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Introduction
This section outlines the concepts, goals and limits of the game.  Midgard, under development for more than four years, was originally designed by a team of five experienced gamers.  It has been modified in this release to conform more with the original economic "model" as described by these rules and to conform to Talismans method of turn processing.  As you become familiar with the game mechanics, we hope you will discover a depth and subtlety to Midgard that will hold your attention and prove to be both challenging and enjoyable.

Play-by-Mail (PBM) games have developed a large following since they were introduced in the Seventies.  There are now more than one hundred PBM games operating, with an estimated 10,000+ players involved across them all.  New players should be prepared to encounter characters with experience ranging from a few days to a decade.  Experienced players can expect to encounter new friends and old enemies.  Midgard strives to offer the best graphics, turn and combat results found in the gaming field.  We use computer systems and human "umpires" to process turns.  Used alone, a computer does not offer enough flexibility for the wide ranging interaction demanded by a complex simulation.  Similarly, a human umpire cannot possibly remember the masses of data required or remain consistent over a long period of time.  Together, they form a powerful team for quick, consistent, and fair handling of player turns.

It is important to understand the role of the computers and the umpire, because they control many of the positions with which you will interact.  All positions which are run by the computer-umpire team are essentially reactive to player stimulus.  They will not normally initiate contact or combat. However, certain random events will take place.  These events are never harmful to a particular player, but can pose interesting problems and are designed to enhance player enjoyment.

The cities do have standing military forces which will defend them.  It should come as no surprise that an attack on a city will be met with defending troops.  The computer-umpire team's actions are strictly limited by a set of relationships.  In all cases, player-controlled interaction is given the highest priority.  For example, each city is primarily loyal to a Faction, and the importance of a city or region to each Faction is carefully modeled.  Large forces can be released to protect vital interests but little or no help is given where unimportant holdings are concerned.  In any event, the computer model determines the extent of response to any attack, not the umpire.

When an umpire is asked for assistance, he will refer to the computer's model of Factional priorities to determine what aid will be given.  There are no actions designed to "balance off" a player or Faction which has rocketed to the top, nor to lend a hand to a player or Faction on their last legs.  Additionally, as you will see in the section on POLITICS, it is possible to make sweeping changes in the relationships of the "powers that be" or introduce new ones.  The model will accommodate almost any eventuality.

Unlike most games, Midgard is winnable by a player without having to overpower or eliminate all the other players.  The game encourages a player to advance through a series of levels of increasing power and influence.  Players accumulate influence points by completing tasks for a Faction.  Later, as they gain in influence, they may propose tasks for approval.  If a player chooses to develop a character through this series of tasks, influence points will be gained at the maximum rate and final promotion will be obtained in the minimum amount of time.  Final promotion is rewarded with a plaque, points towards a Master's rating, a new character setup, and two free turns.

We realize that this type of development will not appeal to all players and have made it possible for a player to gather points as a Bandit, Pirate, Barbarian, Heretic, or Independent.  Note that Independents, Bandits, Pirates, etc., are players without Factional resources to support them, but without Factional duties and roles to constrain them.  More detail on these roles can be found in the APPENDIX.

The alternative routes can still lead to final promotion, though it may be slower and more difficult.

The Rulebook
While this is a very comprehensive rulebook, it cannot cover all eventualities.  The rulebook is organized into sections.  This form of layout has been adopted to allow you to find information quickly.  In order to facilitate future rulebook enhancements, each section has been numbered with its own independent group of page numbers.  Please keep this in mind when you refer to the Table of Contents or the Index.

As a beginner, you read the rulebook entirely.  All players will find the section on REPORTS particularly valuable.  Talisman will update the rulebook as needed, based upon player input and natural changes to the structure of the game resulting from player interaction.  Players are encouraged to submit suggestions for improvement.

Senior players also have their own separate rulebook with more specific details on playing a Senior position than are available here.

House Rules

You may have up to three clan characters (or leaders) in the game at any one time.  If you have more than one character, each is related to the other.  For simplicity sake, they will be called cousins.  If one of your characters kills one of his cousins, or if one of the clans are, (shall we politely say), "mismanaged to death," you may not obtain a new one for six months.  There are other restrictions regarding cousins.  Most are aimed at preventing abuse of the game system.  Each clan can have up to three followers.  For each follower, you may operate one expeditionary force (for a maximum of three).  The sending of a Action sheet for a position before the previous cycle's result has been received is strictly not allowed.  Each clan may also run one city.  Hence, you can have at most a total of five positions for each clan you run.  Turns must be submitted on the Action sheet supplied as the last page of your current turn.

While the game is structured to allow for a wide variety of player interaction, we feel that vulgarity, cheating, and the like have no place in our game and we will terminate the accounts of offenders.  All players are most strongly reminded that Midgard is designed for entertainment and enjoyment.  Anyone unable to draw a line between personal and game relationships should find another game company to do business with.  A player, who conducts themselves in any way that Talisman determines to be inappropriate, will be removed from the game.

Turns for accounts with negative balances will not be processed.  There will be a $15.00 charge for returned checks.  You may request an audit of your account at any time.

Errors, Problems and The Like
The game system which produces your Turn Sheet and which keeps track of the game is very complex.  Errors can and do occur.  If you think one has happened to you, use the following procedure:

1. Write up a description of the problem and send it with a copy of the page of your Turn Sheet that contains the error(s).  Send in the report with the next turn submitted for that position.  Errors must be reported immediately to be corrected.

2. Write a short summary on how you think the error should be corrected.

3. Write your actions for your current turn on the assumption that the "error" will be corrected before the turn processes.  If, upon review, it turns out that no error actually occurred, then the umpire will provide a suitable explanation and return the current turn to you without processing it.

4. In all cases, the umpire's decision is FINAL.

If Talisman made the error we will attempt to set it right.  If the exact remedy is impossible, your character will be compensated in some other way.  If our error resulted in damage to other parties or would have changed the outcome of a complex operation, Talisman will seek to make corrections which preserve the relationship of the clan as they were prior to the error.

Here You Are!

Your character is either the second son or the rebellious daughter of a well-to-do, but not rich, family.  The first-born son will inherit all of the land and chattels in this feudal society.  Your only avenues to prominence are the traditional routes of military, church, or trade.  The less common routes of remaining independent, barbarian, banditry, piracy, schism and religious heresy are also possible.  You are not destitute, as your family has provided you with a stake.  Three of your closest friends have sworn to join their fortunes to yours and to serve as your loyal followers.  Unemployment has been high recently and you have been able to persuade about 200 local youths from the farms and villages to act as your retainers to share in the adventures to come.

Your family has never been very politically or religiously inclined, though you are familiar with the major Factions of Midgard.  You are free to place your fate with any of the power structures but might be well advised to wander a bit, carry cargo between the towns, and learn more of the lay of the land before making any decisions.  You have never been further than the nearest city, but you know the region fairly well.  
Additionally, you have a map of Midgard given to you by your eldest brother.

Trade missions can be undertaken for any Faction without prejudice, (merchants are seen as a necessary part of society and a low status occupation).  At this stage, you are simply an "independent" clan.  After you have gained some familiarity with the region through travel, you can expect to be offered more challenging and varied assignments by many of the Factions.  Midgard is, after all, a very uneasy world and your services can be important to many.  Once you have gained some military experience, the Faction leaders will help you recruitment more retainers to use as soldiers.  This will occur after you consistently begin supporting one Faction.  The pressure to choose a side builds quickly.  Though you may change your mind or put off making any decision, others will be acting quickly, hoping to gain an upper hand.  Briefly, the possibilities are secular, religious, Mercenary, Bandit, Pirate, or Independent.  There are numerous Factions which are fully described in the APPENDIX.  Players control the Senior positions in the Factions, governing cities and the like, and you can expect to see large and far reaching economic, political, and military actions.  The computer model will control the quantity of forces released by each Faction.

Time

Time in Midgard is measured in cycles.  We use the word cycle to represent the time covered by the average turn, (we try not to use the word turn because this is not a concept of the characters in the game).  A cycle lasts 10 days.  If you fail to submit a turn by the end of a cycle, the world will go on without you.  In other words, your position will continue to operate at a minimal level, retainers will be paid and fed, construction will continue, etc.

Talisman will always endeavor to process turns as quickly as possible.  Senior player factional turns are processed at a different rate.  The time span for a factional turn is one month.  If a Senior player says that they will do something, remember that it takes them a little more time to get the ball rolling.

The Game Model

The Game Model (also called the Model) is the underlying construction of the game of Midgard.  Aside from controlling the details of the world's operation (through formulas and calculations), it is also the part of the game with which the players (and particularly the Faction Seniors) interact.  It contains a set of predefined relationships and personalities of the power structures in Midgard.  Each Faction has a set of relationships that govern how a Faction operates and its goals for Midgard.  The Model is used to control these operations and judges how well Factions are accomplishing their particular goals.

A History of Midgard
Written history extends back many thousands of years toward the origins of civilization on the planet Midgard.  It is rich with detail and well preserved, in both official documents and literature, as it passed from generation to generation.  Our purpose here is to briefly familiarize the player with major events in the history of the known continents which bear on the way the continents are today.

We begin at that period known as The Great Whirlwind.  Midgard historian Kelvin Boda defines that time as 5,600 to 5,920, in the Epoch of the Crystal.  That period ended nearly 2,000 years ago.  Ancient peoples in many parts of Midgard began to shift from a clan centered life to today's feudal civilization.  There were many wars, the greatest being the War of Assumption, which spelled the end of the Kamuji clans.  These wars reduced the population, leaving three major powers who forged an alliance called the Triune Council.

The Triune Council is commonly thought to have consisted of the ancestors of the modern Boda, Roder, and Getham families.  In reality, it was comprised of the war leaders of those three great clans, now victorious after hundreds of years of struggle, plus representation from most of the minor clans.  The Council members each had extensive holdings and vast governing structures built upon shaky and shifting alliances within the huge "families" which composed each clan.  As the Council struggled to govern the known world and to establish order, they had to contend with internal politics which could unseat them.  They chose to establish a system of land grants which would legitimize the power of their constituent families, while making them responsive to the central Council.  The Triune Council announced their plans in a document entitled "World Pronouncement" in the spring of 5,925 Epoch of the Crystal.

Also on this date conspirators within the Boda, Roder, and Getham families agreed to wrest control of the Council from the old war leaders before those leaders could make other clans powerful by granting vast holdings.  Two weeks later, in a bloody and swift coup, the three families were now truly in power.  By the year's end, all resistance was crushed and any rebellious clans were driven into the hills.  In a ceremony on the last day of the year, land and governing rights were parceled out to thousands of the family members.  Many historians call the time, after the bloody rise of the three families, the Golden Age of Midgard, a millennium and a half of peace.  Indeed, the last day of the year is still called Loyalty Day.

It was late in the Golden age that the southern continent of Kalamar was discovered and settled by the people of Midgard.  Their efforts in the south perhaps weakened the Factions of Midgard as the Golden age drew to a close.

We skip the other events of the Golden Age, though it richly influenced the evolution of modern Midgard, and go to the first known contact with Imperial Forces.  In Northeast Frostmarch stories were rife about hunting parties that had gone into the woods, never to be heard from again.  Rescue parties of five hundred men had gone in, hoping to rescue a lost or injured group of hunters, and found nothing.  Finally, in 7,437 Epoch of the Sky, an expedition led by Frorat Boda, then General of Muse, left for a sweep of the same area.  He had over 1000 soldiers, 300 of whom were excellent archers.  Expectations were that a band of barbarians, the probable cause of the recent disappearances, would be found and slaughtered.  The expedition was prepared to search for two months, if necessary.  General Boda returned to Muse in one week with only 20 men.  Badly wounded, he passed command of the remaining forces to the Mayor of Muse and died.  Two days later the first of 22 Imperial Armies swept around and through Muse.

The vast Imperial Armies were efficient, ruthless and unstoppable.  The armies of the Council, augmented by the nobles who held their title in exchange for military duties, were no match.  
By 7,504 Epoch of the Sky, Imperial Armies held the vast majority of the countryside.  We omit details of the many heroic battles.  With the feudal system apparently smashed by an Imperial organization of vast strength, the known world relaxed into a benevolent Pax Imperium.  Hating the Factional feudal system, the Imperial Governors began to build roads and establish standards in units of measure, coinage, and laws.  It was a healing process designed by the Emperor to bring a measure of prosperity back to the land after the war and the death of clan, familial, and feudal organizations.  It worked.

In less than two hundred years, the Imperial Governors had made great progress.  The land was prosperous and they saw no threat on the horizon.  They should have looked closer.  A social order several millennia old dies a lingering death, if at all.  The three families of the Council were gaining strength along with the economy.  They secretly planned one last desperate gamble to regain their former status (and lands).  In this, they were aided by the three main churches, now devoid of power at the hands of the Imperials.  The families had only one chance and they knew it.

The planners in the Boda, Roder, and Getham families had studied the causes of their defeat at the hands of the Imperials.  They felt the central elements were surprise, better weapons, centralized control, better training, and concentration of forces.  They reasoned that the Imperial forces still had better weapons, and possibly better training.  However, after years of careful preparation, they held the advantage of surprise.  Further, through the use of the newly formed Heliographer's Guild they had a chance to establish centralized control.  The last factor, concentration of forces, was also in the favor of the families.  The once vast Imperial Armies had fanned out to control the cities and countryside, leaving only five standing armies of any size.  The stage was set for the Great Harvest Uprising.

War is dependent upon manpower and manpower is dependent upon food.  The planners wanted to prepare for a longer war, if necessary, and were also worried about the starvation of the non-combatant portion of the population.  Two weeks after the fall harvest in the year 7,677 Epoch of the Sky, Imperial forces in the entire known world were attacked by forces of the Three Families.  The Families fielded over 400 clans.  The results were immediate and bloody.  In less than one month, the majority of the Imperial holdings were recovered.  More than 50,000 Imperial troops perished.  Hundreds of isolated Imperial units fought bravely, and some managed brief local victories.  The Imperial Armies were able to hold onto all of the Imperial Preserves, so named because Imperial Citizens were the only ones to ever enter the gates, and a number of scattered cities.  The five standing armies spent the first weeks rescuing what outposts they could and improving their own strength.  Early in the second month of the war, the string of victories ran out for the families.

Angered and frightened by this disastrous turn of events, the Emperor set his remaining armies into motion.  They met the combined forces of the Boda, Roder, and Getham families in the plains west of the Frostmarch Imperial Capital.  The combined armies of the resurgent Council numbered about 140,000.  The Grand Army of the Imperial Capital massed 80,000 men.  The battle of the Great Plains began with a sharp attack by the Imperial Grand Army on the encampment of the Roder family forces.  The night attack thoroughly confused and broke the Roder forces, who fled in panic.  Actual casualties were small.  The Imperial Governor, Governor Lavan Kae, maneuvered for a follow-up attack and pursuit.  As this was happening, however, one of the freak accidents of war occurred.  The Governor was thrown from his horse and killed.  The next in command, Deputy Vian Moss retired toward the Imperial Capital to reorganize and await the expected arrival of the Seventh Imperial Army.

For the next phase of the battle, the Council rounded up and reinforced the badly shaken Roder forces and prepared to ambush the Seventh Imperial Army, approaching from the north.  After starting fires in the grass and making use of gullies and shallow depressions for concealment, the Council moved its main body to ambush the oncoming Imperial forces.  In a hard-fought engagement, the Seventh Imperial Army barely managed to form a defensive position before the attack was pressed by the Council.  The Seventh Imperial Army was nearly half strength, numbering 16,000 infantry and about 4,000 horsemen.  Worse, they had driven themselves in an effort to join up with Deputy Moss.  In a simple and crushing direct assault, the forces of the Council shattered the proud Imperial Army.  Isolated groups of Imperial troops drifted into Frostmarch Imperial Preserve for weeks.

The last phase of the Battle of the Great Plains found the Imperial Capital under attack.  Reinforcements from the Council had arrived a week after the initial battles.  Through excellent organization, much of the army was reassembled and the Council could now count on a strength of nearly 200,000 men.  They wasted no time in attacking the Imperial Preserve.

Imperial Preserves are protected by the best walls on Midgard.  Numerous light siege engines are maintained along the top of the walls.  Many towers, placed at intervals, reach even higher, almost out of the range of light missile weapons such as bows.  Against this formidable fortress, the Council now directed an attack.  It is a measure of the fury of that attack that the defenders could be seriously threatened.  In the end, however, the Council was repulsed with frightful losses.

The Imperial Governors in the beleaguered Frostmarch Imperial Preserve were practical men.  They knew that over time, the best they could hope for would be one inconclusive battle after the other.  They reasoned that neither side had the strength to eliminate the other.  Unknown to the families and the church forces, word from the mysterious Imperial homeland had been received.  There would be no reinforcements beyond the forces currently engaged.  In all, the Imperial armies numbered less than 200,000.  In a historic move, the Imperial Governors proposed a negotiation between the families and the Imperial Government.  The resulting treaty, The Treaty Of Frostmarch is still in effect today.

The Treaty Of Frostmarch specifies a recognition by the Imperial Governors of the right of the three families and three religions to operate their holdings free of Imperial interference.  It grants the Imperial Governors rights to their remaining holdings in the known world.  It recognizes existing Imperial Standards of coinage, etc., and grants cities the right to do business with any party.  Finally, the treaty allows the Imperial Cities and Preserves to remain closed to all but Imperial Citizens.

The three great religions of Midgard were hardly idle during the centuries of Imperial expansion.  Nor did they remain in the background during the conflagration of the Great Harvest Uprising.  In the years before the uprisings, the Families had been careful to cultivate the support, or at least neutrality, of the three faiths -- which all claimed direct descent from the one "true" religion of ancient Midgard.  Their efforts, however, enjoyed mixed results.

The Boda Family won the support of the mystic Ring Religion diviners.  In exchange for military support, the Ring agreed to help cement Boda control over a number of cities in Midgard.  And the prospect of the active commitment of Ring armies to battle helped persuade the Imperials to propose The Treaty Of Frostmarch.

The Banner Religion, convinced that Imperials and Families alike were heathens, observed the bloodletting with satisfaction.  While appearing to cooperate with the Families to overthrow the Imperials they only sent a token force, holding their armies back and waiting for their opportunity.  That opportunity came with Lavan Kae's rout of the Roder.  The Banner swiftly struck at unprotected Roder cities throughout Midgard.  The enmity between Banner and Roder survives to this day.

The leaders of the Gift Religion were appalled at the carnage and destruction wrought by the Imperials and secular families.  Rigorously holding Gift forces out of any contact, they resolved to husband their strength for the period of rebuilding to follow the Great War -- Gift construction crews promised to be much in demand.

Recent Events

The Blood and Fire Religion has returned.  The followers of the dark god Moorlock are growing and spreading their religious doctrine across the land.  It is thought that Moorlock was the god of the Barbarians who used to inhabit Midgard before the Families.  Very little is known about the Blood And Fire ceremonies, except that they practice human sacrifice.  Even the Barbarians, if they utter Moorlock's name at all, say it more as a curse than as a blessing.

The Barbarians had landed large forces on Midgard in an attempt to retake the continent.  Several Factions had banded together under the Alliance of the Rose to combat this threat.  The Southern Imperial Preserve fell to the Barbarian onslaught, along with several cities.  A large force of Barbarians were finally caught on the Metlan plains.  The battle of the Metlan plains had several heros: Skeeve Stevartovich Queeb Quin and Xeethra Putuum.  More Barbarians remained but the Alliance had a new problem.

The second Harvest Uprising threatened to bring all of Midgard to ruin.  The Gift-Ring-Boda (GRB) forces picked a time when Midgard was already fighting against one of the largest Barbarian incursions in several years.  The GRB struck swiftly and won several initial victories.  However, the Alliance of the Rose, which included the Imperials, Order of the Hand (which has since merged with their former enemies, the Ring) and MercVerk which had originally formed to fight the Barbarians, managed to concentrate on this new threat and the Ring paid most of the price.  Several Ring Cities perished to the Alliance of the Rose.  The war reached its highest point when the GRB forces gathered their strength and prepared to attack the Seabreeze Imperial Preserve.  Before the attack could take place, while the whole of Midgard was at war, Nature entered the fray...

"The skies darkened for seven days preceding His wrath, then with a thunderous clap, the people of Kalamar were thrown from their feet.  Waves taller than the buildings of the proud Eastern Ports swept over them.  A thousand years of civilization gone in the blink of an eye.  In this way, the Lord did place the people on the true path."

-- recovered from a destroyed
  
   heliograph station in southern
   Midgard
The asteroid struck the world south of Midgard and presumably on the continent of Kalamar.  In the three years that followed, all warfare ceased and famine and disease were the greatest enemies.  Now the people of Midgard are just beginning to recover from the greatest natural disaster that has ever befallen the world.

It is into this world, a world of competing Factions and shifting balances that you now find yourself.  Prosperity is returning, but most of the vivid memories of the past still linger.  Many organizations seek your service and there are opportunities for those that can work hard.

Suggestions to New Players - And Old Hands

The writer of this section is one of the Senior Players of Midgard.  Given the dangers of life in this world, perhaps one of the former Seniors.  It is written anonymously and will not contain any bias towards or against any particular affiliation.

New Players

If you are new to Play-by-Mail gaming or simply new to this particular game, I address you equally.  You would do well to disregard any preconceptions you may have from other games there is more here than meets the eye.  When you investigate a situation, do not simply look for evidence provided by or about other player characters:  investigate the background.  This includes the physical background as well as the non-player characters.

Cities located where you see them on the map are major population centers, but throughout Midgard there is some form of population, small villages or isolated farms.  These people generate the retainer increase that you will see almost every cycle.  They also observe and record things that occur in their vicinity.  If you are investigating the destruction of a wagon train, you may find that there are no survivors and that there are no tracks indicating the direction of those responsible.  These village people might know - and if you are the individual that performed the deed, you will have to contend with the chance that there are witnesses.  Try not to undertake actions that risk ending with an early death.

There are an uncommon number of hopeless attempts to besiege a city with a single new clan.  Most cities are at a population level of several thousand.  The typical non-player-run city will have 10 percent or more of its population in City Soldiers.  Even when they are outnumbered, 200 soldiers on walls may look down upon 1000 soldiers in the field and consider them more a pest than a threat.  Historical similarities of various small fortifications often had fewer than 50 men that withstood numbers 10 times their size.  You should not consider that the men defending the walls are spread about equally - they will concentrate in greater numbers in response to concentrations by you.  The same applies to attempts to ravage fields.  The umpires specifically state that non-player characters or non-player-run cities will not take particular notice of the actions of clans - unless those actions are directed against the character, its possessions or its affiliation.  If you ravage the fields or the villages around a town, you can expect to see an immediate and hostile response.

Likewise, consider the destruction of temples of any affiliation as very risky.  Within a city, the distinctions of affiliations are blurred - the members of the Ring temples and the Banner temples are fellow citizens.  They may consider each other as misguided, but they carry on day-to-day life with each other.  They do not live in separate or segregated neighborhoods and members of the City Soldiers and the City Guard are drawn from a common pool of all of them.  The city in general will take a dim regard to actions against fellow citizens and if the city is under the leadership of a player character, the risks are even greater.  When you destroy a temple or office of an affiliation, the player leader will see such things as his crisis index, general strength of the city and perhaps his affiliation's influence start to change.  There is not a player that I know of that will not put out an arrest warrant for you - and those that have risen to the rank to lead a city have good contacts not only with their affiliation Seniors, but also with the neighboring cities of any affiliation.  You might find yourself attacked on the open plain or arrested in the next city you enter.

Not infrequently, I have heard complaints that such situations weigh heavily against new players.  That is simply not so - the non-player characters that held the positions before the player characters gained control operated in the same manner.  From the first, the players have faced the same problems.  Now that the game is maturing, it is true that there are additional hazards to new players that make it difficult to "do as one pleases."  I will argue that there are also considerably more benefits.

Old Hands and New Players

Contact the Seniors of affiliations.  That is about the strongest recommendation that I can give anyone.  It is not generated from the bias of being a Senior - but from the benefits available.  Ask questions; learn the rules of the road before you try to drive in the Grand Prix.  Even Seniors of affiliations that you do not wish to enter will offer useful advice, and most will answer any general question.

When you enter a city, if you are currently un-tasked, you may receive a solicitation for a task which may be generated by any affiliation.  Tasks may be for any purpose for which the affiliation has a need.  The Seniors also have the ability to structure a task around particular interests of yours, if it happens to relate to the needs of their affiliation.  If you are declared (have joined a particular Faction), you will get the best result from working for your own Seniors.  If you are still independent, they may withhold their best tasks for declared clans of their own affiliation, but generally they will not show any other bias.  Understand that the Seniors have considerable authority of their own - they have the ability to nominate clans for city leadership, long-term leadership of regular units, and co-ordination positions for major tasks or entire Provinces.  Very rarely will anyone not in contact with a Senior achieve these later positions of responsibility.

Players leading cities also have their own budgets to award tasks.  The task offer has to be made with your clan actually in the city itself, so, if you wish to spend a few cycles in a particular area, solicit the City Leader for a task - they will structure the task, or you can suggest one.  These can vary from patrols for hostiles to construction, logging, or mining projects.  If you are a frequent visitor, for any reason - develop a relationship with the leader.  This could be beneficial to you.
How do you contact a Senior or City Leader if you do not know their clan name or real name?  Write a 3x5 card addressed to "Senior of Affiliation XXX" or to the leader of the particular city.  Be sure to include your own affiliation (or that you are independent), your clan name and your real name, address and phone number so they know how to contact you.  If you use an electronic mail service you can include that since several Seniors use them.  (Your real-world contact information is optional, but the advantages of direct communication are enormous.)  The umpire will forward these direct to the player if it turns out to be a non-player character, you will have a reply in the notes section of your cycle.  
On the other hand, if you contact a Senior, and do not receive a reply at all, you have alternatives at your disposal.  Lodge a complaint with the Number 0 (umpire) position of the affiliation (always a non-player character).  You will get some response.  If the Senior is of your own affiliation, this will generally be more productive than if you are of another affiliation or non-declared.  If you are still dissatisfied, contact the Seniors of other affiliations - one of them will respond, if nothing else to show that they are more responsive than those that ignored you.  Which brings me to the point that if you contact the various Seniors before making your decision, you may find more definition to what the affiliation has to offer than presented in the rules.  Remember that the goals of the affiliation are to a high degree under the influence of the Seniors.  Do not ask such questions as "what can you do for me," or "affiliation XXX offers me so much, can you match that?"  Most of the Seniors will ignore such.  There are some affiliations that pass out generous awards to new members, others do not.  In either case, the awards for productive workers in an affiliation are more than simple crowns, retainers and influence - you are a member of a team working toward common goals.

Again, this is also with some qualification, if you do not like the particular Senior(s) or what the current Hierarchy is doing but you do like the affiliation, solicit the Number 0 (umpire) position.  There is often an area where the current player leadership is not involved or is not particularly interested in being involved.  You may be offered one of these.  If that does occur, the Senior will still get a printout of all the clans in the affiliation, and he may contact you.  In such a situation, you are best advised to respond cordially.  Tell the Senior what you are doing if it is a secret project for the Number 0 (umpire) position, tell the Senior that.  They can contact the Number 0 position themselves.  Just do not be uncooperative it will be held against you.  Senior players do have the ability to level charges against anyone, and if proven have the clan demoted or even removed from the affiliation.  The latter is very rare.  Most Seniors want to reach some accommodation.  What they want most from contact is the ability to co-ordinate your efforts with those of others.  Even if you are trying to set up a separate power structure of your own, you will often find that the Seniors will be helpful.

Well, I have been unbiased towards particular affiliations, but very biased in support of joining one.  You will find that within an affiliation you have all the freedom that you have as an Independent, and that you will advance much faster.  If that does not prove true, you can always re-declare as an Independent clan.
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Politics

Midgard has a rich variety of political activity.  As you may imagine, this activity may have wide-ranging effects.  More important, it is through your political affiliations that you will find the road to winning the game.

Winning

Winning is accomplished by rising to the top of any of the Factions within the game, or by outstanding activity as a Pirate, Bandit, Barbarian, Heretic, or Independent.  The majority of your actions on Midgard will generate influence with one of the Factions.  Additionally, each Faction is looking for assistance in furthering its goals.  Toward this end, the players receive tasks from the Factions, as they rise in influence, to conduct a wide variety of activity.  These tasks are always of a voluntary nature but offer an increase in resources and influence if successfully carried out.  As you increase in importance in the Faction, more resources may be released to you, your tasks become more difficult, and there are some penalties for failure.

The key to it all is the structure of Factional goals.  In the appendix are listed the background, hierarchy and goals of each Faction.  When reading the list of titles, note that the top four player positions of each Faction are defined as "Senior" positions.  Players in any of these positions can meet the conditions for winning.  Length of time in these winning positions varies with the success of the players.  Influence point totals as reported on your Turn Sheet will reflect your growing influence with each faction..  At a preset level, these points may earn you a promotion.  All eligible candidates for promotion are brought to the attention of the appropriate Senior.

Followers

Followers are the three individuals who were your closest friends when you first set out to make your own way in the world.  They are absolutely loyal to you and have pledged their lives to your command.  Followers are named during the starting cycle and their names may not change.  If a follower is killed, you must wait at least three cycles before trying to replace him.  Each cycle after the third your chances of replacing the dead follower increase.  You must use a special action to locate a new follower.  The only way you may have an expeditionary force is to use a follower as its commander.  Thus, if you have no followers, your ability to create expeditionary forces is lost.  Followers and the clan leader may lead clan units.

When followers lead units of retainers, the units perform better and can, if necessary, react in ways you did not specify but which generally work out better.  The use of followers in this way increases the chance that they will be killed or captured.  Captured followers are considered hostages and may be ransomed or traded, as the players decide.  Captured followers may also escape, but the probability of this happening is low.  Players do not have to order followers to try to escape, or conversely order their own units to prevent escape.  It is automatically built into the model.  You can make some basic judgments as to any changes in escape probability.  These are common sense.  Escape from a city is harder than escape from a camp, which is harder than escape from a captor involved in battle, etc.

Skill

The actions your clan becomes involved in may eventually result in the clan leader and followers being recognized as having certain skills.  Skills are not improved through self-training as it is assumed that you do that to the maximum extent possible.  However, skills may be acquired through paying for and undergoing a course of training with "recognized" experts, should they be willing to train you.

As an example, some of the skills that are available include:  Construction, Command, Administration, Quarrying, Logging, Mining, Prospecting, Seamanship, Negotiation, Tracking, Navigation, Tactics, Strategist, Cruelty, Preaching, etc.

Skills are not improved through hiring more experienced people, or buying information.  Skills are generally improved through actions over a period of time - do not expect to gain breaking and entering skills by an isolated act of robbery.  If you wish to use a skill that you have gained, call attention to the skill in a special action.  In situations where these skills matter, you will gain an advantage.  For each level of the skill that you have obtained, you gain a five percent increase in your chances of having a favorable result.

Retainers

Retainers are less loyalty than followers but are still very loyal to you.  They joined you to seek adventure and success.  They will fight for you, endure hardships, work long hours, march through the worst terrain, and even share in the reflected glory of your success, but they want to be treated right.  Their morale and experience affect their abilities under some circumstances.  They will never directly revolt, but they may start to "fade away" if treated poorly.  Retainers are not bought, sold or transferred between Clans.  You get your initial number when you start the game.  Increases in retainers can come in three ways.

The first way is by joining you during the course of your cycle.  These will be men who have heard of your reputation (renown) and who have decided to join up.  Your reputation is composed of word of mouth from your retainers and opinions of local village leaders.  Your retainers have a number of factors which may attract new men such as morale, money and experience.  Local opinion is based on your level of achievement, your record of making and keeping agreements, and your behavior during combat.  For example, if you ravage and burn cultivated areas during combat, it is unlikely that you will attract many young men from the local villages and farms.

The second way you can increase the number of retainers is by accepting tasks which ultimately yield additional retainers as a reward for successful completion.  You will only be offered retainers for a task within your own Faction.

The third way, is beyond your control.  From time to time, as you gain in power and position with the Factions, additional retainers will be given to you.  This is determined by a number of indicators including influence point totals, position held, and location.  It is calculated by the umpire/computer periodically as you rise through the Hierarchy.

Tasks

Tasks result from the Factions, Independent Cities, and the computer model.  The great disaster left them in a position of rough equality in military and economic terms.  As a young leader capable of independent action, you are potentially a valuable asset or a future enemy.  The Factions will always need help and may ask you for assistance by offering you jobs, or "tasks."  Early in the life of your character, these tasks are fairly simple and available to anybody.  Later, the tasks are more complex and the rewards for successful completion much higher.  As you are promoted into more senior positions in the Factions, you are expected to recognize and suggest task opportunities for your clan.  Task requests may be refused because the tasks available are not suitable for a clan of your size or rank.

Factions will offer you tasks from time to time or you may request one in a city.  These tasks are numbered and recorded.  The section on ACTIONS tells you how to accept, claim completion, or drop a task.  The nature and reward of tasks will change as the political nature of Midgard changes.

Tasks will, generally, have enough information for you to carry them out.  If you need assistance or information you may contact one of the Senior clans or a city agent of the Faction issuing the task.  They will also mention influence points and other rewards.  Some tasks call for the confirmation of a player contacted or served.  These can not be rewarded until that confirmation is received.  Tasks involving city to city movement are easier for other interests to find out about.  Depending upon the task, other players or umpire/computer interests may get involved.  Even though some Faction may know of your task, they must still try to get other players to accept a mission interdicting your effort.  The umpire/computer can not directly interfere.  Umpire/computer-controlled units will respond only according to the predefined goals.  Further, umpire/computer-controlled units are "real world" they do not hit and fade away.  They can be located and engaged just like player-controlled units, and if destroyed do not regenerate.  New units may move into the area, if any exist.

As players become increasingly influential in the various Factions, they will be able to propose tasks to the umpire (by using a special action) who will act as the most senior member of each of the various Factions.  You may propose a task at any rank, but stand little chance of acceptance until you have been promoted two or three times.  Your proposal should include a description of what you would do, how you intend to accomplish it, and what resources are necessary to start.  You may mention what you expect the Faction to do for you in return.

Some players will have a special "dispensation budget" which they can use to reward you for completion of tasks which they offer you directly or through the umpire.

When you reach one of the four highest levels, prior to being promoted out of the game, you are listed as a Senior player.  We mention it in this discussion as a way of reminding you to try to develop a big picture of the way you think things should be run.  You very well may get the chance to make decisions which impact the entire range of Factional activity.

Influence

Influence is a measure of power in Midgard.  Each person in Midgard wields one influence point.  As people align themselves with particular Factions, their points are made available to the Faction Seniors to use or distribute as needed.  Any influence points not Factionally aligned are still "Independent".  In this way, every point of influence in Midgard is accounted for.  Each Faction's total influence it controls is therefore some portion of the world total, and can be directly compared to other Factions to determine relative positions of power.  Influence is calculated for each Faction once per month.  The total is then made available to the Seniors for use.

Of course, this only speaks of the grand scale.  The massive power available to the Factions is not controlled by a single player.  Instead, individual clans are each endowed by the Faction Seniors with small (or sometimes not-so-small) portions of the Faction's influence.  In this way, the control is widely distributed.

Renown

Renown is your reputation.  Normally, renown is accumulated in a particular region.  However, if you raise your renown high enough (more than 500 points), you will also be recognized in each of the surrounding regions as if you were still in the region which generated the renown.  If you discontinue your activities in a region and leave the region, then your renown there will eventually drop to zero and you will have been effectively forgotten by the region's inhabitants.  However, you will still be remembered in the particular sectors where you gained those points for quite some time to come.

The rules for calculating renown points are as follows:


+1
For each enemy killed in combat.

+1
For each Retainer added to your clan.

+1
For each 1,000 Imperial Crowns of "value".

+1
For each 10 Influence points gained.

-10
Removed from each region's renown per cycle.


(Excluding the region that you are currently in!)

(All adjustments are approximate due to inaccuracies in valuation of items taken or recovered and the spread of "inflated" rumors.)

Renown is used to calculate several things within the game.  If you are well known in the region, your recruiting will be higher.  Negotiations with umpire/computer-run positions will go smoother, cooperation will be enhanced.  Your renown is considered when you are reviewed for possible promotion in your Faction.  Your renown will print on your movement page and represents the total renown in the region where your clan ends its movement.

Expeditionary Forces

Expeditionary forces may be created by indicating which follower you desire to lead the force.  You must indicate the number of men and which units are to be transferred, as well as, provisions and crowns for the force.  You may transfer any other material that you deem necessary by indicating the amount in the equip column of the item to be transferred.  If you intend to mount your men, remember they require 1.25 horses.

Expeditionary forces are not additional clans.  They are at an extreme disadvantage at leading assigned units.  They do not gain recruits and will not be offered tasks.  If they are small, they are exposed to greater risk while traveling.  The force must be established at the beginning or end of cycle (if established at the end they are unable to move that cycle).  To rejoin a force send in both the main clan and Expeditionary force Turn Sheets.  If no orders are given to the expeditionary force you will not be charged for that Turn Sheet.

Expeditionary forces will be regarded as an additional turn for the set-up and the first turn for the purposes of charges with further turns being charged at normal rates for each Action sheet sent in.  Expeditionary forces can earn influence - when the expeditionary force returns to the clan all influence earned by the expeditionary force will be remitted to the clan on a basis of 1 point for every 2 earned by the expeditionary force.  The philosophy behind this is that the actions of the expeditionary force are regarded as "reflected glory" to the clan leader.

Changing a City's Orientation

The city influence represents the amount of influence that a particular Faction has within the city.  A city is listed as belonging to Faction with the greatest influence.  That Faction has the right to name a City Leader.  Thus, the City Leader and the city are usually of the same Faction.  Please note that the existing city government does not simply give up.  Riots, violence and fighting usually take place.  A city has a crisis index which is available on the City Visitor Report.  Pay heed to this number, it ranges from .01 to 1.10.  The higher the number, the more peaceful the city is.  New clans and clans that wish to avoid trouble should stay out of cities where the crisis index is .60 or below.

Changing the city's orientation can be accomplished in a number of ways.  A player who runs a city has the ability to influence the city.  Characters that do not control cities may influence the political orientation of the city by conducting business with the city or by doing tasks offered by the Factions which involve the city.  The more influential you become with a particular Faction, the more impact a given economic transaction has on the city.  Temples determine the influence of religions in cities.  City Leaders may elect to destroy these temples at any time.  However, they must realize that serious problems may arise if this course is followed.  If you examine the city Turn Sheet which is provided as an example, you will see a listing for the city influence on the CITY2 page.

In no case can influence be applied to a city itself.  A Senior or a clan with a dispensation budget may not award influence to a city.

Player Political Organizations

These may be created by players for any purpose they desire.  These organizations may be loyal to a Faction or an Independent activity, or exist for any purpose.  The operation of these organizations/alliances is solely up to the individuals involved.  Undoubtedly, organizations will spring up which will attempt to become a major factor in the life of Midgard.  To this end, the model has features which allow for additional organizations.  These may remain totally unknown to even the umpire.

You may only belong to one official Faction at a time.  If you are in a Faction and wish to set up another, you will have to decide when it is appropriate for your clan to leave the Faction it is currently with.  Some of your retainers may decide to leave your clan, and if you are running a city, some other problems could result.

You may however, still wish to officially incorporate your organization into the game model.  It is important that your faction be unique and offer something new in order to be considered for incorporation.  Also, to establish your organization as an official organization you must meet the following criteria:

1. Submit a brief history, a statement of goals (minimum of four) and a hierarchy listing similar to those you see for the other Factions.  Most important is a reason for existence, stating what makes your organization necessary and what it will "add" to the world.

2. Have more than 30 Clan Leaders declare their loyalty to your organization in writing.

3. Select four Senior player characters to lead the organization.

Once these conditions are met, the model, in the next update, will be adjusted to include the new organization.  The umpire/computer will generate certain assets for distribution to the Senior player characters for their further distribution and players will be made aware of the existence of the new organization.  The Order of the Hand (now merged with the Ring), Blood And Fire, and MercVerk are Factions which started this way.  Be warned that the Faction will not appear exactly how the player desires.  Weaknesses and strengths must be built into new organizations as they are into existing ones.

Communications between Players

Communications through the game system must use 3x5 cards sent with their Action sheet and addressed to the clan being contacted.  See below for more details on using 3x5 cards.  If phone numbers or addresses are exchanged, further communication may be by phone or direct mail.  Again, we must emphasize that no abusive or vulgar language is tolerated.  The High Guild of Heliographers (a non-player-run Faction) simulates the mechanism of communication over great distances.  The game system charges 5 Imperial Crowns for each 3x5 card submitted.  This sum is deducted from the City Leader or Clan treasury as required.  Cards submitted by any Senior position are free.

Should players desire to write newsletters and the like in support of their own purposes, there are no restrictions save for the requirement for propriety.  However, they must be distributed outside the game system.  A number of player-sponsored newsletters are currently published.

