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Overview 
Even though we are trying to pay homage to the old-school play-by-mail gaming systems, we're also 

trying to create an experience that emulates friends gathered around a table top board game.  Ideally, 

as players join into the game, we'll make new friends and new rivals.  Players we can't wait to challenge 

again and again. 

The pace of Cohorts games will allow us to play our games on our own schedule, while still getting to 

collaborate with friends.  Too many of the current games require players to be on-line all the time.  

Many of us just can't afford to do that.  We all love to game, but real-life gets in the way of that. 

Cohorts modules are all multi-player, turn based strategy games.  If you picture yourself sitting around 

the game table, you can imagine how the games will run.  Each player takes their turn and then they 

must wait until their turn comes around to them again.  In most games, it will be 7 days between turns.  

While you are waiting for your next turn to happen, you can still make modifications to your position, 

equip soldiers & characters, manage your cities, plan strategies with allies, etc.  However, all of this 

planning is subject to change.  For while you’re strategizing your next move, your allies and opponents 

are busy executing their moves, sometimes to your benefit and sometimes to your ruin! 

Ultimately, what we are hoping to achieve with Cohorts is a gaming system that allows us to produce 

games that fit into any genre and that can capture and present the designer's vision. 

Turn Based Play 

Playing Pieces 
There are 5 playing pieces in the game.  They are Characters, Military Units (MUs), Cities, Agents and 

Stacks. 

Characters are the heroes that make up the heart of a player’s position.  They are typically the driving 

force in a position’s ability to achieve success. 

Military Units (MUs) are groups of soldiers that work as a single piece.  They form the backbone of a 

position’s military force.  There are specialty military units that include Ships and Artillery. 

Cities are centers of growth and expansion.  They are required to make military units and they often 

hold key strategic significance in the outcome of the game.  In addition to making military units, cities 

are also responsible for the production of weapons, armor, resources and specialty items.  

Stacks are ways to group your character and military units together so that they can be moved as a 

single unit.  Units cannot move unless they are placed in a stack. 

Agents are extremely specialized pieces that have a completely different set of rules governing them.  

Agents can move freely through enemy territory and perform covert tasks that cannot be performed by 

any other unit. 

Modules 
Modules provide the setting or backdrop for the game by presenting a particular storyline that 

influences what actions players could or should be taking over the course of the game.  Each module will 

share Cohort’s basic game rules, but the world in which the game is played can be radically different. 



Factions 
The game is divided up into teams or Factions. The number of factions in a game depends on the 

module. 

Players in the same faction share all information they have learned automatically. Furthermore, they can 

share anything they have gained over the course of the game with the exception of their starting 

characters. All other assets can be transferred freely between players. Players in the same faction can 

never attack each other. 

Factions can have Alliances with other factions. When two factions are Allies, they can freely move 

within each other's borders without fear of attack. Allied factions can transfer items between each 

other, but they cannot transfer characters, military units or cities. Allied stacks will automatically come 

to the defense if they are in an allied barony that falls under attack. Allied factions cannot attack each 

other. 

Factions can be Neutral to other factions. Neutral factions cannot transfer items, but they can cross 

territorial borders.  Neutral factions cannot attack each other unless the target is Non-Player Controlled 

(NPC). 

Factions can be at WAR with other factions. Factions at war will automatically attack their enemies on 

sight (unless to do so would mean certain death). They cannot transfer items with each other, but they 

may cross each other’s borders. However, crossing into an enemy's territory is considered an attack.  

Factions at war with each cannot have any active trade agreements. 

Game Map 
The game map can vary in size between modules.  They are always regular shaped rectangles with a 

fixed number of rows and columns.  The game map wraps around the east/west borders but not the 

north/south borders. 

Provinces  
The smallest unit on the game map is the Province and it is represented by a single hex. Each province 

has the following characteristics: 

Province Location  

The location is the X/Y coordinates of the province. 

Terrain  
There are 6 primary types of terrain: Sea, Grassland, Forest, Swamp, Desert and Mountains.  Within each 

of those primary types, there can be one or more sub-types.   

Sea Grassland Forest Swamp Desert Mountains 

Ocean Moors Heavy Forest Fen Arid Plateaus  

Shoals Hills Ancient Forest Marsh Badlands Crags 

 

The type of terrain affects how fast units can move through the terrain.  Some races gain special 

bonuses while in specific types of terrain.  For example, Elves gain a 20% movement bonus while moving 



through Forest type terrain and Dwarves gain a 20% movement bonus while moving through Mountains.  

It is possible that characters and/or military units can receive special training that allows them to move 

more easily through some types of terrain and/or give combat bonuses when fighting in a specific type 

of terrain.  

Rivers 
Rivers run between provinces, the same way that roads do.  Rivers can be level 1 – 4.  The larger the 

number, the larger the river and the easier it is to travel along the river. 

Travelling by land, following a river into a province increases the movement cost of the province as 

follows: 

 Level 1 river increases movement cost by 5%. 

 Level 2 river increases movement cost by 15%. 

 Level 3 river increases movement cost by 30%. 

 Level 4 river increases movement cost by 50%. 

Barriers 
Barriers block movement between provinces.   

Resources  
Each province may or may not have resources available to it. The type of resources present will dictate 

the value of the land. 

Improvements 
Provinces can have improvements built upon them.  These improvements include Villages, Roads, 

Fortifications, Castles, Wizard’s Towers, Watch Towers and Guard Towers. 

Caches 
Each province can have a cache of possessions.  These items can be randomly seeded during game 

creation or can be found when players drop items that they no longer wish to carry around with them.  

Special events during the course of the game can result in items being dropped in a province’s cache. 

Hot Spots  
Provinces will occasionally be identified as a “hot spot”. These hot spots typically represent 

opportunities for a player to perform some sort of special task here. The location may be a temple, a 

sacred burial site, or perhaps the location where a great battle took place. It may also be just some 

random location where a particular monster or character decided to take up residence. These hot spots 

are typically represented by some form of specialized icon on the game map. If you see one, you might 

want to carefully investigate it. 

Level Restrictions 
Some provinces will carry level restrictions preventing Stacks from having a level exceeding a certain 

value.  For example, a province may have a Level 5 restriction.  This means that no Stack with an 

encounter level higher than 5 may enter the province.  Similarly, no stack can have units added to it 

within this province causing its encounter level to exceed level 5.  This will prevent a player from 

bringing in 2 level 5 stacks and merging them to create a level 6 stack. 



Player vs Player (PvP) Restrictions 
Some provinces prevent any Player vs. Player interactions.  These provinces are considered safe zones 

preventing most forms of hostile actions from taking place. 

Spells 
A province can have one or more spells cast upon it.  As long as the spell remains active, it will continue 

to affect the province in some way. 

Baronies  
Baronies are groups of provinces that are controlled by a single city. This city is ruled by the Baron. 

If a player takes control of a barony, they will automatically control all provinces within its borders. 

Capital City 
The capital city represents the seat of the Barony’s government.  All provinces within the barony are 

ruled by this city.   

Villages 
Each province within the barony, except the province containing the capital, can have a village built 

upon it.  Building a village on a province potentially gives the capital access to the resources within the 

province. 

Territories  
A territory is a grouping of one or more Baronies.  The baronies within a territory need not be 

connected. 

A territory’s capital city is also a barony capital city. 

If a player takes control of a territory capital city, they do not automatically take control of all its 

baronies. However, they do take control of the city’s barony (as though it were a regular barony capital 

city) plus it will receive access to all of the resources within the territory’s baronies unless they are 

controlled by an enemy faction. 

For example, suppose a territory is made up of 3 baronies: Dryland, Portland and the Glades.  Dryland 

has access to Ivory and Copper.  Portland has access to Horse, Wheat and Stone.  The Glades has access 

to Amberwood and Oak.  However, the Glades is also the Territory Capital, so that capital city has access 

to no just Amberwood and Oak, but it also has access to Ivory, Copper, Horse, Wheat and Stone. 

Kingdoms  
A kingdom is a grouping of one or more Territories. A kingdom's capital city is often the most powerful 

of all cities within the kingdom. Territories within a kingdom need not be connected. 

The kingdom's capital city gains wealth from its own barony, plus it gets access to all the available 

resources of all the baronies in the kingdom. 

If a player takes control of a kingdom, they do not automatically take control of all its territories. 

However, they do receive access to the resources of all the kingdom's baronies unless they are 

controlled by an enemy faction. 



Regions  
Regions are a grouping of one or more provinces used to describe a geographical area on the map. 

Regions are not typically associated with kingdoms or territories, but they can be. For example, the 

Northern Planes region may be shared by several kingdoms and dozens of territories. However, the 

Elven Forest, may also be the same set of provinces as the Elven Kingdom. 

Capital Cities and Baronies 
Each Barony can have one and only one City in it.  It can however have as many villages as there are 

provinces in the barony (less 1, where the Capital City is).  All villages in the barony work to the benefit 

of the capital city. 

A city may hold up to 20,000 people.  For each "food" type province resource being cultivated, the city 

may grow an additional 5,000 people.  Cities can become "over-stuffed", allowing them to have more 

population than normal due to adventures.  Over-stuffed cities won't grow unless there are enough 

additional food type provinces in the barony.  The growth of a city is based on the races of the 

population present.  Races grow at their own rate.  For example, humans grow at a rate of 4%.  That 

means the humans in a city will increase by 4% each month.  If a city has a mix of races, the population 

of each race will grow in accordance with the population’s growth rate. 

Capital City Improvements 
City improvements can only be built in a capital city and they allow for the production of specialized 

items, as described below.  The level of the improvement and the availability of resources will dictate 

what items can be made at the various improvements.  When an improvement is initially built, its Level 

is 1.  The city can spend actions to increase an improvement’s level up to level 4. 

Barracks 
Barracks allow a city to train Military Units. 

Smithies 
Smithies allow a city to produce Weapons, Armor and Equipment. 

Livery 
Liveries allow a city to produce War Mounts. 

Lumber Mill 
Lumber mills allow a city to produce Artillery, a specialized type of Military Unit.  Each level of lumber 

mill provides 4 artillery points.  These points impact the type and quantity of artillery can be made in a 

single order. 

For example, a level 3 lumber mill has 12 artillery points per order.  If the artillery being created costs 4 

points, the mill can produce up to 3 of those in a single order.  Alternatively, a level 1 mill has 4 artillery 

points per order and would not be able to make a artillery that required 8 points to build. 

Shipyard 
Shipyards allow a city to produce Ships, a specialized type of Military Unit.    Each level of shipyard 

provides 4 ship points.  These points impact the type and quantity of ships can be made in a single order. 



For example, a level 3 shipyard has 12 ship points per order.  If the ship being created costs 4 points, the 

shipyard can produce up to 3 of those in a single order.  Alternatively, a level 1 shipyard has 4 ship 

points per order and would not be able to make a ship that required 8 points to build. 

 Shipyards can only be built at cities that are in a coastal province. 

City Actions 
The number of actions a city gets is based on the total population count in the city.  Each city gets a 

minimum of 1 action. For every 5000 people a city has, it gets 1 additional action up to a maximum of 5 

actions. 

Population Count Actions Available 
0-4,999 1 action 
5,0000-9,999 2 actions 
10,000-14,999 3 actions 
15,000-19,999 4 actions 
20,000+ 5 actions 

 

Training Military Units 
During each monthly production cycle, a city’s population will produce “Recruits”.  The number of 

recruits created depends on the population’s race and the number of people present.  Recruits may be 

trained to create military units, which are added to the City Garrison. 

Training War Mounts 
If a city has access to herd animals and it has a livery of sufficient quality to make use of the heard 

animals, it can spend an action training war mounts.  War mounts can be equipped on either military 

units or characters.  They can also be used to provide carrying capacity for a stack to allow the stack to 

carry equipment from one province to another. 

Making Weapons, Armor and Equipment 
Cities may spend an action making weapons, armor and equipment.  The quantity made is based on the 

size of the city and the type of item being made.  The base number used to create equipment is the 

square root of the total city population.  For example, a city with 10,000 population has a base 

production amount of 100.  If this city was making Spears, which might have a 2:1 production ratio, then 

the city would produce 2*100=200 spears.  If the city was making heavy Mithril plate armor, which 

might have a 2:5 production ratio, then the city would produce (2*100)/5=40 suits of armor. 

Some equipment requires the city to have special knowledge.  This knowledge can be obtained through 

Colleges or can be taught to the City by characters that know the secrets. 

Building/Upgrading Guilds and City Improvements 
Cities may spend an action creating or upgrading a single improvement, so long as the city has the 

necessary resources to do so.  For example, in order to build a Livery the city must have at least one 

“herd” resource being gathered.  Note: if the village that is gathering the resource that supports the 

improvement is destroyed, so is the improvement.  However, if there are two or more villages 

supporting the improvement and one is destroyed, the improvement is not lost. 



Building/Upgrading Villages 
Cities may build a village anywhere within its barony.  The cost to build a village is 5% of the city 

population.  Villages do not grow, nor do they count as city population.   

When a village is built, it’s considered a “level 1” village.  This means that it can harvest any “level 1” 

resources in the province.  A village may be improved one level each turn, up to level 4.  As a village 

improves in level, its ability to gather resources also improves. 

Attract Population 
Using Villages that are built on food resource provinces, cities can increase their existing population.  

The amount of new population that is generated by this action is based on the amount of existing 

population, that population’s growth rate and the number of different types of food type resources 

available to the city.  The formula is: 

Growth = population count * growth rate * .25 * qualifying village count 

For example, suppose a city has 5000 humans with a growth rate of 5% and 1000 elves with a growth 

rate of 4%.  The barony has 2 villages that are on food resource provinces.  The number of population 

gained from this action would be: 

Human Growth = 5000 * .05 *.25 * 2 = 125 

Elf Growth = 1000 * .04 * .25 * 2 = 20 

Conscript Recruits 
Orders the city to conscript recruits from one its population.  The number of recruits conscripted is 

equal to the square root of the population times the racial recruitment rate. 

For example, humans have a recruitment rate of 2%.  A city with 10,000 humans will conscript 

SQRT(10,000) * 2 = 200 recruits.  The population will also be reduced by 200. 

If a City is made up of multiple races, the conscription action takes population from all races to produce 

recruits.  For example, suppose a city is made up for 2500 Orcs with a recruitment rate of 2% and 1600 

Trolls with a recruitment rate of 5%, the city would produce SQRT(2500)*2=100 Orcs and 

SQRT(1600)*5=200 Trolls. 

* Note: this reduction in population can cause the city’s population to drop below an action threshold.  

If it does, the city would not lose any actions for the current turn, but they will have one less action 

available to them on the follow turn. 

Refer to the Game Orders/City Actions section for more details on available City Actions. 

Guilds 
Unlike other city improvements, guilds are capable of performing actions.  Regardless of the city’s 

population count, each guild can perform 1 action each turn.  What actions the guild can perform 

depends on the type of guild it is.  When performing actions that would resemble a character action, the 

“level” of the action is based on the level of the guild. 



In lieu of performing an action, the guild can choose to increase its level.  The chance of successfully 

increasing the guild’s level is equal to the (30 – Guild Level) * 5%.  Guilds up to level 10, have a 100% 

chance of success.  Additionally, each turn a guild has a 10% chance of spontaneously improving.   

Mage’s Guild 
Mage’s guilds can produce potions, research and learn spells, cast spells and hold spells that characters 

can learn from. 

Knave’s Guild 
Knave guilds can produce poisons, antidotes, and perform covert missions 

Warrior’s Guild 
Warrior’s guilds allow for the training of martial talents to soldiers. 

College 
Colleges allow for research into the creation of specialty items.  They also allow for enchantments to be 

placed on items in order to increase their power. 

Churches 
Churches can perform miracles, produce healing draughts, and heal characters and soldier units.  

Merchant’s Guild 
Merchant’s guilds are primarily responsible for establishing trade agreements for a barony in order to 

allow it to gain access to resources that do not exist within the barony. 

A merchant guild can only create a trade agreement for items within its barony.  Territory Capitals and 

Kingdom Capitals can only trade the resources within their barony, even if they have access to other 

resources as a result of them gaining access to resources from their subject baronies.  However, if a 

subject barony has access to a resource via a trade agreement, that barony’s territory capital and 

kingdom capital also gain access to that resource. 

Provincial Improvements 
Provincial improvements can be built in any province within a barony.   

Villages 
A village can give a barony access to a provincial resource if the level of the village is sufficiently high.  

For example, Rice requires a level 1 village where Mithril requires a level 4 village.  If a province has 

Mithril, but the village level is less than 4, the Capital City will not get access to the resource. 

Fortifications 
Fortifications give bonuses to soldiers defending the province in which the fortifications are present.  

Cities can build one level of fortifications each turn.  In order to build fortifications, the city must have 

access to the necessary resources.  The fortifications start at level 1 and can be increased each turn up 

to level 4. 

 Level 1 fortifications requires access to Oak.  DF bonus of 50% 

 Level 2 requires access to Stone.  DF bonus of 100%. 

 Level 3 requires access to Iron.  DF bonus of 200%. 



 Level 4 requires access to Mithril (or similar magical material).  DF bonus of 300% plus 20 MAR. 

Example: a soldier unit with Laminated Armor (DF10) behind wooden walls gains a 50% DF bonus, 

increasing his DF from 10 to 15.  A soldier with chainmail armor (DF8) behind the same walls would have 

an effective DF of 12.  These same two soldiers behind ironclad walls would have DF ratings of 30 and 24 

respectively. 

Fortifications can be built in any province in a barony.  As long as the barony has access to the necessary 

resources, fortifications can be built. 

Watch Tower 
Watch towers are used to sight enemy forces and defend against covert attacks.  Watch towers have a 

viewing range of 1 hex per level of tower.  Watch towers have a 100% chance of sighting any stack that 

does not have an active invisibility spell on it. 

Watch towers may be built on any province within the area of a barony.  To build a watch tower, the city 

must have access to Oak and have a level 10 Knave’s guild. 

Guard Tower 
Guard towers contain artillery units, designed to attack any sighted enemy forces within 2 provinces of 

the guard tower that contain either ships or artillery.  Guard towers may be built on any province within 

the area of a barony.   To build a guard tower, the city must have access to Oak and Stone and have a 

level 4 lumber mill.  A guard tower gets 1 attack on each enemy force that is sighted.  If the force is 

moving and is sighted in more than 1 province, the tower will attack it in each province that it is sighted 

in.  With each attack, the guard tower has a Level * 7% chance of sinking a random ship and a level * 

15% chance of destroying an artillery. 

Wizard Tower 
A wizard tower is used to magically sight enemy forces.  A wizard tower has a viewing range of 1 hex per 

level of the tower. Wizard towers have a 100% chance of sighting any stack that has an active invisibility 

spell on it. If the stack has no invisibility spell active, the wizard tower will not sight it. 

Castles 
Castles are used to force a battle to take place in a particular province.  If an enemy is sighted within 2 

hexes of a Castle and that sighting results in the City Garrison engaging the enemy, the battle will take 

place in the province of the Castle.  The City Garrison will then gain all the defensive bonuses of the 

Castle’s fortifications plus any terrain advantages.  To build a Castle, the city must have access to Stone 

and have a level 10 Warrior’s guild. 

If there is more than 1 castle engaged, the castle nearest the enemy soldier will be selected.  If the two 

castles are equidistant to the enemy, one castle will be selected at random. 

Roads 
Roads decrease the movement cost of a province.  The quality of the road dictates the effect it has on 

movement costs. 

Level 1 roads decrease movement cost by 5%. 

Level 2 roads decrease movement cost by 15%. 



Level 3 roads decrease movement cost by 30%. 

Level 4 roads decrease movement cost by 50%. 

*** note: in the current version of the code, there are only level 1 roads and they decrease the cost by 

50% 

City Garrison 
Each city can maintain a garrison of military units and supporting characters.  The garrison is responsible 

for the safety and wellbeing of every province in the barony.  If any enemy force is sighted entering the 

barony, the garrison can immediately attack the enemy in the province in which it was sighted. 

Encounter Orders 
The City Garrison can be told how to react depending on the enemy force that enters the barony.  This 

includes deciding whether or not the garrison will engage the enemy in the field, or stay hunkered down 

behind their fortifications. 

Garrison encounter orders are triggered under the following conditions: 

1. An enemy force is sighted moving inside the barony. 

2. An allied force enters into the barony and an enemy force is inside the barony. 

Allied Forces 
All allied forces must come to the aid of the City Garrison if it decides to engage the enemy when it is 

seen entering the barony.  If the City Garrison does not engage the enemy in the field, all allied forces 

will immediately move into the City province to gain the protection of any fortifications present. 

Neutral forces do not have to take part in the battle, but they are permitted to assist in the defense of 

the barony if they choose to do so. 

  



Races 
The game world can be filled with many races.  Some races can be radically different than the others, 

but they all share the same basic set of attributes. 

Attributes 
 Strength 

 Dexterity 

 Constitution 

 Intelligence 

 Wisdom 

 Charisma 

Movement Rate 
 Land Rate & Carrying Capacity 

 Air Rate & Carrying Capacity 

 Sea Rate & Carrying Capacity 

Growth 
 Growth Rate 

 Conscription Rate (the percentage of population that can be converted into recruits each action 

or the rate at which new recruits are added during the monthly production cycle.) 

Slaves 
Whenever a city is conquered, all “hostile” population are considered to be enslaved.  The key 

differences between Slave races and free races is that slave races do not grow nor do they produce 

recruits.  The definition of “hostile” changes from module to module. 

Recruits 
Whenever recruits are created, either through the monthly production process or through conscription, 

they are placed into the City’s possessions as “items”.  Recruits can be transferred from a city to a stack 

and sent to other cities for training. 

Miscellaneous 
 Size (the size of the race – used only for determining if the race ca Ride particular mounts) 

 Weight (important when the race is considered a burden) 

 Type (Civilized, Nomad, Barbarian, Monster) – may not have a purpose other than to be 

descriptive or for module specific reasons 

 Resources obtained when race is killed (item type and quantity for each type of resource 

obtained) 

  



Characters 

Overview 
Characters represent the heroes of the game world. 

Skills 
Skills can be Trained, Untrained, or Built-In. 

When a skill is defined as trained, the character’s skill level can be raised up to the character’s class 

level.  This means that if a character is Level 12, she may increase her skill level in Trained skills up to 

level 12. 

When a skill is defined as Untrained, the character’s skill level can be raised up to ½ of the character’s 

class level, rounded down.  This means that if a character is Level 13, he may only increase his Untrained 

skills up to level 6. 

When a skill is defined as Built-In it means that the character gains levels in this skill without having to 

spend points on it.  For example, a level 11 mage will automatically be a level 11 magic user. 

