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Thank you for buying thls product, 1t is the result of a great deal of
hard wt)rk and careful thought, and we hope that it will give you
many hours of enjayment ¢

e agd add:tional features aclded to LORDS 0 ,j' : '__ sl
i'l.ﬂ E#fer this manuscript went to press(
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Welcome to

The year is 1268, and the throne of England sits empty. The
lands of England and Wales are controlled by powerful nobles
who do as they please and answer to no authority. They make
constant war upon each other and cruelly oppress the lesser folk
of the land. The people cry out for a single leader, great in both
wisdom and strength, to unify the land and make it thrive once
again.

You are that leader. You, and you alone, can restore prosperity
and happiness to the land, care for the people, and end the
ceaseless feuding among the nobles. But in order to claim the
crown that is rightfully yours, you must first prove that you
have what it takes to be the King. Can you make your counties
thrive? Can you keep your people safe and well? Can you
defend your lands from the aggression of the other nobles? If
not, the country is doomed.

Only power and wisdom together will make a true ruler.

Long Live the King!
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Whare Do I .Start?

To get the most eniﬂymenfj@tst f your : :%ogm as poss1ble
we recommend that you start bY reading‘an‘.d tryingm Game
Tutorial in the Technical Suppler nd T pklet included :
with this game. After you Hﬁt fﬂﬁﬁeﬂ the tu / we suggest that
you read the Game: Ovenriew section of this man)ual first. You Cﬂﬁ ‘
then read the rest of the manual to get a better understanding of ﬂle :
game’s features, or just refer to those sections that deal with the parts
of the game you find most interes?ag or.confusing, "‘w

For eomplete instructions on. how tgmstall Lords of the Realm, how
to start the game, and where to find ﬁ'ﬂp if you need it, please refer
to the Technical Supplement anfi'@todal booklet

Saving, Quitting, and Game
Options

The cemmands to allow you to save, restart, quftfer load games and |
to set the game options for sound  music, and speed ate found on the
Kingdom Map screen (described in the lﬁngdcm sectton of the

e

manual, below}




Z‘n Lords of the Realm,,-y@u',ate a noble londa_fEngland or Wales in

the thirteen century AlD. Your objective is to manage your

kingdom with enough skill to become king. To do this, you must
show that you can rule wisely and well by delivering prosperity and
happiness to your people, and by defeating the other five nobles of the
land — all of whom have the sameambition to gain the crown that you

do. »
L= '.-m\

You begin the game as therule% of one small county, assigned randomly
each time you play, somewhere in either England or Wales, Your county
starts out with a small population of peasants, a meager amount of
stored food, and sixteen fields available for farming with grain, cows, or
sheep. Your first priority as lord of this county is to see that your people
tend to its fields properly so that there is enough food for everyone. If
' your people are well-fed, they will become healthy and content,
provided that you don’t tax them too harshly or conscript large
numbers of them into your armies. If your people are happy, their
numbers will increase. More children will be born, and the good
conditions in your realm will attract immigrapts from other, ess happy
counties. If your people aren’t hap‘py, they will leave your counties to
go to better lands — and if things get bad enough, you might face a
peasant revolt. : e

In order to 'li_eep your countyupfosperbus and secure, however, you must
be able to respond to external as well as internal threats, Bands of
roammg,nutlaws will sometimes appear to steal food, ruin your fields,
am;t ’kﬂl your peo?le The other nobles of the land may decide to send
“army ] borders to try to take yeur county by force. In
yourself against these threats, you will eventually need
to build a castle’jn your county and raise an army to garrison it. A
healthy and happy county with a large population can provide workers
to gather ‘mﬁl;:lmgmaterials for your castles'and to do the construction
work. A large, healthy pop}ﬂatlon will ggaﬁntee that you have enough

people to both keep the fields productive and at the same time build
your castle, A large population will also be less disturbed by the
conscription needed to create an army, or by the higher taxes you may
have to levyin order to be able to hire skilled mercenaries or buy
weapons and army.

Game Time

The game progresses in turns, each of which represents one season of
the year. As each turn begins, the season shown is just ending, and you
will have to make the management decisions to keep you:r county
praspering during the season which will follow. When your population
is small, you must pay close attention to how you assign tasks to your
workers. The demands of the fields will change from season to season
as they are sown, tended, and harvested. Winters are harsh, and your
population will sicken and die more easily: The turning of the seasons
is the rhythm of life itself for you and your people.

When you have turned your starting county from a poor and miserable
place into a prosperous and happy land, it will be time to start
extending the benefits of your wise and careful rule to other counties,
If you rule your lands well enough, some counties may come to you
and request that you bring them under your leadership. Others may
swear fealty to you if you extend generosity toward them with a kingly
gift. If necessary, you may have to send your soldiers out to bring them
under yout rule by force, although thiswill reduce the county’s
population and make it that much harder for you to bring it back to
prosperity.

You can take one of two paths to glory: succeed by might, or by stealth.

Both paths are long and hard, and danger lurks around each corner —

but with wise ruling and a little good fortune, the throne will be yours,

Bood luck!
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you to click on something, you should cm:k theyft mouse butt
unless the instructions tell you to use the right one inste@d

Most of the time the mouse pointer will look like a golde
Any other pointer shape tells you that you are about to use a spegal
command, that you have entered a special game area, or that -
something else unusual is happemng Generally, the scepter must be
showing in order for you to give cm?ands to the game.

Mouse Commands &
Lords of the Realm uses several d:fferent symbols for mouse
comma,nds

i e, ‘-.-

«Biftions ire small square boxes with a smalterﬁ:lid red square in the '

center. Move the tip of the srepter (or other symboi)-ever the box
and click to give that gonuﬂand The box: wl ‘ch hat color bneﬁy,
when the button is clicked. Wit W

~Arraws usually appear in palrs. Us;e up{doﬁ airtows to scroll through

a list of options until you see ti Ou want. Sometimes you

may have to click on the list'en: _ to make your choice,

once you see it. Right/left arrows will appear near a number, and are
used to raise or lower that number. Click o an arrow the same wa
yo%:ﬁﬁk on a regular squaré&)utton to give & command. For m ' '
 arrows, you can change the display more qui_j kly by d
: ise button on the arrow .

appear when the game wants you to confirm a command. To
execute the command, click on the thumbs-up gauntlet. To cancel
the command, click on the thumbs-down.

When you select a function, one of three things will happen:
» That command will be executed; or _
« You will enter a new gamé area with more command options; or
« A pop-up panel will appear over the first screen, giving you more.

information, more command options, or both. Usually, clicking the

right mouse button will cause a pop-up panel to disappear. .
Keyboard Commands
A number of game commands can be given from the Keyboard without
using the mouse, which you may find more convenient. For a complete
list of keyboard commands, see the technical supplement booklet. To
exit Lords of the Realm at any time, press AIt-X. On most screens, this
will take you out of the game immediately (after confirmation.) On a
few screens, the confirmation box will not appear until you leave that
area. (Your game will not be saved.)
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Getting Started

hen you first start up Lords of the Realm, you will see
w several title screens and an animated introduction. If you

wish to'skip these, click any mouse button on each screen
until you see the game selection panel which asks you to choose what
type of game you want to play.

