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4 2 UNDERSTANDING YOUR TURN REPORT

1 Introduction

Welcome to the world of COSMOS Fantasy games! Hopefully shizulation of fantasy nations at war will give you many
hours of enjoyment in the time to come. This guide has beettenrto be your first introduction to the game system and to
help you getting going running your fantasy empire. Thisasthe rule book for the game, though it tries to explain al th
basic rules and mechanisms through examples. Ideally youldhve able to sit down with your game set-up, the scenario
description, the unit type tables and this guide and play ficat few turns without opening the rule book, learning byrdp

The full complexity of the game system as laid out in the sohmintimidating 80+ page rule book can be hard to digest and
the guide is therefore designed to be a gentler introduction

This guide will tell you how to decipher your set-up and tuesults, how to strengthen the economy of your nation, how
to recruit troops and how to lead those troops into battlagoering new land and new cities for your glorious natione Th
text is a mix of explanations of game mechanisms, tips on whdb and what not to do, step-by-step recipes for tasks you
commonly need done in the early turns and examples of orddrs.guide is intended for reading while referring to your
set-up and while writing your first orders and you shouldtstaiting your orders as you go along rather than read theenti
guide first. The guide doemtcover all of the rules and doestgo into all the gritty details with all the rules thaite covered.

It is not intended for (nor very good as) a reference if youdtedook up some rules. The rule book is the ultimate refezenc
and you can use the index in the back of it to find the exact gdesare looking for.

Once you have played a few turns and have a feel for the gamkamnisens you should probably read the rule book to get
everything completely into place and also find out aboutalrore advanced aspects of the game not covered here.

The examples in the guide are almost all taken from the sdbufhe nation “The Blue Knighthood” in the introductory
scenario “Throne of Cofain”. If you would like to see the cdatp set-up report the examples are taken from, you can get
it from the pbem.dkweb site atittp: //www.pbem.dk/cofain/resources.html. If you do not have your own set-up yet
you should definitely get the “Blue Knighthood” set-up to Baomething to refer to while reading the guide, but waiting
for your own set-up is recommended. Note that the “Blue Ktligbd” (BK for short) is a typical human “military” nation
and the advice in this guide is most appropriate for that tfgeosition. The same mechanisms which govern the BK nation
also govern typical non-human military nations such asglsearves or gnomes, and you should therefore not haveléroub
using this guide if you play this kind of position. If, howeygou are to play a mostlgnagicalnation or special nation such
as several of the positions in “War of the Dark God” you wilveabther concerns than those dealt with in this guide and will
not be able to “translate” the examples directly to your owasition, so in this case you might have to rely mainly on tHe ru
book after all.

1.1 What you need

To get the most of this guide and get started in the best dess#y, here is what you need in addition to this guide:

1. Your set-up report. If you have not joined a game yet, you should get the “Blue Kthigod” set-up report as described
above.

2. The unit type tables for your game.Each scenario has its own unit type tables document, an ieveof most of the
unit types in the game. If you have not joined a game yet youlshget the unit type tables for “Throne of Cofain”.

3. The scenario description for your game.This gives you the background for the scenario as well as pegial rules.
You most probably read already it before joining the game.

4. The COSMOS Fantasy basic game rule book.Yes, you should even get the rule book. Although this guide is
designed to take you through the first turn without havingetadrthe rules you may still want to refer to parts of it to
delve deeper into an area you feel is not adequately covered fihere are references to different sections of the rule
book throughout this guide and in fact if you read the HTMLog hyper-text PDF versions and have the rule book in
the same directory as the guide (or are reading this on lama the web site) you will be able to click on a reference in
the guide and be taken straight to the right place in the roékliffor PDF files downloaded to your own computer, both
documents must be in the same paper format, i.e. both “A4btr 1US Letter”). Section numbers referring to the rule
book are shown iitalics.

2 Understanding your turn report

If you are sitting with a turn report and everything seemsicknough just skip this section on an initial reading andeom
back later if it turns out there is information you do not knaere to find. Youshouldread section 2.3.5 though, as it
describes the important mechanisms governing resourckiption in some detail.
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Figure 1: The BK map from the set-up report.
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Every turn you will get a turn report including an updated nadphe part of the game world you can see (or have seen).
When you first start in a game you will get a report for “turn@erthis is your set-up. The set-up report and the normal turn
reports have basically the same structure except thatithacedescription of the turn’s events in the set-up repan@turn

has been run yet) and that the set-up report contains a Ittlafys” about the game world, your nation, the types of leade
and other units you have and their capabilities. Every tuming) the game you will probably have to refer back to thewget-
report when you are preparing your orders.

Understanding the information in your turn reports is etakto play the game, so each part of your turn report is deedr
below.

2.1 The map

The graphical map shows the part of the world you have exglsoefar. A terrain key can be found in the rule book, figire
The map shows the terrain of each hexagon (hereafter rdferigs hex), the number of each hex and who owns it (if any) as
a one or two-letter nation code.

Figure 1 is an example map, taken from the set-up of the “Bloigthood” in “Throne of Cofain”. On this map you can see
the lands surrounding the realm of the Blue Knighthood. Téweek marked BK are those owned by the Knighthood itself.
Hex 167 is owned by another nation, “FH”, while all the othekés in view are un-owned.

From the example map you may learn a few things about what gowegpect to see with your units (and hexes and cities
which also act as observers, although with less efficienay ffour units). First of all, you can see that most hexes waieh
visible in the map are within two hexes of the starting hexXethe BK player. The exception are hexes 127 and 268 which
are mountains and high mountains terrain respectiveli, tastain types that can be seen from far away (ao€ versafrom
mountains and high mountains you can see further than frerflahplains). So when you send out scouts or other units you
can hope that they will be able to see the terrain of hexes typddexes away, or three hexes if they are in mountains.
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The second thing you should note is the red line running @fdabast. This is a “sea lane”, a terrain feature which indgat
where ships may sail. Sea lanes are an abstract terraindd#tere is not really a red line or dug-out channel) wheat re
terrain features are such things as rivers, fords or baysi&ithle on the example map). What you should note about the
sea lane is that on the map it is shown as ending where it émees 145 and 266. Of course the sea lane actually extends
into those hexes as well, but this is not shown on the map Iseddwe BK player has no hexes or units sufficiently close to
those hexes to “see” the sea lane. In general, you canndttéseain features in hexes more than one hex removed from you
observers. This means that at present the BK player canlhotitere the sea lane goes from 145 and 266, or e.g. whether
there is a river between hexes 127 and 146. So even though ggsee the basic terrain of a hex from a distance of 2 or 3
hexes you can only see terrain features from a distance di@xer less.

The third thing to note in the example map is the small circlihe left of the hex number of hexes 186 and 226. This indécate
that the BK player can see units in those hexes. The intefithveocircle is white because the units are BK’s own. If there
had been allied units present, the interior would have beesrg Had there been neutrals, the circle would have tumedi
square with blue interior, and had there been any enemigangle wirth red interior would have been shown instead.

Hex 167 is not shown as having any units even though there ity ancit and it is highly unlikely that a city would be
ungarrisoned. This shows that to spot units you have to gseakith a unit of your own, preferably one which has good
awareness, e.g. a scout. There could be any number of urststire hexes surrounding the BK lands, possibly except 227
and 247 which are only one hex removed from the BK units in 2B8General a standard awareness unit can hope to see a
standard mass unit (troops) from a distance of one hex utlledgrrain is jungle. A scout may be able to see an individual
(e.g. aleader) from a distance of one hex in favourableiterra

2.2 The map notes

The map notes supplement the map by describing the locatiothginits you can see (and which are marked on the map).
Here are the map notes accompanying the map shown above:

Hex 167: plains (FH)
Fairplain [1812(FH)]: size 3 of 6
Interior terrain: city
City trade rating: 7
City walls: rating:1, strength:4
Hex 185: farmlands (BK)
Azure [1801(BK)]: size 8 of 15
Iterior terrain: city
City trade rating: 10
City walls: rating:3, strength:11
Azure Castle [1851(BK)]
Interior terrain: structure
Fortifications: rating:4, strength:14
3101 (BK*) Lord Turquoise (Noble): 10 w.p./100%
3103(BK) High Priest: 10 w.p./100%
Resources: holy mana:30
3104(BK) Court Wizard: 8 w.p./100%
Resources: enchantment mana:10 fire mana:20
3108(BK) Knight: 10 w.p./100%
3109(BK) Captain: 8 w.p./100%
3111(BK) Heavy Infantry: 50/100%/100%
3112(BK) Pikemen: 50/100%/100%
3113(BK) Heavy Cavalry: 50/100%/100%

Hex 226: hills (BK)
Sapphire [1805(BK)]: size 4 of 10
Interior terrain: city
City trade rating: 8
City walls: rating:3, strength:11
3102(BK+) Lord Steel (Noble): 10 w.p./100%
3110(BK) Crossbowmen: 100/100%/100%

The single most important key to reading the map notes cityriedo take proper note of thedentation Units and locations
inside a location are shown immediately after the locatiogented relative to the location itself. Take a look at theakion
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“Azure” above. It is indented relative to the line “Hex 18%' $show that it is inside that hex. “Azure Castle” and the units
3101et ceteraare indented relative to “Azure” to show that they are indlike city rather than outside the city in hex 185.
Look carefully at the the lines for “Azure Castle” and unitdd1 These lines are indented the same amount, showing that th
castle and the unit are both inside Azure and that 31@btgside the castle (the castle is in fact empty).

In the map notes you can see most relevant information abeutties, castles and other locations on the map (the irgtom
you cannot see here, such as how much it costs to expand ar ¢igwomuch is produced and consumed by a city, is given
in the blurb describing the location, see section 2.4). Figsyou can see their current size, their trade rating aed t
fortifications. For castles you can see their fortificati@tad For all locations you can see their interior terraim#ttdiffers
from the terrain around them (e.g. the terrain inside a stineke is the same as the surrounding terrain).