Spell Craft 
Ability to teach or learn a spell.  Each spell level is equal to 5 levels of spell craft.  Somebody who has 

spell craft 10 can teach a level 2 spell to somebody that has spell craft 1.  Somebody who has a spell 

craft 10 can learn a level 2 spell from somebody who has spell craft 1.  But, somebody with spell craft 1 

cannot teach a level 2 spell to somebody with spell craft 1 (because neither of them is qualified). 

Potions 
Potions are special items that characters can “drink” to gain the benefits of the potion.  The potion skill 

allows a character to research recipes for potions and with the correct ingredients, produce potions. 

The quality of the potion created is dictated by the level of the character.   

Character Level Potion Level 

1-5 Weak 

6-10 Minor 

11-15 Standard 

16-20 Improved 

21-25 Strong 

26-30 Potent 

31+ Superior 

 

The effect of the “level” of the potion may differ depending on the potion, but the quality of the potion 

will always an indication of the potions quality. 

Enchantments 
Ability to increase the enchantment level of a basic item. 



Magic User 
The level of the character magic user skill affects how much mana the user can store.  It also identifies 

how powerful a magical item the character can use (and cast its spells).  For example, a level 13 Warrior 

with level 5 Magic User skill can cast any spell imbued on an item up to level 1 (each 5 levels allows 

casting of 1 level of spells) and can hold up to 5 points of mana. 

Knight 
Knights gain an AF% bonus equal to one half of their knight level squared plus an additional Knight 

Level% AF bonus for each point INT.  They also gain a DF bonus equal to their INT – 10 and a Knight HL 

bonus to Blade and Axe Weaponmaster skills. 

Ranger 
Ranger skill gives a movement rate bonus equal to their ranger level * 3%.  They also gain their ranger 

HL squared plus WIS - 10 in MAR plus a Ranger HL bonus to Bow and Exotic Weaponmaster skills.  

Rangers can also sight any invisible unit where the ranger’s level is greater than or equal to the level of 

the invisibility spell on the unit. 

Berserker 
Berserkers gain an AF% bonus equal to their berserker level squared plus an additional 10% AF bonus for 

each point CHA.  They also gain their berserker HL squared plus CHA - 10 in SAR plus a Berserker HL 

bonus to Hammer and Pole Weaponmaster skills. 

Weaponmaster 
Gives the character a 15% AF bonus for each level of weapon master, plus an additional Weaponmaster 

HL squared POW bonus, when equipped with a weapon in their school of mastery (blade, axe, hammer, 

staff, bow, exotic) 

Blade Specialist 

Gains the weapon master bonuses when equipped with weapons that have the keyword “Blade”.  Plus 

an additional AF% bonus = Blade HL * Average(STR, INT) 

Axe Specialist 

Gains the weapon master bonuses when equipped with weapons that have the keyword “Axe”.  Plus an 

additional AF% bonus = Axe HL * Average(STR, CON) 

Bow Specialist 

Gains the weapon master bonuses when equipped with weapons that have the keyword “Bow”.  Plus an 

additional AF% bonus = Bow HL * Average(DEX, WIS) 

Pole Specialist 

Gains the weapon master bonuses when equipped with weapons that have the keyword “Pole”.  Plus an 

additional AF% bonus = Staff HL * Average(INT, WIS) 

Hammer Specialist 

Gains the weapon master bonuses when equipped with weapons that have the keyword “Hammer”.  

Plus an additional AF% bonus = Hammer HL * Average(STR, CHA) 



Exotic Weapon Specialist 

Gains the weapon master bonuses when equipped with weapons that have the keyword “Exotic”.  Plus 

an additional AF% bonus = Exotic HL * Average(DEX, CHA) 

Troop Training 
Characters with the Troop Training skill can impart XP upon military units that they spend time training.  

The amount of XP provided is based on the skill level of the trainer and the number of soldiers in the 

target military unit. 

Poisons 
Ability to combine ingredients to make poison potions that when used by a character allows them to 

deliver poison damage when they attack.  The effects of the "poison attack" vary depending on the type 

of poison in the potion. 

Covert Skills 
When performing generic covert missions, the character’s highest covert skill is the skill that is measured 

when determining the chance of success.  When performing specialized covert missions, the specific skill 

is what is measured when determining the chance of success. 

When performing anti-covert missions, the skill used is based on the skill used in the attack.  If the 

character is performing an anti-assassination action (automatically happens if an assassination attempt 

is made on the character), it will be the character’s Assassin skill that is measured. 

Spy 

Improves the character’s chances when conducting Spy missions. 

Thief 

Improves the character’s chances when conducting Thief missions.   

Assassin 

Improves the character’s chances when conducting Assassination missions. 

Stealth 

The stealth skill improves a character’s chances of not being sighted by Towers and Agents.  Stealth is 

also used as a defense against covert attacks. 

Stealth is never used in determining the success or failure of a covert mission, but it does affect the 

character’s ability to successfully escape from a covert mission. 

Faith 
A character’s faith gives them access to their divinity’s spells.  The spells they can have access to are 

based on the level of faith of the character and the level of the divinity’s spell.  The spell level they get 

access to equal to the character’s faith level divided by 5, rounded up.  This with a faith level of 1-5 have 

access to all of their divinity’s level 1 spells.  At levels 6-10, the character gains access to the divinity’s 

level 2 spells, and so on. 

Faith also provides the ability to reduce the strength of a church of a different religion and/or the ability 

to convert a church in a location to the character’s religion.   



Character Classes 
Each character class defines which skills will be trained, untrained and built-in.  For each trained and 

built-in skill, a character gains a percent bonus to that skill equal to the average of their two related 

attributes.  For example, Knaves are based on DEX and INT.  A level 10 knave (which has stealth 10 by 

default) that has 22 DEX and 11 INT will gain a 33/2% bonus to his Stealth skill, increasing it by 1.65 to 

11.65 (rounding it down to 11).  If this same knave had increased his exotic weapon skill to 9, he would 

also gain a 16.5% bonus to that skill, increasing it to 10.49 (rounded down to 10). 

Mage (INT/WIS): spell craft(built-in), potions, scroll making, staffs, stealth, magic user (built-in), healing 

Warrior (STR/CON): knight, ranger, berserker, sword, axe, bow, hammer, stealth, troop training (built-

in) 

Knave (DEX/INT): poisons, antidotes, spy, thief, assassin, sword, bow, exotic, stealth (built-in) 

Priest (??/??): stealth, healing, faith (built-in) (NOTE: attributes and trained/built-in skills are all based 

on the religion as defined in the game module.  The only constants are Stealth, Healing and Faith.  

Priests cannot teach or learn spells like other classes.  They get their spells from their deity based on 

their faith level.  As soon as a priest’s faith level exceeds the minimum faith required for the miracle, the 

spell is added to their spell book. 

Bard (WIS/CHA): stealth, sword, bow, exotic, magic user (built-in), spy, spell craft, enchantments, 

crafting 

Merchant (CON/CHA): stealth, sword, bow, thief, spy (built in), magic user, enchantments, crafting 

Titles 
Titles are earned by characters when quests or adventures are completed.  The effects of having a title 

behave similarly to the effects of equipped items.  In some cases, the title represents nothing more than 

an indication of an achievement while in other cases the title can provide profound benefits. 

Military Units 
Military Units are similar to characters except that a unit ca Represent anywhere from 1 to 500 soldiers 

and a military unit cannot perform actions.  There are also specialized forms of military units including 

Ships and Artillery. 

Because, Ships and Artillery are special they follow a different set of rules.  They are outlined in their 

own section. 

Creating a Military Unit (MU) 
Military Units (MUs) require Recruits as basic components during the creation process.  Military units 

must be created at a City with a Barracks.   

Once a military unit is created, it receives Hit Points based on the recruit’s race times the number of 

recruits trained.  If the MU takes 100% wounds it is destroyed.  MUs that have taken less than 100% 

wounds can heal back to full strength.  



Wounds affect the MUs HP but not DF.  The MUs HP is reduced by their percentage of wounds.  For 

example, if an MU that would normally have 1000 HP had 20% wounds, their effective HP would be 

reduced to 800. 

Wounds affect the MUs carrying capacities by reducing them by the percentage of wounds.  This loss in 

carrying capacity can potentially affect the MUs movement speed by causing them to become 

overburdened.  The idea here is, injured soldiers can’t walk and must be carried.  If the stack can’t carry 

the wounded troops, it must remain where it is. 

Train Combat Unit 
Characters and Warrior Guilds use their Soldier Training skill to improve the quality of the target Unit(s).  

The chance of success is based on the character’s training skill and the level of the unit being trained.  

For every point above the training level of the target unit, the player will get a +1 bonus to their training 

roll. 

Training results are based on a D20.  If a player rolls a 1, the units take an XP penalty.  If the player rolls a 

20, the soldiers will get an XP bonus. 

The amount of XP earned is based on the current level of the unit.  If the unit’s current level requires 50 

XP.  The next level requires the soldiers to have 100 XP.  The difference in XP between the levels is 50.  

This number is important because that is the number that all of the XP earnings are based on. 

The player needs to roll 10+ to be successful.  This number is augmented by the difference between the 

sponsor’s level and the unit’s current level.  Suppose the unit in question is Level 3.  The trainer is Level 

10. The difference between their levels is +7.  This is the bonus that gets added to the player’s roll. 

If the player rolls a natural 1 – the training mission fails spectacularly and the soldiers lose 50% of the XP, 

which in this example is 25XP. 

If the player rolls over 10 (including the bonus), the soldiers will earn XP.  The amount of XP they earn is: 

11-15 = 25% gain (so in this case it would be 12 XP) 

16-20=50% gain 

21-25 = 75% gain 

26+ = 100% gain. 

If the player rolls a natural 20, a 50% gain is added onto whatever they rolled.  In this example, the 

character had a +7 bonus, which gives him a 27 on his roll.  26+ gives 100% bonus and he gets an 

additional 50% bonus for rolling a natural 20.  This means the soldiers will earn 75XP during the training 

session. 

Upgrading a Military Unit 

Adding Talents 
When a military unit is created, it can be given up to 3 talents.  At level 4, and every 4th level after that, a 

military unit gains a new talent.  These talents can be added to the unit at any City with Guilds that can 

supply the necessary talent.  The type and quality of the guild will dictate the type of upgrade that can 

be made to the unit. 



Changing Talents 
A military unit may change any talent it has for a new talent.  However, doing so causes the unit to lose 

XP equal to the amount of XP required to achieve their next level.  For example, suppose a level 13 unit 

with 475 XP wanted to change a talent.  Doing so would cost them XP equal to the difference between 

their current level (455) and their next level (525), which is 70XP.  This would cause their XP to drop 

from 475 to 405, reducing them from a level 13 unit to a level 12 unit. 

Note: there is a complication here if the loss in XP disqualifies the unit from being able to add a 

replacement talent back.  If so, the talent is removed but they don’t get a talent point added.  The new 

talent point will be added when the unit achieves the next talent level. 

Gaining XP 
MUs, including ships and artillery, gain XP the same way that characters do.  XP can be gained through 

training, combat or Quests. 

For example, a player may choose to complete a quest that requires a Level 10 Legion to travel to an 

outpost to deliver supplies.  For completing the quest, the Legion receives 10,000 XP which is divided up 

among the MUs and Characters in the stack.  The distribution of the XP would be based on the relative 

contribution of each MU in the stack. 

Encounter Levels (EL) 
Encounter levels for MUs are calculated a bit differently than they are for characters.  To calculate the EL 

of a military unit, you have to consider both its level and the number of soldiers present. 

The EL of an MU is based on the following formula: 

Level + Square Root(number of soldiers / 25) - rounded to the nearest whole number. 

For example, a level 3 MU with 100 soldiers would have an encounter level of: 3 + Square Root(100/25) 

= 5. 

Once the ELs of the MUs are calculated, they can be used to calculate the EL of the Legion in the same 

way ELs are calculated for Character Parties which is as follows: 

Combine pairs of same level units and add 1 to their level.  Keep doing this until there are no more 

matching pairs.  Take the sum of the level of the units lower than the highest level unit.  If the sum is 

greater than the highest level unit, add 1 to the highest level unit. 

For example, suppose you have a stack that has 5 units of levels 2, 2, 3, 4, 4. 

Combine the like level units and add 1 to their level.  This leaves us with (2+2)=3, 3, (4+4)=5.  The pair of 

3's can then be combined to create a 4, leaving us with a level 4 and a level 5. 

Take the sum of the level of the units lower than the highest level unit (a single level 4).  The sum is not 

higher than the highest unit, so the EL for the stack is 5. 

If the stack contained 3, 4, 4, 4, 5 the outcome would have been 3, 4, 6.  The sum of 3+4 > 6 so the EL for 

that stack would have been 7.  Here is a breakdown of the calculations: 

3, (4+4)=5, 4, 5 



3, 4, (5+5)=6 

3+4 > 6 giving us an EL 7. 

Artillery 
Artillery is a general term for specialized MUs that have Bombard capabilities.  In standard combat, 

artillery units are assumed to be manned by 25 soldiers.  In standard combat, the artillery behaves like a 

normal 25 soldier MU.  Note: the race of the recruits used is maintained in the creation of the artillery.  

The soldiers must be equipped like any standard military unit. 

There are various forms of artillery, each with their own unique properties and cost.   

NOTE: these values are only a sample of what artillery might look like in a module.  The design of the 

artillery is completely up to the module designer. 

Ballista 
A ballista launches huge missiles at a city, damaging its walls or towers.  Each ballista attack randomly 

reduces the city's walls or towers by 1. 

Ballista have a range of 1 and a movement speed of 25. 

Creating a Ballista requires 25 recruits, access to Oak and Iron. 

Catapult 
A catapult launches huge boulders at a city, damaging its walls or towers.  It also has a chance of doing 

internal damage to the city, by reducing the level of a guild.  Each catapult attack randomly reduces the 

city's walls or towers by 1 and has a chance of reducing a random guild level by 1. 

Catapults have a range of 1 and a movement speed of 20. 

Creating a Catapult requires 25 recruits, access to Oak and Iron. 

Trebuchet 
A trebuchet is an advanced catapult that launches huge boulders at a city with a great amount of force.  

A trebuchet ca Reduce the city's walls and towers up to 3 points and ca Reduce a city's guild by up to 3 

points. 

Trebuchets have a range of 2 and a movement speed of 20. 

Creating a Trebuchet requires 50 recruits, access to Oak, Stone and Iron. 

Ships 
Ships, like all military units have three types of movement rates and carrying capacities: land, air and 

sea. In almost all cases, they have no carrying capacity for either land or air. In some rare instances, they 

have no carrying capacity or movement rate for water. 

Ships, like all military units, must be assigned to a Battle Slot. 

A fleet may move so long as the total combined carrying capacity of the ships exceeds the burden 

weight of all characters, military units and items. If for any reason the burden outweighs the carrying 

capacity, the fleet cannot move. 



A player may choose to throw cargo overboard in order to reduce its burden and allow the fleet to 

move. Anything thrown overboard becomes flotsam and can be retrieved by any Fleet passing through 

the province. All flotsam becomes a provincial "cache". 

All ships are created at Shipyards.  Some ships have Bombard capabilities the same way that Artillery do.   

In standard combat, ships are assumed to be manned by soldiers.  In naval combat, the ship behaves like 

a normal soldier MU.  See Naval Combat for more details. 

Note: the race of the recruits used is maintained in the creation of the ship.  The soldiers must be 

equipped like any standard military unit.  (yes, yes … this can create all sorts of logical inconsistencies … 

but you just have to go with it.) 

Note: a ship that takes 100% wounds is considered "sunk".  All of the items on board become flotsam.  

All of the characters and military units are considered “drowned” and are killed.  Military units are 

“buried”.  Characters become dead flotsam. 

Ships have 2 different types of carrying capacity.  The first is Troop Carrying Capacity, which specifies 

how much weight (in military units) a ship can carry.  This weight is the sum of a military unit’s racial 

weight plus all of the soldier’s equipment.  For example, humans weigh 35, plate mail weighs 12 and 

broadswords weigh 1.2.  If there are 100 human soldiers in military unit wearing plate mail carrying 

broadswords, this unit would weigh 100*(35+12+1.2) = 4820. 

For ships, the equipment that units are wearing is considered cargo weight.  Soldiers and characters 

racial weight will be counted towards the Troop Carrying Capacity while all gear, mounts, etc. will be 

counted toward cargo capacity. 

Note: these ship designs may or may not be the same as what is in the module.  Always refer to the 

module compendium for specific details. 

Barge 
In general, a barge is a slow moving ship that has a very high carrying capacity.  It typically has a very 

small crew, giving it minimal combat abilities. 

Speed = 25, Troop CC=25,000, CC=15,000, Recruits required = 5, Cost=2 ship points, Requires Oak 

Merchant Vessel 
Merchant Vessels are fast moving ships with a high carrying capacity.  They typically have only a small 

crew, giving it limited combat abilities. 

Speed = 45, Troop CC=1,000, CC=25,000, Recruits required = 15, Cost = 2 ship points, Requires Oak 

Runner 
Runners are very fast ships with limited carrying capacity and crew.  These are typically used to shuttle 

Characters around because of their great speed. 

Speed = 55, Troop CC=250, CC=100, Recruits required = 5, Cost = 1 ship point, Requires Oak 



Light Warship 
Light Warships are fast ships with a decent crew compliment.  They can be used to shuttle characters 

and soldiers alike.  They are often used as guard ships for Merchant Vessels because they can match 

their speed.  They are also the preferred ship used by Pirates because of their speed and versatility. 

Speed = 45, Troop CC=5,000, CC=3,000, Recruits required = 50, Cost = 4 ship points, Requires Oak, 

Ballista = 1  

Heavy Warship 
Heavy Warships are fast ships with a large crew compliment.  They are slower than Merchant Vessels 

and they are primarily used to bring an invasion of soldiers to its target. 

Speed = 35, Troop CC=15,000, CC=10,000, Recruits required = 100, Cost = 4 ship points, Requires Oak & 

Iron, Ballista = 2 

Dragon Ship 
Dragon Ships are very large, slow moving combat vessels with a very large crew compliment.  They have 

limited carrying capacity because they are laden down with 6 catapults, giving them devastating 

bombardment capabilities. 

Speed = 25, Troop CC=5,000, CC=3,000, Recruits required = 200, Cost = 8 ship points, Requires Oak & 

Iron, Catapults = 6 

 

Agents 
Agents are special units that are summoned by characters and guilds to do their bidding.  Agents, when 

placed in a stack with no characters or military units, creates a specialty stack called an Agitator.  

Agitators can cross enemy lines without causing an encounter. 

When an agent is summoned by a character, the agent’s skill levels are set to mirror that of his owner.  If 

an agent is summoned by a guild, the agent’s skill levels equal the level of the guild for all trained and 

built-in skills related to the character class associated with the guild. 

Agents get 1 action each turn.  Actions available to agents are very limited, but they can also be very 

powerful. 

A character or guild can only have one active agent at a time.  Summoning another agent, while one is 

active, removes the current agent and replaces it with a new agent.  The new agent will begin in the 

same stack, city or province as the character who summoned him.  

Stacks 

Overview 
Stacks are playing pieces that can hold characters, military units, agents and possessions.  They are the 

only playing piece that can be moved on the game board. 



Each player is allocated 15 stacks for the duration of the game.  Empty stacks can be removed from the 

game board at any time, but they cannot be put back into play until the following turn. 

Naming Conventions 
Depending on what a stack is made up of, it will be referred to by particular names as described below.  

All stack types can have items in their possessions. 

Party 
A stack that has only Characters and/or Items in its possessions is referred to as a Party. 

Legion 
A stack that has Military Units of any sort is referred to as a Legion. 

Agitator 
A stack that is made up of only Agents is referred to as an Agitator.  Agitators can move through any 

barony, including enemy baronies, without fear of attack from other stacks.  Agitators can be attacked 

by Agents and/or other Agitator stacks. 

Fleet 
A stack that has Ships present is referred to as a Fleet. Fleets have a special set of rules associated with 

them. Fleets are a special classification of Stacks that have Ship type military units assigned to it. 

City 
A city is a specialty stack that cannot move. A city can hold any number of military units, characters and 

possessions. Cities can also have additional enhancements that are not available in a traditional stack. 

These improvements include Guilds, Fortifications and Provincial Improvements. 

Cities do not count as stacks in a player's "stack limit". 

Actions 
Stacks can perform one quest action or one military action each turn. It can perform move actions so 

long as it has available movement points.  Movement can be done before and/or after the stack 

performs its action.  Some quests and military actions can only be done before the movement phase and 

will use up all of the stack’s movement points. 

Carrying Capacity 
Each stack has a separate carrying capacity for each type of possible movement (ground, air, water). If 

the stack has more weight than it can carry for any given mode, it cannot move in that mode.  For 

example, suppose a party has a single character riding a flying mount.  The flying mount has an air 

carrying capacity of 50 and a ground carrying capacity of 75.  The character, plus all his gear weight 70.  

The character is then overburdened for flight but not for ground movement. 

Movement 
A stack can be moved around the game map so long as it has available movement points. The amount of 

available movement points is based on the slowest unit in the stack, be it a character, a military unit or 

an item with carrying capacity. 



If a stack has more burden than it has carrying capacity, it is considered to be overburdened.  There are 

different allowances and penalties for overburdening depending on the movement type. 

Overburdened Ground Movement 
Ground movement will allow for up to 75% overburdening before a unit (and the stack she’s in) has its 

movement rate reduced to zero.  For example, a unit with 100 ground carrying capacity can carry up to 

175 weight units before it is unable to move on land. 

The speed penalties are as follows: 

 Up to 20% overburdening – 10% speed penalty. 

 Up to 40% overburdening – 25% speed penalty. 

 Up to 60% overburdening – 50% speed penalty. 

 Up to 80% overburdening – 75% speed penalty. 

 Over 80% overburdening – 100% speed penalty (can’t move) 

Note: if any unit in a stack is completely overburdened, the stack cannot move on the ground. 

Overburdened Air Movement 
Air movement will allow for up to 20% overburdening before a unit (and the stack she’s in) has its 

movement rate reduced to zero.  For example, a unit with 100 ground carrying capacity can carry up to 

120 weight units before it is unable to fly. 

The speed penalties are as follows: 

 Up to 20% overburdening – 50% speed penalty. 

 Over 20% overburdening – 100% speed penalty (can’t move) 

Note: if any unit in a stack is completely overburdened, the stack cannot fly. 

Overburdened Water Movement 
Water movement will allow for up to 30% overburdening before a unit (and the stack she’s in) has its 

movement rate reduced to zero.  For example, a unit with 100 ground carrying capacity can carry up to 

130 weight units before it is unable to move on water. 

The speed penalties are as follows: 

 Up to 10% overburdening – 30% speed penalty. 

 Up to 30% overburdening – 60% speed penalty. 

 Over 30% overburdening – 100% speed penalty (can’t move) 

Note: if any unit in a stack is completely overburdened, the stack cannot move on water. 

