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Installmg and Lannchmg the Game
¢ System Requirements
‘In oerder to play the game your PC should meet the following requirements.

i Mlmmqm System Requirements

T

’ Sopndeaj: i

Operatmg System: Windows XP/Vista

Processor Intel Pentium 2.4GHz or similar

512MB (768MB for Windows Vista)

NVIDIA GeForce 6600 or ATI Radeon X650 with
128MB, DirectX 9.0 compatible

emory

DirectX 9.0 compatible
Haf&‘dlsc 37 2GB free HD space
CD ROM. PC DVD-ROM

Recommended System Requirements
Operating-System: - Windows XP/Vista

Processor: Intel Pentium IV 2.4GHz, AMD Athlon 64 2800+ or Intel
: Pentium 1.8Ghz Dual Core and higher

- Memory: 1GB (2GB for Windows Vista)

Video card: NVIDIA GeForce 7800 or ATI Radeon X1800 with
e 256MB, DirectX 9.0 compatible
* Sound card: DirectX 9.0 compatible

Hard disc: 2GB free HD space

PC DVD-ROM

'CD ROM:

-ATTENTION.’ Game requires DirectX9.0c installed.
AFTENTION! The game is not guaranteed to run with integrated graphics
and on netebook PCs.

_ Additional software ? A

- To run thp game properly, your PC must have certain additional software:
‘Mnstalled, which can be found on the game disc or‘downloaded from:

the following locations:
Mierosoft DirectX: www.microsoft.com/windows/directx/
" OpenAL: http://connect.cteativelabs.com/openal/default.aspx

: Iﬁstall_ing the game

In the Autorun Menu select "Install” to launch the wizard that will guide you
through the installation process.

Durlng installation, the game files will be copied to the hard drive
and the "1C Company\Ref" n - Conflict of Nations" program group (by default)

g w111 be created in the Windows Start Menu. It will include shortcuts to start
- the game, open this manual, browse the websites of the game, developers
- and publisher and remove the game.
-~ ’

Uninstalling the game

the program list of the start menu and choose the "Unmstall game" (unins ],)\
option. You can do the same using Windows Control Panel (Control P’anely '
Add or Remove Programs > Reign: Conflict of Nations > Uninstall). =

Running the game
To run the game, use the Relgn Cbnﬂlct of Nauons shortcut on: the desktop
or in the game program group.in tjze, Start g:lenu (1C Company/Relgn Conﬂlct
of Nations by. default). 2 s o

STARTING THE GAME —~, # . o f SEs EEee

© Main menu
. - Title menu- o2t SATAR

New Game - click this button to begin_

a new game. After choosing the era .
youwould like to play, you may select = &
a campaign (see "Campaign selec- :
tion"). v

g Continue J
| Load Game )

Continue - clicking. this butten 54
will automatically load yo T most She.
recently saved game. .

s

( Profile R 1 )

id
Load Game - opens a llst" of all your
saved games, which ygu-can load or
delete. £ BT S

2

( Settings :
( Credits if
Quit Game : _‘ =, B, ¥ 2 » <32
Proﬂt_e; énables youto switchprofiles.
A personal profile allows each player
(if there are several) to keep separate
settings and game saves. B

Settings - various game settings can be changed here. For a detalled explanatlon :
of each, please refer to the "Settings" section, below. : ‘

o

Credits - the list of people who created the game.

Quit Game - closes the game and returns yBu to the desktop.
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& Restart J

f Load Game : )
Save

Exit to menu

In-game menu

Continue the Game - return to the
current game.

Restart - lets you restart the game from
the last saved position.

Load Game - opens a list of all your
saved games, which you can load or

delete.

Save - lets you save your current game
or delete other saved games.

Settings - various game settings can

8| be changed here. For a detailed

explanation of each, please refer
to the "Settings" section, below.

the 1350-1450 campaign. 3 B #

LEN
2
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Random quests - random tasks armevents mrelated to the progress of hlstory,
but are still important for the management of ypur state. You can.turt tl;'em‘off
if you want full control of your’state’s development e 'wﬁ

e 2
Historical tasks - historical tasks occur at a ﬁxed trme correspondm;g
to the dates of real historical events. You can turn them off if you de51re to shape &

the history of your game yourself P g

- ‘.

Monitoring of active tasks - if enabled, this shows the current tasks on your o ‘
game screen. This allows you to quickly sée your task descrlptrons and: recheck A
the goals and deadlines. P,

:

- Exit "to Menu - lets you return to the title menu, where you can start a new On the second screen you may choose the types of tips and notrﬁcatlons : f—“
" game. . appearing during the game. s
: Ly ‘ NRAh
Quit Game - closes the game and returns you to the desktop. ; VEEREX Bl Game difficulty screen {{3

There are three levels of diffi ?t‘rlty in
the game, which adjust certain g mep[ay
parameters. &‘

