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LiOFJDLiIN&~ OF YOFJE 
THR C?JfIMR OF KNIGHT$, KNfIVR$, fIND 

NRC0J10MfINC?;RJ1$ 

EQUIPMENT FJEQUIFJED 
fIPPLR // + OJ1 fIPPLR // e DO$ 3.3, WITH fIT LRfI$T 48K 
J.1fIM, 0 R DI$K DJ1IVR fIND MO ITOJ1 (PJ1INTRJ1 OP­
TIONfIL). No joystick or exterl(al devices are required to 
play tl(i gaIT)e. It i uggested tqat all player qave a peQcil 
al(d grapq paper OT) wl(icl( to IT)ake l(Otes al(d draw IT)aps. 
If you do l(Ot l(ave a printer, you IT)ay reproduce tl(e IT)ap 
facsiIT)ile. However, all otl(er pril(ted IT)aterial, as well as 
tqe gaIT)e di kette, are copyrigl(ted al(d cal(T)Ot be 
reproduced for al(y rea OT)! 

flll adiol( to be perforIT)ed OT) tqe coIT)pl.lter are il(dicated 
as letters if) brackets, och a [ ]OftTH, to go North. Tqe 
[J1RTUJ1N] key will el(d whatever you are doiQg al(d IT)Ove 
OT) to tqe l(ext pqa e. f!Il elip i [ ... ] of varyil(g leQgtq will 
il(dicate tl(e rartge allowed irt arty sitoatiort where you are 
required to ertter rtl.lIT)bers or letter . Tqe letters fl-Z, all 

tartdard pl.lrtdoatioQ, aQd rtl.lIT)bers 0-9 are accepted. 

&ENEFJflli DE~~FJIPTION 
LOJ1DLIN<?i-$ OF YOJ1R is a gaIT)e of strategy, 
tacUcs artd diploIT)acy set irt the era of 
KQigl(ts artd cl(ivalry. Yoo aQd your op-
poQeQts begirt tqe gaIT)e witq art equal 
rtl.lIT)ber of troops artd wealtl( (l.lrtless a l(aQ­
dicap is used), bot witl( a dlfferertt geogra­
pl(ic sitoaUort iQ your respective $HIJ1R (art 
Rrtglisq col.lrtlly). Tl(e object is for you to 
eliIT)irta lie tqe opposirtg Lordlirtgs (IT/irtor 
lords or castle qolders) aQd oUiIT)ately 
becoIT)e tqe Lord of tqe J1ealIT). 
Yoo corttrol your sqire irt a IT)aQrter siIT)ilar 
to tl(at of a feudal lord witq taxakioQ froIT) 
tqe peasartts i.r) tqe area beirtg your priIT)ary 
IT)earts of support. Your arIT)y represertts 
your IT)airt eleIT)ertt of corttrol irt the gaIT)e. 

LOJ1DLIN<?i-$ OF YOJ1R cart be played with you agairtst 
three coIT)pl.lter oppoQertts, you artd a friertd agairtst two 
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COIT)pl.lter player , you al(d two otqers agail( t Ol(e OIT)­
poter player, or of col.Ir e, four of you cart IT)atcq wits 
agairtsll Orte artotqer. Levels of diffi ollly cart b ell to "leart­
dicap" a gaIT)e. Yoo will firtd llhi especially l(elpfl.11 iQ irt­
llrodocirtg rtew plu yers to LOJ1DLI 0$ OF YOJ1K Yoo will 
al o l(ave llqe opt>iort to add IT)Ore llerrairt feature for 
variability if you de ire. 

This gaIT)e coIT)birtes IT)arty of H? · leIT) l(ll of a fartllasy 
gaIT)e al(d a trallegy gaIT)e, as well as llqo of art advel(­
llore gaIT)e. W l)ave llqerefore chosert to call llqis type of 
gaIT)e a "FfINTRC?J Y". The gaIT)e IT)ecl(artic · are qui lie iIT)­
ple, boll that's wher the siIT)pli ity ertds. Tl( cortceplls 
used irt llqis prograIT) ar l.ll(ique irt llqall IT)Osll of your deci iort 
artd IT)Oves are IT)ade without kl(owiQg wqall your op­
portertts ar doil(g. C?;oIT)bat is resolved by the IT)Ost effi­
ciertt, reali tic, al(d qi torically accurate syst IT/ availabl . 
Rael( IT)Ove brirtgs a rtew sitl.latiort to ligl(t, artd llqe irtabililly 
to see wqat your opportertts are doirtg IT)ake for art ex­
citirtg artd irtllerestirtg strategy gaIT)e. 

BE&INNIN& PliflY 
Yoo begirt the gaIT)e by ' ledil(g a l(ew or old gaIT)e, arty 
terrairt IT)Odifier artd the l(l.lIT)ber of hoIT)al(s playil(g. You 
th I( el(ter a s ret password, al(d the l(aIT)e you irttel(d 
your shire to be called. NaIT)es cart be op to tert qaracter 
if) lel(gth, pa ·sword· are liIT)illed to four chara ters o as 
l(Ot to be forgolltel( (eveq fron) gaIT)e to gaIT)e, as the gaIT)e 

al( be aved irt progress). .1nhoold you forget your 
password, a l(ew Ol(e cal( be a· ·igl(ed by ' avirtg the gaIT) 
al(d re-el(teril(g l(ew OT) s for each player. If you atteIT)pt to 
el(ter al( il(corre t password tI-w e tiIT)es, you will lose your 
turf), so DON'T FOJ1GRT IT! 

There is a short delay while liq IT)aps are "fet qed" by tqe 
squires. Ra h lliIT)e you play a l(ew gaIT)e the rQaps are 
redrawrt so that I(O two gaIT)es will ever be alike. Tl(e order 
of play i thel( ral(dOIT)ly deterrr)il( d by the OIT)pl.lller al(d 
you are assigl(ed a player l(l.lIT)ber. Wl(el( the coIT)pl.lller is 
pla yil(g it will I( ever be player OT) . fl turf) or "Day" irt­
dica tor is provid d wl(ich will qelp you keep track of tl.lrQs. 
FroIT) tl(is poil(ll OT), you IT)OVe al(d perforIT) your adiol(s irt­
depel(del(tly OT) the coIT)pl.lter. flll llhe ertd of your lll.lrl(, you 
will (ideally) IT)Ove away froIT) tqe IT)OQillor so as l(Ot to 
observe your oppol(el(ts' IT)OVeIT)el(lls al(d llerrail(. Tqis 
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woq't be qece sary wqeq tqe COIT/pUter i ' IT/OViqg, as 
qotqiqg sqows oq the scr q ex ept a !Tlil{U te glass wlticq 
iqdicates Itow IT/UC!t of tqe COIT/pUter player', turq is left. 

flfter qteriqg your password at the begiqqiqg of your turq, 
yoowill be sqowq your 8HIFPI. R.8tfR.R.M, the a!Tlouqt of 
taxes colle ted that day, aqy !Ties -ages, aqd tqeq th IT1aP 
of your shire, with all tqe terraiq feature , torlT/S, aqd 
flags (e11e1T1y aqd frieqdly) b iqg visible. Flags represeqt 
uqit' oqsistiqg of Kqigqts aqd IT1e11-at-ar1T1S. Oqly sucq ter­
raiq aqd e11e1T1y flags as are IN 8I0Htf of your flags will be 
pla ed oq tqe IT/BP wqeq you are iq e11e1T1y shires. "Iq sigqt" 
is defiqed as tqe eight !:iqUare ' i1T11T1ediately -urrouqdiqg a 
flag. tfltese quare ' are call d "HR.C0tI7fIJ.1R.8" iq tqe ga1T1e 
for historical flavor oqly. Shire borders caqqot be "seeq" 
across, tqerefore you will qot be able to ee aqytqiqg iq aq 
e11e1T1y 'Qire uqtil you qave cro sed iqto tqe sqire! If you 
ar player 1, you are iq tqe upper left portioq of tl') ga1T1e 
IT/ap, 2 is tqe upper rigqt portioq, 3 is tqe lower left, aqd 4 is 
tq lower rigqt. 

~"'PFJffPEGY 
tferraiq is probably tl')e IT/Ost i!Tlportaqt ele1T1ertt iq deter­
IT1iqiqg -tr a tegy iq tqis galT/e. If you are a He1T1ptiqg to bat­
tle tqree COIT/pUter oppoqeqts, select IT/Ore terraiq at tqe 
begiqqiqg. C0oq ider Ud? tqiqgs a , l')ow far your astle is 
fro!TI a qo tile border, or wqere IT/O t of your popula tioq is 
ceqtered. Mouqtaiqs ar i!Tlportaqt to coq ider a tl')ey 
block e11e1T1y IT/OVelT/el{t. Witq ltUIT/art oppoqeqts, tqere 
sqould always be SOIT/e additioqal coq ideratioq of per­
soqalities. flqalyze wl')icq areas of tqe sqire are tqe IT/Ost 
vulqerable to attack aqd decide if tqat is wqere you qeed to 
eqd your troop fir t. J.1e1T1e1T1ber tqat you qave qo way of 

kqowiqg wqat tqe otl')er player are doiqg aqd tqat you 
caqqot cover all your objectives iq tqe first few IT/OVes. 
Protectioq aqd coqtrol of your peasaqts aqd tqeir villages 
is e -pecially i1T1portaqt, because witl')out tqe p a aqts to 
tax you caqqot field aq ar1T1y aqd witqout aq ar1T1y you 
IT1igqt a well try to qit tqe J.1R.8R.tf key by accid qt. 

PEfl~flN"'P~ 
You begiq tqe ga!Tle witq 5000 peasaqts uqder your COI?­
trol iq your lto!Tle sqire (eacq f!o1T1a11 NUIT/eral represertts 
100 peasaqts artd eacq village represertts 400 peasartts). 