Stack Possessions and Burden 
A stack can have both burden and carrying capacity in its item possessions.  If a stack has more burden 

than it has carrying capacity, the units in the stack (characters, military units and agents) will NOT try to 

help carry the extra weight.  The weight must be manually distributed by the player to ensure optimal 

distribution. 



Pathfinding 
The Cohorts game engine will do it's best to find the fastest path for a stack to get from point A to point 

B.  How it determines the best path is based on a highly complex set of rules.  These are the highlights of 

those rules.  Understanding this will help you understand why the game is suggesting the path it is. 

Base Speed 
The base speed of the stack is always based on the slowest unit.   For example, suppose we have a stack 

made up of an Elf character and a Dwarf character.  The Elf has a base movement speed of 35 while the 

Dwarf has a base movement speed of 28.  Using these two speeds, the base movement rate of the stack 

will be 28, which is the speed of the slowest unit. 

Modifiers 
Each unit in the stack may be bringing with a set of movement modifiers.  Additionally, there may be 

spells on the stack that also modify its movement.  These modifiers might be for a specific terrain type 

or they may be a generic modifier that affects movement in general. 

Taking the above example further, Elves have a -20% modifier when moving through any Forest 

province.  Dwarves have a +10% movement penalty when moving through a Forest province.  The 

overall modifier for this stack when moving through a Forest province is -20% + 10% = -10%.  What this 

would mean is, if the movement cost of moving through a Forest province is 10, it would actually only 

cost this stack 9 points because of the movement modifier they're getting in Forest.  Had the elf not 

been present, the stack would have not received his -20% modifier, leaving him with just the +10% 

modifier.  This means that rather than costing 10 points to move into the forested province, it would 

have cost 11 movement points (10% more than usual).  

Other modifiers, like spells, affect the stack and all units in it.  For example, casting the spell Lesser 

Charm of Speed on a stack gives the stack a +10% bonus to its movement rate.  In the above stack, the 

improvement is based on the slowest unit (the dwarf) which results in the stack now having a base 

speed of 28+10% = 30.8.  If the dwarf was removed from the stack, leaving only the Elf, the stack would 

now have a base speed of 35+10% = 38.5. 

Mounted Units 
Any unit that is riding a war mount uses the speed and movement type of their mount.  In most cases, 

this is a benefit to the rider.  In some cases, it could mean that the rider is actually slower while 

mounted.  Pick an Avian for example.  In the module Veil of Entropy, the Avia Race has a ground speed 

of 35 and a flight speed of 25.  If a player decided to put his Avian character on a war pony, which has a 

land movement speed of 30 and no flight movement speed, then this character now walks slower than 

he could before and he cannot fly.  I can't think of a reason for why the player would do that - but if he 

did, that's what would happen! 

A better and more likely scenario might be that a player takes his flightless human character, which has 

a movement speed of 32.  He puts that human on a Griffon, which has a land movement speed of 50 

and a flight movement speed of 35.  This means that this human now has a land movement speed of 50 

and a flight movement speed of 35. 



Movement Point Consumption 
The idea of removing a unit from a stack brings up an interesting topic.  Suppose a stack is arranged with 

an Elf and a Dwarf and no other modifiers.  The stack moves through two forested provinces which have 

a total cost to the stack of 18.  Now, after moving through the two provinces the dwarf is transferred to 

another stack, leaving the Elf by himself.  When that happens, how many movement points does the Elf 

have remaining and how many does the Dwarf have remaining?  In this particular case, the stack has 

spent 18 movement points.  The slowest unit in the stack was the dwarf, who has a base speed of 28.  

This means that everybody in the stack has used up 18/28 = 64.3% of their movement.  The dwarf would 

have to have 10 points remaining and the Elf would have 12.5 points remaining. 

This point also gets a bit more complicated if a character is mounted and after having moved a few 

provinces decides to dismount and carry on walking.  Using the human on a griffon example from above 

(assuming he's the only character in the stack), the human travels at a ground speed of 50 and a flight 

speed of 35.  Suppose that the stack flies for 4 provinces and uses up 10 of 35 movement points.  This 

character has used up 10/35 = 28.6% of their movement points.  If that character dismounts and starts 

walking (at a speed of 32), the character would have 71.4% of 32 = 22.8 movement points remaining. 

Gates 
Gates are special features in some provinces. By crossing through a gate, the stack is magically 

teleported to another province somewhere on the map or even to a province in an alternate Realm. 

Gates are unidirectional.  Just because there is a gate in the source province it doesn’t mean that there 

will be a gate back in the target province. 

Enemy Territory 
Moving a stack into a barony that is controlled by an enemy faction is an act of war. If the Barony has 

defensive forces available, they may immediately attack your stack. 

Neutral Territory 
Stacks may move into a barony that is controlled by a neutral faction. All "wild" baronies are considered 

neutral. While in neutral territory, a stack will not defend the barony nor will the barony's capital city 

offer it safe haven from hostile forces. 

Allied Territory 
Stacks may move freely through a barony that is controlled by an allied faction. All allied stacks within an 

allied territory will defend the barony if it is attacked, or if the invading forces are too strong, will retreat 

to capital city for protection. 

Items  
An item can be considered anything that can tracked as a possession.  All items have a basic set of 

attributes: 

 Name: what the item is called 

 Weight: how much the item weighs when carried 

 Classification: a way to group items, particularly meaningful for equipment and consumables like 

potions. 



Items with Carrying Capacity 
Some items can be used to transport other items.  When placed in a stack, the carrying capacity of these 

items increases the overall carrying capacity of the stack. 

 Land Speed: how fast the mount travels on land 

 Air Speed: how fast the mount travels while flying 

 Water Speed: how fast the mount travels while on water 

 Land Carrying Capacity: how much weight the item can carry on land 

 Air Carrying Capacity: how much the item can carry while flying 

 Water Carrying Capacity: how much the item can carry while on water 

Equipment 
Equipment are special types of items that can be “equipped” by Characters and Military Units in order to 

bolster their abilities.  There are no “sizes” for equipment – it’s a one-size-fits-all scenario. 

Classifications 
Equipment comes in the following classifications.  With the exception of weapons, only one item of each 

classification may be equipped at one time: 

 Weapons (up to 3 weapons may be equipped at one time: main hand, off hand and ranged) 

 Armor 

 Head gear 

 Back gear 

 Hand gear 

 Finger gear 

 Foot gear 

 War Mount 

Characteristics 
All equipment has the same basic set of characteristics.   

 Modifier list: items can modify one or more attributes or skills while equipped 

 Spell list: items can provide one or more spells while equipped 

 Talent list: items can provide one or more talents while equipped 

 Hit Point modifiers: can increase/decrease the wearers effective HP levels 

 Special Attack Type/strength: any item that carries a special attack will have its attack type and 

strength added to the unit’s special attack during combat. 

 Power bonus: offers a bonus to the attacker’s Power Rating during an attack. 

 Defense Factor bonus: offers a DF bonus to the wearer. 

 Resistance bonus: offers an RES bonus to the wearer. 

 Resistance<type> modifiers: provides bonus/penalty against various types of attacks 

Equipment Bonuses 
When equipped items provide bonuses (or penalties), the bonuses are added up and then applied.  For 

example, suppose a character has a ring of strength that provides +10% strength bonus and a belt of 



strength that provides a 50% strength bonus.  If the character has a base strength of 10, the effective 

strength for the character would be 10 * 1+(10%+50%) = 16. 

The same holds true for spells, supernatural statuses, titles, etc.  If anything provides a percentage 

bonus increase, the values are all summed up and then applied to the base value of the unit. 

Some equipment bonuses provide a direct “add” bonus.  These bonuses apply to only to Power and 

Resistance ratings.  For example, if a character is of a race with a base attack Power of 3 and they equip 

a weapon with an attack Power of 2, the character will have an attack Power of 5 (plus any other 

bonuses from skills, equipment, etc.) 

Weapons 
In addition to the aforementioned characteristics, weapons also have these additional features. 

Units may equip up to three weapons at any given time.  They can equip one missile weapon and either 

one two-handed melee weapon or two one-handed melee weapons.  The unit will automatically switch 

between missile and melee weapons depending on the range of their target.  If a unit has equipped a 

weapon that has both ranged and melee attack (like a throwing axe) and they also have a missile 

weapon equipped, they will always use the missile weapon ignoring the melee weapon’s missile attack.  

Shields are considered a weapon. 

Weapons have the following additional characteristics:  

 Melee Attack Factor: affects how much damage a unit delivers while in melee combat 

 Melee Attack Type: the type of damage inflicted by the weapon in melee (physical, fire, cold, 

poison, etc.) 

 Melee Power: identifies how effective an attack is against an opponent’s defenses 

 Missile Attack Factor: affects how much damage a unit delivers while in ranged combat 

 Missile Attack Type: the type of damage inflicted by the weapon in a ranged attack (physical, 

fire, cold, poison, etc.) 

 Missile Power: identifies how effective an attack is against an opponent’s defenses 

 One and/or Two Handed: identifies if a weapon can be used one-handed, two-handed or either. 

 Attribute Type Modifiers: identifies which attribute is used as a modifier when calculating the 

amount of damage inflicted during an attack.  If a weapon uses multiple modifiers (like both 

Strength and Wisdom), the unit uses the average of both attributes when calculating the bonus. 

 Weapon Class: A weapon can qualify under one or more classes which include: Blade, Axe, Bow, 

Staff, Hammer or Exotic.  An example of a weapon that falls under multiple classes is a Maul, 

which is considered to be both Axe and Hammer.  The class of weapon dictates what type of 

Weaponmaster skill is required to wield the weapon. 

Mounts 
Mounts are specialty items that not only have speed and carrying capacity, but they can also be ridden. 

In addition to basic characteristics, Mounts also have the following additional characteristics: 

 Hit Points: how many Hit Points the mount adds to its rider’s Hit Points 

 Special Attack Type/Strength: the type and strength of the special attack (if any). 



 

  



Earning XP and Leveling Up 

Earning XP 
Each time a player conquers an enemy, the stack involved earns experience points.  The amount of 

experience points earned is based on the encounter level of the enemy.  Using the XP/Level chart, look 

up the amount of XP required to level up beyond the current level (for example, to level up from level 2 

to level 3 the unit needs 15XP).  Using that value, divide the number by 4 and round up.  This is the 

amount of XP earned by the Stack as a whole.  That XP is then divided up among the units in the stack 

based on the weighted average of each unit’s level. 

For example, suppose there are 3 characters in the attacking stack who are level 2, 3 and 5 respectively.  

This stack conquers an enemy whose encounter level is 4 which earns the stack a total of 50XP.  The 

weighted average distribution is based on the XP level of each character in the battle.  The characters, 

level 2, 3 and 5 have XP values of 45, 90 and 225 respectively.  The total XP of the stack is 365, which 

means that the level 2 character would get 45/365 XP, the level 3 character would get 90/365 XP and 

the level 5 character would get 225/365 XP.  

Leveling Up 
When a character has earned enough XP to raise their level, the character receives 3 skill points and 2 

attributes points that can be spent on improving the unit.   

Adding Skill Points 
A character's skill level in any area cannot exceed their level.  Eg. A level 10 Mage cannot have higher 

than level 10 spell craft.  A character's skill level in skills outside their class cannot exceed 50% of their 

level.  E.g. A level 10 Mage cannot have higher than level 5 in Thief skill. 

Adding Attribute Points 
Attribute points can be spent on a single attribute or they can be split over multiple attributes. 

Adding Talents 
When a character is created, it can be given up to 3 talents.  At level 4, and every 4th level after that, a 

character gains a new talent.   

Combat System 
The game's combat system is 100% computer moderated.  From the player's perspective, all you need to 

do is equip your characters and military units, put them in a stack, assign them to a battle slot, and send 

them into battle.  The battle system will give you a detailed accounting of the combat and let you know 

if you won or lost the battle.  You can also provide additional fine-tuning as to how your characters and 

units will behave. 

Battle Map 
The battle map is 4 hexes by 5 hexes.  Each hex is called a Battle Slot. 

When the battle begins, the attackers line up on one side and the defenders line up on the other. 

Battle Slots 
Each unit must be assigned to a battle slot.  This identifies the unit's starting hex on the battle map. 



There are ten battle slots for each side (attackers and defenders) as shown in the battle map image.  

Each side is divided up into Front ranks and Back ranks.  As shown below, ranks are divided up into 5 

slots called the Left Flank, Left Center, Center, Right Center and Right Flank, shown here as slots 1 thru 

5.  The back ranks, in the same order as described for the 

front ranks are slots 6-10. 

The attacker slots are shown in Orange and the defender 

slots are in Blue.  Notice how the defender’s left flank (from 

the defender’s perspective) is opposite the attacker’s right 

flank.  When deciding what slots you want your soldiers 

placed in, this becomes an important piece of information. 

You can assign any number of units to a specific battle slot.  

Each unit is added to the battle map and they'll fill in the 

space beside or behind the starting hex for the slot. 

 

Combat Directives 
When a unit is required to move in to attack an enemy, it can be given directives to help it decide which 

battle slot to move into.  A unit will always attack the nearest enemy first, but when there are multiple 

enemies that are the same distance away, these directives can help it decide which one to attack. 

Choices are highest or lowest weighted average in HP, AF, RES, POW or DF. 

Battle Slots, Ships and other Combat Units 
When ships are assigned to a stack, the stack immediately becomes a Fleet.  In a fleet, Ships are 

assigned to a battle slot.  Characters and non-ship military units that you want to fight in combat are 

assigned to a ship. If a non-ship combat unit is not assigned to a ship, they become “cargo”.  Combat 

units that are stored as cargo do not fight and they count towards the cargo weight of the fleet.  The 

exception to this is if the unit can move in whatever mode the ship is in.  For example, suppose a 

character riding a war sea turtle is in a fleet.  This character, which can swim, does not need to be 

assigned to a ship in order to fight.  The same is true for air ships and ground ships as well. 

Characters in Combat 
Characters will always seek out enemy characters to fight first.  When there are no more characters to 

fight, the characters will then look to attack enemy military units. 

Military Units 
Military Units will always engage other military units first.  When there are no enemy military units to 

engage, the soldiers will then start to attack characters. 

Special Attacks 
Special attacks are typically some form of automatic attack that comes as a result of race, supernatural 

status, weapon type and/or special equipment that a character has.  During battle, when a character or 

a military unit makes a special attack, they will make a separate special attack for each available type.  

For example, suppose a character is a Gorgon that has a special attack of Stone Gaze.  This same 

character is a Vampire with a special attack type of Fear and is wielding a weapon with vorpal attack.  
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Each of these has a unique type of special attack and the attacks are made separately, with each attack 

allowing for the possibility of the attack causing a special “status” on the target.  In this case: stone, 

frightened or bleeding.  However, if the attacking character was a Horror Beast whose racial special 

attack was fear instead of stone gaze, then the Fear attacks of being a Horror Beast and a Vampire 

would stack, increasing the chances of the target character becoming frightened. 

Special Attacks will have 3 components to them, a Damage type (like Fire, Cold, etc.), Damage Value 

(which describes how much damage the target will take) and a Special Attack Value (which will 

determine the quality of the attack, that the target must overcome so as to not be affected by the 

damage type. 

Here's an example: suppose that there is a damage type called Fire.  If you do not overcome the quality 

of the attack, you become "Burned".  If you are Burned, you will take 2% damage at the start of each 

combat round. 

Now consider we have two spells that both have a damage type of Fire.  We have Fireball, which does 

100 points of damage and it has a Quality rating of 10.  We also have a Flame Bolt, which does damage 

of 50, but has a Quality rating of 30. 

Suppose the target being hit has 50 HP, a Magic Attack Defense (MAD) of 4 and a Special Attack Defense 

(SAD) of 5. 

When hit by the Fireball, the character would take 100/4 = 25 points of damage and she'd have a 

(10/5)/50 = 4% chance of being "Burned". 

When hit by the Flame Bolt, the character would take 50/4 = 12 points of damage and she'd have a 

(30/5)/50 = 12% chance of being "Burned".  Even the though the Flame Bolt causes less damage, the 

"quality" of the attack increases the chances of the target being burned. 

Morale 
Both characters and soldiers have morale in combat.  When a unit’s morale drops below 50%, it has a 

chance of deciding to retreat.  The morale of a unit is also affected by its wounds.  For each 1% of 

wounds a unit takes, its morale drops by 1%.  The morale of a unit is also affected by having a character 

with the unit in the battle slot.  For a military unit, the highest level character provides a morale boost to 

the military unit equal to the level of the character.  For a character, it will gain morale for the highest 

level character (other than itself) in the battle slot with them.  Units can also have their morale affected 

by magic.  This can be the effect of potions or strategic spells, or it can be from combat spells that were 

cast by other characters during the battle. 

Attack Sequence 

Initiate Battle 
A battle can be initiated by performing a quest or by moving a stack into an enemy province.  The stack 

performing the quest or moving into an enemy province is considered the attacker. 

Roll for Initiative 
Each unit in combat has their attack sequence set based on their D20 initiative roll plus their Initiative 

Bonus.  In the event of a tie, the unit with the highest Dexterity goes first.  In the event of a further tie, 



the unit with the highest EL/XP level goes first.  In the event of a further tie, the order is determined 

randomly. 

Cast Duel Magic 
Each character, in order of initiative, with a duel spell loaded will immediately cast that spell on their 

nearest appropriate target character (if possible). 

Morale Check – each unit damaged by an attack spell must make a morale check. 

Cast Battle/Utility Magic 
Each character, in order of initiative, with a battle/utility spell loaded will immediately cast that spell on 

their nearest appropriate target (if possible). 

Morale Check – each unit damaged by an attack spell must make a morale check. 

Make Special Attack 
During the first battle round, the unit will make its special attack (if it has one) on their nearest 

appropriate target. 

Morale Check – each unit damaged by the special attack must make a morale check. 

Launch Artillery Attacks 
Each ship or artillery, in order of initiative, can launch their artillery-attack at enemy ships/artillery.  The 

chance of hitting the ship/artillery is 10% + 3% per encounter level of the artillery unit.  Any ship/artillery 

hit by the artillery-attack is immediately destroyed.  If the battle is in a water type province all soldiers 

on board are killed.  If the battle is on land, the ship is destroyed but none of the units assigned to the 

ship are affected.  Regardless if the battle is on land or on water, all cargo on the sunk ship is 

immediately added to the province’s cache.  If a catapult is hit, it is immediately destroyed. 

Where a slot has multiple artillery units, the chances of hitting one of them is increased by the number 

of units present, but only one unit can be destroyed by a single attack.  For example, suppose a catapult 

has a 22% chance to destroy a target with its attack.  If there are 3 units in the slot, the chances of 

destroying a unit is increased to 3*22%, but only 1 of the units will be affected if hit.  Which unit is 

destroyed is selected at random. 

If a ship carries no artillery, it does not launch an artillery attack.  If a ship has multiple artillery, it will 

fire one artillery attack per unit on board. 

Battle Rounds 
A combat will last for a maximum of 15 rounds.  If the attack has not defeated the defender by the end 

of the 15th round, the defender wins.  If the battle is the result of a stack moving into enemy territory, 

the stack is repelled and it will retreat to the province it was in prior to the attack.  The act of retreating 

cannot cause another encounter battle.   

During a battle round, each unit engaged in the combat will take a turn attacking an enemy in the order 

set out during the “roll for initiative” phase of the combat. 

For each round of battle, a unit will perform the following tasks: 



Make Missile Attack 

If the unit has a missile attack and they are not engaged in melee, they will make a missile attack against 

their nearest enemy.  If the attack causes more than 10% wounds to the enemy, they target must make 

a morale check.  If they fail the morale check, the will take additional wounds equal to 50% of the 

wounds that caused them to retreat.   

Note: Units on board ships cannot use their missile attacks during naval combat. 

Make Melee Attack 

If the unit has not made a missile attack, they will engage in melee combat with their nearest enemy.  If 

the unit has an enemy already in their battle slot that is the enemy that they will engage.  If there is no 

enemy in their slot, the unit will immediately move into the slot of their nearest enemy and attack that 

slot.  If there are multiple target slots that are the same distance away, the attacker will randomly select 

which slot they will attack. 

If the attack causes more than 10% wounds to the enemy, they must make a morale check.  If they fail 

the morale check, the will take additional wounds equal to 50% of the wounds that caused them to 

retreat. 

Note: During Naval Combat, ships move into battle slots to engage the enemy in melee.  Once the ship 

has moved into melee, the battle behavior between units is identical at this point to standard melee 

combat. 

Naval Combat 

When rolling for initiative during naval combat, all units including ships take part.  Movement between 

slots in Naval Combat is handled differently than movement during normal land-based combat.  When a 

unit’s turn for combat comes up, and it needs to move to get into melee, the unit’s ship moves and all 

units on the ship go with it. 

The special rules governing Naval Combat only apply when the battle takes place in a Water province.  

Morale Check 
Morale checks are caused by 3 separate events. 

When a Unit is Killed 

If a unit is killed, the following things happen: 

 the unit that delivered the killing blow gains 1 point of morale for the duration of the battle, 

 all enemies of the dead unit in the same slot gain a point of morale for the duration of the battle 

 the dead unit is considered to have failed its morale check 

When a Unit Takes Heavy Damage 

If a unit takes more than 30% damage in a single attack, that unit must make a morale check.  If the unit 

fails the morale check, it will break from battle immediately and suffer additional damage in the process. 

At the End of Each Round 

At the end of each battle round, all units must make a morale check.  If any unit has either died or 

retreated as a result of one of the above conditions, they will contribute to the possibility of a general 

retreat. 



As long as a unit’s morale is 50 or higher, the unit will not retreat.  If the morale drops below 50, the 

chance of retreating is (50 – unit morale) * 2%.  If the unit fails the morale check, they run away and will 

not suffer any additional injuries while leaving the battlefield. 

If any unit fails a morale check, the battle slot that the unit is in must make a morale check.  The morale 

of the slot is based on the weighted average of the morale of all units in the slot.  Slots with 50+ morale 

will never run away.  If the morale of the battle slot drops below 50, the chance of retreating is (50 – slot 

morale) * 2%.  If the slot fails the morale check, all units in the slot run away and will not suffer any 

additional injuries while leaving the battlefield. 

If any slot fails a morale check, the attacking army must make an overall morale check. The morale of 

the army is based on the weighted average of the morale of all the units in the engaged in the combat.  

Attackers with a 50+ overall morale will never run away.  If the overall morale drops below 50, the 

chance of retreating is (50 – overall morale) * 2%.  If the overall morale-check fails, all units will run 

away and will not suffer any additional injuries while leaving the battlefield.  If this occurs the defenders 

win the battle and the attackers must retreat to the province from which they originated. 

End of Round 

Check Morale 

At the end of each round, the all of the attacking units must do a morale check.   