Using 3x5 Cards

Use a 3x5 card for any of these situations:
1. MESSAGE
Player to player contact, or messages.
2. TASK

To offer a task to a player.  You must have a dispensation budget in order to offer a task.
3. BULLETIN
To post a message on a City Bulletin Board.
For Seniors, the following uses are also available:

4.
AWARD
To pay for a completed task.  (An action is also available.)
5.
DISPENSE
To fill/refill a player's dispensation budget.
6.
LOAN

To grant a loan of Crowns from your dispensation budget.  (An 

action is also available for this purpose.)
7.
NEW

Message which will be sent to all new clans.
8.
FACTION
Message that is sent to every member of the Faction.
9.
SENIORS
Message that is sent to every other Senior
Each 3x5 card must be appropriately titled and include the necessary pieces of information listed below in order to be processed.  All cards must include a heading at the top containing the type of card (MESSAGE, DISPENSE, etc.) the addressee (clan or city position number and optional name) and the sender (clan name or official title).  (Seniors:  The NEW, FACTION, and SENIORS cards do not require an addressee.)

For example:

To:
   SHADOW LARK (# 1234)
                 MESSAGE

From:
   PIPPEN (# 9876)

Subject:  Attack plan on Blegg


Shadow Lark, I have heard from the Guilds and they claim that six regiments (1,500 strong) will join us at Blegg in two cycles.  They are half heavy infantry and half medium missile.  Do you wish to modify the battle plan?

Additionally, various cards require other pieces of information as follows:

· MESSAGE
Subject (optional, up to 40 characters), Text (up to 9 lines of 40 characters each).

· TASK

Short description (up to 160 characters), Full Description (up to 800 characters), Verification required, Reward offered (Crowns, Retainers, and Influence), Assistance offered (up to 160 characters).

· BULLETIN
Text (up to 80 characters), this may only be addressed to a city and your Clan must be in the city.

· AWARD
Task number if from a task or the number of Crowns, Retainers, and Influence to be awarded from your dispensation budget, and a brief explanation of why the award was made.

· DISPENSE
Number of Crowns, Retainers, and Influence to be assigned to the recipient's dispensation budget.

· LOAN

Number of Crowns to be loaned, Total interest (in Crowns), and Time Limit.

· NEW

Subject (optional, up to 40 characters), Text (up to 9 lines of 40 characters).

· FACTION
Subject (optional, up to 40 characters), Text (up to 9 lines of 40 characters).

· SENIORS
Subject (optional, up to 40 characters), Text (up to 9 lines of 40 characters).

City Leaders

City Leaders have considerable power and influence and fulfill a very important function in the political arena of the game.  Care should be taken when dealing with City Leaders, as they can be of considerable help or be formidable enemies.

Prisoners in Jail

As City Leader you can attempt to take and hold the main character or any follower of any clan that enters the city.  Your city guard will always be on the alert for "spying" followers and will attempt to preclude their success by attacking or capturing them.  You will see any of the new arrivals as they are added to the list of prisoners in jail.  You may keep them in jail as long as you care to do so.  You may kill them at any time, or you may release them.  Indicate your desires using a special action.  If you attempt to capture a character or follower, he will attempt to evade capture.  The entire prospect may seem like a good thing to do however, you can be the focus of a lot of bad attention very quickly by jailing characters.

If your clan leader character is jailed, you will not need to send in a Action Sheet until notified by the jailer that he has been released.  It is recommended you contact as many people as possible, Senior clans, City Leaders, etc. if you are jailed, and attempt to "deal" your way out.  Jailed characters still count against the limit of three clans per person playing the game.  You may not have your character commit suicide while in jail.  You may release the character to non-player-controlled status after 60 days in jail.  This will enable you to start a new clan.  Please note that if you release a clan, all of that clan's possessions, including bank accounts are lost.

Factions

The Factions of Midgard differ in a number of respects.  While they originated from a common heritage, they have been isolated from each other for thousands of years.  During this period of separate development the major Factions have evolved, and new Factions have come into being and flourished.

The Heliographer's Guild (an umpire/computer-run Faction) of Midgard has compiled a summary of the Factions and religions and the fruit of this venture is reprinted in the APPENDIX.

Senior Player

Senior player positions are those positions with hierarchical levels numbered 1 through 4.  These positions are held by the character until he is successful enough to win the game (including being promoted through multiple Senior positions), or meets with failure and is demoted.

There are four Senior positions in each Faction, numbered 1 through 4 on the hierarchical table shown in the APPENDIX.  Each Senior position receives Turn Sheets from the model and has certain powers.  These turns are in addition to the clan turns.  A Senior turn is always free of charge and processes on a monthly schedule.  If your Senior clan is eliminated, you are no longer considered a Senior player.

Senior Player characters are able to influence the activities of their Faction, award influence points, offer tasks, lend money or other forms of assistance, award additional retainers, command standing armies, delegate forces, and influence the economic model.

Characters in these positions have a special responsibility to act in the best interest of their Faction.  Some players with more than one character in the game may find conflicting interests, particularly if the characters are different Factions.  If you want to run clans in multiple Factions, you must pick a primary Faction.  Each clan in a different Faction will be unable to be promoted past the rank of 15.  Any additional clans in your primary Faction will be unaffected, except that only one clan at a time may occupy a Senior position.

The existing goal structure, plus a close working relationship with the umpire, will help prevent but not eliminate problems.  Players operating characters at higher levels are asked to keep the information gained confidential.  It is recognized that a certain advantage is derived from having operated one of these positions, but it is not large, and events in the course of the game can more than make up for any advantage gained.  Thus, the new character of a player who had previously operated a Senior level position will not gain too great a benefit.

Each Senior position has a brief description of duties and responsibilities.  You, as the player, may have your own ideas on the matter, or you may belong to some player organization known or unknown to the umpire, which has its own goals.  What you do is up to you but the political sub-model of Midgard measures your performance relative to Factional goals.  As you approach the final turns prior to being declared a winner, you may be offered an opportunity to continue on in the current position for a specified period of time.  This depends upon the number of other players qualified for promotion and awaiting a vacancy.  You may also be offered a chance to "step aside" by vacating the political position.  You would become an "elder statesman" for the Faction, so to speak, and be able to affect the structure of the model from the "inside".

Senior Powers, Duties, and Responsibilities

There are exactly four Senior positions defined for each Faction, but the Faction is allowed to adjust their duties as it sees fit.  There are several key Senior reports that are produced monthly and the Number 1 Senior is responsible for defining their distributions among the Senior positions.  Talisman will then distribute each month's reports to the appropriate Senior.  Each report provides a different set of information and controls and should be distributed based on the Faction's definition of each Senior's assigned responsibilities.  An example for the distribution of Senior responsibilities follows.

Example Ranking of Senior Players

Rank 4 Senior
This Senior's pseudonym is the "Chief Information Officer" or "CIO".  He is primarily responsible for all facets of Factional recruitment, information gathering & distribution, and promotions.

Rank 3 Senior
This Senior is called the "Chief Military Officer" or "CMO".  He is responsible for mobilizing troops, assigning regiments to clans, distribution of military forces, and providing military expertise to the clans.  Each Faction controls a pool of retainers that may be mobilized into regiments.  The cost for doing this comes out of the Senior's budget and it costs Imperial crowns each cycle to maintain these regiments.  The Senior may assign your Clan Leader a regiment, and place your Clan Leader in command.  You are then responsible for the regiment and are expected to use it to the benefit of a Faction.  Regiments may be recalled at any time by this Senior.

Rank 2 Senior
This is also known as the "Chief Financial Officer" or "CFO".  He manages all Factional financial resources.  He sets up dispensation budgets for the other three Seniors (and only the Seniors -- he has no dispensation budget for himself), sets City Leader salaries, and is responsible for increasing Factional wealth.  He also maintains the Task list for the Faction.

Rank 1 Senior

This is the "Chief Executive Officer" or "CEO".  In general, he is in charge of the welfare of the entire Faction.  He can demote clan leaders, negotiate and sign treaties, declare or terminate war, interact directly with the game model, set Factional policy, and greatly influence the future goals and direction of his Faction.  He receives a summary report of the other three Seniors and intelligence reports from the model.

Senior Position Powers

Senior Player positions all have the following powers attached to them.  Any "normal" position which has been awarded a dispensation budget will also receive the first two powers for Creating Tasks and Making Awards.

In addition to the powers listed below, Senior players will receive a variety of reports (Turn Sheets) that are generated on a monthly basis.  These reports are distributed to the Senior players as the most Senior position has determined.  Each of these reports should be considered confidential and only for the clan that received it.  This is done to keep specific information compartmentalized.  These Senior Turn Reports are free.  These reports currently include:  Player name and address list for your faction, City list, Clan list, Faction Balance sheet, Regiments list, Task status, Promotion list, Rank list, Intelligence reports, Model Summary, Dispensation Budgets & Awards.

The Power of Creating Tasks

Players may draft task offers and pass them to the umpire for recording and passing on, in the form of an offer, to a specified player.  The draft task must be on a 3x5 card addressed to the clan suggested for the task and must include suggested rewards in terms of retainers, Imperial Crowns and influence.  There is a limit of five tasks per turn per position with the exception of the senior positions with each faction.  Tasks must be received with the turn sheet of the position that has the power of writing tasks, again with the exception of the Senior positions of each faction.  The award offered for completion of the task may not exceed your dispensation budget.  When you offer a task, the award is removed from your budget at that time.

The Power of Award

Senior players may award Retainers, Imperial Crowns and Influence from their dispensation budgets.  This award must be sent in on a 3x5 card, the format is shown in the 3x5 section of the rulebook.  Other players may also grant awards (if they possess a dispensation budget) by using the AWARD action.  All awards will be tracked and a summary will be sent to the appropriate senior position.

The Power to Grant Dispensation

Positions with this power have the ability to grant other players a dispensation budget.  The amounts listed in your dispensation budget represent amounts of factional resources that that the player is given control over.  The player does not actually have these amounts with their clan and the player may not expend these amounts directly.

The Power of Secular Interdict

This power calls for all computer-simulated benefits associated with a particular non-religious Faction to cease.  The city will be notified that it is under Secular Interdict.  This removes the benefit that a city gains from having a particular Factions' office.  One bad side effect is a loss of influence in the city for the secular Faction for each turn the city is under Secular Interdict.  The city is under Secular Interdict until the order is lifted.

The Power of Religious Interdict

This power allows the Senior player of a religion (only) to place a city under Religious Interdict.  The religious Faction issuing the interdict causes all rituals and worship services to be cancelled.  Depending on the amount of religious influence the faction has in the city, it has the affect of causing the crisis index in the city to drop.  Religious Interdict will also adversely affect the morale of the troops within the City.  Religious Interdict may be ordered for any city regardless of who controls it.  One bad side effect is a loss of influence in the city for the religious Faction for each turn the city is under Religious Interdict.  The city remains under Religious Interdict until the order is cancelled.

The Power of Embargo

Embargo can be ordered for any city that you have influence in.  It prevents computer-simulated economic traffic associated with merchants or traders from doing business with the city.  As with all forms of restriction, the effectiveness fades with time, as you can eventually find people willing to do business.  Embargo drastically affects the economics of the city providing you have significant influence in the city.

The Power of Creating Temporary Positions

Temporary positions may be created for any purpose.  The title for the temporary position may be any title.  The Senior player must submit the position for approval to the umpire.  The position description should have the reason why the position is created, the seniority of the position, and the expected dissolution of the position.  For example, a player wishes to create a General and place him in charge of cleaning up some Roder forces causing trouble in Higart Province.  The proposal would read like this:  "Proposed Provisional Imperial General.  Assigned to defeat Roder forces in Higart Province.  Senior to all Imperial positions in Higart.  Dissolved when Roder forces defeated or when specified by me.  Recommend appointment of Shadow Lark, currently Imperial Deputy."  
The recommended appointment is made by using the Power of Direct Appointment.  If the umpire agrees, the post will be created and offered.  If not, further discussion will be necessary.  When the player arrives in Higart, the new rank will replace his old rank.  This is automatic and will remain in effect for the duration of the post.  If the player leaves Higart, his rank will return to normal.  The player can leave and come back as often as they like, the rank will remain in effect until the Senior removes it or the time limit is up.

The Power of Direct Appointment

Any Senior player may directly appoint a player to any temporary position created as outlined in the power to create temporary positions.  The appointment cannot be a "cousin" clan.  The appointment is in addition to that player's normal title.  A player may only hold one temporary position at a time.

The Power to Mobilize Regiments

This power allows the Senior player to mobilize regiments.  Once mobilized, he may release them to specific players.  The regiments of the Factions remain simulated by the computer once they are mobilized.  When not mobilized, they remain dispersed so that they are not a financial burden on the Faction.

The Senior player in charge of the Faction's regiments will receive the Regiments Turnsheet.  This list indicates each regiment, the date it was mobilized or demobilized depending on its status, where it may be told to assemble, its location, commander and strength.  The Senior player who mobilizes the regiment must pay for its operation in terms of Imperial Crowns.  Regiments that are ordered to join a particular clan will be reported on that clan's turnsheet.  There is no additional cost unless an expeditionary force is made.

A player with this power may assign a regiment to any clan or position that they choose.  The regiment will obey the clan leader or follower, however, once a month (except when at sea) they will contact their mobilization point in order to receive replacements, pay and assignment orders.

To take command of an assigned regiment, the player must be at its assembly point or mobilization area.  The Senior mobilizing the regiment will direct the player to the point or area.  The regiment will join you after it has assembled.

The Power to Recommend Promotion

Factional promotion is under the control of the umpire/computer.  The player with this power will receive a report of all clans that are eligible for promotion.  The Senior may then recommend a specific name for a specific position, such as City Leader, when that position becomes vacant.  The recommendation will be followed, unless the umpire has some particular reason why it should not be made.

Senior Player Responsibilities

Each month, all Senior players will receive various reports.  Each Faction will decide how these reports are to be distributed between the Seniors in their hierarchy.  Senior Players are then responsible for filling out the special Turn Sheet enclosed with each report and returning to Talisman.  These reports deal specifically with the following areas:

Resources

This is all of the retainers, influence and Imperial Crowns available to the Faction.  This includes the income for the month as described below.

This is the amount of individual resources that your Faction has earned during the month.  These amounts are determined by a variety of factors.  Some of them are:  Number of cities owned, Number of clans declared, Number of offices or temples, Total population (of cities) under Factional control, Total of all tax income to cities, Total of economic activity for Factional cities as expressed by the difference of base and stock amounts times, average valuations, Total of all Midgard cities economic activity expressed by the same method, Influence ratios, Age of the Faction in years, Stability of the Faction itself, (i.e. any internal strife, war etc.).

OF PARTICULAR NOTE!

Each Faction has a different weighting of these factors which is not made known to players.  Do not assume other Factions have the same advantages or disadvantages as yours.

Obligations

The costs of paying your mobilized regiments.  Note that mobilized regiments are paid only from the budget of the Senior player controlling regiments.
Transfers

Each Faction has a Senior who handles the Faction's wealth.  This wealth is measured in Crowns, Influence and Retainers.  Various amounts can be transferred on this report to a City, Clan, Faction, or Regiment.  Only one entity can be listed per transfer.  Do not list multiple recipients as the umpire will act only on the first on the list.  Senior players are allowed only 20 transfers per turn.  Sending replacements to or from the formation of one regiment is one transfer.

Special Planning

In the appendix are Faction descriptions.  Also shown is a list of long-term goals for the Faction as a whole.  On each Senior turn, the Seniors are required to list at least five and up to ten specific short-term goals for their Faction.  These must be concrete specific goals and not general platitudes or vague plans.


For example:  Building a city attacking a city eliminating a specific clan building roads increasing the number of clans negotiating treaties and agreements for territory cities resources improving existing defenses of cities and increasing the Factional resources are just a few concrete examples.  Unacceptable goals:  Working for world peace creating unenforceable or immeasurable treaties improving morale leaving Bulletin Board messages sending communications achieving organizational excellence and the like.  If you have selected a goal which the system will not accept, the model will respond.

Nominations To Factional Positions

On this report you will be allowed to make nominations for specific clans to obtain higher positions within the Faction.  The model may or may not agree with your selection depending upon experience etc., however, you are free to nominate any clan you desire.  The only exception are "cousin" clans.

Punitive Actions

If you wish the system to take punitive action against one or more clans in the Faction you may write the clan name on a 3x5 card with a brief justification.  In the event the justification cannot be made brief, submit a separate justification for the action.  Such actions that are accepted and acted upon will be listed in this section.

Regiment Assignments

You may make up to ten separate regiment assignments each cycle.  Each assignment may include mobilizations, demobilizations, and other adjustments of multiple units.  Assigning 10 regiments to one character is not 10 assignments.  Assigning 10 units to 10 characters counts as ten assignments.  Demobilizing 10 separate units from 10 separate clans also counts as 10 assignments.  The space on your Turn Sheet will contain umpire/model responses as may be required.

Notes From Model

Last, this section will contain general notes from the model to you covering a variety of topics.

Summary

The Senior players in each Faction can be a formidable force in determining the direction of the game.  The frequent use of standing armies is extremely expensive in terms of men lost in combat and in terms of Imperial Crowns.  The real strength of the Senior positions is in their ability to reward other players, work closely with them, and achieve coordinated efforts.  The umpire/computer team form the basis of each Faction by way of the Model, which following our example above, would represent the Board of Directors.  Each Faction's Rank 1 Senior must deal directly with this Model and provide guidance to the Faction.

The Removal Of Senior Players

The removal of the top Senior player from his position by a means other than violence is a difficult operation.  Any Clan Leader may petition the Senior umpire/computer position for a "WRIT OF PROCEDURE" against any Senior clan leader in their Faction.  The risks are not insignificant, especially if the attempt fails.

It is very important to note, however, that the removed Senior is still very much in the game and stands a chance of returning to power.  This chance is improved if the REMOVING clans (the clans who started the procedure) make a martyr of the removed leader through their unfairness or hostility.  The removed leader has a better chance of returning if he is not hostile and demonstrates a "team player" approach to the problem.  Once "hostilities" begin between the parties involved, there is a chance that the entire procedure will result in great violence and damage to the Faction.

Senior Player Turn Sheet

The Senior players will each receive an additional Turn called the Senior Player Turn Sheet, which will provide communication with the game simulation in a number of areas.  Talisman will process each one of these Turn Sheets once per month without charge.  Any Faction missing a month will lose the ability to interact with the model for that month.  Senior players may not disclose the contents of the Turn Sheet to any other Faction and should limit the information between Senior positions within their own Faction.  This is for the protection of the Faction.  The information and actions on this Turn Sheet represent the most sensitive secrets of the Faction.

Economics

The economics of Midgard are represented by a wide variety of economic activity.  The feudalistic society is predominantly agrarian and trade is among cities, between cities and the surrounding countryside, and between cities and clans.  Around each city, located in the same sector and up to three sectors away are small hamlets which are not represented on the chart, or reflected directly in the game.  They become smaller and more scattered with distance from the city.  These hamlets comprise the "middle class", between landed nobility and farm workers.  While much trade and manufacturing is centered in the cities, some is also accomplished in the hamlets.  These hamlets and the farm areas constitute a significant portion of the economic activity of Midgard.  Player action aside, the economic model of Midgard is at a rough equilibrium.  The computer assumes trade between cities, hamlets and farm areas.  Prices for goods, quantities available, and selection of available goods, vary from location to location.

The economic model is affected by weather, interruptions in trade, war, campaigns (which may draw farmers away from the fields), fighting in the fields, and variations in supply and demand caused by players trading in the cities, geography, taxation and mismanagement.  The model is monthly and takes into account all of the above factors including inflation.  Data is available to the players for specific cities upon entry to the city.
Provisions

All retainers must be fed, including assigned regiments.  At the beginning of each cycle, one ration per retainer will be deducted from your provisions.  If you do not have enough provisions, and do not have the commodities necessary to make more, you will be required to forage on your next turn.  The number of men showing on your report for "Forage manpower required" would be the minimum required.  Whenever this field on your report is greater than zero, take heed.  Some of your clan has gone hungry!

If this condition is allowed to continue, your morale will suffer and some retainers may leave.  You must use the FORAGE action whenever there are insufficient provisions for your men.  If you fail to order enough manpower to forage, the computer will assign additional units.  Before you need to forage, all provisions, grain, livestock, fish and fruit must be exhausted.  For ship bound clans, retainers eat first, then horses and finally livestock.  A random number of horses and livestock not fed will die.  Assigned regiments will most certainly report back to the Senior in charge of them, and this could affect your chances of promotion.

Ration consumption:

Each retainer consumes one ration per cycle.
Each Horse or Livestock consumes one grain or one fruit per cycle when being transported by a ship

Each member of a city's population requires one ration during a siege or during a bad winter.

There are three types of rations.  The average citizen in Midgard normally consumes a Type B ration per cycle.  Type A rations tend to have a positive effect on morale and lessen the chances for disease.  Type C rations tend to have a negative effect on morale and increase the chance for disease.

Paying Your Retainers
On your Turn Sheet you will notice an area on the Clan Information page, which shows the amount you will pay rate each retainer.  Unless you say otherwise, that pay times the number of retainers will be subtracted from the amount in your treasury at the end of the cycle.  Because of this, back pay may be generated.  Back pay is reflected in your negative treasury balance and must be paid off before any other obligations.  Someone is bound to try to reduce the retainer's pay in anticipation of needing more cash.  This can be done but it will have an adverse affect on morale and loyalty.  Try to keep the pay stable.  The men will understand a back pay problem more than a change in their wages.

Dealing with City Markets

The sample City Visitor Report (See City Visitor Report) for Xity is a sub-set of the data available to a player running a city.  The player running the city would receive the city report, an example of which is in section on REPORTS.  The City Visitor Report contains key city data that your men may assemble upon entering the city.  Data on the location, leadership, city size, number of educational, cultural, and Guild buildings is presented, as is data on the strength of the walls.  Imperial, Roder Family, Boda Family, Getham Family, and MercVerk Factions have the ability to have offices in the cities and the Religions have their temples..  The number of these offices and temples is presented on the City Visitor Report.
Each individual visiting the city is recorded in the visitor section of the sheet.  There are some important exceptions to this.  Society Of Arms Clans and Expeditionary Forces will not be shown if the total size of their force is less than ten percent of the population of the city.

Any prisoners held in the jail will also show up on the report.  The key area of the report, however, is the listing of the amounts of commodities in stock and their current prices.  The bottom of the report has a copy of the City Bulletin Board which your retainers took the time to copy.
Buying and selling in this environment requires you to write a BUYBuy or SELLSell action.  The prices you list are actually bids.  You are in effect, telling your men to enter the market and attempt to buy or sell a commodity or commodities at a specific price.
A.
When buying, the price you specify is the "pay no higher than" price.  If the market charges less than your listed price you will get the commodity at the market price even though it lower than the price you authorized.  If the market price is higher than the price you wrote on your Turn Sheet, the transaction will be skipped.
B.
When selling, the price you specify is the "get no less than" price for the commodity.  Again, as in the example for buying, if the market will pay more than the amount you have listed for the commodity you will get the market price.  If the market price is lower than your listed price, the transaction will be skipped.
A good planner will allow for problems and not set his prices too close to the market.  One final option is to write "BEST" instead of specifying a price on your BUY or SELL action.  That means that you pay whatever you must to get the commodity, or take whatever the going rate is, if selling the commodity.  This is good if you are in a hurry and costs do not matter.  Conditional actions such as, "buy until my treasury reaches 2000 IC" or "spend 6000 IC" are not accepted.  Should you run out of money to complete the transaction, you will buy as much as you can afford.  Purchases take place in the order that you list them on the Action sheet.  You are allowed to conduct transactions in more than one city, providing you have sufficient movement points available to do so.
You may transfer any item except followers or retainers to another character as long as you both begin your cycle in the same sector.  Make whatever deals you desire.
Notice that on the City Visitor Report you receive information about the stock amount and current buying and selling prices.  Note:  The market's "Buying" and "Selling" prices are the prices at which the market will buy or sell commodities.  The City Leader's report for the city lists one other important aspect of the commodity:  its "cycle adjustment".  The city's cycle adjustment is the net amount of that commodity that is produced or consumed by the city.  This is the amount by which the City Leader should expect the stock amounts to change each cycle.  If the number is positive then the city is producing more than it consumes internally and the excess is placed on the market.  If the number is negative then the city is consuming more of the item than it can itself produce and it relies on purchases from outside to provide a supply which the city then obtains from the market.  The buying and selling prices of the market fluctuate based in large part on the relative supply and demand of the commodity.  You as a player visiting the city, see only the amount in stock and the current prices.  The City Leader will get a better picture of his situation.
Supply and demand are not the only things which impact current price.  Poor management and citizen confidence can also affect current prices.  The economic model makes adjustments for leadership skills of the City Leader, and for citizen confidence.  The latter is measured as a crisis index, and is measured and made known automatically to the City Leader.

The crisis index is normally the number 1.00.  It reflects a broad range of circumstances affecting the confidence of the citizens of the city, including events in the area and province.  As this number declines, prices rise, taxation becomes more difficult, and a host of other problems which can occur are made worse.  The number will very rarely be above 1.00, but would indicate exceptionally good conditions.
There is another number shown on the city turn right beneath the crisis index.  It is called inflation.  It represents inflationary pressures on the city economy.  If the number is positive, the pressure is inflationary; otherwise, the pressure is deflationary.  It is figured from a large number of factors in the city and it is used when the market is updated.
Seasonal activity, regional and provincial economic pressures, and direct government intervention can impact base amounts and prices.  Try not to view the economics of the game as unimportant or isolated from cultural, political, religious or military events.
Black Markets

A city may or may not have a Black Market.  These markets are set up by Society of Arms clans and provide a means for so-called "liberated goods" to reenter the economic system.  Pirate and Bandit clans sell goods to these markets because a city leader does not get any information about Black Market.  Prices for commodities on these markets vary according to normal prices and availability.

In order for a clan to do business with a Black Market, you must first discover its code word.  The Society Of Arms clan that sets up the market will be assigned a code word when the market is first set up.  A clan might discover the code word by inventive use of a special action, but it is normally passed on by word of mouth directly between clans (players).  This code word can by changed at any time by the Society Of Arms clan that initiates the market.  It costs 5,000 Imperial Crowns to set up the market plus two full cycles of time, which is used to bribe administrators, soldiers, and merchants (and even then there is a chance of failure).
Once known, the clan may request a CVR for the Black Market by using the code word for the market when requesting a CVR.  There are no restrictions on any items bought or sold on a Black Market.  The Society Of Arms clan that initially sets up a market will receive one percent of the gross sales made from the Black Market directly into his bank account.
The only negative effect on a city is lost tax revenue on market transactions.  If a City Leader can discover the code word for a Black Market, he can attempt to shut it down and confiscate all the goods currently in the Black Market at that time.  Even with the code word, shutting down a Black Market is rather difficult.
The Midgard Banking System
Each city is charged by the Guild structure of Midgard, to maintain a separate facility for banking.  Any clan may deposit any amount of money in any city on Midgard.  The Banking Guild (which is non-player controlled) then will allow that clan to withdraw amounts up to his current balance from any city.  The bank will collect a five percent fee for this service at the time of the withdrawal.  The amount is collected from the amount left in the bank.  If you close your account, the money will be taken from the amount withdrawn.
The bank is called "The Counting House" and will only accept Imperial Crowns.  No loans are made and no interest is paid.  While the bank is located in a city, it does not come under the control of the City Leader, though he is charged with its protection.  Clans may transfer funds to other accounts, deposit funds or withdraw funds in any city.  You may also declare an heir to your bank account should anything unfortunate befall your clan.  While this will not lessen the blow of losing a clan that you have worked hard to build, it will make life easier for the clan receiving the money.  The counting house will collect a 20% fee for this service.
Loans
Yes, you can get loans.  These come from any clan that has a dispensation budget if a Factional loan, otherwise, any clan that wishes may loan you money on any agreed upon terms.  Please refer to the LOAN action for more information.  The terms of the loan are simple, you pay the loan off in one lump sum and you pay the amount shown on your Turn Sheet.  As you gain in influence with a given Faction, your ability to get loans increases.
All loans are made through the Banking System.  Money loaned to a position is simply transferred to his account directly (where the standard charge will be made if he then desires to withdraw it).  Money in your treasury or dispensation budget is deposited to make the loan.  Payment is made in the same fashion.  You must be in a City (so you have access to a Bank) to make a loan.
Suppose you ask for 1000 Imperial Crowns.  If granted the funds, your loan will show some amount higher than 1000.  That is what you must pay back.  It is poor business to avoid paying off a loan.  You can count on some sort of reaction from the Faction depending upon the amount they lost on you.  At the present time, all non-player loans are made at 5% interest and you are granted 30 cycles to pay back the debt.  Loans from players are under any agreed upon terms.
Cities and Leaders

Cities play a critical role in Midgard.  They represent significant concentrations of economic, political, and military activity for a Faction.  They may be run by players or the umpire/computer.  Players who run cities are generally considered middle-level players.  Players who accept a city position will receive a city Turn Sheet as well as a clan Turn Sheet.  The city Turn Sheet will be charged as a separate position.  There is no need to send in a city Action sheet with a clan Action sheet.  The clan may be sent off independently, and the city left under the temporary command of a follower.  You can also assign your followers to specific city management areas.  Your clan must be in the city at the time you assume City Leadership.
Making Manpower Assignments

Assume that you have 2000 men assigned as city soldiers, 50 as administrators, 200 as city guards, 100 as maintenance, and 500 as construction.  Your desire is to increase the number of men assigned as city guards.  In this example you have no draftees.  The first step is to get some draftees.  Do this by drafting the desired number of population.  You elect to DRAFT 500 men.  Since you had no draftees at the start of the cycle, your "ready to assign" number of men is zero.  However, next cycle you will receive 50 men in the "ready to assign" category, and you will see your draftee number decline to 450.  You will receive ten percent of the draftees or 50, whichever is greater, each cycle as "ready to assign".
Once you have a number of men in the "ready to assign" category, you may assign them to any of the manpower areas by using the ASSIGN action.  You can only assign as many men as are already showing in the "ready to assign" column, not how many you think will be there as the cycle is processed.  As a bonus, each man in the maintenance force can lead 10 draftees on city maintenance projects.  You will gain an additional .5 mancycle per draftee for maintenance.  This is done automatically and allows you to make some use of the unskilled labor while they are in training.
City Taxes

Each City Leader may impose a tax on the citizens of the city.  This figure is applied against city taxable transactions, cash values of goods, and general population.  The amount you collect depends upon a complicated formula which includes the crisis index, remaining population, administration, and inflation among other factors.  There is a measure of inefficiency built into the tax system, which can be controlled to some extent by City Leader action.  An average tax rate is fifteen percent.
City Visitor Report

Any player-run force which enters a city may request a City Visitor Report (City Visitor Report or CVR).  The City Leader will be made aware of your presence by way of the visitor section on the city Turn Sheet.  All clans recently visiting the city and their date of entry are listed on the City Visitor Report.  There two exceptions to this.  You will not be listed if you are a Society Of Arms clan or an Expeditionary force and your total force size is less than 10% of the city.
City guards and city soldiers will watch visitors closely.  Visiting retainers are allowed to carry only personal knives.  Armor and other weapons will not be carried.  Players may assume they are stacked outside the gate.  Any attempt to enter armed without written City Leader permission will result in a rapid attack.  Please note that even if your clan or expeditionary force remains unnoticed, you still may not enter the city armed.  All weapons are assumed to be cached somewhere outside the city.
Besides a description of defenses and buildings in the city and a copy of the Bulletin Board, the City Visitor Report indicates whether the city is player-run and if there are market restrictions by the City Leader and what those market restrictions are.  An example of the City Visitor Report is included in the REPORTS section.
City Bulletin Boards
A City Bulletin Board is provided in each city for players to exchange information.  A copy of the Bulletin Board is included as part of the City Visitor Report.  You may leave a message on the Bulletin Board of any city in which you are located, by sending in a 3x5 card.  This is an excellent way to initially contact new characters.  This message is limited in size (see the information on 3x5 cards in the section on POLITICS) and eventually is removed.  Since a bulletin board has a limited amount of space available, when it fills up, the oldest message is lost and the new message is posted.  There is no way to prevent a message from being removed by a new message.
City Leader Powers

City leaders have broad powers and can be very beneficial to visitors.  Many City Leaders have a Dispensation budget, which they can use to award Factional influence, Imperial Crowns and retainers to visitors in the city.  He may be relatively free with his funds and may award cash as a gift or loan from his personal treasury.
The city soldiers act much like any other clan organization.  They may leave the city under command of the clan leader (City Leader) or one of his followers (Expeditionary Force) as assigned units.  City soldiers begin to lose effectiveness as they move farther away from the city.  A good rule of thumb is that city soldiers like to stay within the region, or at worst, within the province.

City Leaders will get intelligence from the surrounding area if there is anything worth reporting knowledge is power.  A City Leader must have scouting or patrolling parties out in order to collect this information.
Another feature is the city jail which can contain a small number of men.  In the example in REPORTS section, you will see that the jail holds one follower of a clan for whom he was spying.

Finally, the City Leader may close a city to any player, Faction, or to all.  This will work most of the time, but remember, people do not always make their identification plain and there is no way to get any kind of universal identification.  Any restrictions to the city will effect the well-being of the city.  A complete closure of the city will prevent trouble, but is very bad for business.
Cities and Factions
Cities are very important to Factions.  It should go without saying that there will be efforts aimed at taking the city, from time to time.  The Imperial, Roder Family, Boda Family, MercVerk and Getham Family Factions will attempt to build offices in each city.  Likewise, the religions will attempt to build temples in each city.  Both secular offices and religious temples assist the Faction in doing business with clans of the same Faction.  They also provide the City with certain benefits.  City Leader permission is required in order to construct a temple or Factional office in the city.
Factional Buildings within Cities
The more offices available to the Factions, the more pronounced their effects will be.  The city player who desires to take advantage of the features listed below should detail his desires in a special action.  For example, "Use Getham Trade Office to decrease base amount of wagons."  The umpire would then look at the total number of Getham Trade Offices in the city and make a reduction.  This will take from 2 to 4 cycles to actually happen.
Imperial Legate

Improves stability of the city in the event of minor attacks, raids and the like, as it provides a base for Imperial police actions against the perpetrators.  It also reduces cheating on taxes, as the Legate's court is available to try offenders and does so without City Leader instruction as soon as construction is completed.  Imperial forces in the field will rarely stop to trade with a city which does not have a Legate.  If the offices are attacked, expect a vigorous Imperial response.
Roder Agricultural Station

A key area of interest to the Roder Family is agriculture.  They have developed an empirical agricultural science and conduct experiments to determine the best strains of animals and plants for the local conditions.  Thus the presence of Roder Family stations improves farm output, which is reflected by increasing stock amounts and decreasing base prices of various agricultural commodities at the time construction is completed.  The stations in a city will also reduce the mancycles necessary to create another agriculture or orchard sector.  A Roder Family Factional office allows you to affect the price or production of grains, fruit, livestock and horses.

Boda Armory Service

Improves both base amount and base price of weapons when construction is completed.  Will increase stock amount of one weapon per cycle when requested by the City Leader.  A Boda armory allows you to affect the price or production of all weapons and siege weapons.  They also will improve the output of city-built armories.
Getham Trade Office
Will pass on City Leader requests to increase or decrease the base or stock amounts of ANY one commodity on the city market.  These offices can move goods and are the pipeline that all goods use to move through Midgard.  Each Trade Office controls one caravan that can move 1,000 units of any commodity on the market.  The Getham Family controls the economic trade model and can help or hinder your efforts to acquire raw materials for construction projects rapidly.  You can still move goods from other towns with wagons, of course.
MercHaus 
Center for the MercVerk Faction.  The presence of MercHaus makes your city more appealing and so increases population pressure.  Provides a facility for training troops belonging to any Faction.  This training will eventually raise the class of your retainers.  A MercHaus may not train assigned regiments.
Temples

Religious temples are like secular offices.  Religious activities in a city will have a more pronounced effect if they are allowed to build more temples.  The presence of temples will allow various benefits to the City Leader, based on the religion.

Gift Temples

The Gift have a positive effect on the city's construction forces.  Each temple will improve the number of mancycles available to a city from their construction force by one percent.  The Gift are builders by nature and consider the city construction force a major part of their flock.
Ring Temples

The Ring diviners are well known and having their services available to a City Leader will enable him to avoid confrontations.  This will have a positive effect on the City's Crisis Index.  They also give a City Leader an edge against assassination by providing an early warning.  This actually decreases the assassins chance of success.
Banner Temples

The Banner is well known for its fanaticism in combat.  For this reason, the Banner provides for the City Soldiers and Guards.  This will improve the loyalty and morale of the soldiers and guards in combat.
Blood And Fire Temples

The Blood And Fire have their unshakable faith.  They are constantly preaching to and listening to the poor.  Because of their intimacy with the people of the city, they have a chance (one percent per temple) of detecting a Society Of Arms clan hiding in the city and whether or not a Black Market exists.  All they will do is alert the City Leader to the presence of a Society Of Arms clan or Black Market.
Other Buildings Within Cities

Warehouses
Warehouses allow the City Leader to store various items from the market.  Each warehouse may only hold 50,000 units of one item and you are limited to 12 warehouses in a city.  Any item on the market may be stored in a warehouse.

Armory
An Armory creates weapons for inclusion on the city market.  The more armories in a city, the higher the stock amount of weapons available, which generally lowers prices.  If you also have a Boda Family Armory present, these armories will produce more.  You may not build siege weapons with these armories.
Education Buildings

Each education building a city has will create one (and only one) engineer which can be used to supervise construction projects.  Therefore, if you have five Education Buildings, you will have five engineers available.
Cultural Buildings

These are such things as parks, gardens, and other places that the city people may use and enjoy.  These increase the beauty of a city and its appeal.  These buildings, while expensive, represent meeting halls, civic areas, and the like.  They contribute to the cohesiveness of the city and to the attractiveness of the city to outsiders.

Guild Halls

The Guilds represent the artisan and professional community of the city.  The Guild Halls act as meeting places for the local artisan community.  Guild Halls are necessary for ship production to occur and each Guild Hall produces manufactured goods and wagons.

Types of City Lands

Cultivated
Cultivated lands represent numerous farms, and large fields.  Each cultivated square will increase the amount of grain available to a city.  This will only happen during the fall months in Northern Midgard and all other cultivated areas will produce during the spring and fall.

Orchards
These are large areas of fruit-bearing trees.  Fruit is used in the manufacture of class A rations, and optionally in all other classes of rations.

Ranches
These areas are created from cultivated lands.  They directly increase the amount of Horses and Livestock available to a city.

Villages
These are actually fishing villages and must be built near water.  They directly increase the quantities of fish available to a city.  Fish can be used interchangeably with Livestock in the manufacture of rations.

