Murat's Empires in Arms Tutorial

Note: This tutorial as originally posted by Murat on the Matrix forum is dated (v1.01 or v1.02 from January 2008) but most of the
game mechanics are still relevant. The following commentary and screenshots are reproduced as-is.

In the beginning...

OK LET'S START A NEWW GAME BY ’ . , VL’ '.gion l 0' g

ON THIS OPENING MENU SCREEN. 4
Game

’ X1
Manual Exit

Options About




there was, Napoleonics!

N

Nation France ‘PlAYEk NUM NATIbN - | TYPE  |[EMAILADDRESS  BID
Name PIAVERI] Player1 France PLAYERI Human

p

Player2  |Great Britain PLAYER2 Human
Plager3  Spain PIAYER3 Human
Player4  |Prussia  |PLAYER4 Human
Player5  Turkey PIAYERS Human
Player6  |Russia PIAYERO Human
Player7  |Austria PLAYER? Human

T”pg Human

Email

VPBid @

Scenario

Grand Campaign 1805- This campaign game simulates the entire Napoleonic wars from 1805 onward. g
It encompasses the full splendor and sorrow of Bonaparte's rise and fall. The
players relive the greatest and most disastrous of the campaigns that made
Napoleonic legend a story to inspire courage and fear.

Oy LET'S SET SOME OPTIONS UP HERE.

- Load
B o Import

, : email Options Cancel
g Bids game P




and lots of choices

OK HERE ARE THE SETTINGS WE WILL BE USING. IT'S MY TUTORIAL SO WE WILL USE THE SETTINGS THAT | USUALLY DEFAULT TO. HERE IS WHAT THEY MEAN: WINTER: land movement costs
double from Dec - Feb; GUARD: nations with guard corps can commit the guard to help in their battles; PBEM HOST: lets a PBEM host have options to move past slow players; OPTION CHANGES:
ets teh host chance these options after the game has started, THIRD: allows you to use ministures or your imagination and tell the computer how each battle went; PASSWORDS: if you want to

se passwords for each human country; ECONOMIC: if you want to be able to use your economy to help you win the game; BRITAINFRANCE WAR: umm, they are at war, LEADER: each hattle

our leader can die on a 1/36 chance and at & random inconvenient moment (5/36 chance of them getting injured); PRIVATEERS: send state supported self sufficient terrorists after your enemies;
QUICK COMBAT: in PBEM only phasing player runs a battle with Al running the defender; LILLE: no fleets in the Channel = way to walk between France and Britain, FOG: hides details about you
rom your enemies and vice versa;, SHOW. highlights areas you can move to when you click a unit; POLITICAL: turns your allies a shade of your national color; MAP SCROLL: Jshrug, no clue, just
eft it here; SEE: lets you watch the Al move; ALWAYS: not sure, think this works like SHOW, MUSIC: nice song but a little long and wears thin on the S0th play, on the other hand | substituted
zome songs and they extended the music fun for another week, now | just iPOD; SOUND: same as music nifty but....

\Option ‘State \Option \State
Winter Land Movement Enabled Show Possible Moves Enabled

Guard Commitment Enabled Political Shading Enabled

Allow PBEM Host (A Functions Enabled Map Scroll Delay 1

Allow Option Changes During Game Disabled See Al Moves Enabled

Third Party Combat System Disabled Always Show Ranges Enabled

PBEM-HotSeat Passwords Music Disabled

Economic Manipulation Enabled Sound Effects Disabled

Great Britain and France Start at War Enabled
Leader casualties Enabled
Privateers Enabled
PBEM Quick Combat Disabled
Use Lille Sea Crossing Enabled
Fog of War Enabled

Import

Begin 8
Bids
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Do not be afraid of the Hard Al.

OKWE ARE GOING TO PLAY AS FRANCE SO LET'S PRETEND NAPPY HAS A FULL HEAD OF HAIR AND COVER UP THESE
x I p I R E OTHER BOZOS. RIGHT CLICK ON THE PLAYER 1 LINE (| ISE THE 'HUMAN' AREA) UNTIL EVERYONE ELSE SAYS HARD Al
HIS CAN LSO BE GONE ONE AT & THE OVER HERE B * el =
IGHLIGHTING THE PLAYER AND THEN CHANGING TYPE TO aliof h

ATEVER YOU WANT. "
e LLONICIMARS Oy 1, > : : 1
; > { l
i France

NGl PLAYERNUM NATION  INAME

terl l Player1  |France Computerl

Tyl Wiiiiain Player2  (Great Britain Computer2

Plager3  Spain Computer3

Email

Player4d  Prussia Computerd

Player5  |Turkey Computer>

Player6  Russia Computero6

Plager7  |Austria Computer?

Scenario
Grand Campaign 1805- H This campaign game simulates the entire Napoleonic wars from 1805 onward. g
It encompasses the full splendor and sorrow of Bonaparte's rise and fall. The

players relive the greatest and most disastrous of the campaigns that made
Napoleonic legend a story to inspire courage and fear.

Begin I"’B!]-I)((i);t > Options Cancel




As they say in Japan, Let's get it on!

Nation France

Name Computerl

T”pg Human

Email

VP Bid @

Scenario

Grar: | Campaign 1805- ||

' Import
Bids

[SCREEN SHOULD LOOK LIKE THIS AND IT IS TIME TO START BY
LICKING HERE:

P

N

PAYERNUM NATION ~ NAME  TYPE  EMAILADDRESS  BID

Plager1  |France | Cn:«nputerl Human

Plager 2 ﬁmatﬂﬁiia Computer2  Hard Al

Player3  Spein Computer>  Hard Al
Player 4 fmssia Computerd  |Hard Al

Player5  Turkey Computer>  Hard Al

Playr-6  [Russia Computer6  [Hard Al

Plejer 7 Austria Computer7  Hard Al

i!1s campaign game simulates the entire Napoleonic wars from 1805 onward.
.tencompasses the full splendor and sorrow of Bonaparte's rise and fall. The
players relive the greatest and most disastrous of the campaigns that made
Napoleonic legend a story to inspire courage and fear.
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email » © g " Options Cancel
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A long time ago in a country not so far away...

EEEEEEE

OKIT IS NOWY SETUP PHASE. WE WILL START VITH HOLLAND BY

LICKING ON AMSTERDAM @), WHICH BRINGS UP THIS SCREEN HERE#§

OUWILL THEN CLICK ON THE FORCE POOL (). NOTICE THAT YOU
AVE ONE TOO AND WE WILL BE USING IT IN & WHILE.

[Holland) 10 2

1805, Jan Austria Playing SETUP ...
1805; Jan Turkey Playing SETUP ...
1805, Jan Russia Playing SETUP ...
1805, Jan war exists between France and Great Britain £

SETUP

1805, January

00:04




We have uber allies!

2 I I o T o = [ 7| ez | EE= ] B
:So»z-l-lzﬂaigate Status FT [——'

Funds: 0

}2&%?;;_,2: 6 Wars [GieatBiitain ’
> OUHAVE 3 UNITS AND WILL BE USING THEM ALL. LEFT CLICK ON THE |
u B ollan YWHICH SHOULD HIGHLIGHT IT IN RED INSTEAD OF GREEN AND THEMN
| Hollan 7] RIGHT CLICK TO LEAVE THIS SCREEN. IUpcoming Reinfo rcenm ientEurrent Reinforcemen
il H> 0H5 L>040 Guards 0 ards
!rr:) :mru 0

1> 0410
alry
a0l .L'A.rm!enj 1nll January

(France) Depots Left Unplaced: 8

MNone

\(Holland) 10i.2¢,13h 51 {SeleotedUniciivo ', 2d frealnt [ARJAC [EREC [AS [ES] Rusalunits
0

| - - ol Holland
1805, Jan Austria Playing SETUP .. - = e
1805, Jan Turkey Playing SETUP . R ]
1805, Jan Russia Playing SETUP ... Contral : Holland
1805, Jan war exists between France and Great Britsin 7 . 1Holland
—_— T — - $ 1 Men : $703
zzrzlf 3 Lty P o
g SR - °”f’ \7" E ; l Ef H;'t[-xizftrereruse 80

Trade: 34

il o | PRE TR




And they have SHIPS!