Units in the map notes are listed with a summary of their aroembat data. For individuals (such as 3101 above) this
consists of their current number of wound points and theinkeat efficiency (100% for an unwounded unit). For mass units
(troops) such as 3111 above it consists of first the numberdifiduals in the unit, then how many wound points the unit
has left as a percentage of the maximum possible for the 110@% for an unwounded unit) and finally the current combat
efficiency (100% for an unwounded unit). This can be seen fawthiour own units and the units belonging to other players.
For your own units you can additionally see any resourcesechby the unit (such as the personal mana that 3103 and 3104
above “carry” around). If a unit is currently moving it willebnoted on the map notes as well. Some units not belonging to
yourself may be annotated with a phase number (e.g. “phgs& Bis means that you last saw the unit in that phase and do
not know what happened to it later in the turn (e.g. becausevied out of range or your unit which observed it moved away).

Note that the map notes do not give full details on your ownsusmd locations. For the detailed information you needve gi
your units orders you should refer to thatussection of the turn reports, see section 2.3.

2.3 Your nation status

After the map notes follow a detailed status of your natianluding your locations and units.

2.3.1 General status

First there will be a box where your current number of victpoints is printed. You generally want to get more of thesé, bu
how you do it depends on the scenario and you position. Fot pusitions though it is a matter of destroying enemy troops
in battle and taking new cities (and expanding your existitigs). The unit type tables for your game list the victopjm
values for all common units.

The next item will be a box summarising your economy, mairdyrygold income. for the BK nation at set-up it looks as
follows:

Income from taxes: 450 gold
Income from city trade: 124 gold
Other gold production: 25 gold
Total income: 599 gold

Manpower produced this turn: 630

The first three lines break down the nation’s gold income.r&heould be a line for gold mines if BK owned any of those
and another for oases if BK owned some. The “Other gold pridohitis usually the gold produced directly by the hexes of
the nation (25 gold from a hills hex in this case, how much degfain type produces is listed in the “Game world” section
of your set-up report, see section 2.4.1). The city traderimeis (of course) generated by the cities. It is proportitma
the size and trade rating of the cities owned by the natiocti(se6.6.3in the rule book). Finally, the taxes which is the
most important source of income is generated by the parteoptipulation which is not currently drafted into the army and
is directly proportional to how many men (or elves or whatex@ur population consists of) you have in your nation pool
(see section 2.3.5 and the rule book secBdhl). The same withmanpower this is also proportional to your unallocated
population (rule book sectiof.6.2. Manpower is used for work like expanding cities or builglfortifications, or to work in
your mines if you should acquire any.

Next will be a summary of younavy; if you have any. For an explanation of this and how to use yawy, refer to sectiod?2

in the rule book. What you should note is that it costs somethd maintain your ships, so if you are not going to use them
you might as well scuttle them right away or possibly keep quee to allow your scouts to move at sea (see sedfin

the rule book on how to scuttle your ships).
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After the navy report will be a summary of which units are ymajor characterslt will also list how many major characters

you nation may at most have at one time (ymajor character limi}. Your rulers and spell-casters will all be major charagter

as will heroes and knights, while purely military leaderstsas generals and captains are not considered major airatact
The limit on major characters means that you must plan yoarattier recruitment carefully, e.g. is it most importameoruit

a Hero or an Acolyte for your final major character slot.

Next in your status report will be an overview of the resoupceduction and resource usage of your nation. This is so
important that it is treated separately in section 2.3.5Wwel

Then there will be a section entitled “Administration”. EHists three important things: First yoadministration points
which is roughly speaking how many orders you can give intaaitlio those you give to your leaders (rule book sec8@).
Second, which unit is the ruler of your nation (relevant fetr@ administration points) and which unit (heir) will regke the
ruler if the ruler should be eliminated. Third, themeof your nation which is important because this is where alinfeaders
will go to when they have to flee from battles (rule book sewi®.2and9). It is usually possible to change your home but it
is expensive and in general you would much rather just takggeod care of the one you have.

The last thing listed before your possessions is ymlicies This is how your units are instructed to react towards ufits
other nations. Nations will only be listed if they are youckeed enemies or allies - if a nation is not listed it means @
neutral towards it. Usually you want to leave your policieslzey are unless you manage to ally with another nation. See
section5.4in the rule book about how to change policies.

2.3.2 Controlled land

This section of the status report lists all the hexes youpnaiwns. Usually it will just list the terrain of each hex plany
rivers in the hex (rivers contribute to the production obneses in the hex), but sometimes there will be a warningnfesone
is trying to take away (control) the hex, so it is always a gt to inspect this section carefully for something logkike

this:

Hex 186: plains
Someone is attempting control!
2 hex sides of large river

In the map notes you will be able to see which enemy armiesnayeur hex and thus who is trying to take the hex, see
section 10.

If there are resources stored in the hex they will also bedigt the “Controlled land” section as well as in the map notes

2.3.3 Locations

In the section of your status report entitled “Locations’eall your cities, castles, mines and other locations wdllisted. A
city might look like this:

1801 Azure at 185
Size 8 of 15
City trade rating: 10
Income from trade this turn: 88 gold
City walls: rating:3, strength:11
Cost to improve city wall strength, per point: 24 gold and 48 manpower
Cost to improve city wall rating to 4 (at strength 12): 96 gold and 192 manpower
Cost to expand one size increment: 50 gold, 50 wood and 100 manpower
- plus cost of expanding city walls: 33 gold and 66 manpower

As you can see, some of the information in the map notes isitegédnere (such as size, trade rating and walls information)
But there is some extra information, namely the actual tiademe from the city this turn and the cost of improving the
fortifications or expanding the city. Trade income is prdjporal to the size of the city and to its current trade ratirigoh is
found as its basic trade rating as listed (10 in the exampdeatplus half the rating of the city walls, rounded down (@or
total current trade rating of 11 in the example above).

A city will produce population as well as trade income butgitpulation production is not listed in the “Locations” denf
it can be found in the blurb describing the city instead (ss#ien 2.4). What is worth to know is that its production is
proportional to its size.

All cities have asize given as a number afize incrementsAzure in the example above has a current size of 8 but may be
expanded to a maximum size of 15. Economically it is usuatipad idea to expand your cities early in the game.
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The listing for a castle may look like this:

1851 Azure Castle in 1801 (map position 185)
Contains: 0 of 5000
Fortification rating:4, strength:14
Cost to improve fortification strength, per point: 20 gold and 40 manpower
Cost to improve fortification rating to 5 (at strength 15): 75 gold and 150 manpower

Aside from the fortification rating and strength (which césoebe found in the map notes) there is a line describing hoshmu
room the units inside the castle (if any) take up. The castter@ contains no units and thus zero of its 5000 spaces ap tak
up at the moment. A human takes up 4 spaces and a mounted hakearup 12 spaces, so it wound take 1250 footmen or
just over 200 horsemen to completely fill up the castle (fdailieon how much space other types of troops require see the
unit type tables for your game). A castle can never be ovedfiko you are neither allowed to move into a castle with egfor
which is too large nor to recruit units inside if this wouldemfill the castle. Other types of locations may also be kahiin

how many units there are room for inside, cities and oasemtibe most important exceptions.

A word about thdortificationsof cities and castles. As you can see from the examples afmtiéications have botlnating
andstrength Therating is roughly speaking the height of the walls and is what givgitsuinside protection from attackers
outside, the higher rating the better, see section 12.1 sfrbegthis roughly speaking the thickness of the walls and affects
attempts to damage the walls (see the rule book setta®. The strength also limits how high a rating the walls canehav
no fortifications can have a rating higher than one third efrthtrength, rounded down.

You pay a gold upkeep for your fortifications. For castles pay 5 gold per point of rating per turn, e.g. 20 gold per tum fo
Azure Castle in the example above. For cities you pay one g@ighoint of rating per size increment of the city per turg, e.
24 gold per turn for the city walls of Azure in the example abolf you are pretty certain that you will not be attacked it is
generally a good idea to reduce the rating of fortificatians ¢or to 0 to completely remove them). Note however thatesst
reduced to zero rating are completely removed, potentiaiiering the production of the hexes they were in and depgivi
your nation of administration points (rule book sectiih2). Note also that it will generally be very expensive and taket

of time to build high rating fortifications again later if yahould need them.

Improvement and reduction of fortifications is describethimrule book sectio6.2

2.3.4 Units

In your status reports, units will be listed ordered by fimee they are in, with forces ordered after the unit number of the
force leader. The listing for two forces could look like this

3108 Knight: 10 w.p. at 1801 (map position 185)
Tactics: flee
Force:
3113 Heavy Cavalry: 50*%4 w.p. at 1801
Tactics: charge

3109 Captain: 8 w.p. at 1801 (map position 185)
Tactics: flee
Force:
3111 Heavy Infantry: 50%4 w.p. at 1801
Tactics: defend
3112 Pikemen: 50%4 w.p. at 1801
Tactics: defend
The force leader is listed first, then come the units in hiségone for 3108 and two for 3109), indented to show they age in
force rather than independent. An independent unit is theeses a force consisting of only one unit (the leader). Naeah
types of units can be force leaders and all types can be sulatedso it is possible (but not usual) to have a unit of itrfan
lead your general.

There are two main types of units in the game: individualsraads units. Individuals are leaders and characters suct08s 3
and 3109 above. Mass units represent troops such as 3112laBd1B113 above. There is no difference in how you get them
to do things but individuals usually have special capaedi{such as recruiting troops or controlling land) whilestnmast
units can just move around and fight.

For each unitis listed its current wound status and its jposifT he wound status of an individual is a number of wounah{si
abbreviated w.p. The would status of a mass unit is show asuheber of individuals which has a given number of wound
points, e.g. 50*4 w.p. for a unit with 50 individuals who alive 4 w.p. A force with a wounded mass unit could look as
follows:
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3102+ Lord Steel (Noble): 8 w.p. at 1805 (map position 226)
Tactics: flee
Force: (carries: 50 of 106)
3110 Crossbowmen: 23+%4, 17*3, 10*1 w.p. at 1805
Tactics: defend

The unit 3110 above has 23 individuals with 4 w.p., 17 indiit$ with 3 w.p. and 10 individuals with 1 w.p. (these 10 are so

badly wounded that they anecapacitated. See the unit type tables to see how many wound points epelofyunit has and
how badly an individual must be wounded to be incapacitdtabt units will regenerate lost wounds given enough time.