Select a Game Type
The game selection panel lets you choose one of three game types by
clicking on the button next to it.

« Click on S_Lau_aﬂemggnqmﬂ to bring up the rest of the start

option panels for a new @me

s Click'on Load a Saved Conquest to bring up the list of saved games.
To load a game, chck on the filename that you want, and confirm
your choice. To exit without loading, click on the thumbs-down
gauntlet,

* Click on ng_up_amﬂgm_canqugsl to bring up the set-up screens
for a modem game. See the technical supplement for directions on
how to play Lords of the Realm over a modem link,

Set the Difficulty Level
The second panel lets you control howmm the game will be by setting
three difficulty factors.

Em_ngmﬂ&y_el controls huw much food you start with, and
chang‘es the frequency ¢ ‘of good and bad weather and events. Click
on the arrows to choose one of five levels novice, gasy, normal,
hﬂl’_ﬂ, or m : ¥

are. ontrols how tough your comptiter opponents will be
&uﬁng batﬂes and castle sieges. Set the level the same way as you
&et ttuz e;:onﬂm}f (The two levels do not have to be the same.)
i y controls how much information you have on the
parts Dfathe eountry that you don’t mle Click on the button to

— —

toggle the setting either On or Off. For an easier game, turn the

Limited Visibility off, which'will allow you to see everything in the

country. With the Limited Visibility turned on, you can only see
territory which you control, or through which your army is
marching, or areas close to your castles,

» Click on the OK button when you finish sétting the levels.

Choose the Number .
Click on the button next to the number of human players who will be
in the game. The rest of the six nobles will be played by the computer.
If you are playing with more than ene human player without a modem
connection, the game will give each human player a chance to take
action on his or her turn, and will play each of the remaining nobles, if
any.

Select Your Shield

Choose a name by typing it into the box at the top center of the screen,
then pick a colored shield as your emblem by clicking on it. The color
of the shield will become the color used to mark all your counties,
armies, and castles, After every player has chosen.a name and shield, a

new panel will appear, showing you the playing brder for the six nobles.

Right click on this screen to start the game.

i
I




‘This m%p %haws you the bﬁundai’ﬂes of the countig,s as dark lines, rog

Icons will be shmﬁn on the screen. Each fcon commls a d,ifferent map

m England and Wales, get some useful lufol;méﬁon, make laﬁﬁy

range plans, and iunip quickly 'between counties.

Show
Castles

Battks

i

Show

Show
Flags

Merchants

s

Armlcs

symbol. Wh%n& symbol is toggled off, the icon is darkened. All of the
symbols (except for the merchants) are cola;«obded with the shield
colors of t.lg§ﬂx nobles.

» The flag icon places a pennant in each county controlled by one of
the six nobles. This icon has three settings: large flags, small flags,
and no flags. There is no effect from the change in flag size exceptto
make the flags easier to see on a crowded map.

* The knight places small rectangles on the map to show you where
armies are located.

 The swords mark the locations of battles with a pair of erossed
swords. The sword hilts show the colors of the combatants.

(Outlaws and revolting peasants appear as a yellow-hilted sword.) As
the map becomes more crowded with symbols, the swords will
become smaller to improve visibility on the map.

» The castles show where castles are being built or have been
completed. Each castle hasa flag showing which noble owns it.

» The wagon places a small wagon symbol on the map to mark the
location of each of the traveling merchants.

As you move the mouse pointer over the map, the box in the lower
right corner will show the name of the each county. You can zoom up to
the Kingdom Level by clicking anywhere on the map of the realm.

You will always appear in whatever county the'scepter peinter was over
when you clicked.




When you click on the map of the realm, you kﬁﬁ;,mbvc to Kingdom
Level. You can do the following things from this level:

Wy

* Go to the Map of the Realm

» Load, save, and quit your game, or change the game options fbr
sounds and speed. R

*» Tax your subjects, monitor your treasury, and send meéé’ages to
your opponents,

* Command your armies to march, engage in battles, and attack
enemy castles

* Move goods from one county to another

» Get information to keep track of your progress and tell you how
well you are doing compared to your apponents

* Locate outlaws who are raiding your lands

* Design, locate, and build your own castles

* Monitor the general state of your lands, castles, and armies

« End your turn ' '

The first time you move to the kingdom level each turn, a banner will
pop up to tell you the current season. In the lower right corner of the

screen is a rectangular box which displays the name of the player whose.

turn it currently is. Around the edge of this box is a zig-zag border that
changes color with the seasons: in spring, it will be light green; in

summer, dark green and gold; in autumn, gold and red; and in winter,

blue and white. This border appears on most of the screens and pang
in the game, as an easy reminder of the current season.
The Kingdom Map ,
Most of the main kingdom level screen is filled with a detailed view of
the thirty counties, the Kingdom Map. The Icon and Information Bar
along the bottom shows eight command icons, the “End Turn” shield,
and the name box. To scroll from county to county, move the mouse
pointer to the edge of the screen in the direction you want to move. At

L e A
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the bottom, you need to put the pointer at the bottom of the row of
icons to start scrolling.

County borders are shown as narrow gold lines and roads as thick
tan lines. Dark green areas represent deep forest.

« On the road in each county is a building with a cross on top. This
is the town cross, the point that must be captured to take control of
the county. (If there are occupied castles in the county, you must,
defeat the castles first before attacking the town cross.) A colored |
flag at the town cross shows that the county is controlled by a
noble. There is never more than one tOWn Cross per county.

* Each small house in the county stands for a certain number of
people. The more small houses in ‘the county, the bigger the
county’s population. '

* Each county farms exactly sixteen fields, which are arranged

randomly around the county. The ';ymbol in the field shows what

is being farmed there: cows, sheep, or grain Fields that are fa.{qu

(being allowed to rest) are shown filled with grass. Fields thatare

ba;mr (unfapmable) are shown as bare: dirt and rocks, The grain
ﬁelds appear fallow in the winter, after they have been harvested,
‘and become grain again in the spring.

* An army appears as a number of lcmght figures carrying their
noble's banner. A small army will a,gpéar asa slngle knlght while a

. A




- the Realm I_i:an at the far left of the Icon Bar.

larger one will have two or three. Bands of outlaws or revolting
peasants are shown as a peasant figure carrying a torch, Castles
begin as foundations only, and "grow” as. they a.re built, until
completed.

You can get a summary of information about one of your armies or
castles by clicking on the map figure which repre '__:_ ts it. For an army,
this will tell you what kind of soldiers you have, what their healthand
morale is, and how much you are paying them in wages. There are also
two buttons on this summary panel, one which allows you to split the
army into two groups, and one which will disband the army, but only if
it is in its home county. For a castle, you can see how far along the
building is and the amount of time and materials it will take to finish.

