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Overview 

 

You control a country. Each country is made up of a number of provinces. Each province contains 

cities – if you control all the cities in a province, you control that province. Each week you will receive 

a turn-sheet, which contains all the information concerning your country.  

One turn of the game represents a month of game time, and will last between four days and a week of 

real time. 

 

Each month, you will receive an income. In a month you can do the following things: 

 Raise new armies and fleets 

 Move existing armies and fleets 

 Attack other countries and their forces 

 Build improvements in cities 

 Carry out espionage  

 Carry out diplomacy with other players 

 Set up trade routes 

 

Finance 

 

In the campaign you get money from provinces, cities, races, and merchant pacts. You use money to 

raise armies, support armies, support council projects, espionage and doing deals with other countries. 

The basic monetary unit is one crown. 

Each week, the amount of money you have to spend on espionage, city improvements, raising troops 

and doing trades is your net balance. You can’t spend next week’s income, because you have not got it 

yet. 

 

Races 

 

There are 10 races in the game (please see the list of troop types, below). Each race has an opinion of 

you, and will give you money, depending on how much it likes you. This opinion is affected by 
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winning or losing battles with that race, treaties and how you conquer territory. Committing atrocities 

will also lower race opinion. It is possible to pay money to increase race opinion: 250 crowns increases 

it by 1 degree. Race opinion affects the amount of money each race gives you, troop morale and 

likelihood of rebellion. 

 

Military 

 

Each turn you may raise troops from any of your cities that are not besieged or blockaded. The 

maximum number of troops that may be raised from any one city is 10 cohorts; however, there is no 

limit to the number of cities that may raise troops. Troops of a particular race can only be raised at a 

city which is inhabited by that race. Legions cannot contain troops of more than one race.  

 

Each “man” that you raise represents a cohort of 1000 soldiers. Within each race, there are a variety of 

different troop types that you can raise (there are 70 troops types in all). In general, more expensive 

troops are better, however, there are several caveats: 

 Within a race, more expensive troops may occasionally be less good, if they have been 

specialised to fulfil a role that that race is poor in (e.g. dwarf light infantry). 

 Some races are better than others in certain roles (e.g. elven archers are greatly superior to 

human archers) 

 Some races are better “value for money” than others (e.g. cho-ja) but have other drawbacks 

(e.g. less versatility). 

 The combat system is extremely complex: It is perfectly possible to have seven radically 

different legions, and yet have every legion be able to defeat three of the others but lose to 

another three. More details are given in the Military Guide. 

 

Each legion has a maximum size, depending on the race. For some races, there are additional 

restrictions on the legion composition. Within these restrictions, legions may freely be combined, split, 

or added to. Each legion will be under the command of a general (more details under “Generals and 

Admirals”, below). 

The table below details the types of troops you can raise: the race is given in italics, and then the troops 

within that race are given below (the first letter of the race is also the first initial by which the unit is 

known (e.g. all human troops begin with H, e.g. HLI, HK, HHAA)). 

  
Soldier  Initials Cost Soldier  Initials Cost Soldier  Initials Cost 

Nomads (20)(no 

more than 20% 

NS per legion  

/ / Dwarfs (25).  / / Armoured archers HHAA 90 

Warrior NW 80 Axemen DX 70 Armoured 
crossbowmen 

HHAC 90 

Scout NS 60 Armoured axemen DHAX 85 Heavy infantry HHI 115 

Bowman NWH 90 Close infantry DCI 90 Warriors HW 100 

Javeliner NWJ 95 Heavy infantry DHI 105 Shock troops HST 80 

Line breaker NWLB 95 Light infantry DLI 75 Axemen HX 70 

Armoured 

bowman 

NHLA 105 Humans (40) / / Armoured 

axemen 

HHAX 85 

Armoured 

javeliner 

NJLA 110 Light infantry HLI 60 Heavy axemen HHX 105 

Elves (25)  / / Pikemen HP 70 Armoured 

pikemen 

HHAP 85 

Archer EA 80 Spearmen HS 70 Armoured 

spearmen 

HHAS 85 

Armoured archer ELAA 95 Knights HK 165 Light Cavalry HLC 90 

Warrior EW 105 Heavy cavalry HHC 135 Heavy spearmen HHS 105 

Mounted 

javeliner 

EMJ 110 Archers HA 75 Axe cavalry HXC 90 

Mounted warrior EMW 125 Crossbowmen HC 75 Heavy axe 
cavalry 

HHXC 145 

 
Shadowspawn 

(20). No more 
than 16.6% SM 

per legion. Must 

be twice as many 
trollocs as 

/ / Uruk axemen OUX 70 Rower RMR 60 
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darkhounds in a 

legion,  

Trolloc ST 80 Orc warriors OW 80 Armoured rower RMAR 80 

Trolloc spearman STS 80 Snagas OS 40 Shielded warrior RMSW 80 

Trolloc axeman STX 85 Bowmen OSH 55 Javelin warrior RMJW 75 

Armoured trolloc STHA 95 Snaga spearmen OSB 45 Warrior  RMW 60 

Amoured trolloc 

spearman 

STSHA 95 Monster trainers 

(25) At least 17% 
trainers in a legion. 

/ / Elite warrior RMEW 95 

Armoured trolloc 

axeman 

STXHA 100 Trainer MTT 40    

Trolloc 
crossbowman 

STC 95 Shielded trainer MTST 60    

Armoured trolloc 

crossbowman 

STCHA 110 Algroths MTA 80    

Myrrdraal SM 170 Grolm MTG 85    

Darkhound SD 100 Elephants MTE 170    

Trolls (10)  / / Hrulgin MTH 65    

Troll T 80 Armoured hrulgin MTAH 85    

Orcs (30) / / Cho-ja (25) / /    

Uruks OU 60 Cho-ja CJ 90    

Uruk spearmen OUS 65 River men (24). At 
least 33.3% rowers 

per legion 

/ /    

 

Troops can be used in three ways: as garrison duty in cities, as legions and as guards for merchant 

pacts. Cohorts may freely be transferred between these roles, but must move into the new position 

normally (they may not be “teleported”). Troops can move on the turn they are raised, although will not 

be able to move as far as usual that turn.  

 

Naval forces 

 

You may raise ships from any port city you control. Each “ship” you raise represents 10 ships. Ships 

can be placed in fleets or can be used to guard merchant pacts. A fleet may enter a port, where it cannot 

be attacked: however, if the port is conquered, the ships will be captured. Each fleet will be under the 

command of an admiral (more details under “Generals and Admirals”, below). 

 

Some ships can carry troops. Troops can embark and disembark at any point. Ships may not sail up 

rivers, unless this has been specifically indicated.   

 

TYPE COST Ranged attack 

and carrying 

capacity/ cohorts 

Ramming Movement 

rate 

Agilit

y 

 

Dama

ge 

points 

Tonna

ge 

Transport (T) 50 Can carry 4 None 30  0 8 1000 

Cutter (C) 40 Can carry 1 None 100 3 2 1000 

Frigate (F) 100 Fires at 4 None 80 2 16 10 000 

Man’o’war 

(M) 

180 Fires at 8 Damage 

=2 

50 1 32 18 000 

Galley (G) 80 None Damage = 

4 (7 

against M) 

70 1 12 8 000 

Sloop (S) 70 Fires at 2 None 90 3 10 7 000 

Caravel (V) 120 Fires at 2, carries 

2 

Damage = 

1 

60  1 12 6 000 

 

The maximum fleet size is 400 ships, or a tonnage of 250 000.  

 

Legions and fleets require support. This will be automatically deducted from your income each turn. 

A legion stationed in a hostile country’s province will cause the province revenue to decrease, due to 

foraging. 

You may disband any legion or fleet. If you do so, you will receive half of the cost it required to raise. 

 

Injuries 
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Injured troops heal at a rate of 35 strength units per month. If they engage in combat they will only heal 

20 strength units. In such a case, 10 units will heal before the combat, and 10 after.  

Ships will only heal if in a port. They heal at a rate of 40 strength a month per full month spent in port, 

or 25 a month for part of a month (i.e. they moved into it that month.) 

 

Garrison Duty And Merchant Pacts 

 

Some of your soldiers will be used as a garrison or to guard caravans. These men will be shown under 

the “city” and “merchant” sections of your status report, not under “military.” Men guarding cities or 

caravans will not fight unless the caravan or city is attacked. If it is, they will fight to the last man. You 

can add men to garrison or merchant duty at any time by filling in the boxes in the appropriate section 

on your turn sheet.  Garrisons must be of the same race as the city they are garrisoning. The maximum 

garrison for a city (in the absence of barracks) is 10 cohorts. 

 

Espionage 

 

Espionage is your primary means of finding out information about other countries. A significant 

fraction of your budget (i.e. 1/5-1/4) should be spent on espionage. Espionage can be allocated in four 

ways: 

 Each other country 

 General 

 Counter espionage 

 Other 

 

Each other country 

 

You may find out information ranging from city status, legion movements, diplomatic states with other 

nations, expense reports etc. or even misinformation they have been tricking you with. It is possible to 

spy on a specific area (e.g. spy only on their legion report), however, money allocated in this way will 

be only half as effective. Allot money in 5 crown increments. 