Each unit is also listed with its curretactics See section 9.2 about this.

If a unit is carrying something it will be listed under thatitur-or the force as a whole it will be indicated how much weigh
is carried by its units (carried weight slows down movemsat sectioril.1.1in the rule book). Note that incapacitated

members of a force have to be carried as well, so that expldigshe force of 3102 above is carrying a weight of 50 (each
incapacitated crossbowman weighs in at 5).

As the game progresses you will find that there are a lot ofrdttiegs which might be listed for a unit such as its morale or
active enchantments. Refer to the index of the rule book vgbemething is not self explanatory.

2.3.5 Resources

The resource report of your nation is a table giving an oesvwbf the resources at your disposal, your current resource
production and your resource usage. In the set-up repdnedBK nation it looks as follows:

Resource Pool Distr. Prod. Used Lost Upk. Poten.
gold 700 0 0 0 0 256 599
food 2732 0 0 0 0 610 1293
wood 1775 0 0 0 0 0 475
iron 150 0 0 0 0 0 150
horses 204 0 0 0 0 0 127
men 1500 0 0 0 0 0 175
manpower 630 0 0 0 0 0 630
arms 450 0 0 0 0 0 150
holy mana 0 30 0 0 0 0 15
enchantment mana 0 10 0 0 0 0 5
fire mana 0 20 0 0 0 0 10

Note that the columnprod. (for produced)usedandlost contain only zeroes. This is because no turn has been run yet

and therefore only the current staty®6l anddistr. (for distributed)) and the production forecgsiten. (for potential) are
meaningful.

From the resource table you can see how many resources agattyiin the natiorpool. These are the resources you can use
next turn. Resources in the nation pool can be used by anywfumts or locations. So from the example above we can see
e.g. that BK has 450 arms available for recruiting units @fitst turn.Mana, which is used by spell-casters, is usually not in
the nation pool where it can be used by everyone but rathell ibevdistributed as personal mana between your spelecsaist
Such mana (and any other distributed resource) is listeaeidistr. column of the resource table. You will then have to look
in the “units” section of your status report to find out expethich of your units have the mana.

The upk. column shows how much will have to be spent next turn on upkdemur current units, locations, navy and
whatever else requires upkeep (usually the same amouhtsawé been spent on upkeep this turn, but e.g. a city undge sie
will not have used food this turn but will still be counted lretupkeep column because the siege might have ended néxt turn
We can see above that BK should expect to use 256 gold nexvtuupkeep.

The poten. column shows the expected (potential) production next forovided no changes occur which affect production
(such changes occur almost every turn so you should alwags ikemind how your actions will affect your production).
Production happens at tlead of the turn butbeforeupkeep has to be paid, so if you deduct the expected upkeeptfre
expected production you can see how large your surplus ptimus. You should always try to keep your upkeep lower than
your production because otherwise you will have to draw eplkieom your nation pool and if you do not have enough for
your upkeep your units will be dissolved or your cities will teduced in size and/or lose their fortifications (see sp&i4

in the rule book).

If you look at the resource table for BK above you will see tdh a production of 599 gold per turn and an upkeep of 256
gold per turn, BK can expect 343 gold to be added to the natbah gt the end of each turn if nothing changes. This kind of
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simple calculation is however true only for non-perishabkources such as gold, arms and iron. Perishable rescuicieas
wood and food as well as the abstrawnpoweresource follow a different rule, and resources represgmtur population
and livestock follow a third rule.

To properly understand the complex mechanisms governipglption, livestock and perishable resources it is usefskee
an example of a resource report from a game turn and not justtine set-up turn. So here is what the resource table for the
BK nation for turn 1 would look like if no resources were used éhe production was unchanged from the set-up:

Resource Pool Distr. Prod. Used Lost Upk. Poten.
gold 1043 0 599 256 0 256 599
food 2732 0 1293 610 683 610 1293
wood 1775 0 475 150 325 0 475
iron 150 0 150 150 0 0 150
horses 204 0 127 0 127 0 127
men 1500 0 175 0 175 0 175
manpower 630 0 630 0 630 0 630
arms 600 0 150 0 0 0 150
holy mana 0 45 15 0 0 0 15
enchantment mana 0 15 5 0 0 0 5
fire mana 0 30 10 0 0 0 10

Theprod. column, which shows the turn’s actual resource productgnees with thg@oten. column showing the expected
production for next turn, indicating that nothing disrup®K'’s production this turn. Furthermore the two columnsesgwith
thepoten. column of the set-up report, so there were no surprises.at all

Theusedcolumn is equal to thepkeep column forgold andfood, indicating that all gold and food used went towards the
upkeep of units, locations and the navy. You can also sed &titon and 150woodwas used. These resources were in fact
used to produce the 1%0mswhich BK produced this turn. At the end of the turn, before mmpd decays (see below) and
before any new iron is produced, most nations will converbevand iron to arms at the rate of 1 unit of wood and 1 unit
of iron to 1 unit of arms. So your arms production will be ligdteither by the wood available or the iron available and the
limiting resource will be completely used up every turn iiio the case of BK).

If you look atlost column of the table above you will see that sofbed wood horses menandmanpowemwas lost in this
turn.

Foodandwoodareperishableresources and a certain percentage of the food and wood irpgoliat the end of the turn will
perish (after arms production but before food and wood petidn and before upkeep). The percentages are: 25% of food
and 20% of wood. If you look dbodin the table above you will see that 683 units were lost, gmoading to 25% of the
food pool available at the start of the turn (the resourcéetdom the set-up showed that there were 2732 units of food in
the pool). If you compare the resource tables from the setagpfrom turn 1 you will note that the food and wood stores in
the nation pool are unchanged after turn 1 (as are the otbeurees for which as loss is listed). This is because witheafix
production, a fixed usage and a fixed percentage loss eacthturasource pool will eventually reach an equilibrium veher
the production is exactly equal to the combined usage arsd Tdse resource pools of perishable resources are at thestar
the game equal to their equilibrium, so therefore they wilyachange if the production or the usage changes. So eveqlho
you cannot see directly in your set-up report what your resmloss will be, youdo know that after all losses and usage has
been deducted and new production added the pool will be ungelth

Now here are some examples of how different actions willcffee wood and food balance of the BK nation. If BK gain some
more food and wood producing lands their production willdrae higher than their combined usage and loss and therefore
the pool will start to grow until it reaches its new equililom level (this will take several turns). Similarly if BK shiolose
some land, the pool will slowly decay to its new equilibriuthBK uses some wood e.g. to build a ship but the production
and usage is unchanged then the pool will suddenly be betorqtilibrium and therefore slowly grow until it reaches its
equilibrium again. If BK increase their iron production theore wood will be used to produce arms every turn and as the
wood usage goes up, the pool will slowly go down until it rezskts new equilibrium. If BK expands a city or recruit new
units then the food upkeep will go up and thus the food podiale a new, lower equilibrium and will slowly adjust to that

Manpoweris an abstract resource which represents the amount of varlcgn order your population to do for you. Work
cannot be “saved” from turn to turn and therefore all manpami@ch you do not use will be lost. In the turn 1 resource table
above we can see that as BK did not use any manpower, all 680afrmanpower were lost but 630 new units of manpower
were generated for potential use next turn.

Population and livestock (men and horses for BK) have the namaplex production and loss mechanism of all the resources
Both work in principle just like food, i.e. a certain percage is lost every turn but this loss is compensated by youwlymtion
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and therefore the pool is unchanged from turn to turn. Theufatien and livestock “pools” are however not just thostelis
in the resource table.

Your population pool really consists of both your “unassidhpopulation which is what you see in tpeol column of the
resource table and your “assigned” population which is e population in your military units. Whenever you re¢mngw
units you will be moving population from you unassigned pmoyour military by paying the population cost of the units. |
you dissolve units you will move the population that wenbinteating them back into your population pool. Recruiting a
dissolving units thus does not change your total populaiiwhit is your total population which is in equilibrium witloyr
production, not your population pool. So if the BK nationngts a new unit of 200 men thmenpool of BK will go down

by 100. As the loss of men is computed based on the total ptipuind not just the free population in the pool this loss wil
be unchanged (and in equilibrium equal to the productiod)therefore the pool of men witkemain100 less than before,
even after a few turns. This is in contrast to e.g. the use ofdro build a ship mentioned above where the wood pool would
slowly recover to its old level over time. Your populationgbavill only begin to grow if you either increase your popuidat
production (by expanding or conquering cities or contngjlnew land) or when some of the men in your units are killed in
battles bringing your total population below the equilibmi level.

Livestock follow the same mechanism as population, so wheenrgcruit units requiring e.g. horses the animals are moved
from you pool to your new units but still count towards youtaldivestock. So if BK use 100 horses for a unit there will be
100 horses less in the pool thereafter.

This mechanism of a certain production of population givenggertain total population in equilibrium is extremely innfzmt

to understand as it has a major impact on your whole econoheyrdason is thainly the unassigned population in your pool
pay taxes So when you assign people to military service by recruitings you at the same time reduce your tax base. The
BK nation for example hastax efficiency factoof 30% meaning that for every 100 men in the unassigned poohBlkyet

30 gold in taxes each turn. So let us assume that BK recruitét@fi1l00 Heavy Infantry. The cost of recruiting 100 Heavy
Infantry is 60 gold, 300 arms and 100 men. The nominal upkeefhk unit is 30 gold and 100 food per turn. But taking
100 men out of the tax base means losing 30 gold in tax incomg éurn, so theeal cost of having the unit is actually 60
gold (and 100 food) per turn. This loss of tax income need®ttaken into account when you are considering which units to
recruit as it effectively makes the light, cheap units mogqgemsive than they seem.

2.4 Blurbs

At the end of the set-up report there will be a section emtitRules & Information”. This contains a lot of informatioaut

the game world in general, your nation, the types of unitdabvie to you and the powers they have. Information is given i
the form of “blurbs” (some of which can be rather long), e.ge dlurb per type of unit. Over the course of the game you may
get new blurbs as you discover more about the game worldas.ygou encounter new types of units.

2.4.1 Important blurbs in your set-up

The set-up report contains a lot of blurbs, most of which ydube referring to throughout the game.