K ;Se:tt’;ings
Gameplay settings screen

DIFFICULTY

« Deputy
Easy difficultylevel, intended for inexperienced players. A

e i ey Deputy i the easiest dlﬁiqulty level.
Sopbpebolencts: You will gain diptomatic bonuses,
#. Prince .
The average lével of difficulty is good formost players, The and bulld’i ltf cost less as will
game uses all the standard rales and parameters. 3
technologles and-abilitics. Addltlonally,

{ sovereign you are at a decreased risk of various
A Sl e e unfortunate events happening. =~ -
costs of technology and buildings are increased, and other S Tl 3
game parameters changed as well. L] . Cise oA

» T G Prince - the average difficulty level. You .
will not receive any concessions, but
your game will not be too hard either R Y

GAMEPLAY

‘. z GAMEPLAY

Game speed decrease
Save the game . Completion of building construction
< Rmogave <GovaryB seen> ' Commencement and completion of epidemics
# Commencement and resolution of heresies

# Rebellions

# Historical messages

Game events
# Tutorial

# Random quests
# Historical tasks

# The actions of other players

# Negative charge in relations
# Monitoring of active tasks

Sovereign - the hardest and the most realistic difficulty level. To succeed you .
& ; will have to be in control of the situation.at all times and make few if any ¥
The gameplay settings take up two screens. You can switch between the screens mistakes. o
~ by clicking the arrows near the bottom of the panel.
24 A
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Ly £ | The difficulty level can be changed during the game at any time, this can
& | help you get a grip on the game mechanics before increasing the difficulty,
or help you escape from difficult situations.

Video settings screen

You will find the following options
on the "Video settings" panel:

Contrast and brightness sliders.can be
used to adjust the image.

Contrast
Brightness
Resolution can be changed to best fit
Windowad Mode the resolution of your display device.

. Hardware cursor

Resolution < 1280x 1024

 Increased quality of trees

Shadows Windowed mode allows launching
s the game in a window rather than in full
screen.

Hardware cursor allows the cursor
e move-ments to be processed by the ope-
g ratlng system which can improve performance.
«\x o
Incrgased quahty of trees can be turned off to improve performance.
(% T
Shadows ‘make the game look more realistic, but put a greater demand
on system resources. You can turn this off to improve performance.

' Inzfroductory video, if enabled, is played every time you launch the game.

Audio settings screen o s

and music volume, as well as enable or
disable sound hardware acceleration.

On this panel you<can adjust sound-

© Campaign selection 2
After choosing to start a new game you will be asked to select a campa

a country and a portrait of the ruler that suits your liking. There are’ dlffer :
goals and resources available in different time periods. For your first gafne w
recommend a "free play" campaign startmg in the year 1350 AD.

screen.

The map shows, in different colors, all the nations that will -take part

in the upcoming campaign. Click on any of them to see_the short descpptlon X
of this nation’s goals (whlch are similar for all);#! fe§s1ons of the starting
characters, and the list of unique units available- in‘the Cities ofthis natlon

L
RS

The shield icons near the nation you selected represent your prospective
neighbors. You can hover the mouse over any shield icon or a city to learn
more about the region'’s geography.

P




G Game world

. The main game screen consists of a 3D global map, which is both the scene
; of action and the prmmple game interface. In addition, there are several panels

w,hlch encempass the main control elements.

Cllckmg any object on the map will select it for further actions. A right
click usually orders the selected character or agent to perform their

29 default action - go to the target area, attack an enemy, or use an ability.

: 4."‘ Yt _‘ 4 r}
Théshpper panel contains basic information - the current date, the general size
of your army, and the number of resources you possess. The upper panel also
. contains buttons that allow you to do the following:

* open the in-game menu (hotkey - Esc)
"= open the "Nation" panel, which contains various information on your nation,
~ cities, characters, family, and the titles of the ruling monarch (hotkey - F1)
» open the "Diplomacy" panel, which shows the diplomatic relationships
between your nation and its neighbors (hotkey - F2)
« open the "Science” panel, which enables you to research new technologies
- (hotkey - F3)

- * open the "Quests" panel,Which displays your current quests and the deadlines

for their completion (hotkey - F4)

- open the "Statistics" panel, with which you can compare your achievements
- with those of other nations (hotkey - F5)
=~ ’

,;. R
The lower panel consists of the minimap, which dlsplays what Is“gom
the area surrounding your current position; the central panel, which’ conf; ﬁls
mformatlon about the selected object plus buttons that open up additlo

the selected object. S ‘
You to access the map of the whole region by pressing the button _abr)ve

the minimap which is marked with; the letter "M" Thls map canalso be brought %
up by the hotkey M. 4 S :

The global map is the central screen where all the action of the g‘éma takes
place.

You can zoom in with the mouse Wheel to take a closer look at your lands, £ ;
or zoom out to overlook a larger areayto move the camera around, use. the arrow & %‘5‘ )
keys on the keyboard or move the cursor to the.edges of the screelq 23
On the global map you will see cities; villages, and forts, various: characters
armies, refugees, migrants, and rebel gangs. Each of these is descpbed in more
detail below. 8 ¥

Cities - here you can produce resources, train units and construct buildings. ..