 

General spying. 

 

This is essentially finding out “market place gossip” about the world. You may find out details of pirate 

and bandit activity, random events (such as plagues of locusts), locations of hidden passes, rebellions, 

and any other major pieces of news: e.g. you might discover, “The country of Manetheren has almost 

no troops defending its provinces in the north” or “Doriath and Mallorea are fighting a major war on 

Gandria. Over 50 000 soldiers were killed last month,”  without discovering the finer details of the 

events. Information from general spying, though unspecific, can be extremely useful, especially in the 

early part of the game. 

 Allot money in 5 crown increments. 

 

Counter espionage. 

 

Counter espionage reduces the amount of information enemies can find out about you. It also lets you 

detect tricks such as misinformation or assassination attempts. Finally, it lets you find out about coming 

rebellions in your provinces, armies in your territory etc. Allot money in 5 crown increments 

 

Extra 

 

There are various things you can do in “extra” spying, ranging from the legitimate to the highly illegal. 

 

1) Keeping watch: You may keep watch on a particular city, enemy legion, etc. Next turn you 

will definitely receive information about it, unless your opponent spends money to hide it. 

This costs 25 crowns. 

2) Hiding something. You may spend money to specifically hide something. Allot money to this 

in 20 crown increments. It is very unlikely that espionage will detect its presence. 

3) Misinformation. You can feed false information to another country which they will receive 

just as if it came from regular espionage. They may foil you through counter espionage. Allot 
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money to this in 5 crown increments: the more money you allocate, the more likely you are to 

be successful. 

4) Disguising troops (or ships). You may disguise them as bandits (thus allowing you to attack 

merchant pacts or your allies and treaty partners) or as troops from other nations (allowing 

you to frame other countries, attack your allies, and break up enemy alliances). Disguising 

troops as bandits or pirates is classed as a minor atrocity; disguising them as troops from other 

nations is classed as a major atrocity. 

The cost of disguising troops is an initial fee equal to half the cost that the troops had 

originally cost to raise. Support is then doubled for these men. The fact that you have done 

this can be discovered via regular espionage (unless you Hide them (see “2”, above); in 

addition there is a small chance that any army or fleet they fight will recognise them. If they 

are defeated, this chance is greatly increased. Of course, it is only an atrocity if they are 

discovered.  

5) Assassination. It is possible to assassinate enemy generals, admirals or rulers. To make an 

assassination attempt costs 100 crowns. Attempting to assassinate a commander has a 25% 

likelihood of success; attempting to assassinate a ruler is more difficult and has only a 15% 

chance of success. You may not attempt to assassinate the same commander (or ruler) more 

than once per month (if more than one country makes an assassination attempt then all but one 

attempt will automatically fail); in addition, if you make an assassination attempt on someone 

who was a target (by any country) in the immediately preceding month then your chances of 

success are halved, due to increased vigilance. The location of a commander or ruler must be 

known (for example, through espionage) in order to make an assassination attempt. 

Commanders and rulers may not be assassinated if they are at sea (though they may if they are 

in port). 

Counterespionage is the prime means of discovering assassination attempts; it also reduces the 

chance of a successful attempt by a small amount. The chance of failing is usually higher than 

the chance of being discovered. Successful assassination of a commander (if discovered) is 

considered to be a minor atrocities; successful assassination of a ruler is considered a 

moderate atrocity.  

6) If you want to do anything else of a dubious nature (for example, if you discovered (through 

regular espionage) an imminent rebellion in the province of another country and wanted to 

send money to the rebels), this would also come under “Other”. 

 

Diplomacy 

 

Whether or not you are successful will depend in a large part on your diplomacy.  

 

1)NO TREATIES SIGNED 

 

There is nothing to stop you attacking each other at any time. Armies in each other’s provinces cause 

penalties. The actual status here may range from all out war to an uneasy informal truce.  

 

 

2)TRUCE 

 

An agreement not to attack each other. A truce lasts for two months. Armies in each other’s provinces 

cause penalties. Breaking a truce is dishonourable and will probably be loudly broadcasted by the 

person you broke it with. It is classed as a minor atrocity. 

 

HONOURABLE TIME TO CANCEL A TRUCE (without it being classed as an atrocity). 

1)Your truce partner keeps an army in your province after you have sent him a formal warning to 

remove it.  

2)You are attacked by the truce partner. 

3)By mutual agreement. 

NOTE, if (1) occurs you do not have to cancel the truce but you can. If a truce is cancelled after (1) or 

(2), the offending person (e.g., the one with the army or who attacked) is counted as having broken it.  
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3)PEACE TREATY (TREATY) 

 

An agreement that the two nations are at peace. This is the most common agreement between two 

friendly nations, as it is more dependable than a truce but does not involve the co-operation of an 

alliance. At any time, most of your diplomatic states (that are not “no treaties signed”) should be peace 

treaties. Breaking a treaty is dishonourable and will probably be loudly broadcasted by the person you 

broke it with. It is classed as a moderate atrocity. 

 

HONOURABLE TIME TO CANCEL A TREATY (without it being classed as an atrocity). 

1)Your treaty partner keeps an army in your province after you have sent him a formal warning to 

remove it.  

2)You are attacked by the treaty partner. 

3)By mutual agreement. 

4)You may issue a formal notice that you will discontinue the treaty in two months.  

NOTE, if (1) occurs you do not have to cancel the treaty but you can. If a treaty is cancelled after (1) or 

(2), the offending person (e.g., the one with the army or who attacked) is counted as having broken it. 

 

 

4)ALLIANCE 

 

A formal announcement of long-term friendship and co-operation between two nations. Intelligence 

reports are shared, as are status reports (although information from this can be withheld). Armies in 

each others’ provinces do not cause penalties. You can use each others’ ships for transport and raise 

troops from each others’ cities. 

    A nation is required to give a decent amount of aid to its ally partners. It is thus generally not 

advisable to ally with too many nations as you will probably end up giving aid to two countries at war 

with each other. While you may form peace treaties with any country you do not wish to be hostile 

with, you should only ally with a country if you share similar goals and wish to co-operate.  

Breaking an alliance is dishonourable and will probably be loudly broadcasted by the person you broke 

it with. It is classed as a major atrocity. Except for by mutual agreement, it takes four weeks to cancel 

an alliance through diplomatic means (two weeks to downgrade to a treaty and then another two weeks 

to cancel that). 

 

HONOURABLE WAYS OF CANCELLING AN ALLIANCE (without it being classed as an 

atrocity). 

 

1)Your alliance partner refuses to send a reasonable amount of aid if you request it. 

2)You are attacked by your ally. 

3)By mutual agreement. (it can only be downgraded to a treaty) 

4)You may issue a formal notice that you will break the alliance in two turns. (it can only downgraded 

to a treaty) 

5)Feeding misinformation to each other. 

 

NOTE, if (1) or (5)occurs you do not have to cancel the alliance but you can. If an alliance is cancelled 

after (1) (5) or (2), the offending person (e.g., the one with the army, who fed misinformation or who 

attacked) is counted as having broken it.  

 

Alliances, peace treaties and truces may be made with conditions, e.g. it will last 4 turns, or side A may 

terminate alliance (no sanctions, no notice) if side B goes to the help of country C. The only exception 

to this is that an Alliance may not be of any other kind than permanent (i.e. you can’t have a “4 week 

alliance”. 

 

 

Other diplomatic pacts 

 

It is possible to come to any other formal diplomatic agreements. These should be written on the turn-

sheet of both signatories, and are then recognised as formal and binding. Breaking such a pact is 

classed as an atrocity, the severity depending on the significance of the pact. 

  

Such pacts may be as simple or as complex as you wish: 
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e.g.1) If Numenor is attacked by Nargothrond, Manetheren agrees to send a legion of at least 10 

cohorts to Numenor’s aid, but will remain in a neutral position. In exchange, Numenor will pay 

Manetheren 100 crowns per week. 

 

e.g.2) (This might be signed after a war between Dunland and Doriath, in which Doriath had been 

successful. Whilst Doriath gains greatly, it is also in Dunland’s interests, as it guarantees Dunland 

significant protection). 

 Dunland will pay Doriath 150 crowns per month. 

 Dunland will give Doriath the provinces of Erkynland and Rhovanion in entirety, complete 

with all garrisons and improvements. 

 A peace treaty will be signed between Dunland and Doriath. 

 Dunland may not declare war or form alliances without the permission of Doriath. 

 A land merchant pact will be set up between Doriath and Dunland, between the cities of 

Edhellond and Cimurra. 

 Dunland agrees that, in one Council issue per month, it will vote in the manner requested by 

Doriath. 

 Intelligence and status reports are shared between the two countries. 