R.very peasartt you coqtrol corttributes oqe gold piece to 
your treasury every turrt. C0oqtrol of tqese peasaqts is 
always deter!Tlirted at tl(e begirtrtirtg of your turq aqd is 
coqsidered auto1T1atic lrt your lfolTle sl(ire provided qo 
erte!Tly Uqits (flags) !(ave 
IT/Oved irtto aqy of your 
peasaqt squares or 
villages. If arty of your 
peasartts are Urtder tl(e 
col(trol of al( el(e!Tly's 
troops, you IT/USt defeat ...,.. 
tl(e el(e!Tly Uqit al(d force 
it off your peasal(ts' l(ec­
tare il( order to regaiq 
tl(e col(trol of tl(ose 
peasal(ts. tfo col(trol 
peasal(ts 11( arty sqire 
otl(er tl{al( your owq, 
you MU8tf !(ave a Ul(it il( tqe peasaqt square at tl(e begil(­
l(il(g of your tUrl(. It is qot sufficiel(t to !(ave si1T1ply "passed 
tl(rougl(" a square to receive tl(e taxatioq fro!TI it. 

GflME PHfl~E~: 
Rael( turq (or day) of LOJ.1DLIN0$ OF YOJ.1E is divided irtto 
6 PHfI$R.$. tfqe first pl(ase of your tUrl( is tl(e [N]EC0J.10-
MfINC0R.J.1 pl(ase il( wl(icl( you are allowed to cast your oqe 
spell for tl(at tor!(. tfqis spell IT/USt be cl(oseq fro!TI tl(e 
spells listed Ol( tqe Necro!Tlal(cer IT/equ. If you did l(Ot pur­
cqase a spell il( a previous [tf)J.1Efl$UJ.1Y pqase you will be 
li1T1ited to castil(g Ol(e of tqe "free" spells a Necro!Tlal(cer 
always carries. Oqce you !(ave cast your spell, tl(e pqase 
auto1T1atically el(ds al(d goes oq to [tf]J.1Efl$UJ.1Y. If you do 
qot wisq to use tlte [N]R.C0J.10MfINC0R.J.1, press [J.1R.tfUJ.1N] to 
proceed. 

tflte secoqd pQase of a tor!( is tlte [tf)J.1R.fI$UJ.1Y pl(ase. Dur­
il(g tltis pQase you allocate or "speqd" your accUIT1Ulated 
treasury IT/Ortey tl(at you Itave gaiqed tltroUgQ taxatiol( of 
tlte peasal(ts. tfltis gold cal( be spel(t Ol( [K]NI0Htf7$ ... your 
IT/Birt figQtiqg ele1T1eqt; [M]R.N-fltI7-fIJ.1M$ ... garrisoq troops 
al(d foot soldiers wl(icQ cost al(d figqt il( a Ol(e to tel( ratio 
to Kl(igqts; [$]PR.Lh$ ... for tqe Necro!Tlal(cer (ol(ly Ol(e at a 
ti!Tle IT/BY be accUIT1Ulated, besides tlte free spells); 
[fI]PPR.fI$EMENtf ... to ltelp preveqt peasaqt Uprisirtgs al(d 
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trouble wHqif) your sqire; [B]J1IBRJ1Y ... to attentpt to gaif) 
cooperatiof) front af)otqer player for wqatever reasof); 
[I]N'T'RLLIGRN<ZR. . .if)forntatiof) bribed front tqe local 
KNfIVK8 to qelp you deterntif)e qow large af) ef)enty Uf)it is 
before you attack it. J1efer to tqose r€spective sectiof)s of 
tqe ·rules for furtqer clarificatiof). WQef) you qave fif)isqed 
all purcqasif)g, press (J1R'T'UJ1N] to go Of) to tqe f)ext pqase. 
Wqef) you qave a zero or Qegative balaf)ce, tqis pqase will 
ef)d autontatically. If you begif) your tUrf) witq a zero or 
Qegative balaf)ce, ['T'JJ1Rrlfi5UJ1Y will be skipped. 

'T'qe tqird pqase of a turf) is tqe [D]RPhOYMRN'T' pqase if) 
wqiclt you forne Uf)its front tqe troops if) your castle gar­
risof). fls a flag is deployed, you assigf) a f)Untber of KQigqts 
or neeQ-at-arnts (or botlt) to tqe Uf)it, as well as a hordlif)g or 

ecrontaf)cer. You tqef) give it a [ ]ortq, [$)outq, [R]ast, or 
[W]est directioq to deploy front tqe castle. 

'T'qe Uf)it i tqef) a sigreed your player Qllntber af)d you give 
it a letter desigf)atiof) for its flag. 'T'qe letter is to idef)tify 
wqiclt uqit is wqiclt 011 tqe neap. (Rxaneple: hordlif)g #1 qas 
deployed qi first Uf)it Of)to tqe ntap ... Ite gives tqat Uf)it 
tqe flag desigf)atiof) of "1-M" . . . eaclt subseqUef)t flag will 
be idef)tified witq "1-X", "l-<Z", etc., or wqatever letter Ite 
qas cqosef) to assigre). Wqef) you _Q_ave f)O ntore troops 
available for deployntef)t, tqe pqase autontatically ef)ds, or 
you car) press [J1R'T'UJ1 ] to ntove Of)to tqe f)ext pqase. If 
you qave f)O troops available for deployntef)t, or already 
qave 26 Uqits deployed at tqe ef)d of tqe ['T']J1Rfl$UJ1Y 
Pqase, tqe [D]RPhOYMRN'T' pl:(ase will be skipped. 

'T'l:(e fourtl:( pl:(ase of a tUrf) is [M]OVRMRN'T'. Durif)g tl:(is 
pl:(ase, you ntay ntove all Uf)its deployed front previous 
tUrf)s. UQits deployed if) kl:(e curref)t turf) l:(ave already 
neoved, af)d tl:(us are l(Ot ef)titled to ntove agaif). You ntove 
eacl:( Uf)it iQdividually by usireg tl:(e [N]ortl:(, [fiS]outl:(, [R]ast, 
af)d [W]est keys, as if) deploYII}ef)t, Uf)til all Uf)its you wisq 
to ntove l:(ave beef) ntoved. Nortq Of) tl:(e gante ntap is al­
ways tl:(e top of tl:(e screef). Rast is to tl:(e rigqt, West is to 
tl:(e left, aqd f!Soutq is toward tl:(e screef) bottont. WQef) all 
troops l:(ave beef) ntoved, tqe pl:(ase will ef)d af)d go to tl:(e 
<ZOMBflt"P pl:(ase, or directly to OP'T'IONfiS if tl:(ere is f)O cont­
bat. You ntay e11d tl:(e pl:(ase at aqy tinte by pressif)g (J1R­
'T'UJ1N]. 
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'T'l:(e fiftl:( pl:(ase of a turf) is <ZOMBfI'T'. flQY battles caused 
by your [M]OVRMRN'T' pl:(ase are f)OW resolved Of)e at a 
tlnte if) tl:(e order your ntoventef)t deterntif)ed. ('T'l:(e first 
ureit you ntove Of)to af) ef)enty flag will be tqe first contbat 
resolved). You will observe eacl:( battle as it is beil(g fougl:(t 
Of) tl:(e Battle flrray screeq. flQY fIDV:fIN<Z"RfiS or J1R­
'T'J1Rfl'T'8 will be perfornted by tqe contputer after eacl:( if)­
dividual battle, before tl:(e f)ext battle is resolved. You 
qave f)O cof)trol over tqese ntoventel(ts. (see MOVRMRN'T' 
fIF'T'R.:11 <ZOMBfI'T') f!Sl:(ould tl:(is cause a FOJ1<ZRD contbat to 
occur, tl:(at also will be resolved at tl:(is tinte, but aner all 
otqer il(itial contbat. WQel( all contbat l:(as beef) resolved, 
tl:(e pl:(ase ef)ds af)d autontatically goes Of) to tl:(e OP'T'IONfiS 
pl:(ase. 

'T'l:(e sixtq af)d last pl:(ase of a turq is tl:(e OP'T'IONfiS pl:(ase. 
You will first be sl:(owf) af)y special evel(ts tl:(at l:(ave or will 
occur as well as tl:(e effects of tl:(ose evef)ts if appropriate. 
(see fIPPRflfiSRMRN'T') You will tl:(ef) l:(ave tl:(e cqaf)ce to 
[<Z]HfINGR your sqire l(ante or password, sef)d a 
[M]R88fIGR to af)otqer player, [P)J1IN'T' a ntap of your 
sl:(ire or roster (you ·ntust qave a prif)ter attacqed to your 
contpUter), [Q]UI'T' tl:(e gante, look at your [J1]0fi5'T'RJ1, or 
[8]fIVR tl:(e gante if) progress for future play. You ntay ef)d 
your turf) by pressif)g [J1R'T'UJ1N] wl:(ef) you qave fif)isqed 
all activities if) tl:(e sixtq pl:(ase. 