If the attacker has not retreated from the battle, the defenders undergo the same morale check.  If the 

defenders fail their morale check, the attackers win the battle.   

End of Battle 
Any unit that has more than 50% wounds is immediately captured by the victor.  All possessions on the 

losing side are left behind in the province where the battle took place. 

If the defenders lose, they are immediately displaced to a random province 3 hexes away from where 

the battle took place.  The units are placed in the province (not in a stack).  All possessions in the 

defending stack are left behind in the province where the battle took place.  If the defender was a city 

garrison, the city has been conquered and the attacking stack is moved to the city province and the 

soldiers belonging to the attacking player are transferred into the city garrison. 

All of the units that were on the winning side of the battle get a 5% bonus * (losing army total 

HP/winning army total HP) to their morale, to a maximum value of 150.  All units on the losing side of 

the battle take a 10% penalty to their morale, to a minimum value of 50. 

Engaging the Enemy 
Melee units, those that have no missile attack, must be in the same hex as their opponent.  Units with 

ranged attacks can attack anyone on the battle map from their position.  Missile units, once engaged by 

an enemy melee unit, switch from a missile attack to a melee attack and must engage the soldiers in 

their slot. 

* Note: for naval warfare, any ship that has artillery can fire them off ONLY on their first round.  If 

another ship engages them in melee combat (boarding) before they fire their artillery, they lose the 

opportunity to use the artillery for the entire battle.  Also, military units do not get to use missile fire 



while in Naval combat.  They only get melee combat, which takes place when enemy ships occupy the 

same battle slot. 

A unit will always attack the enemy units nearest to it.  If a unit has enemies in the battle slot that they 

occupy, they will always engage those units first and this attack will always be a melee attack.  If there 

are no enemy units in the battle slot and the attacker has missile fire capabilities, they will always launch 

a missile attack at the enemy nearest to them.    If the attacking unit has no missile fire capabilities, they 

will immediately move into the nearest battle slot containing enemy units.  If there are multiple slots 

that are the same distance away, the attacker will randomly select which slot they will attack. ** Note: 

this random selection may get changed to a user-defined preference selection for a unit’s intended 

target. 

Formulas and Calculations 

Basic Combat Terminology 
Each unit, whether it is a Character or a Military Unit, follows the same set of rules regarding how the 

unit’s Hit Points (HP), Power Rating (POW) & Attack Factors (AF) and Resistance (RES) & Defense Factors 

(DF) are calculated. 

Unit 

Both Characters and Military Units are referred to using the generic term Unit.  When a rule applies to 

both characters and military units, the term “unit” will be used. 

Hit Points (HP) 

Hit Points (HP) define how much life force a unit has.  When a unit takes damage, their hit points are 

reduced.  If a unit’s HP reaches zero, that unit is dead or destroyed.  HP also affects how much damage a 

unit can inflict with a single attack.  The higher the HP, the harder the unit hits. 

Attack Factors (AF) 

Attack Factors (AF) is a multiplier that determines how much damage a unit can inflict.  The AF is 

multiplied by the unit’s HP to determine the damage amount. 

In the most basic of terms, the attack of a unit is equal to the unit’s HP times the units AF. 

Defense Factors (DF) 

Defense Factors (DF) reduce the amount of damage a unit would take if hit by an enemy’s attack.  The 

damage taken is equal to the attacker’s HP * AF divided by the defender’s DF. 

Resistance Rating (RES) 

Resistance Rating (RES) describes how difficult it is to effectively hit the defender.  RES can be described 

as the quality of the armor and its ability to resist penetration. 

Power Rating (POW) 

Power Rating (POW) is a description of the quality of the attack and its ability to overcome the 

defender’s RES.  In order for an attack to be fully effective, the POW of the attacker must be greater 

than or equal to the RES of the defender.  If the RES is higher than the POW, the defender will get 

bonuses to their DF.   



Racial Defaults 
All units begin with a set of default values based on the race of the unit. 

 Default Weapons (if no weapon is equipped, these are the weapon this race uses, e.g.: fist, claw, 

teeth, etc.) 

 Default Armor (if no armor is equipped, this is the armor that the race is considered to be 

wearing.) 

 Base Hit Points (HP) 

 Base Attack Factors (AF) 

 Base Defense Factors (DF) 

 Base Power (POW) 

 Base Resistance Rating (RES) 

 Base Magic Attack Resistance (MAR) 

 Base Special Attack Resistance (SAR) 

 RES <type> Modifiers (Resistance modifiers to specific attack types) 

 Base Talents (like Elf: Bowman, Dwarf: Axeman, Mounted, Defender, Forest Dweller, etc.) 

 

Standard Attacks (Melee & Missile) 
When a unit makes an attack, the attack carries an attack factor and a Power rating.  If the Power of the 

attack is greater than or equal to the Resistance level of the defender, the defender takes wounds equal 

to the attacker’s Damage divided by the defender’s Defense Factors.  The result is subtracted from the 

defender’s Hit Points.  If the amount of wounds taken reduces the defender’s Hit Points to zero, the 

defender is killed. 

Remember that these values are all used in determining the amount of wounds that are inflicted on a 

target when an attack is made. 

Wounds = DAM / (DF * MIN ((RES-POW)/2, 1)) 

Where DAM and POW come from the attacker and DF and RES come from the defender and the damage 

amount is applied against the defender’s HP.  Any damage the defender takes is tracked as wounds. 

If the attacking unit is facing multiple units in the same battle slot, the attacker’s efforts are split based 

on the number of soldiers in each defending unit.  For example, suppose a unit is attacking a slot with 3 

defending units.  The defending units have 50 soldiers, 100 soldiers and 350 soldiers.  The attacking unit 

hits with 10,000 attack factors.  Those attack factors would be split to hit each of the 3 defending units 

based on the number of soldiers present.  The result would be 10,000 * 50/(50+100+350), 10,000 * 

100/(50+100+350), and 10,000 * 350/(50+100+350). 

Hit Points (HP) 
Hit Points are based on the unit’s Racial Base HP, bonus HPs, the unit’s Level and its effective 

Constitution (eCON).  Bonus HPs can come from a variety of sources including spells, mount, 

supernatural status, etc. 

HP = (1+Level/3)*(Racial HP*(1+Level/3)+SQRT((eCon-5)*15)+Bonus HP) 



Power (POW) 
Calculating a character’s POW is based primarily on 2 factors, the character’s skill level with the weapon 

they’re wielding, plus the weapon itself. 

Each weapon has a POW rating for when it is used as a missile weapon or when it is used as a melee 

weapon.  Since the calculations are the same for both, we will assume for this description that we are 

talking about Melee. 

Characters can have skills in particular classes of weapons.  The level of skill they have with their 

equipped weapon affects their POW rating by providing a Skill Bonus POW, which is their Heroic Skill 

Level  squared.. 

Additionally, both Characters and Military Units can get bonuses from various modifiers including 

equipped items, spells, talents, supernatural statuses, etc.  In the event that a unit has multiple 

modifiers, only the highest level modifier is applied.  Modifiers do not stack.  The exception to this rule is 

if the unit is somehow cursed.  Any curse on the unit will override all positive modifiers.  Like positive 

modifiers though, curses don’t stack.  The maximum curse is the one that will be used. 

POW = Weapon Base POW + Skill Bonus POW + MAX (POW modifiers) 

For Military Units, the calculation is the same except that their Skill Bonus POW is always zero. 

Damage (DAM) 
The amount of damage an attacker doles out is based on many components. 

The two primary components are the attacker’s race and the weapon that the attacker is using.  Keep in 

mind, even if the attacker has no weapon equipped, they can always fight in melee using their natural 

weapons. 

The formula for Damage is: 

DAM = HP * Racial Damage Modifier * Weapon Damage Modifier * AF 

Attack Factors (AF) 
Attack Factors affect the amount of damage an attack makes.   

When calculating attack factors, AF bonuses from all sources are added up.  So, if the unit gains a 50% 

AF bonus from Skills and another 60% AF bonus from Talents, and another 75% from equipped items, 

the unit would gain a total of 185% AF bonus. 

The sources of AF bonuses can change from module to module. 

Resistance Rating (RES) 
Calculating a Unit’s RES rating is based on the sum of all RES sources including racial base RES rating, skill 

bonuses, talents, equipment, spells, supernatural status, etc. 

RES = SUM (RES sources) 



Defense Factor Rating (DF) 
Calculating a Unit’s DF rating is based on the sum of all DF sources including racial base DF rating, 

equipment, spells, supernatural status, terrain, etc.  In addition to this, the unit also gains an addition 

20% gain in DF per Heroic Level.   

DF = SUM (DF Sources) * (1 + (HL * 20%)) 

Bombarding 
Artillery units or ships with artillery units are capable of bombarding provinces from a distance.  The 

distance they can strike depends on the range of the particular artillery unit.  Bombarding always targets 

a province.   

Artillery has two properties that describe its destructiveness:   

 Damage Count – how many targets it will randomly hit 

 Damage Amount – how many points of damage is causes to the target it hits. 

If the province has walls, they are the first item to be attacked.  Once the walls are destroyed, 

everything else in the province is now able to be damaged. 

Bombarding will randomly damage the following targets, if present: 

 Artillery Units 

 Ships 

 Provincial Improvements 

 City Improvements 

 Guilds 

If an artillery unit is hit, it is destroyed. 

If a Ship is hit, it is destroyed and all units onboard the ship are killed. 

If a Provincial or City Improvement is hit, it’s level is reduced by the Damage Amount rating of the 

artillery unit. 

If a Guild is hit, its level is reduced by the Damage Amount * 5%.  So, if the artillery unit had a Damage 

Amount of 2, the guild’s level would be reduced by 10% (rounded down). 

If there are provincial improvements present, the level of each improvement is reduced by 1 - 4 points.   

If a City is present, the bombardment can randomly strike guilds lowering their level by 5% to 30%.  All 

city improvements have a chance of being reduced by 1 – 4 points. 

See the Combat Rules for details on what bombardment is, but in short when a city is bombarded it 

reduces the walls and/or towers as well as the level of any guilds present.   

Getting New Characters and Military Units 
There are primarily two ways of getting new units, either characters or military units.  They can be 

“found” as a result of completing a quest or an adventure or they can be “influenced” by spending 

Renown that has been earned over the course of the game. 



Gaining Renown 
Renown is earned by a player for his entire position.  Only the player's starting 5 characters can spend 

renown to influence characters.  Players can transfer renown to their team mates, but never to other 

factions. 

For every XP that a position earns, it gains 1 point of renown. 

Spending Renown 
The cost to influence a character is equal to 4 times their level’s maximum XP.   

The cost to influence the character is increased if the character owns one or more cities.  For each city, 

the character owns, the cost is increased by: 

For Baronies: 100% of original cost 

For Territories: 200% of original cost 

For Kingdoms: 300% of original cost 

For example, a level 1 (max XP = 15) that does not own a city would cost 4*15=60 renown. 

If that character owned a Barony, it would cost an additional 60 renown for a total of 120. 

If that character owned a Kingdom, it would cost an additional 3*60=180 renown for a total of 240. 

If that character owned both a Barony and a Kingdom, the total cost would be:  

60 (base cost) + 120 (territory) + 180 (kingdom) = 360 renown. 

If the character being influenced is a member of your faction, the total cost is reduced by 20%.  If the 

target character is a member of an enemy faction, the total cost is increased by 50%.   

Influencing a character away from another player, the total cost is increased by 10%. 

Military Units can also be influenced in the same fashion as characters. 

Mana 
Mana is a reserve pool of power that mages and priests have.  They can use this reserve of power to 

boost the level of the spell they are casting.  Mana is recovered during the monthly production cycle.  

The amount of mana recovered is based on the character’s race, supernatural status and level.  

Additionally, characters can equip items that allow them to recover additional mana at production.  

Also, characters can choose to rest to recover mana equal to ¼ of what they would have received during 

a production cycle. 

Guilds recover mana at a rate of 1 point of mana per 5 levels, rounded up. 

Combat Spells 
Combat Spells are divided up into 3 different groups: Attack Spells, Persistent Spells and Auras.  These 

spells can target characters only, military units only or either of the two.  Spells that target characters 



only are referred to as Duel Spells.  Spells that target military units only are referred to as Battle Spells.  

Spells that can target both characters and military units are referred to as Utility Spells. 

Duels and Battles different primarily on the types of units that are targeted by the spell while in combat.  

Since characters will always seek combat with characters first, they will cast Duel Spells on the enemy 

(or friendly) characters first.  If there are no characters to cast a duel spell on, the character will look to 

cast battle spells on military units (either friendly or hostile, depending on the spell). 

Attack Spells 
Attack spells are designed to cause damage to the target units.  Each attack has a specific attack type 

(fire, cold, evil, etc.).  The amount of potential damage that is done is based on the spell’s attack 

multiplier and the Spell-Craft heroic level of the caster.  The target unit defends against the attack using 

2 separate values.  The first is the basic magic attack defense (MAD).  The second is the target unit’s 

special attack defense (SAD) against the specific type of attack being made (fire, cold, evil, etc.).  The 

basic formula is: 

Damage = (Heroic-Level3 * Attack Multiplier) / (MAD + SAD) 

For example, a spell-craft level 17 (HL3) character casts Flame Bolt against an enemy character, which 

causes 10 times the caster’s spell craft level in damage.  The enemy character has a base MAD of 6 and 

is wearing a Helm of Fire Protection, which has a +4 SAR vs. Fire.  The target character would take 

(33*20) / (4+6) = 54 points of damage. 

Persistent Spells (Charms & Tasks) 
Persistent Spells are cast on slot and all affected units will remain affected for the duration of the battle.  

The effect of the spell varies. 

Auras (Charms & Task) 
Auras are special spells that are cast upon the caster themselves.  All units (enemy or allied) in the same 

slot as the caster will be affected by the spell.  If the character moves from one slot to another, the units 

in the new slot become affected and the units in the old slot are no longer affected. 

Similarly, if a unit moves out of a slot that was affected by an aura, the unit will lose that effect. 

Loading Combat Spells 
A character can have 1 battle/utility spell and 1 duel spell loaded at the same time.  During combat, the 

character will attempt to cast both spells, starting with his Duel spell then following up with his 

Battle/Utility spell. 

As a general rule, battle spells will never inflict “friendly fire” damage to your own units. 

 Flaming Hail - 20+Level^2 fire damage 

 Fire Storm - 20+Level^2 + 50% to two nearest slots 

 Flame Tower 20+(Level+5)^2 fire damage 

 Flame Wall - 20+(Level+5)^2 + 50% to two nearest slots 

 Nightmares - reduces morale of target slot by caster level * 2 

 Song of Courage - increases morale of caster's slot by caster level *2 

 Increased damage - increase the damage percent of caster's slot 



 Decreased damage - decrease the damage percent of target slot 

 Increase/Decrease POW 

 Increase/Decrease RES 

 Increase/Decrease DF 

 Increase/Decrease MAR 

 Increase/Decrease SAR 

 bonuses vs Undead, Lycan, Possession(angel, demon, etc), Religious, Other, etc. 

 Special Attack damage of various types 

 Increase/Decrease Charge bonus 

 Increase/Decrease Missile attack 

 Give soldiers a Special Attack bonus 

 Negate armor - negates the target slot's armor bonus 

 Enchanted weapons - increases damage output by X% 

 Enchanted armor - increases DF by X% 

 Damage spells of various types, like special attack types, with similar effects? 

 

Strategic Spells 
The level of the strategic spell dictates how often it can be cast by a character.  L1 can be cast any time, 

L2 can be cast once per turn, L3 can be cast every other turn, L4 can be cast once per month, L5 can be 

cast once per quarter, L6 can be cast every other quarter, L7 can be cast once per year, L8 spells can 

only be cast once in the entire game. 

Protection Spells 
Protection spells offer the first line of defense against hostile spells.  These spells will in no way interfere 

with helpful spells.  The spell can be overwritten by a higher level caster.  All of these spells are 

considered helpful.  Protection spells stack.  For example, a character can gain the protection of his shell, 

plus the shell on the stack he’s in, plus the shell of the province he’s in. 

Provincial Shell (L1) 
Places a shell of protection on the target province.  The strength of the shell is equal to the level of the 

caster plus any additional mana added to the spell at the time of casting. 

This spell can be cast on the target province up to 3HL provinces away from the caster.   

This spell will last indefinitely or until the magic is dispelled. 

Provincial Barrier (L1) 
Places a barrier in the specified province preventing a stack from entering into the province from that 

hex side.  When the spell is cast, a direction must be specified (with 0 being the up/right side of the hex). 

This spell does not require the caster to overcome any shells that might be on the province. 

If a stack encounters the barrier while moving, and cannot remove it, the stack’s movement comes to an 

end. 



The caster must be in the target province to cast the spell.  The strength of the barrier is equal to the 

level of the caster plus any additional mana added to the spell at the time of casting. 

Barriers will persist until they are dispelled. 

Character Shell (L2) 
Places a shell of protection on the target character.  The strength of the shell is equal to the level of the 

caster plus any additional mana added to the spell at the time of casting. 

This spell can be cast on the target character up to 3HL provinces away from the caster.   

This spell will disappear at the monthly production. 

Stack Shell (L3) 
Places a shell of protection on the target stack.  The strength of the shell is equal to the level of the 

caster plus any additional mana added to the spell at the time of casting. 

The caster and the target stack must be in the same province at the time of casting.  

This spell will disappear at the monthly production. 

City Shell (L4) 
Places a shell of protection on the target City, which adds to the strength of the shell of protection on 

the province the city is in.  The strength of the shell is equal to the level of the caster plus any additional 

mana added to the spell at the time of casting. 

The caster and the target City must be in the same barony at the time of casting.  

This spell will disappear at the monthly production. 

Disperse Magic Spells 
Disperse spells remove particular types of spells from the target.  Additional mana can be added to the 

casting to increase the level of the spell. 

Dispel Shell of Protection (L1) 
Removes the Shell of Protection on the target.   

This spell can be cast on a target up to 3HL provinces away from the caster.  The target can be a 

province, character, stack or city. 

This is considered a hostile spell.  To successfully cast the spell, the caster’s level plus any additional 

mana spent on at the time of casting must be higher than the level of the shell on the target.  If the 

target is the province, only the province’s shell needs to be exceeded.  If the target is a stack or city, the 

target’s shell plus the province’s shell must be exceeded to remove the spell.  If the target is a character, 

the character’s shell, the stack or city’s shell that the character is in and the province’s shell must all be 

overcome. 

Dispel Character Charms (L2) 
Removes any charm spells that are on the target character.  

This spell can be cast on a target up to 3HL provinces away from the caster. 



This is considered a hostile spell.  To successfully remove a charm, the caster’s level plus any mana spent 

at the time of casting must exceed the level of the charm plus the level of the shell of protection on the 

target. 

Dispel Stack Charms (L3) 
Removes any charm spells that are on the target stack.  

This spell can be cast on a target up to 3HL provinces away from the caster. 

This is considered a hostile spell.  To successfully remove a charm, the caster’s level plus any mana spent 

at the time of casting must exceed the level of the charm plus the level of the shell of protection on the 

target. 

Dispel Character Tasks (L2) 
Removes any tasks that are on the target character.  To successfully remove a task, the caster’s level 

plus any mana spent at the time of casting must exceed the level of the task on the target. 

This spell can be cast on a target up to 3HL provinces away from the caster. 

This is considered a friendly spell and does not need to overcome the target’s shell of protection. 

Dispel Stack Tasks (L3) 
Removes any tasks that are on the target stack.  To successfully remove a task, the caster’s level plus any 

mana spent at the time of casting must exceed the level of the task on the target. 

This spell can be cast on a target up to 3HL provinces away from the caster. 

This is considered a friendly spell and does not need to overcome the target’s shell of protection. 

Dispel Barrier (L2) 
Removes a province barrier in the specified direction (with direction 0 being up/right).  If the level of the 

caster plus any additional mana exceeds the level of the barrier, the barrier is removed.  This spell has to 

also overcome any shell that has been placed on the province.  If the power of the spell does not exceed 

both the shell and the barrier, the barrier is left unaffected. 

* Note: this spell can be cast on a stack as well.  The spell is held in waiting until the stack encounters a 

barrier while moving.  At that point in time, the spell is released in the direction of the barrier.  This spell 

can be cast multiple times on a stack.  If there are multiple spells in place, the spell with the lowest level 

that can dispel the barrier will be used.  At the end of the turn, any unused spells dissipate and are lost. 

Detection Spells 
All detection spells are considered hostile.  To successfully cast any of these spells, the caster’s level 

must exceed the strength of the protective “shell” on the target.  The power level can be increased by 1 

point per 1 point of mana put into the spell. 

Locate Character (L1) 
This spell will attempt to locate the target character.  If the spell penetrates the character’s shell, the 

spell will identify the stack the character is in and the province the stack is in.  If the spell is not strong 

enough to penetrate the shell, the spell will reveal how many provinces the target is from the caster. 



The spell can be cast up to 5HL provinces away.   

Detect Magic (L1) 
Identifies all active spells on the target, which can be a province, stack, military unit, character or city.  

The power of the spell must exceed the level of the shell protecting the character.  However, the power 

does not need to exceed the casting level of any other the spells on the target to gather information.  If 

the spell penetrates the shell, it will reveal all active spells and their level on the target.  If it does not 

penetrate the shell, it will reveal the strength of the shell. 

The spell can be cast up to 5HL provinces away.   

Read Province (L1) 
Identifies all provincial improvements in the target province, the presence of any resources and all items 

in the provincial cache.   

The spell can be cast up to 5HL provinces away.   

Read Barony (L2) 
Identifies all provincial improvements and their level as well as any resources in each province in the 

barony. 

 The spell can be cast up to 5HL provinces away.   

Read Character (L2) 
Identifies the Name, Class and Level of the target character. 

The spell can be cast up to 5HL provinces away.   

Read Party (L3) 
Identifies all characters in the target stack (even if the stack is a Legion, a Fleet or a City) providing the 

caster with their Name, Class and Level. 

The spell can be cast up to 4HL provinces away.   

Read Legion/Fleet (L4) 
Identifies all Characters and Military Units in the target stack or City providing the caster with their 

Name, Class and Level. 

The spell can be cast up to 4HL provinces away. 

Read City (L5) 
Identifies all Characters and Military Units in the target stack or City providing the caster with their 

Name, Class and Level.  It also identifies all Improvements and Guilds present in the city as well as all 

resources that are available to the City. 

The spell can be cast up to 3HL provinces away.   

This spell must overcome any shells on the target province and the city itself. 



Charm Spells 
All charm spells are considered as Friendly and are not affected by the target’s Shell of Protection.  All 

charm spells wear off during the monthly production cycle.  Charms of the same type do not stack.  If 

the same charm is cast on the same target more than once, the higher level charm will be the one that 

stays. 

Charm of Speed (L1) 
Increases the all movement rates of the target stack by the caster’s Heroic Level * 10%. 