 Should Dunland be attacked, Doriath will give Dunland two legions, with a combined total of 

25 000 men, and one fleet with a tonnage of at least 120 000 tonnes. These forces shall be 

under the strategic and tactical control of Dunland for the duration of the conflict, and the 

remnants shall be returned to Doriath when a truce, treaty or alliance is signed between 

Dunland and its aggressor, or when no combat has occurred for two months. Doriath itself 

may remain in a neutral position towards the aggressor, or declare war, as it so chooses. 

 In such a circumstance, Dunland will also have the option or renting a further 25 000 men 

from Doriath (of Doriath’s choosing): the cost will be 15% of the cost of the legion, with 50% 

indemnity paid for every man killed. 

 

It is usually a good idea to publicise your treaties widely. Though a defence treaty is very useful, it 

works even better if it acts as a deterrent, so that countries will think twice about attacking you in the 

first place. 

 

 

MERCHANT PACTS 

 

A merchant pact is an agreement that can be signed and maintained while any of the other three states 

are taking place. You may only have one merchant pact with each other country. Once a merchant pact 

is signed, you nominate 2 cities (preferably close together), one of yours and one of the other persons. 

Two caravans now go backwards and forwards between these cities. Every time both reach cities, you 

get your revenue. Merchant pacts can be by land or sea and the two cities can be changed at any time 

by mutual agreement.  

 

Bandits are a problem, as are pirates. Anything from 1-5 cohorts or sloops may attack in the worst 

areas, although usually it is not quite as bad as this. If your caravan is lost, you do not get your next 

profit and you must also pay your pact partner an amount equal to the profit. You may cancel a 

merchant pact at any time by paying twice the profit to your opponent. A merchant pact may also be 

cancelled by mutual agreement, or by either partner (without paying the cancellation fee) if combat 

occurred between the two nations in the preceding month. 

 

By the will of the Council, caravans are exempt from seizure. Seizing a caravan is classed as a minor 

atrocity. If you do seize a caravan, then you get the profit.  

 

The profit from merchant pacts can be increased by creating a global trade pact (a Council initiative – 

see Council, below)), and by building merchant guilds in cities which contain merchant pacts. Building 

merchant guilds should be a priority. 

 

Trading With Countries Without A Port 
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If a country does not have a port, it may initially appear that it cannot trade with nations on a different 

continent. This is not true. In such a case, the country must form an agreement with another country on 

the same continent(which does have a port) to allow its merchant pacts to go through one of its ports. 

25% of the income from the pact will be given to the country allowing its port to be used.  

 

Once a country has agreed to allow its port to be used it may not later change its mind. It has no further 

concern with the pact, and will never have to pay any compensation. The trading partner of the country 

without a port is also totally unaffected by this rerouting of trade. 

 

For example, if Callovia (without a port, and containing the city of Bathon) wished to trade with Siluria 

(on a different continent), it could ask Pelagos if it could send the trade by Pelagos’ port city of Bajada.  

Let us presume the Silurian trade city (a port) is called Westphal. On the merchant report of Callovia’s 

status report the pact would appear as:    
With Cities Income How 

often 

When 

next 

income 

Guards Add 

guards

? 

Remove 

guards? 

Other 

Siluria Bathon(Bajada)/

Westphal 

80 1 1 None None None Land/Sea 

Siluria would receive 80 crowns a month; Callovia would receive 60; Pelagos would receive 20. 

 

The following description is given in reference to the above example. 

 

If either Bathon or Bajada is blockaded/captured/besieged, Callovia will be responsible for paying the 

compensation to Siluria for the blockade. Furthermore, it is possible for an enemy of Callovia to 

blockade Bajada with the orders “prevent Callovian merchants entering or leaving – do not otherwise 

interfere with any ships”; in such a case, this would halt the Callovian merchant pact, but would not do 

any damage at all to Pelagos, and as such would not be considered a hostile act against Pelagos (i.e., 

the enemy of Callovia could do this even if he had a peace treaty with Pelagos). 

 

Recognising The Sovereignty Of New Nations 

 

New nations are usually formed if a province successfully rebels. In such a case, the rebel province(s) 

will be ruling itself, will have created a small (usually poorly equipped) army, and will be trying to 

build up its forces and defend itself. Usually, the country it rebelled from will be trying to reconquer it; 

however, any other country may also attack it and try to conquer it. 

 

In order for the international community to recognise the province(s) as a sovereign nation, rather than 

as a rebellious province, a vote to recognise its sovereignty must be passed in a Council meeting. The 

rebel province will apply for sovereignty as soon as it rebels, and at the next Council meeting, an issue 

of the form “Recognise the sovereignty of Callovia” will be available to vote on. Once granted, 

sovereignty cannot be taken away. 

 

Until a country is recognised as sovereign, it will not benefit from any Council measures such as a 

global trade pact (it will also not pay Council levies), nor will it have a vote in Council meetings. 

Although it may form peace treaties, alliances and merchant pacts, these will not be recognised by the 

Council as binding and thus any other country may violate treaties with it at will (without the violations 

being classed as atrocities). If sovereignty is granted, any treaties formed before sovereignty was 

granted immediately become binding upon both countries. Of course, whether or not sovereignty is 

granted, any nations that do not have treaties with the new country may freely invade it, just as with 

any other country. 

 

Joint Sovereignty 

 

It is possible for two (or more) countries to rule a province or city in joint sovereignty. The two 

countries must have a peace treaty or alliance with each other. Joint sovereignty may occur either at the 

start of a scenario; because one country decides to give another joint sovereignty over a province that 

he controls (as a gift) or if two countries, attacking a third nation in tandem, declare that “any territory 

conquered will be ruled jointly by our two nations.”  
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Any income from the province ruled in this way is split equally between the two countries. Both 

countries may raise troops or fleets from the province. Either country may build city improvements or 

add to the garrison in the cities; however, troops may only be removed from garrisons by the joint 

consent of both nations. Should one of the two countries station more than 15 000 troops in the 

province (excluding garrisons), the other country, may, if they wish, demand that the first country 

withdraws them. Violating any of the conditions of joint sovereignty (or attacking any of the cities) is 

considered to be a violation of your peace treaty, and is accordingly classed as a moderate atrocity. 

 

The next bit is best described by means of an example. Consider three countries: Varisca, Permia and 

Dalradia. Varisca and Permia have joint sovereignty over the province of Coniac. Varisca is at war 

with Dalradia. Permia and Dalradia have a peace treaty. Dalradia may attack Coniac (and conquer it) 

without violating its peace treaty with Permia. However, if it does so, Permia may break its peace 

treaty with Dalradia without it being classed as an atrocity (it may also, if it wishes, choose to maintain 

its peace treaty, and merely aid Varisca in the defence of the province by, e.g. increasing garrisons and 

building city improvements). Permia may break its peace treaty in this way only if Dalradia has 

besieged or attacked one of the cities which is under joint sovereignty the month immediately 

preceding the current.  

 

Joint sovereignty may be ended in two ways: firstly, by mutual consent. In this case, it must be 

stipulated which country receives what territory, Secondly, if war breaks out between the two countries 

concerned. In such a case, each city will declare for the one of two countries. The likelihood of whether 

a city declares for each country is based upon the race opinion of the race that lives in the city for each 

country. This may lead to provinces being split down the middle. 

 

Vassalage 

 

Vassalage is a type of diplomatic state that may exist between two countries (one country being the 

vassal of the other). Becoming a vassal means placing your country in a subordinate position to that of 

the other, which becomes your liege lord. It is not something to be entered into lightly, and would 

usually only be done to avoid annihilation or total ruin. 

 

Details of vassalage 

 

 All the provinces and cities of the vassal are under the joint sovereignty of the vassal and his 

liege lord. All the normal rules of joint sovereignty apply: i.e., income is shared, either side 

may raise troops/ships, build city improvements and add to the garrisons, but permission must 

be granted by both nations in order to remove garrisons. The exception is that these provinces 

will not be listed as “under joint sovereignty”, and thus can’t be removed from it. 

 The vassal’s vote in Council is given to his liege lord. 

 The vassal and liege lord may not attack each other.  

 The liege lord receives his vassal’s turn sheet. The converse is not true, unless the liege lord 

wishes it.  

 The liege lord can move his troops freely through the provinces of the vassal. The converse is 

not true, unless the liege lord wishes it.  

 The liege lord may freely change any of the vassal’s diplomatic states as if they were his own 

(this includes merchant pacts). The exception is that a vassal may never enter in to an alliance. 

If a vassal was in an alliance when he swears allegiance, then the alliance will immediately go 

through the process of being downgraded to a peace treaty (in other words, two months notice 

will be given, or any additional conditions stipulated in the alliance contract (such as 

payments of money) will begin being fulfilled. If the vassal wishes to change any of his 

diplomatic states he must ask the permission of his liege lord.  

 The liege lord may immediately declare war (without sanctions) against any nation who 

declares war on his vassal. He does not have to do so. 

 The liege lord may make his vassal immediately declare war (without sanctions) against any 

nation who declares war on him. He does not have to do so. 