You ntay skip tqe first four pl:(ases as tl:(ey appear Of) tl:(e 
screef) sintply by pressif)g [J1R'T'UJ1N). However, Ol(ce a 
pl:(ase l:(as beef) passed by you will NO'T' be able to go back 
to it. (NO'T'R: <ZOMBfI'T' will be resolved before proceedif)g to 
tl:(e f)ext hordliQg's turf), af)d trl(e OP'T'ION$ pl:(ase is 
autoneatic at tl:(e ef)d of every turf)). Rael) tur11 goes 
tl:(rouglt all six pl:(ases, Uf)less tl:(e coneputer deterntif)es 
tqat a pl:(ase is Uf)available. "Tl:(e (J1]0fi5'T'RJ1 optiof) neay be 
used duriqg af)y pl:(ase except [N]R<ZJ10MfIN<ZRJ1. 'T'l:(e pur­
pose of tl:(e (J1]0fi5'T'RJ1 is to allow you to review all your 
Uf)its at Of)e tinee, deternei11e tl:(eir streQgtl:(s, locatiof)s, aqd 
status. It is qigl:(ly advisable for yoa to review your troops 
before you go iQto tl:(e [N]R<ZJ10MfIN<ZRJ1 pqase to ntake 
sure tqat tl:(ey are all wl:(ere tqey were at tl:(e ef)d of your 
last tUrf). $pells l:(ave a straf)ge way of "redistribUtif)g" 
troops as do contbat losses. 
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tfHR [N)R~FJOMflN~RFJ PHfl~R 
Followir]g is a list of spells available to your 
NecroITlaricer aqd t}/eir relative costs i:q 
gold pieces. You as t}/e L.ordli:qg of your 
s}/ire do qot autoIT1aMcally get all t}/ese 
spells wit}/ your wizard. You IT/USt COIT/peq­
sate l/irQ for usiqg }/is great IT1agic i:q your 
be}/alf. 'T}/e NecroITlaricer ca:q cast oqly 
ONE of }/is spells per turq aqd oqly duriqg 
t}/e [NJR<ZJ10Mf1N<ZRl1 p}/ase. His spells last 
t}/e duratioq of t}/e tur:qs as iqdicated llf)less • 
[R]liIT1if)ated earlier, or uqless }/e is killed or · 
you [Q]UI'T t}/e gaIT/e. 8pells IT/USt be cast 1 

wit}/out beqefit of seei:qg t}/e s}/ire IT/Bps, so 
be careful to t}/iqk a}/ead for spells for t}/e 
followiqg turq. <Zertaiq spells do qot cost 
you aqyt}/iqg as t}/ese are relatively siIT1ple 
tasks t}/a t aqy NecroIT1aricer wort}/ }/is keep 
would be able to perforIT/ . hear:q all t}/ese 
spells well, as t}/e fate of your s}/ire caq 
}/iqge oq t}/eIT/. 

NR~FJOMflN~RFJ'~ ~PRhb~ 
[fl]DVfl '(:?;R 8PRLL ... Your l\ec:ro1 Y)ar/c:er IY)ay advar1ce 
oqe uqit oqe extra Itec:tare a rffwlwre iI? tl?e sltires tltis torr]. 
'T}/e uqit c ltoseq fT) a y b e aQy uQit of y our arfT)y aQd it rQay 
b e advaQced to aqy vacaqt adjaceqt square tltat uQit could 
QOrfT)ally fT)Ove to (iq o tlter words, QO fTIOVe fT) eQt iQto 
frieQdly or eQefT)y occupied squares, or aQy fT)Ove fT)eQt tltat 
would , UQder QOrfT)al circ:ufT)s taQces, b e illegal). fldvaQCiQg 
a ul(it iQto or out of a proltibited square rY)ay cause tlte uQH 
to b d estroyed. 
<Z08tp ... 2000 00LD PIR<ZK~ PRJ1 8PRLL. 
[B]hfl.B'T 8PRL.h.. . Your NecroITlaricer caq destroy aqy 
uQit aQywltere irt tlte four sl/ires, ex cept a uqit iq H?e sarr1e 
square witlt a L.ordliQg, NecrofT)aqcer , or castle. Players 
sltould pick a targe t duriQg the previous turf} aQd Itope it is 
still available (Qot fT)Oved iqto a c a ·tie , e lifT)iQated, ek.) . 
'Tl/is spell !/as qo e ffect oq a Dragol( . 
<Z08tp ... 5000 00LD PIR<ZR8 PRJ18PRLL. 
[<Z]FfKfl'TR 8PRLL. . .. Your NecrofT)aQcer caq c r eate a 
fT)aels trofT) (violeqt storrQ) iQ aQy ltectare aqywlter e iQ tlte 
four sl/ires except c as tle , fog , Dragoq, or fT)a lstrofT) 
squares. 'Tlte storfT) las ts for 2 turQs aqd proltibits aQy 
rQOVefT)eQt or cofT)bat iqto or out of tl/at Itectare duriQg 
tltose 2 turQs. You fT)ay !/ave OQly oqe storrr1 c r eated at o 
tifT)e. <Z08'T ... 3000 GOL.D PIR<ZR.B PRJ1 .BPRLL. 
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[D]J1fl00N 8PRLL . . . Yoor Necroneaqcer cart coqjore a 
Dragoq irt aqy VfI<ZfINtp Jtectare. tpqe Jtec tare cqoseq ca!)­
qot coqtaiQ aqy terraiq , popolatioq, .flags, or otqer spells. 
tpqe DragoQ r eneaiqs for tqree to sev eq torqs aqd neay 
neove raqdonely eacq torq. Uqits neay q ever neove iqto or 
tqrooglt a Dragoq's square witqoot figqtiqg it. Dragoqs c aq 
b e des troyed by c onebat or by sp ells. Yoo caq Jtave oqly 
oqe Dragoq created at a tinee . 
<Z08tp ... 10000 00LD PIR<ZR8 Rfl<ZH. 
[R]LIMINfltpR 8PRLL ... Your ecroneaqcer cart elineiqate 
a neouqtaiq front tqe neap, or a Dragoq. You neost specify 
wqicq to elineiqate aqd tlteI? e!)ter its locatioq oq tqe sqire 
neap. <Z08tp ... 15000 00LD PIR<ZR8 PRJ1 8PRLL. 
[F]00 8PRLL . .. Yoor Nec roIT)aI{cer caq create fog irt a!)y 
qectare irt aqy of tqe foor sryires, except a castle , Dragoq, or 
neaelstront square . Fog lasts for 1 torq a!)d reduces trye 
COIT)bat ability of aqy defeqdiqg oqit iQ tqat qectare by OI)e­
Italf. (RxoIT)ple: a defeqdiqg oqit witlt 6 Kqigqts would be 
calculated for conebat as beiqg oqly 3 Krtigryts). 
<Z08tp . . . tpHI$ 8PRLL 18 FJ1RR. 
[M]OVR 8PRLL ... Your NecroIT)aI{cer caq neove ltineself front 
OI)e of yoor oqits or your castle to aqotqer a!)ywqere iI? tqe 
foor sqires. He Ca!) tqeq perforIT) qorneal neoveneeqt witlt 
tqe lJ.I)it iI? tryat tor!). Yoo IT)tlst specify tqe exact coordi!)ate 
for tqe NecroIT)aI{cer to neove to w}/e!) usiqg t}/is spell . 
<Z08tp ... tpHI8 8PRLL <Z08tp8 NOtpHIN0. 
[8]10Htp 8PRLL . . . Yoor NecroIT)aI{cer caq "see" witat aq 
eqeIT)y oqit is; Itow neaqy Kqigltts aqd IT)e!)-at-arnes are irt 
tlte oqit, a!)d if a wizard or Lordliqg is wit!/ tlte uqit. Yoo 
neost specify witiclt oqit exactly, by QlJ.IT)ber aqd letter, you 
wislt to }/ave tqe wizard ide!)tify. 
<Z08tp .. .1000 00LD PIR<ZR.8 PRJ1 8PRLL 
(tp]J1fIN8POJ1tp 8PRLL. .. Yo or NecrontaQcer caq traqsport 
up to 10 KI[igl/ts (qot IT)eq-at-arnts) front your castle to aqy 
oqe of your uqits aqywqere Olf t}/e s}/ire rr1aps . You Il)ust 
specify tqe uqit you wisq to traqsport to aqd tqat uqit rrtust 
be able to take t}/e Ifurrtber of KI[ig}/ts traqsported wit}/out 
goi!)g over 99 Kqig}/ts. tproops traqsported Il)ay rrtove aqd 
figl/t qorntally iq tqe torq traqsported. If your Lordliqg is iq 
your castle you IT)ay seqd l/irrt wit!/ t}/e Kqig}/ts. 
<Z08tp ... 7500 00LD PIR<ZR8. 
[X)tpJ1I<ZfltpR 8PRLL . . . Your NecroIT)aqcer caq traqsport 
you frorrt aqyw}/ere iq t}/e s}/ires to your }/orrte castle. 
<Z08tp . .. YOUJ1 RNtpIJ1R tpJ1RfI8UJ1Y ON HfIND 
(MINIMUM <Z08tp 5000 00LD PIR<ZR8) 
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"tfHE ["tf]F)Efl~UF)Y PHfl~E 
Your treasury is always rriail(­
tail(ed ii( your caskle al(d is il(­
creased frorri turf? to turf? by 
taxakiol( . Taxakiol( is deter­
rrtil(ed by tl(e f?Llrrtber of 
peasal(ts you col(trol at tl(e 
begil(l(il(g of your turf?. (see 
PRflRiflNT.&5) ~old sp.el(t duril(g 
tl(e [T)J1Rfl.&5UJ1Y pl(ase is sub­
traded frorri your treasury 
balal(ce al(d tl(e currel(t 
arrioul(t available is always 
sl(owre Of? tl(e treasury rrief?u 
al(d tl(e roster of troops. You 
rreay spef?d your gold Of? al(y of 
tl(e ikerres listed Of? tl(e rrief?u, or rreay accurriulate it frorre 
tori( to tori( ii( order to buy a spell or larger f?Llrrtber of 
tr6ops at Ol(e Mrree. Treasury fr/Ol(ey cal( be affeded botl( 
posikively al(d l(egakively by ral(dorre evel(ts tl(rougl(out tl(e 
garree. (see flPPRfli!SRMENT) ~el(erally, tl(e l(igl(er your 
sl(ire esteerre, tl(e rreore likely you are to get al( il(crease ii( 
your treasury, but tl(is is l(Ot always tl(e case. Here is a list 
of tl(e iterris available for you to purcl(ase duril(g tl(e 
[T)J1Rfl.&5UJ1Y pl(ase, al(d tl(eir relakive costs al(d uses. 