Shipyards
The city may only have a shipyard if it borders on water.  If the city borders on a shallow water sector, then it may only construct shallow draft vessels (but orders for deep draft ships will still be taken and constructed elsewhere).  A shipyard is measured in capacity points.  This is the number of points available for construction allowed per cycle.  This number can be increased, please refer to the section on CONSTRUCTION.
City Projects

City projects allow the City Leader to increase the City market's "in stock" and "base amount" for numerous raw materials.  Please note that Clans are not restricted from any of these activities.  Any clan may Log, Mine or Quarry.  However, a clan is limited to their current turn, where a city may allocate city resources and automate this procedure.  Use the CONSTRUCT action to start one of these projects.  Once set up as a city project, these operations will continue until disbanded.
Logging

This will increase the amount of lumber available to a city.
Mining
If you are fortunate to find a site for a mine, you may set up this type of project.  This will increase your metals in the city and you may even find a gold or gem mine.  Gold is converted into Imperial Crowns (IC) at the rate of 1 gold to 10 IC.  A gem is worth 100 IC.
Quarrying

This is perhaps the easiest project to start and you will increase the amount of stone available to the city.
City Leader Followers

Once you are a City Leader, your followers may work in key areas of the city to assist in the operation of the city.  You may assign any one of the following areas to a follower.  Assignment of a follower will allow increased flexibility and decision-making should there be unexpected events in the area supervised.
Administration
Runs the city administration

City


To assume the City Leadership position
Clan


In charge of the Clan (if it leaves the City)

Construction

Supervises construction projects

Guards


In charge of the city guards

Logging

Supervises logging projects

Maintenance

Supervises city maintenance crews

Mining


Supervises mining projects

Quarrying

Supervises quarrying projects

Soldiers

In charge of the city soldiers
The followers will eventually (within 1 to 10 cycles) improve the performance of any area they are assigned.  Each area will have some risk to the health of the follower.  (A follower could be wounded or even killed.)  Of course, followers may be assigned to specific units of the city soldiers.
Markets
The market data represents the amount of a commodity in stock, the amount normally in stock, "base amount," the price normally charged, "base price," and the current price.  This data is currently for 17 commodities.  If the amount in stock exceeds the base amount, the current price will be lower than the base price.  If the amount in stock is less than the base amount, the current price will be higher than the base price.  The exact relationship is governed by a number of factors.  One of the largest is the crisis index.  As the crisis index moves below the value of 1, the market will experience higher prices.
The various Factional offices can have an effect on the market.  So too can the City Leader through his purchases and sales.  The actions of visiting clans will cause the stock amount of commodityies to fluctuate.  Finally, the system will make market adjustments monthly which represent production, transfer of surplus to other markets, adjustments to local consumption, and the like.  Stock amounts will be brought into rough alignment with base amounts.  Bases amounts will be increased or decreased to reflect market pressure.  The date shown next to "Market Update" on your report is the last date of this monthly adjustment.  City Leader Restrictions has a yes or no response.  If there are restrictions they will be listed in the section below.
Buying And Selling For Yourself While A City Leader
You have a reduced need to buy or sell commodities while the City Leader.  Your new city troops, should you elect to equip them, will be equipped free by the merchants with whatever weapons you specify.  The weapon specified must be available in the market.  If you are re-equipping the city forces, the old weapons will be returned to the merchants.  You receive mounts the same way.  You must be able to store items purchased in your warehouses.
Dispensation Budgets

Each and every clan has the potential for a dispensation budget.  This is control over money, influence and retainers that your Faction has entrusted to you.  You do have a few restrictions on how you use this budget.  For instance, you can never issue an AWARD to yourself or to cousins!  You may only AWARD to a clan of the same or lower rank.  Each time you make an AWARD, the Senior in charge of your Faction's resources is made aware of the AWARD.  Otherwise, you are free to promote the aims of your Faction in any way you see fit.  Please remember that you will be held responsible for these resources and may be called on by your Faction to explain any AWARD you make.
Transportation Systems
In Midgard most travel occurs on Roads and Sea Routes.  NPC (Non-Player Controlled) merchants and townspeople use this infrastructure to carry out their day-to-day business.  Thus, by being connected by Roads and Sea Routes, a city increases its overall tax income.  The more Roads and Sea Routes a city has the more economic impact on the city.

Movement

Maps
The table below describes the various terrain types to be found on the world of Midgard and the movement points to enter them.  Roads negate the terrain only if you are in the NOR, TRV, CON or FLD modes and only if you say that you will use the roads.  See the MOVE action for more information.

The chart on the next page is from the High Guild of Heliographers.  It shows all of the Province names and their associated Regions.  They have been compiled from data taken from organizations throughout the known world.  Since the disaster the world has changed considerably and the old maps are not accurate in many areas.  In addition, there are large portions of the world that still remain unexplored.  The Guild is seeking bold adventurers to assist in remapping the world and rebuilding the southern heliograph stations.

Each province contains four regions.  Each region has a letter and number designation.  The entire world map of Midgard ranges from A─0 (the Northwest-most region) to P─21 (the Southeast-most region).  Regions wrap from east to west, but not from north to south.  Thus you may sail around the world, but not pole to pole.  Map rows 0 and 21 are simply Artic wastelands and have never been explored.  Within each region are a number of squares called sectors.  These are 30 mile square sections of land or water.  Each region has 26 sectors across and 15 sectors down.

When writing your movement actions write the full address (region and sector -- province is not required) of each sector.  For example the address, D-4-22-10 is a sector 22 columns from the left and 10 rows down from the top of region D-4.

Maps and Symbols
On your first turn (and any turn that you buy a map) you will be given a map.  Each map symbol will be explained in a legend printed directly on the map.  All cities will be shown along with their current Factional alignments.
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Land Movement
This section acts as a guide to the land movement system.  It also introduces the concept of modes.

Movement by land into each sector costs a set number of movement points.  So do a variety of actions such as scouting, city entry, City Visitor Reports, and others.  There are four types of mobility in Midgard:  foot, wagon, horse, and water.  In some cases, units will have a combination of these types.
Land Transport Available
This number reflects the total transport capability of the clan.  Horses can carry 10 units of cargo, and wagons can carry 100 units of cargo.  Your possessions all take up weight and space.  They are abstracted into cargo units.  Imperial Crowns, provisions, men, animals, weapons, etc., all take up cargo units.  All horses require 5 cargo units on ships, wagons require 20.  On land or sea, crowns are 0.001 cargo units per crowns, other commodities, except siege weapons, are already expressed in cargo units and so are 1 unit each.  Light siege weapons require 5 cargo units and Medium siege weapons need 10.  Men normally require 3 cargo units, (although they are treated differently at sea).  Provisions are 0.1, uniforms are carried as special cargo and require 0.01 units per uniform.
On your Turn Sheet, your units are shown as "Foot" or "Mounted".  This difference is used during combat to determine which units are cavalry and which are foot soldiers.  This has nothing to do with movement.  Foot soldiers require 1 horse per man to move at the mounted rate.  Cavalry units require 1.25 horses per man.  Wagons require two horses per wagon.  On your Turn Sheet, you will see an entry entitled "Horses Remaining".  This is the number of horses not assigned to mounted men or to wagons.  If this number is greater than the number of foot soldiers you have in your clan, you will move at the mounted rate whenever your MODE is TRV or OPN.
The Turn Sheet will show how much transportation is required and how much you have.  If you have enough transport, you may move at the rate of the slowest form of transport you own.  For example, if you had horses and wagons, you would move at the wagon rate.  An obvious exception is when moving on a ship, you always move at the rate of the slowest ship in the fleet.
If you have a negative amount of transportation left, but the total negative is less than your total number of men, you will move at the foot rate.  This simply means that your men are carrying cargo.  You cannot sail on ships with a negative transport rate.
Finally, if the transport required is greater than transport available by an amount greater than the number of your retainers, you may only move one sector per cycle.  This means that your men are overburdened with cargo and must make several trips to move it all.
Movement is further modified by the mode of operation selected by the clan.  There are a number of these, and they determine how your clan will act and will set the framework for unit orders.  At this point, think of the mode as determining the formation of your forces as they attempt to conduct their assigned movement.  The Convoy mode groups your units in the most effective formation for the escort of wagons and the like.  The Travel mode groups your units in the most expeditious formation for movement through a sector.  The Field March mode has your troops moving but ready to fight a battle.  In this case, all foot soldiers are in formation and must move at the foot rate.  There are other modes, but you get the idea.
Each of these modes impacts your ability to move regardless of whether you are on foot, wagon, horse or on the water.  Changing from one mode to another can be done ONLY at the beginning and end of the cycle and will cost movement points.

Terrain Movement Costs

Terrain Type
Cost

Cultivated
150
Grassland
145
Heavy Forest 
250
Heavy Grassland
170
Light Forest
180
Marsh 
370
Mountain 
350
Orchard
160
Plains
140
Roads 
100
Rough 
220
Sand
270
Sea Route
100
Sea (Deep or Shallow)
See Ship Table

The table above shows the point cost of each type of terrain.  It is important to note that certain types of travel are restricted.  For example foot, horse, and wagon can not travel on the water.    Crossing a marsh can only be done at the rate of foot travel providing there is no road to use.

Like all game systems, the mechanics of the simulation have an impact on the game.  In this case, the mail plays an obvious role.  Players who live close by have an advantage over players who send their turns from a ship at sea.  To partially offset this problem, the system will calculate the interval between the last date your turn was processed and current date of processing.  For those players with 15 or less days between processing dates, a multiple of 1 will be applied to their movement points.  In other words, no change.  For those with 16 thru 30 days, the multiple will be 1.25, and for those with greater than 30 days a multiple of 1.45 will be selected.  Don't bother to try and quantify the exact proportional relationships of all of this, the point to keep in mind is that there is an offset which helps eliminate some of the disparity in mail delivery times without rewarding players who hold turns.  Last, the selection of processing dates as the measurement standard includes the processing/turn-around time in the equation.  Thus, if we slow down for some reason, all players affected will receive some offsetting benefit.
The table below depicts the relationship of the various modes, types of travel and time intervals.  Each group of three lines represents one mode.  The first group is the NOR (Normal) Mode.  The first line of the three is for turns which meet the 10 day or less interval.  Each column in the row represents a type of travel, foot, wagon, horse, etc.  If you were planning to move on foot, using the NOR mode and your last turn interval was 10 days or less, you would have 360 movement points.  Referring to the chart on the Terrain Movement Costs, you would see that you could move three sectors on a road or two on the plains, etc.
Let us try an example.  How far could you move if you were horse mounted and moving entirely on roads?  Assume your turn interval was less than 10 days and that you are in the TRV mode.  The answer is eight sectors.  The points available were 850 and the road cost was 100.

Movement Points Available per Cycle


Type


Mode
Foot
Wagon
Horse


NOR
  360
450
600

450
563
750

505
650
840

CON
420
525
700

525
657
875

590
735
980

TRV
485
610
 850

608
760
1015

680
850
1135

FLD
270
340
450

340
425
575

380
475
630

ATK
255
315
420

315
400
525

355
445
590


Clans in any mode not shown above have 1000 movement points for other activities.  All ship-borne modes also have 1000 movement points.
Movement is not the only thing that takes time.  Entry into a city, compilation of market prices and city information in the form of a City Visitor Report, posting Bulletin Board messages, and conducting market transactions, to name just a few, take time.  The chart below lists the costs of these actions.
Cost
Action
For Each:
Spcl
Building
Cycle
25
City entry
Entry
25
City exit
Exit
10
City Visitor Report
Report gathered
100
Black Market Report
Report gathered
300
Construction
Cycle (light non-perm)
50
Embarkation/Disembarkation
Instance
500
Fishing
Cycle
50
ForageForaging
Cycle
5
Heliograph message
3x5
25
Interactions
Contact
300
Logging
Cycle
200
Looting
Cycle
25
Meeting NPC’s
Figure addressed
300
Mining
Cycle
Spcl
Modes & mode changes
(See chart below)
100
Patrolling (1 day's worth)
Sector (by same unit)
200
PillagePillaging
Cycle
200
Plunder
Cycle
200
Prospecting
Sector (by same unit)
300
Quarrying
Cycle
200
Raiding fields
Sector (by same unit)
200
Ravage
Cycle
100
recruitmentRecruiting 
Cycle
500
Roadblock (if not in RDB mode)
Cycle
10
Scouting (1 day's worth)
Sector (by same unit)
150
Spy I
Follower assigned
100
Spy II
Follower assigned
50
Spy III
Follower assigned
5
Transfer (market/player/bank)
Type of item
The actions listed above are selected out of the entire range of possible activities as costing more than the normal overhead allowed for other actions.  The Turn Sheet has places for many of these actions but others will be summarized in a catch-all item in order to save space.  Let us examine a hypothetical movement, knowing what we know about movement points.  You have for the sake of our example, an entirely horse-mounted force moving on the road to a city.  You are in the FLD mode and you desire to enter the city, speak with the City Leader, buy three items, sell five items, and scout the sector to the north of the city.
You are three sectors away from the city and your turn interval is 30+ days.  Start with finding out how many points you have.  (FLD MODE:  the chart states 630 movement points for horse mounted.)

630
movement points

-300
points (3 road sectors at 100 points each)

330
points remaining

-25
points for city entry

305
points remaining

-10
points for the City Visitor Report

295
points remaining

-10
scouting sector 1

285
points remaining

-40
(5 points for each transaction)

245
points remaining

-25
consulting with City Leader

220
points remaining at end of cycle

If you try to do too many things the umpire will not selectively eliminate some of the activities in favor of others.  Wherever you are or whatever you are doing when your movement points remaining would become negative is where the action will stop.  Actions are processed in the order you specify.
Forced march may be selected by using the MOVE FORCED action.  This will increase your movement points by 10%.  You may not force March while aboard ship.
As you approach the upper limits of utilization of your movement points, you will have increased unit fatigue and risk accidents.  Repeated maximum use of movement points will cause a steady degradation of unit capabilities.  Movement points are not carried over from cycle to cycle, nor are they transferable.
Scouting/Patrolling

Scouting takes place at the end of the cycle.  Movement points are consumed for each sector scouted by the same unit.  If three units scouted a total of three sectors the charge would be 10, as all three units were scouting during the same time frame.  If one unit scouted three sectors, the charge would be 30, (3 times the scouting cost).  If three sectors were scouted by two units the cost would be 20, since one unit will be assumed to have scouted two sectors.  There is no splitting of units to scout more than one sector at once.  Patrolling is also listed under this heading since it is treated in the same manner.  However, a patrol costs 100 movement points per sector.
The scouts/patrols will let you know if any other clan or expeditionary force is near you in the same sector.  A patrol will engage an enemy force and alert the city, while a scout will only alert the city.  For example, if an enemy clan were ravaging your fields, a patrol will harass them and minimize the damage caused.  A scout would report back to the city and by the time a response could be put together, considerable damage could be caused.
Modes
As you will see later, there are a number of modes available which govern the activity of your clan.  These modes have a broad range of effects.
The mode governs the entire clan.  You may change your mode only at the beginning and/or the end of your turn (or when embarking or disembarking).  To change modes use the MODE action.  You will be charged movement points for any mode change as per the table below.  If no mode is listed or an incorrect mode is given, the NOR mode will be used.  For example, if your clan is in OPN mode, and you want to change it to TRV in order to read a city.  Use MODE TRV as your first action.
Movement is always calculated based on the mode.  It costs movement points to change from one mode to another.  All of the modes are explained under Mode Descriptions in the ACTIONS section of the rule book.
Special Cases

In the event that you embark or disembark during your cycle, special cases of the Mode come into effect.  You may specify a new Naval Mode immediately after embarking.  You may also specify a new Land Mode immediately after disembarking.  In either of these cases, a new number of movement points remaining in the cycle are computed based on the new Mode and the number of movement points expended so far this cycle.  There are also ramifications involved in the "Ending Mode" when switching Modes.  If a Mode is successfully changed (by embarking/disembarking), then the previous Ending Mode is discarded and the new Ending Mode will then be used.  Also, remember that Land Modes and Naval Modes are tracked separately.  Unless otherwise specified, the old Naval Mode is automatically resumed when embarking and the old Land Mode is automatically resumed when disembarking.
Movement Costs for Mode Changes


Column 1
Column 2
Column 3

NOR
CNS
ATK

CON
CTY
AMB

TRV
DFC
CMP

RDB
CSM
FOS

REF
DEF
PCY

TRA
FLD
SUP

SGE
BLK
SWP

SAL
FLW
MAL

SOR
POR
MTL

HRS
PTS
SGE

PTL
RAI

50 points to change within a column
100 points to change between adjacent columns
200 points to change from column 1 to 3 or 3 to 1

Movement Conditionals
These are one-word conditional commands which will cause your clan to do any of a number of things, assuming something happens to trigger the use of the conditional.  For example, let us assume that you are headed east and you have been told that there is a road headed north and south which you hope to find.  You move 5 sectors and in your Turn Sheet you learn that the road was crossed in the second sector of your move.  Without a movement conditional you would have to make another move to return to the sector.  Use the MOVE COND action to set your movement conditional to "STOP" and set the movement conditional trigger (MOVE TRIGGER) to "ROAD".  All of these conditionals and their associated triggers will work just as well for Naval operations as for Land.
Listed below are the conditionals.  Due to processing time requirements no variations on these are permitted.

AVOID
Clan will attempt to avoid whomever you indicate

CAMP
The clan makes camp (if possible).

DISEMBARK

The clan will disembark, if possible, depending upon the trigger line.

EMBARK
The clan will embark whatever is listed on the trigger line if possible.

FOLLOW
[Direction]

The clan follows a road in a given direction.  Follow the condition with N for North, E, S, W or other direction, or leave blank for any direction.

JOIN
The clan marches along with another clan or group.

MOVE
[Direction]

The clan will move in a specified direction.  Follow the condition with a direction abbreviation.

PAY
[Crowns]

The clan will pay up to [Crowns] amount to any roadblock force in order to pass through without stopping.  If [Crowns] is too low, the clan will stop.

RETREAT
The clan will move back one sector along the way it came, if possible.

SHADOW
The clan will attempt to shadow another clan or group.

STOP
The clan stops.

Movement Triggers
Triggers specify when to do what has been listed on the conditional line.  You may select from the list of triggers below:

ATTACKED
If Attacked by any other force.

BLOCKED
If travel is Blocked (as in a Roadblock or an incompatible terrain type).

CLAN
[Clan]

If encountering a specific Clan you name (or one of its EF's).

FACTION
[Faction]

If encountering any group from a particular Faction.

SCOUTED
If Scouted by another force.

SHADOWED
If Shadowed by another Clan.

TERRAIN 
[Terrain]


If encountering any specific terrain feature (such as ROAD, CITY, VILLAGE, GRASSLAND, etc.).

Thus, if you had the conditional SHADOW and the trigger "FACTION Boda", your clan would attempt to shadow any Boda clan it discovered.  If it discovers more than one it will attempt to shadow the first of the group.  If the trigger was "CLAN Koick Bavex", then the clan would have attempted to shadow Clan or EF led by Koick Bavex, should that clan be encountered.  The conditional STOP followed by the trigger "TERRAIN ORCHARD" would cause the clan to stop in the first orchard sector encountered.
Naval Rules
Naval activity in Midgard uses many of its own actions, modes, and orders.  Naval activity can include anything relating to sea-borne travel.  When moving from land to sea, land-based modes and orders are kept for later use and sea-based modes and orders are needed (or resumed).  When moving back to land, current sea-based orders and modes are remembered and the old land-based information is restored.
The Naval system has a degree of abstraction for instance exactly one land unit may be transportation per naval unit.  However land units of similar type can be combined before embarkation with little penalty, and such chopping and changing to permit optimal allocation of passengers to ships reflects the problems that naval planners always have transporting army units.

The naval modes govern your force while at sea.  They work much like the modes for land movement and combat.  Naval modes all give 1000 movement points.
Ships
Currently the world uses eight different ship types.  Each ship has both troop and cargo capabilities.  This simplification allows the system to keep track of a wide variety of combat and transport situations which, in turn, simplifies planning on your part.  Thus, the troop rating of the ship refers to the number of troops and their attached equipment.  This does not include horses.  Mounted troops leave their horses with the cargo during a voyage.  This will probably have an adverse effect on their status.
The clan's cargo, including all livestock and horses, must ALL fit within the total cargo capacity of all your ships.  The ship crews will handle all loading and unloading.  Remember:  all horses are treated as cargo no unit is considered to be mounted during naval movement and combat.  Siege weapons are treated similarly to horses, i.e.  as cargo.  If a ship is lost, your stockpile is reduced by the cargo capacity lost, at random.  The system will always delete unused cargo capacity first, before reducing clan stockpiles.
Again, if you embark a clan unit to a particular type of ship, and the troop capacity is smaller than the total number of troops in the unit, you must sail in more than one ship of that type.  Let us say that you have a three hundred man unit and the ship type you desire to embark upon is capable of handling only 75 men.  You would need 4 ships of that type.  Let us say that the ship type of the naval unit would only hold 125 men.  You would need three ships of this type.  The system will assume that the three hundred men are distributed evenly between the three ships.  Siege units are not operable at sea, but are considered disassembled and stored below.
Fleets
The fleet is made up of a maximum of ten units.  All the ships making up a unit must be of the same type.  Your clan units and any of your attached regiments may embark in any type of ships.

Units may be larger than the capacity of the ship that is to carry them.  In this event, a large unit must embark in ships of the same type.  Under certain circumstances, the embarked troops may operate their own weapons and conduct combat.  Naval units may have as many ships in excess of the number needed to transport the clan units as they may desire.  Thus, a naval unit which needs two ships of a certain type for transport may have twenty, but never less than two.
IMPORTANT:  Each clan and assigned unit must be transportation on one and only one naval unit.  Even if you have two identical clan units, you would still need a naval unit assigned to each clan unit even though you may assign the same type of ship to each naval unit.  The men in the unit are distributed evenly among all of the ships of the unit without exception.
Crews and Maintenance

All ships have their own crews.  The cost to maintenance a ship in a sea-worthy state is expensive.  Ships cost the owner 1% of their purchase price per cycle to maintain the ship and pay and feed the crew.
Ship Characteristics Table
Each type of ship has different characteristics which are used to indicate how it will perform in a variety of actions.  These cannot be modified by special actions, orders or the like.

SPD:
This is a value used to represent the speed at which the ship can move within the current sector, for the purposes of emergency maneuver and combat.  It does not apply to movement between sectors.
MAN:
Maneuverability.  The ease of handling, turning, etc., of a type of ship.

MOV:
The cost in movement points for this type of ship to move through one water sector.  The fleet as a whole moves at the speed of the slowest ship.

PRO:
Protection.  This the amount of protection afforded the men of the unit assigned to sail on the ship, from missile fire and from boarding.

MAX:
The maximum number of retainers from your unit that the ship may carry.

CGO:
The maximum amount of cargo the ship can carry.

PTS:
This is a rating of the "size" of a ship.  Shipyards are rated by the number of points of ships they can produce in a single cycle (using stock on hand and in the marketplace).  Each ship type costs so many points.  Thus if the capacity of a shipyard were 200 points, the shipyard could make 200 points worth of ship per cycle.

COS:
The minimum cost, in Imperial Crowns, to be paid in advance for each ship.

DFT:
The draft of the ship.  Ships that have a shallow draft can navigate shoals, shallow water and rivers.  Deep water ships may only stay in deep water squares.

SGE:
The number of naval siege weapons installed on-board the ship.
Ship Characteristics:

Pinnace
Longship
Sloop
Barque
Speed:
10
10
8
4
Man:
9
10
8
4
Mov:
90
75
80
65
Pro:
1
2
3
2
Max:
60
75
95
125
Cgo:
400
600
500
800
Pts:
500
700
600
1500
Cos:
3750
4000
5000
 7500
Dft:
Shallow
Shallow
Shallow
Deep
Sge:
2
2
4
0


Flynt
Galleon
Merchantman
Frigate
Speed:
4
5
4
6
Man:
2
3
3
4
Mov:
180
130
100
55
Pro:
4
3
4
5
Max:
150
200
250
300
Cgo:
1500
2000
5000
2000
Pts:
1600
2200
6000
5000
Cos:
8000
9000
12500
10000
Dft:
Shallow
Deep
Deep
Deep
Sge:
0
6
6
8

NOTE:  All ships cost one percent of their base purchase price per cycle for maintenance.
Obtaining Ships
Ships can only be purchased in cities with shipyards.  These shipyards are capable of building any type of ship (except Longships), at a rate determined by their point capacity.  To order a ship you must start your cycle in a city.  If more than one clan orders ships at the same shipyard in the same cycle, the largest order in terms of total cost in Imperial Crowns will be processed first.  In a sense, you are bidding for priority treatment from the shipyard against other orders placed during the same cycle.  The order is paid for when placed.  Any order not begun immediately is placed on a waiting list which is ranked by date ordered and total bid.
Used ships are sometimes available at a shipyard.  If a used ship is available, it will be used to fill your order.  You may sell any ship you own to a shipyard for fifty percent of its standard price.  You may also sell a ship to any other player for whatever the market will bear.
Special conditions for Longships

Longships are a special type of ship used solely by Barbarians.  They are very skilled at making this very difficult type of ship and guard such information jealously.  As a result, non-Barbarian shipyards have found themselves unable to produce a quality ship of this type, while Barbarian shipyards produce only Longships.  Barbarians make use of the Longship virtually to the exclusion of all other types and seldom permit their use or ownership by other Factions.

Shipyards
The shipyards operate under the guidance of the Guild Of Shipwrights.  Minimum prices throughout Midgard are fixed.  Shipyards operate in much the same way the banking system does.  Services cannot be withheld from any clan however, a City Leader has the option (useful in times of emergency) of confiscating any ship that is produced in his city.  This has grave consequences even in the best of times and should not be done lightly.  Shipyards have ratings from 100 to 2000 points.
The Guild of Shipwrights is responsible for maintaining a consistent production flow of all ships.  To this end, they may relocate any construction order to a shipyard more suitable for the task.  This can solve difficulties such as a large backlog of orders for a particular shipyard, the draft of the ship being too deep for the port, or the size of the shipyard being inappropriate (too small) for the ship requested (too large).  These ships will then be sailed as near as possible to the point of order so that the clan can pick them up.  Cities will receive tax income based on the purchase price of the ships that are constructed in the city.
Embarking And Disembarking

From Land To Sea
In brief, each unit must be given an UNIT EMBARK action.  This action specifies which naval unit the unit is to board.  Once all of the clan is aboard, a mode change is executed.  If the previously used naval modes are acceptable, then no new MODE action need be given.  Otherwise, immediately specify a new MODE action (using only naval modes) to take effect immediately.

You may also use the CLAN EMBARK action.  This will cause the Clan to embark on a one-to-one basis with the naval units.  i.e. unit zero will board naval unit zero, etc.

From Sea To Land

The process is reversed for movement from sea to land.  The NUNIT DISEMBARK action will cause the land unit to disembark  and reform under their last land Modes and Orders.  If you wish to reform using a new land Mode, specify a MODE action immediately after disembarking.
Fleet Anchorage

While you are on land, the location of your fleet will be printed on your Movement Page.  Your fleet will remain where you disembarked and will not move without you aboard, unless attacked or captured by hostile forces.  The fleet may only be attacked by naval forces.  If attacked, the fleet will attempt to flee and if successful, you will be sent a message as to its new location.  The only way you may command your fleet to allow another clan to use it, is to give them ownership of it by using a TRANSFER action.  If you no longer have any use for your fleet, you may release it at any time and it will disperse into the general economy.  However, you may be more inclined to sell off your ships (at somewhat of a net loss) in any City with a shipyard.
Sea Routes
A sea route is simply a "water toll road" for land-based clans.  It acts like a "sea road" across sea sectors.  When a route between two cities is set up, it will then be reflected by a notation on maps of the area.  If a clan wishes, they may travel on any sea route by chartering an available ship.  The cost is one Imperial Crown per retainer, horse, and livestock.  This amount is paid whenever you leave a city on a Sea Route and shown on your next Turn Sheet.  If you do not have enough Crowns to pay in advance, your movement terminates.
To travel on a Sea Route, the clan issues normal movement actions specifying the path they wish to take along defined Sea Routes.  They may travel as far as they wish for the charter price as long as they do not disembark.  If two routes intersect, the clan has the option of taking any path away from the intersection (just like roads).  Each sea route water sector costs 80 movement points to traverse.
To set up a Sea Route requires each City at the end of each route to contribute five Merchantman ships (per route) with a special action and agree upon the route and any restrictions.  These ships are then turned over to a local merchant (NPC) for the day-to-day operation of the route.  The merchant collects the tolls and uses them to operate and maintain the ships.  All tolls collected are subject to the current city tax rate.
A Sea Route between cities is beneficially similar to linking the cities by road.  A City may have as many Sea Routes as it wishes, as long as they are to different neighboring cities.  A Sea Route may also fall prey to Pirates or Barbarians.
Discussion Of Naval Activity

Clans that operate at sea will find that their optimum force will be non-mounted since horses must travel separately.  Sea combat has the potential for greater loss.  Naval combat was often fought like land combat, where ships acted as platforms for the movement of forces which fought close-order combat from ships which were lashed together.  Since some of the advances in combat of the time were not much more than advances in doctrine of use, Midgard ship modes and orders reflect this ability.
Clan leaders and Factions may make use of the greater mobility and striking power of ships, and of their ability to move troops at a superior rate to land movement.  You may still submit separate battle plans for naval activity; however, they must be clear and concise.  Umpires have to evaluate your intentions.  The actions, modes, and orders available will accommodate nearly every type of activity you have a reasonable chance of accomplishing.  Fleets will automatically take up the most effective formation of ships for the modes and orders you have specified.

Construction

Building things is an important part of the life of the clans and Factions of Midgard.  Factions are always anxious to develop the cities they own.  Most Factions have special controllers and game organizations to conduct their building for them.  However manpower and resources are always scarce and clans can provide useful additions to any Faction's building program.
Construction Workers

The basic unit of construction effort is the "mancycle".  Various types of workers exist and these provide mancycles at various rates, depending on their skills.  Building projects may be accomplished by using only clan forces, although the more ambitious projects are rarely attempted by all but the largest clans.  Large scale projects are usually carried out, at least in part, by city construction forces or Factional construction regiments.
Clan retainers are the least efficient type of labor.  Each clan retainer provides one mancycle per cycle.  However the men of the clan's unit 0 are noticeably better at building.  Retainers in unit 0 work twice as effectively as other retainers in the clan.  As a result of their specialization they are not as effective in battle.  They fight at one troop class lower than the clan's current troop class.
Cities have their own construction forces.  These are part of the assigned forces of the city.  They normally provide three mancycles per man per cycle.
A construction regiment will provide mancycles equal to three times the number of men in the unit and the excellent Gift Construction Regiments will work even more effectively and provide mancycles equal to four times the number of men in the unit.
Construction Mancycles available by type (per man per cycle):


Clan Retainers
1

Clan Unit Zero
2

City Construction Forces
3

 Construction Regiments
3

Gift Construction Regiments
4
If you are in Construction (CNS) mode all clan units will contribute to the mancycles available.  It is not necessary to change the unit orders to Build (BLD).  It is assumed that all units in your clan will be building.  This puts you at a severe disadvantage if you are attacked.
If you do not need or want all of your clan units building, you may selectively give units BLD orders.  You must be in a non-movement mode at the start of the cycle for this to work.  In this case, only those units with BLD orders will be used to generate mancycles available for construction.
Assigned construction regiments have the same restriction.  You must be in a non-movement mode at the beginning of the cycle for them to contribute mancycles to your building project.  In addition, any other assigned regiment may be ordered to Build (BLD).  However, this will impact their morale since they consider themselves to be professional soldiers.

Engineers
The Guilds have developed excellent engineers.  City construction forces have the services of more junior engineers assumed, which is why they are fairly effective at their job.  The Guilds are jealous of their skills and charge for providing their best engineers.  Every city construction project requires an engineer.  Clan projects require the clan to have a unit zero.  Your Clan Leader is assumed to possess engineering skills that will let him head up one unit zero construction project at a time.
The construction regiments do have engineers of moderate abilities and can initiate projects without city engineers.  Guild engineers cost 100 Imperial Crowns per cycle to hire and the number available will show up on a City Visitor Report.  The only time you should have to hire an engineer is when you are a City Leader or an ambitious clan.  If you cannot find any available engineer in the city you are in, use a special action to negotiate with the City Leader and/or Guilds directly.

Construction Projects
The city construction force and clans may build temples, roads, public buildings and the like.  City forces will be much more efficient than any clan organization of comparable size.  When building temples, public buildings or roads, this section will give you information to determine the material required.
When building something not covered in these rules, have your engineer prepare an estimate before jumping into the project.  An engineer can estimate the materials required and the completion date.  To get an estimate, use the CONSTRUCT action.
Once you have an estimate or you decide to build something covered here, you may initiate the construction project by using the CONSTRUCT action.  All materials must be paid for in advance.  If the materials are not available or you do not have sufficient funds to purchase them, the project will not start.  Large projects may be broken down to smaller projects allowing you to gather materials together.  You only have to pay for the part that is underway.
When building roads, whether from private stores of stone or by using the City treasury to purchase from the market, transportation of the stone to the building location is simulated.  The construction force may build along at its own rate without additional support.  As City Leader, you may desire to send the soldiers to guard the construction forces, send an expeditionary force along, or leave them to work on their own.
Many major building projects which are covered here, are assigned a rating number from 1.0 to 10.0.  This allows major construction projects to be handled in increments.  Such projects cost resources according to the percentage built.  This rating is also called an effectiveness rating.

Any one position can have up to three projects going at the same time.  You may split your construction forces between each project as you see fit.  Note that you must have a minimum of 10 construction workers and one engineer to begin a project.  You may increase or reduce the number of workers at any time you wish.  Construction regiments may also be assigned to any project by using the BLD order.
Each project requires the services of an engineer and will continue until complete, updating each cycle of the game.  Clan leaders are assumed to possess engineering skills and may be used as the engineer on one project.  You may attempt to build anything you desire, but remember that if you build Factional offices or temples, they are not activated until a Senior player from that Faction activates them.  One project might be to "improve walls by .1."
Supplies for construction projects are automatically purchased from the market at the time construction is begun.  Alternatively, you may specify a source for particular supplies by using the CONSTRUCT SUPPLY action.  All materials are then placed at the construction site and are no longer available to the player.  If you cancel a project, a percentage of these materials are returned depending on how far along they were.
Remember, Construction Mancycles Available are the number of mancycles per cycle which the city can expend for construction projects.  This number will be decreased by insufficient assignments to the maintenance force for the city and by other construction projects that might be underway.
Field Fortifications (Fortified Camps)
These provide shelter and protection for clans and attached forces.  They are basically earthworks topped by stakes 6 to 8 feet in length.  There is almost always an associated ditch.  While providing only a slight cover to missile weapons, the fieldworks can provide formidable protection against a direct assault.  One of the greatest advantages of field fortifications is that a mounted force must dismount, and be penalized, to deal with the fortification.
Field fortifications are not cities.  Further, their foundations have been simplified to allow for faster and less expensive construction.  Long term maintenance is high.  An abandoned fortified camp will fall into disrepair and be subject to scavengers who desire the building materials.
Field fortifications may only have an effectiveness rating up to 1.9, (they count as walls).  Field fortifications may be surrounded by a ditch up to level 1.0.
The fortified camp is considered simply to be a type of field fortification.  When entering Defend Mode the force is assumed to build a fortified camp.  If time and resources are not fully available then the umpire will note this on the Turn Sheet.  The force may receive some small benefit from incomplete defenses.
Field fortification cost per 0.1 per 1,000 men.



Without ditch 
With ditch
Mancycles

100
200
Lumber

100
100
Metals

5
10

Heliograph Stations

Heliograph Stations are the major centers of control for the Heliographers' Guilds communication system.  They may only be built with permission of the Heliographers' Guild.  Heliograph stations are often in remote areas and vulnerable to attack.  They are almost always repaired and values in the chart are guidelines for the reconstruction of a destroyed station.

Construction cost of a Heliograph Station:



Clear


Lt Grass
Hvy Grass
Marsh
Rough


Cultivated
Orchard
Forest
Mountains
Mancycles

3,000
4,000
5,000
6,000
Stone

200
200
300
200
Lumber

300
300
500
300
Metals

100
100
100
100
Manufactured goods

200
200
200
200

Typical repair cost of a Heliograph Station:

Mancycles 
1,000
Stone
100
Lumber
100
Metals 
50
Manufactured goods
150

If you are ever sent to repair a Heliograph Station, once arriving at the site your clan should investigate the area to determine if the costs of reconstructing the station are over or under those listed.  This will depend on the materials looted from the station, the extent of the destruction, condition of living facilities, etc.

Canals

These are of high interest and are very difficult to building in any terrain other than the flattest.  When a canal passes through any type of terrain other than level grassland, locks, aqueducts, and reservoirs are needed and the cost increases dramatically.  Once built, canals can permit passage of any shallow draft vessel.  Vessels require animals (horses, livestock or men) to pull them along the canal.  There is insufficient room for sailing or for oars.

Costs for building canals for each permissible sector type:




Hvy Grass

Cultivated

Light Forest
Hvy Forest
Rough

Clear
Light Grass
Orchard
Swamp
Mountains
Mancycles
8,000
10,000
20,000
25,000
100,000
Stone
1,000
1,000
3,000
1,500
5,000
Lumber
400
500
2,000
1,000
4,000
Metals
200
200
600
500
1,000
Horses
200
200
300
300
400

Roads
The typical road on Midgard is constructed with three layers.  To construct a road, the roadbed must first be cleared and leveled.  This often is the most difficult part of the construction.  Onto this roadbed of beaten earth a level of large irregular stones is laid.  These are covered to a depth of three to six inches with crushed stone.  Finally flat stones or bricks are fitted on the sides and occasionally the top of this layer.  Most of the rough stones are obtained along the proposed route.
The completed road surface is between ten and twenty inches above the surrounding countryside, though it may cut through hills.  Included in the cost of the road is provision for the large number of timber and stone bridges needed to carry the road across watercourses.  The road is between twelve and fifteen feet wide and often bordered by shallow ditches.  Way markers giving directions and distances are found at most intersections.  Inns and stables are common along the sides of the more frequently used routes.
These are all-weather roads, anything less would not fulfill the needs of military and commercial traffic.
Costs for roads per sector:


Clear
Hvy Grass

Cultivated
Lt Forest
Hvy Forest
Swamp

Lt Grass
Orchard
Rough
Mountain
Mancycles
1,500
2,000
5,000
15,000
Stone
500
800
1,000
1,000
Lumber
100
100
500
1,500
Metal
10
10
20
100

Warehouses
Each warehouse will store up to 50,000 units of any single item.  The warehouse can only store one type of commodity.  Only the City Leader can store items in the city warehouses.  When the City Leader departs the city, he may attempt to take all of the contents of the warehouses with him.  There are sites in the city for a maximum of 12 warehouses.  Warehouses cost 2,000 IC to build.  They do not require construction mancycles or other resources to build.
Public Buildings
A number of different types of public buildings may be constructed at the direction of the City Leader.  The uses and effects of each building is explained in the section on ECONOMICS.

The requirements for construction of public buildings are:



City
Guild 
Educational 
Cultural


Armories
Hall
Buildings
Buildings
Mancycles

1,000
2,000
1,000
1,500
Stone

300
300
200
500
Lumber

20
10
50
150
Metals

500
50
160
50
Manufactured Goods

50
100
250
150
Imperial Crowns

5,000
5,000
5,000
10,000

Factional Offices

All Factional offices cost the same to build.  Each Faction as described in the appendix has their own Factional building.  The number of Factional offices in a city represents the relative size of the office, not the quantity of offices.  For example, 50 Imperial Legates would mean that there is a single large Legate in the City.
If you construct a Factional office, you must request that Faction to activate the office.

Cost to construct a Factional Office:


To Build
Convert
Mancycles
1,000
500
Stone
250
10
Lumber
150
10
Metals
50
5
Manufactured Goods
50
5

Factional offices may be converted into other types.  Players wishing to do this should make their intention clear to the umpire in a special action.  Converting Factional offices will inevitably cause offence, even if both Factions sanction the change.

Secular buildings cannot be changed to or from Temples.

Religious Temples

All Temples cost the same to build.  Each Religion as described in the appendix has their own Temple.  The number of Temples in a city represents the relative size of the Temple, not the quantity of Temples.  For example, 50 Banner Temples would mean that there is a Banner Cathedral in the City, not that there are 50 separate Banner Temples.
If you construct a Temple, you must request that Religion to activate the Temple.

Cost to construct a Temple:


To Build
Convert
Mancycles
1,500
500
Stone
350
 50
Lumber
200
20
Metals
75
15
Manufactured Goods
50
5

Temples may be converted into other types.  Players wishing to do this should make their intention clear to the umpire in a special action.  Converting Temples will inevitably cause offence, even if both Religions sanction the change.
Temples cannot be created from Secular buildings, but can be created from other temples.

City Walls
The following guidelines will assist players in visualizing cities and other fortifications.  They give descriptions of the type of defense represented by each level of wall.  Walls are assumed to incorporate appropriate defensive features of the levels below.
It is important to realize that the fortified portion of a city can only protect so much of the population.  The rest of the populace will "run for their lives" and thus reduce the city population.  In this manner, fortifications cost the same for any size city.  Each city in Midgard has fortifications capable of protecting 10,000 of their population when first built.  This is the amount of remaining population protected in addition to the manpower already hired by the city.  The number of population protected will be shown on the City Turn Sheet.  Imperial Preserves, Imperial Forts, and larger existing cities should be considered to be well protected.
Each City Leader can improve the number of population protected by building an annex to the same specification as their current city defenses.  When complete, it will support 5,000 more people.  The cost of this annex is the same as improving the existing city walls.
For example, your City has walls of 3.0 and you wish to build an annex.  You would have to construct a wall from 0.0 to 3.0 or 30 levels.  Checking the table below, you will find that it costs 200 mancycles, 1,000 stone, 2,000 lumber and 250 metals per level, so your total cost would be thirty times this or 6,000 mancycles, 30,000 stone, 60,000 lumber and 7,500 metals.  Needless to say, this is an expensive undertaking and will keep the city construction crews busy for some time to come.
Equivalent Wall Strengths:


1.0
Earthworks topped with stakes up to 8' high.
2.0
Earthworks with brick walls on a stone base up to 12' in height.
3.0
A brick and stone wall up to 15' high.
4.0
A brick and stone wall up to 20' high, with some bastions.
5.0
Crenelated stone wall 25' high, with sheltered stairways, overhanging

bastions and double towered gates.  [Other towers are built separately].
6.0
Stone wall 30' tall with arrow slits and heavily protected gatehouses.  Buttressed.
7.0
Stone wall 40' high with extensive overhanging bastions, walkways

protected from both sides, arrow slits and dropholes.  Earthworks protecting the outside base of the 
wall.  Wide enough for two men to fight or pass simultaneously.
8.0
60' high walls wide enough for four men to fight or pass simultaneously.  Extensively buttressed.
9.0
80' high walls with narrow interior walkways with arrow slits.  All gates have outworks.  Space for 

2 men to ride abreast along the top.
10.0
100' high walls with wide secondary walkways inside.  Space for 5-6 men to ride abreast along the 

top.  [This is equivalent to the Great Wall of China.]