 You may not be the vassal of more than one country at once. It is, however, possible to be the 

vassal of a vassal. 
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 The liege lord has certain obligations of protection towards his vassal. Troops must be 

stationed in the vassal’s territory, to be used for defence against any nation who attacks the 

vassal (these, though under the control of the liege lord, may be used to attack any enemy 

legion within the vassal’s territory without sanctions, (just as if they were under the control of 

the vassal). The amount of troops required depends on the size of the vassal: 1 province: 10 

cohorts; 2 provinces: 15 cohorts: 3 or 4 provinces: 20 cohorts; 5 or more provinces: 25 

cohorts. Note that this is the obligation during peace time - in war, some of these troops may 

be killed, and thus the liege lord will not be judged to have failed in his obligations if the 

number of troops temporarily fell below the requirement (the liege lord also has a month or 

two of grace in order to position the troops here when the vassalage starts (though must be 

seen to be actively raising the troops or moving them to his vassal provinces). In war, the liege 

lord would be expected to provide a reasonable amount of aid – either by increasing garrisons 

and building city defences, or by sending troops (or both).  

 

Ending a vassalage 

 

A vassalage can be ended in three ways: by the vassal, by the liege lord or by mutual consent. In the 

case of mutual consent the vassalage will end, all the vassal’s provinces become their own and they 

become an independent country. 

 

The liege lord may freely end the vassalage at any time by giving two months notice. In such a case, all 

the vassal’s provinces become fully theirs and they become an independent country. If the liege lord 

breaks the vassalage by attacking the vassal then this is counted as a moderate atrocity, similar to 

breaking a peace treaty. If the liege lord does not fulfil his obligations of protection, this will also be 

counted as if the liege lord had ended the vassalage though is only classed as a minor atrocity. 

 

If a vassal declares he wishes to end the vassalage, there are two main difficulties. Firstly, a state of 

war will immediately be created between the former vassal and his former liege lord. Thus there is the 

obvious disadvantage of being at war with a country much larger than your own, who probably dislikes 

you (as you just effectively rebelled against it), and who currently has troops stationed in your territory. 

Secondly, there is the fact that not all of your provinces will remain yours. Whether or not each 

province becomes yours or your liege lord’s is decided in the same way as when provinces under joint 

sovereignty must declare for one country or the other: the likelihood of whether a city declares for each 

country is based upon the race opinion of the race that lives in the city for each country. This may lead 

to provinces being split down the middle. The only exception is that your capital city will never declare 

for your liege lord and all cities in your capital province are less likely to. It is thus a good idea to make 

sure your race opinions are high before you end a vassalage. You must give one month’s notice that 

you are ending a vassalage: if you do not (and break it by, for example, attacking) then this is classed 

as a moderate atrocity, similar to breaking a peace treaty. 

 

Vassalage will usually occur when one country has gained a decisive advantage over another in a war. 

 

Advantages to becoming a vassal 

 

 Your country will survive with some autonomy, instead of being wiped out. 

 If a nation is in a position to make you become its vassal it is, by implication, reasonably 

powerful. Thus, by becoming its vassal, you are joining and fighting alongside a powerful 

nation. You may increase in size and prosper in such a situation. 

 There is the possibility of ultimately extricating yourself from your position as a vassal and 

becoming fully independent. 

 

The disadvantages are fairly obvious. 

 

Advantages to accepting a vassal 

 

 It is a lot cheaper and less time consuming than conquering the rest of the country by force. 

Your forces will thus be free to fight on another front. 

 You gain a significant amount of the income you would have gained by conquest, and a large 

degree of influence over the territory. In many ways, the land is yours, in terms of strategic 

control. 
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 You gain political power (Council voting). 

 You can probably get your vassal to fight in your wars, thus gaining you valuable troops. 

 

Disadvantages to accepting a vassal 

 

 It’s not quite as good as controlling the land yourself. 

 The defence obligations could be tedious (though, if you conquered the land yourself, 

presumably you would defend it, so this is not as bad as it sounds). 

 Your vassal may be temporarily forced to be your ally, but that doesn’t mean he likes you. 

You will always have to watch him to make sure he is not planning to defect.  

 

Vassalage may result in two other ways. Firstly, if a country is left in such a position that the only 

provinces it owns are held under joint sovereignty with another country, it will automatically become 

that country’s vassal (if it had more than one province and they were under joint sovereignty with two 

different countries, it would become the vassal of the country which had joint sovereignty over more of 

its provinces; if both have joint sovereignty over the same number of provinces it will become the 

vassal of the more powerful country (as measured by points). For example, suppose Woodcock, a 

country with one province, Callovia, then, with the help of other Pelagos and Dalradia conquered three 

more provinces, two of which became under the joint sovereignty of Pelagos and Woodcock, and one 

of which became under the joint sovereignty of Dalradia and Woodcock. If Varisca then conquered 

Callovia, all of Woodcock’s remaining provinces would be under joint sovereignty (2 with Pelagos and 

one with Dalradia). Woodcock would thus automatically become the vassal of Pelagos. 

 

The other way vassalage may occur is that any country may grant one or more of its provinces 

independence. These provinces will then become a new country (which must apply for its sovereignty 

to be recognised by the Council in the normal manner), which will be a vassal of the country that 

granted it independence. A possible reason why you might wish to do this is if the province(s) 

concerned kept rebelling. This is not the recommended method of dealing with rebellions: a far better 

means is to use troops to suppress it in the short term, and then build judiciary tribunals for long term 

peace. However, if you were involved in a desperate war and could spare neither the time or the 

money, this could be a means of retaining some control over a province that would otherwise be very 

likely to rebel. You will thus keep some income, right of passage and control over the territory. 

Remember of course, that, once given independence, your new vassal may well begin scheming to 

escape from its vassalage. 

 

The Legality Of Lending Troops 

 

Any amount of money, troops, fleets etc. may be lent to another country without any peace treaties 

being violated. However, if, for example, Permia lent a fleet to Varisca in March and Varisca used it to 

attack Dalradia (Dalradia and Permia having a peace treaty), then Dalradia would be able to attack this 

fleet in April (without violating its peace treaty with Permia), even if the fleet had then returned to 

Permian control. Assuming Permia retained control of the fleet throughout April, Dalradia would not 

be able to attack it in May. In such a case, if the Permian fleet under Variscan control had a hostile 

action with Dalradian forces, then Dalradia would be able to, if it so wished, cancel its treaty with 

Permia without it being classed as an atrocity (it could also choose to keep its treaty, if it so wished). 

Dalradia may break its peace treaty in this way only if the hostile action occurred in the month 

immediately preceding the current. 

 

Lending/giving money or troops to a country at war with an ally partner is, if the ally asks you to stop 

doing it, a violation of your alliance . This does not apply to long-term pacts formed prior to the 

alliance (e.g. an agreement that you will give a certain country 50 crowns each month from now on), 

nor to treaties signed in desperate circumstance (for example, if you were losing a war, you could sign 

a treaty saying “I will give you x province and 300 crowns in exchange for a non-aggression pact of 5 

months”). 

 

Capitals 
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A country will normally have a capital city. A capital is in many senses the centre of your realm, and is 

thus one of your most valuable cities. It is also, due to both its intrinsic defences and the fact that most 

rulers would strengthen its defences further, one of the hardest places to capture. If you do manage to 

capture an enemy capital, however, this would be a significant victory. 

 

Being a capital doubles the base income value of that city. It also increases the base income value of 

the province it is in by 50%. A capital has a permanent garrison (that does not count against normal 

garrison limits) of 5 cohorts that cannot be moved and will always be at full strength each time the city 

is attacked. These 5 cohorts are: nomads: 5NWLB; elves: 5EW; dwarfs: 5DCI; humans: 5HW; 

shadowspawn: 5STHA; trolls: 5T; orcs: 5OW; rivermen: 5RMEW. Troops defending the capital also 

receive a plus 10 morale bonus (this applies to either a legion camped outside or the garrison).  

 

Any legion which ends its turn camped outside the capital will heal at twice the normal rate. The 

province in which the capital is in will never rebel. In addition, the race of the city in which the capital 

is more likely to increase its race opinion of you. Any province in which at least half the cities are more 

than 750km from the capital (as the crow flies) is one degree more likely to rebel; any province more 

than 1500km is two degrees more likely to rebel.  

 

It is possible to change your capital. To “build a capital” (i.e. transfer the apparatus of government) in a 

new city takes 3 months and costs 500 crowns. When it is completed, the capital is moved. The race 

opinion of the race of the old capital drops by two and that of the race of the new capital increases by 

one. If your capital is captured, the race opinion of the race of the capital similarly drops by two. If you 

have no capital (due to your old one being captured), all your cities are two degrees more likely to rebel 

and all of your fleets and legions receive a minus 5 morale penalty. If your capital is captured it is 

possible to build a new one just as if you were moving the capital. 