I'T'&M C!OS'T' PUFWOS& 
(K)NiaH'T'S 1000 aold Pieces Kaci) Heavily j'lrrqored Soldier s 

(M)&N-fl'P-j'lflMS 100 aold Pieces & act) <Zas tle & aarrlsoq Troops 

(fl]DVfl CZ & SP&LL 2000 aold Pieces &acl7 See Necrorqaqcer 's Spells 

(B)LflS'P SP&uL 5000 aold Pieces Kac i) Se Necrorqaqcer 's Spells 

(Cl ]fl&fl'T'R SPKuu 3000 a old Pieces Kac i) See Necrorqaqcer's Spells 

(D)flflaO SP&uu 10000 aold Pieces Kaci) See Necrorqaqcer 's Spells 

(K]ulMINfl'T'K SP&uu 15000 a o ld Pieces Kaci) See Necrorqaqcer 's Spells 

w1oa SP&uu 'PHIS IS fl 17flKK 8PKuu See Ne.::·ro rqaqcer' s Spells 

(MJOV& SP&uu 'T'Hlf.5 IS fl FlflKK SP&uu See Necrorqaqcer 's !!ipells 

1s1raH'T' SPKuu 1000 aold Pieces Kac i) See Necro1T)aqcer's Spells 

('T'JflflNSPOfl'T' SPKuu 7500 aold Pie es Ka I) See Necrorqaqcer' s !!ipe lls 

(X]'Pfll<Zfl'T'K SPKuu YOUfl KN'T'lflK 'T'flKflSUflY See Necrorqaqcer 's Spells 

(B)fllBKflY PuflYKfl'S DIS<bfl&'T'IONS Used to lqfllleqce Otl)er s 

(fl)PPKf!SKM&N'P 1000 aold Pie es K aci) Used to Iqflueri e Kverits 
[I)N'l'Kuula RN <bK NKaO'T'lflBuK flMOUN'T'S Used to Iqflueri e KI}aves 
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You rreay spel(d up to Of?e al(d ol(e-l(alf Mrrees your treasury 
balal(ce Of? al(y givel( tori( , but tl(e d eficit will be rriade up 
frorri taxakiol( tl(e l(ext turf? . (Tl(at's rigl(t, big goverl(rrtel(t 
is l(Otorius for spel(dil(g rreore tl(al( it takes ii( al(d tl(el( suf­
feril(g tl(e col(sequel(ces). OTR: YOU MURiT Hf!VR fI 
PORiITIVR BflLfIN<0R BRFOJ1R YOU WILL BR flLLO\VRD 
TO BUY fINYTHI ~! 

"tfHE [D]EPhOYMEN"tf PHfl~E 
Duril(g tl(is pl(ase you rriay d eploy your troops ii( wl)atever 
order you deterrrtif?e a lortg as [fl] you deploy f?O rreore 
tl(al( 26 differel(t Lll(its ii( tl(e four sl)ires at Ol(e tirrie; [BJ 
you deploy l(O rriore tl(al( 99 Kl(igl(ts or 999 rriel(-at-arrres 
ii( a sil(gle Ul(it; al(d [<0] tl(ere i ufficiel(t roorre ii( tl(e adjoil(­
il(g castle squares to pl(ysically deploy tl(e ul(its witl(out 
violatil(g [B]. flll troops purc l(ased duril(g tl(e [T)J1Rfl.&5UJ1Y 
pl(ase are as igrted to your castle garrisol(. II( additiol(, 
your castle l(as al( il(tril(sic strel(gtl( of 100 rreel(-at-arrres 
(wl(icl( will be replaced autorreatically by purcl(ased troops 
if reduced by correbat). Your castle also cal( qever exceed 
99 Kl(igl(ts al(d 999 rrtel(-at-arrres. 
fls you are deployil(g your 
troops you will be asked if 
M'LOJ1D will joiq tl(e Lll(it 
just created. If you wisl( to 
rreove al(d figl(t witl) tl(is Lll(it 
sirriply al(swer [Y]R.&5. You 
rriay at al(y Mrree joiq al(y 
otl)er Lll(it tl(at rreoves il(to 
tl)e l)edare tl(at you occupy, 
but f!T NO TIMR will you be 
allowed to rriove alol(e (except via al( [X]tricate spell). 
Ril)ould tl)e Lll(it you are rreovil(g witl( be adval(ced, 
retreated, or (gasp) elirrtil(ated, you will suffer tl(e sarree col(­
sequel(ces. Tl(is is tl(e Ol(ly risk to corrirriitkil(g yourself ii( 
correbat. Your presel(ce witQ a u.qit l(as a very posikive ef­
fect o.q tl(at u.qit's figl(til(g ability. It is always a good idea 
for you to stay witl( as large a Lll(it as possible wl(el( away 
front your castle. Duriqg deployrreel(t you will also be asked 
if t}/e Necrorreaf?cer will joiq a ul(i t. Riorree of tl(e sarree risks 
al(d bel(efits apply to l(avil(g a wizard witl( a figl(til(g Lll(it as 
tl(ose of a Lordlil(g. (see TRJ111flIN RFFR<0Tfi5) fl 
Necrorriaf?cer always l(as all !(is powers wl(erever l(e goes. 
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Ol/ce you l(ave givel/ tl(e Ul/it its Kl/igl(ts al/d rqel/-at-arrqs, 
a Lordlil/g or a Necrorqal/cer, you will tl(el/ be asked for a 
directiol/ to deploy frorq tl(e castle. Tl(is will always be [N], 
[ES], [R], or [W] as ii! rqoverqel/t, al/dis subject to tl(e restric­
tiOl/S rqel/tio17ed above. fifter you assigl/ tl(e u17it al/ idel/­
Mficatiol/ letter, tl)e flag will begi17 to flasl( Ol/ tl)e screel/ 
Bl/d rqove ii! its ordered directiOl/. You rqust repeat tl)is 
procedure for every Ul/it you deploy. 

THE [M)OVRMRNtF PHfl~R 
Moverqel/t i17 L0f!DLING$ OF Y0!1R is dol/e by usi17g tl(e 
[N]ortl( , [$]outl(, [R]ast, a11d [W]est keys 017 tl(e keyboard for 
eacl( u17it you l(ave previously deployed. Rvery Ul/it you 
l(ave deployed ii! a previous tur17 cal/ rqove ONR HR{Z;­
Tfif!R duri17g tl(e [M]OVRMRNT pl(ase, but 017ly 017ce per 
tur17. Newly deployed Ul/its ca11l/ot rqove u17til tl(e turq 
after tl(eir deployrqe17t. You rqay 17ot rqove a u17it, cl(al/ge 
your rqil/d, tl)el/ rqove it back or atterqpt to rqove it i17 
aqotl[er directio17. 

You rqay split a uqit iqto several qew uqits by usil/g 
[D]RPLOY duril/g rqoverqeqt ( irqilar to deployi17g frorq a 
9astle), al/d assigqil/g 17ew letter desigl/atiorts, or you rqay 
corqbi17e two or rqore existirtg uqits iqto oqe by rqovi17g 
tl)erq i17to a corqrqol/ square uqder a si17gle flag. Ol/ce you 
Itave rqoved a urtit, it cartl/Ot be rqoved or deployed agairt, 
except as a result of (Z;OMBfIT. filso, if you deploy part of 
Ol/e u17it ortto a secortd u17it tl[a t l[as rtot rqoved, you will 
prol(ibit tl[e secoqd urtit frorq rqovirtg tl(at turq. 

fI urtit's flag will flasl[ Ort tl[e screert to prorqpt you to rqove 
it irt sequeqce. (Tl[e sequertce will always be frorq tl[e 
begirtrtirtg of tl(e alpl(abet to tl[e eqd, regardless of wl[at let­
ters you assigrt for your u17its.) If you do qot wisl[ to rqove 
tl[at flag, press [H]old artd tl[at u17it's rqoverqel/t will be 
e17ded. If you wisl( to pass tl[a t u17i t terqporaril y, f?i t tl[e 
[$PfI(Z;R BfI11J a17d go 017 to tl(e rtext 017e. fI!ter you l(ave 
goqe tl(rougl( a corqplete cycle witl) all u17its, you will be 
allowed to go back to arty uqit rtot previously rqoved aqd 
rqove it. Tl)e qext flag iq order tqat l)as qot beert rqoved 
will begiq to flasl). You will repeat tqis process Ul/til all 
flags iq titat sqire qave beeq rqoved or passed. 

U17its tl)at are irt otl)er Itires will be rqoved i17 tl)e sarqe 
rqarmer, u17til you l)ave corqpleted rqoverreertt for all your 
troops, or urttil you Itit [f!RTURNJ. You rqay avoid goiqg 
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tl(rougl( eacl/ uqit iqdividually irt a sl(ire if you wi It. by 
pressiqg [P]ass to go to the l/ext sl[ire, artd you will be 
allowed to corqe back to tl)e sl)ire passed. Or you cart 
autorqatically terrqirtate rqoverrtel/t irt a17y sqire witl(out 
e17dirtg your [M]OVRMRNT phase by pressirtg [R$(Z;] . Tl[is 
will e17d tite (M]OVRMRNT pl[ase for tqat sqire artd avoid 
tl(e qecessity of goirtg tqrougl/ all your Ul/its wqeq you l[ave 
rtOl/e iq tl)at sl)ire you wisl) to rqove. 

