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This manual was produced and printed far in
advance of the actual completion of the game.
Therefore, certain things may have changed. Please
refer to the README. txt file for last minute changes,
and especially the electronic version of the manual
found on the disk.

DN{T LCeceng STARTED

reetings, Noble Lord. Herein begms a chromcLe fer .
deeds of arms and acts of chivalry with full and proper
instruction in the arts of war and the training proper
to a Prince for the good governance of his lands. May
the wise Prince profit well from this so that he shall be pro-
claimed as one of the Lords of the Realm!

Book I: O the WorLo ANO Tcs OeNizeNs
As a newcomer to the Realm, you will encounter many new

. and wondrous things. As you explore your surroundings and

build your kingdom, you should keep the following in mind:

The World Is Split in Two (or Three). Action in Lords of
the Realm Ill takes place primarily on two levels: the Battle
Level and the Strategic Level. On the Battle Level, you fight. On

. the Strategic Level, you move armies, grow food, earn money and

manage your kingdom. There is also a Political Level. Here, you
interact with other Lords and review your ratings. .

_'Time Never Stops. Time continues _tb p'as's-ori all levels no matter
which level you are currently visiting. So, if you are fighting on
“the Battle Level, resources continue to be gathered and armies

continue to march on the Strategic Level. Likewise, while you are

~ moving armies and overseeing your lands on the Strategic Level,
- your armies keep fighting on the Battle Level. Visiting the

Political Level doesn't stop time either: activities on the Strategic

; Level and Battle Level continue.

You might find that your attention becomes divided. Not only
~ do you have to keep track of the Battle, Strategic and Political

levels, you may also find yourself fighting more than one bat-

. tle at a time. Luckily, you are not alone.

~ Vassals Live to Serve You. Vassals take care of the details so
| you can keep your mind focused on larger matters, The four
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types of vassals are nghts Burghers Serfs and Clergy.
Knights act as generals on the Battle Level when you are not
there to command the battle yourself. On the Strategic Level,
Serfs grow food, Burghers earn crowns and the Clergy see to
the health and well-being of your people. With willing vassals
at your disposal, you can rest assured that you will never have
to address little, everyday details.

Book Il (here the INSTALATION QDEThod 18 OEscrIBED

To install Lords IlI, put the game disk into your CD-ROM drive.
When the Installation screen appears, click the Install Lords /i
button and follow the on-screen instructions.

Note: If for any reason the Installation screen does not
appear, double-click the My Computer icon on the desktop,
then double-click the CD-ROM icon. Next find the Autoplay.exe

-and double-click it. The Installation screen should appear and
you can proceed as described above.

After znstallmg the game, you should review the README file

- for the latest information regarding the game.

%ook m O{: SUCCOR N C]ODC:; OIZ E\iceo

whﬂe ptayi_ng the game. i_.eft;chck t_h}s_b_ut_ton and then _se_lec_t- '
‘an item on screen to view additional information about that
item. Further detail about all aspects of Lords /Il also can be
found in the electronic manual located on the game disk. In
“addition there is a Tutorial campaign that teaches you what
'you need to know about the game L

Book IV: Deren gou Creace A \]OBLC

When you start Lords Ill, you will be taken to the Scenario
I _screen. Before playmg a scenario, you must first select a
* Noble. You can use the default noble provided, or you can cre-
te a noble of your own by setectmg the Create Noble buttun
~ On the Noble Creation screen, pmwde a name for your noble

nci ad]ust the portrmt and heraldry to your hkmg When you :

cenario screen

Book V: Op 'ChC Scewmos gou Cm DLA(J

n single player mode, Lords 1 is organized mto Campaign's
nd Battles. Campa1gns - Irish, Enghsh French, and German -
re linked scenarios that recreate major events in each kmg-
om's history. The first time through, the scenarios in a cam-
gn must be played in order* every time you win a scenario,
the next one in the campaign is unlocked. Once you have
unlocked a sgenario, you can play it without going through the
_ campaign progression. Scenarios unlocked using one Noble are
not unlocked for others. -

‘Battle scenarios are not locked and are played entirely on the
 Battle Level of the game. Resource management, strategic
_movement, and politics are not used in battle games. These
scenarios give you the chance to test ycur generatsmp on the
field of combat. : -



Conquest scenarios include all aspects of Lords /// -- Battle
Level, Strategic Level, and Political Level. In these games you
must build a realm using all your skills. Conquest scenarios are
listed under the various campaigns.

The Scenario screen provides a description of each scenario.
The shields indicate the number of player houses in the sce-
nario. Selecting a shield replaces it with your heraldry and
sets your starting position. The Victory button displays the
victory conditions for the position. The Start Game button
launches the scenario with the settings you have chosen.

OARC II: The Baccle Level
ingdoms are won and £0$t on the battlefield, and the
ability to lead your troops successfully is a boon to any

- leader. Heed the following advice and you may become
the stuff of legends.

Battles take place on the Battle Level screen, which is made
up of the Main Window, the Army Display, the Information
Panel, the Action Buttons, and the Mini-Map.

- Book I: ON the QAN UiNnoow

~ You view the battlefield and the companies on it in the Main
~ Window. You can change the location viewed by moving the
cursor to the edge of the screen, causing the map to scroll in
that direction. The mouse wheel can be used to zoom in and
out. Holding down the "Z" key while moving the mouse allows
you to rotate and tilt your view.