 

Movement 

 

Each army has a movement rate. For normal infantry this is 60. An army can move (50%x100)km  of  

its movement rate in flat country, (33.3%x100)km in forests/swamps/mountain passes and 

(83.3%x100)km on roads. Horses etc. have a movement rate of 90.   

Mountains can only be crossed at passes.  

 

Armies can move more swiftly if they move at a forced march; however, this will cause the loss of 

some troops due to attrition. Armies may also move stealthily, but this means they will move slowly. 

 

Two legions will “meet” (i.e. potentially have combat, if they are hostile) if they come within 100 km 

of each other. Two fleets will “meet” if they come within 200 km of each other. Telling a legion or 

fleet to patrol will double its detection radius. 

 

Wagons 

 

It is possible to buy wagons for legions of infantry. Each wagon costs 15 crowns and is capable of 

transporting 1 cohort of infantry. If there are at least as many wagons in the legion as infantry cohorts, 

the legion may travel at the pace of cavalry (i.e. a movement allowance of 90). Wagons provide no 

benefit in combat, may be destroyed in battle (particularly if you are forced to withdraw), can be used 

by any race (though do not benefit cavalry) and do not count against the maximum size of a legion (i.e. 

you can have 25DHI, 25W in a legion). The symbol for a wagon is a W. 

 

Rivers And Oceans 

 

Oceans can only be crossed by ships. Legions may cross oceans if carried by an appropriate ship. 

Legions may board ships anywhere; they do not have to board at a port. Ships can move at 

(100%x10)km of their movement rate per day.  

 

Rivers can be crossed at bridges. If a river is crossed at any other point, this counts as if the river was 

forded. If an enemy army is contesting the passage of a river, your army will fight at a disadvantage; 

the penalty is worse for fording than for crossing at a bridge. Rivermen can sail in rivers and, due to 
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their boats, get advantages at fighting in rivers. Rivermen get to move 10x100%km of their movement 

in rivers.  

 

Generals And Admirals 

 

Each of your legions will be under the command of a general and each fleet under the command of an 

admiral. A commander (either admiral or general) will have a rating which represents his natural ability 

(ranging from –5 to +10) and a rating which represents his experience (ranging from –20 to +20). 

These values are summed to give the commander’s command rating (i.e. from –25 to +30); this value 

affects the effective strength of the legion or fleet in battle and may be thought of as a percentage bonus 

or penalty. Commanders gain experience every time they take part in a battle: the larger and more 

successful the battle, the more experience they will gain. A good, experienced commander is a valuable 

asset. Note that it is possible for commanders to be assassinated – see “Espionage”, above, for more 

details. 

 

Each of your legions or fleets will initially have a commander. Whenever you raise a new legion or 

fleet or split an existing one then a new, inexperienced commander is appointed. This is also true if an 

existing commander is killed, leaving a legion or fleet leaderless. New commanders begin with an 

experience of –20; the exception is if they are being appointed to command a fleet raised in a city with 

a shipyard, in which case they begin at –15 or if they are being appointed to command a legion raised 

in a city with a military academy, in which case they begin at -10. Generals will be of the race which 

they are commanding, admirals will be of a random race. It is possible to dismiss an existing 

commander – if this leaves a legion or fleet leaderless a new commander will be generated. Dismissing 

a commander causes the race opinion of which race he was to decrease by 1. Generals may command 

an army of a different race but receive a –10 morale penalty if they do so. 

 

Each commander must always have a fixed position, either in a city, with a legion or in the countryside. 

A commander has a movement rating of 120. He cannot enter or leave a besieged city. If he is by 

himself in the countryside then any enemy army will be able to capture him on a 5/6 chance should he 

enter its detection range. More than one commander may be assigned to a legion or fleet: in such a 

case, only the bonus for the more experienced one (of the same race, for generals) will count (even if 

the lesser one has a higher overall command rating). A general assigned to a city will allow the garrison 

to use his command rating in a siege or sally, assuming that it is higher than that of the garrison 

commander (which is always assumed to be 0). An admiral assigned to a city or legion has no benefit 

(though he will be more protected there than in the open); the same is true of a general assigned to a 

fleet.  

 

Whenever a commander is in a battle there is a risk of him being either killed or captured. A general is 

more likely to be captured than killed; the converse is true of admirals. In either case, the risk is higher 

if the battle is lost and even higher if your legion or fleet was totally wiped out (i.e. forced below 5 

cohorts for a legion). For generals, the risk is negligible if your legion was in an assault on a city and 

very high if you were defending a city which was captured. Non-commanding commanders have an 

equal chance of being killed or captured as commanding commanders. 

 

If a commander is captured the nation which captured him must always keep him with either an army, 

fleet or city. If the army or fleet he is with is destroyed or the city he is in is captured then, assuming he 

is not killed, the commander will automatically escape. Assuming that this does not happen then any 

time the army holding him is involved in a conflict with another army there is a chance that he will be 

killed or captured (chance is the same as for your own commander). You may give orders that you will 

automatically kill a captured commander rather than let him escape: in such a case there is an 80% 

chance of you killing him if he would otherwise escape but a 20% chance of you killing him if he 

would not otherwise escape. 

 

When you have a captured commander you may either keep him (denying his use to the enemy but 

risking recapture), ransom him for money (the amount is up to you and the enemy), sell him to another 

nation as a captive (should you find anyone who wants him) or kill him. If you kill him you cause the 

race opinion of the race that he was to drop by two. Killing a commander in battle does not affect a 

race’s opinion of you unless he has an experience rating of +10 or higher, in which case it will cause it 

to drop by 1. Killing a captured commander if you have a treaty, truce or alliance with the other nation 
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is a minor atrocity. Note that a ransomed commander may not be recaptured by you until either two 

months have passed or he reaches a friendly city, fleet or legion, whichever is sooner. Note also that 

ransoming captured generals frequently forms part of treaty negotiations. 

 

Highly experienced commanders may be tempted to rebel (note that your ruler will never rebel). A 

commander with an experience rating of 0 or higher may not be used to put down a rebellion if he is of 

a race whose opinion is of you is “strong dislike” or worse. If the rebellious province is of the same 

race as his then he may not be used if his opinion is “not much” or worse. A commander with an 

experience rating of +10 or higher will, if he has command of an army, rebel in the same way as a 

province would if his race opinion is bad enough. A commander is two degrees less likely to rebel than 

a province (i.e. he must (normally) be of a race which has an opinion of “strong dislike” or worse. A 

rebel commander will do one of three things: a) Preferred: lend support to rebels in the area; b) Turn 

traitor and lend support to an enemy nation (only if that nation has a race opinion of fair or better for 

his race); c) If “a” and “b” are not possible and his army is big enough, he may strike for the capital or 

attempt to set up his own kingdom by attacking a weak province. 

 

Rulers 

 

The ruler of your nation is a special figure and represents you. He will normally be of the same race as 

your capital city. He will have an administrative rating (0 to +8) as well as natural and experience 

ratings for his capacities as a general or an admiral (these are the same as for a normal commander 

except that a new ruler’s experience begins at –10). If your ruler is in the capital all province and city 

income is increased by x %, where x is the ruler’s administrative rating. If he is in another city all 

province and city income from that province is increased by x%. If he is with a legion or fleet then he 

functions exactly as a normal commander, with the added advantage that if your ruler is commanding 

in a battle then you will receive a significant morale bonus. (NB: a ruler can also command the garrison 

of a city he is in if it gets besieged). 

 

A ruler may be killed or captured in the same way as any other commander. If he is killed then the 

rebellion risk in all your provinces will increase by two for one month. If he is captured then the 

rebellion risk will increase by 1 for as long as he is a captive. Killing an enemy ruler in battle will 

cause the race opinion of his race to drop by 1; killing him when he is a captive (or when you could 

capture him) causes his race opinion to drop by 3 and is a minor atrocity. 

 

Morale 

 

Good morale is key to the success of troops in battle. You do not need to be aware of the exact 

mechanics of how morale is calculated; rather, it is sufficient to bear in mind a few key rules.  

 

 The higher the race opinion of a race, the higher its morale. 

 Units defending their homeland, especially their capital, will have higher morale. This is 

especially true if they are the same race as the city/province they are defending. 

 Any army, fleet or city commanded by your ruler will receive a significant morale bonus. 

 Armies serving on a different continent will have slightly less morale. 

 A blockading fleet will have slightly lower morale. 

 An army that attacks its own race will have lower morale. 

 If you have recently broken a treaty or alliance with a country, your units will have lower 

morale when fighting units from that country. 

 An army or fleet fighting Council forces will receive a morale penalty. 

 An army attacking an enemy army or city which is holding one of your commanders captive 

will receive a morale bonus. 

 If you have no capital, all your units will receive a morale penalty. 