I——EFFF [TP—[—-IT[T g ance SETUP

AMND THEM CLICK THIS
BUTTON SO WE CAN ADD
SOME SHIPS.

d Unit Info

Playing SETUF .. F 0 2
it between France and Great Britain

1805, January 00:15



OK, NOW they have ships!

& R I [ 1% [ 7

OVE ALL 13 FACTORS FROM THE
REINFORCEMENT POOL TO THE Ho | Holland Fit.

Adding Reinforcements To Unit

Ho | Holland Fit

FROM:
Yarmouth

i & Reinforcement Pool
et TN N\ - g -

. , ' | TSelested Uniinfo
[Holland) 10i,2¢,13h,51 1Holland FIt it
F

1805, Jan Austria Playing SETUP . = & L
1805, Jan Turkey Playing SETUP ...

e [32 E'm '43

rr

lrucorn;z: 14 S __
Manpower: 6 Wars  [Gieat Britain

% Upcorning Reinfo rcemen itEurrent Reinforcernen |’
Guards 0 ol 3 Guards |
mmm; 4| r Infantry

il

I

1805, Jan Russia Playing SETUP ... ‘ Contral : Holland | Hollan 7
1805, Jan war exists between France and Great Britain 1

sli

,-: Holland
3713

now which one you are on); 9] transfer forces between 2 COUNTERS.




Time to get our people moving!

SETUP

EFFEFREERER 7| France e[ _
(17 = P :? ‘\:\\\.x, = R D K§ Lo 2% 3 .-.,;3 : , % T YT #3
75 OK WE ARE GOING TO TRY AND TAKE LONDON BUT MERCIFULLY THEY ARE WEAK ON LAND SO WE DO NOT NEED A& LOT OF TROOPS. CLICK ON THE COUNTER “,. e
POOL AND SELECT THE %I CORP, PLACING IT IN LILLE. THEN GO BACK AND SELECT DAVOUT AND PLACE HIM IN LILLE TOO. FILL UP THE %I CORP TO MAX. NOWY AR

USE THIS BUTTON TO ATTACK DAYOUT TO THE VI CORPS _ALL LEADERS MUST BE ATTACHED TO A UNIT. NOWWE ARE READY FOR THE THIRD FRENCH

LIBERATION OF ENGLAND (CELTIC GAULS, NORMANS, US).

- Lo
Portsmoulh_
e :A

W

v 2"2'147‘
|'“_'|'—' AS [ES Bural Units

1]
Undetermined

v 1805, " -n Spain Playing SETUP ...
180%. yan Prussia Playing SETUP ... niantry
, Jan Austria Playing SETUP ... |

OUT'S NAME TO ATTACH HIM

1805, January
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OK, I know that last went kind of fast but this is a long process making these screens and | am trying to use early screens to cover

what is needed in later screens so it builds. Needless to say | am late for lunch now and will need to take a break but you can now
play with SETUP of forces and get used to them:

I_TITI_I_I_I_IEI_I_ v [

PK CLICK ON LILLE AND THEN CLICK ON THE PLACE DEPOT BUTTON ( ) AND You CAN SEE THE NEW DEPOT |
ON LILLE SO THAT OUR FRENCH FORCE CAN BE SUPPLIED. NOWY TO PLACE A GARRISON. CLICK ON PARIS
AND THEN CLICK THE ADD FORCES TO GARRISON BUTTON () WHICH WILL BRING UP THE HOPEFULLY NOWY
FAMILIAR SCREEN BELOWW AND LET YOU PUT & 1 FACTOR GARRISON IN PARIS.

Ile ac

=0y
EE : FROM: |t
fOr%eaﬁs Ll

’Bou.rges

[Orders: Defend City. No sortie!

1805, Jan Spain Playing SETUP
1805, Jan Prussia Playing SE H
18085, Jan Austria Playing SETUP
18085, Jan Turkey Playing SETUP ...

1805, January 00:46

ROFLMAO Remember what | said about not mixing up the garrison and the move into city buttons? &y Shame on me. | highlighted
the wrong one. Use the button just above the depot button to place a garrison.

11



ANYWHO, back to the tutorial with the diplomacy phase. Before entering the diplomacy phase, you may want to download the
attached .zip file that includes the forces setup (Tutoreal.set) for the tutorial so that you can better understand the pictures that will be

coming up in the future, WHICH FOR SOME REASON cannot be loaded here and is now in the MODS section
http://www.matrixgames.com/forums/tm.asp?m=1694572 which is a pain but you are relatively new and could probably use the
practice of reading ALL the other forums so that most of your questions will be answered. AGAIN, ANYWHO, on with the show

ﬁﬁ 1 R—,K_ITIT_[EITI—, \ 3 |_T France SETUP = |32 = 2 43
) er Current$ ~ MP jnextecon

x 2% 232 x4g - G L T TR R RS bl *3*  Player
. = . - '\,ilil’lﬂic CONGE

.-"} ’7J6i i;mto[

2/3/¢ Picav

OK HOPEFULLY BY NOW YOU HAVE PLAYED AROUND W1TH AND GOTTEN COMFORTABLE WITH SETUP PHASE SO NOW ITIS TIME TO MOVE ON.WE WILL iy
SE THE TUTOREAL.SET FILE TO GET STARTED AND EXPLOIT THE AI'S WEAKNESSES. CLICK ON THIS BUTTON HERE AND THEN SELECT THE SETUPS FOLDERx )
ROM THE EI& FOLDER AND LOAD THE TUTOREAL .SET FILE. ONCE YOU HAVE DONE THAT CLICK BUTTON #2 ABOYE ( ) TO END YOU TURN. 3

HE BUTTONS ABOVE ARE AS FOLLOWS: 1] return to main menu; 2] end current phase; 3] My country's info; 4] country info for nation | have clicked on (pops
qup if you double click on country like we did with Holland); 5] counter pool; 6] unit info; 7] prisoner status; 8] peace condiions; 9] diplomacy conditions; 10]
Political Point status; 11] Yictory Poirt status (Am | winning?); 12] Poltical summary; 13] <left click= show me the rules for this phase; <right click= show me any
Yables associsted with this phase. These are followed by the name of the nation you are playing, what phase it is, how much $ you currently have, how much § §
ou W|ll earn next economic phase and flnally howy much manpowver you will earn next economic phase. The last 2 boxes DO NOT include your minor free statesm

' This box is he current info screen, be ow it is the 184 which you can right click and copy so that you can paste it to notepad and look at it in further detail instead &
of scrolling. Doulbe clicking the log will expand it somewhat. To the right of that is the Selected Ugit info, the Selected Areg mfo (wvith 6 buttons that | have never b b
used) and the mlnlmiv:j can show you a color coded view of the world. The other buttondiivere already discussediind they change depending on what |

o
2 Zurich
sawikz orliyic
v

‘ phase you are in

Unit Info

1805, Jan Spain Playing SETUP .

1805, Jan Prussia Playing SETUP ...
1805, Jan Austria Playing SETUP ...
1805, Jan Turkey Playing SETUP ...