Your companies are composed of individual soldiers led by a
Knight. You can select and give orders to companies using the
cursor or through keyboard shortcuts. Companies function as
groups, so selecting an individual soldier automatically selects
all the soldiers, including the knight, of that company. You
can also select multiple companies by lassoing them in this

:wew When a Company is seiected the base of every sotduer.
in the company is highlighted. :

Book 1I: Deren the Arany B Py Is Rﬁ\/@\iﬁo

The Army D1spLay gives you a quick look at all the companies
in your army. Each is represented by an icon that shows its

. troop type. Under each icon is a bar that shows the current
~ health of the company, measured in men lost. The backgmund

color of your company's icons indicates its current morale

~ state. The color will shift from green to yellow to orange and
~ into red as a company's morale shifts from good to shaken to
" broken. Symbols above the company icon show when it is in

j fcbmbat taking missile fi:re ordered to hold, or routing.

E You can seiect compames directly from the Army Display,

The Baccle Level Screen



either singly or in groups by shift-selecting them. When a com-

pany is selected, its icon is highlighted.

Use the buttons on the left of the display to switch between
your companies and your siege equipment. Siege equipment
only appears on maps with fortifications (castles, fiefs, and

cities); otherwise, your knights keep their siege trains safely
away from the battlefield. Siege equ:pment can be selected
and controlled like companies.

When a company or siege weapon is selected, the Information
Window shows the name and pictures of the company's com-
mander and the soldier type. Right-clicking the soldier picture
replaces the commander’s portrait with information on
Offense, Defense, Morale, and Health for the company. Right-
clicking the commander's portrait opens up a window with
more detailed statistics for the commander.

Boo m: O| (Eh e (UH\I—(DAD ANO ICS Uses

The Mini-Map shows the entire field of battle: the location of
friendly and enemy companies, castles, rivers, and water.
Selected friendly units can be given move orders on the Mini-
Map. Right-click on the Mini-Map at the location you wish the
units to move to. Left-clicking any point on the Mini-Map
changes your view in the Main Window to the selected location.

Adjacent to the Mini-Map are the Game Options and Go to
Strategic Level/Victory Conditions buttons. The Game Options
button allows you to save/load games, exit to the main menu,
quit, and adjust some of the game options. In single player
mode, the game is paused while the Game Options are open.
The Go to Strategic Level button is only available in conquest
scenarios. In Battle Scenarios it is replaced by the Victory
Conditions button. This lists the victory conditions that must
be satisfied for the battle. The status of each victory condition
is also listed.

8 :

ook 1V: Valave Acaoss avo Dow They Are PERIORDED

Companies and siege equipment can follow a variety of
orders. You can issue orders by using the Order Buttons or
directly in the interface. Orders can only be given to a select-
ed company, and some orders are only available to certain
companies. When mixed company types are selected, orders
available to some but not to all selected companies (such as
Fire) cannot be given.

When a company is selected, the cursor changes to indicate
the order that will be carried out.

Book V: Now a Nosle (oves ano faces Dis UNies |

~ There are two ways to move a company. In the Main Window,
- right-clicking unoccupied ground issues a move order to the

selected company. Alternately, you can right-click a location

~on the Mini-Map to order a company to move to that location
~ on the Main Map. Left-clicking the Stop button wﬂl cance[ a
~ move order for the setected company.

The facing of a company and siege equipment is important.

- Companies attack better facing forward and are more vulnera-

ble if attacked on the side or rear of their formation. Siege
weapons need to face their target in order to fire. To decide
which way to face troops and siege equipment, hold the
mouse button down when issuing a move order, After a brief
delay, the facing arrow and an outline of the company forma-
tion will appear at the target point. Moving the mouse causes
the arrow to pivot 360°. When the mouse button is released,
the company will move to the location and orient themselves
in the direction chosen.

When a move order is given the company marches by the most
direct route. Swamp, mud and scrub will slow company move-
ment considerably. Rivers are impassible except at bridges and

9



fords. If attacked while moving the company will cancel the
move order and flght

To set waypoints, hold down the W key when issuing the
move order. Any number of waypoints can be set until the W
key is released or a different order is given. When a compa-
ny is selected, any current waypoints are shown on the map.
If a company engages in combat or is given an attack or
charge order, all waypoints are lost.

Book VI: Che Uise Nople Orcanizes Dis (Den

A company is made up of soldiers who move and act in a
Formation. A formation affects a company's movement,

attack and defense abilities. Every company knows two to four
formations. Right-click a company icon to display a pop-up list
of the formations that the company can use. Right-click to
close the list or left-click to select a formation.

Line is a basic formation for attack and defense,
The company forms into a lme one or more ranks
deep.

Box is a formation with an equal number of rows
and columns. Box formations move faster than line.

Skirmish is a loose but fast-moving mob with poor
attack and defense capabilities.

Shield Wall is similar to line but the men stand so
close that their shields form a strong defense.

Phalanx is an offensive formation where the men
form a tightly packed box.

10

Schiltrom creates a strong but immobile defense.
Soldiers face out in all directions.

Stakes are used by bowmen, who set stakes in front
of their line but cannot move without losing them.

Mantlets are shields set up by crossbowmen. They
cannot move while using them.

All companies can be issued the following orders:

w7 | Stop immediately cancels the orders of the selected
. | company. The company still defends itself and pursues
enemies that come in range.

1 Hold cancels a company's orders and sets it to defend

its location. The company comes to a halt and defends
its current location, engaging enemies only when they
come into very close range.

- While soldiers hold their formations as long as they can, for-
~ mations have a tendency to break down as battles progress.

Book VI (Wheren QDex Are Set to Bacele €ach Other
Companies can be ordered to attack in the Main

>, | Window by selecting the company and right-click-

: ing its target. The cursor will change to an attack

icon when over a valid target.