One rather long blurb will be entitle@he game worldThis gives some general information about the size of timeegamap
and also the names, numbers and abbreviations of the natitims game. It will also give a description of tkezrain types
which can be found in the game. This list is important bec#uséhe only place in which you can see the resource producti
of hexes of different terrains. For example, it might beesfahat one hex of woods produces 150 food, 500 wood, 20 wolves
10 men, 3 elves, 5 dwarves, 5 gnomes, 25 goblins and 20 natura per turn. This is most likely not what a hex of wood
you own will really produce because this production has tonbdiplied by your nation’gproduction efficienciewhich are
listed in the blurb entitled “Your Nation” (see below). FbetBK nation which has 100% production efficiency in food, woo
and men and no production efficiency for the other resouroésnpially produced by a woods hex a hex of woods terrain
will produce 150 food, 500 wood and 10 men per turn and notklag. For a nation of wood elves with 100% production
efficiency for food and elves, 75% for wolves, 60% for natum@an, 40% for wood and nothing for other resources the same
hex would produce 150 food, 200 wood, 15 wolves, 3 elves anthlire mana per turn.

The next important blurb is entitledour Nationand it contains different subsections detailing the najion play. The
section ECONOMY lists your tax efficiency factor and citydeaincome factor as well as thaleinage efficiency factor
which determines how much manpower you have. The NATION DAg€Ation lists important information such as your base
administration (order allowance, see section 3.1), yoadpction efficiencies and the special nation orders availbyou.
The other sections are pretty self-explanatory.

Most of the blurbs you will receive will probably be about #i&erentUnit Typesavailable to your nation. Standard military
units will mostly be completely described in the unit typklés for your scenario and those few which are not are ortlydis



13

with the extra information the tables do not give you. Théeddnt types of leaders and characters however will havg lon
descriptions, mostly concerning the special orders avigile them or other special abilities. As an example, hetfeedlurb
for a Knight:

Unit type 122: Knight (human)

Can go questing.

Immune to bribe, charm and magical as well as normal fear.

A Knight has an order allowance of 4 orders per turn. He caryaasjects of a total weight up to 2 and a total size no larger
than 4 and is never slowed by carried weight.

Cost of unit: 50 gold.

Special powers:

The Knight will as force leader givelaadership bonus units of the type(s) Heavy Infantry and Heavy Cavalry. Bbaus

is 25 added to unit morale at the beginning of every phase. Xirmam of 4 units of a combined size of no more than 200
individuals can receive this bonus.

recruit:

The Knight may recruit units of the following type(s):

3: Heavy Infantry

9: Crossbhowmen

This takes 12 phases for a unit of standard size, the baséting 6 phases and the variable time 6 phases. The recrtitmen
can only take place in farmlands or city. You must own the fimsiwhere the Knight performs the recruitment.

recruit:

The Knight may recruit units of the following type(s):

7: Heavy Cavalry

This takes 16 phases for a unit of standard size, the baséting 8 phases and the variable time 8 phases. The recrtitmen
can only take place in farmlands or city. You must own the fimsiwhere the Knight performs the recruitment.

The prose is rather poor but this is because the blurb is ynwstthine generated. One thing that may seem especiallysodd i
that the power to recruit units is listed twice. This is besmathe description of the knight's recruiting abilities hawe split
into multiple entries because there are differences inithe it takes to recruit the different units (most other laatypes
have their recruiting abilities split into even more ergri=cause of different recruiting times, different tern@quirements

or other factors differing between them).

The blurb for a leader or character type will detail “basitadasuch as the cost and upkeep (if any) for the unit, carrying
capacity and special immunities such as immunity to illasior bribery. For normal military (mass) units all this infaation
can be found in the unit type tables. There is however sonoerivdtion which even for characters is not listed in the blurb
but should be found in the unit type tables instead: Thesthareombat and terrain performance data of the unit.

In the description of the Wizard character type you might fimehtioned that he has the power to make e.g. fire strikes:

firestrike:

The Wizard may by executing tHaestrikeorder cause magical fire to strike all units at a position sTakes 4 phases. The
maximum power that can be specified in fivestrikeorder is 3 and the target position must be within a distanckludxes
from the Wizard. The resource cost is 10 fire mana per hex ¢dmlig to the target plus 25 fire mana per point of power
specified.

This explains how long it takes for the Wizard to cast the lspew much power he may put into it, the maximum range to
the target and the resource cost. It does not, howevely sslimuch about the effect of a fire strike or how to write thaeor
This information can be found as a blurb in the section etFlowers There each special order not covered by the rule book
has an entry describing the special rules governing the amtttof course what the order syntax is.

3 Getting things done: Orders

Your nation, locations and units perform actions accorttrtheordersyou give them. At any pointin the game, each location
and each force leader (unit) will have a (possibly emptydforders to be executed. Locations and units executedhdérs

in parallel (see section 3.4) but each location or unit willsh the first order in its list before even looking at its nesder,

so the order in which the orders occur in the list is importditthe start of every turn you can add orders to the end of the
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order lists of your locations and units and/or you can renaweold orders that have not been finished yet. i&onorder
list is a little different: All orders in the nation ordertiare executed at the same time (in parallel) and you cannuive or
change orders which your nation is executing, even whenttieylonger than a single turn to execute.

For a force of units, only the force leader can have ordeespther units in the force just follow him around. If you give
orders to a unit which is not a force leader it will immedigteteak out of its current force and become its own force of onl
one unit. Thus to e.g. change the tactics of some units inafgour shouldhot give atacticsorder to each unit but rather
give the order to the force leader or as a nation order. Silp@u shouldnot use themynameorder to change the name of
your existing units, you should instead use tiaenenation order.

3.1 Writing orders

Orders are written one order per line except when they cowmthier, embedded orders. Before each list of orders you must
write who is to receive those orders by writing the unit ordtiean number followed by a colon on a line by itself. Nation
orders must be written at the very beginning, before any emibcation orders. So for example the BK player could write
something like this:

scuttle warships 1
scuttle transports 2

1801:
expand 3

3101:
fleewhen 6
recruit "Heavy Infantry" 100
orders:
tactics defend
join 3101

The twoscuttleorders are nation orders (the nations scuttles some sliiyes),1801 (the city Azure) is ordered to expand
itself by 3 size increment and finally the unit 3101 (Lord Twotse, a noble) is ordered to flee when at 5 wound points and
to recruit a unit of Heavy Infantry with 100 individuals antvg them order to change tactics to “defend” and then join his
personal force (most of these orders will be further descriater). The only thing which might look a bit odd at first @
thetacticsandjoin orders areembeddedh therecruit order by preceding them with the keyword “orders” on a lindtbglf

and following them with a period on a line by itself. So tieeruit order is not written on a single line after all, it actually
takes up five lines, two of which are orders in their own righieh are just embedded into the recruit order.

You cannot give an unlimited number of orders. Most orderswil give to characters which have ander allowance The
order allowance of each type of character is stated in itbbfor example as in the blurb for a Knight shown in sectich 2.
where you can see a Knight has an order allowance of 4 ordetsipe Orders embedded in other orders such as the two
orders embedded in the recruit order in the example abowecalsnt against the order allowance, so in the example a total
of 4 orders are counted against the order allowance of 310L.c#n give orders in excess of the order allowance of your
characters and to units without an order allowance, but sach order requires oreministration point Locations orders
and nation orders always require administration pointsrdg characters have an order allowance, so the examplesorder
above requires 3 administration points. The number of atnétion points available to you will be stated in your stat
report. Your nation has a base number of administrationtpaitated in your set-up report in the NATION DATA section of
the blurb entitledvour Nation(see section 2.4.1). To this is added some administratiorigpcontributed by certain character
types (typically the rulers of your nation) and finally twoipts for each hex in which you have a castle. See se&idof

the rule book for further information about administratfmrints.

NOTE: Orders which exist purely to create atmosphere in #meegsuch as theameandmynameorders do not count towards
order allowances or require administration points, theycampletely free.

The rule book describes the syntax of orders in more detaéeation3.1 The short description given above together with
the examples later on should give you a pretty good idea dimwuto write orders though, and if you are playing by web and
using the on-line order checker it will help you by spottimgpes in the syntax of your submitted orders and also to kesskt

of your administration point usage.
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3.2 Pending orders

Those orders which a unit or location does not have time tetiduring the turn will be transferred to next turn and the uni
or location will continue where it left off. The pending ordeof each unit and location you own will be listed in the s$atu
report, for example like this:

3101* Lord Turquoise (Noble): 10 w.p. at 185
Tactics: flee
Flee when at 6 w.p. or less
Pending orders:
move 186 (begun-2)
include 3116 3117

Here themoveorder has already been partly executed and the (begun-2)atieat the order will finish in phase 2 of next
turn (see section 3.4 below).

Any orders given to a unit or location with pending orderd W#é appended to those orders. But what if you have changed
your mind and want a unit to do something different from itagliag orders? Then you start the new order list for the urth wi
one of the special ordelseakor clearwhich are not executed as normal orders but instead reshi immediate removal of
pending orders, the difference being thagakremove all orders whilelear leaves the order currently being executed alone.
So if you wanted 3101 in the example above to finish the move8tHut not wanted it do execute tivecludeorder you
would useclear, while if you wanted 3101 to stay at 185 you would tseak

There are more advanced usesclefar andbreakas well as orders for inserting your new orders in the middla list of
pending orders or even in a list of embedded orders in a pgratiter, see the rule book sectidh.2

3.3 Comments

It is often useful to write comments along with your ordersrtake it easier for yourself to read them. If you are subngttin
orders directly to an automatic order checker you will needitite your comments such that the system ignores them. The
COSMOS system will ignore anything after an “@” charactthe end of the line. So you can for example write:

3101:
clear @ remove pending include
move 187 @ move to engage centaurs

3.4 Order execution

As stated earlier each unit or location will execute itsdfbrders one at a time and in the order they were given, buinéti

and locations act simultaneously and thus the orders of nitevill be executed in parallel with the order of all otheritsn
This “simultaneous action” is simulated by the game engindibiding each turn into 24 action phases and in each action
phase have the units execute their orders one after the dthersequence in which the units get to act within each action
phase is determined by thémitiative, see sectiod.2in the rule book.