The target stack can be up to HL3 provinces away from the caster.  The distance can be increased by 1 

province per 1 point of mana put into the spell. 

Charm of Strength (L1) 
Increases the STR of the character or military unit by the caster’s Heroic Level * 10%.   

The target can be up to HL3 provinces away from the caster.  The distance can be increased by 1 

province per 1 point of mana put into the spell. 

Charm of Dexterity (L1) 
Increases the DEX of the character or military unit by the caster’s Heroic Level * 10%.   

The target can be up to HL3 provinces away from the caster.  The distance can be increased by 1 

province per 1 point of mana put into the spell. 

Charm of Constitution (L3) 
Increases the CON of the character or military unit by the caster’s Heroic Level * 10%.   

The target can be up to HL3 provinces away from the caster.  The distance can be increased by 1 

province per 1 point of mana put into the spell. 

Charm of Intelligence (L2) 
Increases the INT of the character or military unit by the caster’s Heroic Level * 10%.   

The target can be up to HL3 provinces away from the caster.  The distance can be increased by 1 

province per 1 point of mana put into the spell. 

Charm of Wisdom (L2) 
Increases the WIS of the character or military unit by the caster’s Heroic Level * 10%.   

The target can be up to HL3 provinces away from the caster.  The distance can be increased by 1 

province per 1 point of mana put into the spell. 

Charm of Charisma (L2) 
Increases the CHA of the character or military unit by the caster’s Heroic Level * 10%.   

The target can be up to HL3 provinces away from the caster.  The distance can be increased by 1 

province per 1 point of mana put into the spell. 

Charm of Battle (L2) 
Increases the AF of the character or military unit by the caster’s Level * 7%.   



The target can be up to HL3 provinces away from the caster.  The distance can be increased by 1 

province per 1 point of mana put into the spell. 

Charm of Defense (L3) 
Increases the DF of the character or military unit by the caster’s heroic level * 2.   

The target can be up to HL3 provinces away from the caster.  The distance can be increased by 1 

province per 1 point of mana put into the spell. 

Charm of Power (L4) 
Increases the POW of the character or military unit by the caster’s heroic level.   

The target can be up to HL3 provinces away from the caster.  The distance can be increased by 1 

province per 2 points of mana put into the spell. 

Charm of Resistance (L5) 
Increases the RES of the character or military unit by the caster’s heroic level.   

The target can be up to HL3 provinces away from the caster.  The distance can be increased by 1 

province per 3 points of mana put into the spell. 

Charm of Tactics (L6) 
Provides an overall modifier to the target, increasing their AF, DF, POW and RES by the caster’s heroic 

level by 10%.     

The target and the caster must be in the same province at the time of casting. 

Task Spells 
All task spells are considered as Hostile and must overcome the target’s Shell of Protection to take 

effect.  To overcome the shell, the strength of the spell (caster’s level plus mana expended at the time of 

casting) must exceed the strength of the shell on the target.  All task spells wear off during the monthly 

production cycle.  Tasks of the same type do not stack.  If the same task is cast on the same target more 

than once, the higher level task will be the one that stays. 

Task spells do not undo charms, but instead counteract their effect.  For example, a stack can have both 

a Charm of Speed and a Task of Speed on it at the same time.  If the stack had a 30% charm of speed on 

it and a 20% task of speed, the net effect will give the target stack a 30% - 20% = 10% charm.  If a caster 

put a 40% task on the stack, the effect would have given the target a 30% - 40% = -10% task. 

Task of Speed (L2) 
Decreases the all movement rates of the target stack by the caster’s Heroic Level * 10%. 

Task of Strength (L1) 
Decreases the STR of the character or military unit by the caster’s Heroic Level * 10%.   

The target can be up to HL3 provinces away from the caster.  The distance can be increased by 1 

province per 1 point of mana put into the spell. 

Task of Dexterity (L1) 
Decreases the DEX of the character or military unit by the caster’s Heroic Level * 10%.   



The target can be up to HL3 provinces away from the caster.  The distance can be increased by 1 

province per 1 point of mana put into the spell. 

Task of Constitution (L3) 
Decreases the CON of the character or military unit by the caster’s Heroic Level * 10%.   

The target can be up to HL3 provinces away from the caster.  The distance can be increased by 1 

province per 1 point of mana put into the spell. 

Task of Intelligence (L2) 
Decreases the INT of the character or military unit by the caster’s Heroic Level * 10%.   

The target can be up to HL3 provinces away from the caster.  The distance can be increased by 1 

province per 1 point of mana put into the spell. 

Task of Wisdom (L2) 
Decreases the WIS of the character or military unit by the caster’s Heroic Level * 10%.   

The target can be up to HL3 provinces away from the caster.  The distance can be increased by 1 

province per 1 point of mana put into the spell. 

Task of Charisma (L2) 
Decreases the CHA of the character or military unit by the caster’s Heroic Level * 10%.   

The target can be up to HL3 provinces away from the caster.  The distance can be increased by 1 

province per 1 point of mana put into the spell. 

Task of Battle (L2) 
Decreases the AF of the character or military unit by the caster’s Level * 7%.   

The target can be up to HL3 provinces away from the caster.  The distance can be increased by 1 

province per 1 point of mana put into the spell. 

Task of Defense (L3) 
Decreases the DF of the character or military unit by the caster’s heroic level * 2.   

The target can be up to HL3 provinces away from the caster.  The distance can be increased by 1 

province per 1 point of mana put into the spell. 

Task of Power (L4) 
Decreases the POW of the character or military unit by the caster’s heroic level.   

The target can be up to HL3 provinces away from the caster.  The distance can be increased by 1 

province per 2 points of mana put into the spell. 

Task of Resistance (L5) 
Decreases the RES of the character or military unit by the caster’s heroic level.   

The target can be up to HL3 provinces away from the caster.  The distance can be increased by 1 

province per 3 points of mana put into the spell. 



Task of Tactics (L6) 
Provides an overall modifier to the target, increasing their AF, DF, POW and RES by the caster’s heroic 

level by -10%.     

The spell can be cast on a target up to 2HL provinces away.  The distance can be increased by 1 province 

per 3 points of mana put into the spell. 

Teleportation Spells 

Teleport Item (L1) 
Teleports 1 item from the caster's possessions to a stack controlled by the player's faction.  The item can 

be teleported up to 7HL provinces away from the caster.  Additional mana can be added to the spell to 

increase the distance at a cost of 1 mana per province.   

Teleport Self (L2) 
Teleports the unencumbered caster to another stack controlled by the player up to 5HL provinces from 

the caster’s province.  Additional mana can be added to the spell to increase the distance at a cost of 1 

mana per province. 

Teleport Character (L3) 
Teleports one unencumbered character from the province the caster is in to a stack.  The character can 

be teleported up to 4HL provinces from the starting province.  Additional mana can be added to the 

spell to increase the distance at a cost of 2 mana per province.  The target character must belong to the 

player, the caster and target character must be in the same province and the target stack must be 

owned by the player.  i.e. you can only teleport your own characters into your own stacks. 

Teleport Party (L4) 
Teleports one unencumbered party from the province the caster is in to another province up to 3HL 

provinces away.  Additional mana can be added to the spell to increase the distance at a cost of 3 mana 

per province.  The party being teleported must be controlled by the player and the caster must be in the 

same province as the party.  The target province cannot be controlled by a faction the player is at war 

with. 

Teleport Legion (L4) 
Teleports one unencumbered Legion from the province the caster is in to another province up to 2HL 

provinces away.  Additional mana can be added to the spell to increase the distance at a cost of 3 mana 

per province.  The stack being teleported must be controlled by the player and the caster must be in the 

same province as the stack.  The target province cannot be controlled by a faction the player is at war 

with. 

Teleport Fleet (L4) 
Teleports one unencumbered Fleet from the province the caster is in to another province up to 2HL 

provinces away.  Additional mana can be added to the spell to increase the distance at a cost of 3 mana 

per province.  The stack being teleported must be controlled by the player and the caster must be in the 

same province as the stack.  The target province cannot be controlled by a faction the player is at war 

with. 



Teleport Party (L5) 
Teleports a capital city from the province the caster is any province within the city’s barony.  If the 

target province contains any improvements, those improvements are immediately destroyed.  This spell 

costs a fixed price of 25 mana. 

Spells of Affliction 
All spells of affliction are considered as hostile and must overcome the target character’s Shell of 

Protection to take effect.  To overcome the shell, the strength of the spell (caster’s level plus mana 

expended at the time of casting) must exceed the strength of the shell on the target. 

The spells can be cast on a target character up to 3HL provinces away from the caster. 

All spells of affliction have the potential to cause wounds to the target character.  The amount of 

wounds caused to the target are equal to 5HL percent plus an additional 1 percent per additional unit of 

mana put into the spell minus 1 percent for each level of the target plus an additional 1 percent for each 

province between the caster and the target.   

Each spell has a chance of afflicting a particular type of status on the target character.  The chance of 

inflicting the status on the target is equal to 3 times the caster’s level minus 2 times the target’s level.  

For example, a level 16 caster attacking a level 11 target would have (16*3) – (11*2) = 26% chance of 

success. 

For details on the effects of each status, refer to the Statuses section of the rule book. 

Mind Flay (L3) 
In addition to causing wounds, this spell has a chance to drive the target “Insane”. 

Petrify (L3) 
In addition to causing wounds, this spell has a chance to make the target “Stoned”. 

Vorpal Attack (L3) 
In addition to causing wounds, this spell has a chance to make the target “Bleeding”. 

Soul Destruction (L3) 
In addition to causing wounds, this spell has a chance to make the target “Soulless”. 

Spells of Destruction 
All spells of destruction are considered as hostile and must overcome the target province’s Shell of 

Protection to take effect.  To overcome the shell, the strength of the spell (caster’s level plus mana 

expended at the time of casting) must exceed the strength of the shell on the target. 

The spells can be cast on a target character up to 3HL provinces away from the caster. 

Fireball (L1) 
Reduces the level of a single tower by the caster’s HL.  If there are multiple towers present in the 

province, the target tower is selected at random.  If the tower’s level is reduced to zero, the tower is 

destroyed. 



Tremors (L2) 
Causes the ground to shake in the target province, reducing the level of all towers present in the 

province by a random amount from 1 to the caster’s HL.  If the resulting value is greater than the level of 

the tower, the tower is destroyed. 

Earthquake (L3) 
Causes the ground to shake in the target province, attacking villages, fortifications and castles.  If a 

Castle is present, it is destroyed.  If there are either a village or fortification present, they are each 

reduced by a random amount from 1 to the caster’s HL.  If the resulting value is greater than the level of 

the affected improvement, the improvement is destroyed. 

Shadow Storm (L3) 
Targeting a single stack, causes horrific images to appear in the minds of the soldiers and characters 

alike.  There is an HL5 percent chance that a unit may become “Frightened”.  A separate roll is made 

against each unit in the target stack. 

Firestorm (L4) 
Rains fire on the target province, killing HL3 percent of the population present and wounding HL5 

percent of the soldiers present. 

For each additional 5 points of mana added to the spell, an additional 3% of the population is killed and 

an additional 5% of the soldiers are wounded. 

Tempest (L5) 
Summons a tornado to occur over the targeted sea or coastal province.  Each ship in the province has an 

HL5 percent chance of being sunk.  A separate roll is made against each ship. 

Fury (L6) 
Summons a furious storm on the target province, with the combined effects of Fireball, Tremors, 

Earthquake and Firestorm.  If the targeted province is also a coastal province, the spell also has the 

effect of the Tempest spell. 

Spells of Life 
Except where otherwise states, all Life spells are considered Friendly and do not need to overcome the 

target’s shell of protection. 

The spells can be cast on a target character up to 3HL provinces away from the caster.  The distance can 

be increased by 1 province for each point of mana put into the spell. 

Remove Status (L2) 
Removes the specified status from the target character or military unit. 

Remove All Statuses (L3) 
Removes all negative status from the target character or military unit. 

Heal Unit (L2) 
Heals HL10 percent wounds on the target unit. 



Heal Units (L4) 
Heals HL5 percent wounds on all allied units in the target province. 

Resurrect Character (L5) 
Gives life to a dead character.  The character comes back with 100 – CON (base) wounds.  A character 

without a soul cannot be resurrected.  The sponsor character and the target character must worship the 

same deity. 

Statuses 

Persistent Statuses 
Through various means, units can receive a Status.  Statuses remain on the unit until it is removed by 

some means.  The “level” of the status will be based on the level of the character, military unit, guild or 

agent that afflicted it.  To remove a status, the caster’s level must exceed the level of the status. 

Soulless 

 If a soulless unit dies it becomes a “Lost Soul”, which means it cannot be resurrected or brought 

back to life through necromancy. 

Husk 

 Cannot participate in any combat 

 Cannot perform any actions 

 Cannot ride a mount 

Insane 

 Has a 50% chance of any character action failing.   

 Cannot take part in any combat. 

Poisoned  

 Takes a 20% penalty to DEX and STR 

 Takes 10% damage at each weekly production 

 Cannot heal during monthly production 

Stoned 

 Cannot take part in combat 

 Cannot perform any action 

 Weight equals 100 times racial weight 

Frightened 

 Cannot take part in any combat 

 Has a 10% chance of going Insane at the end of each turn 

 Takes a 50% penalty to INT and WIS 

Plagued 

 Takes 10%-30% damage during each monthly production 

 Takes a 70% penalty to CON and CHA 

 Does not heal at monthly production 



Frozen 

 Takes 7% damage at the end of each turn 

 Moves at 50% normal walking speed 

 Takes a 50% penalty to DEX and CON 

Battle Statuses 
A battle status is given to a unit during the course of the battle.  The status will remain on the unit for 

the duration of the battle, but it will not continue beyond the end of the battle. 

For battle statuses that affect units at the start of a battle round, these will all be handled in the unit’s 

initiative sequence. 

Bleeding 

 Takes 20% wounds immediately 

 Takes 5% wounds at the start of unit’s battle-round 

 CON level chance of curing at the end of unit’s battle-round 

Blinded 

 Missile Attack Factors are modified by -90% 

 Melee Attack Factors are modified by -50% 

 Defense Factors are modified by -30% 

Burning 

 Takes 15% wounds immediately  

 Takes 1% wounds at the start of each battle-round. 

 Cannot perform any covert actions 

Poisoned 

 Takes 5% wounds immediately  

 Takes 2% wounds at the start of each battle-round. 

 Missile Attack Factors are modified by -30% 

 Melee Attack Factors are modified by -20% 

 CON level chance of curing at the end of unit’s battle-round 

Paralyzed 

 Missile Attack Factors are modified by -100% 

 Melee Attack factors modified by -70% 

 Defense factors modified by -50% 

Regenerating 

 Heals 10% wounds at the end of each turn 

 Regains HL mana at the end of each turn 

 Gains a 10% bonus to CON 



Aura of Life 

 Heals all friendly units by HL% at the start of each round where the units share the same battle 

slot as the character. 

 Damages all “undead” enemy units by HL% at the start of each round where the units share the 

same battle slot as the character. 

Aura of Death 

 Heals all friendly undead units by 2HL% at the start of each round where the units share the 

same battle slot as the character. 

 Damages all enemy units by HL% at the start of each round where the units share the same 

battle slot as the character. 

Aura of Night 

 Increases the AF% of all “undead” units in the same battle slot by 10HL% 

Moon Glow 

 Increases the AF% of all “lycanthrope” units in the same battle slot by 10HL% 

 

 

 

Game Turns 
In most games, players are allowed to submit one turn each week, from Monday to Friday.  There is no 

processing of turns on Saturday or Sunday.   

Players can run their turn on any day within the week.  For example, a player can run their turn on Week 

1 on Monday and then, if they choose, they can run their turn on Week 2 on Friday. 

Turns are always run at the same time every day, 9am EST.  This constitutes the "cut-off time".  Any 

player that submits their turn after the cut-off time cannot have their turn processed until the next 

game day. 

To submit a turn a player must: 

1. Set the run date (the date they want their turn to run). 

2. Submit their turn before the cut-off time on that run date. 

Sequencing with Teammates 
If two players from the same faction are running on the same day, they can choose to have their turns 

run in particular sequence.  If teammates don't submit a sequence, they will run in random order.   

For example, suppose Paul and Jon want to run on the same day.  Paul is going to transfer some 

equipment to Jon, which he plans on using on his turn.  Jon wants Paul to run before him so that he will 

be sure that Paul will transfer him the equipment before Jon's turn runs. 



Only one player on the faction needs to include the sequence order.  If more than one player from the 

same faction submits a sequence, and the sequences differ, the sequence orders for all of the players in 

the faction are thrown out and the turns are run without sequencing. 

*** Note - ideally players that are sequencing should be able to view the effects of the other player's 

orders in their turn.  This may not be possible. An idea is that players can "share" their orders.  This will 

send the orders to the other players and the system will then put them in sequence with their own turn. 

Processing Turns 
The processing of turns starts immediately after the cut-off time has passed.  The length of time it takes 

to process the turns will depend on the number of turns being run and the complexity of the turns. 

After all the turns for the day are processed, all players will be notified that processing is complete.  All 

players will also receive any updates pertaining to their faction.  This includes their position, plus all the 

positions of the other players in their faction. 

Reporting Events 

Sighting Reports 

Each time a stack is moved, there is a chance that it might be sighted.  When a stack is sighted, all units 

in the province of the sighting are also sighted.  Sighting reports provides basic, but complete 

information.  Stacks can sight units up to 1 province away from the stack.  Any city or stack that can be 

sighted can also sight the moving stack. 

Battle Reports 

For each battle, a full accounting of the activities is provided to players from all involved factions.  The 

information provided will be the name of all stacks involved, the characters involved and military units 

involved.  The characters and military units will be listed in their initiative order. 

Whenever a spell is cast, the name of the spell and its effects on the target are detailed. 

Whenever a special attack is made, the name and strength of the attack is described along with the 

number of units that are affected by the attack. 

Each time a unit moves, there will be a report indicating its movement. 

When a unit attacks a slot, the damage amount and power level of the attack will be detailed as well as 

the amount of wounds taken by each unit in the target slot. 

If a unit retreats, it is detailed along with any damage it might take as a result of the retreat. 

Production  
Production is always processed on Saturday at 9am EST.   

The production cycle is broken up into 2 parts: a weekly production cycle and a monthly production 

cycle.  Weekly productions always happen on Saturday while monthly productions always happen on the 

first Saturday of the month. If a weekly production and a monthly production happen on the same day, 

the weekly production will be processed before the monthly production is processed. 

After production has been processed, all players will receive notification that it has completed plus any 

additional updates related to the effects of production. 



Weekly Production 
1. All units have their available action counts reset.  That is to say that characters, cities, guilds, etc. 

can all now perform actions on their next turn.  If any unit has not used up all their actions, they 

will perform a default action, which is determined based on the type of unit. 

2. All units have their used movement count set back to zero. 

3. City populations grow. 

4. Recruits are added to inventory. 

5. Units left over open water without enough water carrying capacity will drown. 

Monthly Production 
1. Characters & military units heal 

2. Characters regain mana 

3. Long lasting spells diminish in strength 

4. Monthly spells dissipate 

5. Blesses/Curses diminish 

6. Effects of production spells & statuses are applied  



Game Orders 
Game orders are executed in the following sequence: 

1. Basic Orders 

2. City Actions 

3. Guild Actions 

4. Character Rituals (uses up all actions a character has plus their movement) 

5. Phase 1 Character Actions 

6. Phase 1 Military Actions 

7. Encounter Orders 

8. Movement Orders 

9. Phase 2 Character Actions 

10. Phase 2 Military Actions 

 

Basic Orders 
Executing a basic order does not use up any character or stack actions, unless explicitly stated.  Players 

may issue up to 1000 basic orders in a turn. 

Activate Stack 
Activates the selected stack in the target province giving it the supplied name. 

A stack cannot be activated in the same turn that it was deactivated on. 

A stack cannot be activated in enemy territory unless there is already a stack owned by the player in the 

province. 

Deactivate Stack 
Removes an empty stack from the game board. 

A stack can optionally be “emptied” into the current province.  All characters, military units, possessions 

are dropped off into the province allowing the stack to be deactivated. 

When a stack is deactivated, there is a chance it can be seen by enemy stacks and/or towers. 

** Stacks with active task spells on them cannot be deactivated. 

Set Banner 
Orders the selected stack to fly the banner of the selected territory.  The territory must both belong to 

the player’s faction. 

Transfer Character 
Orders the selected character to be transferred to the target stack/city/province into the specified 

battle slot.  If a target battle slot is not specified, the characters will retain their current battle slot 

assignment. 

The player must control the character. 

The character and the target must be in the same province. 



If the target is a stack, the stack must be active and belong to the player. 

Transfer Military Unit 
Orders the selected military unit to be transferred to the target stack/city/province into the specified 

battle slot.  If a target battle slot is not specified, the units will retain their current battle slot 

assignment. 

The player must control the character. 

The military unit and the target must be in the same province. 

If the target is a stack, the stack must be active and belong to the player. 

Transfer City 
Orders the selected city to be transferred from the sponsor player to the target character.  Players may 

only gift cities to characters controlled by players in their own faction.  The target character can belong 

to the player making the transfer. 

Transfer Items 
Transfers one or more items from the sponsor’s possessions to the target’s possessions.  The sponsor 

can be any character, stack or city controlled by the player.  The target can be any character, stack or 

city controlled by the player’s faction.  If the possessions are being transferred to/from a province, the 

player does not need to control it, but the player must control a character, stack or city in that province.  

The sponsor and the target must be in the same province. 

Transfer All 
Transfers all characters, military units and possessions from the sponsor province or stack into the target 

province or stack.  The transfer can only take place between stacks that the player controls.  If 

transferring characters or military units from a province to a stack, only characters and/or military units 

controlled by the player can be transferred.  The sponsor and the target must be in the same province. 

Transfer Renown 
Transfer the specified amount of renown from the player to the target player.  The target player must be 

a member of the same faction as the sponsoring player.  If the sponsor doesn’t have as much renown as 

what is being transferred, no transfer takes place. 

Gift Unit 
Orders the selected character or military unit to be transferred from the sponsor player to a stack 

owned by the target player.  Players may only gift characters and military units to other players in their 

own faction.  The unit is transferred into the province it is in. 

Players cannot gift any of their starting characters. 

Note: if a character is transferred and that character owns a city, the city is also transferred to the target 

player. 



Assign Unit to Battle Slot 
Assigns the sponsor unit, either character or military unit, to report to specified battle slot when a battle 

begins.  A unit can be ordered to disengage from combat using this order by assigning the unit to slot 0.  

Disengaged units will not report for battle. 

The sponsor unit must belong to the player. 

Assign Unit to Ship 
Assigns the sponsor unit, either character or military unit, to report to specified ship within a fleet.  A 

unit can be ordered to disengage from combat and be carried as cargo by removing the ship assignment.  