Witel/ you qave fiqisited rqovireg all ureits, or l(ave rqoved all 
you desire to rqove, strike tqe [!1RTUf!N] ared [M]OVR­
MRNT pltase will be ereded. Tl(is will bril/g Ol/ tl(e (Z;OMBfIT 
pl(ase or OPTION$ pltase. 

L.IMitFRD INtFRL.L.IG-RN~R 
Iq order to furtl(er eql/arece tl)e "fog of war" ire LOf!D­
LI GES OF YOf!R, you are l/Ot allowed to see wqat is ore tl(e 
otqer sl(ire rqaps, except titat wqicl/ is "irt sigl/t" of your 
Ul/its. fis you rqove ireto are e17enff sitire, your "rqappirig" of 
the terraiq becorqes rqore corqplete. 

You will erecoureter el/erqy flags ire tqe process, a17d you care 
ideritify tqerq by a [$]igl)t spell, or by LIMITRD I -
TRLLIGRN(Z;R frorq tite local kfiaves wl/o barter their ser­
vices to you durireg your [T]f!RfIESUf!Y pitase. fI kreave will 
orily tell you if ari ereerqy force is VRf!Y $MfILL (less tl/are 11 
Kl/igqts or equivaleret ire lT)ere-at-arlT)s), $MfILL (11 to 25), 
MRDIUM (26 to 50), Lfif!GR (51 to 75), or HUGR (76 to 99), 
ared tl)at ireforlT)atiore IT)ay l/Ot be totally accurate every 
tirqe. 

You barter witl( tqe kl/aves for [I]NTRLLIGRN(Z;R duril/g 
tqe [T]f!RfIESUf!Y pl(ase Ol/ as rqal/y urtits as your treasury 
balal/ce will allow. You rqay 017ly get irtforrqatiore Ol/ 
squares tqat are ii! sigqt 
of your Ul/its. You rqust 
qave troops deployed ire 
order to get [I]NTRLLI­
GRNC0R at all. It is irqpor­
taret tl(at you Ul/derstal/d 
tqat your rqaps of el/erqy 
sqires will Ol/lY sqow 
el/erqy ureits tqat are still 
ire sigqt of your troops, 
evel/ ire areas previously 
rqapped. 
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Tqere is qot liIT)it to tqe aIT)ouqt of iqforIT)atioq you caq 
purcqase. Off eriqg too little gold for iqtelligeqce fro IT) tqe 
kqaves caq, qowever, cause tqe kqaves to depart witqout 
giviqg you aqy iqforIT)aMoq. 

tfEFJFJflIN EFFE~tp~ 
Terraiq (tlte geograpqy of tqe laqd) played a~ost as IT)uclt 
a part iq IT)ilitary caIT)paigqs of tqis era as political coq­
sideratioqs. Tlte stroqgest castle, tqe distaqce to eqeIT)y 
borders aqd tqe defeqsive value of terraiq were all weiglt­
ed qeavily by n1ilitary COIT)IT)aqders wqeq plaqqiqg a carrt­
paigq. To reflect tqese coqsideratioqs, certaiq IT)OVerrteQt 
aqd corrtbat IT)odifiers qave beeq iqcorporated iqto tqe 
gaIT)e. J1efer to tqe followiqg table for tqese IT)Odifiers: 

TYPE OF' KF'F'KWP ON KF'F'KWP ON 
TKfJF}flIN MOVEMENT BflTThK ODD.&; 

Opel/ 'Terrall/ No Moverriel/t PeQalky No <?iorribat Rffects 

Forest liSquare No Moverriel/t Pe:rialty flesults MIQUS 0Qe 

MoUf)tair} ~quare No Moverrierit flllowed No <?iorribak flllowed 

liSW8I"l/P liSquare No Moverriel/t PeQalty Fjesults Mir}us 0Qe 

(?;askle liSquare No Moverriel/t PeQalty flesults Mif)US 'Pl)ree 

Village liSqUare No Moverrierit Perialty f!esults Plus 0Qe 

Wizard Wit)/ UQit No Moverriel/t PeQalty + 1 flUack /-2 Defe:rise 

Lordlif)g Wit)/ UQ!t No Moverrierit Perialty + 3 j'lUack/ -1 Defe:rise 

Opeq terraiq oq tqe sqire IT)aps is represertted as blaqk 
squares or squares witlt J1orl)al/ Nurrterals iq tlterrt. J1orl)af? 
NuIT)erals represeqt peasartt populatioQ. Forest squares 
are sqow11 as greeq tree syIT)bols. RiwaIT)ps are 
represeqted by srrtall wqite quts witq gree11 roofs. C?Jastles 
are SQOWI/ as red syrrtbols. Mouqtai11s are sieowq as gree11 
aqd purple syIT)bols. C?Joordirtates at the top aqd side of 
each shire are to help players locate aqd IT)Ove their u11its 
or to cast spells. They are read "fI-3", "H-10", aqd so 011. 
They leave qo other sig11ificaqce irt the gaIT)e. 
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tfHE (~)OMBfltf PHfl~E 
C?Jorrtbat is caused wlte11 you 
rrtove a flag iqto a square 
occupied by aq e11eIT)y flag. 
This caq be either as a ._ 
result of rrtoverrte11t rrtade 
volu11tarily or as a result of 
artotieer battle ii/ a differeqt 
square. (see MOVR.MRNT 
fIFTR.J1 C?JOMBfIT) You rrtay 

> 

IT)Ove iqto a hectare corttairtif?g eqeIT)y troops, but IT)ay 
IT)OVe 110 further urttil the coIT)bat for that hectare is resolv­
ed. C?Jorrtbat is resolved by the coIT)puter by COIT)pari11g the 
total strertgtles (KqigQts artd IT)ert-at-arIT)s) of each uqit, 
breaki11g that doWI/ to a siIT)ple odds corrtpariso11, "rolli11g 
the dice", aqd COIT)pariqg that QUIT)ber to a "coIT)bat 
results table", applyi11g arty IT)Odifiers (see "TRJ111fIIN R.F­
FEC?JTRi) artd tleert giviQg you the result of that battle. This 
is dorte for eaclt coIT)bat lrtdividually UQtil all battles are 
resolved. (It is Qecessary to press [RiPfIC?JR.] after each bat­
tle .to go Ort to the rtext battle, or to e11d the please.) TQe 
order ii/ wqicQ battles are resolved is deterIT)il/ed by the 
order irt wQiCQ you IT)oved. TQe first urtit IT)Oved irtto 
eqeIT)y corttact will be the first battle resolved. 

You will fiqd that corl)bat ill LOJ1DLI 0Ri OF YOJ1R. by 
Qecessity is quite bloody. IQ ·oIT)e battles a11 er)tire uQit will 
be destroyed artd the victor will be left with 1/4, 112, or % 
stre11gtQ, but if? all case , the attacker will be11efit froIT) 
higher odds (IT)ore troops) aQd attackiqg irt opeq terrairt. 
The defeqder will usually i11flict SOIT)e casualties, eve11 at 
very bad odds. Tqis i depeQde11t to soIT)e degree, llPOI/ the 
"dice roll" for each battle. You will qever be able to a11-
ticipate exactly what will Qappe11 becau 'e of the rartdOIT) 
Qa tu re of tqe rolls a11d the effect of the IT)Odifier . Thi will 
produce soIT)e surpri 'iQg results. Tqe COIT)bat results table 
I/as iQte11tiortally beeit kept secret so that you will QOt at­
terQpt to spertd so IT)llch lliIT)e aqalyzi11g wleall MI0HT qap­
pe11 aitd deal with the realilly of wl/at WILL qappeq. 

MOVEMENtf fJFtfEFJ ~OMBffP 
C?JorQball will rtever leave llwo opposi11g u11its irt the saIT)e 
hectare at lllee eqd of the [<Z]OMBfIT please. Orte u11it will 
eil5Qer be fIDVfINC?JR.D, J1R.TJ1R.fITR.D, 011 R.LIMINfITR.D. fl 
victorious urtit ca11 be awarded as IT)llCQ as a 2 square ad-
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vaqce, a defeated uqit will be retreated a Il(axill(Ull( of 1 
square. flll retreats aqd advaqces are coqsidered MOVR­
MRNT fIFTRJ1 CZOMBfIT aqd are coqtrolled by tl(e coll(­
puter. Oqce coll(bat l(as beguq, several qew batllles caq 
result; froll( tl(e origiqal ba tllles. 

J1etreats caq be blocked by eqell(y uqits, eqell(y casllles, 
Il(aelstroll(s, tl(e outer edges of tl(e sl(ire, Il(Ouqtaiqs, aqd 
Dragoqs. If a uqit caqqot retreat duriqg coll(bat, it 
soll(ellill(es will staqd aqd figl(t uqllil it caq retreat (especi­
ally if tl(e uqit l(as a hordliqg witl( it), or it will "rout" (ruqs 
away aqd ceases to exist), or it will figl(t uqllil it wiqs or is 
elill(iqated. Battles caq take several rouqds of coll(bat, 
especially agaiqst a casllle. (<Zastle garrisoqs qever figl(t at 
worse tl(aq 5 to 1 odds aqd are qever forced to retreat.) 

Hdvaqces cart be blocked by er?e111y castl<?s, 111aelstroll(s, 
tlte ouller edges of H?e sl{ires, 111ourttaif)s, artd Dragor?s. fl 
uqill caq be advaqced iqto artotlter c;o111ball, if aq ertell(y 
uqit is irt its patlt of advaQce. fldvaf)ces always follow tlte 
origiqal directiort of atta ·k; rellreats are always n?<:1de iq 
tlte saTY)e dirediort tltatr trite ertell(y urtit advaf)ced to 111ake 
tqe alltack, or directly away froTY) tlte <?r?eil(Y ur)it's 
previous positioq. (Rxanwle: ur)it 1-fl ir1oves Rast to attack 
2-B ... 2-B is forced to retreat artd 111oves Rast oqe 
ltedare). 