Improving City Defenses

The following costs are for a .1 improvement.  Actual costs for each project may vary depending upon circumstances.

Walls
Walls are described extensively above.  The key feature in building walls is that as they get higher their base must get thicker and buttressing and deep foundations become necessary.    Walls can never be built to a higher level than the towers of the city.


0.0-3.9
4.0-5.9
6.0-6.9
7.0-7.9
8.0-8.9
9.0-10.00
Mancycles
200
250
350
500
1,000
2,000
Stone
1,000
3,000
5,000
7,000
10,000
20,000
Lumber
1,000
2,000
2,000
2,000
5,000
10,000
Metals
250
500
600
1,000
2,000
5,000

Towers
The size of a tower is an indication of the tower diameter, thickness of the walls, and the extent of its stairways and firing slits.  Towers require different construction techniques as compared to walls.  Placed at the intersection of each of the eight wall segments and flanking each of the eight gates, towers are designed to provide a vantage point higher than the walls for combat.  In addition, towers are the means to get to the top of the walls from inside the city.  Designed to act as little fortresses, they can also assist in defending the top of the wall proper, in the event enemy soldiers manage to mount the battlements.  Finally, towers provide a place for the city soldiers and city guards to use as a base for normal operations.


0.0-3.9
4.0-5.9
6.0-6.9
7.0-7.9
8.0-8.9
9.0-10.00
Mancycles
150
200
300
400
500
1,000
Stone
1,000
2,000
3,000
5,000
7,000
10,000
Lumber
500
750
1,000
1,500
3,000
5,000
Metals
250
400
500
1,000
2,000
5,000

Moats

In many ways the construction of a moat is that of a wall built into the ground.  The sides and banks are lined with stone and only the bottom left open.  It is filled with water.  A moat of 1.0 is ten feet wide and 8 deep.  At 3.0 it is 26 feet wide and 16 feet deep.  Each level adds eight feet to the width and four feet to the depth.  So, at 10.00 the moat would be at least 75 feet wide and 50 feet deep.  The wider and deeper the moat, the more effort and materials are needed to expand and deepen it.


0.0-2.9
3.0-4.9
5.0-6.9
7.0-7.9
8.0-8.9
9.0-10.00
Mancycles
150
200
300
500
800
1,500
Stone
100
200
300
500
1,000
2,000
Lumber
50
50
100
200
500
800

Ditches
Ditches are normally regarded as temporary because they decay rapidly. They are made permanent only through constant maintenance by the city garrison.  Ditches have a moderate amount of wooden support.


0.0-2.9
3.0-4.9
5.0-6.9
7.0-7.9
8.0-8.9
9.0-10.00
Mancycles
50
100
200
250
300
400
Lumber
50
50
100
150
200
300

Hedgehogs

These are bundles of long wooden spikes or wooden spikes inserted into logs.  They are planted at places outside the city wall to disrupt the approach of tight formations of infantry and horsemen.  Most logs are short and joined with soft metal braces.  Often the spikes are capped with metal.  The intent is to slow down an attacker but not provide them with anything that would be useful for construction purposes.



0.0-4.9

5.0-7.9

8.0-10.00
Mancycles

50

75

150
Lumber

500

750

1,000
Metals

20

20

20

Pits
Pits are basically simple holes in the ground.  The major effect of pits is to disrupt the attack of an advancing enemy.  Pits are unlined and will decay as time passes, unless maintained by the city garrison.  A pit at level 1.0 is 4 feet wide and deep.  At level 3.0 the depth is 6 feet and the width 5 feet.  Pits of level 5.0 upwards have sharpened wooden stakes placed upright in the bottom of them.



0.0-1.9
2.0-4.9
5.0-7.9

8.0-10.00
Mancycles

30
50
75

100
Lumber

0
0
100

100

Tunnels

At its crudest, (under 1.0), a tunnel is simply a short length of hole in the ground.  Most tunnels are more complicated affairs, including supports and even primitive ventilation equipment.  In most cases one or both entrances will be concealed as tunnels are built to provide unobtrusive access to or from cities.  Only tunnels of 4.0 and above are wide enough for two men to walk side by side.  At 6.0 the tunnel is wide enough for three men.  At 8.0 the tunnel is large enough to lead a horse through.  By 9.0 the tunnel represents an underground building complete with galleries.
A city with level 10.0 tunnels has room to conceal 1,000 men at a time.  Normally a tunnel would be expected to reach just beyond where a force assaulting the city would be expected to form up.  A tunnel may only be built from inside the city walls.

Tunnel cost per sector:


0.0-1.9
2.0-2.9
3.0-4.9
5.0-6.9
7.0-8.9
9.0-10.00
Mancycles
50
100
200
300
500
1,000
Stone
50
100
200
400
700
1,000
Lumber
250
400
600
1,000
2,000
3,000
Cost Of Improving City Lands

This type of construction project requires the following mancycles, varying according the type of terrain being converted.  Note the presence of Roder Agricultural stations in the city will decrease the number of mancycles necessary by 10% for each station up to a maximum of 50%.
From:
To:
Cultivated
Orchard
Ranch
Village
Plains

10,000
7,000
8,000
8,000
Grassland

12,000
10,000
6,000
9,000
Heavy Grassland

15,000
12,000
6,000
10,000
Light Forest

17,000
13,000
8,000
8,000
Heavy Forest

25,000
20,000
12,000
12,000

Shipyards
A shipyard allows a city to build any of the ships described under Naval Rules in the MOVEMENT section.  A city with a shipyard is considered a port town, but you can only build one if you have contact with a waterway.  This will improve the economy of the city and provide some increase to the market.  Shipyards may not be increased in cities without Guild Halls.  To increase by 10 points the productive capacity of a shipyard costs the following:

Cost to increase shipyard by 10 points:

Mancycles:
1,000
Stone:
3,000
Lumber:
3,000
Manufactured Goods:
1,500

[image: image3.png]




Combat

Combat is an important component of the game of Midgard.  Combat on Midgard can occur in two ways.  Deliberate planned battles or surprises, where one or more of the antagonists did not initiate a combat engagement.  In order for the game to handle all combat with a degree of realism it is vital for the umpire to have a record of the organization of a clan, or any other force, and how the parts of this organization are expected to operate.
The world of Midgard is a violent place, and clans, particularly those declared for Factions, spend a large part of their time prepared for combat, even though they may not be seeking it.  This section of the rules expands upon the movement-oriented orders and modes described in the MOVEMENT section.  It also covers the combat conditionals and combat conditional triggers.

Troop Classes

In Midgard, troops fall into different troop classes based on their experience rating.  All Clans and Cities can increase the class of their troops over time.
Experience can be decreased by recruiting.  All new recruits to a clan are assumed to have an experience rating of 10.00.  Let us say that you have 735 retainers with an experience level of 30.05.  You recruit heavily and have 100 men sign up.  Your existing experience point total is 735 times 30.05, you add 1,000 (100 recruits at 10.00), for a total experience point total of 23,086.75.  You divide by the new number of retainers, 835 and you end up with an experience point total of 27.648 which is rounded to 27.65.  Your clan as a whole would now be considered to be Irregular B troops.
Regiments that are assigned to a Clan from a Faction, may not be increased.  For a Faction, the troop class determines the cost of keeping a regiment in the field.  Construction regiments are considered to be Levee troops for the purposes of combat.

There are eight troop classifications:

Troop Class
 From
To
Levee
0.00
9.99
Irregular C
10.00
19.99
Irregular B
20.00
29.99
Irregular A
30.00
39.99
Regular C
40.00
59.99
Regular B
60.00
79.99
Regular A
80.00
99.99
Elite
100.00
& up

All clan retainers are assumed to start as Irregular C.  A brief description of each type follows:

Levee
"Armed" civilians.  They have no formation, weapons include anything handy and are generally only effective in large numbers.

Irregular C
Local garrison troops, usually reserves whose training is sporadic at best.  All new clans start here.

Irregular B
Permanent garrison troops, with some training.

Irregular A
Permanent garrison with a retired military governor in command.  Training is average and some pride exists within the unit.

Regular C
All City soldiers start at this level.  These are permanent troops, following a military way of life.

Regular B
Well trained troops, generally involved in one or more combats.  Usually augmented with other forces.

Regular A
Extremely well trained troops.  These are very effective combat troops who have had many experiences.

Elite
The best there is.

There are other unit attributes that have an impact on combat.  These are  discipline, morale loyalty and unit status.
Discipline reflects the ability of your retainers to conduct complicated operations.  Complicated operations conducted by a clan with a low discipline rating can easily go wrong.  Discipline will range from .01 to 10.00.

Morale represents how much the clan is influenced by economic circumstances, fatigue, food, and leadership.  In combat, clan forces with a low morale are more likely to break contact with the enemy or surrender.  Morale will range from .01 to 10.00.
Loyalty is a vote of confidence.  The higher the loyalty, the more difficulty your troops will suffer without losing morale.  Also in recruiting, the higher the loyalty, the better able you will be to recruit new retainers from the local area.  Loyalty will range from .01 to 10.00.

Troops expect to be paid by their class, and a good salary for a Irregular C troop is .5 Imperial Crowns per cycle.  Paying above average will result in higher morale and increased recruitment.
A NOTE:  The attributes of discipline, loyalty, morale and experience cannot be influenced by writing complicated training plans, giving speeches, attempting to hire more experienced men, or working with professional soldiers.
Combat, actions and being trained are the principle means of increasing these attributes.  You may acquire training at any city with a MercHaus.
Force Organization

On your Turn Sheet you will notice a number of lines which describe each unit, its orders, and status.  Each unit is a group of retainers who are armed in the same way.  Assuming you start the game with 190 retainers, you must determine how many units you desire.  First, look at the number of men already armed in each weapon type.  You will notice that your retainers have already have been armed and placed into units.
You can change their armament by using the UNIT action followed by the unit number you desire to re-equip, the EQUIP sub-action and the type of armament.  Anyway, let us assume you that you want to organize your troops.  (In reality, all of your start-up retainers are placed into units on your start-up Turn Sheet and armed.  You may change them as you see fit.)  Your task now is to divide them into units which have only one type of armed retainer.  After some reflection you decide to do the following:
Unit 1.  10 Mounted Light Infantry
Unit 2.  15 Mounted Light Infantry
Unit 3.  50 Mounted Medium Infantry
Unit 4.  25 Mounted Heavy Infantry
Unit 5.  25 Mounted Light Missile
Unit 6.  30 Mounted Medium Missile
You may use the UNIT action to re-equip as often as you like, but be aware that repeated changes of organization, manning, or armament will affect the performance of the units that your keep changing.  After making a change in organization, be sure to modify any Battle Plan filed with the umpire.
In the example above only 155 of the men have been armed.  The remaining 35 would be shown in the "unassigned" category.  Only the number of men shown as unassigned can be placed in a unit.  Unassigned men are not armed and are assumed to be in unit zero for the purposes of combat (even if you don't have a unit zero.
If you have wagons you are required to place one man in unit zero per wagon you own.  Unit zero can be armed as you choose but it is a critical non-combat part of your organization.  It is suggested that you only assign lightly armed men to this unit.  Thus, following our example above, and assuming that you had 27 wagons, you would need to have 27 men join unit zero.  To do this you would issue the following action:  UNIT 0 JOIN 27 LI this would also make them light infantry.  You may optionally specify the armor type only when you are creating a new unit.  Weapons are taken from your stockpile for everyone you join to a unit.
Finally, you must determine if you wish this unit to be commanded by your clan leader or follower.  Use the UNIT action.  It is not necessary to have a follower command one of your units.  You have three followers and the clan leader (yourself).  Thus, you could have four units with leaders.  Each unit assigned a follower/leader will perform better than an identical one without a follower/leader in command.  A unit with a leader will have considerably more flexibility and initiative.

Finally you will see a letter A to F in the status column for each unit.  These letters represent the current effectiveness of each unit.  No unit can be "more effective" than the normal which is reflected in class, experience, morale, loyalty, and discipline.  However, units can be less than the norm.  When circumstances of a temporary nature affect your units, you get an indication of degraded unit condition.  The conditions are upgraded by one rating "step" toward the "B" rating every cycle.  A "C" rating would be a "B" rating on the next cycle.  Unit status will not normally progress above a "B" rating.  The following key is applicable:
A:
Fully operational and up to the highest standards expressed in the lines showing morale, etc.  This is very difficult to achieve.

B:
Fully operational.  In fact most units will spend most of the time at status B - perfect units are rare.  The failure to achieve status A is possibly due to:

1.
Negative movement points.

2.
Addition or deletion of any troops to unit.

3.
Departure from a city.

4.
Staying away from a city too long.

5.
Special cases as explained on Turn Sheet.

C:
Slightly degraded performance.  Possibly due to:

1.
Removal of follower as leader.

2.
Ejection from city.

3.
Forced march.

4.
Large increase or decrease of troops to unit.

5.
Newly formed unit.

D:
Noticeably degraded performance.  Possibly due to:

1.
Death of leader.

2.
Minor change in armament.  (for example, changing Light Infantry to Heavy Infantry, etc.).

3.
Loss in combat out of proportion to the whole force.

E:
Disruption of unit.  Possibly due to:

1.
Specific battle circumstances such as being cut off from the force at the time of retreat/dispersedispersal.

2.
Capture.

3.
Major change in armament, (for example from Light Infantry to Light  or Medium  Missile throwers, to or from mounted, etc.).

F:
Dissolution of unit.  Possibly due to:

1.
Sudden and vastly overwhelming attack.

2.
Retreat or dispersedispersal while disrupted.  (A unit in condition F may not receive any orders.)

Recovery from these conditions is automatic.  You do not need to address specific comments toward the recovery effort.  These temporary conditions will remain in effect even if actions affect the lines showing overall morale, experience, loyalty, and discipline.

Example of an Average Organization and its Orders.


Unit
Description
Armor
Foot
Mounted
Status
Orders
Leader

1
Light Infantry
1

20
B
SCT/1


2
Medium Infantry
2

30
B
SCN/B
Follower 1

3
Heavy Infantry
3

50
B
FMB
Leader

4
Medium Missile
5

25
B
SPT/3


5
Heavy Infantry
3

20
B
RSV


6
Medium Missile
5

20
B
SWP/L



0
Light Infantry
1
30

B
GDT


In the example above, note that all ten units were not used.  The player in our example did not want a bunch of small units of doubtful effectiveness.  For now, forget the process of equipping your men and just consider the organization and orders.
The men in Unit One have been assigned to scout the sector to the north of sector where the clan ended its cycle.  Unit Two is a screen for the train and the main body.  With one screening unit, the clan has a maximum 30% chance of detecting an ambush.  Unit Three will form the main body.  Unit Four has been ordered to support unit three.  Unit Five is a reserve.  Unit Six will sweep left and attack the enemy reserves.  Lastly, Unit Zero will guard the train, and of course drive the wagons.  This unit must have one man per wagon to act as a driver.
Unit zero is special.  All clan possessions are considered to be stored with this unit.  This includes any extra horses that other units (non-cavalry) are simply riding until they dismount for combat.  If you assign Unit Zero an order, remember that all of your excess baggage will be going along for the ride!  Unit zero can never be considered cavalry, however, they may ride horses providing you have enough to allow them to mount.
How does this organization of units attack or defend?  It depends upon the mode you select.  If you select an offensive mode, the units will attempt to form up and attack the enemy.  The main body, Unit Three, will charge the enemy formation with Unit Four right behind.  Unit One will attempt to keep the enemy clan unaware of the exact nature and intention of the force confronting them.  Unit Six sweeps left in an effort to get at the enemy reserves or at least to occupy those reserves.  Unit Five acts as a reserve in case anything goes wrong.  In a defensive mode, these units would wait until the enemy attacked and then attempt to carry out their functions.  One difference is the screen.  It would attempt to prevent the enemy from getting close to the main body or the train.  A good screening action may cause the enemy attack to lose its formation or drift left or right as it approaches you.
Assigned Commands

Your are allowed to command up to 16 units of regular regiments assigned by one of the Senior players of your Faction.  Regiments may then be commanded by the clan leader or follower in the case of an expeditionary force.
Each assigned command or regiment has a unit designator for battle plans or orders, the Faction of the unit, the unit number, the total number of troops in the unit, type of weapon, foot/mounted and finally, the order you assign to the regiment.  Clan orders are applicable to these units also.

An assigned regiment will stay with you until ordered to leave by the Senior player in charge of regiments, or until you request them to leave.  The clan does not have to pay salary or upkeep on an assigned regiment.  However, if the regiment is foot, the clan will have to provide enough horses to mount a regiment if it wishes to proceed at the mounted rate.  Also, if a clan embarks on a naval vessel, transport will have to be provided to the assigned regiments as well.
Weapons

Now that we know a little about organization, let us consider weapons.  Infantry fighting weapons and attendant armor come in various capabilities.  Further, range and striking power of weapons are classed into convenient groups without the necessity of an intimate description of the construction and operating principles of each.
Infantry weapons are light, medium or heavy and are matched with armor.  That is to say, light infantry has light armor, medium infantry has medium armor and heavy infantry has heavy armor.  Missile weapons such as javelins, spears, slings, and other hand-hurled weapons are classed into light missile weapons.  Short bows, crossbows, and footbows are medium missile weapons.  Heavy missile weapons are longbows and heavy missile troops may never be cavalry.  All missile troops are considered to be lightly armored.

Armor categories:

Description
Abbr.
Armor
Light Infantry
LI
1
Medium Infantry
MI
2
Heavy Infantry
HI
3
Light Missile
LM
4
Medium Missile
MM
5
Heavy Missile
HM
6

Light siege includes the onager and the balista.  Medium siege includes the catapult and larger versions of the onager and balista.  Heavy siege include the extremely large siege engines such as the trebuchet and springal.  Light siege weapons require two men to operate them and medium siege four men.  If you look at your LAND FORMATIONS page on your Turn Sheet, you will see a label entitled "Siege Weapons Req" about the middle of the page on the right.  This is the number of men required to operate all of the siege weapons currently in cargo.
If you have some familiarity with historical engagements using weapons of these classes, you will have a good feeling for their inherent strengths and weaknesses.  Here are some hints.  Infantry armed with light infantry weapons are ideal for hit and run tactics and for ambush.  They are also good for scouting and screening.  In the screening role, they fight hard enough to slow up the enemy and give you time to get your main force into formation.  They also make pretty good rear guards, in that they can delay the enemy and then fade away much faster than their heavier counterparts.
The medium infantry are mobile enough to execute some of the more difficult tactics, yet armed heavily enough to give a good stand-up fight.  Heavy infantry is not so mobile.  They can stop a determined charge of mounted men and are designed for the close-in bloody slugfest.  Mounted, the infantry and missile troops take on the characteristics of cavalry.  Mobility is their main strength when mounted.  The mounted missile troops lose accuracy and the mounted infantry gains mass and shock value compared to their unmounted brothers.
Missile troops add a slightly different aspect to combat.  Light missile troops can function much like light infantry, or harry the enemy from behind the lines of engaged infantry.  Medium missile troops can bring great destruction to an enemy formation but do not have the shock effect of a mounted attack or the crunch of a force of heavy infantry.  Heavy missile troops can drop the enemy at great range, but are useless when mounted.  If allowed to remain at a distance, they can crush an attack.
Finally, light and medium siege weapons take time to set up.  Once set up, they can engage enemy formations at a distance and help to break up dense troop formations.  Slow but powerful, they can dominate certain types of battles.
Types Of Combat

Remember that there are two types of combat, which may be described as where your force is expecting to fight and where it is not.  Midgard is a violent world and it is a foolish player who does not make provision for the latter type.
Battle Plans

First we consider the expected combat.  Let us assume you know that there is a character located just one sector north.  You can devise a plan, called a Battle Plan, and submit it with your Action sheet which moves you into the sector.  However you should rely on the standard system of Modes and Unit Orders.  A battle plan should only be used when multiple clans are involved.  For the purpose of this example, we will assume a battle plan is required.
The plan should consist of a diagram of your formation at the start of the battle, and a list of orders for the formation and then for each unit individually.  Use a diagram drawn on graph paper which has 4 or 5 squares per inch to show your plan.  The text should be concise and clear.  Draw the plan in several phases if necessary, using several sheets of paper.  Try to consider the following in your plan:  Formation, Time of the attack, Delays, When to break off, If to follow the defeated enemy, What to do if the attack fails, What each unit will do, Which direction to retreat.

Remember to consider the class of your retainers.  The more complicated the plan, the more demanding it may be of these qualities.  Keep it simple if your retainers or assigned regiments are low class troops.
The second type of combat will be the most common.  Midgard has a system of Modes and Unit Orders that can do 95% of all types of combat without complicated and lengthy writing.  The advantage of Modes and Unit Orders is that they are in effect for as long as you leave them on the appropriate areas of the Turn Sheet.  With careful use, you will rarely if ever need a Battle Plan.
If you intend to coordinate your attack among numerous clans, please be sure to use the PROCESS WITH Action and place a single clan in control.  When that clan initiates an Attack mode, the entire attack will be carried out.  If you do not tell us that the other six clans in the area are there to help you, you will attack by yourself.  Defending positions also need to be specific with what they want to do.  All clans in a sector will be involved, but not necessarily as part of a given battle.
Combat Options
The COMBAT OPTION action is really an extension of the MODE action.  It further defines how the mode will be applied.  The possible selections are listed below.

AVOID

Avoid combat if possible and continue on with the activity of the clan.

FORCE

Force combat if possible on a reluctant opponent.

RESPOND
Stop what you are doing if attacked and engage the enemy.

NONE

No modifier.

Loss Limit

The represents the number (not percentage) of losses you are willing to take before you attempt to withdraw, retreat, or disperse.  This number includes all clan units and attached regiments.  You may not specify where the losses come from.  You set the loss limit by using the COMBAT LOSSES action.
Combat Retreat Option

If your loss limit is reached, you may elect to withdraw, retreat, or disperse.  If you were winning the battle when your loss limit was exceeded the combat will generally come to a halt.  There is a chance, however, that your forces may execute their option.

Combat Advance Option

You may select an advance option to be used in the event the enemy withdraws, retreats, or attempts to disperse.  Depending upon terrain, rear guard, and the enemy selection, the enemy may get away.

Combat Conditionals

The combat conditionals reflect your desire to make provisions for a specific action in the event that the trigger occurs.  Regardless of your mode the combat conditional will be activated if the trigger conditional is met.  Be careful not to contradict yourself by giving mode or combat conditional/trigger actions which are inconsistent.  As in all other actions, your mode will influence the manner in which the combat conditional is carried out in response to the trigger.  Combat conditionals describe only actions which are to be taken -- they do not allow mode changes.  Where movement is affected, the umpire will make adjustments.  Additionally, the conditionals below apply.

ATTACK
The clan will attack the force attacking or specified in the trigger.  This becomes a counter-attack if used with the trigger ATTACKED.

CAPTURE
The clan will attempt to capture the clan or character described in the combat trigger.

DEFEND
This is for use when the clan is in the process of attacking and is caught by something unusual, such as an attack by a force not expected to be involved.  The clan will assume a defensive formation.

DEPART
Your clan will attempt to exit the city in a direction away from hostile activity.

EVADE
The clan will attempt to elude any pursuers.  The direction and distance moved will be determined by the umpire.

LAND
Bring your ships to the closest shore and disembark as rapidly as possible.

RETREAT
The clan will retreat in an attempt to avoid the condition specified in the trigger.

STOP
The clan comes to a complete stop.

Combat Triggers

The combat trigger can be any of the following (no other triggers are allowed):

ATTACKED
If Attacked by any other force.

BLOCKED
If travel is Blocked (as in a Roadblock or an incompatible terrain type).

CLAN
[Clan]

If encountering a specific Clan you name (or one of its EF's).

COMBAT
If an unexpected combat occurs.

FACTION
[Faction]

If encountering any group from a particular Faction.

SCOUTED
If Scouted by another force.

SHADOWED
If Shadowed by another Clan.

TERRAIN
[Terrain]

If encountering any specific terrain feature (such as ROAD, CITY, VILLAGE, GRASSLAND, etc.).

WOUNDED
If a Leader or Follower is wounded.

Battle Results

These can be received in three ways.  If the engagement was small, your Turn Sheet will have a description in the notes.  Beyond a certain point, as the size and complexity of the combat grows, you will receive a combat report that includes a narrative along with graphics.  This combat report will cost $1.00 from each attacker.  The report will be included with the attacker's Turn Sheet.  The defender(s) will receive a copy of the report under separate cover.
The combat report will consist of a cover page, plus two pages that may repeat as the battle progresses.  The first of these pages will detail the attacking and defending forces, and the second page will have a graphic map that shows the position of these forces.  Please note that you will not receive these two pages for each round of combat.  The umpire will decide how many "snapshots" to take as the battle progresses.  Generally these will consist of a starting snapshot, one or more during the combat and a final.  However, the umpire may decide that your battle is so complex that additional pages are necessary.

Combat against player forces are one type of combat.  Another type is fought against computer-run forces.  These do not just appear, strike, and vanish from the map.  Should you be unaware of their presence until the attack, the engagement will always yield enough data to determine which direction they went.  Further, there are not an unlimited number of computer-run forces.  If players manage to kill them off, they do not magically reappear.  For the most part, these forces represent no serious threat to player activity.
Battle results follow from combat, which follow from plans and actions.  A simple review of history will show how imprecise the relationships are.  In Midgard, the battle results may not always be precisely what you intend or plan on.  Your men have various abilities, your skill at implementing your plans with the best modes and orders will vary, and randomness and luck will play a part.

The combat resolution system in Midgard should generally yield the expected overall results.  We have been careful to allow a certain variability in the relationship of the factors affecting combat.  You should do the same in planning.  Do not assume all will go well.
A permanent record is kept of all engagements.  Players that desire to "contest" the results of any combat should contact the umpire as soon as possible.  If an error was made, it may be possible to correct the damage before the results are incorporated into the simulation.  In the event of an error that the umpire is not able to correct, the winner will not be penalized, but any "victim" of the error will receive some sort of compensation.  The umpire has the final say in the outcome of any battle, correction, or compensation.
Some General Notes On Combat

Remember the effects of terrain.  Foot soldiers have a distinct advantage over cavalry in wooded, rough, sandy, marshy, or orchard type terrain.  Lightly armed soldiers can do great harm where mobility is critical and can melt away when attacked by heavily armed men operating in their best environment.  Working as a team with well thought out actions will go very far.

Sending out small forces to scout can result in loss of the men.  Similarly, creating small expeditionary forces can be dangerous early on when you have fewer men.  Remember that a sector is 30 miles across.  An awful lot can be hidden in 900 square miles.  A small force sent to an adjacent sector has to travel at least 30 miles each way.  Consider the consequences.

Try to avoid things like attacking the villages adjacent to a city unless you can fight very strongly or get out of the way fast.  Most cities will respond rapidly to an attack on their surrounding villages.
Most players have a general knowledge of tactics, engineering, public relations, and the like that is far in advance of anything a medieval society might encounter.  Be careful not to overplay your character's part.  Remember, most of your men are fresh off the farm.  Complex orders can be very difficult for them to execute until your clan's experience and discipline improve significantly.  A multiple page battle plan is often less effective than using the standard actions, with perhaps a note to the umpire modifying the actions a little.  (Particularly as it allows more opportunities for something to go wrong.) However, as your troops get more seasoned (higher class),  you can start to get fancy.
City walls are tough and offer good protection to their defenders (that's what they are for).  Assaulting a city wall is difficult and often fatal.  Even a low wall can cause your loss to be greatly increased and the defender's diminished.  Be sure you have the strength to take a wall once you have endured the defender's fire reaching it.
Be cautious about combat.  In certain circumstances, it is possible to lose very few men while the enemy losses are nearly total.  Keep a least one unit assigned as a screen.  Keep your combat loss limited, until your forces are large enough to withstand a large loss.

Last, if the modes, orders, conditionals, and triggers do not cover your needs, use a special action and write a very simple note with a diagram if necessary.  Where faced with difficulty, tell the umpire.  In some cases, the umpire can provide some assistance.

Sieges

It is highly recommended that if you are going to attack a city that you besiege it.  Midgard is a violent world and city defenses are very good.  Not all of the city's inhabitants will be inside the fortress when you attack.  These people will go into hiding at the first sign of trouble and take everything they own that is of value.
Upon arrival, a fast attack (or storming the city) might carry to the walls and possibly beyond, but failure will surely decimate your forces.  When you enter siege mode, it is a good idea to have several clans involved.  While one clan might effectively seal off one or two walls, several clans can surround a city and cut it off from any outside support.  Also the chances of a successful siege increase with more clans involved.
Each cycle that your clan remains in siege mode improves its chances in an attack on the city.  The first cycle of siege mode establishes the attacker's camps, sets up a construction work area for building heavy siege weapons, a camp for carpenters, woodcutters and workmen, and sets up the main armed camp.  This will also provide mantlets, and scaling ladders to the attackers.

The second cycle establishes the palisades to contain city forces, guard and sentry posts and sets up any siege weapons the clan may have brought and begins bombardment of the city.  Please note that your siege must first be brought into range while under fire from the city's siege engines.  It should also be realized that the attacker has an entire city to aim at and rarely misses.

The third cycle will attempt to cut through the hedgehogs, locate any pits, and fill the moat.

After the fourth cycle, the city can be attacked with heavy siege weapons, siege towers, battering rams, and anything else that the attacker may have dreamed up with special actions.  The attacker must still build the heavy siege engines and materials can sometimes be acquired on site.  However, it would be a good idea to bring plenty of food and plan to stay awhile.
Heavy siege weapons must be constructed on site and may not be moved great distances.

Let me stress that the above does not take into account anything the defender may be doing.  Midgard cities have a lot more men defending them than any castle of old.  If for instance, the defender sallysallies forth while you are in the second cycle of siege, and they win the field, your siege will be broken and you will have to start anew.  Attacking a city is one of the most dangerous things your clan can do in Midgard.

Actions

General Information

This section deals with actions.  Each position in Midgard gets the same number of actions for the same period of time.  Each cycle you may submit up to 30 standard actions and three special actions.
A standard action consists of a command and a description.  These actions are processed after your special actions are resolved.  They are processed in order, starting with action one and continuing through action 30.  If an action can not be completed, processing will continue with the next action.  It is hoped that some of your turn is better than nothing at all.  It is not necessary to use all 30 actions.
Most of the action in Midgard will take place on land.  There is also a rather elaborate naval system for those of you who like things more one-on-one.  There are three types of land based positions in Midgard:  The Clan, The Expeditionary force, and the City.

Actions
Actions are used in an effort to speed up processing.  Almost everything you can do in the world of Midgard can be handled with an action.  As explained earlier, you are allowed 30 actions per turn.  If an there does not seem to be an action to accomplish what you want, use a special action to describe it to us.

Modes
The mode summarizes what you are doing.  The mode you are in is coupled with the organization you have set up for your retainers or ships in the form of unit orders.  Mode changes take effect at the beginning or end of a cycle, and sometimes in the middle with naval clans.  These modes can, if properly used, cover any type of operation.

Orders
Each of the units you create need orders.  You can never have more than one order per unit.  These orders define how your units will act when triggered by the circumstances outlined in the selection of a mode.  The orders remain in effect until you change them.  Note that units attacked while under non-combat orders, such as Build, will defend themselves and fall back to the clan train, where it is assumed their weapons are stored.  Particularly if your experience and morale are high or if a follower is with the unit then the unit may later join the battle appropriately.  Units with non-combat orders never sit idly by watching their comrades fight.  This list of orders should cover most situations.

Master Action Syntax List

The following chart lists all the possible Actions along with all the possible Option variations on each action.

AWARD
[Who]
[Crowns]
[Retainers]
[Influence]

BANK
DEPOSIT
[Amount]

HEIR

[Position #]

TRANSFER
[Amount]
[Position #]

WITHDRAW
[Amount]

BUY
[Item]
[Quantity]
[Price]
[Code Word]

CITY
ALLOCATE
ARMORIES

[Crowns]



CULTURAL

[Crowns]



DITCHES

[Crowns]



EDUCATION

[Crowns]



GRANARIES

[Crowns]




GUILD HALLS

[Crowns]
HEDGEHOGS

[Crowns]
HIPPODROMES

[Crowns]




HOSPITALS

[Crowns]




MOATS


[Crowns]



OBSERVATORY

[Crowns]

PITS


[Crowns]



TOWERS


[Crowns]




TRAINING HALLS
[Crowns]




TUNNELS

[Crowns]



WALLS


[Crowns]

ASSIGN

ADMINISTRATION
[Quantity]




CONSTRUCTION

[Quantity]




GUARDS


[Quantity]




LOGGING

[Quantity]




MAINTENANCE

[Quantity]




MINING


[Quantity]




QUARRYING

[Quantity]




SOLDIERS

[Quantity]
[Unit #]


COMMAND
ADMINISTRATION
L;F1;F2;F3




CONSTRUCTION

L;F1;F2;F3




GUARDS


L;F1;F2;F3




LOGGING

L;F1;F2;F3




MAINTENANCE

L;F1;F2;F3




MINING


L;F1;F2;F3




QUARRYING

L;F1;F2;F3




SOLDIERS

L;F1;F2;F3


DRAFT

[Number]

ENTRY

[Position #]
ALLOW



[Position #]
ARMED



[Position #]
DENY

IMMIGRATE
[Quantity]

PERMIT

[Faction]
[Product]
[Max]

RESTRICT
[Faction]
[Product]
[Max]

RESTRICT
[Item]

UNRESTRICT
[Item]

SIEGE

[Quantity]
[Type]

TAXES

[Rate]

WAREHOUSE
BUILD

[Warehouse #]



LOAD

[Warehouse #]
[Quantity]
[Item]



UNLOAD

[Warehouse #]
[Quantity]

CLAN
DISEMBARK

DISMOUNT

EMBARK

ENTER

EQUIP
LI

Why would you issue a single EQUIP order to your entire clan?


MI


HI


LM


MM


HM

EXIT

MOUNT

SPACING
HALF


NORMAL


DOUBLE


TRIPLE

COMBAT
ADVANCE
HOT PURSUIT


PURSUE


REFORM


REMAIN ENGAGED

COND
ATTACK


CAPTURE


DEFEND


DEPART


EVADE


LAND


RETREAT


STOP

LOSSES
[Quantity]

OPTION
AVOID


FORCE


NONE


RESPOND

RETREAT
DISPERSE


RETREAT


WITHDRAW

TRIGGER
ATTACKED


BLOCKED


CLAN
[Clan]


COMBAT


FACTION
[Faction]


SCOUTED


SHADOWED


TERRAIN
[Terrain]


WOUNDED

CONSTRUCT
BUILDING
ARMORY




CULTURAL




EDUCATION




GUILD HALL


Which guild?


CANAL

[Route]


DEFENSE
DITCHES
[Level]




HEDGEHOGS
[Level]




MOATS

[Level]




PITS

[Level]




TOWERS

[Level]




TUNNELS
[Level]




WALLS

[Level]


ESTIMATE
[Project]


FIELDFORT
[Level]
[DITCH]


HELIO

[Sector]


LAND

CULTIVATED
[Sector]




ORCHARD
[Sector]




RANCH

[Sector]




VILLAGE
[Sector]


MANPOWER
[Project #]
[Change]


OFFICE

BODA




GETHAM




IMPERIAL




MERCVERK




RODER


OPERATION
LOGGING
[Sector]
[Men]




MINING

[Sector]
[Men]




QUARRYING
[Sector]
[Men]


ROAD

[Route]


SHIPYARD
[Points]


SUPPLY

[Resource]
[Source]
[Maximum]


TEMPLE

BANNER




BLOOD AND FIRE




GIFT




RING

DECLARE
[Faction]

EF
ASSIGN
UNIT
[Unit #]


REGIMENT
[Regiment #]

CREATE
FOLLOWER1


FOLLOWER2


FOLLOWER3

MERGE
[Position #]

TRANSFER
[Item]
[Quantity]

LOAN
ACCEPT
[Who]
[Amount]
[Interest]
[Time]

OFFER
[Who]
[Amount]
[Interest]
[Time]

REJECT
[Who]
[Amount]
[Interest]
[Time]

REPAY
[Who]
[Amount]

REQUEST
[Who]
[Amount]
[Interest]
[Time]

MAKE
[Quantity]
A
[Using]

[Quantity]
B
[Using]

[Quantity]
C
[Using]

MODE
[Begin Mode]
[Argument]
[End Mode]
[Argument]

MOVE
COND
AVOID


CAMP


DISEMBARK


EMBARK


FOLLOW
[Direction]


JOIN


MOVE
[Direction]


PAY
[Crowns]


RETREAT


SHADOW


STOP

FORCED
BEGIN


END

ROAD
[Location]

SEA
TO
[Location]

SEA
DISEMBARK
[Location]

SEA
EMBARK

TO
[Location]

TRIGGER
ATTACKED


BLOCKED


CLAN
[Clan]


FACTION
[Faction]


SCOUTED


SHADOWED


TERRAIN
[Terrain]

NAME
ALIAS
[Name]

LEADER
[Name]

FOLLOWER1
[Name]

FOLLOWER2
[Name]

FOLLOWER3
[Name]

NUNIT
[Unit #]
COMMAND
LEADER



FOLLOWER1



FOLLOWER2



FOLLOWER3

[Unit #]
DISBAND

[Unit #]
DISEMBARK

[Unit #]
JOIN
[Quantity]
PINNACE




LONGSHIP




SLOOP




BARQUE




FLYNT




GALLEON




MERCHANTMAN




FRIGATE

[Unit #]
MERGE
[Unit #]

[Unit #]
NAME
[Name]

[Unit #]
ORDER
[Order]
[Argument]

[Unit #]
SPACING
HALF



NORMAL



DOUBLE



TRIPLE

[Unit #]
SPLIT
[Quantity]
[New Unit #]

[Unit #]
SWAP
[Unit #]

PAY
BONUS
[Amount]

RATE
ADMIN
[Amount]


CONST
[Amount]


GUARDS
[Amount]


LOGGING
[Amount]


MAINT
[Amount]


MINING
[Amount]


QUARRYING
[Amount]


RETAINERS
[Amount]


SOLDIERS
[Amount]

PROCESS
CONTROL
[Time Limit]
[Instructions]

HOLD
[Time Limit]
[Instructions]

SUBORDINATED
[Time Limit]
[Instructions]

WITH
[Time Limit]
[Instructions]

PURCHASE
PINNACE
[Quantity]
[Bid]

LONGSHIP
[Quantity]
[Bid]

SLOOP
[Quantity]
[Bid]

BARQUE
[Quantity]
[Bid]

FLYNT
[Quantity]
[Bid]

GALLEON
[Quantity]
[Bid]

MERCHANTMAN
[Quantity]
[Bid]

FRIGATE
[Quantity]
[Bid]

REGIMENT
[Regiment #]
CVR
[Code Word]

[Regiment #]
ENTER

[Regiment #]
EXIT

[Regiment #]
ORDER
[Order]
[Argument]

[Regiment #]
SPACING
HALF



NORMAL



DOUBLE



TRIPLE

SELL
[Item]
[Quantity]
[Price]
[Code Word]

SPY
FOLLOWER1
1


2


3

FOLLOWER2
1


2


3

FOLLOWER3
1


2


3

TASK
ACCEPT
[Task #]

CANCEL
[Task #]

COMPLETE
[Task #]

OFFER
[Who]
[Crowns]
[Retainers]
[Influence]

REJECT
[Task #]

REQUEST
[Who]
[Title]

TRANSFER
[Item]
[Quantity]
[Position #]

UNIT
[Unit #]
COMMAND
LEADER



FOLLOWER1



FOLLOWER2



FOLLOWER3

[Unit #]
CVR
[Code Word]

[Unit #]
DISBAND

[Unit #]
DISMOUNT

[Unit #]
EMBARK
[Naval unit #]

[Unit #]
ENTER

[Unit #]
EQUIP
LI



MI



HI



LM



MM



HM

[Unit #]
EXIT

[Unit #]
JOIN
[Quantity]
LI




MI




HI




LM




MM




HM

[Unit #]
MERGE
[Unit #]

[Unit #]
MOUNT

[Unit #]
NAME
[Name]

[Unit #]
ORDER
[Order]
[Argument]

[Unit #]
SPACING
HALF



NORMAL



DOUBLE



TRIPLE

[Unit #]
SPLIT
[Quantity]
[New Unit #]

[Unit #]
SWAP
[Unit #]

Quick Reference Lists

The following tables show which Actions, Modes, and Orders can be used by the different types of positions.