Cities can be protected by garrisons of several units, and are Susceptible f‘
to the influence of your characters and any current effects upon the provrnCe o
Cities are the principle targets of wars. . o

Villages - like cities, these appear as objects on the map. They .hduce
"Provision", and can be created and managed via the city interfag: Like

cities, villages can hold garrisons. Each region contains several villages, ahd S
controlling them provides you with tactical advantages in that regimﬁ%‘ ¢ R

Forts - like villages, these objects appear on the map once they arg'built through

the city interface. There are several levels of upgrades which’give the units =
stationed inside a defensive bonus. The posrtloff«)ﬁ@ s predetermmed K S5
will only appear in a set place. : ;
Characters™ these are all the personages which comprise the state s court. They

range from generals to politicians to religious leaders, alchemists ar;d scientists.

They can move about the global map and influence cities or-other: objects

in a variety of ways. Characters also possess unique abilities and bonuses. For
example, some can lead forces in battle, or increase their effectiveness.: “There, v ‘t,_
can be no more than 12 characters of a single country traveling on the global = ]
map at any given time. Any additional characters can be stationed in’pities.: T

Agents - ambassadors preachers, merchants and assassins. These are characters
who have been hired to perform a single action on the global map i




Settlers “and ~refugées - these are groups of civilians that can appear
¢ on the global map under certain circumstances.
5 J‘

)
Armies these are umts that can autonomously move across the map.

.ﬁ{ ; OCltymanagement

"« Clicking on the city icon will bnng up the main city window, which shows
ko e city’s, general parameters. This screen contains buttons for opemng
su‘b'm.enu’ whi ch provide further details about what is going on in the city.

There is a "question mark" button in the upper left corner of most windows.
You can always press this button to learn more about the contents
of the current window.

FEA

y \ 2
The main city panel contains the following information:
* The population’s well-being. This shows the general level of peace and well-
being in the city. High’levels of well-being'mean that the city is prospering
. and will bring greater profit in taxes. Low well-being leads to increased risk

P _of riots in the city.

| + The loyalty gauge, which shows the stability of the region. Loyalty also
- -~ affects the risk of riots.

% 7 3 * The number of citizens engaged in some form of trade.

.+ The number of citizens f€ady to join the military.
¢ The number of units stationed in the city.
- * Resource production level: the amount of resources this city will supply this
.. season.

The right city panel allows you to:
8] Hire a new character.

Direct settlers to another city.

Plunder a captured city.; 2

Take the citizens of a captured city as pri.soners..

-~ -~
>

Move forces from the city.
Join together incomplete units. : ;. TR
Dismiss the city’s garrison. .

Finally, when the city is under siege, there is an option to gﬁ'tempt
a counterattack.

..“.‘

’
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: -are;'keg;

Coitrt.‘-“ this is tbe _place where all the characters who enter the city can
-~ be found Thenumber of character slots in all cities except for the capital is limited
by ‘qhe c1ty S level of development.

]

;_Embassy the ambassadors of other non-hostile countries of equal status

are accommodated here. Ambassadors improve relations between states.

. To increase the number of slots available for ambassadors you can build

n embassy..

- 'fie‘place where captured enemy generals, spies and enemy-ambassadors
",}’rlsﬂners are taken here when they are captured inside the terrltory
of this city’s province. You can opt to release a prisoner in order to improve
diplomatic relations with that prisoner‘s ruler.

CITY HALL: Buildings and production

) et et
{ Royal Palace
This imposing building is a sign
of a true metropolis, and also

|| serves as a centre of
government.
1

- 3 (N3 # Increases the maximum
NS 8 number of openings for
AN b characters in the city.

.  While being built in another
city transfers there.

@ 1000 X 7

* Here you can build a number of buildings which provide*various bonuses.;

~®ither inside your cities, or outside on the territory of your province.

You can also manually set the amount of production capacity allotted: for

the gathermg of Provisions, Money, and Knowledge. This can be done
" by moving the sliders that represent the number of citizens working in each
of these fields.

BARRACKS: Unit production

In the barracks you'can hire new military units and supply wagons. Units
-~ hired on this screen will be added to the city’s garrison. As you acquire new
technologres and build neW facilities in the city, the variety of available units
 will increase.

! -,,VCom'bat units are divided into three eras, each representing a stage

‘o, &
in the evolution of military technology. You can still h1re older uniY typg
after you gain access to newer types. o

et e e

Pikemen

Soldiers armed with long
spears and trained in the art
of close formations.

# The great length of the
‘weapon means the soldier
can attack the enemy
from a distance

. Inferior in performance
to mounted archers

i 20 12 815

100 f 20

8 67

To begin the hiring process, select a desired unit and press the "Add" bntton‘
or click on the unit while holding Czrl. You can queue the hiring: of as many ..
units as you wish, provided you possess the necessary resources. \ ; f‘

ARMY: Garrison management \ : i

SO U] | —

Pospolite Ruszenie

Militia formed from hastily
gathered and armed residents.