1805, January



http://www.matrixgames.com/forums/tm.asp?m=1694572

So now you see the reality of why most people get headaches from talking to me since my logic follows those multiple arrows above
(I pwn Madden, not the game, the real guy and his light table). Onward:

Victory Conditions For France

If loser is Conditions Units to remove Leaders to Remove

Great Britain.[WAR] Give Conditional Remove 2 Fleets M London Nelson % | Hey flt B Gibraltar, 0$/0
Spain. | Yes Half Trade Money M Gibraltar 2 1l Hey flt Malta, 0$/0
Prussia. Enforced Peace 36 M London 2 11l Huy £t

Turkey. Reparations ALL 1% Hoey it
Russia. Remove 1 Leader W Hey flt
Austria, W Yes Rayal Marriage W1 Hay flt
B Cede 3 Provinces W Huwy fit
M Remove Garrisons W Hay flt
M Remove 3 Corps 13 Heey flt
M Enforced peace 24 | Lt flt
Allow Separate Peace to M Reparations 1/2 11 Lt e

M Enforced Access I (1] Lt fit

M No Trading W Lol
WYLl

W Lt ft
Byl

m
o

ets to Remove Provinces To Annex

Accept Informal

If Conditional Offered

Remove no forces
B Pay no reparations
M Mo Special Truces
B No Trade Embargo LICKING BUTTON #3 FROM THE LAST SCREEN WILL OPEN UP THIS SCREEN YWHICH IS THE DIPLOMACY SCREEN. IN THE UPPER LEFT BOX IS A LIST OF
M Cede no land HE OTHER MAJOR POWERS AND AN INDICATION OF WHO YOU ARE AT WAR WITH. BELOW THAT IS A BOX WITH THE NAMES OF YOUR ALLIES. IF
OUWANT TO ALLOW YOUR ALLIES TO TAKE A SEPARATE PEACE WITHOUT BEING PUNISHED BY LOSING PPs THEN YOU CAN CHECK THE BOX BY
HEIR NAMES (we have no allies yet). BENEATH THAT IS AN AREA WHERE YOU CAN CHECK WHICH OF THE 5 CONDITION YOU WANT TO IMPOSE ON
OUR OPPONENT IN THE EVENT YOU HAVE TO SURRENDER TO THEM CONDITIONALLY . GIVE CONDITIONAL IS IF YOU ARE WILLING TO LET YOUR
OPPONENT GET & CONDITIONAL PEACE (this changes the options in the condtions column and **** 1, ACCEPT INFORMAL IF YOU ARE WILLING TO LET|
HEM WALK AWAY FROM THE WAR YWITH YOU FOR NO PENALTY . WE HAVE BRITAIN HIGHLIGHTED AND WANT TO FIGHT THEM TO THE DEATH SO
ARE NOT CHECKING EITHER OF THE LAST 2 BOXES. WE GET TO PICK CONDITIONS AND IF BRITIAN SURRENDERS TO US UNCONDITIONALLY, THEN
HE COMPUTER WWILL TRY TO GIVE US THE FIRST 3 THINGS YWE HAVE CHECKED ON THE TOP OF OUR LIST. EXTRAS ARE CHECKED IN CASE SOMEONE
LSE GOES TO WAR WITH BRITAIN AND AGAIN, THEY ARE IN THE ORDER THAT WE WANT THEM WITH REMOYE 2 FLEETS BEING OUR MAIN GOAL. WE
AVE CHOSEN 3 HEAYY FLEETS THAT WE HOPE WILL HAVE & LOT OF SHIPS (you can see ships, you cannot see what is in a land unit). EACH OF
HE CATEGORIES TO THE RIGHT OF THE CONDITIONS COLUMN IS A LIST (again in order) OF WHAT WWE WANT IF WE GET CERTAIN CONDITONS: remove,
orps; remove leader; remove fleet; take a province). BY HIGHLIGTING AN ITEM AND USING THE ARROWS WE CAN MOYE A SELECTION HIGHER OR
OWER ON THE LIST. THIS IS A GOOD SETUP FOR TAKING CARE OF OUR NEEDS WITH BRITAIN - THEY MUST SURRENDER TO US UNCONDITIONALLY

F** only get 2 choices and they are
estricted by whatever your opponent
hecked in the 'if conditional offered’

lrea so it is important to list ALL the
hoices you could wart in the order you

ant tehm so the computer has a long
ist to go down when selecting.




Fun times!

Accept control of;

Algeria, [Turkey) (&)
Ansbach, [Prussia) (C)
Baden,

Bavaria, [Sustria) 1]
Berg,

Breisgau, [Sustria) [FS)
Chechnya,

Circassia,

Corfu, (Russia) [C)
Corsica, (France] [C)
Cyrenaica, [Turkey] (1)
Dalmatia,

Denmark,

Egypt.

Finland, [(Sweden) [C]
Flanders, [France] [C)
Genoa,

Georgia, (Russia] (1)
Gibraltar, [Great Britain] [C)
Gottingen, [Prussia) (1)
Hamburg,

Hanover, [France] [C)
Hesse,

Holland, (France) FS)
Holstein,

Imertia, [Turkey] (FS)
Julich, [France] [C)
Lausitz, [Prussia) (&)
Liege, [Austria) [4)
Lombardy, [France] [C)
Luzemburg, [Sustria) [FS)
Malta, (Great Britain) [C)
Mecklenbura,
Modena, [Austria] (1)
Morocco,

Accept aliance request from

W Great Britain.
Spain.
Prussia.
Turkey.
Russia.
Austria,

Allies to call

Grant Access to

Request / Allow Trade To

M Great Britain

Munster, [Bustria) (&)
Maples,

Nassau,

Norway, [Denmark] [C)
Oldenbura,

Falatinate, [France] [C)
Palestine, (Turkey) (C)
Papacy,

Parma, [Spain) [C)
Persia,

Piedmont, (France] (C]
Portugal, [Spain] (1)
Rhodes, [Turkey] [C) =

(0] Cancel

Diplomatic Reactions For France

Snswer call from

Button #9 gives us this screen with 6 columns: minor control,
liances, alies to call, alies to answer, minor support, withdraw.
Accept control column is where you click every nation you are

illing to run. We are France so we will gladly run any nation.
Accept aliance is who are we wiling to accept an alliance from,
again, everyone (except the smelly British). Below that we could
grant an ally acces to French territory if we had an ally and below
hat is whether we want to trade with Britian, which we cannot
cdo while at war with them. If we had allies, the next column lets

= decide who we would want them to help us fight if we had

ar declared on us follovwed by a column of who we would he

illing to fight if an ally had war declared on them. Column 5 is

hat minor country do we feel is important enough for us to go to

ar over. In this case, Bavaria is the minor that we will go to war

ith Austria for if Austria declares war on them. Finally, we can
decide which minors are not worth fighting for and if another

ajor powver declares war on them at the same time as we do we

an check to back away from that war (we still lose PPs - political
points).

Minor to support

M Algeria.

W Ansbach.
M Baden.
Bavaria.
M Bemg.

M Ereisgau.
B Chechnya.
M Circassia.
M Corfu.

M Corsica.
M Cyrenaica.
M Dalmatia.
M Denmark.
M Egypt.

M Finland.
M Flanders.
M Genoa.
M Georgia.
M Gibraltar.
M Gottingen.
M Hamburg.
B Hanover.
M Hesse.

M Holland.
M Holstein.
W Imertia.

M Julich.

B Lausitz.
M Liege.

B Lombardy.
B Luzemburg.
M Malta.

M Mecklenbura.
M Modena.
M Morocco.
B Munster.

-

Withdraw DOWs against minar(s)

M Algeria.
M Ansbach.
M Baden.
M Bavaria.
M Bemg.