BFJIBEFJY 
Bribery is accoil(plisl{ed durirtg tlte [TJI1RfISUJ1Y pl{ase. 
You Il(ay atteil(pt to iqfluertce af)otlter play<?r's Il(Ovell(<?f)t 
or strategy by offerif)g ltif11 a bribe. Bribes are 111ade if) iQ­
crell(ertts of 100 Gold Pieces artd cart total your ef)tire 
treasury if you desire. You Il(ay f)Ot exceed your actual 
trea ury fuqds for a bribe. Gold is aulloTY)atically trartsfer­
red froll( your treasury to tit treasury of tl(e player you 
are attell(ptif)g to bribe. Tl(ere is f)O way to guararttee per­
fOrfT/artce of bribes, but tltatr's part of tlte irttrigue of tit 
gall(e. 

flPPEfU~EMENtf 
You will eqcourtter a series of uqexpected evertts 
periodically iQ tl(e gall(e wl(icl( will affect your arTY)ies, 
your treasury, your wizard, your peasaqts, aqd eveq your 
ability to Il(ove. Tl(ese eveqts will l(appef) wl(eq you least 
expect tl(eTY), aqd caq be positive as well as qegative. Tl(ey 
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will affed you aqd your oppoqef)ts tl{rougl(out a gall(e but 
iQ differeqt ways and at differeqt tlll(es. No oqe eveqt iQ 
aqd of itself will be catastropl(ic eqou.~l( to seal tl(e fate of 
a player. 

You l(ave tl(e optioq duriqg your [T]J1RfISUJ1Y pl(ase to at­
tell(pt to iqflueqce tl(ese special eveqts iQ a positive way. 
You accoll(plisl( tl(is by speqdiqg treasury fr?OQey for 
[fI]PPRfI8RMRNT wl(icl( iQcreases your 8HIJ1R R8TRRM. 
Broadly speakiqg, your sl(ire esteell( is l(ow well liked aqd 
respected you are as ruler of your sl(ire. Tl(e gold you 
speqd for appeasell(eqt is for tl(e welfare of tl(e sl(ire. Tl(e 
gold is takeq froll( your treasury artd distributed 
autoll(allically to your peasa!)ts, aqd tl(e all(OUf)t of iQ­
flueqce it l(as oq special eveqts iQ tl(e sl(ire is directly iQ 
proportioQ to tl(e all(OUJ/t of appeasell(el/t you are williqg 
to buy. You are f)Ot coll(pletely safe froll( special eveqts 
wltert you pay appeasell(eqt Il(OQey, but tl(e risk is coq­
siderably less tl(e l(igl(er your sl(ire esteeTY) goes. 

You start tl(e gall(e witlt a zero sl(ire esteeTY) aqd for every 
turq you do qot pay appeaseTY)eqt, you go dowl/ oqe TY)Ore 
poiqt. f.I + 10 to + 20 sl(ire esteell( is desirable, but expel/­
sive. It is possible to go well below zero iQ sl(ire esteell(, 
but woe be UI)to tl(e player tl(at risks a large qegative sl(ire 
esteeTY). 

tJpp · ase111er)tr is always ir? irtcre111ertts of 1000 gold pieces. 
Tl(e Of)ly lill(it to tl{e a111ourtt you rl(ay spef)d is tl{e size of 
your treasury. 

~HE OF~ION~ FHfl~E 
Tl(e sixtl( aqd fiqal pl(ase of your turq is tl(e OPTION8 
pl(ase. You will receive Il(essages froTY) your sl(ire coqcerl/­
iqg "special eveqts" tl(at l(ave occurred. Tl(ese special 
eveqts are directly depeqdel/t upOJ/ tl(e appeaseTY)eQt gold 
you speqd duriqg tl(e (T)"!1RfI8UJ1Y pl(ase. 

You will be able to [<Z]HfINGR your sl(ire qaTY)e or password 
duriqg tl(is pl(ase if you so desire. You also will be able to 
seqd [M]R88fIGR8 to tl(e otl(er players iQ tl(e gall(e. Tl(e 
Il(essages caq be up to 80 cl(aracl>ers (l>wo liqes) loqg af?d 
tl(ey will be delivered at l>l(e begiQrtil/g of eacl( player's turq 
after l(e eqters l(is password. Tl(ere will always be a sligl(t 
cl(aqce tl(at your Il(essage will be iqtercepted by aqotl(er 
player, so be careful wl(at you say iq tl(e Il(essage! 
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flt tqis tinte you cal( gell a [PJRINT of your sqire ntap (sqow­
iqg llerrail(, troops, weallqer, al!d Dragol(s) as well as all 
areas your uqits qave ntapped il( otqer sqires. You cal( also 
get a pril!ll of your roster of UI!its. (Your pril(ter ntust be iq­
sllalled il( &Slot 1 al(d cal( be of aqy stal(dard serial or parallel 
llype. 8onte prireters take several ntil(utes llo pril(t a ntap if 
llqere are ntal(y Ul(ills deployed, so be pallieqt!) If you llry to 
[P]RINT willqout a pril(ller, your currel(t gante will be losll. 

fls witQ ollqer pqases, you cal( review your lRJ08TRR all 
llqis llinte if you desire. (Whert usil(g llqe [R]08TRR, if you 
press [8PfIC0R] tqe lisllil/g of ul(ills will sllop, al(d ally key will 
rellurq you llo llqe ntel(l.l or llqe ntap.) You will qave llqe op­
lliol! llo [hS]fIVR tqe gante for fl..1111..lre play bull you ntust first 
[I]NITifILIZ.R a storage disk for tqis purpose front llqis op­
tiol(. You cal( also [Q]UIT tqe gante if you wisQ. If you [Q]UIT 
al(d are tqe Ol(ly Ituntal( player left il( tqe gante, tqe gante 
will eqd. If you [Q]UIT aqd are resigf)il(g to al!ollher player 
(.fiSWRfIRIN~ F'RfILTY), qe will titel/ take over wqat is left of 
your arnty al!d assets. (see HOW TO WIN) 

HOW 'PO WIN 
WiI1I1iI/g ill LORDLIN<Mn OF' 
YORR ultintallely is a contbil(a­
llioI/ of soul(d sllra llegic plal(­
l(il(g, tactical expertise, wise 
use of llqe ecrontal(cer, al(d 
llqe ability llo deal willlt a wide 
ral(ge of problents al(d oplliol( · 
willQiI/ llqe gante all Ol(e llinte. 
Rxperiel(ce will produce ntosll 
of llqe battlefield expertise r e­
quired, al(d you will evel(llual­
ly develop the ability to Qal(­
dle all llhe oplliol(s. This is l(Ot a 
gante you cal( fiqish quickly, 
!(Or is it oqe you caq readily 
walk away front. The iqlleqsilly level caq be alntosll 
uqbearable at tintes as you are waitiqg llo see wl[all l[as 
l[appeqed siqce your lasll llurq. This is especially true iq 
solitaire gantes because you l[ave qo way of llelliqg wqat 
lll[e contpuller players are up llo. 

Victory is accontplisl[ed wqeq you are llhe oqly player left 
alive iq the gante, or have sucl"? overwqelntirtg sllreqglll[ as 
llo ntake ill obvious llo lllte ollqer players lll[all you ultintallely 
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will wiq. It is qot easy llo dellerntirte tl[e latter, as you caq­
qoll see all lll[all is goiqg Ol( iq lll[e gante llo be able llo ntake 
lll[all decisioq. 
You defeat al(ollqer Lordliqg by either elintirtalliqg hint 
oullrigqll il( ontball, or by de llroyil(g l[is ca tle. If you kill al( 
oppol(eqll il( battle, Qi treasury i s autontallically ·11ral( fer­
r ed to your treasury, al(d tqe re1-reail(der of qis deployed 
troop · joil( your ca~ tl ;> garrisOI/ for redeploy1-reert t irt su bse­
quel(ll turl(s (llqey beconte parll of your arnty). 

f!rt elintil(ated player's castle i ~ aullorl(atically d estroyed 
al(d rei-reoved fror-re tq shire at th el(d of tqe [C0]0MBfIT 
pqase iq wqicq you killed hint. flll spells tqall player till 
t7ad active ill tqe gai-ree are also elintil(ated. 

If you defeat aq oppol(el(ll's castle garrisol(, lll[e Lordlil(g of 
llqall castle is also elintil(ated (qo i-reallller wqere qe is) al(d 
llqe above coqditiol(s llake effect. 8qould you elintil(alle a 
Lordlil(g al(d llQel( subsequel(tly be killed by Qis rentail(il(g 
troops il( llqall [C0]0MBfIT pqase, bollQ of your treasuries 
al(d arnties will be elintirtalled. lrt llqis evel(ll, bollq castles 
will disappear as will all of your spells. If you are slaiq il( 
battle agail(sll a Dragoq, your arnty al(d castle are elintirta­
lled al(d I(O oqe gets your treasury gold. 

If you desire to [Q]UIT a gante for wqallever reasol(, aqd 
tqere are otqer Itui-reaqs still playiqg, you ntust 8WRfIR 
F'RfILTY (assigq all your lal(ds aqd property) llo oqe of llQe 
rentall(iqg Lordlil(gs (il(cludil(g contpuller players). Tqe 
coqditioqs are exactly llhe sante as irt elintirtatioq, except 
tqat you iq essel(ce beconte a vassal (serval(ll) of tqall 
Lordliqg. Tqis was far ntore contntOrt ill tqe flge of 
C0qivalry llQal( beil(g killed il( battle. 