 

Morale can take any value from –30 to +30. Your morale value is added to the command rating to give 

a total value that can range from –55 to +60. This number determines the relative strength of the army 

(or fleet) compared to the base value and is a percentage; e.g. an army with a value of +30 fights at 

130% strength and one with a value of –20 fights at 80% strength. 
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Building And Destroying Structures 

 

Forts 

 

Forts may be built in mountain passes or, less usefully, at bridges. They may also be built anywhere 

where the land is less than 100km wide from coast to coast. A chain of forts may be built providing 

none are more than 100km from the other. Building a fort requires two months and a legion of at least 

10 cohorts (which will build it). It also costs 150 crowns. If the legion is moved away when the fort is 

half completed, the construction must be started again from scratch, and the 150 crowns is lost. 

 

A fort, once built, has a thin wall. Up to 10 cohorts may be stationed within it and, before moving 

through the pass or crossing the bridge, an enemy army must besiege it (this takes 1 month). Forts may 

be improved in the same way as a city, and the following improvements may be built in them: 

W, WW, up to 3C, P, O, S, up to 1B. Just as with a city, if a fort is taken by force, 1 random 

improvement is destroyed. If a fort is ever left without a wall it will be destroyed.  

 

A fort provides no revenue and will never rebel – it is purely a defensive structure. A fort may also be 

destroyed by any legion that is occupying it: this requires 1 month. 

 

Watchtowers 

 

Watchtowers may be built anywhere, though the most useful places are along coastlines, on river banks 

or along a border. Watchtowers are built in continuous chains – a single watchtower is useless – and in 

order to form a continuous chain, each watchtower must be no more than 200km from its nearest 

neighbour. Each watchtower costs 30 crowns to build and must be built by a legion of at least 5 cohorts 

(it is often a good idea in order to build watchtowers quickly to split a legion in to 3 smaller legions 

while the building is taking place). 

 

Any legion stationed at a watchtower will respond to and intercept any enemy legion approaching the 

watchtower chain within its movement rate (300km for infantry, 450km for cavalry (all legions with a 

movement rate of 90) and 1200km for nomads (note: these values will be increased by 5/3 if there are 

roads)). The “zone of detection” extends for 100km around each watchtower. Note that a legion will 

normally respond to any enemies within 100km; if its status is set to “patrol” it will respond to any 

enemies within 200km without needing watchtowers. Like forts, watchtowers may be destroyed by 

legions. 

 

Roads, Bridges And Canals 

 

In order to build roads, bridges or canals you must propose a Council measure of some form or another 

and get it passed. Roads and bridges may be destroyed by any legion, but to do so is classed as a minor 

atrocity. Canals may not be destroyed. 

 

Rebellion 

 

Any province which is inhabited a race whose opinion of you is “not much” or worse may rebel. The 

more the race dislikes you, the more likely the province is to rebel. The presence of rebels in 

neighbouring provinces will increase the likelihood of rebellion by 1. A province in which you have 

stationed a legion of at least 10 cohorts in will not rebel, unless there is a hostile legion greater than 

your own in the province.  

 

You get rumours of rebellions one month before and these can be picked up by counter-espionage. The 

rebellion can thus be prevented by moving a legion of more than 10 cohorts into that province.  

 

A rebel province will form a new nation, and can be conquered by the normal means. If other provinces 

rebel, they may join this nation, or form new nations. 

 

City Improvements 
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You may build city improvements to increase the defensibility of a city or to bring other benefits. Each 

city can build any number of improvements at a time, with the exception that two of one type of 

improvement can’t be built at the same time (e.g. 2 catapults, 2 walls). If you take a city, one random 

improvement is destroyed. You may sell city improvements at half their building price. If a city is 

besieged or blockaded it may not build or sell city improvements.  

 

IMPROVEM

ENT 

COST/ 

crowns 

TIME TO 

BUILD/ 

weeks 

EFFECT 

Thin wall*, W 50 1 Increases siege time by 1 month and increases 

defender’s strength. 

Medium 

wall*, WW 

80 2 Increases siege time by 2 months and increases 

defender’s strength. 

Thick wall*, 

WWW 

120 3 Increases siege time by 3 months and increases 

defender’s strength. 

Caltrops, P 60 1 Effective against attacks by mounted troops (or 

cho-ja)  

Military 

Academy, A 

100 2 Generals created at at this city have a starting 

experience of –10 instead of –20. May train 

generals/admirals to a maximum of 0 experience, at 

a rate of 5 experience per month. It costs 10C to 

raise experience by 1.  

Shipyard, Y 70 2 May raise ships from this city even if the city is 

blockaded. Admirals created at this city have a 

starting experience of –10 instead of –20.  

Sally Port, S 80 2 Increases strength when sallying, and increases 

regular strength slightly 

Barracks, B 50 1 Increases maximum garrison by 5 cohorts. 

Catapult±, C 40 1 One attacker automatically dies in each assault 

Boiling oil, O 100 1 Causes great death and destruction to attackers. 

Destroyed when used. 

Moat, M 50 3 +1 month to siege. 

Merchant 

guild, G 

150 2 Merchant pacts based in this city give YOU 50% 

extra income.  

Judiciary 

Tribunal, J 

50 2 Decreases the likelihood of rebellion in this 

province by 1. 

*Cities can’t have more than one wall. (thick and medium walls are actually several walls but are 

counted as one) 

±Cities can have a maximum of 5 catapults.  

A city can have a maximum of two barracks. 

 

Sieging, Sallying And Blockading 

 

Sieges 

 

    Whenever an army attempts to conquer a city then, providing the city has at least a thin wall, it must 

first besiege it. The number of turns this takes is determined by the city improvements.. Each additional 

legion gives a –1 to the turns required to siege, provided that each besieging legion is equal to or 

greater than the garrison of the city. It is possible to command a city to besiege a city without attacking 

it; in such a case the affects of sieging (as stated below) still occur but the city is besieged indefinitely. 

This technique can be very useful. 

    While the siege is in process, no combat takes place (unless the city garrison sally (see “sallying”, 

below). The besieging legion(s) are still vulnerable to attack by outside legions and are free to move 

away at any time. Once the siege is completed, a battle takes place between the besieging legion and 

the garrison (only one besieging legion can attack at a time), where various city improvements give 

advantages to the garrison. 

 

Affects of Sieging 
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    A city under siege: 

 Generates no revenue. 

 Troops cannot be raised at this city (if the city has a shipyard, then ships can be raised).  

 City improvements cannot be built in this city. 

 Troops cannot be moved into or out of this city. However, ships can.  

 Cannot conduct trade. If a trade route exists from this city, it is temporarily halted and should 

the city remain in this state for more than two months, the trade route will be terminated and 

money must be paid as compensation, just as if the besieged nation had chosen to terminate 

the pact. 

 

Blockading 

 

    A fleet of at least 50 000 tonnage can blockade a city. The ships are free to move away at any time, 

but can’t be used to, e.g. intercept other ships if they wish to maintain the blockade.  

    A blockade can only be lifted by destroying the blockading fleet. Blockading has exactly the same 

effects as sieging, with the exception that a fleet can never conquer a city or attack the garrison. In 

addition, troops (though not ships) can still move in and out of a city under blockade. Ships can only 

move out if they successfully engage the blockading fleet. 

 

Sallying 

 

    At any time, all or part of the garrison of a besieged city may sally forth and attack the besiegers. 

This may be done by themselves, in which case a battle takes place between the garrison and the 

besieging army. It may also be done in conjunction with an outside attack on the besieging army, in 

which case the garrison attacks after the besieging army has attacked. A garrison which sallies may not 

withdraw and, should all of a garrison be destroyed, the city will fall. For this reason, it is often 

advisable to sally with only a part of the garrison. Should the besieging army be defeated by a sally, the 

city will be freed of the siege. Normally, a sallying garrison attacks at a slight disadvantage, but if the 

city has a sally port it will sally at a slight advantage. 

 

Atrocities 

 

A number of actions in the game are classed as atrocities. Typically these actions are anything that 

involves breaking a formal signed pact or anything that involves defying a Council edict. Committing 

an atrocity will result in your race opinion decreasing and may result in Council sanctions or even 

military action (see “The Council”, below). Note that unless the action is immediately obvious (for 

example, attacking someone with whom you have a peace treaty), an atrocity must be discovered, 

usually by espionage, in order for any of the effects such as loss of race opinion to occur.  

 

Committing any form of atrocity against a nation (which is discovered) gives them the right to break 

any treaties, truces or alliances with you and declare war, without their act being classed as an atrocity. 

 

Atrocities may be classified as minor, moderate or major. A minor atrocity will result in a total race 

opinion decrease of less than five degrees (for example, pillaging a merchant pact means that the race 

opinion of the races of the two cities it goes between will each decrease by one degree), a moderate 

atrocity will result in a total race opinion decrease of six to fifteen degrees (for example, breaking a 

peace treaty results in your treaty partner’s three primary races’ race opinion of you decreasing by two 

degrees and all other races’ race opinion of you decreasing by one degree, a total of thirteen degrees) 

and a major atrocity will result in a total race opinion decrease of greater than five degrees. The 

category of atrocity also determines the degree of Council sanctions that may be passed against you 

(see “The Council”, below). 