Each order will take a certain number of phases to compleis) ero phases for very fast actions to several turns worth f
slow actions such as getting control of a hex of high moustadrders do not take effect before they are completely fuish
but you must pay their entire resource cost (if any) immedijaivhen they are first started.

4 Taking care of your characters

Now that you know the basic mechanics of reading your turontegnd giving orders for next turn it is time to consider what
do do.

Your most important asset are your leaders and other cleasaamd taking good care of those should always be foremost in
your mind when writing your orders. “Taking care of” chaexstin the context of a COSMOS Fantasy game means making
sure they are not killed. There are basically three ways ¢tept characters and you should use them all for all of your
characters most of the time (expendable scouts possiblyded).
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1. Keep the tactics of the character as “flee”. Always. Reallyays. The only exception is characters who are in quest
mode and expected to battle monsters or whatever, theydhauk tactics “defend”. Just make sure that you change
tactics back to “flee” immediately before a character leapesst mode. For one more exception read on below. Tactics
are described further in section 9.2 below.

2. Set afleewhen conditioffor the character. As the very first thing you do in your firgintuor as the very first thing
a new character does after being created. When a chardtderighen condition has been triggered and the character
flees and returns home, a new fleewhen condition needs to ke #wt very first thing. Setting the fleewhen condition
is discussed further below in this section.

3. Keep the character together with regular troops. Foradtars who are force leaders this comes automatically, but
never be tempted to leave those important spell-castems & “safe” city behind your lines. How to move your units
together in forces is discussed later in section 7.1.

The most important order used to protect your characteheiftdewherorder. It is usually given as an order to the character
itself, such as this:

3101:
fleewhen 6

This tells 3101 to flee when his current wound level is reduce@l or less. Do not set fleewhen conditions too low as a
fluke critical hit may easily kill off a character with 3 or 4 wod points. Set the fleewhen level two or three points below
the maximum wound point level of the character but nevenbdlalf the full wound points, the purpose of setting inist to
allow your character to participate in combat, becausetflyave sensibly kept tactics “flee” as suggested above thraciea

will flee from combat before being damaged. A fleewhen coaodiis an extra precaution which will buy you time when you
have characters fleeing home from battles lost and your henmeder attack (see sectiéri of the rule book for a description

of this effect).

In the first turn when fleewhen conditions have to be set fot aflcharacters you might want to use tteewherorder as a
nation order to set fleewhen conditions for several charagtégh only one order (to save their order allowance). Youtdo
like this:

fleewhen 6 3101 3102 3104

This sets the fleewhen level of the three characters 3102, 8163104 to 6. Usinfieewheras a nation order is also useful if
the character you want to set a fleewhen condition for is immidlle of executing an order you do not want to interrupt and
start over. Just remember that you can never set the fleewhelof a character who is currently fleeing.

At the start of the game, the BK player might give the followimation orders to set conservatieewherconditions for all
his character units:

fleewhen 6 3101 3102 3104 3109 @ nobles, wizard, captain
fleewhen 8 3103 3108 @ priest, knight

Below the single occasion where you would consider using‘fler” tactics together with a fleewhen condition for your
leaders will be described. It is not as safe as keeping “fleefids all the time but may be necessary especially if you are
playing a nation of dwarves or gnomes.

If your character is the leader of a force of small but tough éighsuch a dwarves and your opponents troops are all larger bu
weaker, oiif you have heavy troops up against hordes of light troops tbamyjight need to set tactics “avoid” for your leader,
but only if you have set a fleewhen conditiofhe reason for this is that the many or large opponents t¢dmeffectively
engaged by your few or small tough fighters and therefore safrtteem will get through your lines and engage your leaders
even though you may eventually win the battle. If your leadee on tactics “flee” they will immediately flee the battleamh
they are about to be attacked, even if the attackers are wehkedp is not far away. If on the other hand they have tactics
“avoid” and a fleewhen condition they will try to avoid comiatt will be able to withstand a few attacks by weak opponents
before fleeing, giving your troops time to cut the enemy fatown to a size where it can be contained and your leaders are
safe.

A final advice on how to keep your characters safe: Protect jome. The location or hex which is your designated home
is where your characters must flee to when forced to flee. Iflgee it, they will have no place to go and will be killed.
Therefore any threat to your home should be taken very sdyi@nd you should do your utmost to protect it, or in the worst
case move it somewhere safe if you can.
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5 Expanding your cities

Early in the game it is important to consider expanding yoties The benefits are easy to see: A larger city produces mor
trade income and more population (which in turn gives youeatpr tax base). But there are a couple of things you need to
take into account.

As an example let us look at the city Azure owned by the Bluggktiiood. We need to look first in the status section of the
turn report to find the current status of the city:

1801 Azure at 185
Size 8 of 15
City trade rating: 10
Income from trade this turn: 88 gold
City walls: rating:3, strength:11
Cost to improve city wall strength, per point: 24 gold and 48 manpower
Cost to improve city wall rating to 4 (at strength 12): 96 gold and 192 manpower
Cost to expand one size increment: 50 gold, 50 wood and 100 manpower
- plus cost of expanding city walls: 33 gold and 66 manpower

This tells us that the current size of the city is 8 and it camXmanded as much as 7 increments to the maximum size of 15.
It also tells us the cost of expanding one size incremerg ¢tn also be found in the blurb for the city, except that thet 0b
expanding the walls is not in the blurb as it varfies with watimg and strength). To discover production benefits aneéddd
upkeep resulting from expanding the cuity we have to lookattiurb for the city which came in the set-up report (forasti
you discover later in the game, the blurb will be in the refiamn the turn you first saw it):

Location 1801: Azure (city)

Position: 185.

Azure can "see" its surroundings and influences control | 18may contain infinitely much, can be entered
directly and the terrain inside is city.

It has size 8 of 15 at the start of the game.

Cost per size increment: 50 gold, 50 wood and 100 manpowetr.

Upkeep per size increment per turn: 30 food.

Production per size increment per turn: 10 men, 1 elves, Iv®sand 2 gnomes.

First of all, does it really pay to expand the city? Given eglotime, any city expansion will pay off because of the added
trade. But if it is late in the game you need to figure out how yrtams it will take to get back the gold you invest (although
in the very last turns you may find yourself expanding youesiis much as you can simply to get more victory points). In
the status report we can see that expanding Azure costs B(pgokize increment plus 33 gold for the walls, for a total of
83 gold per increment (for analyzing whether expansion gaysneed not be concerned with the wood or the manpower,
provided you have it of course). The city without its fortitmons earns 10 gold per size increment in city trade alodetfzm
added net cost of the walls per turn is 2 gold (3 gold minus @l gol get back in increased trade), so from that you will break
even in about 10 turns. This is however not counting the autdit tax revenue you gain from expanding your population,
which is a little more difficult to compute. For the first tutrid easy: the city will produce an additional 10 men who at 30%
tax rate will pay 3 gold (see section 2.3.5 above). The exdpufation and thus extra taxes from the city will grow fromrtu

to turn but with diminishing speed because of the loss of faifmn every turn (again see section 2.3.5). Eventuallyetttea

tax revenue per turn will be considerably more than what yetuirg extra city trade (taxes will equal trade revenue after 4
turns for Azure and the BK nation). All in all for Azure you wioabout break even in 5 turns and make a profit in 6 turns.

A fortified city is much more expensive to expand than a namiffed and for that reason many players tear down the city
walls before expanding. What you should definitely avoi@ifirst expand the city and afterwards tear down the walls ea
in that way you pay for something you destroy immediatelgmafards.

If we tore down the walls of Azure, the cost of expansion wdagnly the basic 50 gold and the net increased revenue would
be 10 gold per turn rather than only 8 gold, plus the extranmedor taxes. This translates into almost breaking even in 4
turns and making a profitin 5 turns.

It it was just the cost of expansion you had to take into actgan would always expand you cities to maximum size at the
very beginning of the game. There is however one more thingnged to consider: A larger city requires more food. From
the blurb for Azure we can see that for every size incremestaxpanded BK will have to supply it with an additional 30

food per turn. This may not seem a problem considering thahB&a surplus food production of 683 food per turn. But if

BK expands Azure by the maximum 7 points, 210 of those 683 foiicbe used. Those 210 food could have been used to
support 210 men in the BK army. You must always balance thd fageexpanding cities to gain more income to be able to
afford more troops with the need for food for supporting thtveops. Once you have expanded a city you cannot voluptaril
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reduce its size (thoughtill be reduced if you run out of food to feed it). So the BK playestdecide how many additional
troops are required and thus how much food is left for supmppexpanded cities.

All things considered the BK player decides to expand Azus&8 increments. This will cost a total of 249 gold, 366 man-
power and 150 wood with the current fortifications. The BKyglahas other uses for gold however and therefore decides to
totally remove the fortifications, bringing the cost dowrl&0 gold, 300 manpower and 150 wood. The orders needed to do
this are:

1801:
remove rating 3
expand 3

6 Recruiting new units

Throughout the game you will be recruiting new units. Bothders and troops are units and the mechanism for recruiting
them is the same.

First you need a leader capable of recruiting the type of ymitwant. Look in the blurbs describing each leader type and
find where the type of unit you want is mentioned under a “riftheading (some special units might be listed under a
“summon”, “animate”, “conjure” or “initiate” heading insad). Assume for example that the BK player wold like to ricru

Heavy Cavalry. Looking through the blurbs he finds that eith&night, a Captain, a General or a Noble can recruit such a
unit. BK has no generals at the start of the game but haveealther leader types. Looking closer at the blurbs the player
discovers that a Noble can recruit faster than a Captain arighkand therefore decides to use one of his nobles, 3104. Th

exact wording of the description of the Nobleécruit ability pertaining to Heavy Cavalry is as follows:

recruit :

The Noble may recruit units of the following type(s):

7: Heavy Cavalry

This takes 12 phases for a unit of standard size, the baséting 6 phases and the variable time 6 phases. The
recruitment can only take place in farmlands or city. You taven the position where the Noble performs the
recruitment.