Pea al(ts ill tqe qoi-ree sqire of a defeated Lordlil(g do qot 
aullontatically becoi-ree part of al(y player's assets. You sllill 
17ave llo corellro l llltei-re willQ oree of your UI!i~s il( order to gairt 
tqeir llaxa lliol!. 

Wqere you survive llo beconte llqe lasll rentail!irtg Lordliqg, 
you will be crowl!ed LORD OF' THR RRfILM, aqd you will 
be shOWI! a tally of your victory. This tally i s irt tqe fornt of 
a reuntber whicQ is your victory score for tqe gante. Tqis 
I!Untber is dellerntirted by takireg (1) tqe gold left ill your 
treasury all llqe eqd of tqe gante, (2) tqe l(untber of troops 
you qad left, (3) tqe reuntber of Dragore you qave slail(, al(d 
(4) tqe reuntber of castles aqd Lordlil(gs killed or sub-
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jogated, tqeq dividiqg tl)is qoIJ)b r by tl)e QlJIJ)b r of days 
tqe gaIJ)e lasted. Iq solitaire gaIJ)es, tqe l(lJIJ)ber of COIJ)­
poter players al(d U)eir ·tartil(g levels, as well as tqe star­
tiQg terrail( are al o take!( il(to accool(t. tpl{es victory 
s ores will be stored Of) tqe gaIJ)e disk alol(g witq your il(­
itial ', a-qd will b posted Of) tl{e gaIJ)e's deIJ)O for all to ·e . 

tpl{ere is a score verificatiol( code wl{icl{ appears doril(g lll{e 
victory tally just before yoo e11ter your i-qitials. tpl{is is lll{e 
ONLY tiIJ)e lll{is code will appear. tpl{e code will be used pri­
IJ)arily to verify scores for fl.lture llour11aIJ)el(lls lll{at fiSOFtp­
LOflR <?;OflPOflfltpION will be spol( oril(g. (see NOtpKfiS) 

'THE ~OMPU'TE~ 
fl~ flN OPPONEN'T 
fls IJ)Ost of yoo will fiQd, it is difficult to 
get four people llogetl{er to e11gage i-q a 
gaIJ)e of LOflDLINGfiS OF YOflR (or a11y­
lll[iQg else for tl{all IJ)atter) wl{e11ever tl{e 
IJ)OOd strikes. We l{ave provided for lll[at 
by allowil(g lll{e coIJ)poter to play. flll tl{e 
start of tl{e gaIJ)e yoo will be asked l[ow 
IJ)al(y l{uIJ)al(s will play. f111swer 1 for a 
solitaire gaIJ)e a11d tl{e COIJ)puller will 
COIJ)IJ)al(d tl{e olll{er 3 sl{ires. 

You cal( also play two l{uIJ)al(s agai11st 
two COIJ)poller players, lll{ree agail(sll Ol(e 
coIJ)puller, or four l{uIJ)al(s. tpl{e COIJ)po-
ller ca1111ot iq a11y way cl{eall or "see" 
wl{all you are doil(g. It will react IJ)ocl{ 
lll{e saIJ)e way a l{UIJ)al( player will to lll{e tactical silloatiol(. 
You will 11011 be able to bribe coIJ)puller oppo11e11ts (we've 
tried, al(d IJ)Ol(ey siIJ)ply does11't IJ)ea11 a lll{iQg to a IJ)icro­
cl{ip), 11or will yoo be able to iQtiIJ)idalle lll{eIJ). tpl{ey will all­
lleIJ)pll to bribe or i-qtiIJ)idalle you, l{owever. Ill is quite likely 
yoo will fi-qd lll{eIJ) to be IJ)OSll worlll{y COIJ)petillors, especial­
ly 011 levels 3 al(d 4. (Ill is advisable to tart willl[ lll{e COIJ)­
puller players Of) level 1 a11d yourself o-q level 4 llo l{ave a fair 
cl{a-qce i-q a solitaire gaIJ)e.) 

fl NO'TE flBOU'T ~'T~fl'TEGY 
fl faIJ)ous GerIJ)al( llrallegist otjce said "tpl{e IJ)eqllal is to 
tl) pl)y ical as llqree is to oqe". tpl{is adage i · particular! y 
appropriate wqeq applied to LOflDLINGfiS OF YOflR. tpl[e 
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Lordliqg with tqe IJ)Osll troops will l(Ot alway be tl{e 
stro11gest. Do l(Ot l t appeara11ces fool you i-q tl{e gaIJ)e. Yoo 
1l)ost IJ)ail(tail( your COIJ)posure al(d l(Ot pal(ic wqel( tl{e 
el(eIJ)y el(ters your qoIJ)e shire. tpl[at IJ)ay oqly be a feil(t by 
OI(<? of your oppoq 11ts wl{ile a-qother ol(e atta ks froIJ) a 
diff'ere-qt directioq (particularly wl[el( yoo are faci-qg three 
'OIT)poter oppoqeqts). fllways keep a substaqtial 

11RiiSRflVR of troops iq your l)on)e ·astle, ex ept il( tl{e very 
early ·tages of a ga1l) . tpl[is will il(sore tqat yoo aq quick­
ly n1eet aqy tqreat to your qoIJ)e sl)ire, ev q thooglt your 
1l)ail( ar111y IJ)ay be off attackiqg aqother shire. flqd above 
all, kPep your Lordliqg aqd ecroIJ)a-qcer well protected at 
all tin)es. 

NO'TE~ 
We will be aql(oUI(ciQg tourl(aIJ) · qts if) tqe qear fo tore for 
tqis al(d other gaIJ)es iq our "F'fl tpRG Y" ·eries. We are 
COIJ)IJ)itted to yoo, lll[e player, for our fotore prosperity, 
aqd thus we believe i-q ::>hariqg tl[e rewards froIJ) our 
eqaea vors. tpqis will be iq tl{e forIJ) of <?;fiiiSH awards for 
qigq score " aqd otl)er iq eqtiv s. You caq oqly be eligible 
for tl[ese coqte ·ts by retorl)il{g your warraqty regi trallioq 
card. fiSerial qoIJ)bers will be verified aqd cross-refereqced 
witq tqe verificatioq codes geqerated witq each score, aqd 
oqly O rR · ore will be accepted wit}) eacl{ serial l{UIJ)ber. 
tpl{is will i11sure tl{all Ol(ly origiQal copies of oor gaIJ)e pro­
graIJ) were used to participate iq al(y of our co11teslls. Ill 
will be to your advaqllage, therefore, as a player al)d coq­
tesllaqll to IJ)ake sure your origiqal copy of lll{e gaIJ)e disk­
ette does -qoll get duplicated. 

~ON~L.U~ION 
We l{ave go11e to great 
le-qgtl{s to ·produce a l{igl{ly 
playable a-qd (we tl[iqk) el(­
joyable gaIJ)e for yoo. Ill was 
desigQed aqd writlleq as a 
"represe11tatio11" of a very 
il(terestiqg period of l[isllory. 
We l[ope you will play ill if) 
tl[at spirit. We welcoIJ)e 
your COIJ)IJ)eqlls aqd sugges­
tioqs, particularly as re­
gards lll{e COIJ)puller's play­
il(g a bili lly. 
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L.OFJDL.IN&~ OF YOFJE 
fl BF}IE.fl HI~tf OF}Y Oil tfHE PEF}IOD 

Tl{e dark tirree of RQglisl{ l{istory followiQg tl{e orrreart 
~oQqllest were fraught witl{ war artd civil war artd coQstaQt 
oI)rest iQ tl{e cooQtryside. Brotl{ers battled brother , 
fatl{ers fought SOQS, aQd everywl{ere RQglisl{ blood wa 
spilled OQ the field of hortor. fill iQ a vaiQ atterrept to 
e tablish "rigl{tfol o~ersl{ip" of titles aQd properties QOt 
yet clearly owQed or COQtrolled by aQyOQe. 

Tl{e aQcieQt roles of cl{ivalry still regulated warfare iQ tl{is 
tirree, bot goQe were tl{e days of siQgle correbat betweeQ 
kQights of opposiQg arrreies. Now lwge rreasses of l{eavily ar­
rreored aQd rreooQted warriors would clasl{ iQ day-loQg COQ­

flict to decide tl{e issue iQ qoestioQ. Hortdreds of foot 
soldiers or "rrteQ-at-arrres" recruited frorre tl{e local villages 
would joiQ iQ tl{ese iQteQse aQd bloody eQgagerreertts, kQow­
iQg tl{at tl{eir farrres al)d villages were tl{e prize for lll{e vic­
tors. OfteQ, battles would rage il)llo tl{e Qigl{ll aQd COQtiQl.le 
the Qexll day aQd tl{e Qext l.IQtil OI)e arrrey or lll{e otl{er 
would erreerge victorious. ~asoalties OQ botl{ sides would 
be l{orreQdoos, as would lll{e effect OQ lll{e coortllryside. 

More ofter) tl{aQ QO!l, tl{is whole process would be repeated 
agaiQ aQd agaiQ by succeediQg waves of iQtroders all beQt 
OQ tl{e sarree patl{ of dorrtirtatioq. fiSocl{ was tl{e patter!) of 
establisl{iQg "order" iQ tl{ese difficult tirrees. ~learly defiqed 
objectives rarely existed aQd few of tl{e local iQl{abitaQts 
l{ad rreocl{ to say about l{ow tl{ey were to be treated. Tl{eir 
lartds were forfeit, tl{eir gold aQd silver paid as tribute or 
tax, aQd tl{eir crops aQd livestock takeQ to feed tl{e Qew iq­
vaders. fill tl{is was doQe iq "tl{e Qarrte of tl{e KiQg", bot 
rarely did tl{e peasaQt kQOW or care wl{o tl{e kiQg was. 