& Quickly and cheaply
mobilized detachment

'&/ Low level of efficiency
and lack of experience 2 o . S

jlas 58 @0

f100 Y 10

Here you can see the units comprising this garrison, and the maximum nunrber v ‘i,.
of units that can be stationed here. In the case of a siege, gamsoned units W111 e 1
benefit from protective city walls. %
Initially, cities can-hold only 10 units," but th,.s number increases as the C1ty"'
develops. o




. 5

Orthodox

- Those of the Orthodox  faith. eonsider
B pious - Ch
themselves as members of the original
| Christian church, as founded by Christ
~ and the Aposllesr This branch of the
Christian faith traces its lineage back to
| the early church through the process of

This' screen will show you how your people are divided according to their
religion, which provides important information about the city. Here you can
also familiarize yourself with the benefits and problems associated with each
religion.

Yon:‘can choose a religion by clicking on one of the five icons at .the top

- of t}_le panel.

SV
If you wish to quickly get rid of the practice of a given religion, you can
announce that its followers are subject to persecution. The number
of people following this religion will decrease, but the city’s well-being may

‘drop substantially: the more followers of the "persecuted" religion are present

in the city, the more its well-being will decrease.

) Characters and Abilities

. Characters are the main assets of any state - they are the ones w’ho\carve
- the path of history. They each possess skills, which can be improved over time;
“Yhrough a basic character development system. When a character's experience

in certain fields increases, that character will improve their abilities, becoming
more efficient in their specializations.

~ Character development

PlﬁﬁpTynin !
oty
26 3

General, Spy, Priest and Scientist. Each of the professmns has its: Wn 3 -
specialization, and it is only by having all types of characters at your dispos R .,}
that you will open the full range of skills required to successfully rule your AN
nation. g |

All characters may specialize in any professron and can be trained in u,p X
to three of them, for a combined'total of 21 levels. Consequently; the maximum
level any profession can reach’is 2 Ins c’asgof multlple professions the levels -
are cumulative, so a character trained to Bea leveT 10 Scientist, a level 4Qeneral
and a level 7 Monarch is considered fully developed and cannot baﬂﬁalned
further (for the sum of his levels is 21).

The experience that character receiyes is divided equally among all ‘his &
professions, but each new level will cost 35%;:more experience for the second
profession and 70% more for the third: : o

Each profcssron is comprised of nime unique skills, of which characters can Y .‘ ‘
gain up to six. Bos

.
:

) ; e . £
All characters receive a small amount of experience each season, with further =~ = &

experience awarded for various actions the character performs (destroyln&~
enemy units, using abilities and so on). . {

Character professions LS E
- Monarch - characters of this profession have abilities for r%nagi,ng 5
@ the nation. They are unique in that they can influence all*aspects. = -
of the state at once. A ruling Monarch increases well-being %‘l cities © .
each season, based on the level of his profession. : '
St
Commander - the second most important profession after Monarch.
Commanders have the unique ability m'ﬁnd a mobile army.
Starting from the first level, a General ¢an fead"Gombat units. By level 34
he can lead five units, and by level 21 he can lead up to 30 units.

-
“

g Governor - these characters have the ability to manage and 1n‘ﬂ11ence
@ the workings of cities. Governors increase resource production rates.
in proportion to their level, including the rate of gold production. =
Priest - a city that falls under the influence of a Priest slowly char;ges'
(!) its dominant creed to that of the Priests’. A character that achieved -

the maximum level in this profeSsron converts a population many tn’nes -
faster than a new character. o LIRS AR

o
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5 : E Spy - Starting from level three, a Spy becomes invisible to other players,

>

4 N

'_Alchemist' - this profession stimulates the development of science,

and helps to better adopt new technology to the needs of the state.
A city that falls under the influence of a Scientist receives a bonus
to knowledge production, based on the Scientist’s level.

~and while he stands still on his own lands, a Spy can detect enemy
. spies and assassins within the radius of his view. The chance of such
detection is based on the difference between the Spies’ levels, and other factors.
The cost of a new character will be higher if you already have a character
of the same main profession. This does not apply to characters which have
the profession as a second or third specialization.

Agents -
Monarchs; Governors, Priests, and Spies can hire additional characters to carry
out their orders. These characters are called "agents".

Ambassador - these characters can interact with any non-player city on the

map and initiate the "Negotiations" panel, in the diplomacy window.-This

window is otherwise unavailable, so it is necessary to use Ambassadors to

" engage in negotiations with other countries. After performing said negotiations, the
Ambassador is dismissed. Ambassadors can be hired by Monarchs.

. Merchant - after forming an alliance through negotiations, the player
can open frade agencies in cities. Trade agencies produce a small
icome by themselves and improve gains from sea ports built in cities.

Trade agencies can also be upgraded over time. Up to three Merchants can open

* their businesses in a single city. Merchants can be hired by Governors.

o

e

1 1 Preacher - these characters convert part of a city’s"population to his;
A

religion. Preachers are especially useful when you need to quickly
change the dominant religious creed of a certain city. Preachers: can
be hired by Priests.

e Assassm - these characters can kill any other characters on the map.
WA After an assassination attempt, the Assassin is dismissed no matter
‘ the outcome. His chance of success is determined by various factors.
Assassins can be captured by Spies, and in the case of failure may betray
the identity. of their masters. Assassins can be hired by Spies.