Two restrictions on recruiting Heavy Cavalry are statedadist be done in either farmlands or city terrain and the playest
own the position where the cavalry is recruited. Such ret&iris are common — only very few nations can create unitsiadeit
their own territory and almost all units require a certaima. Luckily BK has no problem with these restrictions 493

is already in an owned city. Note that it would also be possibl 3101 to recruit if he was in a castle inside the city orin a
farmlands hex even though the terrain inside a castle iscgtre”: The required terrain for a recruit order need ngpiesent

in the very location in which the recruitment is done, it issgeenough if it is just present outside the location and act®es
the terrain is not blocked by a siege (see sectidrin the rule book for the exact rules on recruitment).

The order to 3101 could then simply be:
recruit 7

or:
recruit "Heavy Cavalry"

(Note that if you write the name of the unit type rather thamriamber you generally have to enclose it in double quotas - th
is a limitation of the order checker.)

The order above would recruit a standard unit of Heavy Cgvair the unit type tables you can see that a standard unit of
Heavy Cavalry consists of 25 individuals and costs 75 gdidn2n, 25 horses and 125 arms. BK can afford more than this
however as the nation has 550 gold, 1500 men, 204 horses @nardis ready for use (this is after deducting the 150 gold
used in section 5 to expand the city Azure). The BK player kjyicealises that the limiting factor is arms: With a cost of
5 arms per individual he can afford 90 Heavy Cavalry. The @lay biting his nails in frustration over this because he lgou
really like to recruit a unit of the maximum size allowed: li@@ividuals. He needs 50 more arms but does not want to wait
until next turn to recruit. Then he realises that thisra way to get the 50 extra arms needed.
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6.1 Disbanding units to recruit others

In general you want to have an army consisting only of the iesdwnits you can recruit as they usually deliver the best
combat performance for your money (in upkeep and lost tagmeg). Your nation may however start the game with some
light or medium units which you therefore eventually wantaplace. It is therefore common thsbandlight units in the
early turns of the game, with two purposes in mind:

1. Disbanding a unitimmediately frees up the populatiotat tinit and also gives you 80% of the arms and mounts used
to create the unit (the gold used is not recovered).

2. Disbanding a unit means less upkeep, in food as well aslah @y disbanding light units you can use your food to
feed heavier replacement units instead.

So the BK player realises that to get 50 arms for immediatéhesaust disband units which cost a minimum of 63 arms to
create. Taking a critical look at his starting forces he desito disband both 50 Pikemen and 100 Crossbowmen (uni@s 311
and 3112), freeing up a total of 150 men and 200 arms (he may liked to keep some of the Crossbowmen but you cannot
disband only part of a unit, it is all or nothing). The simplasy to disband these two units is to use th&bandorder as a
nation order:

disband 3110 3112

6.2 The real upkeep of units

The BK player can now recruit his 100 Heavy Cavalry. But camaffierd to keep them? 100 Heavy Cavalry cost 60 gold and
100 food per turn in upkeep. If the BK player has read secti@bzhe will remember to add the lost tax revenue which is
30 gold for 100 men so threal upkeep in gold is 90 gold per turn. Disbanding the Pikemen@nodsbowmen saves 150 food
and 25 gold in upkeep and gives an additional tax revenue @fold per turn, so the net effect of all this disbanding and
recruiting will be 50 food saved per turn and an extra 20 gsletuper turn, and BK can easily afford that.

6.3 How long will recruiting take?

The recruit order for the Heavy Cavalry should now read:
recruit "Heavy Cavalry" 100

— the number specifying how many individuals to recruit.

Now how long can the BK expect the recruit order to take? Irblheb it is stated that recruitment “takes 12 phases for & uni
of standard size, the base time being 6 phases and the ‘estifalel 6 phases”. What does this mean for a unit of size 100?
The standard size is 25 individuals, so 100 individuals isne$ the standard size. The time to complete the recruitiment
then 4 times 6 phases (the “variable time”) plus another &@héhe “base time”) for a total of 30 phases, or more tharma tu
(with each turn consisting of 24 phases). So the BK playdmail actually get his new unit before phase 6 of turn 2 althioug
all the resource cost has to be paid at the beginning of turn 1.

6.4 Giving orders to units before they are recruited

With the new cavalry unit arriving one fourth into turn 2, ieete any way to actually get it to do something for the lastehr
fourths of that turn? Yes, there is, because you can inclsi af orders in the recruit order which will then be givenhe t
new unit immediately after it has been recruited. Now asstiraethe BK player wants the new unit to join the force of the
Knight 3108 who already has a unit of cavalry, the player wautite the include order as follows:

recruit "Heavy Cavalry" 100
orders:
join 3108 @ join knight
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Now BK actually freed up 150 more arms than needed when dibgthe lighter units and at the same time left the city of
Sapphire completely without a garrison. So therefore BK ndve the noble 3102 in the city recruit 50 Heavy Infantry as a
garrison. The orders to do this are:

3102:
recruit "Heavy Infantry" 50
orders:
tactics defend
join 3102

Thetacticsandjoin orders will be further explained later.

6.5 Why recruit large units?

Now why recruit the largest possible unit of Heavy Cavalnfe Teason is that in many respects a large unit is preferable t
several smaller units of the same total number of indivisudhe most important advantages are that a few, large ueits a
easier to lead than many, small units and that most speéistaffy units (such as protection spells) cost the same anfioun

a small unit as for a large unit. For troops with weak morala tough” wound structure it is also an advantage in combat to
be in large rather than small units. For troops with strongateoand the standard wound structure (such as Heavy Igfantr
Heavy Cavalry) there is actually a small advantage in beirggmall units rather than large units in combat, so this factil
perhaps cause our BK player to reconsider his recruitirajesiy. See section 9.1.2 for a further discussion of theeffe
unit size in combat.

6.6 Recruiting characters

Besides recruiting troops the BK player must also consiglemuiting characters. Specifically, he should recruit afacouts
and send them in all directions in order to find out more abdwtwurrounds his country. Scouts are cheap (2 gold to tecrui
and 1 gold per turn in upkeep) so the limiting factor on how ynafrthese you recruit in the first turn is more likely to be arde
allowance and availability of recruiters than anythingelshe BK player will let his Captain, 3109, recruit some $60és
scouts are individuals rather than troops there is only enatdn a scout unit and therefore no number of individuatsudh

be given in the recruit order. A typical scout recruitmentlddook like this:

recruit "Scout"
orders:
move 186 187 147

The BK player also considers recruiting more spell-castéts can have his priest initiate acolytes in order to boost th
production of the holy mana needed to protect his units oahéave his wizard initiate minor wizards to boost the praidnc

of the fire mana needed to pelt the enemy with fire strikes. Botiytes and minor wizards are major characters and thus
there is a limit to how many of these BK can have. Opting forraggion rather than protection the BK player wants to
initiate a minor wizard on turn 1. A minor wizard costs 40 g&##@ enchantment mana and 40 fire mana and the BK wizard
unfortunately only has half the mana required. Howevehefwizard meditates twice (this takes a total of 16 phasesjlhe
have enough mana and thus the wizard receives the followiheys:

meditate
meditate
initiate "Minor Wizard"
orders:
fleewhen 6
meditate

Note how orders for the new minor wizard include setting aWleen condition (as advocated above in section 4) and using
the last phases of turn 2 to meditate (a spell-caster shmydrbe inactive, he can always meditate to produce more mana).

The BK player could also consider recruiting some militagders such as a General or two in order to be able to simultane
ously have one or two expeditionary forces conquering new énd a good selection of leaders at home for quick recraitme
in case replacement troops are needed or the nation suddetdytself under attacks. However, the BK player sensilolgsd

not plan on moving any major leaders out until the surrougdénritory has been thoroughly scouted and recruitingdesad
for the home base can wait at least another turn.
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7 Going forth

After you have strengthened your army and sent out your sopui will want to leave the safety of your own cities and
go forth into the world to conquer new lands. First you willedeto organise your units iforcesled by your characters
(preferably those characters with leadership capabitity the ability tocontrol, see section 10). Then you withoveyour
forces around on the map.

7.1 Organising forces

A forceis a collection of your units which moves around and execytes orders as one entity. A force hateaderwhich

will usually be a character such as a noble or a general aratdgrs for the force are given to the leader. Units in a force
not only move around and act more or less as one unit, theyedsive a leadership bonus (if the force leader has leaigersh
capability) and are able to share any load that has to besdafsiuich as wounded) and share the resources carried by each
other. Furthermore, to gain control of new cities and hexlesdemusthave a force of troops with him.

There are basically two ways in which a unit can become a sliiite member of a force. Either the unit usesjthie order
to join a leader, or the leader usesiacludeor form order to include the unit in his force.

The join order is typically used embedded in a recruit order to hagengwly recruited unit join its intended force leader
immediately after it is created, such as in the first exampsection 6.4. Or thpin order may be used by some reinforcement
troops which join a leader who is e.g. in the middle of exewyticontrol order. Note that a unit can only join a force which
is at the exact same positi@s itself. If the leader is inside a city and the unit which tgao join him is just outside the city
thejoin will fail. A join will even fail if the leader a unit tries to join has begun a mavhich will take him away from his
current position. Be extremely careful when assemblingdsias accidentally sending off a leader with only half therided
number of troops is at best a waste of time and at worst a caengigaster.

Thejoin order should be given a single argument: the number of thietea join (or the number of some other unit already
in his force, this will work equally well). For example, if 31 should join the leader 3101:

3111:
join 3101

You can also use thiein order to join a complete force to another — as the membersafca in most cases all participate in
the orders executed by their leader, they will also all jainther force when their leader does.

A last note orjoin: When a unit joins a force it will throw away any the orderstglistafterthejoin order because subordinate
units in forces cannot have their own list of orders. Thenefmu should avoid the following:

3102:
recruit 3 50
orders:
join 3102
tactics defend @ WRONG PLACE!

Here thetacticsorder will be thrown away because the join is executed firsie o orders should be switched around to
have the desired effect of changing the tactics of the negdyuited unit before it joins 3101.

Most of the time you should be using tireclude and form order to construct forces rather than a lotj@h orders. The
includeorder simply adds some specified units to the force of theclearecuting it. Thdéorm order does almost the same
thing except that the existing force of the leader is not@me=d, so after form the force will consist of only those units
specified in the order. Note that the requirements with retsfgethe positions of the leader and the units he includes are
almost the same as for tli@in order: all units must be at thexactsame position, but it is tolerated if an included unit was in
the process of moving away but had not done so completely yet.