Some soldiers have more than one mode of attack. For example,
bowmen and crossbowmen can employ missile fire or melee tac-
tics. Missile fire is used by default, The cursor changes from an
arrow to a sword when a melee attack will be made. There may be
times when you want to override the default attack mode. In these
cases, use the Missile/Melee buttan to switch the company's

11



weapons. When the bow icon appears, the cbmbany attacks with
missile fire; when the sword is shown, it will make a melee attack.

Both infantry and cavalry companies can charge over short dis-
tances. Charges are powerful attacks that increase the damage
a company does on initial impact with the enemy. Charge

has a limited range, which varies by the company type.
Charging companies also suffer a penalty to their defense
while charging.

Charges can be performed whenever a company's charge icon
is active. When a target is in charge range, the attack cursor

| highlights. To charge, click on an enemy or location and then

click the charge button. The company will speed up as they
charge, and in the case of cavalry, lower their lances for a
devastating attack. Once charge is selected, the Charge button
grays out for a time. You must wait until the button becomes

_ active again before executing another charge.

The Schiltrom and Phalanx formations are especially good at
countering charges. Companies that charge enemies in these
formations will suffer more damage. Shield Wall increases a
company's defense against charge, though it does not help the
company damage the charging enemy. :

Book VIll: Dow A Kniche Shall Leao bis oen

L B % | A knight can either engage or command his men.
ty | BA! When ordered to command the knight moves to
— the rear of the company. There is he less likely to
fall in combat and bolsters the morale of his men. When
engaging the knight moves to the front of the company where
he is a powerful warrior in combat. However the loss of their
knight can have disastrous consequences for the morale of the
company. Press E to order the knight to the front or rear.
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Book IX: ON the Breaching o talLs ANO FORTIICATIONS

Fortifications can be broken if you have siege engineers or

_ vassals who possess siege equipment. If you have siege equip-

ment, the Siege/Company button is active on the Army

Display. Use the button to switch the display between compa-

nies and siege equipment. Siege equipment can also be select-
ed and controlled directly on the map.

There are many types of siege equipment. Catapults, tre-
buchets and mangonels can attack walls or companies. They
are not very accurate, nor are they very good at hitting mov-

‘ing groups. Rams can only be used to attack gates. Siege tow-

ers allow infantry to attack walls. To use a siege tower, com-
panies must be ordered into it. Once in the tower, they can be
ordered to unload. If the tower is against a wall, they will

_attempt to capture the wall. Otherwise they will simply exit
the tower. Siege towers can only be used to attack walls.

' All melee infantry can use siege ladders. When a wall i‘s tar-

geted, the cursor changes to a ladder icon. Right-click to
order the company to place siege ladders and attack the wall
at that location. Archers must change to Melee mode (using

. the Missile/Melee button) before they can place ladders. Siege
. ladders cannot be placed on towers, keeps or gatehouses.

Book X: ON CAKING A Cascle

Once walls are breached, your troops can storm through the
castle to fight defenders. You can order your soldiers to any
part of the castle by clicking the desired location. The compa-
ny will move to the nearest entrance (usually a tower) and
then go to the location.

As the battle progresses, you can measure your success by the
number of your troops on castle walls and tower tops. Castle

13



battles have a time limit (approximately 6 minutes). If neither
- side has inflicted any damage in that time the battle ends and
-the attacker automatically wzthdraws

Casttes fall when all defending companiES are destroyed or
have surrendered. If only defending siege weapons remain, the
castle falls.

Book Kl: Ox OcrenoING A Castle
A castle’s thick walls and towers are its main defense against

the enemy, though you do have some offensive tools at your
disposal.

Ballistae, catapults, and mangonels built on top of towers can

- fire missiles at companies. Of course, you also have boiling oil.

Your men will automatically pour oil when the enemy is at the
base of the wall beneath the cauldron. They must then wait for

the cauldrons to refill before they can be used to attack again.

Book Xl Che Perils ano Rewaros of O0ING Baccle

Battle lasts until one side flees the field. As a company takes
losses, their morale drops. A company’s morale is indicated by
the color of its icon on the Army Display: the color ranges from
green to yellow and then into orange and red as morale is low-
ered. Green is good morale, yellow means the company is shak-
en and deep orange to red means the company is on the verge
of routing. When a company does rout, the soldiers immediately
break formation and run until they are a safe distance from the
enemy, where they wait and recover. During this time you can-
not control or give orders to the company, and they may run
again if enemies come too close. If they reach a map edge they
will flee the battle entirely. Sometimes, if they cannot escape
(when besieged, for example) they will immediately surrender
and be removed from play.

14

| Sometimes it is wiser to withdraw than fight to the

_| last man. The Withdraw button automatically orders
your entire army to retreat or, if the defender of a

castle, for all to surrender. You must confirm this order before

it will be executed.

In a Conquest scenario, when one side orders a withdrawal,
the battle ends and the players are returned to the Strategic
Level, You will receive a notice of the battle's outcome includ-
ing Chivalry gained or lost, loot earned, and knights captured.
You must immediately decide to ransom or execute any prison-
ers taken. If some of your knights have been taken prisoner,

~ you may be given the chance to pay their ransoms. If you are

fighting No Quarter (see Part 1V), captured knights are auto-
matically executed. If you have chosen Fight Honorably, cap-
tives are automatically offered for ransom. Ransomed knights

~ immediately return to their homes. Meanwhile, the withdraw-

ing army must retreat a safe distance (if it can) before the

_ player can issue it new orders.

15



paRe T Scracecic Level,
A rmies march and wealth is earned on the Strategic

Level. Here, you develop your lands and make strategzc-

military decisions.