 

The following categorises some common atrocities. Note that this list is not exhaustive. 

 

Minor Atrocities 

Pillaging a merchant pact. 

Breaking a truce. 

Negligence. 

Failing to fulfil one’s responsibilities as an overlord to a vassal. 
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Disguising troops as bandits or pirates. 

Breaking a minor defence contract. 

Executing a commander of a nation with whom you have a truce, treaty or alliance. 

Defying a Council edict; for example being discovered in possession of boiling oil if it has been made 

illegal. 

Negotiating or trading with a nation when this has been forbidden by the Council. 

Assassinating or attempting to assassinate an enemy commander. 

Destroying roads or bridges. 

 

Moderate Atrocities 

Breaking a peace treaty. 

Breaking a vassalage by attacking. 

Executing another nation’s ruler. 

Breaking a major defence contract or similar pact. 

Breaking an alliance (to treaty status). 

Assassinating or attempting to assassinate an enemy ruler. 

 

Major Atrocities 

Breaking an alliance (to war status). 

Disguising troops as those of another nation. 

 

NB: All references to breaking treaties, truces, alliances and so forth assume that you are doing so 

without warning, violating the agreement. Most such pacts have a formal way of ending them which is 

not classed as an atrocity; for example, in a treaty you may send your treaty a formal notice that the 

treaty will end in two weeks.  

 

The Council 

 

The Council is a monthly meeting of all nations. At each Council meeting it is possible to vote on a 

number of issues; for example the Council may take steps to reduce banditry, initiate a global trade 

pact, outlaw boiling oil and so on. Each nation, no matter what its size, receives the same base vote 

weighting; however, nations may gain additional vote weighting by holding Council offices (see 

below). Most issues are passed by majority vote.  

 

Many issues will be proposed by the Chairman of Council (i.e. the person running the game); however, 

any nation may propose a bill to be voted on, subject to the Chairman’s approval. These bills may be as 

simple or as complex as you wish. An example of a complex bill is the “Silurian Highways Bill”, a bill 

designed to allow countries to construct roads in the land of Geolos: 

 

Silurian Highways Bill 

 All countries pay an administration start up fee of 200 crowns. Of this money, 150 crowns 

goes to Siluria, and 50 crowns to the Council. 

 Siluria will pay between 5% and 10% of its income, each month, to fund the building of roads. 

If 500km of roads or less are built throughout Geolos that month, Siluria pays 5%. This 

increases by 1% for every additional 100km of roads, up to a maximum of 10% if 1000km or 

more roads are built. 

 Each country may build up to 300km of roads each month anywhere in Geolos, at a cost of 

20crowns per 100km (no country receives this money). Siluria may build up to 500km at a 

cost of 15 crowns per 100km 

 Each month, Siluria will receive tolls from the general populace (i.e. no other country loses 

money to pay this) totalling 2 crowns for every 100km of road built so far in Geolos under this 

scheme. 

 Banditry is reduced throughout Geolos. 

 

Sanctions and Peacekeeping 

 

The Council has a number of ways of expressing its displeasure towards countries who are not playing 

a responsible part in the assembly of nations. The first option is to condemn a country for a certain act. 

Any country may submit a motion to condemn any other country though a single country may not 
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submit more than one condemnation proposal per month. Almost any act may be condemned, 

providing it affects another country deleteriously. An act need not be an atrocity in order to be 

condemned; for example, one could submit a motion “Condemn Varisca for its ruthless aggression 

against its neighbour Pelagos” even if no treaties had been broken and the act was perfectly legal. 

 

To pass a condemnation proposal requires 55% of all votes cast, excluding abstentions. A 

condemnation has very little effect: all that happens is that one random race opinion of the condemned 

nation decreases by one degree. Multiple condemnations of one country in the same month have no 

additional effect.  

 

More significantly, the Council may impose economic or military sanctions on a country. In order to 

impose sanctions the following conditions must be met: 

 The country must have committed an atrocity. 

 The atrocity must have previously been condemned. 

 The country proposing the sanctions must hold a Council office (any honorary or elected 

office or the presidency (see “Council Offices”, below)). 

 

Economic sanctions take the form of a fine that must be paid by the target country. Usually this fine 

takes the form of cash; however, it could take also take the form of troops, ships or even cities or 

provinces. Usually some part of the sanctions are paid to the wronged country and some part to the 

Council – all economic sanction proposals must be approved by the Chairman of Council. To pass a 

proposal to impose economic sanctions requires at least 65% of all votes cast, excluding abstentions. 

Note that failure to pay economic sanctions (or any other form of Council levies) automatically triggers 

the deployment of Council peacekeepers (with a monetary value of twice the value unpaid) to attempt 

to enforce the payment. 

 

Military sanctions involve voting Council funds to raise a peacekeeping force for use against the target 

country. Such a force could be composed of either troops, ships or a mixture of the two. Any 

peacekeeping force raise should have a clear and justified mandate – they cannot just be raised to cause 

general destruction to a target country. For example, if the sanctions are being imposed in response to a 

treaty violation the peacekeeping force could have a mandate to attack any troops that are on the wrong 

side of the former border and to liberate any cities captured since the start of the war. All military 

sanction proposals must be approved by the Chairman of Council. To pass a proposal to impose 

military sanctions requires at least 75% of all votes cast, excluding abstentions. 

 

The following table gives the upper limit to the severity of the sanctions that may be imposed for 

committing different atrocities. Note that it may not always be in your interest to seek to impose the 

maximum sanction possible – you are more likely to get support for small sanctions than for large 

sanctions. Both economic and military sanctions may be imposed on a country for a single atrocity, but 

no type of sanction can be imposed on a country more than once for the same atrocity. 

 

Atrocity Type Maximum Economic Sanctions* Maximum Military Sanctions** 

Minor Atrocity 500C None 

Moderate Atrocity 1500C 1000C 

Major Atrocity 3000C 2000C 

*This refers to the total value of the sanctions imposed. It may be any combination of cash and kind. 

**This refers to the total amount of money voted from Council funds to create peacekeepers. 

 

Peacekeeping forces are not always put into action as a result of military sanctions. It is possible for 

two countries to request Council peacekeepers to patrol the border between them, perhaps if they are 

signing a treaty after a war. These peacekeepers would usually be mandated to attack the country which 

broke the treaty. When requesting peacekeepers in this way, both countries must pay a one-off payment 

of 10% of the value of the peacekeepers to the Council. It is within the Chairman of Council’s rights to 

set an upper limit to the number of peacekeepers he is willing to deploy in this way. 

 

Council Offices 

 

There are three honorary Council offices, up to seven elected Council offices and a rotating Council 

presidency. One nation cannot simultaneously hold more than one honorary office or more than one 
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elected office; however, it may simultaneously hold an honorary and an elected office. The presidency 

may be held regardless of how many other offices are held.  

 

Each office held, whether elected, honorary or the presidency, increases the holder’s vote weighting in 

Council by one vote. So, a person who held an honorary office and the presidency would have a vote 

weighting of three votes. In addition to this benefit, only holders of Council offices may propose 

military or economic sanctions (see “Sanctions”, above). 

 

The Presidency 

The presidency is a rotating position that is held by each nation for one month at a time. It rotates 

between all nations, providing that the nation in question has a population of at least 4 million. In 

addition to the benefits that accrue to all Council offices, the president may veto any one Council 

measure that is being voted upon that month. 

 

Honorary Offices 

 

If a country would be eligible to hold two of these offices then he will be offered a choice as to which 

he wishes. The other office will then be given to the nation with the second largest 

population/army/navy. 

 

First Lord of Council 

 Held by the nation with the largest population. 

 Nation gains a 10% bonus on all income from provinces and cities. 

 Race opinion of holder improves slightly more quickly. 

 

First General of Council 

 Held by the nation with the largest army. 

 Nation may raise troops for only 90% of the cost. 

 Nation gains a +2 morale bonus on all land battles. 

 

First Admiral of Council 

 Held by the nation with the largest navy. 

 Nation may build ships for only 90% of the cost. 

 Nation gains a +2 morale bonus on all sea battles. 

 

Elected Offices 

 

Not all of these offices will necessarily be extant at any one time. Any nation may stand for any office. 

In order to stand for an office a nation must receive nominations from any two countries other than 

himself. If the requisite nominations are received then the matter will be voted upon at the next Council 

meeting. A nation may run for more than one office; however, if he is elected to more than one he must 

choose which one he will accept. Once elected, a nation will hold that office for three months during 

which time no-one else can stand for that office. After this time he will need to be re-elected (and other 

nations may oppose him). 

 

The seven elected offices are: 

 

a)Upholder of Sea-Born Commerce 

 Must set aside 200 000 tonnes of warships to suppress piracy. While the office is held, these ships 

may not be used for any other purpose (but may not be attacked).  

 Receives a 20% tithe on all sea-born trade routes 

 All sea-born merchant pacts’ value increase by 25% (for everybody). 

 Piracy is reduced (for everybody). 