Note that unlikgoin, includeandformdoes not join entire forces together. You wibtget all the units of a force included in
another if you just specify the force leader in the includdeor Anincludeor form order must specify the numbers of all the
units to be included. If, for example, 3101 should add th@efdrce of 3109 as shown in section 2.3.4 to his own force he
would have to execute this order:

include 3109 3111 3112



22 7 GOING FORTH

7.1.1 Setting force tactics

A force will almost always do best in combat if all the unitstiiexcept leaders) have the sataetics(see section 9.2 for a
discussion of tactics). Many players forget to set the ¢aatif new units they recruit, and as units are created wifierdifit
default tactics and not necessarily with the same tactig@of starting units they end up with inefficient forces whiigt
as two disjoint armies rather than one. So when you inclugeurgts into a force or create a new force from scratdhjays
check that tactics are consistent. It is quite simple to glanits in a force the same tactics, the leader should pestige a
tactics order like this:

tactics defend

This will change the tactics of all mass units (i.e. all ndva@cters) in the force efend The tactics order by default leaves
the tactics of your characters alone which is desirable asigoerwant your leaders to have the same tactics as your troops.
If you really want to change the tactics of a leader you shéadé up the format of required tactics order in the rule book
(sectionl5.6).

7.2 Movement

There are two orders for movingnoveandfarmove The difference between these is that withveyou have to specify each
hex of the path your force should move while wiirmoveyou just need to specify the final destination and the fordke wi
select the fastest route. Usually you will only daemovewith scouts as it is a little dangerous to have units choosie tlwn
route as in the case of several possible shortest routes@avidit choose at random between them and thus possibly wande
into hexes you did not expect them to go to.

An example move order could be:

move 186 187 188 1913

where the first three positions in the path are hex numberfanthst is the number of a location (presumably in hex 188).
The force ordered to move so will attempt to visit each positin order.

No time is required to move between a location and the hexritas between two locations in the same hex. A move between
two hexes will take some time, typically 4 to 12 phases. Theedpwith which a force moves is determined by its slowest
member and a force can furthermore be slowed down by carréaghtv(see the rule book sectidd.1.1about this). It the
unity type tables for the scenario you play you will find tneve cosfor the various terrains for each unit type. To find out
how long a force will take to move from one hex to another, fimgl liighest move cost among the units in the force in each of
the two terrains and then take an average of the two, rounging

Example: A force of Light Infantry and Medium Cavalry is moving from &jns hex to a hills hex. The infantry has move
cost 6 in plains and 10 in hills. The cavalry has move cost 9aimp and 12 in hills. The maximum move costs for the two
hexes are thus 6 for the plains and 12 for the hills. The aweof§ and 12 is 9, so the move will take 9 phases for this force.
The infantry alone could have made the same move in 8 phases.

If there is a river between the two hexes you will have to addtiove cost for crossing a river to the time the move will take
(again, you must use the cost for the slowest unit). If theebridge or a ford you only add the cost for that, not the awst f
the river.

7.2.1 Being blocked when trying to enter a location

If a force tries to enter a location containing enemy unitgiitin general beblocked i.e. prevented from moving in. A force
will stubbornly keep re-trying a move which was blocked, ibutill not automatically attack the units inside the location. A
force like this will usually be stuck until either the ganisof the location is eliminated by two full turns of siege orqre
commonly) the blocked move order is removed withreakorder. Generally you shoulibt attempt to move into a location
until you have removed the units inside either by siege orifsctlattack (see sections 11 and 12).
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8 The orders for turn one

Here are the complete orders our example BK player has dioidéor turn 1, dealing with city expansion, recruitment and
scouting as well as a few other things:

@ fleewhen for all characters:
fleewhen 6 3101 3102 3104 3109 @ nobles, wizard, captain
fleewhen 8 3103 3108 @ priest and knight

@ disband light units for arms:
disband 3110 3112

@ remove the whole navy to save gold:
scuttle warships 1

scuttle transports 2

1801: @ Azure, will remove walls and expand
remove rating 3

expand 3

1851: @ Azure castle, remove completely
remove rating 4

3101: @ Noble in Azure, recruit cavalry
recruit "Heavy Cavalry" 100
orders:
join 3108 @ join knight

3102: @ Noble in Sapphire, recruit HI
recruit "Heavy Infantry" 50
orders:
tactics defend
join 3102

3109: @ Captain in Azure, recruit scouts
recruit "Scout"
orders:
move 186 167 147

recruit "Scout"
orders:
move 206 207 187 188

recruit "Scout"
orders:

farmove 249

3104: @ Wizard in Azure, initiate minor wizard

meditate
meditate
initiate "Minor Wizard"
orders:
fleewhen 6
meditate

3103: @ Priest in Azure, meditate for more mana
meditate
meditate

9 Combat

Once you venture outside your own borders your units will nliksly become involved in combat, if not with the armies of
other players then with some of the monster units most likedyning around.
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The key to doing well is to choose your battles carefully ibltpossible. Find out the strength and movement patterns of
monster units by careful scouting and only engage them whanarmy is a lot stronger than them. Then make sure that your
troops have the right tactics (and all have the same tadt&fyemoving into a hex where you expect a battle. Predicting the
movement of your opponents is a little more difficult, butesidt try to find out their strength, and do not try to engagethe

if your strength is not superior to theirs. It is better toénid your fortified cities while strengthening your army thaying

to meet the enemy in the open when you are still too weak.

The following deals mainly with combat in the open because ifiwhere you will most likely have your first battles. See
sections 11 and 12 about how to handle fortified cities antlesas

9.1 Computing the odds

It is important to be able to predict the likely outcome of dtleain advance so you know whether to attack or to avoid
engagement. In the unit type tables for the scenario youfiwdlthe combat statistics for all normal military units. Tinest
important statistics are thtetal combat ratinglisted in the columrotal) and themelee combat ratindisted in the column
-Mis). For non-missile units these two ratings are the same, itg like archers have a significantly higher total ratingrth
melee rating. To compute the strength of your army wl#fiendtactics you should use the total rating, while to compute the
strength withattackor chargetactics you should use the melee rating (see section 9.%l§eta discussion of tactics).

To compute the strength of a single unit, take the combatgaf its unit type, multiply by the number of individuals inet

unit and then adjust for the current combat efficiency of thitand the wound status of the unit (both are found as peagest
listed for each unit in the map notes, see section 2.2). Iyiredjust for thecombat terrain performancef the unit type in

the terrain the battle will be in, this modifier can also berfdin the unit type tables.

Example: BK has a unit of 48 archers which have been in battle last todtherefore many of its individuals are wounded.
In the map notes the unit is shown with the combat data (48/82%) which means that the 48 individuals have 72% of
their wound points left and attack at 64% efficiency. The Biyer wants to compute the combat value of this unit in a
mountain hex. In the unit type tables, archers are listetl wital combat rating 8 and melee combat rating 4 and with a
combat performance of 94% in mountains. The strength witbrdktactics of this unit is thus 8 multiplied by 48, multigydi

by first 0.72, then 0.64 and finally 0.94 for a total of approaiely 161. The strength with attack tactics is half of thatchese

the melee combat rating applies, so it is around 80.

For missile troops with range 2 or 3 attacks you should redue¢otal combat rating when in woods, wooded hills or jungle
as only range 1 missile attacks can be made in such terrain.

Adding the strength of all the units you will arrive at thegladtrength of your army. You can then do the same for the apgos
army in order to compute your odds. If your strength is notast 1.5 to 2 times that of the other army you should avoid
combat. If your strength is only high enough with defenditacyou should not choose attack or charge. If the computed
strength of the two armies is about even, doing battle is risky for two reasons:

1. The combat ratings used to compute them are not complketalst representations of the actual strength of your units
with against those particular opponents but are computeldehasis of a sort of “average opponent”.

2. There are a lot of factors that the simple computation almmes not take into account such as unit morale, special
attack capabilities, effects due to different physicatsind so on (see section 9.1.1 below).

Combat in COSMOS games favours the stronger army a lot. Htiiemgth of your army is about half that of the opponent you
will not eliminate about half of the enemies if it comes to battle. Mallin fact hardly eliminate any of them, and therefore

it is nevera good idea to send small armies at the enemy in order to “gtlyduear them down” — it simply will not work.

For the same reason you should keep most of your units togietlome or two large armies rather than have them spread
out in many smaller forces. If you have the indisputably éstgand strongest army in the area you can freely move around
and squash all the smaller armies and hardly lose any tralyss.be prepared for quickly recruiting a new army when your
glorious large army suddenly encounters an even larger #ratyhe enemy has mustered somewhere out of sight from your
scouts (you should always keep enough leaders at home thlyjtecruit new troops and also enough troops in your cities t
prevent the enemies from moving right in without a fight).

9.1.1 The giant ant effect

There is one important case where the rule-of-thumb caionlggiven in the previous section wilbt give you an accurate
picture of the likely outcome of a battle. This is when theindlials on one side are physically much smaller than those o



9.2 Choosing tactics 25

the other side and therefore can gang up on their larger @pppenThis “gang up” effect is such an important advantage fo

the smaller individuals that it throws off the combat rasreyg. when dwarves meet cavalry or anyone larger than dearve
meet giant ants (and as giant ants travel in huge groups adddenfest a lot of wilderness hexes this effect is known and
feared as “the giant ant effect”).

So if you are up against very small opponents relative to yaur troops you should multiply the combat rating of the enemy
by a factor of two or maybe even four to be on the safe side. Tdeta deal with such opponents is to employ troops with
area attacksf you have such troops at all (most human nations do not) tuiate a really large number of missile troops to
take out the small attackers before they even reach yous (thés can be very difficult in forest or jungle and alwaysuiegs
that you defend rather than attack).

9.1.2 Are large units better than small?

Many COSMOS veterans will tell you that you should recruiitsiwvith as many individuals as possible and always merge
units when possible to form larger units. They will tell yduat one large units, i.e. one with many individuals, is Sfrin
combat than the same number of individuals in two or more lemainhits.