Book I: ON ¢he INcerpace
The elements of the Strategic Level are the Main Window, the

Information Panel, the Selection Bar, the Action Buttons,
the Mini-Map, and the Message Bar.

The Main Window shows a portion of the world, On it is dis-
played parcels, estates, borders, and armies. This is where
you move armies, assign vassals to land and rule your kingdom.
You can only see your own lands, lands on your borders and
territory occupied by your arrmes Most enemy terrltory is hid-
den by fog of war.

Parcels are the smallest unit of land and' are marked' by white .

borders. Parcels are grouped into regions, and each region

has an estate, the heart of the region. Both your parcels and -
estates are m.arked by banners on their main building. Parcels

have small banners with your color; estates have large banners
flying your heraldry. Region borders are marked by colored
arrows, while the borders of kingdoms are noted by colored
flags. When you control the estate, you automatically own all
the parcels in that region, although you may still have to deal
with lingering enemy armies. You gain control of an estate
when you place one of your vassals there. In some scenarios,
regions may be grouped into larger units. Regardless of proper
name, these are all referred to as kingdoms. To control a king-

~dom you can either conquer all the starting regions of that
kingdom or eliminate the noble house that currently holds the
title. When you control a kingdom, you gain the title and
access to powerful kingdom vassals.

16

When you select any army or parcel the Information Panel
changes to provide information about your selection. The
information varies depending on whether you have a vassal
mercenary, army or parcel selected.

Right-clicking the pzcture in the panel will open a wmdow that

- gives you Detailed Information about your selection and informa-
tion about your lands as a whole. Double-click the picture to

jump to the location of the selected item. This is useful for
moving to a distant army or going to a mercenary you just hired.

~The Selection Bar displays groups of available units: unas-

signed vassals, armies and companies, or mercenaries. Arrows
allow you to scroll through the display. The buttons to the left
allow you to sort in several ways. For vassals you can sort by
knights; by burghers, clergy, and serfs; or by lesser vassals.

The Straceac Level Screen
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companies.

The Action Buttons are displayed above the Selection Bar. The
first four buttons - View Vassals, View Armies, View Mercenaries,
and Empty Parcels - are always displayed. The View buttons
bring up the appropriate displays in the Selection Bar. The
Empty Parcel button is only active if you have a parcel where no
vassal is assigned. Clicking on it will instantly take you to that
parcel. If you have more than one empty parcel, repeated
presses will cycle you through all your unassigned lands. The
Empty Parcel is also activated by pressing F4 on the keyboard.

The Mini-Map shows the world and the location of known
friendly and enemy armies. You can left-click to move to any
location on the map and issue orders to selected

units directly on the Mini-Map. Adjacent to the
Mini-Map are buttons that take you to the
Diplomacy screen (see Part V) and the
Game Controls.

The Message Bar appears at the top M
of the screen. On the bar are the
Message Log, the name of the region
the currently selected item is in, your
Food Display, and your Treasury. As mes- /
sages arrive they remain on screen fora ¢ ¢
short period of time and then disappear. :
Pressing the spacebar automatically takes

you to the location of the event.

As soon as a message arrives it is placed into a log. The
Logbook button displays all your messages and allows you to
scroll through them. Messages are color-coded by event type:
red - battle; yellow - strategic; blue - political.

18

Vassals give parcels of land their function. When you assign a
vassal to a parcel, he puts that land to use depending on his
particular type. The four types of vassals are Knight, Clergy,

Burgher, and Serf.

To see the vassals available to you, select View Vassals from
the Action Buttons. This displays portraits of your unassigned
vassals in the Selection Bar and the Action Buttons associated
with vassals. The sorting buttons on the left allow you to dis-
play your Knights, your Burghers, Clergy, Serfs, and Lesser
Vassals. Repeated clicks on the same sort button cycles
through the vassal types (Knight, Clergy, Burgher, Serf) in
that pool.

Vassals have four different power levels: lesser, common,
regional, and kingdom. Lesser vassals are the least powerful
but are always available. Common vassals have some strengths
and are readily available to serve anywhere. Regional vassals
are associated with specific regions and serve the noble who
controls the region. Kingdom vassals are powerful Lords only
available to a king. In addition there are special vassals who
only enter the service of nobles who meet specific require-
ments. These requirements can include owning specific lands
or having political ratings (see Part IV) above certain levels. In
addition, Common and greater vassals may have unique spe-
cial abilities that make them more powerful and effective
than others of their type. Be sure to look over your vassals as
they enter your pool.

To assign a vassal to an empty parcel, simply drag and drop
the vassal from the Selection Bar to the parcel in the Main win-
dow. You can also select the desired vassal, click the Assign
button and then left-click the desired parcel. To remove a vas-
sal from a parcel, select the parcel and then click the Remave
button. You will be asked to confirm this action. When a vassal

19



is a551gned he constructs a bu:ldmg that md1cates the parceis ”

function. As time passes, the land becomes more pmductwe
and more fields are plowed and structures are built, .
Productivity advances in stages from one to five, but only the
largest parcels can attain stage five. -

Knights raise your troops and fortify your lands. The
Information Panel displays name, power level, portrait, and
the basic company type raised. In addition the panel may have
icons if a knight belongs to a military order (Templar, Teutonic,
or Hospitalier) or has a special ability. Once assigned, it will

- also indicate whether the knight is garrisoning a fief, castle or
city; in the field; or in a battle. Troop types vary from knight
to knight, and the crafty Lord chooses his knights wisely to
build a balanced force. When assigned to a parcel, knights cre-
ate fiefs. They build castles on estates. The longer a knight is
in play, the larger his companies will grow. As fiefs and castles
develop, they generate increasing amounts of recruitment
points that are used to replace company losses. The better the
parcel level, the faster new soldiers are added to the compa-
ny. Likewise, morale is recovered at a faster pace. Fief defens-

‘es strengthen as parcels improve; the walls get better and the

fief acquires a small garrison. Castles must be upgraded as
explained below. Castles also generate construction points that
are needed to upgrade or make repairs after combat.