 

b) Upholder of Land-Born Commerce 

 Must set aside 25000 troops to suppress banditry. While the office is held, these troops may not be 

used for any other purpose (but may not be attacked). 

 Receives a 20% tithe on all land-born trade routes. 

 All land-born merchant pacts’ value increase by 25% (for everybody). 
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 Piracy is reduced (for everybody). 

 

c) Customs and Mercantile Issues Enforcer 

 Must pay 250 crowns monthly. 

 All of the officer’s merchant pacts are immune to blockade, banditry and piracy. 

 All merchant pacts’ value are reduced by 10% (for everybody) 

 Banditry and piracy is reduced (for everybody) 

 

d) Administrator of International Bureaucracy 

 Must pay 500 crowns monthly. 

 Receives the turn-sheet of every nation. 

 Increases the cost of all covert ops (i.e. disguising troops, misinformation (NOT regular spying)  

by 50% for everybody. 

 The revenue of all cities and provinces is increased by 20% (for everybody). 

 

e) Political Ambassador to the Proletariat 

 Must pay 300 crowns weekly. 

 May not be the subject of any form of espionage (including covert ops). 

 Decreases the chance of rebellions by two degrees (for everybody). 

 Decreases all race-opinion money by 33% and increases the cost of improving race opinions by 

50% (for everybody). 

 

f) Defender of Justice 

 Is exempt from all Council Tithes. 

 Receives a levy of 2% of every nation’s income. 

 At any time, may have up to 50% of its armed forces (land and sea) appropriated by the Council 

for use in peace-keeping missions (these still count as belonging to the nation, but are controlled 

by the Council). 

 

g) Chancellor of Finance 

 Must pay 25% of its income (rather than 10%) as tithe, each month, to the Council. 

 Race opinion penalties for committing atrocities are substantially reduced.   

 

Minor Countries 

 

Minor countries are those without a human controlling them. At the beginning of the game there may 

be minor countries on the map; furthermore, a successful rebellion by a province will result in the 

creation of a new minor country. They are usually relatively small (1-4 provinces). 

 

It is possible to make all forms of treaties with minor countries including merchant pacts, treaties, 

truces, alliances and states of vassalage. It may also be negotiate with minor countries in other ways; 

for example creating defence treaties, offering them your protection, hiring out their troops or offering 

them concessions in exchange for their voting on a certain issue in Council. Whether or not they agree 

depends on the relationship between your two countries: a country with whom you are allied or have a 

defence treaty is more likely to vote for you or lend you troops than one whom you have just attacked. 

 

Minor countries will not attack another country of their own initiative; however, they will defend 

themselves if attacked. They will also not usually initiate diplomatic negotiations of their own accord. 

An exception is if they are attacked: in such case they may try to negotiate a peace treaty or try to 

secure aid from neighbouring countries. 

 

Filling In Your Sheet 

 

You will be given a sheet. At the start will be your intelligence reports and status report (containing 

details of things that have happened recently). You should read this first. Next will be more 

information and boxes for you to fill in. 
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NB: any other details of treaties, deals, complicated things you want to do, etc. should be written at the 

end of your sheet. 

 

Finance Report 

 

This shows how much money you received and spent last turn on various things. Your NET 

BALANCE is the amount of money you have to do things with this turn.  

 

Races Possible To Raise 

 

This tells you the races that you are allowed to raise (because you control a city which they inhabit). 

 

City Report 

 

Some of this is already filled in. 

 

City: The name of the city 

Improvements: Improvements currently existing in this city 

Race: Races that inhabit the city. 

CB: The improvement that is Currently being Built. 

T: The Time it will take for that improvement to be built. 

Garrison: The troops in the city as a city garrison. 

Other: Any other details, e.g under siege, cho-ja hive etc. 

 

Some of it you have to fill in. If you don’t want to do something, e.g. raise troops, simply leave that 

square blank. If you can’t do any of the things, there will be an NA in that column. 

 

B?: Do you wish to Build an improvement? 

RasT?: Do you wish to RAiSe any Troops. If yes, put yes and write the details somewhere else 

(CLEARLY LABELLED)      

RemG?: Do you wish to REMove any of the Garrison?. If yes, put yes and write the details somewhere 

else (CLEARLY LABELLED)      

AddG? Do you wish to ADD troops to the Garrison? If yes, put yes and write the details somewhere 

else (CLEARLY LABELLED)      

 

Army Report 

 

Like the city report, some is filled in and some you have to fill in. 

 

LEGION/FLEET: The name of the legion or fleet. 

P: The position. 

Status: e.g. patrolling, besieging city, etc. 

Cohorts: The cohorts in the legion (or the ships in the fleet) 

I: How badly injured the legion or fleet as a whole is 

MR: The movement rate 

Race: The race 

Other: Any other details 

Split?: Do you want to split the legion/fleet? If yes, put yes and write the details somewhere else 

(CLEARLY LABELLED)      

D?: Do you want to disband this legion/fleet? 

 

Commander Report 

 

This gives the details of all of your commanders. 

Commander: The name of the commander 

Race: The race of the commander. 

Position: The current position of the commander. It will frequently be with a legion or fleet. 

Move?: If you wish to move the commander you should write the orders here. If no orders are given 

and the commander is currently with a legion or fleet, the commander will remain with that legion or 

fleet and travel with it. 
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Command Rating: The command rating of the commander. It is the sum of his ability and experience. 

Ability: The commander’s ability. 

Experience: The commander’s experience. 

Other: Any other details; e.g. “captured by the Pelagics”, “Your ruler”, etc. 

 

Merchant Report 

 

With: The country it is with. 

Cities: The cities it goes between 

Income: The income it generates 

How often: How often this income is generated 

When next income: When you will next get money 

Guards: The guards 

Other: Any other details. 

Add guards: Same process as AddG under City report. 

Remove guards: Same process as RemG under City Report. 

 

Military Orders 

 

This is where you give orders to your legions and fleets. 

Legion/Fleet: The legion or fleet. 

From: The position it is moving from (6 figure grid reference, only accurate to even 3
rd

 and 6
th

 figures). 

If you are moving into a city, give the city name, otherwise you will be assumed to be camped outside 

the city. If you do not wish to move, leave blank 

To: The position you wish to move to (6 figure grid reference, only accurate to even 3
rd

 and 6
th

 figures). 

If you do not wish to move,  leave blank. 

How: This is how you wish to move. Put in the appropriate letters. If you are holding, put NA. You 

have several choices. Stealthily (S), normally (N) and forced march (FM). Stealthily makes you hard to 

detect by other armies or by spies. You must, however, take 100km off your movement. FM  lets you 

move twice as far as normal, but you will lose some troops due to attrition. Also, if you fight this week 

you will be tired and will not fight at your optimum. 

LEA: This is where you put your orders on what action to take if you meet an enemy army 

substantially smaller than you. 

SEA: This is where you put your orders on what action to take if you meet an enemy army about the 

same size as you. 

GEA: This is where you put your orders on what action to take if you meet an enemy army 

substantially larger than you. 

You must fill in these three boxes (LEA, SEA, GEA) even if you are not moving.  

In each of these boxes you have several options. Ranging from the least aggressive to the most 

aggressive, they are: 

Disengage (D); cautious (C); normal (N); Aggressive (A); Do or die (DOD). 

If you are disengage or cautious and the enemy views you as a friend or the enemy is also on disengage 

or cautious, then combat will not occur unless you state otherwise in special orders. 

Special Orders: This is where you put any other information that you wish to convey, e.g don’t attack, 

siege city, board fleet; attack merchants; move through forest, guard bridge etc. 

HO: This is only applicable if you have commanded your army to hold. You can tell it to fortify (not 

applicable to fleets) or to patrol the area.  

 

Espionage 

 

Hear you put the amount of money you want to spend spying on each other purpose, in general spying, 

in counter espionage and in other purposes. Enter the amount of money in the appropriate box. See 

“Espionage” above for more details. 

 

Diplomatic Status 

 

Here any alliances or truces you may have are recorded. 

 

Race Opinions 

Here the opinion each race has of you and the amount of money they are paying you is recorded 
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Attack If Meet 

If you put “yes” here, then, in a random encounter with forces of that nation, you will attack them. If 

you put “no” then no combat will result (unless they have put “yes”). Any special orders you give to 

individual fleets/legions will override these general orders. 

 

Hints And Tips 

 Fill in your sheet properly.  

 Get lots of merchant pacts and build merchant guilds. 

 Put guards on your merchant pacts and be wary of blockades. 

 Keep a balanced army, both within each legion and overall. 

 Spying is important. Do lots of it. 

 Concentrate on diplomacy. Contact everybody – keep contacting everybody – make lots of 

detailed treaties. 

  Don’t declare war on everyone at the same time. 

 Don’t make peace with everyone at the same time. 

 Don’t do what everyone thinks you will do. 

 Make more treaties than alliances. Alliances are only for someone you want to work with very 

closely. 

 Read your status report carefully. 

 Fill in your sheet properly. 