You may also get information on the castles of your opponents or on
bands of outlaws, but you cannot gef information on enemy armies.
Clicking anywhere else on the kingdnm map will take you to the
County Level (covered in the next section) if you control that county..
To go back up to the Map of the Realm from the county level, click on

Click on the “i” icon to brlng up the fme game contro]s

* The Castle icon restarts the game.
*» The Doorway icon quits the game.
» The Information icon brings up the game options panel (see
below).
* The Blue Diskette icon lets you load a saved game. The saved game |
screen will appear, Click on the saved game you want to load, a:id; *'n
. click on the thumbs-up gauntlet to confirm your choice. i
* The Red Dlskette icon lets you save your current game. Either se!ect
_m;, old gamekto save over, or type in a newname for your saved
' game and cjick on the thumbs-up gauntlet. You cant save an
unlim‘teﬁl number of games (up to the space limit of your hard !
drive.)

The Game b};ﬁuns and Information panéf'_dﬁpears when you click on the
3 L :

Information icon, The box at the right side of the panel lists the six
players, each name shown in that player's color and in the erder in
which they go. The bottom of the panel shows the difficulty levels of
the current game, Click on the buttons in the box on the right side of
the screen to turn the sound effects and music on or off, and use the
arrows to set the game speed and the scrolling speed to the level you
like (100% is the fastest.) When you have set all the options, click on
the OK button to exit the panel.

Manage Your Treasury.

Click on the Coins icon to go to your treasury. The bottom
of the screen shows a graph of the amount of funds in your
treasury over time. To change the scale of the graph, click on
the arrows at the left of it. Above the graph is a chart showing you how
much money, building materials, and weaponry you have in stock, The
first number in this box appears in blue text and shows you what your
current total for each item is. The second number shows the change
from last season, including any changes you make during the current
season; it will be red if you have lost money, and black if you have
gained it. Click on the button next to the Crowns éntry to get a detailed
summary of your finances for the current season. Click on the button
next to the Arms entry to see how many you have of each type of
weaporl.

Treasury Screen

Cha
Gr;g:
Scale

Income Graph




attention to the other factors which affect your people ] hipﬂn s t
keep the county in good condition. _ A g

Send Messsages and Make Alliances
Just below the tithe setting is another button marked Dispatch SﬁSsage.
Click on this button to bring't’igﬁ-:the message panel which you can use

to communicate with your opponents. Use the first pair of arrows to
select the noble to receive the message, and the second to set the type

of message to send. If there is more than one human player, you can

use the message box to send the exact text of your message to the other
player. For computer opponents, only the style of the message matters,
not the text, but you can still enter specific text for the message if you
‘like. This panel will also show you which of the other nobles you are
currently allied with. When you are ready to send the message; click on.
the Dispatch button at the bottom of the panel. The other player will . 4
receive the message on his turn. Messages sent to you *Mll be presem;éa

at the start of your next turn. !

Move Your Armies il o
Click on the Knight and Arrow icon to move your armies
around on the kingdom map and send them to attack ygm‘,sﬁl
opponents. When you click on this ieon, the mouse poin
will change from a scepter to'a mailed fist. With ﬁ'ﬁs p@inter, you
! still seroll as usual but you cannot click on any af thé co "__ '_ & :'

ﬁmﬂ*&]}ﬁk the ri,ght mouse button to brlng back the seeptaer pninter
Locate the arrny ‘you want to move on the kmgdt)m map, | [ﬂace the fist
on top of the army figure, and click to select that army.’ The fist pointer
will change to include the army’s flag. -

i i N ---:@-‘
Collect Iaxf es f e " B
Use the arrows at the top right to set the tithe (tax) rate. for &he peapie
in the county. Tax rate is determined as a ceztam rmmber of gold coms
per ten people, so the larger your population the mompnonty you wjl]
be able to collect in taxes, | he h:gher you mymzr tmés\ tl:;e more

will follow it, leading fiom the army to the destination you want. The
dots will show you how far your army can march alqng-th'e'path you've
chosen. When the dots stop appearing, you've reached the limit of your
army’s movement for that turn. The color of the dots shows you what
sort of terrain your army will be crossing: gray for road, red for fields,
and gold for possible targets (town crosses, other armies, or enemy
castles). The easier the téri;alh,_ the farther your ai‘ﬁfiy can move. Roads
are easiest, fields more difficult, and forests and water are impassable,
Once you've marked a good route for your army, left click on their
destination and the army will march to that point. Your army can move
only once per turn, even if it has not moved as far as possible.

If your army’s route will take it over the border of a county that you do
not control, the people in the county will send you a message to let you
know how they feel about you. They may choose to welcome you, they
may threaten you, or they may even voluntarily join your kingdom. If
the locals are hostile, you may be able to appease them with a bribe, if
you have the money, by clicking on the button next to the amount you
want to offer.

If your army reaches a possible target, such as a town cross, army, or
enemy castle during its march, you will have the chance to order an
attack (see the Castle Siege and Battle Manual for Details). While any
army is marching (including bands of outlaws), the mouse pointer
changes to a shield with an animated gold lion. If you have the game
visibility set so that you can see the entire kingdom, left clicking while
this shield is showing will take you to the location where that army s
marching.

If you move one of your armies onto the figure of another of your
armies, you will be able to combine the two groups into one larger
army, if y.ou want. If each army has a mercenary group, however, they
cannot be combined until you have gotten rid of one of the mercenary
troops since the final army is only allowed to have one.

Pillaging

If your army’s path crosses a field that is being farmed, you will be

offered the chance to have them stop and destroy the field. If you agree,
the army will stop at that field and pillage (ruin) it until it becomes




barren. All grain or Iiwsrock on the square wﬁl be tlestroy‘e{j You can
also march your army onto one nf the houses in the county and order f
them to kill the peasants, to lower any eneq;g,.hard's population.

county you control to another coun'-. i?h youmeahn. W

you click on this command, the mouse pointer k:l'xatng'f
mailed fist holding a sheaf of grain. As with the fist pointer for arm
movement, you can't give any other commands while the pointer is in

this mode, “'r

With this hand and grain peinter, click on the county which has the
goods to be moved, then click on the county to which you want the
supplies shipped. A panel will appear with a list of goods that can be
moved. The first column of numbers shows how many units of each )
kind of good the county has in stock, while the second column shows
how many units you want to ship. Use the paired arrows to move goods
from one column to the other until you aré- satisfied, and then click on
the button in the lower right corner of the panel to load the wagon. \

When the kingdom map screen reappears, you Wi]l-see'a"lqade'd wagon
symbol by the town cross of the county from which the goods will be .f
shipped, Every turn, the wagon will automatlcally move down the tqad
closer to its destination until it arrives at its des_tluatwn and the goods '
are added to the stores in the new county. Supply wagons can be
attacked and destroyed by enemy armies or outlaw bands, so it might

be wise to assign an army escort to the com';ay to make sure it arrives
safely.