Clergy see to the health and well-being of your people and
improve your favor in the eyes of the Church. The Information
Panel shows name and power level, along with any monastic
order (Benedictine, Franciscan, Dominican, or Cistercian) the
clergyman belongs to and whether he has any special abilities.
Once assigned to a parcel, it will also show his productivity
bonus and whether a retainer has been attached to that par-
cel. Clergy build churches on parcels and cathedrals on
estates. Churches improve the productivity of all parcels in
the same region and bestow Christianity points on you.
Cathedrals each grant an individual Christianity bonus.

20

Burghers earn crowns needed to upgrade castles hrre merce-

o ‘naries, and ransom knights. The Information Panel shows name_
‘and power, along with any guilds belonged to and whether the

burgher has special abilities or not. Once placed, the display
will also show the crowns produced there, if there is a garrison
present (and how many companies), if the town or city is a
port, and if a retainer has been attached to the land. Burghers
build towns on parcels and cities on estates. When placed in a
coastal parcel with a landing (indicated by the small dock on
the map), the town or city has a port. Towns and cities gener-
ate more gold as they develop and cities gain a bonus for the
number of farms in their region and the number of towns and
cities in their region and surrounding regions. Towns and cities
also attract mercenaries and determine the number of merce-
naries you can have hired at any time. The more towns and
cities that are placed, the more mercenaries you can hire.
Finally, cities have defensive walls and garrison companies,
a-tthoug-h they are not as strong as castles.

Serfs‘ feed your armies and provide labor to build castles. The

Information Panel lists name, power level, and whether the
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serf has any special abilities. Once assigned a parcel, it will

~ also show points of food produced and if a retainer is attached
to the parcel. Serfs create farms on parcels and manors on
estates. As they develop they produce more points of food and
construction points. Each point of food can supply one compa-
ny. Construction points are used to determine the time needed
to build a castle in the region. Manors stockpile food for times
when you have more companies than farms to feed them (see
Book Il1). They also increase the construction points available
in adjacent regions. ] :

Special Abilities. In addition to their normal properties, vas-
sals can have special abilities that improve (or worsen) both
companies and parcels. Additional companies of troops,
increased attack ratings, better mercenary selection, and
bonus Christianity are all possible through special abilities.

lf a vassal, army, or parcel has one or more special abilities,

this is 1nd1cated by the star on the Information Panel. The spe-

cific special abilities are listed in the vassal's Detailed
Information, accessed by right-clicking on the picture in the
Information Panel. A detailed list of all special abilities and

their effects can be found in the electronic version of the
manual on the game disk.

BOOK Ml REGAROING The Use Of ARMIES

When a Knight is assighed to a parcel or estate, an army
appears on the map at his fief or castle. The Knight commands
this army. Selecting an army changes the Action Buttons to
those used by armies: March to, Force March, Pillage, Orders,
and Reorganize. The View Armies button displays all your
armies in the Selection Bar. The banners in the Selection Bar
have icons indicating whether the army is currently in battle,
in the field, or occupying a castle, fief, or city. The bar under-
neath the banner indicates the size of the army in companies.
In the map window, the ornaments at the top of the army
banner indicate the general size: one to three knights, four to
seven knights, and eight or more.

When two armies are in the same location, they merge to
form a single army. An army can have from one to ten compa-
nies. If combining two armies would result in an army with
more than ten'cbmp’aﬂieS' then the armies will not' be allowed
army to a_nother S_etec_tmg the army shows all the compames
on the Selection Bar. To break a large army into smaller
armies, select the desired companies on the display (using a
shift-left click) and either move them to a new location or
click the Reorganize button.

Armies can be ordered to move by right-clicking a location on
the map or by using the March To button and selecting the
desired location. To order a Force March (which causes the
army to move faster), choose a destination and then use the
Force March button. Force marching causes loss of morale for
the army. The longer the soldiers have to march, the more
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. demorahzed they become When then' morale drops low _
- enough, they automatacaliy stop force marching.

lf 1ocated in a fnendty port armies can travel by sea. While

 the army is on the dock, right-click the water to make the

army board a ship and sail. They can then be ordered to land
at any harbor or port. However, while at sea, the army is con-
sidered unsupplied and will suffer accordingly.

The Orders buttons allow an army to take an Engage Enemy or
Ignore Enemy stance. Armies that engage the enemy will move

to attack any enemy army that is in the same parcel, regard-

less of whether the army was in its own territory or entering

~ enemy land. An army set to ignore the enemy holds its position

if it is stationary and ignores enemy armies while marching.
These armies do fight back when attackecl though.

The Plllage order is used to burn crops and ruin bmldmgs,

destroying the product1v1ty of a parcel. If the army is ordered
to attack an undefended main parcel building (the farm,

church, etc.) it
will Raze that
building, com-
pletely destroy-
ing it. The vas-
sal assigned to that
parcel automatically
returns to the
owning player's vas-
sal pool. A new (or e
the same) vassal cannot be asszgned to that parcel until a set
period of time passes.

Armies can be ordered to attack the enemy by moving them
directly to the target or, if the army is ordered to engage the
enemy, simply ordering them to enter a parcel containing an

‘enemy army. In this case the army will immediately move to

engage the enemy (and the enemy may also begin moving if

‘they too are in an aggressive stance).