Actions

Clan/EF
City
Naval


AWARD
AWARD
AWARD

BANK
BANK
BANK

BUY
BUY
--

--
CITY
--

CLAN
--
CLAN

COMBAT
COMBAT
COMBAT

CONSTRUCT
CONSTRUCT
CONSTRUCT

DECLARE
--
DECLARE

EF
--
EF

LOAN
LOAN
LOAN

MAKE
MAKE
MAKE

MODE
MODE
MODE

MOVE
--
MOVE

NAME
--
NAME

NUNIT
NUNIT
NUNIT

PAY
PAY
PAY

PROCESS
PROCESS
PROCESS

PURCHASE
PURCHASE
--

REGIMENT
REGIMENT
REGIMENT

SELL
SELL
--

SPY
--
--

TASK
TASK
TASK

TRANSFER
TRANSFER
TRANSFER

UNIT
UNIT
UNIT

Actions usable by each type of position

Modes

Clan/EF
City
Naval

Ambush
AMB
--
--
Attack
ATK
ATK
ATK
Blockade
--
--
BLK
Control City
CCM
--
--
Camp
CMP
--
--
Construction
CNS
CNS
--
Convoy
CON
--
CON
City
CTY
--
--
Defend
DEF
--
DEF
Defend City
DFC
--
--
Field March
FLD
--
--
Form Square
FOS
--
--
Harass
HRS
--
HRS
Maximum Alert
--
MAL
--
Martial Law
--
MTL
--
Normal
NOR
NOR
NOR
Piracy
--
--
PCY
Port Call
--
--
POR
Patrol
--
--
PTL
Protect Shipping
--
--
PTS
Raid
--
--
RAI
Roadblock
RDB
--
--
Refuse
REF
--
REF
Sally
SAL
--
SAL
Siege
SGE
SGE
--
Support
--
--
SUP
Sweep
--
--
SWP
Trail
TRA
--
--
Travel
TRV
--
--

Modes usable by each type of position

Orders

Clan/EF
City
Naval

Anchor
--
--
ANC
Ambush
AMB
--
--
Arrest
ARS
ARS
--
Attack Ships By Boarding
--
--
ASB
Attack Ships By Fireship
--
--
ASF
Assault
ASL
--
--
Attack Ships By Missile Fire
ASM
ASM
ASM
Attack Train
ATT
--
ATT
Advance Over Fire
AVO
--
--
Bodyguard
BDG
BDG
BDG
Breakthrough
BKT
BKT
BKT
Build
BLD
BLD
--
Clear
CLR
--
CLR
Covering Fire
COV
COV
COV
Courier
CUR
--
--
Defend City Walls
DFW
DFW
--
Envelop
EVL
--
EVL
Exploit
EXP
EXP
EXP
Fire on Enemy Forces Ashore
--
--
FEF
Feint Retreat
FER
--
--
Fire on Fortification
FFT
--
FFT
Form Main Body
FMB
--
FMB
Forage
FOR
FOR
--
Form Square
FOS
--
--
Fish
FSH
FSH
FSH
Fire Support For Shore Forces
--
--
FSS
Guard
GRD
GRD
--

Orders usable by each type of position


Clan/EF
City
Naval

Logging
LOG
--
--
Loot
LOT
--
--
Melee
--
--
MEL
Mining
MIN
--
--
Maximum Rest and Relaxation
MRR
MRR
MRR
Man Siege Engines
MSE
MSE
--
Normal Rest and Relaxation
NRR
NRR
NRR
Pillage
PIL
--
--
Plunder
PLN
--
--
Probe
PRB
--
PRB
Prospecting
PRO
PRO
--
Patrol
PTR
PTR
--
Quarrying
QAR
QAR
--
Raid
--
--
RAI
Receive Cavalry Charge
RCC
--
--
Raid Fields
RDF
--
--
Raid Train
RDT
RDT
RDT
Rear Guard
RGD
--
RGD
Recon In Force
RIF
RIF
--
Rescue
--
--
RSQ
Reserve
RSV
RSV
RSV
Ravage Fields
RVF
--
--
Screen
SCN
--
SCN
Scout
SCT
SCT
SCT
Sortie
SOR
SOR
SOR
Support
SUP
SUP
SUP
Sweep
SWP
--
SWP

Orders usable by each type of position (continued)

Action Descriptions
AWARD
[Who]  [Crowns]  [Retainers]  [Influence]

This action may be used to award from your dispensation budget.  "Who" is the name of the clan leader to receive the award.
BANK
[Transaction]  [Amount]  [Position #]

This action is used to perform various types of banking transactions.  You must be in a city (so a bank is available) to use this action.  Transactions possible are:

DEPOSIT
To move money from your treasury to the bank.  (Position # is not used with this option.)

HEIR
To declare an heir for your bank account.  Should your clan have an unfortunate accident, the other clan would inherit 80 percent of your bank balance.  (Amount is not used with this option.)

TRANSFER
To transfer Imperial Crowns from your account to another position's bank account.

WITHDRAW
To withdraw money from your bank account and place it in your clan's treasury.  (Position # is not used with this option.)

BUY
[Item]  [Quantity]  [Price]  [Code Word]

This action will buy an item from a market.  You must be in the city when you issue this action.  The quantity is the amount you wish to purchase and the Price is actually a bid.  This is your "Pay no more than" price.  If you must have the goods, use "BEST" to buy at any price.  If there are less items in the market than you wish to purchase, you will purchase all that are available.  The items bought will be added to your stockpile or placed in warehouses if a city position.  The price is always the quantity one price and will be multiplied by the amount actually bought.  If a correct "Code Word" is provided, the clan will attempt to purchase the commodities from the Black Market.
CITY
[Option]

This action is used to perform various types of activities for the general operation of a city.  The option indicates which activity to be performed and it is followed by any additional information required for that option.  Options are:

ALLOCATE
[What]  [Crowns]

Specify how many crowns per cycle your city will be paying to maintain its structures and defenses.  Normal allocations for city defenses are 1 Imperial Crown per .1 of level constructed, and 100 Imperial Crowns per building.  "What" may be any of the following:

ARMORIES

CULTURAL

DITCHES

EDUCATION

GUILD

HEDGEHOGS

MOATS

PITS

TOWERS

TUNNELS

WALLS

ASSIGN
[Who]  [Quantity]  [Unit #]

This action will move men "ready to assign" to the various groups.  You may specify a negative quantity to indicate that they are to be removed from their assignment and released into the population.  If Soldiers are selected, then you must also supply the unit number where they are going.  You may specify "who" as:

ADMIN

CONST

GUARDS

LOGGING

MAINT

MINING
QUARRYING

SOLDIERS  [Unit #]

COMMAND
[Group Name]  [Leader]

This option allows your Clan Leader and Followers to assume command of various city areas.  While commanding one of these areas, the Follower is unavailable for other duty.


The choice of Group Names is:

ADMIN
Lead the administration.

CONST
Lead the construction forces.

GUARDS
Lead the guards.

LOGGING
Lead the logging forces.

MAINT
Lead the maintenace forces.

MINING
Lead the mining forces.

QUARRYING
Lead the quarrying forces.

SOLDIERS
Lead the city soldiers.

The choice of Leader is:

LEADER

FOLLOWER1

FOLLOWER2

FOLLOWER3

DRAFT
[Number]

This option will draft the populace for use by the City Leader.  Each cycle, ten percent the remaining untrained draftees (or at least 50) become "ready to assign" (which is the same as a clan's unassigned).

ENTRY
[Position #]  [Permission]

This option will give the City Leader the ability to allow clans access to his city while armed, or even attempt to deny a clan access at all (they may still try to sneak in).  Permission levels are:

ALLOW
Normal city access is allowed.

ARMED
Armed clan access is allowed.

DENY
City entry is denied.

IMMIGRATE
[Quantity]

This option is used by the City Leader to allow a certain amount of influx of population into the city.  Population Pressure is used to show the number of people desiring to live in the City.

PERMIT
[Faction]  [Product]  [Max]

This option functions identically to the RESTRICT option below, except that it reverses previous restrictions, either overall or for specific cases.  For instance, you could RESTRICT the sale of weapons, but then PERMIT Imperials only to buy them.

RESTRICT
[Faction]  [Product]  [Max]

This option will allow the City Leader to place restrictions on sales from his city's market.  "Faction", "product", and "max" are all optional terms and may be used alone or in any combination.  Listing only a Faction indicates that that Faction may not buy from the market.  (It is also possible to restrict or permit a particular clan by substituting the clan name for the Faction name.)  A product-only restriction means that that product will not be sold.  A maximum may be stated as a percentage of stock amounts (use a "%") or as a raw number of the commodity, and prevents any single clan from purchasing more than that amount in a single cycle.  Also available as "Products" are product groups.  The following group names are available:

FOOD & ANIMALS

Grains, Fruit, Fish, Livestock, & Horses.

MATERIALS
Metals, Lumber, Stone, Manufactured Goods, Wagons, Gems, & Spices.

WEAPONS
All weaponry including Siege Weapons.

SIEGE WEAPONS Siege Weapons only.

The options may also be used in combinations.  For instance, a Faction and product together only prevents that Faction from buying that product and a product with a maximum only places a maximum limit on a single commodity.  These restriction terms are used in an identical fashion with the PERMIT option.  However, the total number of active RESTRICT and PERMIT options may not exceed five in one market at a time.
SIEGE
[Quantity]  [Type]

This action will take siege equipment from the market and distribute it evenly to the walls for the defense of the city.  This equipment is paid for out of the city treasury.  Medium Siege is always placed on the walls if possible.


Excess siege is assumed to be inside, firing over the walls.  In any event, you are limited to the number of siege placed on the walls, or behind them.  This limitation is the level of the wall multiplied by 10, per wall.  There is simply not enough room on the walls for more siege engines.


Siege equipment firing from the walls get a range advantage over enemy siege.  In addition, light siege can be used by the city forces in the event the walls are breached.  In no case may the siege equipment be mounted in towers.

  
For example:  If you have walls of 2.2, you could place 22 siege engines on each wall.  Since there are eight walls, you could have a total of 176 siege engines on the walls.  If you have 100 Medium Siege, and 100 Light Siege, all medium siege would be on the walls, and 76 of the light would be on the walls.  24 light siege, would be behind the walls (three each).

TAX
[Rate]

This will set the city tax rate.  The rate is the fraction of the city's sales that are garnered from market and other NPC transactions.  In addition, this is the number of crowns obtained from each citizen of the city each cycle through direct taxation.  This is the main source of revenue for the city.  High tax rates cause a reduction in the city tax base as population leaves to seek less oppressive surroundings and will decrease population pressure.

WAREHOUSE
[What]  [Warehouse #]  [Quantity]  [Item]

This action will allow the City Leader to manipulate the City's warehouses.  Each City can have a maximum of 12 warehouses.  The "What" option can be any of the commands listed below.  Note:  All purchases made by the City Leader using the City Turn Sheet will be deducted from the City Leader's Treasury and placed in an available warehouse.  Sales made on the City Turn Sheet are added to the City Leader Treasury.

BUILD
[Warehouse #]

Builds a new warehouse.

LOAD
[Warehouse #]  [Quantity]  [Item]

Will load a warehouse from the Clan's stockpile.

UNLOAD
[Warehouse #]  [Quantity]

Will unload a warehouse to the Clan's stockpile.

CLAN
[Option]  [Arguments]

This action performs functions very similar to those of the UNIT and NUNIT Actions.  However, these functions are then applied to the Clan as a whole instead of just a single unit.  Options available are:

DISEMBARK

The clan will disembark from the ships and form up on land under their last land combat unit orders listed on the Turn Sheet before they embarked.

DISMOUNT
This action will turn all your cavalry back into infantry.  Expect the units' status to drop for a while.

EMBARK
The Clan will embark on their ships and form up on sea under their naval combat unit orders listed on the Turn Sheet the last time the clan was embarked.  Each unit will embark on the same unit number as their last naval assignments.  If they had no previous assignment, or such an assignment is impossible, then the action will be ignored.

ENTER

The clan will enter the city in the current sector in order to interact with that city.

EQUIP
[Armament]

This will equip or re-equip every unit in your clan.  You must have enough weapons in stockpile to equip your men.  If you do not have enough weapons, every man short a weapon will return to unassigned.


Example:  CLAN EQUIP HI

Will equip (or re-equip) all your retainers as heavy infantry.

Armament Codes:


LI
Light Infantry

MI
Medium Infantry

HI
Heavy Infantry

LM
Light Missile

MM
Medium Missile

HM
Heavy Missile

EXIT

The clan has completed its tasks in the city and will leave the city and reform outside city walls.

MOUNT

This action will turn all of the units in your Clan into cavalry.  Expect the units' status to drop for a while.

SPACING
[Interval]

This option changes the spacing of the men in all units in your Clan.  You may wish to command that your men assume half spacing (tightest formation), normal spacing, double spacing or triple spacing (widest formation).  Spacing affects the interval between men in the formation.  A dense formation has some advantages in the attack as well as some drawbacks.  A spread-out formation works better in woods and rough terrain.


If no spacing order appears, the umpire/computer will assume normal spacing.  If you are just starting out, leave this one alone until you get used to the feel of combat.  Your choices for "interval" are:

HALF
Half spacing.

NORMAL
Normal spacing.

DOUBLE
Double spacing.

TRIPLE
Triple spacing.

COMBAT
[Factor]  [Setting]

Allows you to set various options for when you are engaged in combat:

ADVANCE
Sets the type of advancement to be performed when the enemy retreats.  Choices are:

             HOT PURSUIT

Each unit attempts to maintain contact with the enemy at all costs.  This option will result in your being able to maintain contact in most conditions unless the enemy rear guard is large and experienced, or unless the enemy has elected to disperse.  This option can bring disaster to the enemy.  It is also dangerous since you are exposed to the danger of an organized counter attack


PURSUE

Your units make every effort to remain in contact with the enemy.  The retainers attempt to remain in formation and the units attempt to maintain contact regardless of the overall formation of the clan.


REFORM
Each unit attempts to keep all of its men in formation.  Each unit also attempts to remain in formation as ordered.  The force remains an organized formation.  Any enemy attempt at disengagement will have a very good chance of success.


REMAIN ENGAGED

This option calls for your forces to attempt to remain in contact with the enemy while at the same time keeping their formation.  Very good against a feigned retreat by the enemy.  Your chances of preventing disengagement are low, however.

COND
Combat conditional setting.  Choices are:

ATTACK
Attack the other force.

CAPTURE
Capture the other force.

DEFEND
Assume defensive position.

DEPART
Leave the city.

EVADE
Elude pursuers.

LAND
Disembark.

RETREAT
Avoid the other force.

STOP
The clan stops.

LOSSES
[Quantity]

Sets your Loss Limit.  This is a limit on the total number of losses you're willing to allow before attempting a retreat.

OPTION
Allows you to set your Combat Option.  Choices are:

AVOID
Avoid combat.

FORCE
Force combat.

NONE
No special modifiers.

RESPOND
Engage the enemy.

RETREAT
Sets the type of retreat to be performed when your Loss Limit has been reached.  Settings are:


DISPERSE

This is essentially a drop everything and run for it option.  You have the best chance of living to fight another day unless the enemy is able to maintain contact with you.  If he can, your loss will be very large, if not total.  This option has the advantage that the enemy must be in hot pursuit to have a chance of inflicting severe damage.  However, since you are primarily concerned with saving the lives of your clan, you will discard a lot of your cargo.


RETREAT

Your rear guard fights a holding action while you attempt to make an orderly escape from the engagement.


WITHDRAW

A fighting disengagement.  This has the least chance of ending the fight.  If the enemy selects reform, you may end the engagement.

TRIGGER
Combat conditional trigger setting to be used in conjunction with the combat conditional.  Choices are:

ATTACKED
If Attacked by any other force.

BLOCKED
If travel is Blocked (as in a Roadblock or an incompatible terrain type).

CLAN
[Clan]

If encountering a specific Clan you name (or one of its EF's).

COMBAT
If an unexpected combat occurs.

FACTION
[Faction]

If encountering any group from a particular Faction.

SCOUTED
If Scouted by another force.

SHADOWED
If Shadowed by another Clan.

TERRAIN
[Terrain]

If encountering any specific terrain feature (such as ROAD, CITY, VILLAGE, GRASSLAND, etc.).

WOUNDED
If a Leader or Follower is wounded.
CONSTRUCT
[What]

This action is used to handle the operations of virtually any type of construction project.  List the type of construction project under "what" and any additional details after that.  "What" may also be a special keyword to indicate special functions to be performed.  City construction projects will always require an engineer, so one will be hired automatically and assigned to any new project (unless one is already available from another source).

BUILDING
[Which]

"Which" indicates the type of building to create.  Warehouses are not considered a construction project and are handled with the CITY WAREHOUSE BUILD action.  "Which" may be:

ARMORYArmory

CULTURALCultural

EDUCATIONEducation

GUILD HALLGuild Hall

CANALCanal
[Route]

Specify that a canal is to be built along the given route.  Be sure that the direction of the canal and any intersections are clearly defined.

DEFENSEDefense
[Type]  [Level]

Level is the level to which you want the defenses raised.  Type of defense may be any of the following:

DITCHESDitch

HEDGEHOGSHedgehog

MOATSMoat

PITSPit

TOWERSTower

TUNNELSTunnel

WALLSWall

ESTIMATEEstimate
[Project]

Hire an engineer to perform a project estimate.  Include a "project title" with the action, or use a special action to provide a complete description of the estimate desired for non-standard construction projects.  A project title is the "name" of the construction project you wish to do.


For example:  You want to build a canal and want to know exactly what it will take.


CONSTRUCT  ESTIMATE  CANAL  D-3-4-4

FIELDFORTFieldfort
[Level]  [DITCH]

Construct field fortifications to the specified level (actual level, not an increase amount).  Add the keyword "DITCH" if you want a surrounding ditch.

HELIOHelio
[Sector]

Build or repair a Heliograph Station.

LANDLand
[Which]  [Sector]

Will improve the type of land in a sector within three sectors of the city.  "Which" may be:

CULTIVATEDCultivated

ORCHARDOrchard

RANCHRanch

VILLAGEVillage

MANPOWERManpower
[Project #]  [Change]

This will allow you to increase or decrease the number of men working on a construction project.  A new project will only have the minimum number of men (10) assigned to its completion.  Use this option to add manpower to your satisfaction.  A positive "change" number will add men (limited by the number you have assigned to construction crews) and a negative "change" will subtract that many men from the force (but always leaving at least 10).

OFFICEOffice
[Which]

"Which" indicates which Factional office building to construct (or improve):

BODABoda Family
Armory Service

GETHAMGetham Family
Trade Office

IMPERIALImperial
Legate

MERCVERKMercVerk
MercHaus

RODERRoder Family
Agricultural Station

OPERATIONOperation
[Which]  [Sector]  [Men]

Begin an ongoing Logging, Mining, or Quarrying city operation.  Also include the sector in which this is to take place and the number of men assigned to work there (minimum of ten).  Which may be any of the following:

LOGGINGLogging

MININGMining

QUARRYINGQuarrying

ROADRoad
[Route]

Specify that a road is to be built along the given route.  Be sure that the direction of the road and any intersections are clearly defined.

SHIPYARDShipyard
[Points]

Build or improve the City Shipyard by the listed number of points.  The amount of improvement must be a multiple of 10 points.

SUPPLYSupply
[Resource]  [Source]  [Maximum]

Specify where particular construction resource (raw materials or mancycles) will be supplied from.  If not specified, needed materials will be purchased from the market.  Otherwise, the source may be warehouses, a particular clan's men or retainers, or a "City Project" logging or quarrying operation.  You may specify an optional maximum amount of the resource to be taken from that source.  Use this on the same turn the project is started.

TEMPLETemple
[Which]

"Which" indicates to which religion the temple is to be dedicated:

BANNERBanner Religion


BLOOD AND FIREBlood And Fire Religion

GIFTGift Religion


RINGRing Religion


::DECLAREDeclare
[Faction]

This will declare your clan to one of the Factions in Midgard.  It will also allow you to change your Faction should you so desire.  Remember, the higher your rank, the more damage a change in Faction will cause.

::EFEFEF:See Expeditionary Force:
[Option]  [Arguments]

This action is used to control the creation and dissolution of your Clan's Expeditionary Forces.  Your options are:

ASSIGNAssign
UNITUnit  [Unit #]

Will assign a unit from your Clan to the EF just created.

ASSIGNAssign
REGIMENTRegiment  [Regiment #]

Will reassign a regiment assigned to your Clan to the EF just created.

CREATECreate
[Follower]

Will create an Expeditionary Force led by the specified follower but without any Retainers or possessions.  Use the ASSIGN and TRANSFER options after the creation to design your new EF.  The Follower should be listed as:

FOLLOWER1

FOLLOWER2

FOLLOWER3

MERGEMerge
[Position #]

Merges a previously created EF to your Clan (or another EF).  Both groups must be in the same location.  If used by a Clan, then specify the position # of the EF to be merged.  If used by an EF, specify the position # of the Clan (or other EF) it will be merged into.

TRANSFERTransfer
[Item]  [Quantity]

Used only to transfer items and resources to the EF just created.  In addition to normal stockpile items, the item(s) transferred may also include:

CROWNSCrowns

A PROVISIONSProvision

B PROVISIONS

C PROVISIONS

SPECIAL CARGOSpecial Cargo

UNASSIGNEDUnassigned

::LOANLoan
[Option]  [Who]  [Amount]  [Interest]  [Time Limit]

This action is used to control the processing of player loans.  "Option" will specify the type of loan activity that is to take place (see below).  "Who" is the name of the Clan Leader (or NPC) with whom you wish to interact.  "Amount" is the amount to be loaned.  "Interest" is the lump sum interest to be added on top of the loan amount when repaying the loan.  "Time Limit" is the number of cycles allowed before the loan is expected to be repaid.  Loan Options are:

ACCEPTAccept
Accept the loan (and terms) offered to you or requested of you.  Amount, Interest, and Time Limit are optional.

OFFEROffer
Offer the loan to the specified player with the given terms.

REJECTReject
Reject the loan (and terms) offered to you or requested of you.  Amount, Interest, and Time Limit are optional.

REPAYRepay
This Option will pay off a loan that you have received.  Interest and Time Limit are ignored.  Amount should only be used to specify which loan to repay if you have more than one from that source.

REQUESTRequest
Request a loan from another player or NPC.  Interest and Time Limit are optional, but if not included in the request an offer must be made back including the terms.  Otherwise, a simple acceptance or rejection may be returned.

::MAKEMake
[Quantity]  [Type]  [Using]

This action will cause the clan to make the requested number of provisions and store them.  Always make provisions in multiples of 20.  There are three classes of provisions in the world of Midgard, called Class A, B, and C.  The "using" term may be used to specify which commodities to use from your stockpile (where a choice exists) to produce the provisions.  Leaving this term blank will use any available commodities.  Selecting commodities that are not available will cause the action to fail.



Class A provisions require 1 grain, 1 fruit and 1 fish or livestock and produces 20 rations.

Class B provisions can include 1 grain or fruit and 1 fish or livestock and produces 20 rations.

Class C provisions require 1 grain or fruit or fish or livestock or horse and makes 20 rations.


For example, your clan wants to make 500 Class A provisions.  This would require 25 Grain, 25 Fruit, and 25 Livestock or Fish.  Horses may only be used in the production of Class C provisions.


Example:
MAKE 500 A

or:

MAKE 500 A GRAIN,FRUIT,FISH


Cities can also make and store provisions.  In the case of a siege, or a long winter, rations will be consumed by the city populace, up to the maximum number of people protected by the fortifications.  Unless special actions are used, the surrounding populace will starve in the case of a long winter, or run off in the event of a siege.

::MODEMode
[Begin Mode]  [Argument]  [End Mode]  [Argument]

This action will change the current mode of the entire Clan, City, or Expeditionary Force.  Modes are used to set the overall activity of a clan.  See the discussion of Modes below for a description of the different types of modes.


A beginning and/or ending mode may be listed.  If a beginning mode is used, the MODE action must be the first action of the cycle, or it must be used immediately after embarking or disembarking.  If an ending mode is supplied, then that mode will be assumed after all other actions have been completed.


A Mode listed while on land or after disembarking must be a Land Mode.  A Mode listed at sea or after embarking must be a Naval Mode.

::MOVEMove
[Option]  [Argument]

The MOVE action allows you to move your clan from place to place and specify any special event handling while moving.  The following options are available:

CONDCond
[Conditional]  [Argument]

This option sets up your movement conditional.  Possible conditions are:

AVOIDAvoid
Avoid the encounter.

CAMPCamp
Make camp.

DISEMBARKDisembark
Clan disembarks.

EMBARKEmbark
Clan embarks.

FOLLOWFollow
[Direction]

Follow (road) in specified direction.

JOINJoin
March with group.

MERGEMerge
Expeditionary force rejoins clan.

MOVEMove
[Direction]

Move in a specified direction.

PAYPay
[Crowns]

Pay to pass roadblock.  (Specify maximum amount to pay.)

RETREATRetreat
Back up one sector.

SHADOWShadow
Shadow group.

STOPStop
The clan stops.

FORCEDForced
[Selection]

Begin or End forced march mode (land only) by specifying the appropriate keyword:

BEGINBegin
Start forced marching.

ENDEnd
Terminate forced marching.

ROADRoad
[Location]

This option will move your clan or expeditionary force one sector along a road to the new location.  The Location specified must be fully qualified (the province name is not required), i.e. it must include the Region and the X and Y sector coordinates as in "X-99-99-99".  The sector must also be one that you can move directly into along a road.

SEASea
TOTo  [Location]

This option indicates that you have chartered a ship and are moving along a Sea Route.  Except for the fact that you may only follow defined routes across the water, this is identical to the MOVE ROAD option above.  Use the MOVE SEA EMBARK option to begin your voyage (and be charged automatically) and the MOVE SEA DISEMBARK to end your Sea Route movement.

SEASea
DISEMBARKDisembark  [Location]

This option is used to end your Sea Route charter.  You may disembark at any port at which you "stop" (location not required) or at any land sector along your route adjacent to your current location.

SEASea
EMBARKEmbark

This option pays your Sea Route charter fee and starts you on your way.  Use the MOVE SEA option to specify the route you will be taking.

TOTo
[Location]

This option works just like the MOVE ROAD option above, except that it is capable of moving across country without the benefit of roads.  If moving in a sector containing a road, the clan will avoid it.

TRIGGERTrigger
[Trigger]

This option sets up your movement conditional trigger.

ATTACKEDAttacked
If Attacked by any other force.

BLOCKEDBlocked
If travel is Blocked (as in a Roadblock or an incompatible terrain type).

CLANClan
[Clan]

If encountering a specific Clan you name (or one of its EF's).

FACTIONFaction
[Faction]

If encountering any group from a particular Faction.

SCOUTEDScouted
If Scouted by another force.

SHADOWEDShadowed
If Shadowed by another Clan.

TERRAINTerrain
[Terrain]

If encountering any specific terrain feature (such as ROAD, CITY, VILLAGE, GRASSLAND, etc.).

::NAMEName
[Who]  [Name]

This action can name your clan's leader and followers.  Virtually anything may be used for a name and will make the turns more interesting.  For "who", you may specify:


ALIASAlias

To indicate your alias name.

LEADER

For your clan leader.

FOLLOWER1
For your first follower.

FOLLOWER2
For your second follower.

FOLLOWER3
For your third follower.


::NUNITNunit
[Unit #]  [Option]  [Argument]

This action will allow a clan leader to perform any of several Options on the naval units that are under their command.  It is important to realize that this action deals only with the ships in your clan, not with the retainers.  Options are explained below.  The argument varies by the Option performed.


Unit number must be zero through nine.  If you wish to perform the same Option to all of your units (where permitted), use the CLANClan Action.

COMMANDCommand
[Who]

This will assign your Clan Leader or a Follower to command this unit.  "Who" may be:

LEADERLeader

FOLLOWER1Follower

FOLLOWER2

FOLLOWER3


Example:  NUNIT 3 COMMAND FOLLOWER1

Will place your first follower in command of naval unit 3.

DISBANDDisband

This will release the ships in this unit, allowing them to disperse into the general economy.  No clan unit may be aboard.


Example:  NUNIT  1  DISBAND

Will cause naval unit 1 to disband.

DISEMBARKDisembark

The unit will disembark from the ships and form up on land under normal land combat unit orders listed on the Turn Sheet.  If the whole force does not disembark, an expeditionary force will be created.  One of the units must therefore have a follower in command.  If the unit containing the clan leader disembarks, but not the entire force, the remaining naval force will become an expeditionary force, and at least one follower must be with it to command.

JOINJoin
[Quantity]  [Ship Type]

This action will move ships that have not been assigned (shown on your Turn Sheet as Unassigned) to a naval unit.  If the unit exists, the unassigned ships requested will be added to the number of ships in the unit (the type should be left out).  If the unit does not exist, the ships will be added, thus creating the unit (the ship type is required here).

Possible ship types are:

PINNACEPinnace

LONGSHIPLongship

SLOOPSloop

BARQUEBarque

FLYNTFlynt

GALLEONGalleon

MERCHANTMANMerchantman

FRIGATEFrigate


Example:  NUNIT 9 JOIN 2

Will take 2 ships (of the same type as are currently in unit 9) from your unassigned pool and add them to unit 9.

MERGEMerge
[Unit #]

This action will merge the second unit provided into the first.  Both units must have the same ship type.  You may not merge two naval units that both have land units on board.


Example:  NUNIT 4 MERGE 5

Will cause unit 5 to merge into unit 4.  Unit 5 will cease to exist.

NAMEName
[Name]

To give a unit a name.  This is done to enhance your enjoyment and is not a requirement.  Unit names are used on the combat reports.  You may not name assigned fleets (regiments).


Example:  NUNIT 4 NAME Wolf Pack

This will change the name on unit four to "Wolf Pack".

ORDEROrder
[Order]  [Argument]

This will change a unit's naval orders.  See the discussion of Orders below for a description of the different types of orders.

SPACINGSpacing
[Interval]

This option changes the spacing of the ships in a unit.  You may wish to command that your ships assume half spacing (tightest formation), normal spacing, double spacing or triple spacing (widest formation).  Spacing affects the interval between ships in the formation.


If no spacing order appears, the umpire/computer will assume normal spacing.  If you are just starting out, leave this one alone until you get used to the feel of combat.  Your choices for "interval" are:

HALFHalf
Half spacing.

NORMALNormal
Normal spacing.

DOUBLEDouble
Double spacing.

TRIPLETriple
Triple spacing.

SPLITSplit
[Quantity]  [New Unit #]

This action will take the specified quantity of ships out of the unit and create a new unit with them.  You must have sufficient capacity remaining to handle the retainers and cargo assigned to the unit or this action will fail.


Example:  NUNIT 3 SPLIT 3 4

This will cause three ships from naval unit three to form a new (empty) naval unit four.

SWAPSwap
[Unit #]

This action will allow you to rearrange your units.  It does not affect the unit, it simply exchanges one unit for another.  If you swap with a unit not in use, the unit is still renumbered and the other unit becomes empty.


Example:  NUNIT 4 SWAP 9

This will cause everything associated with unit 9 to move to the unit 4 slot and everything associated with unit 4 to move to the unit 9 slot on your report.

::PAYPay
[Option]  [Who]  [Amount]

This action may be used to manipulate various forms of payments.  Options are:

BONUSBonus
[Amount]

This action will pay a bonus to your retainers.  This amount will be spread out evenly between them.  The "who" argument is not needed for this option.

RATERate
[Who]  [Amount]

This action will allow you to set the pay rate for various forms of manpower.  Your payroll will be equal to this number multiplied by every member of "who".  For a clan you would use RETAINERSRetainers.  As a city leader, this action will allow you to set the pay rate for the various other types of manpower available to you.  The amount is the pay rate per cycle per individual and need not be a whole number.  "Who" may be defined as:

ADMINAdministration

CONSTConstruction

GUARDSGuard

LOGGINGLogging

MAINTMaint

MININGMining

QUARRYINGQuarrying

RETAINERSRetainers

SOLDIERSSoldier

::PROCESSProcess
[Option]  [Time Limit]  [Instructions]

You may elect to have the cycle processed at the same time as that of another character.  You may also elect to place your character under the temporary control of another player while you are on vacation.  You may wish to subordinate your clan to a large plan submitted by another player, such as in a coordinated siege.  These options are:

CONTROLControl
Another player may send in actions for your character, and he will receive the results as well.  You must place a time limit on this to a maximum of 6 cycles.  The controlling player may note on the Action sheet when your command should be resumed (ahead of the scheduled time limit).  Charges for these turns are debited from the account of the controlling player, not that of the owning player, unless specifically noted to do otherwise on the PROCESS CONTROL action.

HOLDHold
Hold the cycle for whatever is listed - action with another character, a reward from another character, etc.  Your cycle will be held until the qualifications you list are met and then processed.

SUBORDINATEDSubordinate

You may subordinate your cycle to a plan submitted by another player (please indicate the Position #).  In this case your cycle will be held until all of those listed in the plan are received.  Any actions specified before the PROCESS SUBORDINATE action will execute normally.  The cycle will then be held for the specified Time Limit for the plan to be executed.  The plan will specify Modes and Orders for your units to assume when the plan begins operation.  It is not necessary to pre-set your own unit Orders for use by the plan.


In a complex situation, one player may be selected by several others to write some sort of battle plan for all forces involved.  If you subordinate to the plan you must send a copy of that plan along with the cycle.  
As the plan executes, you will receive cycle results as before and must send in an Action sheet just as if you were operating normally, even though you elect to continue subordination to a plan.  Thus, if a battle involved three cycles and you were subordinated to some battle plan, you would receive three Turn Sheets and would have sent in three Action sheets, each with the PROCESS SUBORDINATE action specifying the plan (you do not need to send in additional copies of the plan unless it changes).


You may elect at any time to resume control of your clan by not including the PROCESS SUBORDINATE action on your new Action Sheet.  If your turn is still waiting at the end of the Time Limit you specified above, then and only then will an alternate set of actions be performed.  These alternate actions are listed after the PROCESS SUBORDINATE action and may be used to take other action with the remainder of your turn in case the plan does not occur as expected.  Be warned:  This "alternate plan" facility is blind and if used in a major combat situation could have devastating results.

WITHWith
Process with another character - give the character's name and Position #.  Your cycle will not be processed until that clan's cycle is processed.

::PURCHASEPurchase
[Ship type]  [Quantity]  [Bid]

This action will effectively bid on the construction of ships whenever you are in a city that has a port.  The ship(s) you ordered will be constructed in your name and made available to you upon its completion.  Shipyards will order the purchases by price and add them to the list of ships on order.  Not supplying a bid is the same as bidding the minimum price for that type of ship.  The estimated completion date of your ship(s) will be shown on your Turn Sheet.  Possible ship types are:


PINNACEPinnace
LONGSHIPLongship
(Barbarian Ports only)

SLOOPSloop
BARQUEBarque
FLYNTFlynt
GALLEONGalleon
MERCHANTMANMerchantman
FRIGATEFrigate

::REGIMENTRegiment
[Regiment #]  [Option]  [Argument]

This action will allow a Clan or City Leader to perform any of several Options on the regiments that have been assigned to their command.  Options available to Regiments are explained below.  The argument varies by the Option performed.

CVR
[Code Word]

Request that a City Visitor Report be obtained.  If a correct "Code Word" is supplied, then you will receive a Black Market Report instead of a regular CVR.

ENTEREnter

The regiment will enter the city in the current sector in order to interact with that city.

EXITExit

The regiment has completed its tasks in the city and will leave the city and reform outside city walls where it will rendezvous with the clan or expeditionary force.

ORDEROrder
[Order]  [Argument]

This will change a regiment's orders.  See the discussion of Orders below for a description of the different types of orders.

SPACINGSpacing
[Interval]

This option changes the spacing of the men in a regiment.  You may wish to command that the men assume half spacing (tightest formation), normal spacing, double spacing or triple spacing (widest formation).  Spacing affects the interval between men in the formation.  A dense formation has some advantages in the attack as well as some drawbacks.  A spread-out formation works better in woods and rough terrain.


If no spacing order appears, the umpire/computer will assume normal spacing.  If you are just starting out, leave this one alone until you get used to the feel of combat.  Your choices for "interval" are:

HALFHalf
Half spacing.

NORMALNormal
Normal spacing.

DOUBLEDouble
Double spacing.

TRIPLETriple
Triple spacing.

::SELLSell
[Item]  [Quantity]  [Price]  [Code Word]

This action will sell something from your stockpile (or warehouses if a city position) to the city market.  The Item is the item you wish to sell, the Quantity is the amount you wish to sell and the Price is the "Take no less than" price for the item.  If you must sell the items, use "BEST" to sell at any price.  The price is always assumed to be the quantity one price and will be multiplied by the quantity actually sold.  If a correct "Code Word" is provided, the sale will be made to the Black Market.

::SPYSpy
[Who]  [Risk Level]

The spy action is for use while in the city and given only to a follower.  "Who" specifies the follower to do the spying and is listed as:


FOLLOWER1Follower

FOLLOWER2

FOLLOWER3


There are three levels of spying:

1
Level 1 entails the most risk.  The follower attempts to gain information on the city defenses.

2
At level 2 the follower attempts to gain information on the politics and city layout.

3
Level 3 has the least amount of risk involved.  The follower looks for any information generally available, but without putting himself at risk.

The risk is that your follower will be caught, wounded or killed.  If your follower is caught he will be held in jail until the City Leader decides his fate.  If more than one follower is given the same assignment, the chances of gaining valuable data are more than doubled, but so are the chances of getting caught.

::TASKTask
[Option]

This action is used to help automate the operation of performing standard tasks.  There are several options which may be used (detailed below), each with its own list of additional criteria which must be supplied.

ACCEPTAccept
[Task #]

Accept the responsibility for performing the task as stated.

CANCELCancel
[Task #]

At some time after accepting a task, this will indicate that you are no longer able to fulfill the terms of the contract and wish to cancel it.  It would be wise to avoid cancelling accepted tasks as much as possible.

COMPLETEComplete
[Task #]

To indicate that a particular task has been completed as specified and that you desire payment for same.  If verification was not required, you will be paid immediately (to your Bank Account).  If verification was required, then the author of the task will be notified and required to approve payment by means of using this same Action.

OFFEROffer
[Who]  [Crowns]  [Retainers]  [Influence]

This will offer a task to a particular clan for a particular reward.  Use of this option requires a special action listing the short and long descriptions of the task.  It may also be used to list any optional information such as verification requirements, regimental assistance offered, etc.  This option is normally handled with a 3x5 card, but is provided as an alternate method for simple task handling.  Also see the discussion of 3x5 Cards in the POLITICS section for more details on offering a task.

REJECTReject
[Task #]

Indicate that you are not interested in the task and it should be removed from the system.

REQUESTRequest
[Who]  [Title]

Send a brief message to a Clan or City Leader at your location to request a task fitting some generalized criteria.

::TRANSFERTransfer
[Item]  [Quantity]  [Position #]

This action will transfer the items specified to another position in the game.  Both positions must be in the same location.  (This action cannot be used on a newly created EF because it has not yet been assigned a position number.  Use the EF TRANSFER Action instead.)  Items can include all of the standard stockpile commodities and the following special items:


CROWNSCrowns

A PROVISIONSProvision

B PROVISIONS

C PROVISIONS

SPECIAL CARGOSpecial Cargo

UNASSIGNEDUnassigned

::UNITUnit
[Unit #]  [Option]  [Argument]

This action will allow a clan or City Leader to perform any of several Options on the units that are under their command.  Options are explained below.  The argument varies by the Option performed.


Unit number must be zero through nine.  If you wish to perform the same Option to all of your units (where permitted), use the CLAN Action.  In the case of Cities, you may use the keyword GUARD in place of the unit number in order to issue the city guard orders.

COMMANDCommand
[Who]

This will assign your Clan Leader or a Follower to command this unit.  "Who" may be:

LEADERLeader

FOLLOWER1Follower

FOLLOWER2

FOLLOWER3


Example:  UNIT 3 COMMAND LEADER

Will place your Clan Leader in command of unit 3.

CVR
[Code Word]

Request that a City Visitor Report be obtained.  If a correct "Code Word" is supplied, then you will receive a Black Market Report instead of a regular CVR.

DISBANDDisband

This will disband a unit, returning all men to unassigned and all weapons to the stockpile.


Example:  UNIT  1  DISBAND

Will cause unit 1 to disband.

DISMOUNTDismount

This action will turn the cavalry back into infantry.  Expect the unit's status to drop for a while.

EMBARKEmbark
[Naval unit #]

The unit will embark on the ships and form up on sea under normal naval combat unit orders listed on the Turn Sheet.  If "naval unit #" is not listed, then the unit will embark on the same unit number as their last naval assignments.  If they had no previous assignment, or such an assignment is impossible, then the action will be ignored.  If the whole force does not embark, an expeditionary force will be created.  One of the units must therefore have a follower in command.  If the unit containing the clan leader embarks, but not the entire force, the remaining land force will become an expeditionary force, and at least one follower must be with it to command.