By clicking on the icon showmg the letter “8,” youcan
bring up a series of useful summary screens to. fmd aittﬁﬁaw
well you are doing in your struggle for the crown, The first
summary screen can be set to show you three things, each. controlled by
one of the three picture icons in the lower left 9{ the screen. The Knight

icon brlngs up a summary of your armies, the !:;aaﬂg icen shows your

down arrows at the right to scroll it until you can see the one you want.
g

Sumnﬁry_m :

|Vl

Armies Castles L‘ountles

This screen also provides an easy way to get t’d any speﬂﬁ: army, castle
or county. Select one name from the list by cllcklng on it, and then
click on the large right-pointing Go-To Arros
to jump back to the Kingdom map with. the view centered on yaur
choice.

the Steward's s Report, which gives you a summary of your mmagtfméﬁt
and tells you whether the trends are up or down in all the key areas.
This report will appear automatically at the beginning of the spring
turn, in a ﬁequa-ncy you set by clicking on the button just to the left of
the Go-To ﬁsx ow to bring up a panel with a nst of choices. Click on the
button to select the frequency you want,

"“for any of these is too long to fit on the screen, you can use the up and ’

The Showeed's Repatt - ik

The best overall indicator of the health and pmsperity of your re;llm 18 !‘-? \




Next Screen

You can also access the Steward’s Report at any time by clicking on the
Steward icon (a capital S)-on the main summary screen. The report will
be created fresh each time you request it. To exit, click on the Doorway
icon.

|| In addition to the main screen, the Steward’s Report contains two other

helptul screens which will give you a better idea of what your standing
is among the six nobles of the land. To reach these screens, click on the
Go-To Arrow from the first Steward’s Report screen.

The first screen displays the Status Flags, each marked with the color of
one noble; The relative heights of the flags shows how you stand when
compared to the other nobles in seven important categories. The
display can be changed to show the standings for each category by

using the seven icons at the bottom left of the screen. The name of the
" noble who is leading in each area is displayed in the box just to the
right of the display icons. The icons show the following things:

* Kingdom icon: averall standing.

» Castle icon: number of castles

* Coins icon: largest treasury,

» Counties icon: number of counties controlled.
» Knights icon: most troops,

" * People icon: largest population.

» Smiling Face icon: happiest people,

i
||
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Steward’s Report: Status Flags

S \

Happiness To next

Money Countie Troops People

The last screen of the report displays a message to vou from the top
noble of the land. If you are currently in the lead, your Steward appears
to congratulate you,

Watch for Thieves

This icon will show you when there are outlaws, revolting
peasants, or enemy armies stealing from your lands. If all is
quiet, this icon displays a picture of an empty field. If
trouble arises, the picture changes to that of a bandit with a dagger.
Clicking on the bandit icon takes you directly to the site of the
problem. If there is more than one trouble spot, clicking on the icon
repeatedly will take you to each of them in turn.

Enemy armies or outlaw bands harm your counties in two ways: they
eat the food your peasants need, and they can pillage the fields or kill
the peasants themselves. The presence of pillaging armies is a problem
that should be corrected as quickly as possible by sending an army out
to get rid of the thieves, If left alone, the thieves will keep doing ¥

‘damage until they eventually wander out of your territory.

Monitor Your Castles

Clicking on this icon will bring up a screen showing you the
state of your fortifications in the current county. The top of
the screen tells you how many castles are complete, are
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_ building materials you have available. The middle of the screen teIIs

* for the amount of stone, timber, and labor needed to complete the

1 ouﬂaws or angqrpeaaants rampaging somewhere in the kingdom
] ({hmkﬁ not necessarily in your lands.) The season will change just after

— —
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being built, or have been destroyed and shows you the amimmts of

you the state of the castles for the county the scepter pointer is
currently over. A picture shows you how close your ﬁrst«castie isto
being complete, with the amount of material and.tirﬂe !‘équired 0
finish it shown at the right. If you have more than ‘one castle, you bim
view the rest of your fortresses by clicking on the pair of rfght!leﬁn‘ i }J yl
arrows under the picture to bring up their information, one casth

time.

The name of the castle is shown under the picture, If you W‘t to

change the castle’s name, left click on the one shown and then type in
the new name. Under the name of the castle is a button that will allow
you to Demolish (stop building) the castle pictured, if you want. If you
scrap a castle, you will get back some, but not all, of the stone and

timber that went into its building. If any of your castles are damaged by
a siege, a button marked }lem-will also appear on this screen. Selecting
this function sets your builders to work repairing the castle, and figures

repairs will appear, A damaged castle that isn't repaired will fairly
quickly crumble away into nothing.

At the bottom of the screen are two icons wmch-léf"}?ou design and .3."""#
build new castles to keep your lands secure (see Create a Castle, i
below.) To exit this screen, click the right mouse button.

End Your Turn 2 b
When you have finistied taking all your actions for the
season, click on the shield icon to end your turn. Each of
the other players will then take his turn, as the 'shield
design changes to show who is acting. If the shield changes to a HrO! i
shield with a yellow pitchfork symbol, it indicates that there ate |,#' it

T
N

the last noble in the playing order has finished his turn, and the cycle
of play will begin again with the first player




In the County
his lev‘el of the game is where you m&n&{g'e-ﬁthe affairs of each
mcounty and tend to your lands to keep them producing well.
When you take control of a new county, it's usually neceséai_ry to
spend some time on this level until the county becomes prosperous and
happy enough to run itself with less constant supervision.

To get to the kingdom level, left elick anywhere on the kinlgclom map
inside the county you want to visit (except on an army or castle.) You
can do the following things from this level:

» Control what food and how much of it your people eat
* Direct the use of your fields

* Assign workers to different jobs

* Trade and gossip with merchants

*» Create and equip armies

» Check on the progress of the county over time

The first time you move to the county level each season, you will see a
panel showing what major events have happened in the county since
last season, and what the weather has been like. The weather in the
game simulates real weather patterns 5o that nearby counties will have
similar weather in the same season. The amount of sun or rain and the
random events both can have a seriouééﬁect on the prosperity of your
lands, either good or bad. As a reminder, the weather of the season just
past is displayed again on the bottom of the Fields screen, while the
random event is shown on the bottom of the General screen (see below
for descriptions of these screens.) Clicking on this panel will cause it to
disappear and the General county screen to appear.

There are six screens on the county level that you can use to ma nage
the affairs of the county’s populace. Each of them can be reached by
clicking on one of the seven icons at the right edge of all the county
screens. The last icon, the Doorway, returns you to the Kingdom level.

Create County Exit "
armiecs . history

| P lation, Health e

The first county screen to appear when you move to this level is also
the most important. The General county screen has two key functions: it
tells you what the population, health, and happiness levels are in the
county, and it lets you determine how much and what kind of food
your peasants get to eat,

important to keeping your county in good condition, and they are
closely interlinked. A change in any one of the three statistics is likely
to cause a change in the other two as well. The higher all three of these ~ r|
statistics are, the better off the county will be.

| The concepts of county population, health, and happiness are all very

Season Year

| General County Screen

County

Population

Curvent . i i bar
rations / ;

Set rations Food

consumption

table
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Population is shawn ash two -part number. The first part of tpe number,
in blue, gives you the current total population in the county, The
second part tells you how much the populaﬁon has changad in the last
season — in red if populatton was lost, orin black if it was gained. As a
general rule, population will rise if there is mough faod‘for everyone,
and if the conditions in the emmty are good eﬁw’mh to encourage
people to move in from neig‘ﬁbarlng counties (and to keep the ones.
already there from leaving, which they will do if t‘he county is in wm'ae
shape than its neighbors.) The birth and death rates of your peasants
will vary depending on the season (more will die in wmtep and on
their health and happiness. A high population will allow you to keep
the fields well-tended to ensng that there is always enough food, and to
still have some people left overto work on important tasks such as
castle building.