Tl{e poor peasaqts suffered eveQ rreore l.IQder a Qew aQd 
rreore l{arsl{ systerre of coQtrol called "feodali rre". Fostered 
iQ tl{e lowlaQds of tl{e ~OQtiQeQt aQd traQsferred to 
RQglaQd by tl{e first Norrreait iQvaders, feodalisrre spread !lo 
alrreost every sectiOQ of tl{e civilized laQd. Used to geQera­
tioqs of freedorre aQd l.IQbridled use of tl{e lartds, tl{e 
peasaQts becarree tl{e cl{attle of aQy arrrey tl{at rreoved iQto 
art area aQd gaiQed coQtrol. fiSorreetirrees tl{is was a positive 
iqfloeQce, as tl{e Qew ruler or "hordliQg" would es ta blisl{ 
law aQd order wl{ere tl{ere l{ad beeQ rjoQe, or l{e would 
elirreiqate a c_roel tyral)t wl{o ruled by fear aQd bloodsl{ed. 
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Otl{er Urrees tl)e peasaQts would go frorre "feast to farrtiQe" 
iQ a sl)ort period of Urree l.IQder a Qew ruler. 

fiSeveral geQerallioQs would pass before tl{is systerre of 
rreigl{ll-rreakes-rigl{ll becarree tl)e exceptioQ ratl{er tl)aQ tl{e 
role. F'eodalisrre as a rreeaQs of coQtrol would becorree 
feodalisrre as a sllaQdard for kiQgdorre goverI)iQg. Property 
o~ersl{ip would begiQ to pass frorre falll{er to sol) iQ al) 
orderly, regulated systerre of soccessioQ. PeasaI)t laQ­
do~ers would begiQ !lo reap tl)e beQefills of tl{eir o~ 
labors iQsllead of seeiQg aQ eQtire seasoI)'s crop takeQ over 
by art iQvadiQg arrrey or co11fiscated for the local hordliQg's 
keep. Bot alas, lll{at is a11otl{er story. 

L.Of}DL.IN&~ OF YOFJE 
HINtf~ Oil PLflY 

TROUBhR BOOTING YOUR GfIMR DifiSKRTTR: Be sore 
tl{at your disk coQtroller card is located iQ slot 6 iQ your 
correpoter (if you are usiQg flpple). If tl{e disk atterrepts to 
boot, bot fails, rerreove tl{e diskette aQd retorQ it to wl)ere 
you porcl{ased it for a replacerreeQt. Make several atterrepts 
before retorI)iQg it, iqclodiQg llryiQg it OQ aI)otl{er systerre if 
possible. Be sore your disk drive is stopped before atterrep­
tiQg to rei:eove tl{e diskette! 

TROUBhR MflKI G R TJ1IR1i5 flF'TRR THR GflMR IfiS 
iiSTfIRTRD: OQ lll{e flpple //e, you will l{ave to rreake sore 
your ~flPiiS hO~K key is do~ before rreakiQg aQy eI)tries. 
Ort otl{er rreodels, if tl{e garree l{as starlled bot will QOt re -
poQd to keyboard eqtry, you probably l{ave a l{ardware 
problerre. 

TROUBhR iiSflVI G fl GflMR TO DifiSKRTTR: Tl{is cal) 
OQly resolt frorre a foll di k, a faulty disk, or 011e wl{icl{ l{as QOt 
beeq iqitialized frorre tl{e garree prograrre itself. fiStaI)dard 
Dos 3.3 diskette iqitializatio11 is qot sofficieQt! 

TROUBhE PRI TING fl MflP OR ROfiSTRR: Make sore tl{at 
your priQter coI)troller card is located iQ slot oqe iq tl{e 
correpoter. No otl{er slot will work. Be sore tl{at tl{e priQter 
is OQ-liQe wl{eQ you press [RRTURNJ to begiq priQtiQg. Yoo 
cal) get out of tl{e priQt rreode by pressiqg aI)y otl{er key iq­
stead of [RRTURNJ wl{eq prorrepted to do o. J1erreerreber, 

orree priI)ters (especially tl{errrea.l) cart take several 
rrtiqotes to priQt a rreap, o be patieqt. We l{ave tried to iQ­
stire tl{at alrreost flNY priQller will be correpatible witl{ tl{is 
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prograrrt, bull witr~ 400 priQller rrtaQufacturers out tl(ere, 
we Tr{ay qave rrtissed sorrte. If you qave trouble, call us. We 
do NOtp guaraQtee tqat tqis prograrrt will work witq every 
priQter! 

IMPfltpIRN<ZR WitpH MR$$flgR$: If you get iQ a qurry, 
you geQerally caQ eQd viewiQg rrtessage or respoQses OQ 
tqe screeQ by pressiQg a key (aQy key). tpqis is especially 
l(elpful duriQg QegolliatioQs willq tl(e KQaves for 
[I)QtelligeQce. tpqis is also true of tqe DRMO ... aQy key dur­
iQg llqe DRMO will start llqe gaTI{e. 

Pfl$$WOJ.1D$ fIJ.1R fl PfIIN: If you are playiQg frieQds (good 
frieQds), aQd wisq to dispeQse witq tqe Qecessity of typiQg 
iQ your password eacq tirrte, you caQ sirrtply use [J.1RtpUJ.1N) 
as a password ... llqis will also speed your garrte play wl(eQ 
figl(lliQg corrtputer players OQly. By llqe way, QUTI{bers 
rrtake excelleQt passwords also. J.1errterrtber, if you forget 
your password, you will l(ave two cqoices. . . tart a Qew 
gaTI{e, or rrtiss a turQ aQd prevail upoQ your oppoQeQlls to 
store tl(e garrte aQd eQter Qew passwords for everyoQe. 

fl WOJ.1D fIBOUtp [J.1Rtp J.1N): IQ tqis prograrrt, tqe J.1RtpUJ.1N 
key is exllrerrtely irrtportaQt. ever strike [J.1RtpUJ.1 ) UQless 
you are absolullely sure tqat is wl(at you waQt to do. Use of 
J.1RtpUJ.1N iQ rrtost applicatioQs is autorrtallic, aQd llqe l(abit 
of pressiQg ill after eacq iQput caQ really get you iQ trouble. 
J.1errterrtber llqat ill will eQd a pqase or alrrtost aQylll)iQg else 
you are doiQg wqeQ you use it, so BR <ZflJ.1RF'UL.! 

~OOD hU~K! 

FJOUND tffJBhE ~~OFJE~ 
VRJ.1IF'I<ZfltpION NfIMR 
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NOWE~ 
NOWE~ 

26 27 



NO"tfEf!5 
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"THR ("T)FJRfl~UFJY PHfl~E 

ITKM C?08T PUl''lPOBK 

[K]Nl<bHTB 1000 <bold Pieces Kaci") Heavily flrTT)ored Soldiers 

[M]KN-f!T-flf!MB 100 <bold Pieces Kaci") C?nstle & <barrlsoq Troops 

[fl]DVfl <.m BPKuu 2000 <bold Pieces Kaci") Bee NecroTT)al)cer's Spells 

[B]uf!BT BPKuu 5000 <bold PleC'es Kaci") Bee NecrorT)al)cer's Spells 

[Cl]f!Kf!TK BPKuu 3000 <bold PleC'es Kaci") Bee NecrorT)al)cer's Spells 

[D)flfl<bO!'i BPKuu 10000 <bold Pieces Kaci") Bee NecrorT)al)cer's Spells 

[K)ulMINflTK BPKuu 15000 <bold Piece>< KnC'I") !?we NecrorT)al)cer's Spells 

(F')OO BPKuu THIS IB j1 FJ'lKK 8PKub 8ee Ne'(: rorT)aqcer's Spells 

[MJOVK BPKuu THIS 18 fl Ff!KK 8PKuu 8t>e NecrOTT)Hl)cer's Spells 

[B]I<bHT BPKl.Ju 1000 <bold Pieces Kaci) 8ee NeC'rorT)ar)t'er's Spell!; 

(T]flf!NBPOflT BPKuu 7500 <bold Pie es Kaci") Bee :'\ecrorT)aqcer's Spells 

[X]Tf!IC?;f!TK BPKl.Ju YOUfl KNTiflK Tf!KflBUJ'lY 8<?<? NenorT)al)cer's Spells 

[B]fllBKflY Puf!YKfl'B DIB<lf!KTIO!'<B Used to Iqflueqce Otl")ers 

[f!JP,PKf!BKMKNT 1000 <bold Pieces Kaci") Used to IqrJueqce Kveqts 

[IJNTKuul<bKN<lK :'\K<bOTlf!BuK f!MOUNTB Used to lqflueqce Kqaves 

'FYFE OJ? KJ?FK<b'F ON KFJ?R<b'F ON 
'FKFJFJfllN MOVEMENT Bfl"'F'FhR. ODD~ 

Operi Terralri o MoveTT)erit Perialty No C?;oTT)bat Krrects 

Forest Square No MoveTT)erit Perialty f!esults Mtrius Orie 

Mouritalri Square No MoveTT)erit flllowed No C?;oTT)bat flllowed 

f!SwaTT)p f!Square o MoveTT)erit Perialty f!esults Mtrius Orie 

C?;astle f!Square No MoveTT)erit Perialty fjesults Mirius Tl")ree 

Village f!Square No MoveTT)erit Perialty f!esults Plus Orie 

Wizard Witt) Urilt No MoveTT)erit Perialty +I flttack/-2 Dererise 

l.iordllrig Witt) Urilt o MoveTT)erit Perialty + 3 flttack/-1 Dererise 