M Breisgau.
B Chechnya.
M Circassia.
M Corfu.

M Corsica.
M Cyrenaica.
M Dalmatia.
M Denmark.
M Egypt.

M Finland.
M Flanders.
M Genoa.
M Georgia.
M Gibraltar.
M Gottingen.
B Hamburg.
B Hanover.
M Hesse.

M Holland.
M Holstein.
M Imertia.
M Julich.

B Lausitz.
M Liege.

M Lombardy.
B Luzemburg.
M Malta.

M Mecklenbura.

M Modena.
M Morocco.
B Munster.

-

If agaressor/defender is If aggressor/defender is

It aggressor(s] is

M Great Britain.
M Spain.

M Prussia.

B Turkey.

M Russia.
Austria.

I agaressor(s] 1s
M Great Britain.
M Spain.

M Prussia.

B Turkey.

M Russia.

B Austria.




Time to get down to business:

irst we will try to influence 2 nations, Denmark and Sweden. Both have fleets and if we
an influence them or make them allies then we will automatically control them if someone

under help). You can reclick teh country and get the popup windowy confirming your
empt as we see Sweden here Hilk

:1ing Diplomatic Team To

[ 180E. "an Great Britain Plaving SETUP ...
1'ME . ar " 2ain Playing SETUP ...
18.  aPrussia Playing SETUP ...

Diplomacy

/1700 B8

Wint

er)

FRIAC ER

Manipulating ($0]

1805, January

02:28
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Don't cry havoc, embrace it!

EFFRER —enl 1 -

2 "'l"dm

For our nest button we can declare war. We WI" declare war on Oldenbergy, Munsier Bery,
/ IMassau, Liege and Saxony by highlighting each nation and clicking this button here.

2 Black arrovws show our military plan for attack.

Carisrithe S s
7

France has declared war On

1805, Jan Great Britain Plaving SETUP ...
1805; Jan Spain Playing SETUP ...
1805, Jan Prussia Playr jSETUP ..

1805, Jan Austria Play ~ 775 i

1805, January

16



We're being very aggressive, we could probably use at least 1 friend and if you bothered to read the best way to play each country post
and my genius that | shared there you will know who | picked: NO! NOT PERSIA!

|_T |France Diplomacy

G (1‘;:., -

“?,\J "d‘ _‘ivs >“’: !
S R

France Alliance Request

- 9
(N

e

oy S -
Alour next button is regu

esting alliances. We will ask Spain to ally with us. If any nations’;sks us to ally, the computer will see if we checked them in the Diplomacy screen (we
checked everyone except Britain who cannot ally with us while at war). Again, we highlight Spain and click this button to request an allianceg, Right helow that button is one #
where we can break an alliance we already have and the button ( ) here is if we wish to ask our ally if we can enter their controlled areas.

ES UL ; j

LELLEY €1 1
o -

3)

France has declared war On Swabia

—— - I—/—T_ ,/_’ rET E—_ I;’_" F— Rural Units
. 1805, Jan France requesting al .iice with Spain ]
1805, Jan Great Britain £ ayir-  SETUP .. 7]

1805, Jan Spain Playing =" dP ...
18085, Jan Prussia Playine -

et ¥ -~ <
. T - ’
= 4 G R
p . S

1805, January 02:44
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NEVER GIVE UP! NEVER SURRENDER! (Unless you are fighting France in this game!)

EFFREE S [7] Feee S

‘;. ‘.;“\Jvr. =2 'k : I
& These 2 buttons ( ) are for us to request peace from an enemy. The first one will check to see What our enemy has chosen for

~ “peace and if they have checked to let us have a conditional then the computer will resolve their choices based on their list. If they

have not checked to give us a conditional, we will get a message asking if we are wiling to take an uncondtional. If we say yes,
.computer does the checklist, if we say no, the war continues. The 2d surrender button is to ask for an informal peace which

means each nation just walks away from the war and again the computer will look and see if our opponent has checked to allow

us to get this type of peace. We do not want peace with Britain our only enemy. The white circled buttons afect our minors, the
\flrs{ one moves conguered minors to free states (which means they can generate their owwn troops and their $MP values are
~doubled) while the 2d one returns them to conguered allowing our home nation to take their $MP for our own use. We will use the |

\\9 free state button and free Hesse, Lombardy, Piedmont and Switzerland since they all have corps and can make their own troops

aster than we could. We do this by clicking on each nation and clicking the free state button. The final button with the arrow

&\

he

e of Lombardy 1 Pol P
v 1805, Jan Created Freestate of Lombardy 1 Political Point
1805, Jan Created Freestate of Piedmont 1 Palitical Pointi=

1805, Jan Created Freestate of Switzerland 1 Political Pm.
1805, Jan Created Freestate of Hanover 1 Political Pointsi™

1805, January 02:51
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Not going to be using this page very much as a solo player.

1 ol 1 ) T

Diplomacy

OK we have an arrow button to go back to the first page of huttons (where we just were). Button #1 lets us loan a unit to an ally so they can fight with it.

#Ae will not use this at all in & solo game. Button #2 is British only. If Britain blocks trade from a nation there is a chance the US will go to war with Britain,
his button lets Britain pay 5 PP to end the American war. Button #3 undoes a Declaration of war, just highlight the nation you accidently declared on, click
his button and you will not declare war on them. Button #4 lets you send § to an ally. They do not receive this money until the next economic phase (Mar,
un, Sep, Dec).

Created Freestate of Lombardy 1 Political Points Selected Unit Info

1805, Jan Created Freestate of Lombardy 1 Political Paint= rea : Milan[']

1805, Jan Created Freestate of Piedmont 1 Political Paint™ Mation : Lombardy
1805, Jan Created Freestate of Switzerland 1 Political Poi. = ance
1805, Jan Created Freestate of Hanover 1 Political Pointst™ !

&5 | =%

I/" b4, 4000 |

e are not doing any of this so lets click the end phase button
31 x %2:

1805, January 03:01




So how did we do? Pretty good - no one went to war with us and Britain has another enemy. We didn't get control of any minors
though.

'u'w S
Other nations 4o their |p omacy an y dm}gle chcklng on the log | expand it and ge1 an thls siuff tothe 8
eft here. Each minor nation that had war declared on it gets someone to run it. Looking at Oldenberg
1805, Jan Russia Playing Reinforcement .. S e can see everyone's rolls and that the modified roll of an 8 by Britain led to them getting to control it. 4
he roll is a d6, Minor is if the minor has a modifier for that nation (there is a table in the help area),
Status is where that nation is on the PP chart (further right is best) and At War is if the nation is the
enemy of the declaring nation (Britain is our enemy and got & bonus). Britain gains 1 on the PP chart for
ciaining control and will lose one when Oldenberg falls. If a nation has corps, the controller can lose
PPs from a hattle as well so some people do not take control of countries with minors. We can get a
ruick summary of the diplomacy effects by clicking the "X' to close the expanded Iog windows and
licking this button here and bringing up the next screen. SR i

e nitpellier

Langued'

1805, Jan Russia Playing Reinforcement ...
1805, Jan Turkey Plaving Reinforcement ...
1805, Jan Austria Playing Reinforcement ...
18085, Jan Prussia Playing Reinforcement ...
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Let's get a summary and move on to the naval phase:

EFFRERFEE Nation Status Overview

Fr. eat Britain [Spain Prussia Turkey Russia Austria =
ooking &t the top 7 rows lets us see the France Allied | | I~

whar
situstion between the majors: Russia wernt Great Eritain War | o lamed [ [ Twar |
o war with Britain! Going down the French Spain Allied =_
olumn, we are looking for any new Free Prussia |
States that we did not own since that is a | I =

sign that we have to place some units in 3 far

he reinforcement phase. This is just like A \ 3
placing units from the setup phase. ' ’ﬁ

oﬁgpémer

e have 2 new buttons in this phase the rc—— M.