Once two armies engage, the battle will commence. You can
enter and take command of a battle (see Part ll) by double-
c{icking on the armies Once in a battle you can leave at any-
not c_ommancl.mg your men, your kmghts and sold1ers w1ll fight
to the best of their ability. When you leave a battle, your sol-

diers will attempt to carry out whatever commands you have

given them before making their own decisions. It is possible
for several battles to occur at the same time, and you must
choose which battles to oversee. Finally, when an army is
faced with overwhelming odds, it may surrender even before
the battle begins.

If a battle is not going well, you can order your army to with-
draw by telling it to move elsewhere. Remember that with-
drawal has grave consequences for your army. When an army
withdraws, it suffers additional losses and attempts to retreat
to a safe parcel -- either a friendly parcel or one with no
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enemy armies. If it cannot fmd a parcel to retreat to, the army
will disband. When an army is retreating you cannot give it any
orders. Likewise a victorious army must loot the battlefield and
-regroup after battie before it can be 1ssued new orders

Book IV: On the [Lecong ANO CARE OF Apmcs

To maintain their fighting condition, armies must be fed.
Armies are supplied with food from farms and manors. Farms
produce one to three points of food, depending on the parcel
level, manors three to nine. Each company requires one point
of food. The Food Counter on the Menu Bar shows how many
‘companies you are feeding and your current food production.
Selecting the display changes it to show the total amount of
food stored in your manor houses and your rate of consump-
~ tion. If your food productmn is equat to or more than your
~ companies need, your granaries will gradually fill. If your

_companies eat more food than you produce, then they will use'

food stored in your manor houses, and your granaries will
 become depleted When your manor houses afe empty, the
extra companies are unsupphed fan i
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The distance between an army and friendly lands, and the
p_r_esence-_o_f_ -enemy armies, fiefs, and castles, determine how
much food it actually receives. Armies that don't receive full

rations are forced to forage. Armies that receive no food are

out of supply. Foraging slows an army's movement and causes

its morale to drop. When out of supply, an army's mavement is

greatly slowed and the morale loss is severe.

When a companys morale drops too low, soldiers desert. If
morale remains low, soldiers will continue to leave the compa-
ny until it is forced to disband. When a company disbands,

the knight automatically returns to his fief and forms a new
company there. Note that other events (victories and defeats,
for example) will raise or lower a company's morale. When
condltions are normal, compames will replace losses and

r ale over time. This occurs faster the closer to home

they are. The fastest recovery occurs when a company is in its

home parcel the slowest when it is in enemy territory.

For more on Morale, see Part Il

BOok V: DereN ARE EXpLANED (DERCENARIES

You can hire mercenary companies, siege engineers, agents,
and retainers. Mercenaries appear in towns and cities. The
View Mercenaries button displays which mercenaries are avail-

able. Further information, including cost, appears in the

Information Panel when a mercenary is selected. To hire a
mercenary, select it and then click the Hire button.

Companies appear as armies in the town where they were
hired. Sometimes grand companies, which are made up of
several companies, are hired. Mercenary companies function
like your own companies, but they do not replace losses or
require food. They will disband if their losses are too heavy.
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Siege engineers are specialists who provide siege equipment
for your armies. When hired, they appear like companies.
Siege Engineers have no defenses; if attacked while alone they
are automatically killed without going to the Battle Level.
When merged with another army, their equipment is added to
the army and appears when fortifications are attacked.

~ Agents are special mercenaries who perform unique one-time
duties. Some tasks are performed immediately (providing a
bonus to ratings, for example). Other agents must be placed
on a parcel, army or vassal to perform their tasks. Agents can

sabotage enemy parcels, hold fairs, and assassmate rival vassals.

Retainers are mercenaries permanently assigned to parcels.
They have abilities that affect the parcel, the entire region, or
sometimes the vassal of that parcel. When hired, the
. cursor changes to show the retainer. A parcel can
only have one retainer at a time; if another is
h1red you must dismiss the first.
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Book VI: Dow Cascles Are CONSTRUCTED ANO REPARED

When you first place a knight on an estate, he automatically
builds a simple castle. To improve the estate's defenses,
select the parcel and click the Upgrade button. You will see a
list of the castle designs currently available and their costs.
After you choose a design, the cost is deducted from your
treasury and construction begins. Construction takes time and
will vary according to the number of construction points pro-
duced by parcels in the region. Until the work is complete,
the old castle appears during battles. When a castle is dam-
aged during combat, it can be repaired after the battle is
over, For damaged castles, a Repair option appears. Click
Repair to restore a damaged castle.

BOOK VII: ON GARRISONS

A castle can hold a single army plus all garrison troops sta-
tioned there. If an entering army would exceed the limit, no
companies of that army will enter (although individual compa-
nies can be ordered to enter separately). Armies are moved
into castles by selecting the army and right-clicking the castle.

PaArRT 1IV: Oplomacy

. he successful noble is ever mindful of the powerful all
i around him. This includes not just neighbors, kings
and emperors, but also the omnipresent influence of
the Church and the will of the Pope.

In addition to the rules given here, in-depth details regarding
political actions can be found in the on-disk manual and the
README file included with the game. You are encouraged to
consult these for a full understanding of diplomatic actions.

The Political screen is used to track personal ratings, monitor
the state of your lands, set attitudes toward other players and
conduct other diplomatic actions.
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The D1p{omacy button sends you to the Pohtmal screen.
Remember, the game does not pause while you are on this
screen. The Political screen is made up of the Map, the
_Information Display, and the Selection Buttons.