ENTEREnter

The unit will enter the city in the current sector in order to interact with that city.

EQUIPEquip
[Armament]

This will equip or re-equip the unit in question.  You must have enough weapons in stockpile to equip your men.  If you do not have enough weapons, every man short a weapon will return to unassigned.


Example:  UNIT 5 EQUIP HI

Will equip (or re-equip) the retainers in unit 5 as heavy infantry.

Armament Codes:


LI
Light Infantry

MI
Medium Infantry

HI
Heavy Infantry

LM
Light Missile

MM
Medium Missile

HM
Heavy Missile

EXITExit

The unit has completed its tasks in the city and will leave the city and reform outside city walls.  It will rendezvous with the rest of their clan or expeditionary force if they are not all together.

JOINJoin
[Quantity]  [Armament]

This action will move men that have not been assigned (shown on your Turn Sheet as Unassigned) to a unit.  If the unit exists, the unassigned men will be equipped the in same way as the unit (the armament type will be ignored) and added to the number of men in the unit.  If the unit does not exist, the men will be added, thus creating the unit, but the armament  type must also be specified.  Do not attempt to change a unit's armament type with this action.


Example:  UNIT 9 JOIN 45

Will take 45 men from your unassigned pool and allocate them to unit 9.  The armor class will remain the same and the new men will be so equipped.

MERGEMerge
[Unit #]

This action will merge the second unit provided into the first.  If the merged unit has the same armament type as the first, unit status will not be affected.  If it does not, the unit will be re-equipped, and then merged.  This will adversely affect unit status.


Example:  UNIT 4 MERGE 5

Will cause unit 5 to merge into unit 4.  Unit 5 will cease to exist.

MOUNTMount

This action will turn the unit into cavalry.  Expect the unit's status to drop for a while.  It is even possible to see an increase in morale as others watch them learn to ride.

NAMEName
[Name]

To give a unit a name.  This is done to enhance your enjoyment and is not a requirement.  Unit names are used on the combat reports.  You may not name assigned regiments.


Example:  UNIT 4 NAME Shadow Soldiers

This will change the name on unit four to "Shadow Soldiers".

ORDEROrder
[Order]  [Argument]

This will change a land unit's orders.  See the discussion of Orders below for a description of the different types of orders.

SPACINGSpacing
[Interval]

This option changes the spacing of the men in a unit.  You may wish to command that your men assume half spacing (tightest formation), normal spacing, double spacing or triple spacing (widest formation).  Spacing affects the interval between men in the formation.  A dense formation has some advantages in the attack as well as some drawbacks.  A spread-out formation works better in woods and rough terrain.


If no spacing order appears, the umpire/computer will assume normal spacing.  If you are just starting out, leave this one alone until you get used to the feel of combat.  Your choices for "interval" are:

HALFHalf
Half spacing.

NORMALNormal
Normal spacing.

DOUBLEDouble
Double spacing.

TRIPLETriple
Triple spacing.

SPLITSplit
[Quantity]  [New Unit #]

This action will take the specified quantity of men out of the unit and create a new unit with them.  The new unit must not currently exist or have the same armor class as the unit the men are being taken from or this action will fail.


Example:  UNIT 3 SPLIT 30 4

This will cause thirty men from unit three to form a new (empty) unit four, or join with an existing unit four if they have the same armor class.

SWAPSwap
[Unit #]

This action will allow you to rearrange your units.  It does not affect the unit, it simply exchanges one unit for another.  If you swap with a unit not in use, the unit is still renumbered and the other unit becomes empty.


Example:  UNIT 4 SWAP 9

This will cause everything associated with unit 9 to move to the unit 4 slot and everything associated with unit 4 to move to the unit 9 slot on your report.

:Mode Descriptions
ModeDescription

AMB
Ambush Mode:  You hide your train, deploy your forces with orders like Attack Train or Ambush, and specify in the combat conditional and combat trigger what kind of target you are getting ready to attack.  You cannot forage or move during this mode and scouting and patrolling are limited to actions within the occupied sector.  Too much patrolling and scouting can give the game away.  If you surprise your target you have a strong advantage.  If your retainers are inexperienced, any force might set off your trap.  If you are attacked while in the ambush mode, you are at a moderate disadvantage.  You have 1000 movement points for non-movement activities.

ATK
Attack Mode:  You plan to attack someone (you can list the target/targets with the Combat Conditional and Combat Trigger).  In the attack mode, your units will attack the target in accordance with the orders you give to the units.  Your force is not very maneuverable and it may be wise to advance to combat in a different mode before entering Attack Mode and engaging in combat.

Naval:  The fleet will attack any target listed with the Combat Conditional and Combat Trigger.  The attack mode requires all combat-capable ships to execute the naval orders assigned to the units.  The attack mode concentrates all forces upon the enemy.

BLK
Blockade:  The fleet will execute a blockade preventing all transport through the current sector.  Since the target of a blockade is usually the area surrounding a port, this is used to prevent ships from entering or exiting the port.  The BLK mode can be modified to stop only certain types of sea movement.  This is done by using one of the following arguments indicating what you wish to blockade:

ALLAll
Blockade all

COMMERCECommerce
Blockade only commercial vessels.  This stops NPC commercial vessels and reduces the economic activity in a city.

MILITARYMilitary
Blockade only military vessels.  This stops all clan forces.

CCM
Control City Mode:  This mode is for use when you desire to attempt to control the city (you want to receive the city turnsheets and run the city as your own).  You have two ways to attempt to do this.  One way is to try and rally the support of the people and organizations of the city.  You may try to do this overtly or covertly.  If you overtly woo the people and the organizations of the city, there is a greater chance that the city will follow you.  However, the City Leader will be made aware as soon as you try.  If you try to swing the population and organizations of the city to your side covertly, you stand only a 30% per cycle of the City Leader finding out.  Needless to say, the city is slower to respond.  The second way to take over the city is to use force if necessary.  The clan must take control of the market place, city administration, city command structure, and main gate.  Individual units must be assigned to these tasks.  Combat of some sort is bound to occur.  When writing this mode, it must be followed with an argument to tell how you are attempting to control the city.

COVERTLYCovertly
Control city by rallying support covertly

FORCEForce
Control city by force

OVERTLYOvertly
Control city by rallying support overtly

Some things to consider are the strength of your Faction in the city and if the city is in some sort of crisis.  1000 movement points are available in this mode.  Use of this mode should be accompanied by some sort of plan of action which describes your clan's actions in the city.

CMP
Camp Mode:  You camp in the current sector.  You may scout and forage, but may not move.  Your readiness is normal but you have unhitched your horses from the wagons and built a crude breastwork.  You are moderately secure from surprise attack.  Camp mode does not take defensive measures to the extreme that Defend Mode does but it is easier to adopt after movement.  You have 1000 movement points in this mode for non-movement actions.

CNS
Construction Mode:  In this mode it is assumed that your entire clan is building something.  All units will be considered to have the order "BLD", so it is not necessary to issue orders to each individual unit.  No movement is allowed when the CNS mode is selected.  1000 movement points are available for construction.  See the section on CONSTRUCTION.

CON
Convoy Mode:  In this mode you are providing the maximum protection for your train but are not deployed for a battle.  Your units should have orders which assign them to protect the train, screen, form main body, and rear guard.  Your troops may scout and forage as normal.  Your rate of advance is limited only by your mobility.

CTY
City Mode:  Selection of this mode optimizes your organization for the opportunities and dangers of a visit to the big city.  All of your retainers are reminded of their duty to be on guard for treachery, and to keep silent about plans, etc.  This mode is for use when you intend to stay one full cycle in the city.  Use it when beginning and ending the cycle in the same city.  There are 1000 movement points available in this mode for non-movement activities.

DEF
Defend Mode:  In this mode you are deployed for a fight.  Your train is unhitched from the horses and deployed defensively, as are your siege engines.  You have dug a shallow ditch and thrown the earth up into a crude breastwork, topped it with a stockade.  This is a good mode to enter if you expect an attack from a superior force.  You cannot really exert control of a large area and offensive operations are fairly limited.  It takes time to build your fortifications.  Your object is to meet an impending attack.  You may not forage or scout.  Your speed of advance is zero.  1000 movement points are given in this mode for non-movement actions.  However, the building of the camp will require mancycles so remember to assign build orders to enough units.  See the section on CONSTRUCTION for more information on Field Fortifications.

Naval:  The fleet will deploy itself in its best defensive formation and remain in place.

DFC
Defend City Mode:  This is for use when you are in a city and you wish to aid in its defense.  The most common unit orders will be "reserve" orders, but there are some specific orders such as "defend walls", (DFW/#) and others are listed later in the section on Unit Orders.  1000 movement points are available in this mode for non-movement actions..

FLD
Field March Mode:  In this mode you are battle ready but undeployed.  Reaction to an attack is quicker than if you are in TRV or OPN mode.  While you may not forage, your rate of advance is not hindered.  Continual selection of this mode will tire your troops and eventually take the edge off their vigilance.

FOS
Form Square Mode:  A clan in this mode expects to be attacked and overrun by numerous enemies.  A square has four faces.  At least one unit must be assigned to each face use commonsense to judge whether some sides require more than one unit to make up the numbers, (the SPC order can help here).  Facings are N for North, E for East, S for South and W for West.  All other units are inside the square and may have any orders.  Movement is at the Attack Mode Rate.  See the FOS unit order for more information.

HRS
Harass:  This mode will cause a clan's screens to make small attacks and thrusts at enemy clans listed in the Mode's argument.  Use of Mounted Light Missile as screening forces is highly recommended if you intend to use this mode.  These attacks break off as soon as the enemy is seen to react.


Naval:  The fleet will make small attacks and thrusts at sea forces listed in the Mode's argument.  Regardless of enemy reaction, the little attacks break off as soon as the enemy is seen to react.

MAL
Maximum Alert:  This mode is usable by cities only.  The walls are defended by about 50% of your men.  An additional 20% are patrolling just outside the city but still in the sector.  The rest are resting.  In this mode, people of the city are expecting trouble.  Business falls off and tax revenues decline.  City efficiency begins to decline.  The chance of being surprised is very small.

MTL
Martial Law:  This mode is usable by cities only.  This mode directs the city soldiers and city guards to place the city under martial law.  Gate guards are increased, patrols in the city are increased.  The walls are defended by about 40% of the city soldiers and an additional 10% are patrolling just outside the city.  The City Leader has the highest protection possible.  Entry and exit movement costs are doubled.  The city crisis index declines by .1 for each cycle under martial law.  Martial law can be declared at any time.  Martial will be necessary when the Faction of the City Leader is not the Faction in the city with the most influence.

NOR
Normal:  You are not on any alert.  Your troops may scout and forage as normal.  Your rate of advance is limited only by your mobility.  This is the mode good for resting the retainers.  It has the least chance of being interpreted as hostile.  If no mode is listed on the Action sheet or an incorrect mode is listed, you will be placed in NOR.

City:  The walls are defended by about 10% of your men.  An additional 10% are patrolling just outside the city but still in the sector.  The rest are training, relaxing, working, etc.  The chance of being surprised is moderate.

Naval:  The ships of each unit travel roughly together but maintain enough distance for safety of navigation.  This is the safest means to sail your ships since the distances and relative positioning is open to the sailing crews to determine.

PCY
PiratePiracy:  The fleet will attempt to capture all local shipping, or remove the cargo from such ships and boats as they encounter.  The Combat Conditional and Combat Trigger may be used to aid in target selection.

POR
Port Call:  The fleet will sail into a city port so that the clan can visit the city.  All units retain their sea orders and new orders need not be written.  All units will visit the city as specified in the Mode action.  The acceptable specifications (arguments) are:

DFC
Defend city - All units join in the city defense.

MRR
Maximum rest and relaxation.

NRR
Normal rest and relaxation.

ROS
All units remain on ship except for market actions.

PTR
Patrol:  The fleet will patrol the adjacent sea sectors looking for an engagement against the target listed in the Combat Conditional and Combat Trigger.  This mode is best used against merchant shipping, or small naval forces of other clans.

PTS
Protect Shipping:  The fleet will disperse into unit-sized forces  (each unit stays together) and will attempt to protect shipping from pirates.  Units may be exempted from this mode by ordering them to remain with the main fleet, or at anchorage.

RAI
Raid:  The fleet will attempt to destroy ships in the harbor of a city.  The RAI mode will cause the fleet to commit all forces to the attack, but unlike attack, the fleet has limited objectives, and those objectives are the quick destruction of the target followed by a withdrawal to at least one sector away from the target.  To designate a specific target, use the Mode's argument.  A raid sector need not be adjacent to the start sector of the fleet.  Acceptable targets are enemy fleets, or city harbors.

RDB
Roadblock Mode:  This mode establishes your retainers across a road with the option of exacting tribute, halting commerce, or stopping movement of selected characters or Factions.  The selection of these options is indicated on the combat option line found below the mode line.  Your forces may forage or scout as desired.

COMMERCECommerce
For COMMERCE stops all road traffic in the sector on the road that it is set up on.

MOVEMove [Who]
For stopping MOVEMENT of a selected character or Faction.  You must state who will be stopped as part of the argument.

TRIBUTETribute
For TRIBUTE will get you about 5% of the Imperial Crowns of any player or computer-run traffic that passes through the sector on this road.


This mode can get you into a stiff fight with both player and computer-run forces.  It is best to use this mode when you are moderately strong.  You have 1000 points for use in this mode for non-movement activities.

REF
Refuse Mode:
In this mode your units are fully deployed for a battle they do not want.  Their goal is to intercept any scouts prior to their detecting your main body and to break away without engaging in combat.  An enemy attempting to attack would have difficulty forcing an attack.  No scouting or foraging is possible in this mode.  Your screen will attempt to kill any scouts that get too near to the main body.  To force you into a battle, the enemy will need greater mobility and number of retainers.  In this mode you have movement points as if you were in the Attack Mode.  You are allowed to move one sector per cycle while in this mode.

SAL
Sally Mode:  This mode concentrates your forces for a quick attack on the enemy laying siege to the city.  You must also indicate the direction, 1-8, that you intend to go.  You attack at night or day with the goal of destruction of siege equipment, clearing debris from the moat, killing as many retainers as possible, or hitting the train of the enemy.  Movement points are the same as for the attack mode.  This mode is not usable by cities.


If you use the escape option, your wagons will be loaded and all your retainers readied to move as fast as possible.  All units participate in a violent attack on the enemy along a narrow front (so assign appropriate unit orders).  The violence, surprise and density of your attack are your advantages.  Drawbacks are heavy losses to possessions, especially livestock, and possible heavy manpower losses if you are forced back into the city.  If you choose to escape, be sure to include ESCAPE in the argument.  The following options are available as arguments (the DAY or NIGHT option may be combined with another option as in NIGHT SIEGE):

DAYDay
Sally in the daytime.

ESCAPEEscape
Sally with the intent of escaping.

NIGHTNight
Sally in the nighttime.

RETAINERSRetainers
Sally against retainers.

SIEGESiege
Sally against siege equipment.

TRAINTrain
Sally against the train.


Naval use:  This will cause a naval clan to attempt to run a blockade if using the escape option.  Otherwise, only the DAY and NIGHT options are valid.  Naval forces always attack blockading ships.

SGE
Siege Mode:  You may elect to lay siege to a city rather than directly attack it.  In this mode you must be in the same sector as the city, but outside the walls.  You must specify which of the numbered walls you are facing.  You may cover more then one wall, but the walls must be contiguous.  There are eight walls, numbered from 1 to 8.  You may not move during the cycle.  No traffic will be allowed in or out of the city through the wall sections that you are laying siege to.  One unit may be used for scouting and one unit for foraging.  The rest may be ordered to make heavy siege equipment or given other orders.  If the city attempts a sally or a sortie, they will engage your forces.  The siege will not be effective unless all eight walls are besieged by other forces in siege mode.  Finally, any forces moving to enter the city will be attacked.  1000 movement points are allowed in this mode for non-movement activities.

Big projects such as laying siege to cities require the active co-operation of several characters.  To help co-ordinate these efforts, the following procedures should be followed:

Combat actions which involve several characters in a coordinated effort should submit a plan.  Included in the plan should be the name of the character in charge of the action and a detailed description of what the other forces are assigned to do.  This description should include modes and orders for all forces involved.  Siege operations can be difficult to accomplish.  Your forces are commanded by a character and followers who have various degrees of experience.  Once set in motion by a detailed plan or by modes and orders, they will exercise a degree of common sense.  You do not need to write detailed common sense orders.

City use:  At this point the economy comes to a halt.  The city is closed.  All defenses are manned.  The ability to conduct offensive or defensive operations is at its highest.  Food and all material in the city is conserved.  Pay for city personnel is suspended.  Non-combatants have been organized for damage control, fire fighting, first aid, and as supply carriers, messengers, food and water distribution and control,  and the like.

SUP
Support:  The fleet will lend such support as it is capable of to land forces adjacent to the sea sector where the fleet is located.  Ships with siege weapons can participate in land engagements where those engagements take place within range of the fleet weapons.  For land units to camp within range of sea support or to form up within the support range of ships special notation needs to be made on the Action sheet.

SWP
Sweep:  The fleet will expand its formations to the maximum extent possible in order to intercept a particular target or type of shipping listed in the Mode Action.  If the clan has just a few ships, this will not be too effective.  A large fleet can effectively locate the target as it moves through a sector and stop for an engagement.  This differs from the attack mode in that the formation is much more spread out and coordinated action is more difficult.  The advantage of the sweep is that, with sufficient forces, you have a much better chance of locating the enemy.  Once located, your forces concentrate and engage.  If your target is powerful, your sweep mode will confer an initial advantage to the enemy and indeed, the target may be able to cut through your sweep without allowing you time to concentrate your forces for the engagement.  When used against a weak enemy or against merchant shipping, the sweep can sink or looting a much larger number of ships.  An effective sweep should have a minimum of 10 ships.  Beyond the minimum number of ships, the sweep becomes more effective and less vulnerable to attacks, or breakthroughs.

TRA
Trail Mode:  In this mode your clan is attempting to trail another clan or organization.  Every clan or expeditionary force leaves "traces" of its movement through a sector.  A unit assigned scouting orders may pick up this trail.  You may attempt to trail any trace that you pick up.  To do this you must have at least one unit assigned scouting orders.  This unit will look for traces of the clan that you are trailing.  Your clan will continue to trail the target organization or clan as long as it can.  In this mode you have movement points as if you were in the convoy mode.  This differs from the use of the movement conditional "shadow."

TRV
Travel Mode:  This is the same as the convoy mode, but the goal is to get the maximum use of the road.  This mode leaves you a little more open to attack than the convoy mode.

:Order DescriptionsOrderDescription

ANC
Anchor:  The fleet lays at anchor.  This can be useful for a defend mode.  It is also useful for loading and unloading while adjacent to land.

AMB
Ambush:  Unit(s) assigned this order attempt to use the natural cover of the terrain to wait for the enemy.  If you want to ambush a specific enemy, use the order's argument to name the target(s).

ARS
Arrest:  This order is followed by a clan or character name or Faction.  The unit receiving the order will do their best to arrest the target specified without interrupting city activity in any way.

ASB
Attack Ships By Boarding:  The unit will close with the enemy, grapple, then board.  Your troops will board the enemy ships and fight hand-to-hand to take control of the ships.

ASF
Attack Ships By Fireship:  The unit will consolidate its forces into as few ships as possible, convert the remaining to fireships and send them at the enemy in order to try to catch their ships on fire.  If the units does not have excess ships, that is to say, if there is insufficient capacity to allow the removal of at least one ship from the unit, the order will be ignored.

ASL
Assault:  This order causes the unit to assault the wall of a city using all available heavy siege equipment (battering rams, siege towers, etc. not catapults).  The assault must be followed with a slash ("/") and the number of the wall to be assaulted.  The assault order may also be written with a "/SIEGE" option which specifies that siege engines are to be manned and used to assault the walls instead of a direct frontal assault.

ASM
Attack Ships By Missile Fire:  The unit will concentrate missile fire (of your troops) and of any siege weapons, on enemy ships.

ATT
Attack Train:  This order tells the unit to attack the enemy train.  When selected, the unit will wait for a breakthrough by your other units and will attempt to exploit that advantage to attack the enemy train.  If you have a flanking movement such as a sweep right, or perhaps an envelope right, and it succeeds, your ATT unit may take that route to get to the train.  In the event no breakthrough is accomplished, the unit will act as a reserve.


Naval:  Naval forces with this order will attempt to attack any cargo vessels with the enemy force.  Since all ships carry cargo, they will observe the enemy fleet and attempt to attack those ships that are holding back, or fleeing the conflict.

AVO
Advance Over Fire:  This tactic is for two or more units, one of which must be a missile thrower.  The units line up in a column, one behind the other.  The column closes in on the enemy until the missile throwers are in range.  Then the missile throwers fire into the enemy while the rest of the column passes through their ranks and, under the missile fire, engage the enemy.  This is a difficult tactic and requires experienced troops.

BDG
Bodyguard:  Any unit assigned to act as bodyguard for the clan leader will have this order.  The unit assigned BDG will stay with the clan leader at all times and will attempt to intervene in any combat or other threat which may jeopardize the clan leader.  Such a unit will not engage in any combat which does not directly threaten the clan leader, follower, or NPC they are assigned to guard and as such will not get involved in most battles.  Any unit continuously assigned as bodyguard will eventually have reduced effectiveness as a combat unit.  Very large units assigned as bodyguard may very well reduce the morale and loyalty of the other clan units.  The only exception to this are special regular regiments that form the elite guard of a few of the Factions' Senior players.

BKT
Breakthrough:  Units assigned this order are to attack the enemy in a column on a narrow front, with the sole intention of punching a hole through enemy lines and breaking through with a minimum of losses and a maximum of speed.  Possible uses are breaking through siege lines to relieve a city, getting through a road block, or making a hole for other units to attack through (such as those with an Attack Train order).

BLD
Build:  Unit zero is the most effective unit for building.  The more men/units assigned this order, the faster the project will be completed.  See the section on CONSTRUCTION.  You may also specify a construction project (1-3) that you wish this unit to assist on.

CLR
Clear:  Units assigned this order will attack the enemy screen, attempting to destroy it or force it to take shelter behind the enemy main lines.  After completing this task the units assigned will retire behind the main body to recover.  Clearing the enemy screen gives you an advantage of quicker movement before the enemy reacts and increases the ability of your screen to inflict damage to the enemy main body.  CLR is also available for Naval operations.

COV
Covering Fire:  Missile units assigned this order will give covering fire to the designated units.  For example, COV/4 instructs the missile unit to which it is assigned to give covering fire to Unit 4.

CUR
Courier:  Any unit assigned this order will act as courier between units and between forces in accordance with written plans or standard orders.  Use of courier orders will remove the unit from any use in combat for the entire engagement.  This order will help in situations where the battle plans are complex, there are many different clans participating together, or where the terrain makes normal communication difficult.  The size of the courier unit should be a minimum of 5 men per unit involved with the plan.  Courier units will not communicate outside the sector in which they are located.

DFW
Defend City Walls:  This order is for use in defense of the city by city units or by clans located within the city.  It must be followed by a slash(/) and the number of the wall defended.  Remember, there are eight walls, numbered 1 to 8, facing the adjacent sectors.  Wall 1 faces the north sector, wall 2 faces the northeast sector, etc.  One unit may be assigned up to four adjacent walls, such as DFW/7/8/1/2.  Units may not be assigned nonadjacent wall sectors such as DFW/1/3/5.  Not all of the men assigned to the walls will actually be atop the walls, forming a crowd and a tempting target.  They will commit to the wall as the battle and available space require.

EVL
Envelop:  Units assigned EVL close in on the main body of the enemy.  The direction is given by the following modifier as shown below.  If successful, your unit will attack the enemy mainbody on the flank.

EVL/L
Envelop Left:  Units on the left side of your mainbody assigned EVL/L will close and attempt to attack the right (opposing) side of the enemy mainbody from their flank.

EVL/R
Envelop Right:  Units on the right side of your mainbody assigned EVL/R will close and attempt to attack the left (opposing) side of the enemy mainbody from their flank.

EXP
Exploit:  This order causes the unit to remain behind the main body awaiting a decisive break in the fighting.  If, for example, the enemy main body was breached by an attack, the EXP units would attack the breach, trying to rout the entire enemy formation.  Another example:  supposing you order an envelopment which is successful, EXP units would try to pour around the flank trying to attack anything vulnerable.  One drawback:  EXP unit are not as good as reserves in responding to trouble developing within your own forces.  Also, if the enemy launches a counter-attack, it is likely to hit the EXP unit first.  EXP units should be able to move fast and have good leadership.

FEF
Fire on Enemy Forces Ashore:  For use by naval forces only.  The naval unit will attempt to attack those forces within range of its siege weapons.

FER
Feint Retreat:  Units ordered to feint retreat will advance until contact is made and then return to their starting position as if they are retreating.  The whole idea is to get the enemy to follow your supposedly "broken" troops.  This is a risky order and one that is hard to carry out.  Inexperienced enemy troops stand a chance of following you, losing their formation, and perhaps executing a Combat Advance option.

FFT
Fire on Fortification:  For naval units only.  The naval unit will close and fire upon any port city or other similar structure within its siege weapon range.

FMB
Form Main Body:  The unit(s) ordered to FMB will form the main offensive or defensive formation.  The main body carries out frontal assaults, defends against the main enemy effort, etc.  If you order more than one unit to FMB, they will assemble line abreast.  The strongest will be in the center unless a specific formation is specified.  To specify a particular line-up, use a slash(/) and one of the selections below:

FMB/CL
Column:  Units are in a column with the strongest unit first.  This formation can make short work of many defensive formations but makes your forces a much more concentrated target.

FMB/EL
Echelon Left:  The strongest unit is on the right, each succeeding unit to the left is weaker and further away from the enemy.  The right side of the line is strongest and closest to the enemy, and the left side is weakest and farthest.  This tactic can cause a larger, but less experienced, enemy problems.  The theory is to reduce the ability of the enemy to concentrate a superior force that has been arranged in a broad line.

FMB/ER
Echelon Right:  Reverse of FMB/EL.

FMB/SL
Strong left:  The strongest unit is on the left, weakest on the right.

FMB/SR
Strong right:  Reverse of FMB/SL.

FMB/VV
Vee:  Vee shaped formation with the wings closest to the enemy.  Strongest units are in the wings.

FMB/WG
Wedge:  The strongest unit is in the center with units on the flanks swept back to the right and left.

FOR
Forage:  This order is only to be used when there are insufficient provisions for your men.  If provisions are exhausted during the course of a normal cycle, your men will automatically collect sufficient forage to feed themselves for the current cycle.  If you will need to forage on the next cycle, one of your followers will notify you on the Turn Sheet.  You will be able to see the Forage Manpower Requirement on the Turn Sheet.  If you fail to order enough manpower to forage, the umpire will assign additional units (possibly removing retainers from other important duties).  Before you are able to forage, all provision, grain and livestock or fish supplies must be exhausted.  All foraged food supplies are converted directly into provisions.  The class of provisions is random and is modified by the type of terrain.  Continual use of this order will lead to a rapid degradation of the morale of your clan.  Naval units may not Forage.

FOS
Form Square:  Units with this order will form into infantry squares (each unit into its own square).  Not an offensive order, it is better suited for use against melee type situations or where cavalry charges are expected.  Any smaller-sized unit may be ordered to support the unit forming the square.  Such a unit will be inside the square.  Only one unit may be ordered to support each square.  In instances where no main body has been designated the unit ordered to form square will act as the main body though it will not advance against the enemy.


Note:  If you have selected the FOS MODE you must have four units assigned to form the square.  In this case you will use the FOS followed by a letter N, S, E, or W.  For example a unit with FOS would actually be a square itself.  A unit with FOS/E would be the east wall of a square when the clan was in the FOS mode.

FSH
Fish:  Land units may be ordered to fish on coastal or water sectors.  No other activity may be undertaken by this unit while fishing.  Yield of fish will be highly random, but will respond to the number of men fishing and the quantity of fish available in the area.  As a general rule, a good spot would yield 1 unit of fish for each 10 men assigned.


Naval:  The Naval units assigned are fishing during the line of sail.  This order will significantly slow your speed because of the movement points required.  Yield of fish will be between 10 and 20 units per ship assigned.

FSS
Fire Support For Shore Forces:  The unit will attempt to use its weapons to fire at any force attacking friendly forces.  Since the ranges are very short, these friendly forces need to be very close to the water.

GRD
Guard:  The unit assigned will guard the train both inside and outside the city.  A unit assigned to guard will automatically decide to circle the wagons, if necessary.  If attacked by raiders or other enemies, they will stay with the train and will fight only when the train is threatened.  The unit also tries to prevent the escape of prisoners (who show up on the Turn Sheet as special cargo) and guard the camp against the entry or exit of small groups or individuals.  At any given time, 50% of the unit is on duty.  The unit ordered to GRD will not get into combat except as a last resort.

City Use:  This order is a unit order for any unit of the city soldiers.  It must be followed by one of the following locations:

GRD/A
Unit guards administration buildings.

GRD/C
Unit follows visiting clans.

GRD/G
Unit guards main gate.

GRD/M
Unit guards the market.

GRD/O
Unit guards secular offices.

GRD/P
Unit guards City Leader palace.

GRD/R
Unit guards religious temples.

GRD/S
Unit guards the command structure (of administrationadministrators etc.)

GRD/T
Unit guards treasury.

Thus GRD/O is guard the secular offices.  You may assign up to three guard assignments per unit.  You could write GRD/M/A/R, which would require the unit to guard the market, administration buildings, and religious temples.

LOG
Logging:  Your unit has been assigned to fell trees for conversion into lumber.  Yields will be between 1 and 3 units of raw lumber per man assigned and finished on the site.  Depending upon conditions, between 50% and 80% of the raw lumber will become finished lumber.  The logging order costs 300 movement points and can be repeated in the same cycle if movement points are available.

LOT
Looting:  Your forces may loot the city of property belonging to enemy soldiers, the government, and leading citizens.  Little or no civilian casualties will be caused.  Your forces will be vulnerable to counter-attack from forces arriving to the battle late.  Further, your ability to recruitment retainers in the vicinity is greatly reduced.  Even if your forces were only a part of a large attack in which one of your allies looted, your forces would suffer the consequences as well.  This order is for use when attacking or sieging a city.  Exception:  Banner Religion, Barbarian, Bandit, and Pirate clans suffer little negative recruitment impact from looting.

MEL
Melee:  For naval units only.  The fleet places the cargo ships to the rear and charges headlong into the enemy positions without regard to formation.  Units do not execute any orders save for making every effort to close with and attack enemy forces listed in the Mode's argument.  The melee has the advantage of ferocity, and its unplanned and unpredictable nature can throw the enemy into confusion.  Also, a melee can work the other way and drastically reduce the effectiveness of the attack.

MIN
Mining:  You are using the units designated to mine a particular location.  The units assigned to mine will produce between 1 and 3 units of metal ore each cycle per man assigned.  It is refined to finished metals at a rate of 30% to 50% of the raw ore.  The metals are added into your stockpile.  It will frequently be necessary to prospect in order to find a suitable mining location.  The mining order costs 300 movement points and can be repeated in the same cycle if movement points are available.

MRR
Maximum Rest and Relaxation:  Units given this order may enjoy the city in any way they desire.  This order is a morale builder.  The units given this order do not fully recover for one cycle.  This may be indicated by your status being lowered by one letter.  They are not completely incapacitated, just a little hung over.

MSE
Man Siege Engines:  This order directs the unit to assemble and man either the light or medium siege engines.  Use a "/L" or "/M" suffix to determine which will be the case.  MSE/M means that the unit will man the medium siege engine.  MSE without a modifier will mean that all siege engines are to be manned by this unit.  Two men are required to man each light siege weapon and four men to man each medium siege weapon.  The men will group together to man as many siege weapons as possible.


Naval:  Naval siege weapons are assumed to be manned by the ship's crew.  It is not necessary to issue MSE orders to Land units aboard ships.

NRR
Normal Rest and Relaxation:  Units given this order enjoy the city in a restrained and cautious manner.  This is a safe way to rest the troops, though not wildly popular.

PIL
Pillage:  Your forces do the same as plunder, but openly kill as many inhabitants as possible.  Civilian casualties are so high that the city may cease to operate for months.  Your forces are extremely vulnerable during pillage and for one cycle afterwards.  Your ability to recruitment retainers in the entire province is reduced and is near zero in the region.  Even if your forces were only a part of a large attack in which one of your allies pillaged, your forces would suffer the consequences as well.  Exception:  Banner Religion, Barbarian, Bandit, and Pirate clans suffer little negative recruitment impact from pillage.

PLN
Plunder:  This order generates the maximum amount of material gain since the entire city will be plundered without regard to owner.  Considerable incidental civilian casualties are caused, however, and your forces are extremely vulnerable to counterattack from any forces arriving late to the battle.  Your ability to recruitment retainers in the vicinity is near zero.  Even if your forces were only a part of a large attack in which one of your allies plundered, your forces would suffer the consequences as well.  Exception:  Banner Religion, Barbarian, Bandit, and Pirate clans suffer little negative recruitment impact from plunder.

PRB
Probe:  This order is difficult to execute for all but the better disciplined troops.  Unit(s) assigned to probe will attack the enemy main body after clearing away any enemy screen.  If it shows signs of giving way to the attack, it will continue the assault.  If the enemy shows signs of holding fast, the unit(s) assigned to probe will disengage.  Assuming the enemy does not attack, the battle closes.  The advantage of a probe attack is that you can "test" enemy forces that appear to be formidable without locking yourself into a full-scale battle.  Thus, if the enemy begins to crumble, the attack will continue.  If they turn out to be quite strong, the attack will be called off.  Only one unit need be ordered to PRB.  All other units will execute their part in the attack as normal and will return if the attack is called off.  Last and most important, the unit(s) ordered to PRB must be commanded by a follower.  This kind of attack has all sorts of risks if tried by inexperienced troops.

PRO
Prospecting:  You are using the units designated to prospect a particular location.  You will be notified on your Turn Sheet if minerals may be found and in what quantity, expressed as amount you can miningmine per man per cycle.  You prospect at the end of a cycle, in the same manner as you scout, specifying which adjacent sectors you desire to prospect.  One unit can only prospect one sector.  Any clan may prospect, but your chances of success are greatly enhanced if a follower holds prospecting as a skill or by hiring an NPC prospector.

PTR
Patrol:  The unit assigned will patrol sector(s) in the same order in which they are written.  Depending upon the mode selected, the patrol will behave in different ways.  For example, if you were in the camp mode, the patrol would be looking for approaching enemy.  This differs from scouting in that the patrol will engage in combat and is generally more interested in covering the sector for a specific task that you can assign using a Special Action.  You might assign a patrol to look for scouting parties from other clans, for example.  Patrolling can be done sequentially or in parallel.  See the Scout order on page 
 for an explanation.  Naval clans have a Patrol mode that they can use.

City Use:  This is one of the few orders which will take specific units outside the city sector without an expeditionary force.  In this order you may direct the unit to patrol sectors adjacent to the city.  Units on patrol will act to defend local farmers and villagers from Bandits, Barbarians, or acts which may cause damage to the fields, etc.  Patrol units will engage any force caught in a vigorous manner, retiring only after suffering significant losses.

QAR
Quarrying:  You are using the units ordered to quarry a particular location.  The result will be 1 to 3 units of cut and dressed stone per man assigned added to your stockpile.  The quarrying order costs 300 movement points and can be repeated in the same cycle if movement points are available.

RAI
Raid:  The unit will attempt to quickly disembark its troops, conduct a brief combat, and re-board the ship.  Units which follow this order must be able to break contact from the enemy, or be noticeably superior in numbers in order to execute properly.  This order can be very effective but also very dangerous in the event re-embarkation is done under heavy combat.

RCC
Receive Cavalry Charge:  Units ordered to RCC will open their spacing to allow "lanes" for the charging horses to pass through.  If they are heavy infantry, they will attempt to use their longest weapons to ward off the horses and attack the riders.  If the unit is a medium missile unit, it will also open ranks and attempt to cut down the horses prior to closure of the charge.  If the RCC order is given to units composed of other than heavy infantry or medium missile, it will have little effect other than the opening of their ranks to help keep from getting trampled as badly.  A unit ordered to RCC will have little ability to approach and conduct combat with the enemy in any offensive operation.

RDF
Raid Fields:  Units assigned to raid fields will gather as much forage as possible, even at the expense of the farms and villages.  This will produce forage even when the normal sources dry up.  It will not win you any friends.  Specify the sector you desire to raid by placing the number after a slash.  For example, RDF/5 means you will raid the fields due south of your current location.  If you do not specify a sector direction, you will raid the sector where you are currently located.  Note that sectors are 30 miles by 30 miles in dimension and that sending a small force that far away from the main body of the clan, with an aggressive mission, may invite trouble.  This order requires 300 movement points and may be repeated in the same cycle if enough movement points remain.

RDT
Raid Train:  This order will cause the units selected to go directly after the enemy train.  This will happen regardless of what you direct your other units to do.  Remember to give your other units orders which will support the raid.  An example might be to have a unit or two FMB and another SCN then the units assigned to raid the train will have a better chance, since the enemy will be trying to defend against your threat.  Another variation might be to order several large mounted units to RDT but set your combat loss limits low so that, if the enemy puts up a stiff resistance, you can retreat without high losses.

Naval:  Naval forces will concentrate their raid on those ships that the others seem to be protecting.

RGD
Rear Guard:  Units assigned this role assist in keeping the enemy away as the rest of the clan retreats, disperses, or continues its advance in the opposite direction.  A small, highly mobile rear guard can slow down the advance of a much larger force, and in some cases inflict a large number of casualties in the process.

RIF
Recon In Force:  This is a specialized order and a difficult one for all but experienced troops.  Units ordered to RIF will attempt to SCOUT a sector in much the same way as a unit ordered to scout but will attack any force located.  The attack will continue until a stated limit is reached.  You may express that loss limit when you write the order.  Example:  If you write RIF/2/25, the unit will search the Northeast sector and, if involved in combat, will break off the fight when the unit(s) has received 25 or more casualties.  The RIF order will not automatically cause a fight, they will only engage forces smaller or roughly equal to their own size.  If the unit runs into a 4000 man army, it is obvious that they will not engage.  They will attempt to cut through any screen to locate and determine the size of an enemy's force.  Running around with this order selected can cause you a lot of problems.

RSQ
Rescue:  For naval units only.  The Naval unit will attempt to rescue survivors of Naval combat.  All rescued will be "unarmed and unassigned".

RSV
Reserve:  A reserve unit is primarily a defensive organization (unlike those ordered to Exploit).  Units assigned as reserve work behind the main body.  They will move to protect a flank, stop a breakthrough, or reinforce an attack, depending upon circumstances.  You should have a main body order assigned to at least one unit.  This gives the reserves something to form up behind.  Using the reserve order without a main body will confuse the troops, as there will be no clear direction of responsibility.  Reserves must see or be aware of a situation to react.  Thus, in some circumstances reserve actions may seem a little delayed.

RVF
Ravage Fields:  This may be done in the same manner as RDF.  The difference is that instead of collecting forage, your unit is destroying livestock, burning crops, wrecking barns, and the like.  Damage done to the sector is proportional to the force ordered to ravage.  If you send 20 mounted men, do not expect to be able to spread destruction and terror throughout an entire sector.  Units selected to ravage fields will be easy prey for attackers, and the local populace and nearby military support will be considerably motivated to encourage your demise.  This order requires 300 movement points and may be repeated in the same cycle if enough movement points remain.

SCN
Screen:  This is an important function.  The unit(s) ordered to screen will attempt to keep enemy scouts or main body units away from the train, main body or both.  Screens also provide early warning of attack and provide the clan time to react.  If the enemy force is large enough, it will force the screen back where it will regroup behind the main body and act as a last reserve.  If the screen is large enough and mobile enough, it will prevent the enemy from locating your main body and/or train.  A successful screen used when you are attacking helps reduce the ability of the enemy reserve to act correctly and quickly.  Further, a good screen acts as a scouting unit for the sector in which you are currently located.

SCN/B
Will order your unit to screen both your main body and the train.  (Default if no other option is selected.)

SCN/M
Means screen main body, a useful command when using a screen on the attack or when contemplating a very active and aggressive defense.

SCN/T
Indicates screen the train and helps divert enemy attention away from the train.

If your COMBAT OPTION is set to AVOID (you are trying to avoid being forced into a fight), the train is usually the slowest part of the clan.  By selecting SCN/T, you stand a better chance of avoiding any engagement.  The number of men in any unit assigned to screen bears on that unit's ability to carry out its task.  A good rule of thumb for defensive or offensive screening, the more the better.  With regard to the ability of a screen to detect other units in the same sector or to warn of ambush, each screening unit has about a 30% chance (for a minimum of 30 men in the unit).  The maximum percentage achievable by three or more screening units is less than one hundred.  Each man less than 30 in a screen reduces the percentage of that unit by about 1%.  Thus, from the standpoint of probability of detection, the best chance is three screening units of 30-35 men each, yielding around 90% chance of a successful screening action.