hite circled one lets us give orders to dar
ndividual units. Since we set up a few 1
actor garrisons, we should set those to
Surrender Yes, Sorie Yes so that we can
et those units back as prisoners later.
Sortie means on a bad breach roll we have
= 203 chance of kiling an enemy factor and

= 173 chance of dying. If we had lots of
nits in & garrison, we could set surrender IEEE'DEL"-E_.—.—'“—"”“‘”"
Qup! ]

to no and hope for a hattle victory. Units a1
ith leaders can preset their chit picks s

" (more in land combat on that). The yellow
button allowws Britain to chose when they
will move in the naval phase and France to

“chose when they will move in the Land
Phase. We want to go last, so let's chose

hat by clicking OK to get rid of the

“summary and then clicking the yellow

! circled button and using the arrow keys to
‘move Franch to the bottom of the list. Now

.click the end phase button. Lul iR C—
s h Conquered

| Influenced

Conquered

Congquered

0

onquered

i
3

5 I L
w T
=2 o
it
l
2
&

=
=

reestate

i

War
Freestate

Freestate

)

Freestate

 Conquered

ﬁ
o

nfluenced

Freestate

Freestate

1805, Jan Russia Playing Reinforcement ...

1805, Jan Turkey Playing Reinforcement ... [— B
1805, Jan Austria Playing Reinforcement ... Nory 2

Oldenbura $21 War

| PR T T—

n
&
&
L3

18085, Jan Prussia Playing Reinforcement ... 5

1805, January 03:22
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Time to Roil Britannia!

EEFEEERE R

Ll

ell it is now our naval phase and the British chose to move before us and block the
hannel with the fearsome Nelson and a lone fleet amply demonstrating why |told you to
pick Hard Al and that it didn't matter. This has allowed us the opportunity to send the Dutch
ight Fleet off as pirates (clearly leaving all the artists behind) and the rest of our fleet will
ry to bring the most ships to engage and capture Nelson before the Admiralty wakes up
fand assigns him to a real fleet (just kidding, they never will but | hate him so lets catch him
[nd imprison him). Let's learn our buttons though while we are here: #1 add leader to unit;
2 load transport, both the fleet and the unit must be in the port at the start of the naval
phase and we cannot do this at this time. Use the infor button and learn about ship
apacity though if you decide to try some amphibious maneuvers; #3 Undo move
ARNING! This will not always waork. If you move past an enemy fleet and they try to
ntercept you cannot undo your move any more; #4 Detach leader; #5 choose stack
Bllovws you to move an entire stack instead of just the selected unit; #6 set standing
orders; #7 attack. Now that we have those defined, let's send out the Dutch Pirates! We
ill need to click the next page arrow.

Unit Inf

1805, Jan Prussia Playing Naval ...
1805; Jan Austria Playing Maval ...
1805, Jan Turkey Playing Naval ...
1805, Jan Russia Playing Naval ...

?

France

5 o
Portsmout

16,/00]
9/0/901

—
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Set sail!

7 7 7 5 e P 7 = =

Portsmouth.

083/0

QZ&ON

he Send Pirate button and you will see what the
Dutch artists were really doing, showing a
onderful seascape of their Glorious Privateers
hasing dowwn a hapless American merchant.
ight click to clear that screen and then goto the
ast Page so we can get Nelson.

| Selected Unit Info [Selected Area Infd Winter) == = &
e nitin nter I__ I_— I'— I__ [_ Ir— ':hlp: it Sea

1805, Jan Prussia Playing Naval ... Areaz ATEEH é": é;'} Pk @ ! 6’v|
1805; Jan Austria Playing Maval ... g 3 || A

1805, Jan Turkey Playing Maval ... | Hoy 7]t 7 i Hoti
1805, Jan Russia Playing Naval ... N

|"/— |Br< "N "Ijl'

|Last Page| |Pirate list| |Hunter list] [Send Pirate| [Send Hunter|




Channel lock.

1 I 1 o o [ o s e

n Calais Square.

1805, Jan Prussia Playing Naval ...
1805; Jan Austria Playing Maval ...
1805, Jan Turkey Playing Naval ...
1805, Jan Russia Playing Naval ...

Bl ™

oww wve click the top fleet counter (| Hyy in this case) and then click the move stack button (#5)
land head after Nelson. The computer has been so kind as to highlight for us all the areas that
are in range of our fleets but we just want to get Nelson so we can build a statue of Vileneuve

& |

=l
| Hoy 7]

S ed Unit Info
| Huy fit

F Morale
20120

Srea: Areall

¥ Assign Leader To Selected Unit
O

»
& L°11
o Babb

NEVE

it 7

| Hollan 7]

FEAR
?;.

/§ RS E
Poitiers

3=




Sails ho!

I = = T

f Cork 4

[Click Area To Move To...

1805, Jan Prussia Playing Naval ...
1805, Jan Austria Playing Naval ...
1805, Jan Turkey Playing Naval ...
1805, Jan Russia Playing Naval ...

4

France

Great Britain interception attempt from London to Areal2! Need (0 |
or1) Roll(5), Mod(0) Total(5)

[See? This why | hate him, he is trying to call for reinforcements to save himslef from capture! He's a

owvard! They ignored his cries for help though since on a d6 they rolled a S and needed a0 or a1
MNelson is -1 to this roll for the stack he leads).

[T

x
0
o

:
= 4 Orleans

| Selected Unit Info

f{Winter) I/—rl/_' IE—“F—” |/_r

oy

1805, January 00:00

25



Let's get ready for those reinforcements.

EEFEEE

|

Current Orders
None
InterceptWeaker Forces

Intercept Invasion Forces
Intercept All

e /AN
T G
/| Erp o) ! Bris

/ Plymouth [

{

Current Orders:None

1805, Jan Prussia Playing Naval ...
1805; Jan Austria Playing Maval ...
1805, Jan Turkey Playing Naval ...
1805, Jan Russia Playing Naval ...

of the Channel.

|—? ‘ France

|| Yarmouth

N
PO

Fleet Orders

Interception Attempt Range

Intercept same area only
Intercept ALL eligible

NEVE
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Time to send Nelson off to Davy Jones and a watery grave!

EFEFREREEEERE
2 | ‘ [e=g==|
2 by 5 - A 5
> -’PN._ e e -
Bristol Portsmouth
7 Tt/
e novw chose our top ship (I Hyy) clcik the stack button #5 and then the
attack button #7 and then we click on Nelson and get this popup which
V. wve answer yes to.

France

Attacking ALL Great Britain ships

W

| Trn 3

ed Unit Info

1805, Jan Prussia Playing Naval ...
1805, Jan Austria Playing Naval ...
1805, Jan Turkey Playing Naval ...
1805, Jan Russia Playing Naval ...

f{Winter) Wl/—, IE—HI?

Area: Areal2

27



We will attack full speed and disrupt his maneuvers during tea time.

1 I 5 __Fl|[Fee

PN

licking the end phase button gives us a pop up telling us we have a

aval combat phase (we would not get one if we did not have a battle).

here is only 1 button and it is the next battle button. This will move you

hrough the battles. You can also just click on the battle area highlighted * Tmbut f'
n yellow to start the battle. Some people have superstitions and want to f ; ;,.
esolve hig battles first, some want the small ones first and some don't L

are and just use the next battle button. That's me so we will use the

ext hattle button.

Area: Areal2

1805, Jan Prussia Playing Naval ...
1805; Jan Austria Playing Maval ...
1805, Jan Turkey Playing Naval ...
1805, Jan Russia Playing Naval ...