The Map shows parcels with region and kingdom borders indi-
cated. Each parcel is color-coded to show who owns it.
Estate locations are marked by icons. The buttons above the
map allow you to display additional information.

The Information Display shows your ratings: Chivalry,
Christianity and Honor. The remaining information depends
on what is selected. Politics shows the actions possible
toward other noble houses. Noble Houses shows the current
information about other nobles and allows you to set your

~ attitude toward them

BOOK I: (heren the R{\”C%N{,&a ARE Cxp ANCO

There are three standards by which your actions and inactions
are measured: Chivalry, Christianity, and Honor Tfhese ratings

Il tise and fall based on actions taken by the :Hduse. The numbers

range from one {worst) to seven (best). The ratings have a
broad effect on your realm and your interactions with others.

Chivalry affects your relations with your knights. Chivalry is
Increased by winning battles, becoming a king, paying ran-
soms, and conquering regions. Chivalry decreases when mer-
cenaries are hired, battles are lost, knights desert due to low
morale, ransoms are not paid, and when fighting with no quar-
ter. When serving a highly chivalrous Lord, soldiers have high-
er morale, and regain morale and replace losses quicker. A low
chivalry rating results in soldiers being worse in all these cate-
gories. Gallant knight vassals will only offer to serve chival-
rous Lords, while nefarious scoundfels may only work for
black- hearted Lords.

Christianity is the measure of your piety and standing with
the Church. Christianity increases over time based on the
number of cathedrals and churches you have. Christianity also
Increases by winning battles on church or cathedral parcels
and conguering enemy regions during a crusade. It decreases
when you raze serf and clergy parcels, pillage (especially for
pillaging your own or church lands), fight battles in enemy
territory (unless the enemy is excommunicated or a heretic),
fight battles on enemy church parcels, and fight battles in
enemy cathedral regions.

Lords with high Christianity attract the pious, virtuous and
diligent. They are not penalized when fighting those with sig-
nificantly lower Christianity. Those with low Christianity often
attract barbarians, pillagers, and other evil types. A two
Christianity results in excommunication, while Lords with a
one Christianity are denounced as heretics. Any war against a
heretic is automatically a crusade.
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Honor affects your dealings with other nobles, burghers, and

- mercenaries. Honor increases when you fight your ally's ene-
mies, offer captured knights for ransom, flght honorably
through an entire war, sign peace treaties, form alliances, and
hire mercenaries. Your honor decreases when you execute
knights, declare war, break alliances, attack your allies with-
out declaring war, and raze cities or towns. it also drops when
your mercenaries disband due to casualties. The most
honorable Lords generally find it easier to form alliances and
make peace with other nobles, plus they pay reduced costs for
building castles, hiring mercenaries and ransoming knights.

The dishonorable Lord will have difficulty forming relationships
with other nobles and suffer increased costs when building
cast{es hiring mercenaries, and ransoming.

PoOK 1I: RECARDING ’ChC f\'CU(UOG% o; Nogles

Every noble has an Attitude toward all other nobles. The atti-
tudes are Fight Honorably, Neutral, and No Quarter. These
attitudes affect the fate of prisoners and what happens when
the opposing force chooses to withdraw from a battle.

When you choose to Fight Honorably, you allow your
enemy to withdraw from battles peace-
fully (gaining honor and chivalry for
doing s0). Knights you captured in bat-
tle are automatically offered for ransom.
The withdrawing companies suffer
fewer losses in the retreat, as you have
chosen to honorably let them go.

The Neutral setting leaves all deci-

sions regarding knights' fates in your
hands. You can offer ransom or exe-
cute knights on a case-by-case basis.
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No Quarter means you will not let enemy leave the field
Lnpursued. Enemy knights captured in combat are automati-
eally executed at the end of the battle, costing no additional
Honor in the process. Furthermore, withdrawing companies
take additional losses from your relentless pursuit. However,
knowing they are fighting a merciless opponent, all enemy
companies have increased morale when in combat against you.

PART V: QDuULTplAyer

mportant: For additional details on multiplayer play, con-

] sult the detailed manual provided on the game disk. In
addition, check the README file included with the game
for any updates or changes to multiplayer play.

Lords Il can be played through a LAN or over the Internet.
Multiplayer games use the same scenarios as the single player
game with each player taking the role of one of the noble
houses in the game. There are no campaigns in multiplayer; all
scenarios are unlocked at start. Conquest scenarios range from
two to eight players. Battle Scenarios are for two players only.

To play a multiplayer game, all players are required to have a
€opy of the Lords Ill disk in their CD-ROM drive. Upon starting
the game, all players should choose the Multiplayer option.

Book 1: Secane Up A LAN Gaooe

Start a LAN game by selecting the LAN option on the Multi-
player screen. You will then be prompted for a player name.
The next screen displays all games currently being played on
the netwaork.

The game display lists the name of the game being played,
current ping rate, and the number of players in the game.
Selecting a particular game provides additional details about
that game.
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~ where you can see and chat with the other

To join an existing gfame,: select the game from the list and
press Join. This takes you to the staging lobby

players. Once done, you press Ready. When [
all players have signaled they are ready,
the game will begin. : :

To host a game, press the Create
Game button. You will enter the
staging lobby, where you select
and name a scenario and set
game conditions.

Selecting ‘OK’ takes you to
the Game Start screen where
you select a portrait, heraldry,
and starting position. When all
players have made their choices, the game begms

bBook 1l: SecaNg (Jp AN NCCM\CC CMDC

If playing through the Internet, you must have a Gamespy
account. You can create a free account at Gamespy if you are
not already registered. Enter your Gamespy nickname and
password to access the Main Lobby. Here you can find the latest
news and updates and proceed to the Group Room Selection.