These characters can remain in the game for as long as the player wishes.
The ability to create an additional character will start recharging
immediately after being used.

WARFARE

if you prefer a peaceful style of play, you will no doubt have to occaSIOnally X

deal with aggressive neighbors, nomadic tribes, the expansion of the Turks,

and knightly orders, and even riots in your own state. I ke S

® Units % : r Fiser S

Units are basic battle entities’ wluch reﬁres@nt groups of sold1ers There ‘are -
many different types of units, Wj.th eachllav1ngd;iferent attr1bute,s “h 2

ot *‘( B 7 =

Wagons do not take part in combat, but are used to. store provision ;-

' and equipment needed for distant travels and for supplymg combat units’

guarding remote objects. A general whomeglects to see about supplying

his army risks heavy losses in battle or even lgsing them outright. After battle, ;' %3

the winner can capture the defeated-army‘s wagons. Partially loaded wagons

can be combined to take up less space JU.St like other types of units. -+ «3 5

‘ Infantry of various types is the basis of almost any army, thanks

IER N toits low cost and versatility. Infantry is best used for defending villages ,.
=! and cities. The majority of infantry squads are linear - the soldiers: = &
are positioned in a line to shield the archers and artillery in the back rows =
from enemy attacks. Infantrymen can be..armed with short weapons;*like
swords, axes and maces, and long weapons, such as pikes and halberdsi; :

Firstly, archers can attack enemy units before they draw close = >

enough to engage in melee combat - and if the enemy is.di alized © 0
or had suffered severe losses, it may not make it to the mblee _phase '
at all. Secondly, when attacking melee units, archers can avo1d_xetal1ation by

swiftly retreating to new positions. fﬂ
<% -2 o

?\ : ot :':
. Shooters, cither bowmen or musketeers, have two commoy traits. e

Cavalry units have an advantage over 1rﬁ‘al?’t1’y in that ithey require
less. manpower and resources, which allows the player to create
more cavalry units before depleting the number of’ sold.lers available
in the city. Cavalry will allow you to quickly catch up to and enggge archers, i
and can 1ntercept retreating units. Commanders, who can improve the efﬁc1ency

of their armies, have a squad of cavalry as their personal guard. = = 5=

Mounted Shooters fall into two distinct categories Both types.'are'

basically archers on horseback, but they differ in their battle tactics.

Reiters and.mounted bowmen attacking from horseback, which allows LR
them to close distance with their enemy before the opponent can take action. -
Dragoons, on the other hand, travel on their horses, but dismount before battle --f :

0
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and eﬁgaige the enémy on foot; this allows them the advantages of line infantry.

walls, - but ' is  highly vulnerable and requires the protection
) of “infantry.  When in danger, artillery squads automatically
attempt . fo retreat. In order to produce cannons, the player must
invest  heavily in the development of technology and the construction
f armorles

~..:‘

- Artillery can ‘inflict major damage on the enemy and break

The™ nits. a‘y‘arlable in the game are divided into three groups, each
repf“sentlng a technological era (see "Scientific development"”, page 26).
These eras correspond to the early, middle, and late periods available
in the game.

To be able to train.a squad, the player must first learn the corresponding
technofogy, and build the respective training facility.

Unit attributes
To inspect a unit, click on a unit icon on any game screen.

= Unit size shows how many soldiers are in the unit. Remember that
the maximum size of different units may vary: an infantry unit of 40
¢+ infantrymen is only 2/5 full, while a cavalry unit of the same size
is af full capamty

Attack shows the unit’s chance to hit the enemy in battle. The higher
this parameter, the better unit’s battle performance. The weapon icon
(sword, pike, musket or cannon) shows the attack type of the unit,
X Wthh determmes what turn it takes during combat. R fs <3

\ Defense shows the unit’s ability to avoid enemy attacks.and counter-

5 @ attack. If a unit’s defense is equal to an enemy unit’s attack, this unit has

a 50% chance of withstanding the attack without taking any damage;
if a unit’s defense is equal to the enemy unit’s defense, this unit has a 50%
chance of performing a counter-attack (or a pre-emptive attack, depending
on its initiative).

-Damage is the portion of the maximum enemy unit size which will

: ' * be destroyed if the attack is successful.

Experience - the unit’s experience shown in percent. When units
advance a level, they receive bonuses to their defense, attack,
and damage.

!,

e e A e
. l
o '(
Reload time - the amount of turns it takes the unit to reload its cross‘po
@ muskets or cannons, in order to be able to attack again. f‘ % {.»