Units not assigned to a ship will not report for battle during Naval Combat. 

The sponsor unit must belong to the player. 

The target ship id must belong to the player. 

Drop Unit 
Drops the specified character or military unit from being under the player’s control.  A player can only 

drop a unit that they have control of.  The dropped unit is removed from the player’s stack and is placed 

into the province, unassigned from all stacks and/or cities.  The dropped unit’s factional allegiance is 

changed to “Unaligned”. 

Players cannot drop any of their starting characters. 

A player cannot drop a Baron, Lord or King.  If you wish to do so, transfer the city to another character 

and then drop the city owner. 

Bury Unit 
Orders the specified “dead” character or military unit, which must be either controlled by the player, or 

a prisoner of the player, to be buried in the unit’s current province. 

The sponsor must be some form of “dead”.  If the sponsor is a prisoner and alive, this order will both kill 

the sponsor and bury it. 

Strip Unit 
Orders the specified character or military unit, which must be either controlled by the player, or a 

prisoner of the player, to be stripped of its equipped items and possessions.  Everything is transferred to 

the container the sponsor unit is in. 

Equip Character 
Orders the sponsor character to put the specified equipment to use. 

The player must own the character. 

The character must have the equipment either already equipped or in possessions (or a combination 

thereof).  If there are any equipped items that are being replaced, those items will end up in the 

character’s possessions. 

The equipment being specified into each equipment slot must be of the correct type.  Any inappropriate 

item specified will not be equipped, but it will not interfere with the other items. 



Equip Military Unit 
Orders the sponsor military unit to put the specified equipment to use. 

The player must own the military unit. 

The military unit must either have the items already equipped or the unit’s container must have the 

equipment in possessions (or a combination thereof).  If there are any equipped items that are being 

replaced, those items will end up in the unit’s container’s possessions. 

The equipment being specified into each equipment slot must be of the correct type.  Any inappropriate 

item specified will not be equipped, but it will not interfere with the other items.  The must also be 

enough of the specified equipment for every soldier in the unit.   

Abandon Wounded Soldiers 
If a military unit has taken wounds to the point where it can no longer move, a player may choose to 

leave the wounded soldiers behind to die.  This action reduces the number of soldiers in the unit, but 

returns the unit to 100% health.  For example, suppose a military unit has 100 soldiers in it.  That unit is 

suffering 80% wounds.  The amount of wounds is preventing the stack the unit is in from moving.  Using 

this order, the target unit’s soldier count is reduced to 20 soldiers and the unit’s health is increased to 

100%.  The net effect here is to leave the 80 wounded soldiers behind to die. 

The player must own the own the sponsor military unit. 

The may optionally choose to strip the wounded soldiers before abandoning them.  The equipment is 

transferred into the container holding the sponsor military unit. 

Declare War 
This order can only be made against Neutral factions.  If the target faction is Allied, the alliance must 

first be broken to make them a Neutral faction. 

Sets the player’s attitude toward the specified faction from “Neutral” to “At War”.  This declaration is 

made public to all players.  The declaration of war initiates a multipart process where a majority of the 

members of a faction must make this declaration.  Once there is a majority vote in favor of war, the 

timer begins. 

The timer takes 3 productions before the factions become “At War”.  During this time period, the 

factions can start preparing for the impending conflicts.  The process can be made to happen faster if 

both factions have a majority declaration war on each other.  If this happens, the two factions will be “At 

War” after the following production. 

The sponsor is the player’s faction (default value). 

The target is the faction that you wish to declare war with. 

If the same player issues this order multiple times, the vote will only count once.  When the vote is cast, 

all players will be notified of the event. 

Sue for Peace 
This order can only be made against “At War” factions.   



Sets the player’s attitude toward the specified faction as “Neutral”.  This declaration is made public to all 

players.  It takes a majority of players in the faction to “Declare Peace”.  Once peace is declared, a timer 

begins that will last for 3 productions.  When the 3rd production is passed, the factions will change from 

being “At War” to “Neutral”.  

Note: During this time, the target faction can also “Sue fo Peace” through majority vote.  If they do, the 

two factions will *immediately* be “Neutral” to each other. 

Note: During this time, the sponsor faction that is suing for peace cannot perform *any* hostile actions 

against the target faction, unless the target is within the borders of the one of the faction’s baronies. 

The sponsor is the player’s faction (default value). 

The target is the faction that you wish to declare war with. 

If the same player issues this order multiple times, the vote will only count once.  When the vote is cast, 

all players will be notified of the event. 

Declare Alliance 
This order can only be made against Neutral factions.   

Sets the player’s attitude toward the specified faction as “Allies”.  This declaration is made public to all 

players.  The declaration of alliance requires a majority of the players on the declaring faction to make 

the same order.  Also, the target faction must also make the same majority declaration. 

The sponsor is the player’s faction (default value). 

The target is the faction that you wish to declare war with. 

If the same player issues this order multiple times, the vote will only count once.  When the vote is cast, 

all players will be notified of the event. 

Break Alliance 
This order can only be made against “Allied” factions.  Once a majority number of players have declared 

that they wish to break the alliance a timer is initiated.  After 2 productions have passed, the 

relationship between the two factions changes from “Allied” to “Neutral”. 

Note: During this time, if the target faction makes a majority choice to break the alliance, the alliance is 

immediately broken. 

The sponsor is the player’s faction (default value). 

The target is the faction that you wish to declare war with. 

If the same player issues this order multiple times, the vote will only count once.  When the vote is cast, 

all players will be notified of the event. 

Rescind Votes 
This action withdraws a player’s diplomacy vote towards a faction, nullifying all previous votes that may 

have been cast. 

The target is the faction that you wish to rescind your votes from. 



Note: if rescinding your vote drops the number of players voting below a majority, during production 

the turn counter will be stopped but not reset.  When the vote is rescinded, all players will be notified of 

the event. 

Change Message 
Changes the message on any player controlled character, military unit, stack, or city. 

Drop Spell 
Orders the character to remove the specified spell from his spell book. 

The sponsor character must be under the player’s control. 

The sponsor character must have the target spell id in her spell book. 

The spell is removed from the spell book. 

City Actions 

Construct Village 
Consumes 5% of the city’s population to construct a village at the target province.  The target province 

must be within the barony’s boundaries.  If a city is made up of multiple races, the number of people 

used from each race is proportional to their overall numbers.  For example, if a city is made up of 2,000 

elves and 3,000 humans the city would use 100 elves and 150 humans to construct the village. 

The player must control the sponsor city. 

The province cannot already have a village present. 

Improve Village 
Orders the specified city to increase the level of a village within its boundaries by 1.  A village cannot be 

improved beyond level 4. 

The player must control the sponsor city. 

 

Relocate Village 
Orders a specified city to move the location of a village in its barony.  The village can be relocated to any 

province within the barony, but it will cost the village 1 level.  For example, a level 4 village is sitting on a 

food deposit.  Raiders have come in and destroyed a village sitting on a Mithril deposit.  The player 

decides that the mithril is more important than the food, so the level 4 village is moved.  The move 

process costs the village one level, reducing it to a level 3 village. 

The player must control the sponsor city. 

The sponsor village cannot be level 1 and must be in the sponsor city’s barony. 

The target province must be in the barony and cannot already have a village present. 



Build Walls 
Orders the specified city to build walls in a province within its boundaries.  If walls are already present in 

the province, the city will increase the quality of the walls by 1.  In order to build or improve walls, the 

city must have access to the following resources: 

 Level 1 – Oak 

 Level 2 – Oak & Stone 

 Level 3 – Oak, Stone & Iron 

 Level 4 – Oak, Stone, Iron and either Amberwood, Mithril or Obsidian 

The player must control the sponsor city. 

The target province cannot have fortifications of level 4. 

Build Watch Tower 
Orders the specified city to build a watch tower in a province within its boundaries.  Building a watch 

tower requires the city to have a level 10 knave’s guild or a level 10 knave to be present at the city at the 

time the order takes place. 

The player must control the sponsor city. 

The target province cannot have a tower of any type on it. 

Build Guard Tower 
Orders the specified city to build a guard tower in a province within its boundaries.  Building a guard 

tower requires the city to have a level 4 lumber yard 

The player must control the sponsor city. 

The target province cannot have a tower of any type on it. 

Build Wizard Tower 
Orders the specified city to build a wizard’s tower in a province within its boundaries.  Building a 

wizard’s tower requires the city to have a level 10 mage’s guild or a level 10 mage to be present at the 

city at the time the order takes place. 

The player must control the sponsor city. 

The target province cannot have a tower of any type on it. 

Build Castle 
Orders the specified city to build a Castle in a province within its boundaries.  Building a Castle requires 

the city to have a level 10 warrior’s guild at the city at the time the order takes place. 

The player must control the sponsor city. 

The target province cannot have a tower of any type on it. 

Build Guild 
Orders the sponsor city to build the specified guild type.  In order to build a guild, the following 

conditions must be met: 



 the player must own the city the guild is to be built in 

 the city must have an available action point 

 the target character must be in the same province as the city, 

 the target character must be controlled by the player, 

 the target character must meet the guild type’s requirements, 

 there cannot be a guild of the same type already present, 

 there cannot be a guild of the same name already present, 

 the city must have access to the resources that meets the guild type’s requirements. 

 Magic guilds require a level 10 Mage plus access to one of Amberwood, Mithril or Obsidian. 

 Warrior guilds require a level 10 Warrior plus access to both Oak and Iron. 

 Knave guilds require a level 10 Knave plus access to one of Silver, Gold or Foxglove 

 College guilds require a level 10 Bard plus access to one rare resource 

 Church guilds require a level 10 Priest plus access to two of Silver, Gold, Precious Stone or Gems. 

 Merchant guilds require a level 10 character of any class and a city with more than 5000 people 

in the population. 

Improve Guild 
Orders the sponsor city to increase the level of the specified guild type by 1.  In order to improve a guild, 

the following conditions must be met: 

 the player must own the city the guild is to be built in 

 the city must have an available action point 

 the guild must already exist in the city 

 the guild cannot be upgraded twice in the same turn 

 the city still meets the requirements to build the guild, except that the sponsor character is not 

required. 

Build/Upgrade City Improvements 
Orders the city to build/upgrade the specified city improvement.  In order for the order to be successful, 

the following conditions must be met: 

 the player must own the city the improvement is to be built in 

 the city must have an available action point 

 the specified improvement cannot already be level 4 

 for Barracks, the city must have access to Oak or Stone 

 for Smithy, the city must have access to Oak and Stone 

 for Livery, the city must have access to Oak or Stone plus on Herd type resource 

 for Lumber Mill, the city must have access to Oak 

 for Shipyard, the city must be coastal and have a level 4 Lumber Mill 

Train Military Units 
Orders the specified City to convert Recruits to Military Units.  When the order is issued, the following 

elements are identified: 

 Sponsor city that is training the military unit 

 Target recruits that are being converted into a military unit 



 Unit class (Soldier, Artillery or Ship) 

 Unit type (available types depend on the class chosen) 

 Name the unit will go by (does not need to be unique) 

 Quantity of units to be trained (For soldier units, quantity identifies the number of soldiers being 

trained.  For artillery and ship units, quantity identifies the number of artillery or ships being 

trained. 

 Battle Slot the unit will be assigned to. 

 Equipment (weapons, armor, items, etc.) that the unit will be equipped with. 

 Talents that the unit will start with 

In order for the order to be successful, the following conditions must be met: 

 the player must own the sponsor City 

 the city must have an available action point 

 there needs to be enough recruits to train at least 1 unit 

 the city must have the resources and improvements necessary to train the unit 

 the city must have in possessions the equipment that the unit is to be equipped with.  If there is 

an insufficient amount of any item, that item will not get equipped but it will not have any other 

effects on the outcome. 

 For ships and artillery, the level of the shipyard or lumber mill must be high enough to produce 

at least 1 unit of the specified type. 

If the order successfully trains the unit, it will be added to the city’s garrison in the identified battle slot. 

Make Equipment  
Orders the city to produce the selected item.  The items that can be made are based on the race of the 

population present, the resources available to the city and the improvements present in the city.  The 

number of items made are based on the total population of the city and the production rate of the item 

being made.  (Note: Some items that can only be made by certain races.  As long as the race is present in 

the city’s population, regardless of how many people of that race there are, the item can be made – 

assuming all other conditions are also met.) 

In order for the order to be successful, the following conditions must be met: 

 the player must own the sponsor City 

 the city must have an available action point 

 the city must know how to make the item 

 the city must have access to the resources required to make the item 

 the city must have the improvements required to make the item 

 the city must have the guilds required to make the item 

Conscript Recruits 
Orders the target city to conscript recruits from its population. The number of recruits produced from 

each race is equal to the square root of the population count multiplied by the conscription rate for the 

race. 

In order for the order to be successful, the following conditions must be met: 



 the player must own the sponsor City 

 the city must have an available action point 

Attract Population 
Orders the target city to use food resources to attract more population into the city.  The city must have 

access to at least 1 food type resource to use this order. 

In order for the order to be successful, the following conditions must be met: 

 the player must own the sponsor City 

 the city must have an available action point 

For each different food resource available, the city’s population grows at 25% of its normal growth rate. 

Guild Actions 
All guilds, regardless of the amount of population in the city, get 1 action each turn.  All actions, unless 

explicitly stated require the player issuing the order to control the city the guild is in and the guild 

cannot have already issued another action in the same turn. 

All Guilds 

Improve Self  

Orders the selected guild to increase its level by 1. 

This order is identical to the Improve Guild order, except that it is sponsored by the guild itself, with the 

guild spending the action rather than the city it is in.  See the Improve Guild order for more details. 

Train Character 

A guild may provide skill training to any of its associated class’ trained skills.  The guild cannot provide 

training to a character whose skill level is higher than the guild’s level.  The chance of increasing the 

character’s skill level is equal to 5 times the difference between the guild’s level and the skill level being 

trained, plus the level of the guild.  This order cannot increase the character’s skill level beyond their 

maximum allowable skill level, which is equal to their Level for trained skills and one-half their Level for 

untrained skills. 

If the guild doing the training is a church, the character must be of the same religion as the church.  

However, the church gains a 1% training bonus per level of the Church. 

In order for the order to be successful, the following conditions must be met: 

 the player must own the sponsor City 

 the guild must have an available action point 

 the target character and guild must be in the same province 

 the target character must be in an allied faction 

 the selected skill must be in the list of the guild’s associated class’ trained skills 

If successful 

 The guild uses up an action point 

 The selected skill level target character’s increases by one (with a successful roll) 



Summon Agent 

Orders the selected guild to summon an agent into service. 

To successfully summon an agent, the following criteria must be met: 

 the player must own the sponsor City 

 the guild must have an available action point 

 the guild cannot already have an agent in play 

For all guilds: 

 the agent’s level is based on the level of the guild summoning the agent 

 stealth skill is equal to the greater of ½ of Guild’s level or Knave Guild level at the time of 

training 

For Merchant Guilds: 

 creates a “Merchant” type agent 

For Magic Guilds: 

 creates a “Mage” type agent 

For Knave Guilds: 

 creates a “Knave” type agent 

For Church Guilds: 

 creates a “Priest” type agent of the same religion as the Guild 

For College Guilds: 

 creates a “Bard” type agent 

For Warrior Guilds: 

 creates a “Fighter” type agent 

Merchant Guild 

Open Resource for Trade 

Sets any accessible resource in the barony to be available for trade.  Any resource set open for trade is 

no longer available to be used within the City.  The city can identify what resource or resources they 

expect in return for their resource.  This order does not use up an action point. 

 Player must own the sponsor city 

 City must have access to target resource id 

If successful, 

 Resource id is removed from the available list of resources, unless there are multiple copies of 

that resource available. 



 Resource id is added to the list of resources available for trade.  If the resource is already added, 

the availability counter is incremented. 

 All players are notified of the items up for trade. 

For example, Southvale has 2 iron deposits and 1 gold deposit in the barony.  It puts 1 iron and 1 gold up 

for trade.  The city still has access to iron because there are 2 active deposits but it no longer has access 

to gold.   

Offer Trade Agreement 

A guild can offer a trade agreement with any Allied city that has a merchant’s guild.  The offer is made 

asking for one or more resources in trade for one or more resources.  If the target guild accepts the 

trade, the agreement is struck and both sides immediately gain the benefits. 

 Player must own the sponsor city 

 Target city must belong to a player in an allied faction (or the player’s faction) 

 The sponsor city must have the items for trade available on their Open for Trade list. 

 The target city must have the specified “wanted” resources available for trade on their Open for 

Trade list. 

 The sponsor city cannot have a pending offer in place with the target city.   

 The merchant guild must have an available action. 

If successful 

 The owner of the target city will receive the Offer for Trade. 

 The merchant guild will spend an action point. 

Accept Offer for Trade 

The sponsor city accepts the trade offer made by the target city. 

 Player must own the sponsor city 

 Offering city must belong to a player in an allied faction (or the player’s faction) 

 Offering city must have the offered resources available on their Open for Trade list. 

 Accepting city must have the offered resources available on their Open for Trade list. 

If successful 

 A trade agreement is struck and both sides now have access to the resources in the trade 

agreement. 

 The traded items are removed from both the sponsor and target cities Open for Trade items 

 The trade offer is removed from the target city. 

Break Trade Agreement 

The sponsoring city breaks a pre-existing trade agreement with another city. 

If two kingdoms go to war, all agreements are immediately broken without any impact to the guilds. 

Note: if the resource(s) being traded become unavailable for any reason, the agreement is immediately 

broken and the effects are the same as though the city had broken the agreement (this is a penalty for 

not adequately protecting its investments). 



 Player must own the sponsor city 

 The sponsor city is involved in the trade agreement 

 The trade agreement being broken must be in force (not already broken). 

If successful 

 The trade agreement is broken and both cities immediately lose access to the negotiated 

resources. 

 The merchant guild breaking the agreement suffers a 20% loss in level, rounded up. 

Remove Resource from Market 

Removes the selected resource from the open market, making them once again available to the city.  

Note: this order does not use up the merchant guild’s action point. 

 Player must own the sponsor city 

 The resource must already be Open for Trade 

If successful 

 The resource availability counter is reduced by 1.  If the value is 0, the resource is removed from 

the Open for Trade list of items. 

Magic Guild 

Make Potion 

Magic guilds can produce “magic” potions (potions with the keyword ‘magic’) based on the level of the 

guild and the availability of resources.  The guild can produce one potion for each 5 levels rounded up.  

For example, a level 1 guild can produce 1 potion, a level 13 guild can produce 3 potions a level 25 guild 

can produce 5 potions. 

In order for the order to be successful, the following conditions must be met: 

 the player must own the sponsor City 

 the magic guild must have an available action point 

 the magic guild must know how to make the potion 

 the magic guild must have access to the resources required to make the item 

 the magic guild must have the improvements required to make the item 

 the magic guild must have the guilds required to make the item 

If successful 

 The guild uses up an action point 

 The newly created potions are added to the City’s possessions 

Cast Spell 

Orders the sponsor guild to cast the selected spell at the specified target.  The order allows for the 

allocation of mana to increase the potency of the spell. 

In order for the order to be successful, the following conditions must be met: 

 the player must own the sponsor City 



 the city has a magic guild 

 the magic guild has an available action point 

 the magic guild must know the spell 

 the spell must be available to cast 

 if additional mana is being used, the guild must have the mana in its mana pool. 

If successful 

 The guild uses up an action point 

 The spell is cast.  The possibility of success and the spell effects depend on the spell being cast. 

 The countdown timer to the next time the spell can be cast is initialized based on the spell being 

cast.  Refer to the section on Strategic Spells for more details. 

Research Spell 

Magic Guilds can research any spell up to its heroic level (which is the guild’s level / 5 rounded up).  They 

have a 30% chance of learning any spell whose level is the same as their spell craft HL.  If the spell is 

lower than their spell craft HL, they gain an additional 10% chance of success for each level. 

For example, a level 23 magic guild has a heroic level of 5.  If the guild tries to research a level 5 spell, 

they have a 30% chance of success.  If the guild tried to research a level 2 spell, the chance of success 

would be 30% + (5-2)*10% = 60%. 

In order for the order to be successful, the following conditions must be met: 

 the player must own the sponsor City 

 the city has a magic guild 

 the magic guild has an available action point 

 the magic guild must not already know the spell 

 The guild uses up an action point 

 If the guild successfully researches the spell, it will be added to their spell book. 

Learn Spell from Character 

Guilds can learn spells from characters that are in the same province as the guild. 

In order for the order to be successful, the following conditions must be met: 

 the player must own the sponsor City 

 the city has a magic guild 

 the magic guild has an available action point 

 the magic guild must not already know the spell 

 the character teaching the spell must be in the same province as the guild 

 the character teaching the spell must be in an allied faction 

 the character teaching the spell must know the spell 

 either the guild’s heroic level or the character’s spell craft level must be greater than or equal to 

the level of the spell 

 The guild uses up an action point 

 If the guild successfully researches the spell, it will be added to their spell book. 



Knave Guild 

Make Poison 

Knave guilds can produce “poison” potions (potions with the keyword ‘poison’) based on the level of the 

guild and the availability of resources.  See Magic Guild – Make Potion for more details. 

Make Antidote 

Knave guilds can produce “antidote” potions (potions with the keyword ‘antidote’) based on the level of 

the guild and the availability of resources.  See Magic Guild – Make Potion for more details. 

Assassinate Agent 

Orders the Knave guild to send an assassin to kill the target agent.  The chances of successfully 

assassinating the agent is 50% +/- the difference between the guild level and the level of the target 

agent. 

In order for the order to be successful, the following conditions must be met: 

 the player must own the sponsor City 

 the city has a knave guild 

 the knave guild has an available action point 

 the target agent is within the barony’s boundaries 

 the target agent must be with an Enemy faction 

If successful, 

 the target agent is dead 

 the player gets a notification that their agent was assassinated. 

Warrior Guild 

Train Combat Unit 

The sponsor guild targets one to four characters or military units for training.  The training can involve 

either characters or military units, but not both at the same time. 

Sponsors whose training level is the same or lower than that of the soldiers are not permitted to do this 

order. 

Up to 4 units may be targeted for this order.  For each unit targeted over 1, the player takes a -2 for each 

roll.  That is to say, if there are 2 units targeted, the character will make a separate success roll for each 

unit, with a -2 penalty for both rolls.  If the character is targeting 3 units, three separate rolls are made, 

one for each unit, with a -4 penalty to each roll.  If the character is targeting 4 units, four separate rolls 

are made, one for each unit, with a -6 penalty to each roll. 

Note: for the purposes of determining the roll bonus, military units use their “Encounter Level” rather 

than their XP level which takes into account the size of the military unit being trained. 