The Group Room lists the hame and type of games being
played, the maps used, the current ping rates, and whether a
game is open (no password) or private (password required).
You can sort games by varying conditions and also access your
buddies/ignore lists. There is aiso a chat window for players
to use.

To join an existing game, select the game from the list and
press Join. This takes you to the staging lobby. Once done, you

a1

- press Ready. When all players have 51gnaled they are ready, the
game will begm

BOOK ll: (Iherem IN-Came CONCROLS ARE OESCRIBED
The Chat command ("Enter”) opens a small text window at the
bottom of the map window. Messages entered here are sent to
pther players in the game. Incoming messages are identified
by player name and color. By default, chat messages are sent
to all players. Text commands allow messages to be routed to
Specific players or groups. The Log button in the corner of the
window opens the Chat Log over the entire screen so you can
see all chat messages. Pressing the button again closes the

log.
Chat commands are as follows:
Lommand Hotkey
énd message to allies | /followed by the message
at help h
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SIERRA WARRANTY AND LEGAL INFORMATION

~ You are entitled to use this product for your own use, but may not

: copy, reproduce, translate, publicly perform, display, or reduce to

_ any electronic medium or machine- readable form, reproductions of

the software or manual to other parties in any way, nor sell, rent or
lease the product to others without prior written permission of Sierra.
You may use one copy of the product on a single computer. YOU MAY
NOT NETWORK THE PRODUCT OR OTHERWISE INSTALL [T OR USE IT ON
MORE THAN ONE COMPUTER AT THE SAME TIME.

UNAUTHORIZED REPRESENTATIONS: SIERRA WARRANTS ONLY THAT THE
PROGRAM WILL PERFORM AS DESCRIBED IN THE USER DOCUMENTATION.
NO OTHER ADVERTISING, DESCRIPTION, OR REPRESENTATION,

~ WHETHER MADE BY A SIERRA DEALER, DISTRIBUTOR, AGENT, OR

EMPLOYEE, SHALL BE BINDING UPON SIERRA OR SHALL CHANGE THE
TERMS OF THIS WARRANTY.

[MPLIED WARRANTIES LIMITED: EXCEPT AS STATED ABOVE, SIERRA
MAKES NO WARRANTY, EXPRESS OR IMPLIED, REGARDING THIS PROD-
UCT. SIERRA DISCLAIMS ANY WARRANTY THAT THE SOFTWARE IS FIT
FOR A PARTICULAR PURPOSE, AND ANY IMPLIED WARRANTY OF MER-
CHANTABILITY SHALL BE LIMITED TO THE NINETY (90) DAY DURATION
OF THIS LIMITED EXPRESS WARRANTY AND IS OTHERWISE EXPRESSLY
AND SPECIFICALLY DISCLAIMED. SOME STATES DO NOT ALLOW LIMITA-
TIONS ON HOW LONG AN IMPLIED WARRANTY LASTS, SO THE ABOVE
LIMITATION MAY NOT APPLY TO YOU.

NO CONSEQUENTIAL DAMAGES: SIERRA SHALL NOT BE LIABLE FOR SPE-
CIAL, INCIDENTAL, CONSEQUENTIAL OR OTHER DAMAGES, EVEN IF SIER-
RA IS ADVISED OF OR AWARE OF THE POSSIBILITY OF SUCH DAMAGES.
THIS MEANS THAT SIERRA SHALL NOT BE RESPONSIBLE OR LIABLE FOR
LOST PROFITS OR REVENUES, OR FOR DAMAGES OR COSTS INCURRED AS
A RESULT OF LOSS OF TIME, DATA OR USE OF THE SOFTWARE, OR FROM
ANY OTHER CAUSE EXCEPT THE ACTUAL COST OF THE PRODUCT. IN NO
EVENT SHALL SIERRA'S LIABILITY EXCEED THE PURCHASE PRICE OF THIS
PRODUCT. SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION
OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITA-
TION OR EXCLUSION MAY NOT APPLY TO YOU.
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’!f:lﬂisk and/or Manual Rep.[acement:
Product Returns*:

Vivendi Universal Interactive Publishing lntematmnal
Slerra Warranty Returns

247 South Minnewawa Ave.
* Fresno, CA 93725

Vivendi Universal Interactive Publishing International

Slerra CD/Doco Replacement
4247 South Minhewawa Ave.

~ Fresno, CA 93725

'NOTE: To replace your CD(s) please send only the damaged CD
und a copy of your dated receipt, if less then 90 days. After 90

‘days please include a $10.00 handling fee (515.00 handling fee

Jor console media returns) along with the CD(s). For
Documentation replacement, please include a $5.00 handling

jsfe'e and a photocopy ONLY of either your disk or CD. Please
Include a letter explaining the problems you are experiencing

I order for us to determine how we may best resolve them.
Payment should be made at the time of your request. Sorry,
Nno credit cards. :

Sierra’s end user license agreement, limited warranty and
- return policy is set forth in the EULA.txt, found on the CD,

and is also available during the install of the product.
Uses Miles Sound System, Copyright © 1991-2003 by RAD Game Tools, Inc.
Uses Bink Video, Copyright © 1997-2003 by RAD Game Tools, Inc.

Uses Granny Animation, Copyright © 1999-2003 by RAD Game Tools, Inc.
Copyright (©2003 Sierra Entertainment, Inc.)
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Sierra and the Sierra logo are trademarks of Sierra Entertainment.
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