Units with high attack and low damage ratings attack frequently, but deal

small amounts of damage, units with high damage and low attack ratings
have a substantial chance of missing, but deal a great deal of damage.

o .
Some units possess additional. fabilities, Wthh you ~can learn about 2
from the unit’s description. Th@se g}m‘htles arqshown assmall icons at the bottom
of the window. o P 3 > “h 2
Battle standards, which sometimes can be'seen waving above armies, :+
@ indicates that this unit is the general‘s special guards. If at least one
such unit is present, all otherunits receive a bonus to thelr pa:rameters & "\

N -~

Line formation allows infantry squads to contain enemy attacks
@ preventing him from advancing. further, thus. protecting your artlllery
and keeping retreating squads:from being captured. * ; i

2

© Armies and unit transferring 2
All the units in the game can be a part of one of three battle entities - citx’

garrison, an army led by under a Commander, or a marching army. o

The City Garrison is the place where units first appear after bemgiralned :

and hired. Each city can hold a fixed number of units, depending on the city’s =~ =

level of development. When protecting a city, units fight more efficiently even =

without reinforced walls, which can be built to halt enemy advance, ggnsons € 2R3

can be placed in villages and forts as well. : |
( ‘ ¥

Commanders can travel with armies to any point of thesmap,’ elther by land

or sea. Beginner Commanders can take only upte-fySauiiits with them, while

the most experienced ones can fill all 30 emptY‘sl(ﬁs with units

Armies w1tﬁout generals can travel about the map Just as well, but cannot attack
the enemy by themselves. They are useful for moving your forees ﬁ;om one 01ty i
to another, or to send reinforcements to a general in a remote land.

To place newly trained units in the charge of a Commander, select hlm and rlght- 5
click on the city with the units. Instead of entering the city, the Commander will
be taken to the unit transfer window. :

-

Here there are buttons at the bottom of the screen which allow you to select o,
all the units of a certain type or all damaged units. You can also select umts et




Commands a squadron of

bodyguards, made up of elite
i| soldiers.

o improves morale and
effectiveness of units

4 if you ha
ittt iy el
does not increase

. The big arrows in the center of the screen allow you to quickly move all

~ units to the other side. The central button moves selected units from one side
to the other. In addition, you can double-click on a single unit to move it
to the other'side.

Units can be sent to other cities, villages, or to a general as
| reinforcements, without the help of a character. Just select

o
A battle begins when two armies of rivaling players meet, when riots occur,
or whe,n the Horde attack a city.

G T e B T T Ll L) L]
Y Ivan Ilin .. — Khan Tohtamysh
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~ Battles. in the game’ play out without direct intervention from the player-

. Commanders' make the decisions by themselves based on broad-scale
A
% mstructlons. Before the battle, the player can set the tactics and goals: for
g the army

The blue and red 11nes above the buttons show the approximate state of play.

units, but only serves to compare the number and condition of the umts o ‘%”' :
& ¥ J‘_\ o »\
After selecting a tactic that seems most appropriate, you can: e1ther’ pres;\“
the "Battle" button to see how the battle plays out, or press the "Outcome"
button to skip the battle and see the battle-results right away. s :

Battle tactics 875 ' T o R
There are two distinct groups of tam,'res Tg}gget selectlon and retreatlng

S a
i \\

The left column with the blué buttons gives you a selectlon of t
determining your targets.

Attack strong enemy. Your units will engage the strongest en'e‘mil ?
units first in an attempt to weaken and crush-the spirits of the enemy.
force. This tactic can be useful if your overall goal is to Wear down
the enemy force. . :

IR
Attack weak enemy. Your units will engage the weakest enemy- nmts
in an attempt to quickly diminish the amount of battle- capable enemy .
units.

3 e
Attack at will. Your units will- choose their targets according
to the situation in the battle. Usually they will engage the s&gest

enemy units which are weaker than themselves. ?\ a4

-

@@@

The right column, with gold buttons, gives you a selection of retreatiné:tactfcs. S

S
Battle progress RS
A battle is comprised of turns, during which every unit Can perform a smgle X
action - attack reload weapons, attempt to retreat and SO on. S35

Fight to the death. Your units will not retreat and will 1nstead contmue :
to fight until fully wiped out. If you lose, your general.swill be kllled g
This tactic is best used when defending cities and-nlla;ges o PR A

e

o ‘\,‘

Hit and retreat. Your units will tty 10 p‘erform'sudden strikes -
at the enemy and then retreat. This is most useful when attackmg
a worn-down army with a fresh one. AR LRI LSRN
. § o, e
Retreat if losing. Your units will retreat only when the odds areiagainst.
them. This is useful when there is no need for any special tagtic.”




R theh the"tar'get-has,:an opportunity for a pre-emptive strike, using the advantage

- of dgstance If mounted pikemen decide to attack foot swordsmen, the defending
unl'@can retallate only after enduring the attack.

y

tor in the corner of the unit icon shows its health: green indicates that
n full heath and ready for battle, while red warns that this unit has

e suffered casualties. During the battle you may also see icons turn black. That

. Can mean ¢ither that the unit retreated, was destroyed, or captured.

Aflditionally, there are four buttons at the bottom of the screen. The first one

*lets” you pause and unpause the combat, second and third are used to slow down
(leifb) and speed up (right) the action, and the last one lets you skip the battle
and go 1mmed1ate1y to the battle’s results.