Naval Combat
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WOOHOO!!! Villeneuve was able to pull off our plan!

irst thing is wind guage. This means who gets to shoot first. Nelson gets a +1 to this roll and British ships also get a +1.

b is rolled, we get a 6, they get a 2, +2, s0 a 4 and we get wind guage. This is good because it means they take
asualties first hefore they get to fire back. If it were a tie, both sides shoot at the same time. To win we will have to kil
ore of their ships than they kill of our ours.

&52 20 i

Game Message

Wind Guage
France(1d6):6(0) Net:6 VS Great Britain(1d6):2(2) Net:4
(France!)

H: 13415

Click DONE toresolve maval battle:::

7

Hs 20120 %




Regrettably | put all the good gunner in the artillery schools for future land wars.

| Huy 2|
H>20/20

&

Il Lt

LE10H0 oIS

Bonus
-

Die 2(1), Loss Perc 10 Die 6(1), Loss Perc 25

H: 13415

France, remove factors

e click the done hutton down here and it moves to the battle where a db is rolled. Britain always gets a +1 to this in naval, Prussia and Austria always get a -1. If you have 1.5 times the heavy
ships of your enemy you get a +1. If you side is all light ships you get a -1. Most you can have total is +/- 1. We rolled a 1 but ended up with a 2 [2(1) means a 2 total but 1 was inclued], they rolled
2 5 and ended up with a 6. We lose 3 ships, they lose 7 and they will retreat. If you want to see the charts for the loss % those popup if you click this '?' down here. Now we take our losses hy

licking on the counter that we want to lose them from, lll Lt in our case.




Time for a tangential discussion.

he next battle button and the info window tells us we have no battles left to fight. In the log we can see that we have gained

= PP and Britain lost 1 for losing the battle and 1 more because we shamed Nelson. Only Nelson and Napoleon have these

extra PP adjustments for battles. Nelson has retreated to Portsmouth which is important. The last number in the 0030 under

Portsmouth is the number of guns, but a garrison needs to be in the city to fire the guns and there is not one there. If Britain
oves after us next naval phase, we can decimate the British fleet if there is still no garrison.

d Unit Info

1805, Jan Great Britain Loses 1 PP(s]

1805; Jan France Gains 1 PP[s)

1805, Jan France Wins Battle Of Areal2

1805, Jan Gb Nelson PPs Penalty -1pp to Great Britain - £
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Which brings up another:

Let's take a quick look at where we are on the Political Standings using the white button. VWe have this popup that has our bar on top. The chart is divided into 4 zones: Fiasco, -2 to minor country control rolls,
all you minors will go neutral next diplomacy phase; Instability, -1 to minor country control all your CONQUERED minors that do not have a corp in them will go neutral next diplomatic phase; Normal, nothing
unusual; Dominant, +1 to minor country control rolls. 4 rows of numbers are at the bottom: PS is your poltical standing, during peace that includes allies on the winning side, the nation with the highest number
gets 1st pick then the next, etc,; VP Victory points are awarded every economic phase (Mar, Jun, Sep, Dec) giving you whatever amount is under your PS number (also listed in your bar 9 for us); PSA is the
adjustment. After you get the ¥YPs, your economic manipulation occurs (more on that later) and then wherever you are on the chart after that, you are moved from +3 to -3 on the chart during the adjustment
phase - political standing moves towards the center (24/25) and the award of 7 VPs. Finally there is ELN which is the economic loss number, if you are low on teh chart and have anything but a '0" here, you
have a db rolled, if you do naot beat the number, your nation collects no § that economic phase. Despite starting many wars, our starting position and our defeat of Nelson has us in hte dominant zone so we are
doing great!

Go ahead and end this phase! Next up: LAND! Our strong suit.

Dominant
France

Great Britain

! d Unit Info | ArealntdWinter) e e BB ES [56 [EE &

1805, Jan Great Britain Loses 1 PP(s]

1805; Jan France Gains 1 PP[s)

1805, Jan France Wins Battle Of Areal2

1805, Jan Gb Nelson PPs Penalty -1pp to Great Britain - £

1805, January 00:37
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Well our strong Speedo, definitely better than those naval gunners.

1 o )
"l-‘l?

I‘_L' g
| B PARIS

s> / . N\

AR =) g B
MNowy we arrive at the Land Phase. We have 10 buttons, some familiar: 1] assign a leader to a corp; 2] Unload troops (You must unload any troops that you b
loaded and moved in the naval phase or they DIE); 3] Move into the city (IMPORTANT); 4] Undo move; 5] Clear leader assignment (In case Nappy is leading
the wrong corp); 6] Auto forage (important!), 7] manual forage; 8] removelblace a depot; 9] adjust garrison; 10] Stand down feudalinsurrection corp. First
thing to do every time is place depots. To he fed a unit must be with 3 of a depot when it is finished moving. You must have a depot in your territory as an d
anchor and from there you make a supply line to your corps (a depot alone may form your 'line'). Any place that you currently have a corp that is within 2 ofk i
an existing depot you may place a new one. This must be dome before that corp moves. So our Gd unit here () could place a depoat if it wished becasue it
has not moved and it is next to an existing depot. XI cannot since it has moved into Liege (top of screen). To place a depot just click the area you want the  ©
depot in and click button #8, removal is just clicking an area where a depot is and clicking this button.Supply costs $1 per area you are away from a depot
and $.5 for standing on the depot (total cost for supply is rounded up), but these costs are doubled in winter in all non-African areas. this is obviously TRy "3
costly so buttons 6&7 can help. Foraging is rolling a db and subtracting those big numbers in each province (Paris is a 5). You get -1 to your roll if you are
in an area you own and you can subtract any movement points that you have not used. Winter is a +2 penalty in non-African areas, another corp having &\ '\\*«,
foraged the same spot before you is a +1 penalty and 2 or more foraged before you is a +2 penaly. Any positive number is the amount of untis you lose. So?’
our Gd unit moved here with the rest (let's just pretend) and is the last forage and | roll & 6 - 4 for the area -1 for owning the land -0 for leftover movement
+2 for winter +2 for 2 or more corp having foraged gives me a 5 so | lose 5 factors from my Gd unit. Button & automatically forages all of your units that can
forage without taking losses (units in your territory that have not moved usually) so you must click on a unit and use hutton 7 if you want to forage other
units. Any units not foraged will have to be paid for. If your supply costs are a significant portion of your treasury you will get a popup warning you of it.

% s

1805, Jan Spain Playing Naval ...

1805; Jan Great Britain Loses 1 PP(s]
1805, Jan France Gains 1 PP[s]

1805, Jan France ‘Wins Battle Of Areal2

Button #10 is only used by Turkey and Austria. Turkey can stand a Feudal corp down in Land and then place it back in it's home territory (the one
is named after, Greece goes to....Greece) next reinforcement phase. For more info go to the rules and research irregular untis (everyone should &
o and learn ahout these and guerillas and cossacks and freikorps). Button #2 lets you unload a transported unit off a ship into any adjacent land
zone that your nation has access to or is at war with but it uses all the movement. Transport Fleets and Heavy Fleets can hold a depot and supply -
all adjacent land zones. Sea supply goes from an unblockaded port in you home nation with a depot and a fleet (1 factor lights are good for this)
0 any port where you have a corp that can place a depot (hasn't moved).
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Lost yet? Here's more:

P

N Bristol
Z1

doath pop up, move the unit 1 area at a time. You CANNOT move a stack (yet) in land move. As you move, you can add forces to depots or cities or plck forces up from them by
using button clicking on the depot or area and using button 9. Units that are in a city have a square in the upper left and enemy units in a city must be beseiged. You do this by

oving into and area and then clicking button #3 to move into the city. If the city is too full you will still be able to beseige so long as you do not forage the beseiging corp. Moving
4nto the city prevents foraging and starts the seige all at once so try to do it all the time. After you have moved it is usually best to click button #6 (unless you have failed to move
into a city) and autoforage everyone you can. You can then use button #7 to forage units that have a good chance of not losing factors. | will place a depot on | Hyy and the black
arrows show our attacks this month. Clicking on a unti will tell you what it's forage roII iz as well as what it's supply cost is s0 you can choose what to pay for and What to forage. ,‘
)-Iolland to Oldenbery, Hannover to Munster and Piedmont to Saxony are off the map ) : 5 ‘A‘ g’} » B 3 @ N

d Unit Info

1805, Jan Spain Playing Naval ...