Naval:  Naval screens are actually picket ships placed far from the main body of ships.  They will attempt to lead enemy ships away from the main body and failing that, will attack.

SCT
Scout:  Units assigned scouting orders may scout up to three contiguous sectors.  Scouting takes place only at the end of a cycle and is based upon your final location.

There are eight adjacent sectors to the sector your force is in.  The North sector is 1, Northeast is 2, and the Northwest sector is 8.  The sector you are in is 0.  Place the digit of the sector you wish to scout after the SCT order.  Scouting may be done sequentially (S) to order the entire force to scout the sectors assigned or in parallel (P) with the unit dividing into as many parts as there are sectors to scout, up to the three sector limit.  SCT/P/1/2/3 orders, assigned to a 300 man unit would send 100 men to scout each sector.  The scouting charge would be for one sector.  An order of SCT/5 tells your unit to scout the adjacent sector south of your current location.  How much you find depends upon the number of men assigned to the unit, and the mobility of the unit.  Fifty mounted men can cover more ground than 100 heavy infantry.

Naval:  Naval scouts will also seard adjacent sectors.  It is a good idea to use fast ships when trying to get scouting information.

SOR
Sortie:  This order directs the unit(s) to attack the forces outside the city.  A direction should be specified with this order.  SOR/2 means to attack those forces in located in direction 2.  You may also direct the severity of the attack.  The following options are available (the day/night option may be combined with another option as in SOR/N/S/1):

SOR/D
Sortie in the daytime.

SOR/H
Harass the enemy, reduce his morale, no big fights.  Fight until about 25% casualties and then withdraw.

SOR/N
Sortie in the nighttime.

SOR/P
Probe the enemy.  Fight until about 10% casualties and then withdraw.

SOR/R
Raid the enemy and kill as many as possible.  Fight until about 50% casualties and then withdraw.

SOR/S
Destroy defensive works and siege equipment.  Fight until about 25% casualties and then withdraw.

For example, SOR/2/S means to sortie against the enemy in direction 2 with the object of destruction of siege and defensive equipment.

Naval:  Naval clans that are trapped in a port by a blockade or that wish to attempt to break a blockade may also use a sortie order.  The only option that is not valid for naval clans is the SOR/S option.

SUP
Support:  Support a specific unit.  This order must be followed by a unit number.  The unit ordered to SUP/1 will support unit one in whatever action that unit gets into.  If unit one was ordered to attack, any unit(s) ordered to support that unit will fill in if the attacking unit(s) begin(s) to give way.  If something unusual happens to the attacking unit, the supporting unit may react.  If you desire, the unit may be ordered to support more than one other unit.  For example the order SUP/1/2, tells the unit to support units one and two.  You can also order more than one unit to support the same unit.  Now consider the types of troops you order to support.  If you order a unit of medium missile throwers to support, say, a unit of medium infantry assigned to FMB, the support unit will add their defensive firepower to the unit supported.  If the infantry was ordered to attack, the missile throwers will add their firepower to the attack.


Note:  This could cause problems if units one and two are under vastly different orders, such as FMB and SWL.  Which unit gets the support?  For another problem example, what do you think would happen if you assigned a group of heavy infantry to support a unit composed of mounted medium missile throwers who were ordered to sweep left?  You would have a lot of tired and upset heavy infantry well behind a unit of now unsupported horsemen.

SWP
Sweep:  The sweep is a wide and deep envelopment which takes the unit well to the right or left of the enemy formation.  The goal of the sweep is not to attack the enemy battle formation but to strike its train, or its reserves.  The sweep unit should be mounted for best effect.  If the sweep is right, add an R after a slash-SWP/R left, add an L after the slash-SWP/L.  Write your target as the Order's argument.  SWP/L/Reserves tells the unit to attack the enemy reserves if the sweep is successful.  If a unit is ordered to sweep to attack the reserves and finds that the enemy force has no reserves or the reserves are already committed, then they would either attack the train or hit the main body so deep in the flank that they would almost be hitting their rear.  If no target is specified, the sweep units will attack the first unit of the enemy force it finds.  The sweep order works equally well for naval clans.

SWP/L
Sweep Left.

SWP/R
Sweep Right.
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ReportsReport

:Overview

There are several types of reports in Midgard.  The Clan Turn Sheet is what everyone starts with.  It is the basic position in Midgard.  There is also the Expeditionary Force Turn Sheet, the City Turn Sheet, the Senior Turn Sheet and the Battle Report.

Each Turn Sheet consists of multiple pages.  Each page is like a mini-report and deals with information for one area.  The pages that are currently defined are:

Title
The title page contains non-turn related data.  Its purpose is to inform you of the more mundane information dealing with your turn.

Actions
The actions page is a printout of all actions processed by the computer for this cycle.  It shows you which actions worked and for those that failed, why.  It also notes any rumors which you may have picked up during the cycle.

Spec
The special action page(s) contain information relating to any special actions you submit.  It also contains the umpire responses.

Info
The Clan information page has numerous details about the clan/expeditionary force.  It includes all your information on combat parameters, treasury, provisions, banking, combat history, stockpile special cargo information, influence and dispensation budget.

Move
The movement page shows all movement points expended by the clan/expeditionary force, along with movement notes and scouting reports.

City1
The city page one contains city data.  It includes visitors, mode, activities, construction, market, city statistics, numbers of Factional offices and Factional issues.

City2
The city page two contains information concerning the military forces at the City Leaders disposal, city treasury, city leader treasury, treasury notes, special features of the city, prisoners, population information, influence and dispensation budget.

Land
The land formations page shows the land organization of the clan/expeditionary force.

Naval
The naval formations page shows the organization of the clan/expeditionary force when at sea.

Const
The construction page details any construction projects that you have underway.

Task
The task page lists any tasks which are being offered or which you have accepted and not yet completed.

CVR
The City Visitor Report (or CVR as it is more commonly known) contains information relating to a city that the clan/expeditionary force is in.  It includes market information.

3x5
The 3x5 page contains a copy of all 3x5 cards sent to this position.  These include messages, awards, dispensation budgets, Factional news, task offers, and rumors.

Map
The map page is a full color map of the region.  It prints whenever you obtain a map.  It includes information on all citycities located in this particular region.

Input
This is a blank form for you to fill out with your next cycle's actions.

Obviously, each position in Midgard does not receive every page shown above.  Rather, each position receives the pages that pertain to it as shown in the following table.


PAGE
CLAN
CITY
EF


1
Title
Title
Title

2
Actions
Actions
Actions

3
Spec
Spec
Spec

4
Info
City1
Info

5
Move
City2
Move

6
Land
Land
Land

7
Naval
Naval
Naval

8
Const
Const
Const

9
Task
Task
Task

10
CVR
CVR
CVR

11
3x5
3x5
3x5

12
Map
Map
Map

13
Input
Input
Input

Note that certain pages will only print if applicable.  For instance, if you do not request a map, no map will print.

The Senior Turn Sheet is special in that it consists of several individual reports that are distributed to the top four positions in a Faction.  Note that the Independents do not have a Senior and do not benefit from a Senior turn.  These reports include player name and address list for every member of their Faction, clan ranking, task summary, construction projects, Factional resources, promotion list, assigned regiments listing, etc.

These lists are provided to facilitate communication between the players and to provide the Seniors with enough information to perform the duties of their office.

:Clan Turn SheetClanTurn Sheet

The Clan Turn Sheet is the central source of data about your character and his or her clan.  You receive one for each clan you operate.  Use the Turn Sheet to see the results of the last cycle and to give orders for the next.  When you are done, mail in the Action sheet and keep the rest for your records.  The Turn Sheet is divided into areas where information is displayed for your use.  Some of the data is simply status data and indicates things which result from other actions.

Your character and followers have a certain amount of common sense.  It is not necessary to tell them to do things like pick up any usable loot after a battle, to avoid eating or drinking too much the night before a battle, or to train in the use of their weapons.  Using existing actions will cover more than 90% of the situations you will want to undertake.

One important point:  For special actions it is not necessary to write extensive narrative and extensive common sense actions.  Long and complicated pages of narrative can be confusing and can cause the umpire to miss critical actions.  Each special action is limited to accomplishing one central idea.  If you string multiple things together in a single special action, the umpire will only deal with the first one presented.

For example.  You want to enter the city and because you have a skill as a trader, you want to swap some items rather than purchase what you need and sell the rest.  You use a special action and say something like "Using my trading skill, I select a merchant that deals with horses and offer to swap livestock for horses.  I offer a 3 for 1 swap."  This is a good use of the special action.  If you also want to pick up a load of fruit to sell at another city, you should not add it to this special action.  Use another special action to accomplish the second deal, or use regular actions and simply buy them from the market.

:The City Leader Turn SheetCityLeaderTurn Sheet

The City Turn Sheet is issued to the player who currently holds the City Leadership position.  The "City Visitor Report" is automatically drawn from the same data base which makes the city Turn Sheet.  The player uses the same principles he used for entering his actions on the player Turn Sheet to enter actions for the City Turn Sheet.  The City Turn costs the player the standard turn fee.

:Senior Player Turn SheetSeniorPlayerTurn Sheet

The Senior Turn Sheet is actually a series of reports that are spread out among the top four clans in a Faction.  This allows us to promotionpromote the most Senior clan (allowing them to "win" the game) without devastating the Faction and allowing a smooth transition to a new power structure.

The Senior player of a Faction is responsible to the players in the Faction.  Talisman will do everything possible to support the Senior players.  The Seniors have many varied responsibilities to the game and to the Faction.  If you should ever rise to the higher ranks, you will receive information concerning your new responsibilities at that time.  When you become a senior, you will be provided a mentor to provide access to the Model.  How you perform in your responsibilities will affect your political fortunes.  Succeed in those tasks that are assigned to you and the rewards will be great.  Fail or fall out of favor with the model and even Seniors can be demoted.

Sample Reports

               Delta Games                                  Your account number is:     536    
               P. O. Box 551514                                                                
               Dallas, TX  75355-1514                       Account status as of:   4/30/90    
               (214) 270-4252                                                                  
                                                            Previous Balance:        $25.00    
                                                            Current Balance:         $25.00    
                                                                                               
                                                                                               
                                                            Your phone # is:  214/348-2286     
               Jon Capps                                                                       
               P.O. Box 551514                                                                 
               Dallas, TX  75355                                                               
                                                                                               
                                                                                               
                                                                                               
                                                                                               
_______________________________________________________________________________________________
                                                                                               
Midgard (tm)                                                                        Version 6.1
Copyright (c) 1989,1990 by Delta Games                                         Game Master: Jon
_______________________________________________________________________________________________
                                                                                               
This Turn Processed:  2/26/90                                                  Turn Number:   1
Last Turn Processed:  2/15/90                                           Time Between Turns:  11
                                                                                               
Process Instructions:  None                                                                    
                                                                                               
Personal Notice:                                                                               
Jon, we have enclosed an Audit with this turn.  Do not hesitate to ask if you have any         
questions regarding your account.  Many thanks for typing your actions, it really helps.       
                                                                                               
Delta Games Announcements  (3/08/90)                                                           
By the time you get this report, we will be up and running full blast.                         
                                                                                               
We hope to be hearing back from you very soon.  Good luck!                                     
























Title Page

ACTION SUMMARY                           Shawn (#3001)                                  4/30/90
                                                                                               
                                                                                               
 1. MOVE  ROAD  X-5-20-6                                                                       
 2. MOVE  ROAD  X-5-21-6                                                                       
 3. CLAN  ENTER                                                                                
 4. BANK  DEPOSIT  10000                                                                       
 5. BUY  HORSES  50  BEST                                                                      
 6. UNIT  0  ORDER  GRD                                                                        
 7. UNIT  1  CVR                                                                               
 8. UNIT  2  ORDER  MRR                                                                        
 9. UNIT  3  ORDER  MRR                                                                        
10. UNIT  4  ORDER  MRR                                                                        
11. UNIT  5  ORDER  MRR                                                                        
12. UNIT  6  ORDER  MRR                                                                        
13. UNIT  7  ORDER  MRR                                                                        
14. UNIT  8  ORDER  MRR                                                                        
15. UNIT  9  ORDER  BDG                                                                        
16. PURCHASE  SLOOP  5  25000                                                                  
                                                                                               
                                                                                               
Rumors and other information for the Province of Korlant                                       
The province is about to be invaded by Barbarians.  The Boda are preparing to defend and are   
building the strength of their cities.  The Boda fleet has been lost in a massive battle in the
Bay of Kings.  The Heliograph Station in X-5-24-4 has been destroyed by an unidentified        
attacker.  Cities in this region are suffering an unexplained crime wave.  The Ring foretell   
bad news.                                                                                      
































Actions Page

SPECIAL ACTIONS                          Shawn (#3001)                                  4/30/90
                                                                                               
                                                                                               
Special Action #1                                                                              
Have Axewielder go down to the shipyard to place the bid.  Tell the Guild Master that I can pay
a 5,000 bonus if the ships are currently available and ready for purchase.                     
                                                                                               
GM Response #1                                                                                 
Axewielder goes to the shipyards.   After looking over the harbor, shipyard and docks, he      
determines that no ships are available for purchase.  However, orders are orders and he queries
the guild master.  He learns that a Frigate has sailed in and is available for purchase.       
















































Special Actions Page

CLAN INFORMATION                         Shawn (#3001)                                  4/30/90
                                                                                               
                                                                                               
Name:   Shawn                                        Rank:  15                 Renown:        0
Title:  Magistrate                                   Faction:  Imperial                        
                                                                                               
Mode:                     NOR         Argument:                                                
Movement Conditional:                 Trigger:                                                 
                                                                                               
Combat   Conditional:     Retreat     Trigger:  Wounded                                        
Combat Option:            None        Advance:  Hot Pursuit      Retreat: Retreat              
Combat Loss Limit:        100         Battle Plan Date:  2/26/90                               
                                                                                               
                                                                                               
Treasury                            Bank Account                       Retainers               
Start Balance:        38,080.00     Start Balance             0.00     Starting Men:   6,921   
Income:                    0.00     Deposits              5,100.00     Men Gained:         5   
Payments:              3,000.00     Withdrawals               0.00     Men Lost:           1   
Retainer Pay:         11,080.00     Transfers                 0.00     Ending Men:     6,925   
Loot:                      0.00     End Balance           5,100.00     Unassigned:         4   
Ship Order Cost:         500.00                                                                
Retainer Bonus:        3,000.00     Heir:                     NONE     Pay Rate:        1.60   
Net Total Sales:       2,000.00                                        Discipline:      3.50   
Ending Balance:       22,500.00                                        Morale:          4.00   
                                                                       Experience:     55.00   
                                                                       Loyalty:         4.50   
                                                                       Class:          Reg C   
                                                                                               
Stockpile                            Faction       Influence     Provisions   Start     End    
Grains                       416     Imperial          5,950     Class A        350     232    
Manufactured Goods           654                                 Class B          0       0    
Heavy Infantry Weapons       930                                 Class C          0       0    
                                                                                               
                                                                 Land Transport                
                                                                 Available               25    
                                                                 Required                14    
                                                                 Remaining               11    
                                                                                               
                                                                 Horses Remaining        27    
                                                                                               
                                     Dispensation   Crowns  Retainers  Influence               
                                     Start             500        100        100               
                                     Increase            0          0          0               
                                     Expended            0          0          0               
                                     End               500        100        100               
                                                                                               
Special Cargo     Space:       5     Combat History                                            
Diplomatic courier box for (now)     Battle of Blegg, Relief of Heliograph Station, Destruction
city prisoners                       of Bandit Clan (600+)                                     









Information Page

MOVEMENT LOG                             Shawn (#3001)                                  4/30/90
                                                                                               
                                                                                               
┌─────────────────────────────────────────────────────────────────────────────────────────────┐
│     Terrain                Sector     Cost           Terrain                Sector     Cost │
│     Blegg                  C-02-05-09            13.                                        │
│  1. Cultivated             C-02-04-08  150       14.                                        │
│  2. Plains                 C-02-04-07  140       15.                                        │
│  3. Plains                 C-02-04-06  140       16.                                        │
│  4. Plains                 C-02-04-05  140       17.                                        │
│  5. Plains                 C-02-05-04  140       18.                                        │
│  6. Grassland              C-02-05-03  145       19.                                        │
│  7.                                              20.                                        │
│  8.                                              21.                                        │
│  9.                                              22.                                        │
│ 10.                                              23.                                        │
│ 11.                                              24.                                        │
│ 12.                                              25.                                        │
│                                                                                             │
│ Location:  Frostmarch      C-02-05-03                            Total movement cost:   855 │
└─────────────────────────────────────────────────────────────────────────────────────────────┘
                                                                                               
Movement Point Calculations                 Scouting Reports                                   
At beginning of cycle:              745     Scouts report that there are no other clans        
Cost of normal movement:            200     in the vicinity scouted.  However, there is a      
City Entry/Exit:        1     25            large amount of agricultural activity in the       
City Visitor Report:    1     10            area surrounding the city.                         
Interactions:                                                                                  
Embark/Disembark:       1     50                                                               
Transfer:               1      5                                                               
Scouting/Patrolling:                                                                           
Mode Changes:                                                                                  
Other:                                                                                         
Total special costs:                 90                                                        
At end of cycle:                    455                                                        
                                                                                               
Ending Mode:                        NOR                                                        
Turn interval multiplier:          1.35                                                        
Available next cycle:               840                                                        
                                                                                               
Movement Notes                                                                                 
No other clans encountered - no sign of resistance organizing.                                 

















Movement Log Page

CITY INFORMATION                         Xity (#1001)                                   4/30/90
                                                                                               
                                                                                               
Leader: Shawn, Location: C-05-01-12, Korlant Province                                          
                                                                                               
Visitors                                  City Statistics             # Sectors                
Varian Vax                       1/04     Imperial City               2 Agricultural           
Shadow Lark                      2/11     Imperial Leader             2 Orchard                
The Dominator                    1/24                                 2 Road                   
Shawn of Blegg                   1/28     Crisis Index:  1.00         1 Water                  
Actavius                         1/10     Inflation:     1.00         3 Linked Cities          
Shadow Lark                      2/26     Tax Rate:     15.00                                  
                                                                     Level           Allocation
                                          Renown:           0          0.3  Walls             0
                                                                       0.4  Towers            0
                              In   Cycle    Buying   Selling           0.4  Moats             0
As of  2/26/90             Stock    Adj.     Price     Price           2.0  Educ Bldgs        0
Grains                       846    +197     63.26     75.64           2.0  Cul Bldgs         0
Fruit                        910    -313     27.27     43.64           1.0  Guild Halls       0
Livestock                    527    -336     99.10     36.54           1.0  Armories          0
Lumber                       701    +193     63.16     88.47                                   
Stone                        762  -1,016     76.65     47.77         Warehouses                
Gems                          92    -229     24.71     98.25          1:   500 Metals          
Spices                        48    +219     35.93     16.65          4:  2500 Grains          
Manufactured Goods           263    -401     23.78     27.49          7:    50 Spices          
                                                                                               
Market Notes                                      City Activities                              
The market is all but closed.  Prices for the     The city is in an uproar.  While not         
few items available are fluctuating daily and     substantially damaged, the city is still     
bear no resemblance to the common market          massively disrupted.  The city               
values.                                           administration's jailing has prevented normal
                                                  channels of communication from being         
Scouting Reports                                  restored, and so life in the city is very    
Scouts report general turmoil.  No Clans or       hectic and unpredictable.                    
EFs spotted.                                                                                   
                                                                                               
                                                                                               
                                                                                               
                                                                                              
                                                                                               
                                                                                               
                                                                                               
                                                                                               
                                                                                               
                                                                                               
                                                                                               
                                                                                               
                                                                                               
                                                                                               
                                                                                              
                                                                                               
                                                                                               
                                                                                               
                                                                                               
                                                                                               
                                                                                               
                                                                                               
This report is prepared for use by the city leader only.  It is not for further release.       

City Page 1

CITY INFORMATION (continued)             Xity (#1001)                                   4/30/90 
                                                                                                
                                                                                                
Mode:                     NOR         Argument:                                                 
Combat Conditional:       Defend      Trigger:  Attacked                                        
Combat Option:            Respond     Advance:  Reform           Retreat: Withdraw              
Combat Loss Limit:        500         Battle Plan Date:  2/26/90                                
                                                                                                
                       Walls  In City     Experience:40.00     Rations Stored     Engineers     
Light Siege Units:        30        0     Morale:     3.00     A:         232     Total:       2
Medium Siege Units:       50        0     Discipline: 2.60     B:           0     Hired:       0
                                          Loyalty:    3.00     C:           0     Available:   2
                                                                                                
City Treasury                   City Leader Treasury            Factions      Influence Offices 
Treasury Start      17,355.00   Treasury Start     104,000.00   Imperial         12,734       0 
Tax Income          68,391.00   Sale Income         20,000.00   Banner            5,328       0 
Total Pay            4,765.00   Other Income             0.00   Gift              2,190       0 
City Income         10,000.00   Purchases           35,000.00   Blood And Fire    8,872       0 
Purchases           42,000.00   Expenditures        10,000.00   Society Of Arms     471       0 
City Payments            0.00   Leader Pay           1,000.00   MercVerk          4,587       0 
Treasury End        48,981.00   Treasury End        80,000.00                                   
                                                                                                
Dispensation         Crowns        Retainers        Influence                                   
Start                 5,000              500            1,000                                   
Increase                  0                0                0                                   
Expended                  0                0                0                                   
End                   5,000              500            1,000                                   
                                                                                                
                    Manpower   Pay Ldr     Treasury/Dispensation Notes                          
Soldiers               1,500  2.00         Taxes were collected, but collectors report many     
City Guards              500  1.50         holdouts.                                            
Administrators            50  2.00                                                              
Maintenance Force        330  0.50         Prisoners Held In Jail                               
Construction Force       500  1.50         16 Ring Priests.  City Council.                      
Logging Force              0 80.00                                                              
Mining Force               0 80.00         Special Features Of City                             
Quarrying Force            0 80.00         Large metal statue honoring the defenders who died   
                                           to a man within 10 feet of the city walls when       
Total Population      36,490               Shadow Lark finished the attack.  The statue was     
Total Manpower         2,880               made from the weapons of the defenders.              
Ready To Assign           60                                                                    
Remaining Population  33,550               Factional Issues                                     
Draftees                 600               The Factional Offices and Temples are better         
Population Protected   6,000               organized than most of the populace due to their     
Population Pressure      420               external connections, and are demanding the          
                                           release of the City Council.                         
Maintenance Required     423                                                                    
                                                                                                
Construction Mancycles                                                                          
Available                    4,605                                                              
Assigned to Project #1       4,050                                                              
Remaining                      555                                                              
                                                                                                
                                                                                                
                                                                                                
                                                                                                
                                                                                                
                                                                                                
This report is prepared for use by the city leader only.  It is not for further release.        

City Page 2

LAND FORMATIONS                          Shawn (#3001)                                  4/30/90
                                                                                               
                                                                                               
Code  Leader                          Skills                                                   
L     Shawn                           Engineer, Prospector                                     
                                                                                               
F1    Axewielder                      Spy                                                      
F2    Swordmaster                                                                              
F3    Magician                        Gambler                                                  
                                                                                               
┌─────────────────────────────────────────────────────────────────────────────────────────────┐
│ Unit   Unit Description            Armor     Foot  Mounted  Status  Orders           Leader │
│    0   Light Infantry                  1      735        0  E       FMB                     │
│    3   Light Infantry                  1    1,409        0  B       FMB                     │
│    4   Heavy Infantry                  3      176        0  C       FMB              F1     │
│    5   Light Missile                   4        0      562  B       FMB                     │
│    6   Light Infantry                  1        0       81  B       FMB                     │
│    7   Medium Infantry                 2        0      601  B       FMB                     │
│    8   Light Infantry                  1        0      399  B       FMB                     │
│    9   Heavy Infantry                  3        0    1,671  B       FMB                     │
│                                                                                             │
│        Total Retainers in units:            2,320    3,314                                  │
└─────────────────────────────────────────────────────────────────────────────────────────────┘
                                                                                               
┌─────────────────────────────────────────────────────────────────────────────────────────────┐
│ Unit   Unit Description            Armor     Foot  Mounted  Status  Orders           Class  │
│ 1271   Light Infantry                  1        0      353  B       FMB              Reg A  │
│ 2443   Light Missile                   4        0      340  B       FMB              Reg C  │
│ 2725   Light Infantry                  1        0      324  B       FMB              Reg C  │
│ 4770   Medium Infantry                 2        0    2,313  B       FMB              Reg A  │
│ 6886   Light Infantry                  1        0    1,094  E       FMB              Reg B  │
│ 9471   Heavy Infantry                  3        0      556  C       FMB              Reg C  │
│ 9532   Light Infantry                  1        0    3,816  B       FMB              Reg C  │
│ 9614   Heavy Infantry                  3        0      294  B       FMB              Reg A  │
│                                                                                             │
│        Total Assigned:                          0    9,090                                  │
└─────────────────────────────────────────────────────────────────────────────────────────────┘
                                                                                               
Armor Summary       Foot  Mounted    Total     Fleet Anchorage          Manpower required for: 
Light Infantry     2,957    6,441    9,398     F-03-20-06               Unit 0:              42
Medium Infantry        0    2,914    2,914                              Siege Weapons:       17
Heavy Infantry       176    2,521    2,697                              Foraging:             1
Light Missile          0      902      902                                                     
Medium Missile       474      303      777                                                     















Land Formations Page

SEA FORMATIONS                           Shawn (#3001)                                  4/30/90
                                                                                               
                                                                                               
Code  Leader                          Skills                                                   
L     Shawn                           Engineer, Prospector                                     
                                                                                               
F1    Axewielder                      Spy                                                      
F2    Swordmaster                                                                              
F3    Magician                        Gambler                                                  
                                                                                               
┌─────────────────────────────────────────────────────────────────────────────────────────────┐
│ Unit   Unit Description            A     Foot   S  Orders           Quan Typ TPAvail  Ldr   │
│    1   Medium Missile              5      474   B  FMB                 8 Bar     526  F2    │
│    2   Light Infantry              1      813   B  FMB                 4 Lon    ²513  L     │
│                                                                                             │
│        Total Retainers in units:        1,287                                               │
└─────────────────────────────────────────────────────────────────────────────────────────────┘
                                                                                               
┌─────────────────────────────────────────────────────────────────────────────────────────────┐
│ Unit   Unit Description            A     Foot   S  Orders           Quan Typ TPAvail  Class │
│ 2032   Medium Missile              5      303   B  FMB                19 Bar   2,072  Reg B │
│ 4817   Light Infantry              1      374   B  FMB                36 Fri  10,426  Reg A │
│                                                                                             │
│        Total Assigned:                    677                                               │
└─────────────────────────────────────────────────────────────────────────────────────────────┘
                                                                                               
Armor Summary       Foot                                                 Sea Cargo             
Light Infantry     9,398                                                 Available:           0
Medium Infantry    2,914                                                 Required:            0
Heavy Infantry     2,697                                                 Remaining:           0
Light Missile        902                                                                       
Medium Missile       777                                                                       



























Naval Formations Page

CONSTRUCTION                             Shawn (#3001)                                  4/30/90
                                                                                               
                                                                                               
Project #1: Build an Imperial Legate in the city of Xity.                                      
                                                                                               
Materials           Required  Acquired  Location                 Mancycles                     
Horses                     0         0  Market                   Required               1,000  
Lumber                   150       150  Market                   Assigned               1,000  
Manufactured Goods        50        50  Market                   Remaining                  0  
Metals                    50        50  Market                   Est. Completion      4/01/90  
Stone                    250       250  Market                   Est. Cost              3,243  
Crowns                     0         0                                                         
                                                                                               
Project Description                                                                            
Build an Imperial Legate.  Factional Offices can be built by anyone, however, they must be     
funded by the Faction before they are active.                                                  
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TASKS                                    Shawn (#3001)                                  4/30/90
                                                                                               
                                                                                               
Task ID #1:  Accepted  2/13/90 from #1001 Xity (Imperial)                                      
Take this courier box to Xity                                                                  
Deliver this courier box to the town council of Xity.  Do not open it or allow it to leave your
possession.                                                                                    
Assistance:  Those regiments already assigned to you                                           
Reward:  500 Crowns, 10 Retainers, 200 Influence  (VERIFY)                                     


















































Tasks Page

CITY VISITORS REPORT                     Xity (#1001)                                   4/30/90 
                                                                                                
                                                                                                
City Descriptions                           City Statistics                    # Sectors        
Location:  C-05-01-12                       Imperial City                      2 Agricultural   
Province:  Korlant                          Imperial Leader                    2 Orchard        
Mode:      NOR                              Population:            36,490      2 Road           
Leader:    Player                           Population Protected:   6,000      1 Water          
Name:      Shawn                            Shipyard Rating:          300      3 Linked Cities  
Title:     (15) Magistrate                  Engineers Available:        2                       
                                                                                                
                                                                                                
                                         Rating              Temples           Factional Offices
                                         0.3 Walls           0 Banner          0 Imperial Legate
                                         0.4 Towers          0 Blood & Fire    0 Roder Station  
                                         0.4 Moats           0 Gift            0 Boda Armory    
                                         2.0 Educ Bldgs      0 Heretic         0 Getham Trade   
                                         2.0 Cul Bldgs       0 Ring            0 Merkhaus       
                                         1.0 Guild Halls                                        
                                         1.0 Armories        Factional Issues                   
                                                             The Factional Offices and Temples  
                                                             are better organized than most of  
                                                             the populace due to their external 
                                                             connections, and are demanding the 
                                                             release of the City Council.       
                                                                                                
Items         2/26/90   Stock   Buying  Selling      Market Notice                              
Grains                    846    63.26    75.64      All visitors to the city market are        
Fruit                     910    27.27    43.64      forbidden to buy Horses and any type of    
Livestock                 527    99.10    36.54      weapon, should they become available.      
Lumber                    701    63.16    88.47                                                 
Stone                     762    76.65    47.77                                                 
Gems                       92    24.71    98.25      City Activities                            
Spices                     48    35.93    16.65      The city is in an uproar.  While not       
Manufactured Goods        263    23.78    27.49      substantially damaged, the city is still   
                                                     massively disrupted.  The city             
                                                     administration's jailing has prevented     
                                                     normal channels of communication from      
                                                     being restored, and so life in the city    
                                                     is very hectic and unpredictable.          
                                                                                                
Bulletin Board                                                                                  
 9/29/89 Looking for trouble?  Why go looking?  Join the Barbarians!  Be Trouble!!              
11/25/89 Clans needed to build a new road.  See the city administrator.                         
12/22/89 The Society of Arms wants you!  Join now...  Contact #2453 for more info.              
 1/07/90 Opportunity for adventure!  Wipe out Barbarians.  Call #3172.                          
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3 BY 5 CARDS                             Shawn (#3001)                                  4/30/90
                                                                                               
                                                                                               
     ┌────────────────────────────────────────┐                                                
     │MESSAGE    2/26/90                      │                                                
     │To  : Shadow Lark                       │                                                
     │From: Imperial Govenor of Midgard       │                                                
     │Warning Orders                          │                                                
     │It has come to our attention that a     │                                                
     │large Banner Force is on the move in    │                                                
     │your sector.  Advise caution.  We are   │                                                
     │not at war with the Banner, however it  │                                                
     │is suspected that they may try to force │                                                
     │an incident.                            │                                                
     │                                        │                                                
     │                                        │                                                
     │                                        │                                                
     │                                        │                                                
     └────────────────────────────────────────┘                                                
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                    *****   Map of Region C-05 in Korlant Province   ***** 



          Location   City Name                      (Faction)                                  
          C-05-01-12 Xity                           (Imperial)
                                
                                                                                               
                                                                                               
                                                                                               
          Map Notes                                                                            
          This region, like most every other, has had major structural upsets throughout due to
          the impact of the Asteroid.                                                          
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ACTION INPUT SHEET                       Shawn (#3001)                                  4/30/90
                                                                                               
Actions submitted by:  Jon Capps, Account #536                                                 
                                                                                               
                  Actions                                  Special Action Notes       
╔══╤══════════════════════════════════════════════════════════╦══════════════════════════════╗ 
║ 1│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║ 2│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║ 3│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║ 4│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║ 5│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║ 6│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║ 7│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║ 8│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║ 9│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║10│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║11│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║12│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║13│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║14│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║15│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║16│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║17│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║18│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║19│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║20│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║21│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║22│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║23│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║24│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║25│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║26│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║27│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║28│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║29│                                                          ║                              ║ 
╟──┼──────────────────────────────────────────────────────────╢                              ║ 
║30│                                                          ║                              ║ 
╚══╧══════════════════════════════════════════════════════════╩══════════════════════════════╝ 
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Appendix A - Factions

The following pages contain the descriptions of the various political organizations in Midgard.  Some of these organizations have existed since time began, but others are far more recent.  Each organization described is player-run and organized.  There are some organizations that exist that are not player-run (the Guilds for instance).  Umpire-run Factions are always neutral and will interact with anyone.

.G.CASTLE5.PCX7"2.779"PCX

ImperialsFactions:Imperials:See Imperials:

The Imperial position has a rigidity that the Families lack.  They have as their major priority the preservation of Imperial holdings.  Thus, an attack on the smallest outpost is as serious as an attack on the main Imperial Preserve.  The Imperials feel that they must respond in this way because they are spread so thin that they could fall victim to numerous attacks if the "locals" did not know that massive force would be used to respond to the least provocation.  After a few lessons, Imperial Forces have been left alone.  While a portion of the Imperial Army has been withdrawn, the locals are not willing to capitalize on the rumor that the Emperor has told the Governor of Midgard that he can expect no additional forces from the Imperial Homeland.  The Governor must rely on the remaining crack troops and must augment them with native auxiliaries (players) to maintain order.

The Imperial Forces are led by the Emperor, who after returning to power after an unsuccessful plot by the Imperial Senate, disbanded the Grand High Council.  The Emperor has a detailed court which aids him in the execution of his duties.  In addition, there is a rather detailed organization under the control of the Governor of Midgard who is directly responsible for maintaining order through much of Midgard.  Every province has at least one garrison city in a key location.  Every region has at least one Imperial Magistrate who observes the behavior of the natives and settles disputes.

Hierarchy

0.
Emperor (umpire/computer)

1.
Governor of Midgard

2.
Military Commander of Midgard

3.
Proconsul

4.
Minister

5.
Consul

6.
Tribune / Senior Commander

7.
Provincial Governor

8.
Senior City Leader

9.
Senator

10.
General/Admiral

11.
City Leader

12.
Force Commander

13.
Deputy City Leader

14.
Centurion

15.
Magistrate

16.
Deputy Magistrate

17.
Militia Commander

18.
Deputy Militia Commander

19.
Auxiliary

20.
Citizen

Single player positions:  Military Governor of Midgard, Military Commander of Midgard, Proconsul, Minister

Goals

1.
Prevent the loss of any Imperial holding.

2.
The maintenance of law and order in Midgard as defined by The Treaty Of Frostmarch.

3.
Prevent any family or religion from controlling all the non-Imperial cities in the following provinces:

Frostmarch, Havn Wyr, Southkeep, and Seabreeze.

4.
Add one city per year to Imperial Control.

5.
Connect the Imperial Preserves with roads.

6.
Remain outside of alliances or agreements with the Families or the Religions.

The Boda FamilyFactions:Boda Family:See Boda Family:Family:Boda:See Boda Family:

The Boda have a warrior culture where power is given to the greatest of the war leaders.  This leads to severe competition among the most able of the generals of the Boda to see who will become the Supreme Leader.  Boda warriors tend to have a very high personal loyalty to their commander, so the opportunities for a coup are sometimes great.  The leader carries a title roughly equivalent to Caesar.  The Boda tend to keep close tabs on the events of the traditional Boda homeland, looking for signs of weakness in the leadership.  Despite frequent internal struggles, Boda armies face outward, more than inward, and are a serious menace to whoever stands in their way.

In Midgard, most Boda holdings are in the North, but they have enclaves and villages spread throughout Midgard.  Much of the current Imperial holdings in the Frostmarch Province of Midgard are carved from ancestral Boda homelands.  Despite the proximity of the Imperial Preserves, Boda strength in Midgard is centered in the provinces of Havn Wyr, Higart, and Korlant.  Boda warriors were the "shock troops" of the combined family armies and suffered the most losses.  Only now are they able to rival the other family and religious Factions less damaged by the war with the Imperials.

The immediate goals of the Boda leadership are to consolidate their hold on the cities of the North while keeping lines of communication open to their enclaves throughout Midgard.  The Boda have scant respect for commerce or farming and do no more of these than is required to feed themselves.  Manual labor is generally considered to be demeaning and undignified.

Hierarchy

0.
Caesar of the Boda (umpire/computer)

1.
First Citizen

2.
1st Proconsul

3.
2nd Proconsul

4.
3rd Proconsul

5.
Proconsul North

6.
Proconsul East

7.
Proconsul West

8.
Proconsul South

9.
Praetor

10.
Praetor of the North

11.
Praetor of the South

12.
Praetor of the East

13.
Praetor of the Center

14.
General

15.
Provincial Commander

16.
Commander

17.
Captain of the March

18.
Captain of the Hold

19.
Boda Retainer

20.
Boda Protector

Goals

1.
Prevent the loss of any Boda city in the northern nine provinces.  Gain control of regions bordering on Frostmarch.

2.
Add one city per year to Boda control in any one of these provinces:

Frostmarch, Southkeep, Seabreeze, Havn Wyr.

3.
Gain control of the coastal cities of Hawkholm, Fairehold, and Islant.

4.
Ambush or interrupt Imperial forces.

5.
Gain control of any coastal city.

6.
Eliminate Barbarian activity in the northern nine provinces.

7.
Keep the strength of the Getham Family down without starting an all-out war.

8.
Support the activities of the Ring Religion.

The Getham FamilyFactions:Getham Family:See Getham Family:Family:Getham:See Getham Family:

The Getham Family is perhaps the most prosperous of the three families.  They suffered during the struggle against the Imperials in much the same way as the other Factions, but most resented the loss of their dominant position in trade and financial matters.  Before the war, the Getham family had been in charge of more cities than any other Faction.  Their mastery of trade and wealth influenced events beyond their modest military abilities.  The last great battles cost them much of their treasure but improved the family's overall military performance.  The final result was to leave them on a relatively even footing with the other Factions.

The ancestral home of the Getham Family in Midgard is the province of Overhold.  Much of the surviving road structure of Midgard was built with Getham assistance.  While the war ruined many of the roads of Midgard in the northern provinces, roads in the South of Midgard were maintained.  Ancient rivalries with the Boda are generally low key.  In past years, the Getham family financed Boda expeditions against Barbarians, partly to make things safer for all, and partly to keep the militant Boda busy.  Extensive Getham holdings in the North of Midgard were lost to the Imperial Forces.  Even more were lost when the Boda troops moved in to assist in their defense and never left.

Getham family members tend toward non-violence, but are a pragmatic group.  While their forces are not as good as Boda or Imperial troops on the average, they excel in defense.  The well-supplied troops have few morale problems and are very loyal.

The biggest objective of the Getham family is to improve trade between all cities and Factions, including the Imperials.  This makes them slightly unpopular with everyone.  This unpopularity rarely translates into combat, since the Getham family is known for their willingness to avoid combat, and willingness once combat begins, to make things financially difficult for the offending Faction.

Hierarchy

0.
The Grand High Board of Advisors (computer/umpire)

1.
Director of the Getham Family

2.
Director of Economics

3.
Director of the Military

4.
Director of Internal Affairs

5.
Minister of Public Relations

6.
Minister of Trade - Central

7.
Minister of Trade - East

8.
Minister of Trade - West

9.
Minister of Contracts

10.
Minister of Expeditions

11.
Minister without Portfolio

12.
Regional Administrator

13.
City Leader

14.
Representative-General

15.
Representative

16.
Agent

17.
Field Agent

18.
Getham Herald

19.
Getham Associate

20.
Getham Standard Holder

Goals

1.
Place as many Getham family characters as City Leader as possible.

2.
Control as many cities as possible in the Provinces of Overhold, Landend, and Hilant.

3.
Destroy all Bandits and Barbarians.

4.
Build roads connecting Getham-controlled cities.

5.
Finance mercenary activity.

6.
Finance Boda operations against Barbarians.

7.
Act to increase total number of Getham characters.

8.
Use mercenary forces to keep trade routes free of interference and to aid other Getham objectives.

The Roder FamilyFactions:Roder Family:See Roder Family:Family:Roder:See Roder Family:

The Roder Family is in the last stages of a transition which began soon after the Imperial Armies swept out of the north.  Previously organized with a complex structure of royalty and based upon hereditary succession rules, the Roder family suffered a grievous blow early in the war.  Most of the royalty was killed.  The remaining Roder leaders took this disaster as an opportunity to create a more modern organization.  The resulting Hierarchy reflects both the traditional and the modern influences.  The influence of the Imperial organization can be seen in the more nationalistic view of the Roder organization in Midgard.