® Afl:ermath
Whether or not you choose to skip the battle, the results of the battle look like this:
In the upper part of the screen you will see the general outcome of the battle.

" Defeat

We suffered a heavy defeat!

."f -
The numbers next to the portraits show (from top to bottom) ‘fh,e r?(
of units destroyed (one number for each side), the number of umts'rt
prisoner, and the number of captured wagons. o9 v

Be prepared to see unexpected and unpleasant results from time to tlme
Don't forget about reconnaissance and prepare your reinforcements
in advance.

] ¥

d )“-

ADDITIONAL OPTIONS

(<) Dlplomacy ¢
Keep in mind that battles are not the only way of conductmg forergn pollcys
In Reign: Conflict of Nations you can,also engage in dlplomatlc actwrtles ‘All-
yowneed is a Monarch who can hire and dlspatch Ambassadors A

To start negotiating with another country, order your ambassa;ior 10 do s
by using the corresponding button on. the right panel, then chckmg on orie
of your neighbor’s cities. S R

5

You can never conduct negotiations in neutral countries, or in lands .
controlled by bandits or rebels. Everyone else will always accept your %
ambassador and hear you out, no matter the circumstances. E

Just as in real life, diplomatic negotlatrons in the game are conducted. asg L form

of bargaining. In this, your main goal is to find a balance between your ?mar;ds

and what you are willing to offer.
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(8ot the sereen: on the‘left side are your offers, and right side are your demands
to the,opponent Long -term agreements (for example peace treaties or military

s i al’h@nces) are shown on the both sides, while various actions that apply to only

% -,i; one o'f the states are shown on either side of the panel. r

¥
A
L
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e
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Negotiations can be delicate work, so ambassadors can discuss no more
W than four items on each side.
|

| RS
b o it

TS de agreement click onits icon at the bottom part of the window..Some
wikl be\ ded right away, while for others you will have to prov1de specific

details, fb{ e’xa‘mple how much money you are offering or what region you wish

to rE‘éewe n return

© My‘state
~ The ’"My State" menu contains five windows which provide you with means
to rhanage your country.

Overview

On the first screen you will find
general information about. your
state. A short message under your
l nation’s emblem will tell you
the total number of citizens, where
the capital is situated, what character
is currently in power, and so on.

Principality of Chernigov .
Our nation is small, but proud, and 8 thousand live

There is an amny of less than a thousand. And there are
1 thousand strong men who wil rise to the defence of
fatherland of .

Titles
territories.

A title signifies your dominion

over certain territories

and grants several advantages that

il improve the situation in these lands.

= You can get more information from
the description of each title.

; In this window you can see
emblems of various titles you can

X @

You can earn titles by con-quering

s
3 My
Wi
Roviy 25 %
obtain throughout the game. A colored emblem means that the tifle-rsé !
An emblem which is visible but not colored indicates that you ha\’/)e to.cap%h
only one or a few certain lands to gain it. If you can only see ‘an out

of an emblem, then you do not yet have any lands required to get: 1t

'Dyndsty :
This * screen provides r&taﬂe

information on the /ruhng family.
After the wedding, " the portra;lt
of the ruler’s consort will appear-
next to his“own, and thelr children
will be listed below.. When "thei
children reach a certain age (and you:
" will be notified when this happens)
you can choose a professmn for
them, and when they become adults
you will be able to use them as full- £ -
fledged characters. ’

r

Ty

i

1t is very important for a monarch to marry in time. If he dies without
leaving offspring, the country will enter a time of troubles, which will
significantly damage its social and economic processes.

Cities Stybe 8
This screepe allows . you . o
! to Qui "“mspect the state

of ffafrs iff your cities. There is

not much need to use this sereen

at first, but over time you will -
find that it is hard to manage .

an expansive nation without a table.
such as this. Here you scan see
the income your cities bring, }003 at
the garrisons stationed in them, see
‘what effects are currently affecting
B them, and what actions are goin,
on therein. If you arenotsure whata certaln \1ement ofthe table represents, hover

Vladimir
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Characters
As with the City screen, this
screen allows you to view all
your characters at once, including
the ruler and his heirs. Here you
¢ can see your characters’ religion,
8 ¢ their professions and abilities,
| and the size of their army.
| If you are not sure .what
. a certain element of the ‘table
represents, hover the cursor over
this element to see a hint.

Oleg Fedorov

0 Sc1ent1ﬁc development

Developmg science opens up new abilities and has positive effects on various
state-wide processes. Technological development in the game is divided into
three eras, cach of which introduce new technologies available to research. All
but one provide immediate results by boosting certain attributes or opening
'u;f new buildings and units. One key technology is only available -after
the inajorlty ofthe era‘s other technologies of are researched, and gives you access
T to 1;ht: mext technological era.

Handgun

The earliest example of the handgun was a d“
small piece of ordnance mounted on a %/
wooden stand which, when shot, rested on :
the ground. The low accuracy of these :
weapons was more than made up for by the
clamuor and smoke issuing from it when
fired, which have a strong psychological
effect on the opponent.