1805; Jan Great Britain Loses 1 PP(s]
1805, Jan France Gains 1 PP(s]

1805, Jan France ‘Wins Battle Of Areal2

1805, January 00:40
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On to land combat and a new dawn for Europe!

EEFEERFEEERE R L ————e

foraging casualties and they are the cost of our aggressive policies. Button 1 is the next battle marker, 2 is moveinto or out of the

city (in case you forgot during land movement or if you win a battle in the field and want to move in), 3 is addiremove from garrison &
so0 that after a battle you can garrison the city you took and 4 is the assault city button if you win a field combat and want to

attempt to take the city. Our whole phase is seiges so we will just next battle our way through them, making garrisons any place

we get into the city and kill the defenders. If the controlling powver is at war with us, a garrison will conguer the minor for us
(Swvahia), but if they are not, we have to keep a corp marker sitting here through the end of the next month (Liege).

75 e A s 1

Unit Info

1805, Jan XI corps Forage:6 Mods:2 Roll: 2 Net5 GOODIE
1805; Jan Ulm Forage:4 Mods:2 Foll: 4 Net:6 Lost=2 =
1805, Jan | Holland corps Forage: 3 Mods:2 Roll:1 Net:3

1805, Jan ¥ corps Forage: 3 Mods:2 Roll:1 Net:3 GOOD! £

1805, January
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In honor of St. Crispin's day: once more unto the breach!

e e 1 I T

1805, Jan France Wins Battle Of Bremen

1805, Jan France Wins Battle Of Bremen

1805, Jan Bremen [Oldenburg) was sliminated.

1805, Jan BAT TLE:Bremen Attacker:France Defender:z
1805, Jan Assault Attempt Result: Breach

N 3 = I eanhic 7
“£To breach we need a modified 4 or higher on a d6 modified by +1 if they
ave less than the number of (towers * 5) - 4, so Namur &y needs to have |
Cic'qe“ or it is undergarrisoned and a beseiger gets +1, also modified by 1
uhtracting the number of forts (looks like a hut, Namur has 1). We got into |
~ afew areas and there is always next month. We are done so we will end
he phase and move forward into February and a field battle.

wrrgart

.45y

W' ‘LU‘ | S

Ve AR IAC_[ER EC [RS [EB ©

1805, January
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Time to CHART our course. | am so punny! &

A ElA-Manual-[EBOOK]. pdf - Adobe Reader

File Edit View Document Tools Window Help ®

& € Pmnoem Helm) o @ =

*8-0-04

his comes from the game manual and these are iy LAY

he charts for field combat. &long the top is the 14.9 Operatxonal Possibilities Chart
attacker(A) choices, down the side are the
defender(D) choices. Each day of field combat

nvolves 3 rounds and each side has a number Aftacker

pair for each round (1-2) with the 1st number chit Escalated

heing the casualty level on the combat chart and

he 2d number being the morale level. Cordon has i N — el Sitnlon Exphe

= set of numbers marked 'River'. If the aftacker A1-21-4 2-4 A2:33333 A3-34333 A213132 A214-243
orsses a river, these numbers are used. Outflank D1-21-4 24 D2-12122 D313132 D212121 D212114

also has a second set of numbers and these are Outfiank (U] {H U 0 0

A--31 31 A 41 49 A 2111 A--4-2 42

sed if the outflanking force 'arrives'. In Outflank, ST Do 6464 D- 8834 D_ 2859

ou hold the enemy in position with a pinning force
and send the rest of your army around their flank.

our commander uses his strategic rating to see if A2 2-1 22 A31 4232 Ad415242 -2 3-4 2- A1 13 22
he arrive. The numbers on the top set are used oo D2-3 3-3 3-3 D3-14-23-2  D41524-2 D3-14121 D3-23-242
ritil they arrive and an outflanking force cannto Attack 0 ® @
arrive on the 1st round. Our attack for February is 3_—;'14‘:'14
|_ondon (as you will soon see) and we had to
Cross a river making Cordon a good choice for the 431 31 32 849 6-2 42 A415-242 A2:244 34 -1 2-
defenders. If you look at the chart, outflank and Escalated D3-3 4-3 4-3 D4-15-2 4-2 D4-15-24-2 D314121 D4-24-252
chelon would be bad choices if they pick cordon Counter 0 B &
0 we can be conservative and go Probe (it Attack %_J‘;Li‘f
rotects us against Defend, another good choice
or the British) or aggressive (DUH!) and go
Escalated Assault (Assault is a middle ground & 4213121 -1 4-3 4 -3 51 | A2134 41 -1 4-2 4-
hoice). = D3-24-2 43 0212131  D313141  D314-243  D1-221 341
E Cordon ) )
Rivar River River River
D21 3141  D314151  D414243 D12 3134
Strategic rating Strategic Stratagic Strategic rating Automatic
+ orlsss to rating or lass rating or less +1 orless to Withdrawal
withdraw, If not 1o withdraw. If to withdraw, If withdraw. If
sful mt sful  not ful:  not ful
Withdrawal A22 - --
D14 - -- Ad-24-243 AG-25253 A313.233
{0} H) () D11 14 141 D21 2121 D14 14 21
A--3-43-4 H) (H) H)

D-- 11 141

221 3131 A3131 21 A3 3121 -32-3 2 A1-1 3133
D31 41 4-2 D4-14-243 D5152528 D413121  D3-234921

E0 (F) (6) F) 5) (6)
Defend A-- 2.4 4.4

D-- 11141
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CHAOS!!T Wow was this unexpected (thisa GOOD Al move).

< EIANWHELP_HLP

Casualty Level
MoraleRandom 2 3 4 5
Level Number
%LS MRLS %LS MRLS %LS MRLS %LS MRLS %LS MRLS
0 0 : 0 0 5% -0.1
02 5% -03
5% -04 10% -0.6
10% -07 10% -1.0
10% -10 15% -14
;i 15% -14 15% -1.8
% 15% -1.9 15% -2.2
15% -24 20% -26
0 -04 5% -05
5% -07 10% -08
5% -1.0 10% -1.1
10% -13 10% -14
1% -16 15% -18
: 15% -19 15% -2.3
oE15% -23 20% -2.8
" 20% -28 20% -33
5% -08 5% -09
2. 5% -10 10% -1.1
i0% -1.3 10% -14
‘0% -16 15% -18
5% -20 15% -2.3
13% -25 20% -29
1= -3.1 20% -35
200 -37 20% -4.1
a0 -11 5% -13
10% -14 10% -1.6
10% -17 15% -2.0
10% -21 15% -24
15% -2.6 -2.9

he British are gamblers too - they chose to try
an Outflank against us. Looking at our Esc
fssault -v- their Outflank, we are onthe & 3@ |
hart. We rolled a 1 and have a +1 for our leader
Davout (using the '?' on the haottom of this battle
screen will bring up these charts. Davout has a 5 |
actical (4.5*.2) since he is leading 2 corps which ﬁ
s his limit for best performance (4.5.2%). If we
ad outflanked, he would be using his strategic
ating of 4 to see if he arrived (4*.5.2)). So we
et 5% losses (they take our forces * .05
ounded up) and they lose 1.1 Morale. Morale is
igured out by adding each factor's morale value
these vary by nation so see the manual) and
dividing by the number of factors. We had a 4.0
orale (we lost .5 from their roll on the 3-1 chart).

o= O o RN = O BN O

B N B N A I s W T N
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On Davout! On .... Donner and Blitzen (stray rock).