In order for the order to be successful, the following conditions must be met: 

 the player must own the sponsor City 

 the city has a warrior guild 

 the warrior guild has an available action point 



 the target units must all be either characters or military units 

 the target units must be in the same province as the guild 

 the target units must be in an allied faction 

 the guild’s level must be higher than the encounter level of the target units 

 The guild uses up an action point 

 The guild takes a -2 penalty to the die roll for each unit over 1 being trained. 

 The amount of XP earned depends on the die roll made for each unit being trained 

College 

Research Item Creation 

Depending on the races present in the city, the city will have the ability to produce basic items and 

certain racial-specific items.  Some items however, require special research to learn the secret of how to 

make the item.  A college can attempt to research how to create these items.  If the research is 

successful then the city will forever be able to produce that item. 

The chance of successfully researching the secret is 20% + ((Guild’s Heroic Level – Item Level) * 10%) 

In order for the order to be successful, the following conditions must be met: 

 the player must own the sponsor City 

 the city has a College guild 

 the college has an available action point 

 the target item has a recipe 

 the city does not already know the secret 

 the city meets the requirements to produce the item 

 the heroic level of the guild is greater than the level of the item being researched 

If successful, 

 the target recipe is added to the city’s list of know production secrets 

Enchant Standard Item 

Increases the enchantment level of the target item by 1.  The number of items that can be enchanted is 

equal to 10 times the level of the College divided by the current level of the item.  The number of items 

enchanted is based on the number of items supplied and the new enchantment level.  Enchanting a level 

0 item to level 1 yields 100%.  Enchanting level 1 to level 2 yields one-half of the items.  Enchanting level 

2 to level 3 yields one-third of the items.  Level 3 to level 4 yields one-quarter and so on. 

A College can increase the enchantment level of an item up to the College’s level / 5. 

For example: 

A level 5 college can convert items up to enchantment level 1.  A level 5 college can enchant up to 10*5 

items.  Suppose the college wanted to enchant 50 broadswords, it would produce 50 +1 broadswords. 

A level 10 College can convert up to 100 +1 broadswords into 50 +2 Broadswords because 10 * 10 = 100.  

This action would consume all 100 +1 Broadswords and create 50 +2 Broadswords. 



A level 30 College can convert up to 300 items, to a maximum level of +6 at one time.  If it wanted to 

convert 60 +5 Broadswords (which is the maximum it could convert 300/5=60) into +6 Broadswords, it 

would consume all 60 +5 broadswords and produce 60/6 = 10 +6 Broadswords. 

Here is a longer example:  A level 30 college produces 300 +1 broadswords.  It then enchants those into 

+2 broadswords.  The result would be 300/2 = 150 +2 broadswords.  If it wanted to convert them to +3, 

the result would be 150/3 = 50 +3 broadswords.  To convert them to +4, the results would be 50/4=12 

+4 broadswords.  Converting these to +5 would result in 12/5 = 2 +5 broadswords.  Even though the 

guild has the skill to make +6 items, it would require 6 +5 broadswords to make a single +6 weapon. 

 In order for the order to be successful, the following conditions must be met: 

 the player must own the sponsor City 

 the city has a College guild 

 the college has an available action point 

 the target item can be enchanted 

 the enchanted version of the item cannot be higher than the guild’s heroic level 

 the city has the items to be enchanted in its possessions (if the number of items to be 

enchanted is greater than the number of items in possessions or greater than what the guild can 

enchant, the number of items enchanted will be reduced to the maximum possible) 

If successful, 

 the city will have the old items removed from possessions and the newly enchanted items 

added to possessions 

 

Create Unique Item (not implemented yet) 

Once an item has been enchanted, even just a level 1 enchantment, the guild can use it to create a 

unique item.  The guild can only create 1 unique item at a time.  The order requires that the item be 

given a unique name.  If the name provided is not unique, a random number will be added after the 

name to make it unique.  For example, the player chooses to create a unique item from a +3 Mithril Axe.  

The player names this ax Stone Splitter.  This name has already been used to create a unique item, so 

the game system renames the weapon to be Stone Splitter 142.  The unique item will appear in the 

guild’s possession list at the end of the player’s turn. 

Not all items can be turned into a unique item.  Items that have any form of enchantment on it cannot 

be converted.  The item will specifically identify itself as one that can be turned into a unique item.  The 

list of items that meet this criteria are module specific. 

Bestow Enchantment (not implemented yet) 

New enchantments can be added to a unique item.  The number of enchantments that can be added 

depend on the enchantment level of the item.  For example, a +3 Mithril Axe can receive 3 

enchantments.  Enchantments can only be added one at a time.  The type of enchantment that can be 

bestowed each action is module specific.   



Churches  

Perform Miracle 

See Magic Guild for Cast Spell. It’s identical – at least for now. 

Make Healing Draughts 

Churches can produce “healing” potions (potions with the keyword ‘healing’) based on the level of the 

guild and the availability of resources.  See Magic Guild – Make Potion for more details. 

Heal Combat Unit 

The church can heal up to its heroic level in characters or military units.  For military units, the total 

number of soldiers being healed cannot exceed the level of the church squared.  If the quantity exceeds 

the maximum allowed, only some of the units will be healed. 

If the target characters follow the same deity the church is dedicated, each character will receive 3% 

healing per level of the church.  If the targets are not of the same deity, they will receive 1% healing per 

level of the church. 

In order for the order to be successful, the following conditions must be met: 

 the city has a Church 

 the church has an available action point 

 the target units are all in the same province as the church 

 the target units must all be either characters or military units 

 the target units must be in an allied faction 

Character Actions 
Character actions are things a character can do during either of the two character-action phases.  In 

general, a character gets 1 action each turn.  However, there are some actions, like Drink Potion, that 

does not use up the character’s action.  Even though this action does not use up an action, it can still 

only be performed once.   

Action Points 
On occasion, characters can earn special Action Points that they can spend, allowing them to perform 

multiple actions in a turn.  A character cannot spend more than 2 action points in a given turn. 

Action Rating 
Similar to spells, actions have a rating that dictates how often a particular action can be performed. 

L0 – the action can be performed once per turn, but it does not use up an action. 

L1 – the action can be performed once per turn. 

L2 – the action can be performed every other turn. 

L3 – the action can be performed once per month. 

L4 – the action can be performed once per quarter. 



Standard Actions 

Drink Potion (L0) 

Orders the sponsor character to drink the specified potion.  

The player must control the sponsor character. 

The target id must be a potion. 

The potion must be in the character’s possessions.   

The potion is removed from possessions and consumed. 

The effects of drinking the potion are immediate. 

Perform Adventure (L1) 

Orders the specified character to complete an adventure.   

To complete the adventure, the specified character must meet all of the requirements set out by the 

Adventure. 

The player must control the sponsor character. 

The target id must be an adventure. 

The sponsor must meet the requirements set out by the adventure. 

The effects of the adventure are immediate. 

All adventures are module specific.  The details for each adventure, both its requirements and its 

benefits are outlined in the module. 

Influence Character/Military Unit (L0) 

Spends renown to take control of the target character.  When issuing this order, the player will specify 

the maximum amount of renown they are willing to spend when influencing the character.  If the cost 

exceeds the amount offered, the order is aborted and no renown is spent/lost.  If the player does not 

have enough renown to cover the cost, the order is aborted. 

To issue this order, the sponsoring character (or his agent) must be in the same province as the target 

character.  Only a player’s starting 5 characters (or one of their agents) may sponsor this order. 

If the target character is a barony owner, both the character and the barony fall under the control of the 

player. 

The target character cannot already be controlled by a player in the faction. 

The target character cannot be a Main Character. 

The level of a character purchased with renown can never exceed the highest level of your Main 

Characters.  For example, if your starting 5 characters are level 7, 11, 10, 10 and 9 then the highest level 

character that can be purchased using renown is level 11. 



Once influenced, the character’s factional alliance immediately changes to your faction and the 

character is transferred to a player controlled stack in the same province as the character.  If there is no 

player controlled stack present, the character is transferred to the province she is in. 

Monster races cannot be influenced in this way.  However, there may be adventures that would allow a 

character to influence a monster. 

Recruit Character (L0) 

Spends renown to recruit a new character.  When issuing this order, the player will specify the maximum 

amount of renown they’re willing to spend to recruit the character and the guild they want to recruit the 

character from. The level of the recruited character will be the maximum possible level based on the 

amount of renown offered.  The recruited character will be of a random race based on the races present 

in the City.  The class of the recruited character will be based on the targeted guild.  If the target guild is 

a Merchant guild, a random class will be chosen and is not limited to the other guilds present. 

To successfully issue this order, the following conditions must be met: 

 The sponsoring character (or his agent) must be in the same province as the target guild.  Only a 

player’s starting 5 characters (or one of their agents) may sponsor this order. 

 The player must have enough renown to cover the cost to recruit the character, which is based 

on the character’s level maximum XP * 4. 

 The minimum amount of renown that can be offered is Level 1 maximum XP * 4. 

 If the target guild belongs to an enemy faction, the cost is increased by 50% 

 If the target guild belongs to an allied faction, the cost is decreased by 10% 

 The level of a character recruited with renown can never exceed the highest level of your Main 

Characters.  For example, if your starting 5 characters are level 7, 11, 10, 10 and 9 then the 

highest level character that can be purchased using renown is level 11. 

If successful 

 The cost of the character will be deducted from the player’s renown 

 Once recruited, the character’s factional alliance immediately changes to your faction and the 

character is transferred to a player controlled stack in the same province as the character.  If 

there is no player controlled stack present, the character is transferred to the province she is in. 

Practice Skill (L1) 

As a part of the leveling up process, characters can choose to increase their skills by using up available 

skill points.  A character cannot increase a class skill beyond their class level and they cannot increase an 

out-of-class skill beyond ½ of their class level.  Players can choose to wait to allocate their skill points at 

any time.  Skills that are considered “built in” to a class do not require skill points to be spent to increase 

their level.  The level of a built-in skill will always be equal to a character’s level. 

Characters can also choose to practice a skill in the hopes of raising their level.  The chance of 

succeeding is based on the level of the character, the level of the skill they are practicing and whether or 

not the skill is a trained skill or an untrained skill.  For every character level above their trained skill level, 

a character has a 3% chance of successfully increasing their skill.  A level 10 Warrior that chooses to 

practice knight skill, which is currently at level 1 has a (10-1)*3% = 27% chance of successfully learning 

the skill.  If a character is practicing an untrained skill, they have only a 1% chance of successfully 



learning the skill.  However, this is the only way a character can increase an untrained skill beyond ½ of 

the character’s level.  For example, a level 10 Mage wishes to practice knight skill which is currently at 

level 5.  The Mage has (10-5)*1% = 5% chance of success.  If successful, the Mage can achieve a level 6 

knight skill.  In reward for achieving this task, the Mage is also rewarded by becoming trained in the 

Knight skill, allowing him to add skill points up to his current level. 

Characters who practice a skill at an allied City that has a class-related guild gains a 1% per point of 

difference in level between the character and the guild.  Characters who are not trained in the skill do 

not gain such benefits. 

UPDATE: Characters always have a minimum 5% chance of success. 

Character Classes and Related Guilds 

 Mage -> Magic Guild 

 Warriors -> Warrior Guild 

 Knave -> Knave Guild 

 Priest -> Church 

 Bard -> College 

 Merchant -> Merchant Guild 

Note: Characters cannot practice a skill beyond their current Level. 

Learn spell from Guild (L1) 

Orders the character to learn the selected spell from the target guild.  To learn a spell from the guild: 

 The sponsor must be in the same province as the guild.  

 The target guild must belong to an allied faction 

Note: The target guild does not have to perform any action to teach the spell. 

Learn spell from Character (L1) 

Orders the character to teach the selected spell to the target Character.  To teach the spell: 

 the sponsor and target must be in the same province 

 the target character must have the spell in their spell list 

 the target must belong to an allied faction 

 either the sponsor or the target Character must have spell craft of sufficient level for the spell.  

To teach a level 1 spell, either the sponsor or the target’s spell craft must level 5 or higher.  To 

learn a level 2 spell, one of the character’s spell craft must be level 10 or higher (and so on).   

Note: The target character does not have to perform any action to teach the spell. 

Research spell (L1) 

Characters can research any spell up to their Spell Craft heroic level (which is their spell craft level / 5 

rounded up).  Characters have a 30% chance of learning any spell whose level is the same as their spell 

craft HL.  If the spell is lower than their spell craft HL, they gain an additional 10% chance of success for 

each level. 



For example, a character with spell craft level of 23 has a spell craft heroic level of 5.  If the character 

tries to research a level 5 spell, they have a 30% chance of success.  If the character tried to research a 

level 2 spell, the chance of success would be 30% + (5-2)*10% = 60%. 

Characters can also use the magic guild at an allied city to help them with their research.  The sponsor 

gains a 1% bonus per point of difference between the spell craft level of the character and the level of 

the guild.  If the character’s spell craft level is higher than the guild, the guild provides no benefit to the 

research. 

If the character successfully researches the spell, it will be added to their spell book. 

Cast Spell (L1) 

Orders the sponsor character to cast the selected spell at the specified target.  The order allows for the 

allocation of mana to increase the potency of the spell. 

Research Item Recipe (L1) 

A character can attempt to research how to create some items.  If the research is successful then the 

character will be able to create the item. 

The chance of successfully researching the secret is 20% + ((Character’s Heroic Skill Level – Item Level) * 

10%) 

In order for the order to be successful, the following conditions must be met: 

 the target item has a recipe 

 the character does not already know the secret 

 the character meets the requirements to produce the item 

 the heroic level of the character is greater than the level of the item being researched 

If successful, 

 the target recipe is added to the character’s list of know production secrets 

Make potion (L1) 

Characters can make any potion that they have the recipe for as long as they have the necessary skill 

and ingredients.  A character can make up to his Heroic Level in Potions, Poisons, Antidotes or Healing 

(depending on the type of potion being made). 

Gather flora (L1) 

Characters may gather flora that is available in any province within 2 hexes of their current location.  

Each action gathers 2HL units of flora.  The flora can be in an enemy province. 

Afflict Unit (L1) 

Afflicts the target character or military unit with a supernatural status.  To be able to do this the 

following conditions must apply: 

 the sponsor and the target must be in the same province  

 the sponsor must have a status that allows for the affliction of a status 

 the target cannot already have a supernatural status 

 the target must be in an allied faction  



Summon Agent (L4) 

Orders the sponsor character to summon an Agent to be his servant.  The agent, when created, will have 

all the same skill levels as the sponsoring character.  The character cannot already have an agent in play 

at the time of summoning. 

Field Train Soldiers (L1) 

The sponsor character targets one to four military units for training. 

Take a Break (L3) 

Orders the specified character to take a break and heal up.  The character will heal one-half of their 

effective constitution in wounds (rounded down).  For example, a character with an effective CON of 23 

will heal 11% of their wounds. 

Covert Actions Overview 
All covert missions (spy, thief or assassin) can be carried out against targets that are up to 3HL provinces 

away from the sponsor, where the heroic level is Covert Heroic Level.  Regardless if it is a spy, thief or 

assassin mission, the range is based on the character’s best covert skill. 

The chance of success for any mission is 50% plus the 10 times sponsor’s related heroic skill level (spy, 

thief or assassin).  minus the anti-covert defenses of the target.  

If the mission fails, the character uses their stealth level to avoid getting caught.  The chance of 

successfully escaping is 50% plus Stealth level minus the target’s anti-covert defense. 

For Provinces, Cities, Stacks: Anti-covert defenses are based on the best defender in the province of the 

target.  Defenses come from an ally with the highest ranking of the following:  

 Knave’s guild within the barony the covert mission is taking place if the barony is an ally, 

 the highest related covert skill (spy, thief, assassin) level of any allied character in the province 

of the target or  

 the highest level allied Knave or Knave Agent in the province of the target.   

 the highest encounter level allied Military Unit in the province of the target.   

 Additional defenses come from every allied Watch Tower within the watch tower’s viewing 

range.  For each tower within range of the target, the defense increases by 2. 

For Characters: Anti-covert defenses are based on the best defender in the province of the target.  

Defenses come from an ally with the highest ranking of the following:  

 Knave’s guild within the allied barony the covert mission is taking place 

 the highest related covert skill (spy, thief, assassin), knave or knave agent level of any bodyguard 

assigned to the target that is in the same province as the target, 

 Additional defenses come from every allied Watch Tower within the watch tower’s viewing 

range.  For each tower within range of the target, the defense increases by 2. 

When a covert mission is given, the maximum acceptable risk level can be specified.  If the chance of 

capture exceeds this risk level, the mission will be aborted. 

Each covert mission, whether it is aborted, succeeds or fails, will tell the player what the chances of 

success and capture were. 



Rescue Character (L1) 

Attempts to rescue the target character from his/her captors.  The sponsor character will use their 

highest level covert skill when attempting the rescue.   

If successful, the rescued character is whisked away to the sponsor’s stack or City.  If the character 

controls the target, the target is freed into the sponsor’s container.  If the target is an ally, it is freed into 

the province of the sponsor.  If the target is neutral or an enemy, it becomes a prisoner of the sponsor’s 

container. 

If unsuccessful and captured, the sponsor becomes a prisoner of the same container holding the 

prisoner he was attempting to rescue. 

Attempt Escape (L1) 

The sponsor character will use their stealth skill or their highest level covert skill when attempting the 

escape.  If successful, the sponsor character is whisked away to the nearest City or stack owned by the 

player. 

Thief Actions 

Stealing Overview 

Regardless of the weight of the item being stolen, the thief can always steal at least one of the item.  If 

there are multiple items of the type present, the thief will attempt to take as many additional items as 

he can carry.  The weight of the additional items cannot exceed the thief’s carrying capacity.  For this 

situation, the thief’s carrying capacity without the benefit of mounts or other carrying capacity items 

that may be in their possessions.  Any equipped items, except for their mount, will affect the thief’s 

carrying capacity. 

The chance of success for all missions is 50% plus the sponsor’s Thief Heroic Level * 10 minus the 

target’s Anti-Covert defense. 

If the target of the theft is player controlled, that player will get a report of the attempt and its success 

or failure. 

Steal Item from Provincial Possessions (L1) 

If successful, this attack will remove the specified item from the target province’s possessions and place 

it in the possessions of the sponsor.   

Steal Item from Character Possessions (L2) 

If successful, this attack will remove the specified item from the target character’s possessions and place 

it in the possessions of the sponsor.   

Steal Item from Stack Possessions (L2) 

If successful, this attack will remove the specified item from the target stack’s possessions and place it in 

the possessions of the sponsor.   

Steal Item from City Possessions (L2) 

If successful, this attack will remove the specified item from the target city’s possessions and place it in 

the possessions of the sponsor.   



Steal Equipped Item (L3) 

If successful, this attack will remove the specified equipped item from the target character and place it 

in the possessions of the sponsor.  Due to the complexity of this task, the thief takes a 25% penalty to 

their chance of success.  If the theft fails, the same penalty/bonus applies to trying to escape. 

If the character has the equipped and also has the same item in their possessions, the item will be taken 

from possession instead.  In this case, instead of the 25% penalty, the thief gains an additional 25% 

chance of success.  Note: this is being done to prevent players from having to do a bunch of busy work to 

negate having equipped items stolen by re-equipping everything at the start of every turn. 

Note: The quantity is always 1, when trying to steal an equipped item.  

Sabotage Morale of Troops (L3) 

Reduces the morale of enemy troops in the target province by a percentage equal to 5 times the 

character’s heroic thief level.  For example, if character with level 17 thief successfully sabotaged the 

enemy, each MU in the province would take a 20% loss to their morale.  If the MU’s morale before the 

attack was 80%, their resulting morale would be 80% * (100-20) % = 64%. 

Note: this order has special rules for the calculation of anti-covert defenses and who ultimately will 

capture the thief should the action fail.  In this instance, since the target is all stacks in the target 

province, the anti-covert rating for each stack is calculated separately, with the highest value being used 

to defends all the stacks present.  The stack that has the highest anti-covert rating is the value that is 

who will capture the thief. 

Note: the thief will not target either allied or neutral troops with this action. Targeted  

Cause Strife in City (L4) 

If successful, this attack will cause the target city to lose one of its actions every turn until the next 

monthly production. 

Sabotage Fortifications (L4) 

Reduces the effective level of fortifications by up to 2 levels until the next monthly production. 

Spy Actions 

Spy Defenses (L0) 

Identifies the anti-covert level of the target, which can be either for the target province, barony, 

character, military unit, stack or city. 

The action is always successful.  However, if the spy is spotted the target receives an event notifying him 

of the spy activity.  If the spy is not spotted, the target never knows what happened. 

Chance of getting caught = 0% 

Spy Province (L1) 

Identifies all provincial improvements in the target province, the presence of any resources and all items 

in the provincial cache.   



Spy Barony (L1) 

Identifies all provincial improvements and their level as well as any resources in each province in the 

barony. 

This order requires the spy to target the barony’s capital city. 

Spy Character (L1) 

Provides detailed information on the target character including her Class,  XP, Skills and an inventory of 

all their possessions and equipment. 

Spy Party (L1) 

The spy targets a specific province within range to gather details on all non-allied characters present. 

If successful: 

Identifies all non-allied characters in the target province, giving their owner’s player id, character’s id, 

name, class and XP.  It also provides a complete list of all equipped items and items in the character’s 

possessions.  The character in the province with the highest anti-covert rating provides the defense for 

all characters in the province. 

Also identifies all non-allied stacks in the province.  For each stack (and city) in the province, the list of 

possessions is also provided. 

Spy Legion/Fleet (L1) 

The spy targets a specific province within range to gather details on all non-allied military units present. 

If successful: 

Identifies all non-allied military units in the target province, giving their owner’s player id, military unit’s 

id, name, soldier count and XP.  It also provides a complete list of all equipped items.  The military unit in 

the province with the highest anti-covert rating provides the defense for all military units in the 

province. 

Also identifies all non-allied stacks in the province.  For each stack (and city) in the province, the list of 

possessions is also provided. 

Spy City (L1) 

The spy targets a city within range to gather details on the city as well as all non-allied characters and 

military units present. 

If successful: 

Identifies all non-allied characters in the target province, giving their owner’s player id, character’s id, 

name, class and XP.  It also provides a complete list of all equipped items and items in the character’s 

possessions. 

Identifies all non-allied military units in the target province, giving their owner’s player id, military unit’s 

id, name, soldier count and XP.  It also provides a complete list of all equipped items.   

It also identifies all Improvements and Guilds present in the city as well as all resources that are 

available to the City. 



Assassin Actions 

Assign Bodyguard (L0) 

Assigns the sponsor character to be a personal bodyguard to the target character.  Bodyguards provide 

an added anti-covert defense to the target the character against assassin missions.  The amount of 

defense provided is equal to the bodyguard’s assassin level.  A bodyguard must be in the same province 

as the character he’s guarding (client) to be effective. 