[
r

Health is rated on a ten-level scale from Diseased to Perfect Health.
Healthy peasants have more babies and fewer deaths each season, so a
high health rating contributes a great deal to keeping your population

' high. The health level in the county also stren,gly affects the peasants’
level of happiness. The best way to keep your peasants healthy is to see

that they get enough to eat. Peasants fed short rations will start to

sicken and more of them will die each season, while peasants fed extra

rations will become healthier. Bath of these effects will take some tu'ne '
to be noticed. The more drastic the change in‘food supply, the faster the
change in health will take place. Therefore, putting your peasants on
short rations for one season isn’t like t{mﬂp serious harm to their health,
as long as you see that they start getting encipgh food again as quickly

as possibly. JBy the same token, you can't significantly improve the
health of a county by feedmg the peasants triple rations for a single
season; the increase has to be maintained over several seasons to hav&n ik

i

._pgsimve effect Peasants may also become ill from a Ptague arandom A

48, like: papnlatxon, is shown as a two part number, The first
part,dn blue, sh\ms the happiness Jevel of the county on 4 scale of zero
to forty hear-ﬁ (where forty is the hest) As with the populat:on display,
fhe current rating, in red if
I 'k if their happiness

J

I Tincreased. If there was no change, the second number will simply not

appeat.

The happiness of your COun-ﬂi#S'-'is.i}fé single most important statistic in

the game, on which nearly your entire vié_tory d_'epends-,_l_;f the peasants

in your countiés are happier than those in neighboring counties which

vou don’t control, you will ge:t a steady increasein population as the

| BB peasants from those counities immigrate to yours in search of a better

’ : life. Sometimes an entire county may voluntarily give over its lands to
your control, if they are impressed enough with how content your
population is. By contrast, if your pgasants become unhappy, they will
leave for other counties, lowering your population. If they become

 unhappy enough, they may E@!gn revolt and turn outlaw, causing great

damage.
" There are many factors which affect the happiness your population.
Among them are:

——

L. » Food. Well-fed peasants are happier than hungry peasants. In
% general, the better your people eat, the more content they will be.
« Health. Sickness and death will lower your peasants’ happiness.
Unhealth may be caused by insufficient food, or by a plague.
* Taxes. A high tax rate will make your peasants unhappy.

|
L I
L l » Conscription. Conscripting a large percentage of the population of
1

the county for your armies will make theremaining peasants very
unhappy very quickly. Also, the morale of your conscript army will
. be low. You should wait until the county’s population is large
enough to support conscription before creating a conscript army,
and should always try to take as small a percentage of the

t population' as you can,

F '\ e Ale.Jf you buy ale from merchants, your peasants will drink some

. I' aj it each season and become happier.

I e Ramjom Events. The random events that may happen at the start of
€ach turn caq‘ﬁave an effect on your county's happiness, for either
gaod orill.

By keeping ttg,e peasants health high, you help keep their happiness
high, and the high levels of these two factors contribute greatly to a
steady poﬁﬁ?ﬁbﬁ increase for your counties.

o o

e
3




e

Each county starts out with a certain amount of cows, sheep, or sacks of
grain (although not every county will necessarily have all three.) If the
county is properly managed, these amounts should increase naturally
over time as the grain grows and the cows and sheep reproduce. You
may also have the opportunity to buy more supplies from a traveling
merchant, if you have the gold' for it. Grain, sheep, and cattle can all be
used for food, but with different consequences.

* Grain is the cheapest kind of food, but it takes many sacks of grain
to keep your people well-fed. Also, you have to be sure to always
keep enough grain on hand for the yearly planting, or your people
will eat well this year but starve in the next.

» Sheep can be eaten, and one sheep will feed many more people than
one sack of grain. Sheep that aren't eaten produce bales of wool,
however, which can be sold for gold to buy other more useful
things, Also, a small flock grows much more slowly than a large
flock. If too many sheep are eaten too quickly, the flock might take
many years to recover.

* Cattle will feed many people if eaten, but they can also feed a
number of people with dairy products if they aren't killed. Eating
too many cattle too quickly can cause more serious food shortages
later when there are no dairy products available. And cattle herds,
like flocks of sheep, grow slowly when the herd is too small.

Click on the ration arrows on the left side of the scréen to set the
amount of food you want the people in the county to eat, from no
rations (no food at all) to triple rations (three times normal,) Just above
the ration arfows are two boxes. The lower one shows what ration level
you want, and the upper box shows what level your people will actually!
be eating. These two will differ only if there is not enough food

available for your peasants to eat as well as you'd like them to. The

game will remember the setting you desire, however, and if more food
becomies available (due to a large harvest or a shipment from another
county, perhaps) the rationing will return to where you set it.

The Sliding Food Bar allows you to control how much of each of the

three food sources the peasants will use for food and how much they
3,

—
—

—

[ will keep for oméfr'li’ﬁéi"thezbar has three sections, one for gach food
source: blue for cattle, green for grain, and red for sheep. The
proportion of the bar given to each color determines what proportion
of their food the peasams will get from that source (after dairy products
are eaten — seg bemw), if the bar is divided into tl:uee equal sections,
the peasants will get une-ﬂ;lrﬂ of their food from eating cattle, one-
third from grain, and one mfrd from eating sheep To change the

. proportions, click on the border between two of the sections, then hald
down the mouse buttan and drag the border in the direction you want
it to go. If there is not enuugh of that food source available, that section
will stop. gmwu'xg when it reaches its maximum length. T he proportions
on the bar will change automatically as you adjust the ration level, if

| seas,m so that it is impossible to hit'the ration target you choose, the
' bar will change to show the new levels.

Under the food bar is a table showmg how many sheep, cattle, and
sacks of gata the county has, and how many of each will be saved and
- eaten ne.xt sé’asen at the current ration level, These numbers will
.- change automatlcally as you adjust the sliding bar and the rationing
level. Beneath that, the number of people who can be fed with dairy
produt’f.ﬁ from yorur cattle is displayed. Dairy products are always eaten
ﬁrst 1f you are éver able to feed your entire population with dairy
' products, al] of the entries for food use in the table will go to zero.

“Note: Armies, both your own and those of your enemies, also eat food
from your fields, reducing the amount left for the peasants. If food
supplies aralmv,the cost of this support or thievery could drive your
peasantry into starvation. Stai'vi_ng peasants are never happy.

Pp'm
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\:where you direct your peasants to £arm the lanql and

‘necessary. If the amount of food available changes from season to {l
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Field Labor

A field may be used in one of five ways:

Field Management Screen
Yield number

Fields

Labor effects

* Grain. A field farmed with grain is sown in the spring, grows
through the summer and 'Eafll, and is harvested just before the
winter season starts, It takes twelve sacks of grain to fully sow one
field. When a field is sown with grain, a number appears in the
upper left corner of the field square showing the expect yield (in
sacks) from that field. Under the. very best conditions, each sack
sown yields ten sacks harvested, for a maximum yield of one
hundred and twenty sacks from each field. The total that is actually
harvested, however, depends heavily on the -avail’a’bility of labot, on
the fertility of the ground, and on the weather. The yield number
will change from season to season as the conditions change.