A Researchmg technologles is not the only way of acquiring them. Both you

and your opponents can steal technologies from other nations; to do that, you’ll

fa a3 need_ an experlenced Spy, a certain amount of resources and some time.

Remember that most technologies will not yield results immediately upon
their research. For example, you may have to build a special building
in order to recruit the new units which become available as a result
of a technological development.

To open the technology window, chck on the corre,spondmg icon at ths: Ieﬂ
of the top panel (the fourth i icon® frm‘n the left).. ; S

R S,

© Tasks . Fa ;
Tasks are a major part of the game espec1ally durlng the early stages S&l’%tlmes
you will be asked to fulfill certain condmons to receive an adva‘htage or a\fmd
an unpleasant situation. ; 4 2

Vi ?

e 0 3

x

There are plot tasks, which, are rnostly tied to the hrstorlcal eV@nts, as weJ,l
as random tasks. Historical tasks require that certain conditions to be me
and can appear only at a certain time, while random tasks appqar regardless
of the historical date and the player’s<actions. ; A

A TheRoad fo Glory. "L, x AP
Your realm has a long way to go, through many wars and
2 mbelhons, famine and unrest, military glory and great wealth.
For it is only through your perseverance that our nation may
\escape oblivi “Our destiny ds swift action, before we.
pass away to another, bet(er world, all memory of us scattered
on the wind.
S n Novgorod Republic, Ryazan Principality,
R should be consigned to the books of historians.

Teutonic Onier

TMrﬂernfﬁehndmmhmmSnvueiglofMosmw.

The list contains both current tasks and completed ones. Random tasks‘rare A \,_
deleted from the list upon their completion or failure. Gt 1

Some tasks can be end prematurely by themselves. This can happen when
the circumstances under which the task was received have changed, and
there is no longer any point in completing it.




R ‘To ;open“the task i:ist.,"click on the second icon from the right (the book icon),
¢ 1n the top left part of the screen.

e S;tatlstlcs '
3020 Thls screen shows the global progress of all the nations in the game, and allows
% you to seehow you are doing in comparison to the others.

The buttons along the bottom of the screen allow you to select which parameters

to compare. From left to right they are:

Power: the measure of a nation’s overall power, which takes into. account
- the strength of its armies, the number and development level of*ifs«cities

~and techn,ologles and so on. Computer-controlled players often base ‘their;

“Yecisions on this value.

Allied ' power: military strength of allied nations. Raw power does not necessarily

mean easy victory. Often the strength of one‘s allies is the deciding factor.
' Cities: the number of citi€s and territories in the nation.
. Characters: the number of characters serving the player.
e A_riny:__’the number of soldiers in the nation‘s armies. Large numbers do not
always translate into stronger armies: the biggest army may be comprised
;' of untrained conscripts, while smaller armies can be made entirely
% - of experienced musketeers and cavalry.
. Victories: the number of battles won.
. Science: the number of technologies researched.
Production: the total cost of all the resources produced on the nation‘s lands.

TUTORIAL

It is perfectly natural to learn the game gradually, even after readmg the: rri’(mu’ak %
Tutorial mode is designed to get you fully accustomed to- the game, and it i A
on by default when you start the game for the first time. 22

Tutorial mode is integrated in the campalgn, and contains several easyftas.ks
designed to explain the basics of the' game. Until you complete this mode, -your
opponents will not become aggregstye aﬁchther tasks will be postponed

Tutorial mode can be disabled it the "Gameplay" section of the gamé.eatmgs, S
after which you will have to start a new campalgn for the change’ to take effect .p

TECHNICAL SUPPORT ~ ?
If you encounter problems ,while-- 1nstall1ng or playlng the game do~
the following before you contact us: Y5y T
e Choose "Run" in the "Start" menu. &, ™ ’ LIS, A
* Type «dxdiag» in the dialog window and press "Enter" to run M1crosoft
DirectX Diagnostic Tool. % :
* Pass all tests. i ;
 Having passed the tests, press "Save All Information". 3 g
» Send the text file obtained and a description of your problem to our t hica I
support. \ X ef:

-~

Ty

: ; . s
nformation Required e, >
* Game version (installed updates) ¢ Operating system * Processor braﬁid,‘ t}ipe Sho
and clock speed * RAM volume ¢ Sound card type ¢ Video adaj model ©
and parameters ¢ CD/DVD-ROM drive type * Mouse type and drlver version *
DirectX version ¢ Detailed description of the problem that you fax!ed

A 2 e I
Contact R 2 o o '
Via e-mail at: support@1cpublishing.eu B S
Please use the-e-mail address provided. All support enquires to the company
address or ﬁhone number(s) cannot be answered by our staff. .
For more information and updates please visit: www. lcpubhshmggomn

REGISTRATION - EE R

'
Ny

Join the 1C community by registering on our website www.lcpublishing.com = °
and receive all the latest news on 1C games, events, contents ete. - 7 W

o
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