The Roder family traditionally bases its fortune on agriculture and herding.  They measure wealth by the amount of land held and the size of a man's herd.  The Roder are constantly seeking to increase their lands (often at the expense of their neighbors), through conquest and by clearing and settling land that is unused.

Roder leaders receive a percentage of the profits from the villages and farms under their control.  They, in turn, supply these same villages and farms in lean times and protect them against outside threats.

The principal land holdings of the Roder in Midgard are in the southern part of the Province of Southkeep and in the Provinces of Korlant and Battlemarch.  These lands form the "breadbasket" for the Roder.

The Roder family forces were swept aside as were the forces of all who first opposed the Imperial Armies.  Damage to the forces controlled by the family was slowly overcome until the Great Harvest Uprising.  Attacked by the legendary Imperial General Lavan Kae in the Battle of the Great Plains, the Roder forces fled the field in panic.  This disaster led to the final phase of re-organization which was to bring about the centralized form of control over the army now headed by the newly created Minister of War.

The Roder Family Upper Chamber has outlined its goals below.  Overall, the Roder seek to avoid combat unless it is to protect their holdings or to expand into regions with rich lands.  One exception is the Roder relationship with the religion of the Banner.  After the defeat of Roder forces in the Battle of the Great Plains, Banner Ecclesiastical Armies attacked Roder holdings in the southern provinces.  While the Banner forces won only a few victories, they vary in significance in terms of impact on Roder projects in the South of Midgard.  Worse, after each victory the survivors were killed.  The Roder family and the Banner Religion are mortal enemies.  The Roder Member of the Upper Chamber has instructed his underlings to recover Roder holdings lost to the Banner using all and every means at their disposal.

Hierarchy

0.
The Roder Family Council (umpire/computer)

1.
Member of the Upper Chamber

2.
Member of the Lower Chamber

3.
Minister of Economics

4.
Minister of War

5.
Minister of Diplomacy

6.
Minister of the Lands

7.
Ministers without Portfolio

8.
Secretary-General

9.
Secretary of the North-east

10.
Secretary of the North-west

11.
Secretary of the Center-west

12.
Secretary of the Center-east

13.
Secretary of the South-west

14.
Secretary of the South-east

15.
Provincial Governor

16.
Field General

17.
Guardian-General

18.
Regional Guardian

19.
Principal

20.
Sentinel

Goals

1.
Control every city in Korlant, Battlemarch, and Hilant.

2.
Control any city with 5 or more sectors of agriculture.

3.
Act in any manner to the detriment of the Banner Religion.

4.
Establish increased holdings in the South of Midgard.

5.
Act to keep prices stable in Southkeep, Korlant, Battlemarch, and Hilant.

6.
Eliminate Barbarians and Bandits in Roder lands.

The Banner ReligionFactions:Banner Religion:See Banner Religion:Religion:Banner:See Banner Religion:

The Banner Religion was born out of the great schism and is, by far, the most evangelical of the religions on Midgard.  The Banner believes that it is the will of The One True God that all of Midgard must be converted to The Faith and every member of the The Faithful is willing to gladly give his life to achieve that goal.  For this reason, The Banner is feared by all on Midgard for its utter violence, ruthlessness, and willingness to redeem the souls of Midgard through the Power of The Faith or the heat of battle.  This translates to a "covert or die" policy which the Banner follows when dealing with captured forces.  There is no middle ground for those who follow The Banner of The One True God.

During the wars against the Imperials, The Banner sent only a token force to fight in what they considered to be a war of Infidels and used the bulk of their forces to strengthen their holdings.  In recent years, The Banner has become more restrained, selective, and precise regarding their military and political interests for their theology teaches them that their military strength is a gift from the One True God and that they must husband it for truly meaningful endeavors.

The Banner religion centers around the Banner of God, a relic thought to be the actual Banner used by God to signal his followers to follow his path.  Replicas of the Banner are flown by all Banner troops from their lances or on thin poles.  The sight of a Banner force approaching sends chills through the toughest foe.  Banner soldiers are known for their fanatical energy, bravery, and unrestrained violence.

There are no traditional friends of the Banner religion.  Their power centers in Midgard are scattered into several regions:


D-9 in Higart

E-9 in Islant

F-6 in Hilant

A-3 in Zelant.

This scattering is the result of their constant fighting against everybody.  These regions, while power centers for the Banner, do not include a number of cities held by the Banner throughout Midgard and recent events have led to the emergence of D-6 as a regional power base in Midgard.  Banner forces also own a number of villages and farms run by Banner adherents too injured to fight.

Hierarchy

0.
Supreme Inquisitors

1.
Inquisitor

2.
Exarch of Faith

3.
Exarch of Hope

4.
Exarch of Charity

5.
Exarch of Retribution and Death

6.
Exarch of Reform

7.
Grand Exarch General

8.
Evangelical General Enforcer

9.
Arch Inquisitor

10.
Regional Moderator

11.
Perpetual Curate

12.
Confessor General

13.
Arch Predicant

14.
Salvationist

15.
Lecturer

16.
Deacon

17.
Deacon Suffragen

18.
Adept

19.
Novice

20.
Petitioner

Goals

1.
The destruction of any force belonging to any other religion.

2.
The destruction of any Roder force.

3.
The destruction of any non-Banner force.

4.
The control of any city.

5.
The sacking of any non-Banner city.

6.
The defense of any Banner force or city.

7.
The "conversion" of characters to the Banner.

8.
The establishment of a Banner "nation" somewhere on Midgard.

The Gift ReligionFactions:Gift Religion:See Gift Religion:Religion:Gift:See Gift Religion:

The Gift Religion traces its origin to the great schism.  The sayings of The Giver are transmitted to the faithful by the Speakers of the Gift Assembly.  These sayings stress the Gift of Life, of structure, and of meaning to the world.  Accordingly, the philosophy of the Gift is one of mastery over chaos and the preservation of order.  Indeed, to the Gift, the existence of life is proof of the Giver's desire to order the universe and to improve it.  Believers therefore dedicate themselves to the preservation of life and order throughout Midgard and view the spread of their influence and good works as the best way to accomplish both of these aims.

Believers of the Gift Religion work hard to produce things of lasting order and value.  A moat to channel away destructive river currents, a sturdy house or temple to safeguard the Gifts of human life -- these are prized by Gift believers who pledge themselves to construction and human care & healing and who excel in both.  Respecting the Giver's children and their works, the Gift accepts the use of force only when necessary to protect those children and works.  Renowned for their widespread influence, and ability to gather information throughout Midgard, the energetic and innovative adherents of the Gift continue to strengthen their religion in Midgard.

Hierarchy

0.
Assembly of Speakers (umpire/computer)

1.
Speaker of the Gift

2.
Pardoner of the Gift

3.
Executor of the Gift

4.
Missioner of the Gift

5.
Conservator of the Gift

6.
Vicar of the Gift

7.
Visitor-General of the Gift

8.
Moderator of the Gift

9.
Holder of the Gift

10.
Securer of the Gift

11.
Custodian of the Gift

12.
Vice-Custodian of the Gift

13.
Pledger of the Gift

14.
Bearer of the Gift

15.
Honorer of the Gift

16.
Cross of the Gift

17.
Priest of the Gift

18.
Deacon of the Gift

19.
Carer of the Gift

20.
Receiver of the Gift

Goals

1.
The increase of Gift influence throughout Midgard.

2.
The establishment of the Gift as the official religion of any family.

3.
The protection of any Gift holdings.

4.
To increase buildings and other construction anywhere in Midgard.

5.
The construction of Temples of the Gift throughout Midgard.

6.
The support of any treaty or organization which promotes peace.

The Ring ReligionFactions:Ring Religion:See Ring Religion:Religion:Ring:See Ring Religion:

The most mysterious of the three original religions, the Ring has recently merged with the Order of the Hand, a young dynamic religion, with each faith contributing something to the whole.  The Ring has embraced the Order's belief in the "Supreme One" who charges mankind to destroy evil, and the Order accepted the Ring's belief that everything is predestined such that events can be anticipated by those who understand the patterns and cycles established by the Supreme One.  Ring Diviners interpret these cycles and are sought for their knowledge by all great leaders in the known world.

Ring theology emphasizes passivity for mankind in general, but actively endorses crusades against evil forces in Midgard.  The faithful are assured of eternal paradise after death martyrs can become saints.  When unbelievers die, their souls expire, after atoning for evil acts committed during their life.  When all evil in Midgard has been destroyed, the one large cycle will have completed its course and will then bring the Supreme One's paradise to Midgard.  The Ring are friendly with all factions that are not evil.  Historically, the Ring have had a special relationship with the Boda while the Order have been close allies with the Imperials.  The Boda seek out Ring "tellers" to go among their farms and villages to aid the people.  This eases the burden of the heavy-handed Boda, improves farm output slightly, and prevents uprisings.  In return, the Boda assist the Ring with grants of money or aid in the defense of a city controlled by the Ring.

Ring Diviners may answer questions submitted by characters.  They can be contacted through Ring temples in a city and the request should be accompanied by an offering.

As a result of the merger between the Ring and the Order, the Ring hierarchy has changed and there are now three orders of the faith:  the Order of the Hand (the military wing) the Order of the Heart (the ecclesiastical and administrative wing) and the Order of the Mind (the mystical wing).  Because of these differing paths, clans promoted above the rank of Provencial Prelate must choose one of these paths to follow for the remainder of his career.

Hierarchy

0.
The Holy Regents (umpire/computer)

1.
Patriarch


Heart

Mind

Hand

2.
Grand Bishop
3.
Grand Diviner
4.
Grand Marshal

2.
Grand Bishop

3.

3.
Grand Diviner

4.



4.
Grand Marshal

5.
Ecclessiarch

Diviner

Marshal

6.
Holy Magistrate

Grand Archivist

Knight General

7.
Abbot

Herald

Knight Admiral

8.
Emissary

Mystic

Commander

9.
Provincial Prelate

10.
Regional Prelate

11.
City Prelate

12.
Theologian

13.
Philosopher

14.
Crusader

15.
Vicar

16.
City Curate

17.
Discoverer

18.
Seeker

19.
Initiate

20.
Supplicant

Goals

1.
Destruction of Evil and other base beliefs.

2.
The conversion of all characters to the Ring religion.

3.
The protection of the faithful.

4.
The support of any treaty or organization which promotes peace.

5.
The dissemination of knowledge to other friendly characters.

6.
Assist the Boda in peaceful or defensive activities.

7.
The gathering of knowledge from characters and other sources.

8.
The establishment of a religious homeland.

The Blood And Fire ReligionFactions:Blood And Fire Religion:See Blood And Fire Religion:Religion:Blood And Fire:See Blood And Fire Religion:

"At the time of the Great Schism, there existed a very powerful being named Moorlock.  It is said that Moorlock was God's most trusted angel, and that God entrusted many duties and responsibilities to him.  Eventually a conflict occurred between God and Moorlock, with Moorlock being banished into Limbo."

-- Damien, Moorlock's Prophet

The Blood and Fire Religion believes that God has gone "insane", and is unable to manage his heavenly duties.  They believe that Moorlock is the rightful heir to rule the cosmos, and that God should be outcast from heaven.  To this end the Blood and Fire work fervently to increase the following of Moorlock on Midgard, and believe that eventually Moorlock will be freed from Limbo once enough people worship him instead of God.

The tenets of the Blood and Fire are abhorrent to many peoples of Midgard.  Though lawful in nature, they are a fundamentally evil religion who practice various forms of blood sacrifices upon willing believers.  Contrary to rumors, the Blood and Fire do not practice cannibalism or any of its forms, nor do they conduct actions against children as many claim.  The Blood and Fire have strict internal laws with severe penalties for transgression, including the penalty of death for any clan who leaves the faction once they have reached the rank of Priest.

Hierarchy

0.
Scion of Moorlock (umpire/computer)

1.
Prophet of Moorlock

2.
Cardinal of the Task

3.
Cardinal of the Terror

4.
Cardinal of the Truth

5.
College of Cardinals

6.
Arch High Cardinal

7.
High Cardinal

8.
Cardinal

9.
Monsignor

10.
Arch High Bishop

11.
High Bishop

12.
Bishop

13.
Arch High Priest

14.
High Priest

15.
Priest

16.
Deacon

17.
Brother

18.
Lay Brother

19.
Postulant

20.
True Believer

Goals

The Blood and Fire currently hold the following goals:

1.
The removal of all other religions on Midgard.

2.
The conversion of all people to the Blood And Fire.

3.
The establishment of a Blood And Fire Temple in every city.

4.
Control of any or all cities belonging to another faith.

5.
Act in any manner to the detriment of the Imperials.

6.
To defend any Blood and Fire holding.

7.
The establishment of a homeland for the Blood and Fire.

BarbariansFactions:Barbarians:See Barbarians:

Barbarians represent the original inhabitants of the "Known World."  It is known that the Barbarians did not originate in the Known World, but arrived in three great waves thousands of years ago.

Barbarian clans actually originate on another continent in the world of Midgard.  They are sea-borne raiders and prey on coastal villages and towns.  Barbarian forces can perform all types of military operations but excel in the use of Light Infantry and Light Missile weapons.  Barbarian clans can make their own armor and weapons (Light Infantry and Light Missile) and spend most of their lives aboard ships.  Their Longships are much feared and it is known that they take prisoners to refill their ranks.  The Longship is unique to the Barbarians.  It has only been produced in Barbarian Ports in the past.  Barbarians will sink their own ship to prevent it from falling into enemy hands.

Every two years, all Barbarian clans must return to their homeland.  All of the goods that they have gained by raiding is then tallied and the new hierarchy is established.  Each clan is then allocated new ships and men based on their ranking and the next Barbarian wave begins.

The Barbarians prefer the name "Brothers" when they refer to each other.  Their organization is not very formal, but it is effective.  Barbarians can count on strong support from their "Brothers" against a common foe, but are likely to fight among themselves over the division of the loot.  Many Barbarians keep alive the old tales about past glories when all of the known world was under their control.

Hierarchy

0.
Barbarian Lord (umpire/computer)

1.
Great Destroyer

2.
First Member of the Convocation

3.
Second Member of the Convocation

4.
Third of the Convocation

5.
Death's Scythe

6.
Leader of the Horde

7.
Master of Ships

8.
Taker of Life

9.
Leader of the Hunt

10.
Rampager

11.
Reaper

12.
Master of the Raid

13.
Raider

14.
Master of the Hunt

15.
Hunter

16.
Tracker

17.
Explorer

18.
Leader

19.
Follower

20.
Brother

Goals

1.
Control of the Oceans.

2.
Elimination of any Religious Force.

3.
Raid all coastal Cities.

4.
Elimination of all Heliograph Stations.

5.
Complete destruction of one coastal city per year.

Society Of ArmsMercenaries:Society Of Arms:See Society Of Arms:Factions:Society Of Arms:See Society Of Arms:

The Society Of Arms is a very shadowy organization with representatives in most cities.  They may be contacted only by offering a substantial bribe.  This organization is known for taking any contract, for any purpose.  This faction thrives on chaos.  For this purpose it resists "order" and will lend assistance to Independent Clans and Cities fighting to remain free of Factional control.

Clans in this faction gain the ability to "hide" in cities.  If and Society Of Arms Clan's total force is less than 10 percent of the population of a city, the clan's name will not be shown on the Visitor report.

Also, this faction has been known to set-up and run black markets in major cities.  They will buy cargo from anyone, no questions asked and then resell the goods to the regular market over time.  To do business with a black market, you need only to know its code word.  These code words change periodically to prevent the market from being found by those who take exception to this type of service.

Hierarchy

0.
Grand Master of the Society Of Arms (umpire/computer)

1.
Master of the Society Of Arms

2.
Master of Contracts

3.
Master of Weapons

4.
Master of The Council

5.
First Council Member

6.
Second Council Member

7.
Third Council Member

8.
Fourth Council Member

9.
Fifth Council Member

10.
Agent for Contract Enforcement

11.
General on Call - East

12.
General on Call - Center

13.
General on Call - West

14.
Commander

15.
Society Initiate

16.
Mercenary First Class

17.
Mercenary Second Class

18.
Mercenary Third Class

19.
Mercenary Fourth Class

20.
Mercenary Fifth Class

Goals

1.
The establishment of a Black Market in Major Cities.

2.
Increase the number of clans belonging to the Society Of Arms.

3.
Aid all Bandit and Pirates forces.

4.
Act in any manner to the detriment of the MercVerk.

5.
Assist and aid Independent Clans and Cities.

MercVerkMercenaries:MercVerk:See MercVerk:Factions:MercVerk:See MercVerk:

MercVerk was founded as a way for those in Midgard not blessed at birth with riches or power to improve their lives through their own efforts.  The MercVerk have their own factional building, the "MercHaus", which is a place of lodging and training for the MercVerk adherents.  MercVerk clans can be expected to assist in the defense of the city in which their MercHaus is located, regardless of factional alignment of the city, and MercVerk citizens will come and live in a city with a MercHaus.  They can be called up to defend that city from any and all attackers.  As such, a city with one or more MercHauses in it is considered a safer place to live, thereby increasing population pressure.

MercVerk is more rigid in its organization and behavioral requirements than the other factions and all MercVerk clans are expected to obey those requirements.  They are know as valiant, battle hardened fighters and pride themselves on keeping their word and honoring the MercVerk code.  Hereditary backgrounds plays no part in the faction.

The MercVerk do not favor any one Faction or belief.  Since they follow a rigid code, they are sometimes considered more like an order of hired knights than pure mercenaries.  However, do not be fooled into thinking that their "code" prevents them from taking an advantage.  Right and wrong are only words that are defined by the terms of the contract.

MercVerk will vigorously respond to acts of aggression against their people/holdings, or to aggression against the non-aligned civilians of Midgard.  However, since they are a mercenary force, once bound by contract they are honor bound to abide by all its terms.

Hierarchy

0.
Supreme Commander (umpire/computer)

1.
Senior Commander

2.
Lance Commander

3.
Shield Commander

4.
Senior Corps Leader/Admiral

5.
Lance Corps Leader/Admiral

6.
Shield Corps Leader/Admiral

7.
Senior Divisional General/Vice Admiral

8.
Lance Divisional General/Vice Admiral

9.
Shield Divisional General/Vice Admiral

10.
Senior Brigadier General/Rear Admiral

11.
Lance Brigadier General/Rear Admiral

12.
Shield Brigadier General/Rear Admiral

13.
Senior Colonel/Commodore

14.
Lance Colonel/Commodore

15.
Shield Colonel/Commodore

16.
Senior Major

17.
Lance Major

18.
Shield Major

19.
First Captain

20.
First Lieutenant

Goals

1.
Become the primary mercenary Faction in Midgard.

2.
Increase and protect MercVerk holdings.

3.
The elimination of Bandit and Pirate clans.

4.
Assist and aid Independent Clans and Cities.

5.
The establishment of one area of Midgard as the center of the MercVerk organization.

IndependentsFactions:Independents:See Independent:

The Independent (or non-declared) clan is one who operates totally outside any Faction or specialty as shown above.  Influence points are accumulated, though not as quickly as if a declared clan of the Faction giving the points, and a non-declared clan may do tasks for any Faction and receive rewards.  Powerful non-declared clans may be offered city positions.  There is no Hierarchy.  All clans start the game as Independent clans.

Selecting the path to follow can be done at any time.  Any player not making a selection will receive points for his activities from the various Factions.  It is possible to earn points in almost every Faction without selecting or "declaring" which way you desire to go.  You may change your mind at any time during the game.  Changing your mind will involve greater and greater costs to you as you gain stature.  Your followers and retainers rely on you to provide a certain political stability and will resist change.  Your renown also suffers.  None of these consequences are severe at the lower levels.

As an Independent clan, you may also decide to try your hand at specializing as a Bandit, Pirate or Heretic.

Alternate Clan NamesAlternate Clan Names:See Alias:

Bandits and Pirates (only) have the added benefit of operating under an alias.  You may declare their alias name using the NAME ALIAS action.  The alias will appear on all reports when you are operating in a region where you are known (you are "known" if you have Renown in the region).  When you are operating outside the region(s) where you have recently performed your trade, your name will revert to normal so that you may otherwise continue to be an "honest" citizen.  Your Alias will be used anytime you issue a mode change to RDB TRIBUTE (Roadblock for tribute) or PCY (Piracy).  Only these two modes will allow you to gain renown in a new region.  Once gained, your name change will be automatic and all other modes will be available to you.

Each act of Banditry or Piracy will create a certain amount of renown (under your alias) in that region.  This renown will fade with time as people forget, but whenever you enter an area where you are "known" then your alias clan name will be shown and you will be recognized.  This ability to "change names" will allow your clan an opportunity to survive.

BanditsIndependents:Bandits:See Bandit:Factions:Independents:See Bandit:

Bandits attempt to gain wealth by any means, including violence.  Bandits will attempt to look and behave like normal character organizations and are extremely difficult for other characters to identify as bandits.  Scouting reports will report them as any of a variety of Factions.  As the Bandit clan gets bigger and bigger, they will be awarded points.  Successful raids against others will generate points, as will successful roadblock actions.

PiratesIndependents:Pirates:See Pirate:Factions:Independents:See Pirate:

Pirates are not just sea-going bandits.  Pirates are a tough people living a tough life.  Their sailing and fighting skills are very high.  Their experience levels are also very high and pirates are not likely to be merciful.  Pirates will make a "deal" with any clan or Faction as it suits them.  They will always adhere to such a deal unless of course, they elect not to.  If you want to be sure that they will remain friendly to your Faction, give them reason to want to keep you around (perhaps by offering them a series of perpetual cash payments?).  Ignore or rebuke them and they will feed upon your shipping and your coastal holdings.  Pirates can out-sail and out-navigate any other Faction in Midgard except possibly the Barbarians.  Lastly, there is no umpire/computer model for operations of the Pirates.  Clans that declare themselves pirate will receive about 20% of all of the men captured in any operation as recruits.  Of course, the pirate clan will also retain all of the sundry loot etc. as well.  Pirates rarely attack each other because of the significant risk involved.

HereticIndependents:Heretics:See Heretic:Factions:Independents:See Heretic:

The Heretic is a character who supports a religion different than those shown here.  To become a Heretic you must create your own religion and submit it to the umpire for inclusion into the database and into the game model.  The submission should detail your theology and the practical consequences of that theology.  For example, if one of the tenets of your new religion is the conversion of the masses of Midgard, one practical consequence would be an unwillingness to raid villages or farms.  If another aspect of your religion called for the elimination of secular powers, you might stress the importance of acting against the Families and the Imperials.  Clearly, the process of writing an outline which includes beliefs, practices, and activities can be difficult.  Once you have drafted your submission to the umpire and it has been returned approved, heretics face the task of recruiting other characters to the belief.  One way to do this is to give the potential converts assistance.  As a Heretic you also gain points through converts who remain loyal to your religion each cycle.  Heretics also gain points by building Temples in cities.
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3x5    109, 205, 206, 305, 407, 802, 816

Accept    721, 729

Action    101, 302, 404, 407, 410, 411, 414, 602, 603, 606, 608, 701, 702, 708, 712, 736, 738, 801, 802, 805, 818

Action sheet    102, 204, 205, 207, 302, 304, 606, 727

Administration    305, 309, 713, 727, 734, 743

Advance    606, 607, 716, 740, 746

Affiliation    108, 109, 110

Agriculture    306, 509

Alias    724

All    734

Allocate    712

Allow    714

Alternate Clan Names

See Alias

Ambush    605, 734, 740, 747

Anchor    740

Animals    714

Armament    602, 603

Armed    714

Armory    307, 308, 713, 718

Arrest    740

Assault    740

Assign    304, 305, 309, 404, 411, 604, 713, 720, 802

Assignment    103, 212, 305, 604

Assistance    201, 202, 203, 207

Asteroid    107

Attack    606, 607, 717, 734, 740

Attacked    410, 607, 718, 724

Avoid    409, 606, 607, 717, 723, 747

Award    109, 206, 207, 208, 306, 310, 712, 802

Bandit    101, 103, 201, 303, 744, 745

Bank    207, 304, 407, 712, 730, 801

Banner Religion    307, 720, 744

Barbarian    101, 103, 201, 412, 744, 745

Barque    725, 728

Battle    414, 602, 604, 606, 608, 727, 737, 801

Battle Plan    606

Begin    723

Black Market    303, 307, 407, 712, 728, 729, 731

Blockade    734

Blocked    410, 607, 718, 724

Blood And Fire Religion    307, 720

Boda Family    302, 306, 307, 308, 719

Bodyguard    740

Bonus    726

Breakthrough    741

Bridge    504

Budget    109, 203, 206, 207, 209, 304, 306, 310, 801, 802

Build    715

Building    308, 407, 501, 502, 504, 609, 718

Buildings    302, 305, 306, 308, 502

City    308

Factional    306, 505

Public    505

Religious    506

Bulletin    206, 207

Bulletin Board    206, 302, 305, 406

Buy    302, 712

Camp    409, 609, 723, 735, 743, 745

Canal    504, 718

Cancel    730

Capture    201, 207, 413, 603, 607, 717, 736

Card, 3x5

See 3x5

Cargo    103, 404, 410, 717, 736, 801

Cavalry    716, 732

Character    102, 103, 108, 202, 207, 607, 738, 802

City    101, 102, 103, 108, 109, 202, 203, 204, 205, 206, 207, 211, 301, 302, 303, 304, 305, 306, 307, 308, 309, 310, 404, 406, 501, 502, 506, 507, 508, 509, 607, 609, 701, 712, 713, 728, 729, 734, 735, 736, 737, 738, 740, 741, 743, 745, 801, 802, 803

City leader    109, 204, 207, 209, 303, 305, 306, 307, 308, 407, 502, 506, 713, 714, 729, 734, 743

City Turn Sheet    205, 304, 305, 801

City Visitor Report    204, 302, 303, 305, 406, 407, 502, 728, 731, 801, 815

Clan    102, 103, 105, 109, 110, 201, 202, 203, 204, 206, 207, 209, 211, 212, 304, 306, 309, 310, 404, 409, 410, 411, 414, 601, 606, 607, 608, 609, 701, 713, 715, 718, 720, 724, 726, 740, 743, 744, 801, 802, 803

Clan leader    740

Class    602, 603, 606

Combat    101, 202, 414, 601, 607, 608, 609, 716, 718, 738, 801

Command    201, 208, 713, 724, 730

Commerce    734, 737

Commodity    302, 303, 310

Communication    205, 503, 741, 802

Complete    730

Computer    101, 202, 203, 205, 304

Cond    722

Cond
Combat conditional    717

Conditional    409, 601, 607, 609, 722, 739

Construct    503, 718, 728

Construction    305, 306, 307, 308, 309, 407, 501, 502, 503, 609, 713, 718, 727, 735, 801, 802

Control    727

Convoy    404, 735

Cost    404, 405, 407, 411

Covertly    734

Create    720

Crew    411

Crisis    108, 303, 305, 310, 734, 736

Crowns    109, 204, 205, 206, 207, 211, 212, 304, 306, 404, 411, 502, 505, 602, 712, 721, 730, 737

Cultivated    308, 405, 509, 719

Cultural    302, 308, 713, 718

CVR

See City Visitor Report

Cycle    102, 103, 108, 109, 201, 202, 701

Day    737

Death    102, 105, 108, 603

Declare    109, 205, 209, 211, 720

Defend    607, 717, 736

Defense    507, 718

Talisman    101

Demote    110, 208, 209

Deny    714

Depart    607, 717

Deposit    712

Description    712, 734, 740

Disaster    107, 202, 401

Disband    724, 731

Discipline    602, 603, 608

Disembark    409, 413, 715, 717, 723, 725, 745

Disengagement    718

Dismount    715, 731

Dispensation Budget

See Budget

Dispense    206, 207

Disperse    603, 606, 717, 746

Distance    504

Ditch    503, 504, 508, 713, 719, 735

Double    716, 726, 729, 733

Draft    305, 411, 504, 713

Duties    208, 802

Economy    105, 301

Education    302, 308, 713, 718

EF    720

See Expeditionary Force

Embark    409, 410, 413, 715, 723, 731

End    723

Enemy    607, 741

Engineer    308, 502

Enter    716, 728, 731

Entry    713

Equip    204, 310, 604, 716, 731

Equipment    410, 737, 748

Error    102, 103, 608

Escape    737

Estimate    719

Evade    607, 717

Exit    716, 728, 732

Expeditionary force    102, 201, 204, 302, 305, 306, 502, 608, 701, 720, 725, 731, 801

Experience    101, 103, 202, 212, 601, 602, 603, 608

Faction    101, 103, 105, 201, 202, 203, 204, 205, 206, 207, 208, 209, 211, 212, 302, 306, 307, 310, 410, 414, 502, 505, 506, 604, 607, 718, 720, 724, 801, 802, 803

Factions

Banner Religion

See Banner Religion

Barbarians

See Barbarians

Blood And Fire Religion

See Blood And Fire Religion

Boda Family

See Boda Family

Getham Family

See Getham Family

Gift Religion

See Gift Religion

Imperials

See Imperials

Independents

See Bandit

See Heretic

See Independent

See Pirate

MercVerk

See MercVerk

Ring Religion

See Ring Religion

Roder Family

See Roder Family

Society Of Arms

See Society Of Arms

Family

Boda

See Boda Family

Getham

See Getham Family

Roder

See Roder Family

Farm    108, 202, 301, 306, 308, 745, 746

Fee    304

Field    301, 308, 404, 503, 735, 745, 746

Fieldfort    719

Fish    308, 722, 742, 743

Fleet    404, 411, 413, 725

Flynt    725, 728

Follow    409, 723

Follower    102, 103, 201, 202, 204, 207, 304, 306, 309, 407, 603, 701, 713, 721, 724, 725, 729, 731, 740, 745, 802

Food    301, 714, 738

Forage    407, 742, 746

Force    209, 606, 609, 717, 734, 741, 743, 746

Forced    408, 723

Forced march    408, 603, 723

Forest    405, 509

Formation    606, 607, 717, 801

Fortification    108, 503, 506, 735, 742

Frigate    725, 728

Fruit    306, 308, 722

Galleon    725, 728

Gem    309

Getham Family    302, 306, 307, 719

Getham Trade Office    306

Gift Construction Regiments    501

Gift Religion    307, 720

Goal    201, 203, 205, 208, 209, 212

Gold    309

Grassland    405, 509

Guard    207, 305, 309, 502, 507, 607, 609, 713, 718, 727, 736, 740, 743, 746

Guild    105, 207, 302, 304, 308, 412, 502, 503, 713

Guild Hall    308, 509, 718

Half    716, 726, 729, 733

Hamlet    301

Harbor    737

Hedgehog    508, 609, 713, 719

Heir    304, 712

Helio    719

Heliograph    401, 407, 503, 719

Heliographer    105, 205, 207, 401, 503

Heretic    101, 103, 201

Hierarchy    201, 202, 205

History    104, 205, 801

Hold    727

Horse    306, 308, 404, 406, 410, 504, 722, 745

Horsemen    508

Hot Pursuit    717

Immigrate    714

Imperial    105, 212, 302, 306, 505, 719

Imperial Crowns

See Crowns

Independent    103, 110, 201, 203, 205, 802

Independents

Bandits

See Bandit

Heretics

See Heretic

Pirates

See Pirate

Infantry    508, 602, 605

Influence    101, 108, 109, 201, 203, 204, 207, 211, 304, 306, 310, 801

Information    801

Input    802

Jail    207, 302, 306, 729

Join    409, 723, 725, 732

Kalamar    104, 107

Land    308, 404, 509, 607, 717, 719, 801

Land Formations    811

Leader    102, 103, 108, 109, 201, 202, 204, 207, 209, 304, 306, 309, 310, 414, 603, 713, 724, 731, 740, 803

Legate    306

Livestock    306, 308, 410, 722, 742, 746

Load    715

Loan    206, 207, 304, 721

Logging    309, 407, 713, 720, 727, 743

Longship    412, 725, 728

Looting    407, 738, 744

Loss Limit    606

Losses    717

Loyalty    202, 205, 302, 602, 603, 740

Lumber    309, 503, 504, 505, 506, 507, 508, 509, 743

Main body    604, 742

Maint    713, 727

Maintenance    305, 309, 411, 412, 503

Make    721

Mancycle    501, 503, 504, 505, 506, 507, 508, 509

Manpower    305, 719

Manufacture    301

Manufactured goods    308, 503, 504, 505, 506, 509

Map    103, 401, 608, 802, 817

Map Symbols    401

Market    302, 303, 307, 308, 310, 406, 407, 712, 714, 729, 734, 736, 743, 801

Marsh    405

Martial Law    736

Materials    714

Melee    744

Mercenaries

MercVerk

See MercVerk

Society Of Arms

See Society Of Arms

Merchant    103, 310

Merchantman    725, 728

MercHaus    307, 602, 719

MercVerk    302, 306, 307, 719

Merge    721, 723, 725, 732

Message    206, 207, 305, 407, 802

Metal    309, 503, 504, 505, 506, 507, 508, 744

Midgard    101, 102, 103, 104, 107, 201, 404

Military    734

Mining    309, 407, 713, 720, 727, 744, 745

Moat    508, 609, 713, 719, 737

Mode    401, 404, 406, 407, 408, 410, 413, 414, 601, 604, 606, 607, 608, 609, 701, 709, 722, 734, 735, 737, 745

Model    101, 103, 104, 201, 205, 208, 209, 212, 213, 301, 303, 307

Money    202, 302, 304, 310

Morale    202, 302, 602, 603, 701, 732, 740, 744

Mount    716, 732

Mountain    405

Mounted    404, 602, 604

Move    408, 409, 722, 723, 737

Movement    401, 404, 406, 407, 408, 413, 601, 737, 801, 808

Name    724, 725, 732

Naval    801

Naval Formations    812

Navy    410, 414

Negotiate    209

New    206, 207

Night    737

Non-declared    109

None    606, 717

Normal    716, 726, 729, 733

NPC    721, 740

Nunit    413, 715, 724

Offer    721, 730, 802

Office    108, 211, 302, 306, 307, 310, 502, 505, 719, 743, 801, 802

Operation    719

Option    606, 607, 717

Orchard    306, 308, 405, 509, 719

Order    404, 410, 411, 412, 414, 601, 602, 604, 606, 608, 609, 701, 710, 725, 728, 732, 736, 740

Organization    205, 208, 401, 601, 602, 604, 605, 801

Overtly    734

Patrol    407, 408, 736, 745

Pay    409, 723, 726

Pay rate    302, 726

Permit    714

Pillage    407, 744

Pinnace    725, 728

Pirate    101, 103, 201, 303, 736, 744

Pit    508, 609, 713, 719

Plain    405, 509

Plan    414, 602, 604, 606, 608, 727, 734, 738, 741

Plan, Battle

See Battle Plan

Player    101, 102, 108, 109, 201, 203, 205, 208, 211, 212, 213, 301, 302, 304, 306, 407, 604, 803

Plunder    407, 744

Politics    201, 205

Population    211, 714, 801

Port    728, 736

Position    101, 102, 201, 202, 206, 208, 212, 701, 801, 802

Power    101, 103, 203, 207, 208, 306

Price    302, 303, 307, 310, 412

Prisoner    207, 302, 743, 801

Probe    745, 748

Problem    102, 410

Process    606, 727

Production    306, 307, 308, 310

Project    307, 308, 309, 501, 502, 503, 509, 801, 802

Promotion    101, 201, 202, 203, 208, 802, 803

Prospecting    407, 745

Province    109, 401, 402, 403

Provision    204, 301, 404, 721, 722, 730, 742, 801

Purchase    728

Pursue    717

Quarrying    309, 407, 713, 720, 727, 745

Raid    737, 745, 746, 748

Raiding fields    407

Ranch    308, 509, 719

Rank    202, 203, 208, 802, 803

Ransomed    201

Rate    726

Rations    301, 308, 722

Recon    746

Recruitment    103, 208, 407, 602, 744

Reform    717

Regiment    209, 211, 212, 501, 502, 604, 606, 720, 728, 732, 740, 802

Region    101, 103, 401, 402, 403, 802

Reject    721, 730

Religion    103, 205, 307

Banner

See Banner Religion

Blood And Fire

See Blood And Fire Religion

Gift

See Gift Religion

Ring

See Ring Religion

Remain Engaged    717

Renown    203

Repay    721

Report    305, 801

Reputation    202, 203

Request    721, 730

Rescue    746

Reserve    601, 735, 746

Resources    201, 203, 209, 211, 501, 802

Respond    606, 717

Responsibilities    208, 209, 803

Rest    744

Restrict    714

Retainer    103, 108, 109, 201, 202, 207, 208, 211, 302, 305, 306, 310, 404, 501, 601, 602, 606, 701, 744

Retainers    726, 727, 737

Retreat    409, 603, 606, 607, 717, 718, 723, 742

Revenue    715

Reward    202, 203, 207, 212

Ring Religion    307, 720

Road    310, 401, 405, 407, 409, 502, 504, 505, 720, 723

Roadblock    407, 409, 410, 607, 718, 723, 724, 737

Roder Agricultural station    509

Roder Family    302, 306, 719

Rough    405

Rumor    801, 802

Salary    209, 602

Sally    609, 737, 738

Sand    405

Scout    739, 747

Scouted    410, 607, 718, 724

Scouting    404, 407, 408, 801

Screen    609, 747

Sea    404, 405, 410, 413, 414, 723, 736, 738

Sea Route    310, 405, 413

Sector    401, 404

Secular    743

Sell    302, 729

Senior    103, 108, 109, 201, 202, 203, 205, 206, 207, 208, 209, 211, 212, 213, 604, 802, 803

Senior turn    802

Senior Turn Sheet    213, 801, 802

Shadow    409, 723, 739

Shadowed    410, 607, 718, 724

Ship    308, 404, 410, 411, 412, 414, 728, 738, 740, 745

Shipyard    309, 411, 412, 509, 720, 728

Siege    307, 404, 410, 605, 609, 714, 737, 738, 740, 744, 748

Siege Weapons    714

Skill    201, 745

Sloop    725, 728

Society Of Arms    302, 303, 305, 307

Soldier    103, 108, 305, 306, 309, 502, 507, 727, 736

Soldiers    713

Sortie    738, 747

Spacing    716, 725, 729, 733, 745

Special action    201, 202, 203, 207, 306, 502, 505, 506, 609, 701, 801, 803, 806

Special Cargo    721, 730

Split    726, 733

Spy    407, 729

Station    401, 503

Status    602, 603

Stock    303, 603

Stockpile    729, 801

Stone    309, 502, 503, 504, 505, 506, 507, 508, 509, 745

Stop    409, 607, 717, 723

Structure    743

Subordinate    727

Supply    503, 720

Support    738, 743, 748

Swap    726, 733

Task    101, 109, 201, 202, 203, 206, 207, 729, 801, 802

Tax    211, 301, 303, 305, 715, 736

Temple    108, 205, 211, 302, 306, 307, 502, 506, 720, 743

Terrain    401, 405, 410, 504, 509, 607, 608, 718, 724, 740, 741

The Treaty Of Frostmarch    106

Time    103

Title    801, 804

To    723

Toll road    413

Tower    507, 713, 719

Town    103

Trade    103, 201, 301, 306, 307

Train    201, 737, 740, 746

Transaction    406

Transfer    212, 302, 310, 407, 712, 721, 730

Transportation    404, 410, 411, 502

Treasury    302, 743, 801

Treaties    209

Tribute    737

Trigger    409, 601, 607, 609, 701, 718, 723

Triple    716, 726, 729, 733

Troop    101, 209, 410, 601, 602

Tunnel    508, 713, 719

Turn    103, 213, 303

Turn Sheet    102, 204, 208, 213, 302, 304, 404, 407, 409, 503, 506, 602, 605, 606, 607, 727, 728, 801, 802, 803

Umpire    101, 109, 202, 203, 205, 208, 304, 306, 407, 414, 505, 506, 601, 602, 608, 609, 803

Unassigned    602, 721, 730

Unit    201, 404, 410, 411, 602, 603, 604, 606, 701, 715, 720, 730, 745

Unload    715

Vessel    504

Village    108, 202, 308, 509, 608, 719, 746

Visitor    404, 801

Wagon    308, 404, 406, 603, 737

Walkways    507

Wall    302, 502, 503, 506, 507, 508, 609, 713, 719, 736, 740, 741

War    105, 209, 301

Warehouse    308, 505, 712, 715, 729

Water    308, 309, 404

Weapon    305, 307, 308, 310, 404, 410, 503, 601, 602, 603, 604, 605, 609, 738

Weapons    714

Winning    201

With    606, 728

Withdraw    712, 718

Worker    301, 501

Wounded    607, 718, 729

.End Index.
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