* Cattle and Sheep. Fields farmed with livestock don’t change
appearance with the seasons, but the number of animals pictured in
each field will increase over time as the total number of cattle or
sheep increases. It is possible to overcrowd your fields with
livestock; if the number of animals pictured rises above three per
field, their ra:;e of growth will slow as the pastures become
overgrazed.

* Fallow. A field left fallow is covered with wild grass. Fallow fields are
“resting,” regaining fertility.

* Barren. A barren field shows rocks and dirt. Barren fields will not

Lol
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“whether the ground will become more o less fertile each season —

— —
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produce any food at all. If the fields are poorly managed, some that
were once fertile may become barren. A barren field may be
reclaimed by serfs digging up rocks and spreading manure, if there
is enough labor available, but this can take a long tjme, especially if
the population is small.

If bad weather comes, some of your fields may be damaged and
temporarily stop producing food. The two types of weather which can
do this are: '

« Flood. A flooded field will be shown covered with water and be
unusable until the waters go down, Any grain or livestock on the
field will be destroyed. A.fter the flood, the field will return to its
previous use.

» Drought. A field ruined by drought will appear dry and cracked and
will not be usable until the Weatli’_er improves. Any grain or
livestock on the field will be destroyed. After the drought ends, the
field will return to its previous use,

To change a field from one use to another, click on the field to be
changed. A panel will appear with four icons, ene for each potential use
of a field. Click on the usage of your choice, If the field is currently
sown with grain, any grain that was growing on it will be destroyed and
lost if you change its usage. If the field used to have cattle or sheep, the
animals will be redistributed to any other livestock fields of the right
type. If there are no other fields of the right type, the animals will be
lost at the end of the season, so it's best to avoid this by selling, eating,
or transporting the livestock you nolonger want.

Note: All three types of active farming require seed material. Without
stored grain, you can’t sow your fields, and if you have no sheep or

cattle you will need to buy some (or have som'e.Shipped in from Ik
another of your counties) before you can start your own flocks and

herds.

The fertility of the fields is maintained by keeping some of them fallow
at all times. The proportion of fallow fields to those in use determines
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arren fields are not ct:lunlted The more fallow fields, the higher the
fertility. The average field fertility and the rate at which the fertility is
increasing or decreasing are : slmwn under the fields themselva Fertility
ranges from terrible to 1deal The ::rdﬁ :otatian area Will dlsplay from
one to four symbols, either flowers orWeéds 'dnsplay of flowers means
that the field fertility is mtrgb&mg. with more ﬂ’o@rs meaning a faster
rate of increase. A display ﬂf?meﬂis indicates that the fertility is
dropping, with more weeds showing a faster decline. Click on the i
button next to the rotation display to get some information on crop
rotation, -

Note: Crop rotation happ&us ammarfcaﬂy, as long as you have Some
fields Ieft fallow. It is not ner:aauary to manually change fields from
farmed to fallow in order to raise the fertility. Only the total number of
fallow fields matters for fertility, A

'I‘he bottom half of the screen allows you to allccate the labor force for
your farmiands Sheep and cattle require herders, grain requires farmers,

is used here specifically to mean someone whose task is looking after
the general condition of the fields and preparing barreén ones for
planting.) The number of people needed for each task varies from
season to season — it takes many more people to harvest grain than to
sow it,.and the growth of your flacks of sheep and cattle varies from
season to season. When the popu!at'inﬂ'i'@ the county is low, it may be
necessary to keep a close watch on the labor. assignments to make sure
that enough people are in the right place at the right time to keep
problems from happening.

Th‘a'table-has four rows, one for each farming task that needs doing; T,\‘.r
-.{nﬂkiﬁg after sheg?, looking after cattle, maintaining the field quality I
@mm rendiosg

 labor force is cumently divided between these jobs and what the effect

to the grain. The four columns show how your

of that' dlvision will be in the coming season:

* The Need column shows you how many: men are required to get the
maximmﬁ benefit for each kind of gﬁﬂp in the upcoming season,

LI
g

-and all fields require some general labor from the setfs. (The word “serf”

—

" The ﬁm four bars show the number of laborers you assigned to farming
_ \*:ns](’i'b on the ﬁe}d»sCreen While you can adjust those numbers here, it is
probably easier to do so from the Fields screen instead. The main

* The Now column shows you how many men are currently assigned
to each job. A number in red tells you that more men are needed,
while a black number shows that there are enough men assigned to
get the optimal effect. You can have less than the needed number of
men workjng at any one task and still get some benefit, although
the greater the shortfall of labor the worse those fields will produce.

« The Stored column shows you the current stored stocks of each kind
of produce in the county, after the amount currently allocated to be
eaten next season has been subtracted.

« The Effect column tells you in detail what the effect of assigning the
current number of men to each task will be. This number indicates
the change in the populmon caused by your labor alloaation
before any lost to food use are taken into account. The entry for
&rain in this column has two parts: the first for how much grain will
be sown, grown, ripen, or be harvested, and the second for how
many sacks of grain will be added to stores.

To change the number of men assigned to these jobs, click on the
armws--ﬁ;& either side of the Now column of numbers, Click and hold to
change the number more quickly. Any workers taken off their current
tasks will be added to the Idle row, and any workers assigned to new
tasks will be taken out of this pool. (Special note: You can also change
these numbers from the Workers screen — see below.,)

Other Peasant Labor

This screen lets you assign workers to non-farming jobs as well as field
labor. For each of the possible nine tasks your peasants can do, there is a
slider bar with arrows at each end, To change the number of peasants
assigned to each task, click on the bar and drag the number higher or
I_ower._.(;licki-ng_ on the arrows at the end of the bar also raises or lowers
th._e n;mi:ber of'workers on each task.

purpose of this screen is to allow you to assign workers to five other
useful categories;

)




* Builders are the people who construct your castles, In order to go to
work, however, they require both stone and timber. When these
items are provided (either produced or purchased) the builders will
automatically set to work on any castles that need labor,

* Miners praduce fron for use in making weapons and armor.

» Quarryers dig and prepare stone.

* Foresters cut and gather timber.

* Armorers make weapons and armor, but need iron to work with.
Click on the button at the end of the bar to select thie type of
weapons or armor for your armoters to produce.

On top of each bar is a set.of numbers, The first shows how many
people you have assigned to each task, and the second shows the
optimal number of workers for each job. For builders, the number
shows you how many men would be required to finish all construction
by the next season, assuming there are enough units of stone and
timber available, The last four bars have a third number, a percentage
which shows you how efficient and well-trained your workers are for
their tasks; peasants start out untrained and increase in ability the
longer they are kept at the same job. It is therefore much more efficient
to leave workers assigned to the same tasks instead of shifting them
back and forth between different jobs.

The final number shows the effect, if any, you will get from having that
many workers on each job. For the farming tasks, the result might be a
gain (shown in purple) or a loss (shown in red.) For builders, this shows
the number of man-seasons left to finish the construction of any castles
currently being built in the county. For the remaining four tasks, this
number shows how many seasons it will take to complete one unit of
that good. (One unit of armor or weapons will outfit a number of
soldiers)When the unit will be complete within the current year, a
‘season icon is shown instead to indicate the precise time it will be
finished.