Cavalry
Bonus

British. WWe broke the British (their morale is negative) so they are running and we
an use our cavalry factors to purse them using the pursuit chart. We went 3+

pursuit! We did manage to kill 12 factors, 3 of which were cavalry at the cost of 2
nfantry so overall a great battle for us!

i P |
110 240 1.90

We WON? WHEW! =)

Victor’s
Morale
Loss

0.0-0.9
1.0-1.9
2.0-29

3.0-39
e

Pursuit Class

1
)
5
4
3

Number of
Combat Rounds

2

4.0+

Z

None

Random
Number

7

Pursuit Class Number

15% 10% 10%

15% 15% 10% 10%

30% 30% 15% 15%

45% 45% 30% 20% 10%

60% 60% 45% 30% 15% 10%
90% 75% 60% 45% 30% 15%
120% 90% 75% 60% 45% 15%

Always "1" vs. forces withdrawing unbroken +1 to random # with pursuing cavalry leader
-2 column shifts to the right in marsh
-1 column shift to the right in forest, mountain,

after a day’s combat

EWE T VEEFE? WAARBEE

E:g Eleat B:itain l101s!:f, 5 Infantry
: L t
2 “ ’ 7 (] , 6 (I ) 221 Gr:ar:t:eB rﬁ:in Ios?: ,a; gavalry

:1 France lost no forces.

33 41 4 France. remove factors

Outflanking Force Has Arrived!

FEscalated
Assawlt

Outflank

desert.

3(1)
’
0.50
3

0l 1(41)
> 10
130 160
>4 54
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After some more masterful attacks the Brits have surrendered and offered us $ to go home so we now have to spend our loot!
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conomic phase. We have moved our Empire forward to March and our first economic phase. We have new buttons: 1] economic ‘-»\
anipulation; 2] economic summary; 3] build ships; 4] build land factors; 5] loan money to this minor (one way street they do not loan 5% 4
oney to you), 6] cede province to an ally; 7] Raise feudal unit (Dec only); 8] Remove feudal unit; 9] create a kingdom; and the 2 on

he next page are a] stop American Trade b] deduct 1/3 of your victory points earned this turn from a nation you are at war with.

By now you should have read the manual section on irregular forces. Turkey can use #8 to take down feudal corps and bring them &
p to full strencth at tehir home area(s) using #7 but only in December. a] and b] are British only options. If Britain does a] then a db
s rolled. if that number is < or = the number of major nations losing American trade then Britain gets a war with US (which they can
=nd in diplomacy). Britain wins the game if after 40 economic phases nobody has reached their victory point goal so b] can be used S8
o cut back some enemy that is doing to weel on victory points but Britain must be at WAR with them to do this. Button 6 lets you \
give a minor to an ally (usually a revvard for help in a war), while #9 let's you create one of the 3 Kingdoms listed in the manual (can ,‘ e
be seen with the '?"). #2 tells you what the balance sheet is for this economic phase. Each province has a number set. Sweden
ere has a $9/5 which means it gives, $9 and 5 manpower to the nation it is part of. If the province is a free state, these numbers
are doubled so $18M0 is given by this province to Swedish Free State. The computer adds up all the provinces that you own or
ave as a conguered minor and gives you this to build with (a running total is on the top bar as was noted at the start of the
utorial). To this is added any reparations from a vanguished enemy (Britain ovwed us §). From your $ the cost of your counters gets
subtracted, each Fleet at sea in an economic phase costs $5, every other counter on the hoard costs $1 as do depots that are on
he hoard. Let's get to work on examining 1,3,4,5 in more detail.
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1805, Mar Russia Playing Economic ...
1805, Mar Turkey Playing Economic ...

1805, Mar Austria Plaving Economic ...
1805, Mar Prussia Playing Economic ...
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Build allied land...
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like to start with my Free States first in case they need §. Here we have Sweden and we have $15 and 10 mp ($15410). We will build 4 infartry and a

4 infantry cost $12/8 ($3*4/2mp*4) and wil take 3 months to come in and our cavalry will cost $1212 and will take 5 months to arrive giving us a total of $2410. ¢
Syeden needs us to use button 5 and send them $9 before they can build. Once we send them $9 using the arrows we can purchase units here by using the
p arrows to purchase. You can never spend more than you have on builds. You also cannot loan minors any manpower. Minor cannot loan you anything.
urkey owning the Ottoman Empire can take their $ in December but that is the only exception. Anything a free state doesn't spend is lost. Majors can retain
extra funds from their nations (not from a free state) but not manpower. Prussia is the only nation that can keep unused manpower.

M oney 1 5

Manpower: 10
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in Port

1805, Mar Russia Playing Economic ...
1805, Mar Turkey Playing Econormic ...
1805, Mar Austria Playing Econormic ...
1805, Mar Prussia Playing Economic ...
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Enlarge the navy with some gunners...
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Ships can only be buitt in ports. You MUST select a port to build in and THEN select the build ships button. In this case we are building a Heavy ship in Brest. it d
ill costs us $12M and take 18 months to arrive. If Brest gets captured before the ships get added to a fleet, they are lost. Unlike land factors, ships arrive in

he port they are built in and you must have a fleet counter in that port before you can add the ship to the fleet (Other reinforcements will show up in the
einforcement pool similar to the untis we added in setup).
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Fleets in Port

1805, Mar Russia Playing Economic ...
1805, Mar Turkey Playing Econormic ...
1805, Mar Austria Playing Econormic ...
1805, Mar Prussia Playing Economic ...
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And try to extort...err encourage donations to the State.
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During this phase we can manipulate our economy for the next economic phase. We use button #1 to do this. Each colum|

Economic
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n 1-7 has 3 results associated with it: a money adjustment, a Poltical

Status Modifier, and a manpower modifier. Next economic phase, the computer will give us our VPs based on where our PS number is. The it will do the adjustment towards the center, then

will do whatever we set up nov, so if we set this to column 7 and are on top of the PS chart in June, then in June econ phase we will get 15 VPs, have our positon moved from 39 to 36
or adjustment (the 39 PS has a -3 PSAdjustment) and then from 36 to 33 for the -3 PS Mod here BUT we will get $20/7 extra beyond our normal $/imp.
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Ok Cancel

Fleets in Port

1805, Mar Russia Playing Economic ...
1805, Mar Turkey Playing Econormic ...
1805, Mar Austria Playing Econormic ...
1805, Mar Prussia Playing Economic ...
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OK that's it for now. | apologize for all my spelling errors and to the British for the fact that God made them so sad & | will start a
FAQ thread and will add to this with miscellaneous rules that need further explaining as they arise in that thread. | hope this helps all
of you get into the game.

READ THE MANUAL NOW! PLAY AGAINST THE HARD Al! GET INTO A PBEM GAME AND SEE HOW MUCH WORSE
WE ALL ARE IN CLOSE QUARTERS &

Endnote: The User Manual has been updated for v1.08 and can be found in the \Data\docs folder. Updates include additional
clarifying notes that were not part of the original manual, as well as player notes and strategy articles to help new players get started.
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