A character can have multiple bodyguards assigned to them, but only the highest level “available” 

bodyguard is used.  The benefit of multiple bodyguards is to provide additional protection to the 

character in case one of the guards is assassinated or kidnapped. 

A character that is being guarded cannot be a bodyguard for somebody else. 

If the sponsor character is already a bodyguard for another character, they will abandon that post to 

report to their new client.   

If the sponsor character is being guarded, assigning the character as bodyguard removes all bodyguards 

from the sponsor. 

If the target character is a bodyguard, the target character will abandon his guard post. 

Assassinate Character (L3) 

If the assassination attempt is successful, the target character takes 100 – CON percent wounds.  The 

increased level of CON offers some last minute protection to the target, but if they’re already wounded 

it makes them more susceptible to the attack. 

Chance of success = 50 + Assassin Heroic Skill Level * 10 minus target’s anti-covert defense. 

Kidnap Character (L4) 

If the kidnap attempt is successful, the target character is whisked away to the assassin’s stack and held 

prisoner.   

Make Poison Weapons (L1) 

The assassin can apply poison on up to 500 weapons of a single type if the sponsor has sufficient vials of 

poison in possessions.  The level of the assassin skill and the number of vials used dictate the number of 

weapons that can be poisoned.  For each heroic level, the assassin can use 1 vial of poison.   

 An HL1 assassin can use 1 vial and poison 5 weapons. 

 An HL2 assassin can use up to 2 vials and can poison 10 weapons per vial. 

 An HL3 assassin can use up to 3 vials and can poison 15 weapons per vial. 

 An HL4 assassin can use up to 4 vials and can poison 25 weapons per vial. 

 An HL5 assassin can use up to 5 vials and can poison 50 weapons per vial. 

 An HL6+ assassin can use up to 5 vials and can poison 100 weapons per vial. 

To be successful, the assassin must have both the poison and the weapons in her possessions.  The 

weapon being poisoned must be able to accept the type of poison being applied. 

The target weapons are removed from the character’s possessions and replaced with the new poisoned 

version of the weapons. 



The types of weapons that can be poisoned are module specific. 

Faith Actions 

Attack Church (L1) 

The sponsor character uses their faith to attack the target church, reducing the church’s level by an 

amount equal to the sponsor’s HL(Faith). 

To be successful: 

 the sponsor must be within 2HL (Faith) provinces of the target city, 

 The city must belong to an enemy faction 

 The city must have a church in it 

 The sponsor and church must not be of the same religion 

If successful, both the city owner and the sponsor will receive an event indicating that the church has 

been attacked. 

Convert Church (L2) 

The sponsor character attempts to convert the religion of the target church to the sponsor character’s 

religion.  The chance of succeeding is equal to the 50% plus the difference between the sponsor’s faith 

level and the level of the target church.  If successful, the church will worship the new deity. 

To be successful: 

 the sponsor must be in the same province as the target city, 

 The city must have a church in it 

 The sponsor and church must not be of the same religion 

Both the city owner and the sponsor will receive an event indicating that an attempt to convert the 

church has taken place. 

Agent Orders 

Steal Spell 
The target of this order can be a character or a magic guild. 

The sponsor agent steals a spell from the target’s spell book.  The chance of success if 50% plus/minus 

5% difference between the agent’s spell craft skill and the target’s spell craft skill.  If successful, the 

agent’s owner will immediately have the spell added to their spell book. 

To be successful: 

 The agent and the target must be in the same province, 

 The agent and target cannot be allies, 

 The agent’s spell craft must be high enough to learn the spell.  That is to say, the agent’s 

HL(Spell craft) must be greater than or equal to the level of the spell. 

Detect Agent (spy skill) 
Will attempt to locate enemy agents within 3HL(spy) hexes from the agent.  The chance of sighting an 

agent is 50% plus/minus 5% difference between the spying agent’s spy skill and the target agent’s 



stealth skill.  If an enemy agent is in range, but the sponsor does not overcome the target’s stealth 

rating, the player will be notified that an agent was detected but neither the target’s coordinates or the 

target’s owner will be provided. 

Rob Agent (thief skill) 
Will attempt to steal all items from the target Agitator stack.  This attack can be carried out up to 

3HL(thief) hexes from the agent.  The chance of success is 50% plus or minus the difference between the 

agent’s thief skill and the higher of the target stack’s highest thief or stealth skill. 

Assassinate Agent (assassin skill) 
Orders the Knave guild to send an assassin to kill the target enemy agent.  The chances of successfully 

assassinating the agent is 50% +/- the difference between the sponsor agent’s assassin level and the 

level of the target agent. 

In order for the order to be successful, the following conditions must be met: 

 the sponsor and target agent must be within HL(Assassin) provinces of each other 

 the target agent must be with an Enemy faction 

If successful, 

 the target agent is dead 

 the player gets a notification that their agent was assassinated. 

If unsuccessful, the sponsor agent must successfully elude capture. The chance of escaping is 50% +/- 

the difference between the sponsor agent’s stealth level and the level of the target agent. 

If the agent fails his mission and is captured, he is immediately executed. 

Establish Trade Agreement (merchant skill) 
Negotiates a trade agreement with another barony that has one or more resources available for trade.  

If the merchant is negotiating with two equal valued resources (common, uncommon, rare), the chance 

of successfully negotiating the agreement is three times the merchant’s level.  If the merchant is 

negotiating with a more common product, the chances of success are reduced based on the level of the 

difference.  Similarly, if the merchant is negotiating with a less common product, the chance of success 

is increased by the difference. 

For the negotiation to be successful,  

 the sponsor agent must be in the same city as the target city 

 the sponsor city the agent is from must have access to the resource they are trading away 

 the city being negotiated with must belong to a neutral faction 

 the city being negotiated with cannot already have access to the merchant’s resource being 

traded. 

Trading With Trading For Chance of Success 

Common Resource Rare Resource Merchant Level 

Common Resource Uncommon Resource Merchant Level x 2 

Common Resource Common Resource Merchant Level x 3 



Uncommon Resource Common Resource Merchant Level x 4 

Rare Resource Common Resource Merchant Level x 5 

 

Note: the above table is for negotiating between two NEUTRAL baronies.  If the baronies are at WAR, 

there can be no trade agreements.  If the baronies are ALLIED, there is no negotiation but both sides 

have to agree to the trade and no merchant is required.  Both guilds issue an order to trade resource X 

for resource Y with the other guild.  When these orders come together, the agreement is struck. 

If the negotiation is successful, the barony that the merchant belongs to will have access to the 

negotiated resource as long as the trade agreement is in place.  Likewise, the barony that the merchant 

negotiated with will have access to the resource the merchant offered as long as the trade agreement is 

in place. 

For example, Southvale is looking for Foxglove for access to its Gold.  The city of Northland has Foxglove 

and needs gold, so it offers up its Foxglove for Southvale’s Gold.  When this agreement is made, 

Southvale now has access to Foxglove in its city and Northland has access to Gold. 

Encounter Orders 

Defend Barony  
The defend barony encounter order allows the player to specify what type of enemy it is willing to 

attack should it cross over into its borders.  The EL level chosen is relative to the EL of the barony 

defenses.  For example, suppose the garrison has an EL of 10.  If it sets it’s max EL top +2, the garrison is 

willing to engage 

Max EL – identifies the maximum EL 

Preferred Terrain EL – identifies what the maximum EL would be if the enemy was in the garrison’s 

preferred terrain. 

Castle EL – identifies what the maximum EL would be if the garrison was defending at a castle. 

Military Actions 

Perform Quest 
Orders the specified stack to complete a quest.  To complete the quest, the specified stack must meet all 

of the requirements set out by the Quest. 

Training Camp 
Training camps allow soldiers to practice their skills and gain XP when not in combat.  Each training 

camp earns the soldiers ¼ of the XP required to achieve their next training level.  Using training camps, a 

military unit is guaranteed to level up every 4 turns. 

Training camps can only be performed as a phase 1 military action and consumes all available 

movement points. 

Conquer City 
Orders the sponsor stack to attack and conquer the target city. 



The sponsor stack must be adjacent to the target city and the stack must be able, in some way, to move 

into the target city’s province. 

This orders the stack to try and defeat the defenses of the city.  This creates a military combat. If the 

attacking stack wins, the city and the associated barony fall under the control of the conquering player 

and the barony will now be a member of the attacker’s faction.   

Raze Improvements 
The sponsor stack destroys any improvements in their current province. 

Any time a stack is left alone in a barony that they are at war with, a stack may choose to raze a 

provincial improvement.  To do this, the stack must be in the same province as the improvements they 

wish to raze.  The effect of this action is to raze all improvements in the province, leaving it barren. 

Bombard 
The sponsor stack attempts to launch artillery into the target province. 

The sponsor stack must have artillery units or ships with artillery units.  The target province must be in 

range of the artillery.  If a stack has different types of artillery with varying ranges, only those artillery 

units within range will be able to launch the attack. 

Siege Barony 
Orders the sponsor stack to initiate a siege on the target barony capital.  This action immediately 

triggers a sighting event, allowing the garrison to come out and deal with the intruders.  The battle will 

take place in the province of the capital city, even if the attacking stack is not in that province.  If the city 

defeats the enemy, no siege takes place and the attacking stack is expelled from the barony.  If they do 

not expel the intruder, the barony is considered under siege. 

Note: the barony will continue to be “under siege”, even if the attackers leave the barony, until such 

time as the city issues a “repel intruders” order.  While under siege, a city will not regain its actions at 

production, it will not grow, it will not produce, etc. 

Repel Intruders 
Orders the sponsor City to send their garrison, and all allied stacks in the barony, to attack all enemy 

stacks in the barony.  If successful, all enemy stacks will immediately be displaced to the nearest 

accessible province outside of the barony.  If there is no accessible province, the enemy stack is emptied 

of all possessions, units and prisoners.  All units become prisoners of the sponsor city and all possessions 

become possessions of the sponsor city. 

This is the only way to break a siege against a city. 

Rest 
Orders the specified stack to rest.  This action uses up 100% of the stack’s movement and must be 

performed in the pre-movement military phase.  All characters and military units heal up to 50% of their 

effective constitution rating.  For example, a military unit has 34% wounds a constitution of 10.  The unit 

will regain 10/2 = 5% of their wounds, reducing their wounds from 34% to 29%. 



Weekly Production Orders 

Transfer Items 
Orders the sponsor City to transfer one or more items of a single type from possessions to the target 

City.  Both cities must belong to the same kingdom.   

This order may only be executed once each production. 

Transfer Military Unit  
Orders the sponsor stack to transfer the specified military unit to the target stack or City.  The sponsor 

and target must be in the same province and controlled by the same player. 

Send Reinforcements 
Orders the sponsor City to transfer a military unit from within its borders to the target City.  Both cities 

must belong to the same kingdom.   

This order may only be executed once each production. 

Reference Tables 
Note: These reference tables describe a potential list of resources, armor and talents that might be in a 

module.  Please refer to the module compendium for a complete list of what is in the game. 

Resources 

Type Level Availability Info 
Wheat 1 Common Food 
Rice 1 Common Food 
Fish 1 Common Food 
Stone 1 Common Resource 
Oak 1 Common Resource 
Iron 1 Common Resource 
Silver 2 Common Resource 
Gold 2 Uncommon Resource 
Gems 2 Uncommon Resource 
Precious Stone 2 Uncommon Resource 
Yew 2 Common Resource 
Mithril 3 Uncommon Resource 
Obsidian 3 Uncommon Resource 
Amberwood 3 Uncommon Resource 
Dragon Scales 4 Rare Resource 
Spider Silk 4 Rare Resource 
Lavander 1 Common Flora 
Saffron 1 Common Flora 
Buchu 1 Uncommon Flora 
Foxglove 1 Uncommon Flora 
Wildwood 1 Uncommon Flora 
Spider Wart 1 Rare Flora 
Elfweed 1 Rare Flora 
Wolf 1 Common Herd 



Palfrey (Light, Fast Horse)  1 Common Herd 
Courser (Battle Horse) 1 Uncommon Herd 
Camel 1 Uncommon Herd 
Lizard 1 Uncommon Herd 
Destrier (Great Horse) 2 Uncommon Herd 
Eagle 2 Uncommon Herd 
Mammoth 2 Uncommon Herd 
Griffon 3 Rare Herd 
Hippogriff 3 Rare Herd 
Unicorn 4 Rare Herd 
Drake 4 Rare Herd 
    

  

Armor 

Type Ratio Resources Improvements Weight DF  MAR SAR 

Soft leather 2:01 Leather L1 Smithy 4 2 0 0 

Studded leather 5:02 Leather L1 Smithy 7 4 0 0 

Laminated 7:02 Leather L2 Smithy 10 6 0 0 

Chain mail 3:01 Iron L2 Smithy 6 6 0 0 

Scale mail 7:02 Iron L2 Smithy 9 8 0 0 

Plate 5:01 Iron L3 Smithy 12 10 0 0 

Full plate 9:01 Iron L4 Smithy 16 14 0 0 

Mithril chain mail 4:01 Mithril L4 Smithy 4 8 2 2 

Mithril scale mail 11:02 Mithril L4 Smithy 6 10 2 2 

Mithril plate 7:01 Mithril L4 Smithy 8 12 4 2 

Mithril full plate 13:01 Mithril L4 Smithy 10 16 8 2 

Obsidian chain mail 4:01 Obsidian L4 Smithy 6 8 2 2 

Obsidian scale mail 11:02 Obsidian L4 Smithy 9 10 2 2 

Obsidian plate 7:01 Obsidian L4 Smithy 12 12 2 4 

Obsidian full plate 13:01 Obsidian L4 Smithy 16 16 2 8 

Dragon scale mail 6:01 Dragon scales L4 Smithy 10 14 4 4 

Dragon plate 9:01 Dragon scales L4 Smithy 14 16 4 4 

Dragon full plate 15:01 Dragon scales L4 Smithy 18 20 8 4 

Spider silk chain 4:01 Spider silk L4 Smithy 6 2 16 4 

Spider silk scale mail 11:02 Spider silk L4 Smithy 9 4 4 8 

Spider silk plate 7:01 Spider silk L4 Smithy 12 6 4 12 

Spider silk full plate 13:01 Spider silk L4 Smithy 16 8 4 16 

 

Talents 
These are some sample/suggested talents (not yet solidified).  Many other talents can be added based 

on the module design. 

1. Swordsman (soldiers gain a 10% per training level AF bonus using Sword weapons) 



2. Axeman (soldiers gain a 10% per training level AF bonus using Axe weapons) 

3. Pikeman (soldiers gain a 10% per training level AF bonus using Pole weapons) 

4. Bowman (soldiers gain a 10% per training level AF bonus using Bow weapons) 

5. Warrior  (soldiers gain a 10% per training level AF bonus using Exotic weapons) 

6. Armored (10% Armor DF bonus per TL) 

7. Shield-trained (10% Shield DF bonus per TL) 

8. Mounted (10% mount-HP bonus per TL) 

9. Terrain trained (10% AF bonus per TL when fighting in specified terrain, 20% reduction in 

movement cost to specified terrain) (applies to forest, swamp, mountain, desert) (does not add 

to racial bonuses) 

10. Scout (30% increase to racial movement rate, 10% increase to mount speed) 

11. Defender (10% DF bonus when defending) 

12. Raider (10% AF bonus per TL when attacking) 

13. Assassin (Poison SA 2 per TL). 

14. Magic trained (Fire SA 2 per TL). 

  



Character Level: XP progression chart 
Level XP Required 

1 15 

2 45 

3 90 

4 150 

5 225 

6 315 

7 420 

8 540 

9 675 

10 825 

11 990 

12 1170 

13 1365 

14 1575 

15 1800 

16 2040 

17 2295 

18 2565 

19 2850 

20 3150 

21 3465 

22 3795 

23 4140 

24 4500 

25 4875 

26 5265 

27 5670 

28 6090 

29 6525 

30 6975 

31 7440 

32 7920 

33 8415 

34 8925 

35 9450 

Soldier Unit Training Levels 
Soldiers gain XP based on the Legion they are fighting.  If they win the battle, they gain XP based on the 

total XP of the opposing Legion.  If they lose the battle, they only gain XP based on the number of 

soldiers they killed before the battle ended.  XP gained is based on the weighted average of the unit’s 

contribution to the battle. 



Production Tables 

Armor 

Type Ratio Resources Improvements 
Soft leather 2:1 Leather L1 Smithy 
Studded leather 5:2 Leather L1 Smithy 
Laminated 7:2 Leather L2 Smithy 
Chain mail 3:1 Iron L2 Smithy 
Scale mail 7:2 Iron L2 Smithy 
Plate 5:1 Iron L3 Smithy 
Full plate 9:1 Iron L4 Smithy 
Mithril chain mail 4:1 Mithril L4 Smithy 
Mithril scale mail 11:2 Mithril L4 Smithy 
Mithril plate 7:1 Mithril L4 Smithy 
Mithril full plate 13:1 Mithril L4 Smithy 
Obsidian chain mail 4:1 Obsidian  L4 Smithy 
Obsidian scale mail 11:2 Obsidian  L4 Smithy 
Obsidian plate 7:1 Obsidian  L4 Smithy 
Obsidian full plate 13:1 Obsidian  L4 Smithy 
Dragon scale mail  6:1 Dragon scales L4 Smithy 
Dragon plate  9:1 Dragon scales L4 Smithy 
Dragon full plate  15:1 Dragon scales L4 Smithy 
Spider silk chain 4:1 Spider silk  L4 Smithy 
Spider silk scale mail 11:2 Spider silk L4 Smithy 
Spider silk plate 7:1 Spider silk L4 Smithy 
Spider silk full plate 13:1 Spider silk L4 Smithy 
    

 

  



Quest Concepts 
Not necessarily meaningful in the rulebook, I’ve added these comments here just to make sure these 

concepts don’t get lost/forgotten. 

PVE & PVP Areas – certain regions of the map will be designated PVE to prevent players from attacking 

other players working in these areas.  They will typically be used for low-level quests or areas where 

item gathering is needed for other quests. 

Quest Titles – can be earned by characters that perform certain quests.  Having the title opens up the 

ability to perform other quests that require the title.  Earning the next title will/should remove the old 

title so that characters aren’t bogged down with a long list of meaningless titles.  Most of these titles will 

be level specific and cannot be earned a second time because the character will have already progressed 

beyond the level required to earn the title in the first place. 

Quest Tokens & Quest Chains – can be earned by completing a quest by one or more characters and 

then pooled to perform other quests or adventures.  For example, characters can earn Snow Forest 

tokens by taking on Snow Wolves, Ice Leopards or Frost Giants in the Snow Forest.  The monsters earn 1, 

2 or 3 tokens respectively.  When a player has earned 10 tokens, they can attempt to complete the Ice 

Mage quest, which will be a much tougher battle than any of the other monsters they faced earning the 

tokens.  Completing the Ice Mage quest earns the position the “Master of Snow” title, which can then be 

used as fuel for another quest.  These quests can only be completed by characters that are level 1 

through 5.  These sorts of quests make lower level characters very meaningful because they can only be 

performed by lower level characters.  If a player waits too long to start this quest chain, they might not 

be able to ever do it because their characters will have all exceeded the quest level requirements. 

  



Setting Up 

Joining a Game 
Before each game starts, its availability is announced to the player base.  When the announcement is 

made, players may join the game.  When they do, these are the basic steps that are followed. 

Select Faction 
Each game will have a list of available factions.  Depending on the module, there may be a limit to the 

number of players that may join each faction.  When the faction is full, no more players may join this 

faction. 

Select starting City (based on Faction selected) 
Each faction will have a list of cities that a player may start in.  The decision as to where a player starts 

will likely depend on the details of the faction and the type of position the player is hoping to achieve. 

Design starting Characters 
Each player will start with five starting characters.  These characters will hold special meaning to the 

player because they have features that don’t exist for any other characters in the game.  When 

designing the starting characters, the player must make the following decisions for each character: 

a. Select Name, Race, Deity, Class 

b. Spend points increasing selected attributes (STR, DEX, CON, INT, WIS, CHA) 

c. Spend points increasing skills (based on class selected) 

d. Select spells 

e. Select talents 

f. Select starting equipment 

Submit setup 
Once the start of a game is announced, players will be given a deadline date to submit their setups 

(typically a Friday).  The game starts the day after the setup date deadline (typically the following 

Monday). 

Late setups are permitted.  The player submitting a late setup may be disadvantaged though because he 

may have missed out on one or more turns.  If players try to join late into a game, they may end up 

feeling like they are a sheep among wolves.  However, the game system allows for this, giving players an 

opportunity to work in either Player vs Environment (PvE) areas of the map or areas that prevent 

aggression towards low-level characters and/or military units. 

 

First Turn (aka Setup Turn) 
When a player joins a game, they will declare which faction they will play for.  Based on the faction, the 

player can define their coat of arms and their starting city. 

Every player starts the game with 5 characters.  Depending on the module being played, there may be 

restrictions as to how these characters can be set up.  So, for this discussion, we’ll assume there are no 

restrictions. 



The player will select for each character their Name, Race, Deity they worship and their Character Class.  

Players give their characters whatever name they choose (so long as it is unique and it’s not offensive).  

The Race, Deity and Class must be chosen from a predefined set of races, deities and classes.  Based on 

the character class chosen, the player must also choose 3 skills they wish to spend skill points in.  

Because the characters are only level 1 to start off, players can only spend 1 point in each skill they 

choose.  Players can also select up to 2 Talents.  All talents chosen must be designated as start-up 

talents.  Each character is also given 26 attribute points to spend during the setup process.  The cost to 

increase a character’s attribute is as follows: 

+1 = 1 point 
+2 = 3 points 
+3 = 5 points 
+4 = 8 points 
+5 = 11 points 
+6 = 15 points 
+7 = 19 points 
+8 = 24 points 

Unlike talent points, players must spend all of their attribute points at start-up – or lose them. 

As long as any one character has spell craft 1, a player may choose up to 6 level 1 spells.  Each character 

that has spell craft 1 will have these spells added to their spell book.  Characters that do not have a point 

of spell craft will have to learn any of the spells they want during the course of the game. 

 

  



Quick Reference Guide:  

CC Carrying Capacity 

CHA Charisma 

CON Constitution 

DAM Damage Rating 

DEX Dexterity 

DF Defense Factor 

EL  Encounter Levels 

GHL Guilds Heroic Level 

HL Heroic Level 

HP Hit Points 

INT Intelligence 

L1,2,3,etc Level 1,2,3,etc 

MAD Magic Attack Defense 

MU Military Unit 

MAR Magic Attack Resistance 

NPC Non-Player Controlled 

POW Power Rating 

PVE Player vs Environment 

PvP Player vs. Player 

RES Resistance Rating 

SAD Special Attack Defense 

SAR Special Attack Resistance 

STR Strength 

WIS Wisdom 

XP Experience Points 

 

 