The shorter bar at the right of the labor bar for these last four tasks will
fill in with red from left to right as the workers come closer to
completing a unit of material. The label above each bar will turn purple

. or making arms), a wamngmséagew appearif*t.?}a workers are.

'mmmm?

good, Merchants follow set

each of these: eutput numbers meq,ns click on the mzmbm : ]
If you have workers asslgned to a task that m,edmt‘ﬁer goods (building

to "pﬁbﬁlcing materials

If a merchant comes to one of your counties, you can. trade gasdpor b
goods with him by clicking on thigmicom You can buy or s&-any of nine
types of goods, although rote e:y merchant will carry every kind of

utes from county to county, and avoid
each other so that there is never mq;g than one merchant in a county
at ax:ry one time. These routes anﬁ ﬂﬁeogtaphy of the map combine
to cause certain counties to bevisited more or less frequently than

T[99

others. ! il 4G

 When a merchant is in the county, the top of the screen shows you a
picture of the merchant and the amount of mt;mgy in your treasury _
(with a secand number showing the change from“iast season). In the

upper right corner is the Gossip button; click on th,i%;o s%ee" if the
merchant has picked up any lnterestmg news trom elsewhme in the.

""n




The bottom half of the screen is the Market Place. A row of nine pictures
shows the goods that can be bought and sold: cattle, sheep, sacks of
grain, bales of wool, kegs of ale, ,i'rg_r;, stone, timber, and
weapons/armor. Under each picture is a number showing how many
units of each you have in stock to sell, if you choose, The Stock row
shows what the merchant has in stock to sell to you, the Sell row is the
price he will pay you for one unit of your goods, and the Buy row is
what a unit will cost you. Click on the selling price to sell goods, and
use the arrows in the pop-up panel that then appears to decide how
many of each to sell. Do the same in order to buy goods. When you
trade weapons or armor, a pop-up panel will appear with icons of each
of the types of weapons or armor you can trade; click on your choice
and then buy or sell as usual.

Of the nine goods, five (grain, ale, cattle, sheep, and wool) are local and
four (stone, timber, iron, and arms) are global. The five local goods must
be used in the county in which they are'purchased, unless you use the
Wagon Icon from the kingdom level to ship them elsewhere, The four
" global goods can be used in any county you control, regardless of where
you buy them.

If you go to this screen when there is no merchant in the county, the
screen will tell you how many merchants are present elsewhere in the.
kingdom. If there are any in neighboring counties, their names and
locations will be shown. At the start of the game there are no merchants
in the kKingdom — as time goes on, a total of twelve will arrive from
overseas. Even when there are no_rh*’e:&ik‘hts present, this screen still
acts as an inyentory report for your goods and money.

Raising an Army

Click on this icon to create an army to defend your lands or to use to
conquer other counties. Soldiers can be either your own people, or pajd
mercenaries. Using your own people as soldiers is cheaper and more
depm&ble but any conscription will reduce’ the happiness of the
county, and any peasants conscripted for your armies are no longer
available to work in the fields or on your castle. Mercenaries are better
fighters and don’t reduce the happiness of your people, but they are
very expensive and not always avaﬂablq,‘?bu can combine mercenaries

e
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and conscripts in one army, but you can have only one mercenary
group per army.

If there are mercenaries available fm hire, apamﬂ will appear when you
first enter this screen, telling you what kind of soldiers they are and
what the cost to hire them will be. Mercenaries are only available for
the season in which they appear; if they aren’t hired, they will move
elsewhere. They must be paid each season, in gold, and if they don't get
their wages they will leave the army. They will also leave if the army’s
morale drops too low.

If there are no mercenaries (or if you don’t have the money to hire
them), you will have to create your own troops. You can never conscript
more than fifty percent of the’aﬁopulation of a county, and the higher
the percentage you draft, the more unhappy the remaining population
will become. The smallest army you can put together is fifty soldiers.

In order to raise anything other than a peasant army, you need to either
make or buy the right kind of weapons for the kind of soldiers you

-~ want. If you want knights, you need to have both swords and suits of

armor. If you have enough weapons, you can mix as many kinds of
soldiers as you like together in your army.

To raise the army, use the arrows next to each type of soldier to set the
number of each type of man to draft and equip, The columns to the
right of the arrows show how many men of éach type will be part of the
army, and what the cost of their upkeep will be (in crowns per season.)
If you want to add the available me_neeﬁaggs,' click on the mercenaries
button. When you have organized your army, click on the Raise This
Army button, and your new atmy will appear at the town cross of that
county.

Every army takes the food it needs from the county it is currently in.
Food for the armies (your own or an enemy’s) takes priority over food
for peasants, so if there is not enough to go around, the peasants and
not ':'t'hé' soldiers will suffer. The right side of the a-rmy-_-crea.ticn screen
shows you how many men are being provistoned and how many are
stealing from your fields at the current time. If your army moves into an
enemy’s county, they will start feeding Wdﬁesfrom his fields.

: :‘
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d|” Track Your County’s History _
The last screen on the county level shows you the history of the county,
how many goods it has produced in the last season and the way its
population has grown (or falien} over the vears, From this screen you
can see details.of what happened to your cattle, sheep, grain, and
population in the last season. Use the arrows at the top right corner to

1

BEAUMARIS CASTLE,
GROUND PLAN

change the display from one category to the next. The picture next to o
the arrows shows which history you are viewing. The population screen o
tells you the change in population for last season and graphs the i NORTH
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RUSTYCOKER

population growth or loss over the years. The arrows at the left end of
the graph can be used to change its scale. '
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Creating a Castle
mo keep your lands safe, you should bui]dvqgsﬂes If there is a

completed castle staffed with an army (even a very small one) in

a county, the county cannot be conquered until t't_l_e\castle"l__ia-s-
been destroyed, With no castle, an invading army can conquer a county
by attacking the town cross, a much easier target. Castle design costs
you nothing, and is an opportunity to indulge your creatli'r!ty, 50 you
may find it rewarding to exﬁg_r;xhent. Lords of the Realm comes with
designs for five real castles bi’iﬂt-dt’:rin-g the time of King Edward 1
already stored in the design an:hiwesl with room for up to nine designs
of your own as well,

Castle building is begun by clicking on the Castle icon from the
Kingdom map. This brings up the castle summary screen (already
described in the County section; shown below.) The two icons at the
bottom of the screen will allow you to either build a castle from one of
the designs included in the game, or to design a castle to your own
tastes and construct that. '

Castle Summary Screen

Design a
new éastle
‘.

liui!d a
rew Castle

Next/Previous
Castle

P

When you click on-the Bgug_am&a_sﬂg icon, you will bﬂng up the
castle design archives. On the left side of th&ses‘een is-a list of all the
available castle designs. On the right side of the screen is an overhead
view of the floorplan of the castle design that's cuzrently selected. Castle
walls appear gray, wooden hails brown, water bj:

moat), and towers, keeps, and gatehouses as gray wa]ls around brown
centers. If you want a clearer and more detailed vlew of the castle plan,
you can get it from the castle design screen (see below.) The name of
this castle design appears in the box underneath the design list. Use the
arrows to scroll through the list until you find the design y"du want,
then click on the name to bring up the floorplan.

