewanscno

Surrey

Kristlanzand

Ta

L3O

Bhyhlahlld Manchester Meath Geepplr
LTS
Midhurag Berks Roxburgh
L Lo &%

CHlden Wesimeath Klidare
Shropahlre Sulfolk EBlgersund
Aing EESN
Lochy Midiothian Owre Sirdal Bygland
I N T ol
Huntingdon Mlddilesex Londonderey Molfat

27




] L]

$

Lancashire Valle Telemarh
Louth Stirling Harrogote Dorser
Lillezand Denbigh Homsey Newton

£5

Sudero wrgm-n: ] : Berwich

North
Shetland
Otter Harih Riding Poriumna Warwlch

oo

Laxey Bobknfjord Uizt Isles ] ; :
Colechesier Skialfandl
T7

k

2

Angus Horth Shye
Soulh Lew|s Loughborough

)

Fille South Skye

)
y

Sligo

X

Wexlard Tipperary

7,

HNorth Orkney

¢

Calthness

L

TJloucesier
-

East Lothien

e
) -

Howingham

et b
a,

Q

2
cANDY

Souith Driney

|

Morthhampion

Trrone

/

Tharsholln

)

Hertford Lelurim

Emethwich

)

Leix Olfaly

9

Clare Rutland

(i

Kingusale Forsinard
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Somerset Digiranes Wilea
e AT
Ardrahan Swinelford lafny Pennlne
b i
Ardal Stavang@er Antrlm Sand
<
Honlion Donegal HKaorth Lewls
South Shetland Bogaland Prestholor Haugesund
" 3
Anglesey Inveraray Argrill K&t
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