Once you've decided on a castle to build, click on the Build button. The
Kingdom map will appear, with the mouse pointer shaped like a castle
tower. Left click on the map where you want the castle to be built. You
can site your castle only on empty field or road, and only in counties
that you own. You can’t build a castle on plowed land, on a town cross,
or in a forest. If you move the pointer over a forbidden site, it will
darken and the shadow will disappear. When you place the castle, a
square foundation will appear on the map. As time goes on and the
castle construction proceeds, the foundation will automatically grow
into a full castle. The game will automatically assign a name to the
castle which you can change from the Castle Summary screen, if you
want. Remember that the castle will not be built unless you provide
stone and timber for it and assign peasaqtsto do the actual
construction, (See the section on labor assignment, above.)

Design a Castle

When you click on the Design a Castle icon, the castle design screen |
comes up, Most of the screen is a flat green area to use as your design
board. The sixteen icons at the left side of the screen will let you add
parts to your castle, to view it from three diiferent angles, a,nd to save
your design when it's complete.

o Al
(o]




Build Walls

Build
Gatehouse

Foundation/
Projection
View

Castle Design Screen

Charnige Wall
Height

Build Keep

Build Hall

Floorplan
View

View Castle

Baeild Moat

Build Towers

Place F!dg

Clear Screen

Exit

You can easily design intricate and strong castles using a wide variety
of potential components, Select the item you want, and then place it
where you want on the plan by clicking. You ean chose from:

» Walls: The wall icon builds a section of castle wall. "Walls can turn
corners, but cannot make three or four-wax ;ngersecﬁcns without a
tower. They can be built in three different He@hts, which you can
set with the thngg,ﬂaﬂj:{eigm icon. Taller walls are harder fe
scale, but take more stone and labor to build. You can use different
wall heights in the same castle, if you like, Walls are automattcally
built with battlements and arrew slits. ¥

* Keep: You can build a square or a round keep. The keep holds the
main rooms of the castle, including the lord’s quarters, the
kitchens, the chapel, and so on. It is usually the heart of the castle
and one of its strongest points.

» Tower: You can build one--z_:tf‘four-types of castle towers: large round,
small round, large square, or small squage. Towers strengthen walls
and have to be used wherever more than two walls connect, Larger
towers are stronger but take more stone and labor.
= Gate: You can build a small, medium, or large gatehouse.
Gatehouses are strongly defended entrances mto the castle keep or
yard. ;

» Wooden House: You can build small or large halls for the castle
which increase its holding capacity for men and supplies.

* Water: You can build a moat to help defend a castle. A moat
prevents the enemy from approaching _the castle wall until a section
of the moat has been filled in.

>

This flag marks the point which must be captured by the enemy

strongly defended. The flag must be set on a gatehouse, tower, tfal‘ w
keep. You must place a flag somewhere in the castle before you can
save or build any design.

There are also two icons that let you make changes to y&q_r design:

« Shovel: Use this to remove individual se_t_:ﬁon-s of the castle. Place
the black box over the section and glick to remove it. You can also

« Flag: Select this option to set the central defenswe point of the castle. .

soldiers during a siege in order to conquer the castle, so it shuul'gffggf

¢
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Now What? o

his game manual gives you all the basic knowledge you need to g el & "2"5&:';‘-
mlmow to start playing Lords of the Realm. In order to learn how
to engage in battles with other armies and how to handle a

castle siege (both as attacker and defender), you need to refer toithe

Castle Siege and Battle Manual booklet included with this game. “ - W
Also, for those who want more hints and strategy tips, the Technical | el
Supplement and Tutorial contains advice on all aspects of this | T
game, from field management to castle building, as well as information
on the model upon which Lords of the Realm is based. These extra tips ! i
are not required to play the game but are available if you want them. "

FLong Live the King!
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Designers’ Notes
One of the best perks of working asa game designer is that you get to
design the games you want to play. Lords of the Realm is the game I have
been wanting to build for at least five years. The earliest inspiration was

a text-game on the BBC Micro called Kingdom, in 1981 or so, where
players allocated people between farming and defense, and their grain 1 ¥

between food, sowing and storage; simple, but maddeningly addictive,
Defender of the Crown then rekindled part of the fire— adding .

lavish graphics and a rich medieval atmosphere, as well as conquest. & “
And yet for me, as for many others, Defender of the Crown was a
let-down, It promised so mﬁéﬁ;more than it delivered, primarily in
terms of its strategic depth. Other games since have covered the era or
the game category, yet usually only i part, and, to my mind and to
many others, none yet have done justice to the subject matter.

-
—

So, here it is; our attempt. For the first time, here’s a game that has full
kingdom management, conquest, tactical combat for those that want it,
simple yet powerful castle-building and sieges which last somewhat
realistic time periods, and which take into account the castles you or
your opponents have designed and built,

I have heard from many of you in person or on-tine that you, too have
had the same excitement and the same disappointment regarding many
of the games that have gone before. With Lords, we have tried to give
you a product which provides full strategic challenge and enjoyment
within an environment that fully reﬂ’e'c_'tfg-the color and pageantry of the
time, | personally am pleased with the end result; [ hope you are, too.

2 s 3 . ;a I
David Lester Sl II g &1,
Cambridge, MA July 1994 :
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THE ENCLOSED SOFTWARE PROGRAM IS LICENSED BY IMPRESSIONS
H SOFTWARE INC. TO CUSTOMERS FOR THEIR NON-EXCLUSIVE USE ON A
‘ | SINGLE COMPUTER SYSTEM PER THE TERMS SET FORTH BELOW,

I LICENSE

You have the non-exclusive right to use the enclosed program on a single
tomputer. You may not electronically transfer the program from one
Aputer to another over a network. You may not distribute copies of the
or documentation to others. You may make one (1) copy ol the
am solely for backup purposes. You may transfer the software from one
uter to another on a permanent basis only, and only when all copies of
riginal software on the original computer are removed on a permaneni
You may not use, copy, modify, sub-license, rent, lease, convey,
anskate or transfer the program or documentation, or any copy except as
ipressly provided in this agreement. You may not convert this software to
Iy programming language or format, decompile or disassemble the
sltware or any copy, modification or merged portion, in whole or in part.

LIMITED WARRANTY

projram is provided “as is” without warranty of any kind either
ssed or implied, including but not limited to the implied warrantiey of
hantability and fitness for a particular purpose. The entire risk as to the
sults and performance of the program is assumed by you, Impressions
ftware Inc. does not warrant that the functions contained in the programi

meet your requirements or that the operation of the program will by
nterrupted or error free. The sole and exclusive remedy available to the
chaser or user of this software and accompanying documentation 15 a
nd or replacement of the product, at the option of Impressions Software

.

o the original purchaser only, Impressions warrants the magnetic diskette
on which this software product is distributed. It is warranted to be free ol
defects in materials and faulty workmanship under normal use for a period
‘0l ninety days form the date of purchase. If during this ninety-day period
the diskette should become defective, it may be returned to Impressions
Software Inc. for a replacement without charge. The media warranty period
18 automatically extended upon receipt of the registration card.
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