This isnotalways the case. Units which have an even progression fremowmded through light wounds, heavy wounds and
incapacitated to killed (e.g. the 4-3-2-1 wound structymdal of human infantry) are best in smaller units if theg atso
either brave or just have a high morale. Units which have agdhd wound structure such as requiring a relatively largmber

of wounds before reaching “light wounds” status or havindincapacitated” statusr which are cowardly and have weak
morale are best in large units. The effects are not pronalipgteyou can perhaps gain 5-10% better combat performance by
choosing the best possible size over the worst possible size

So human light and medium infantry and cavalry should be rigdainits if they do not have a good leader boosting their
morale but can otherwise be in small units, while human haz#eytry and cavalry should always be in small units if comba
performance is the only thing that matters.

Skip the following discussion if you do not need to know whyifusize matters.

There are two effects of large versus small units that habe tronsidered:

1. Large units have more stable morale than smaller unithegocannot be made to flee as easily as small units can.

2. Large units have more individuals among which to disteldamage (wound points) and therefore the chance of any
individuals being killed by a small number of attacks is deral

The morale effect is always an advantage for the larger umitsif your units have high morale because of good leaders or
being on their home turf or they abeavethen the morale effect is not that important as it is unlikblgy will flee anyway.

The distribution of damage is not always an advantage. Ifrtliwiduals in a unit have the “standard” wound structube(t
same number of wounds required to bring an individual frora mound level to the next for all wound levels) then its is
actually a disadvantage to distribute damage because rhttet mdividuals’ combat performance will be lost with thesfi
wounds each receives while the last push from “incapaditate“killed” does not reduce combat performance at all §it i
zero in both cases). If on the other hand your individuals losst of their combat performance with the last wounds vedei
(e.g. because they go directly from “heavy wounds” and 3(Réiefficy to “killed” and 0%, or because they can just take half
of their total wounds before going from “unwounded” to “lighounds”) then it is an advantage to distribute wounds and be
in a large unit.

9.2 Choosing tactics

Thetacticsof each unit determines how it behaves in combat. Your lesagled characters should as stated in section 4 have
either tacticSleeor in special cases tactiesoid combined with a fleewhen condition. With flee or avoid tactiasnit will

try to avoid being involved in combat by staying behind yotlray units and not advancing on the enemy. With flee tactics
the unit willimmediately flee if it is being attacked or if tleeare no units to hide behind while with avoid tactics the wuill
defend itself if attacked.

Your troops should have tactickefend attackor charge With tacticsdefendthey wait for the enemy to come to them and
never advance upon the enemy. Wifendthey may also use their missile attacks, if any. With taditackor chargethey
will advance on the enemy to attack in melee and may nevermseissile attacks. With tactiashargethe units are at the
very front of the line, charging ahead at double speed if tieyechargeability and the terrain permits.
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If two armies meet and they both hadefendtactics nothing will happen. If one army hdsfendwhile the other haattackor
chargethen there will be a battle in which the defending army getshimot at the other army as it advances or charges ahead.
If both armies are on attack or charge they will both advamekreeither will get a chance to shoot at the other.

In almost all cases you will either want to have all your treapa battle ordefendor all onattackor charge If some units
havedefendwhile others have not you have effectively split your armyi, and as was described earlier two small armies
will lose where one large army will win.

If you have a significant number of missile troops in your arfmythe opponent has many missile troops) you will want to
have tacticglefend If you have a mixture of non-missile and missile troops yadlliwgually try first to have tacticdefendin

the hope that the enemy will advance on your lines, but if trengy turns out also to have tactidsfendthen you may need
to switch to tacticattackto start a battle. It is most safe to always keep your forcededandand only switch taattackfor

the battles you are sure you can win. This strategy requivésting to attackfor a single phase and the switching back to
defendand is accomplished with orders like this:

move 187

tactics attack

wait 1

tactics defend
Here the force expects to encounter enemies in hex 187. Ibvsng around wittdefendtactics and therefore when it enters
hex 187 the enemy if on tactiedtackor chargewill advance on the force, giving the force a chance to usmissiles. If the
enemy army in 187 is odefend nothing will happen before (in the next phase) the forcenglea tactics tattack Thewait
order is necessary for the force to keep attack tactics thtiend of the phase where battles take place (battle onjyemsp
at the end of a phase). Then as the very first thing in the neagepthe force switches tactics bacldafend

When you are walking around with units on tactatsackor chargeyou should take extra care when entering a hex with a
city. If the city is fortified your units will not attack enemynits inside it regardless of your tactics. If on the othemdhthe

city is not fortified your unitswill attack the units inside and this may come as a surprise tofymuidid not expect your
army to be fighting in “city” terrain.

Vice versawith units inside a city. If the city is fortified, the units Ivhot advance out of it even if they have tactattack

If the city is not fortified (or an enemy is successful in deging the fortifications) units inside will advance on enemies

outside if they have tacticattack Units with tacticschargewill always advance out of a city or other location regardles
of fortifications, so you can cause your units to sortie froforéified location and attack enemies outside by changied th

tactics tochargefor a single phase.

10 Control

Once you have defeated the local monster groups it is timettthgir land. To get control of a hex you must have a leader
capable of control (this will be stated in the blurbs for yéeader types). Then you must equip him with a force of troops
which can help him with control (almost all leaders requitps to control). Finally, you must move him with his force t
the target hex and execute tbentrol order, like this:

move 187
control -1

The “-1” (minus one) in the control order tells the leader éef trying until he succeeds (see the rule book seddpn

Taking control of a hex can take quite a long time, anywheymfone full turn and up. Sectidi.2in the rule book describes
in some detail how to calculate the time required faoatrol and it will not be repeated here. You should however know the
following:

1. The required time is proportional to the move cost for gakr in the terrain of the hex, so unfavourable terrain can
take a very long time to control.

2. Bringing many, fast helping units in the leaders forceuss the control time.
3. Hexes next to hexes you already own are faster to control.

4. Hexes owned by someone else take 50% longer to controfwillerness” hexes.
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If an enemy army shows up it will interrupt your control atigtmeven if you defeat it in battle or do not fight it at all (both
armies havinglefendtactics). If the enemy should leave or be defeated your leaildbe able to resume his control attempt,
but any time already used on control before the interruptiitiloe wasted and the leader will have to start all over agans

is why you really have to clear out the monsters first.

A hex with a city, oasis or castle (or fort) cannot be con&dlunless you first control that. A city containing a castlenca
be controlled unless you control the castle first. Minesgsastone circles and similar locations should not (and afre
controlled first, ownership of these follow ownership of tex (although any monsters inside will have to be cleareiisty.

A leader takes control of a city or other controllable looatjust like you take control of a hex: by entering it and exexy
thecontrol order. Taking control of a city is usually somewhat fastamttaking control of a whole hex while taking control
of a castle is even faster and typically just takes a few phase

You must read the description of tleentrol ability of your leaders very carefully as there may be restrns on where a
particular type of leader may control. Specifically, mangs4er” leaders such a a human General can only control a hex if
you already own a neighbouring hex and can only control aitytgu already own a hex next to the hex it is in.

11 Sieges

Before you an enter a fortified city or a castle to take contoal must get rid of its garrison. There are basically two ways
to do this: bysiegeor by storm (Actually there is a third way: you can bribe the garrisomt, this is usually prohibitively
expensive.) Taking a fortified location by storm generadlges a lot more troops than taking it by siege, but it is a Istefia
and also earns you some combat victory points. How to storontéi€éd location is described in section 12.

11.1 Howto lay siege

To lay siege to a fortified location you just need to park sorefs outside it. If you have moedfective presenceutside
the location than the defender and his allies, the locatitinbe under siege. See the rule book sectibB.2for an exact
definition of effective presence, as a rule of thumb troop®lza effective presence of one for every standard sizefuthiey
have tacticattackor chargeand and half that if they have tactidefend Note that it does not matter how many troops there
areinsidethe location, what matters is solely the troops immediatelgide.

On the turn you arrive outside a location and lay siege theceff rather limited, and it does not matter whether yowarri
late or early in the turn, merely that the location is undegsiat the end of the turn. From the first full turn of siege fi@m
the turn after the siege began, the location and the uniiddrnswill no longer be able to draw resources from their oati
pool and thus no new units can be recruited and the unitsangitistart to starve. At the end of the first full turn of thege,
the starving units inside the location will meeakenedAt the end of the second full turn of siege they will be degtich A
city under siege will lose one size increment every full titis under siege.

So if you wait a full two turnsafter the turn you arrive outside the location the garrison willdestroyed (unless it does not
starve, e.g. un-dead troops do not care about sieges). Atahteof the third turn you will be able to move in unopposed.

11.2 How to break a siege

If you understand how to lay siege to a city you also undedstaow to break one. All you have to do to break a siege is to
move enough troops (of sufficiently large effective preg@mutside the location under siege, i.e. to the same posiidhe
siege army. Your effective presence has to be larger thawahéd-be siege armgfter any battles are fought, so they have to
stay outside the location until the end of the phase. You dphmwever, have to directly engage the enemy army in battle,
if both you and they have tacticefendthere will not be a battle and if your effective presence ghtenough the siege will

be broken. It is sufficient to break a siefge just a single phas@ order to force the siege to start over, so if you can break
a siege for just one phase every turn there will never be audtil of siege and thus you will be able to get resources irgo th
location and feed your troops, or even recruit new units.

The orders needed to move out of a location and stay outside $ogle phase before moving in again are for example as
follows if the location is 1801 and it is in hex 185:

move 185
wait 1
move 1801
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11.3 Bringing enough troops

Being successful with a siege is largely a matter of bringiagnany troops that the siege cannot be broken. Therefore you
need enough troops to have such a high effective presenoevérashould the garrison move out for a single phase the sieg
will not be broken. Remember that forces withfendtactics have only half the effective presence of forces atthckor
chargetactics. If your army has a larger effective presence thamg#trison when you are both defendyou can keeplefend
tactics and force the garrison to attack you if they want &akrthe siege (so your army should be able to withstand such an
attack). If you do not quite have enough troops for that yoy imaforce to have your siege army attacktactics with the
result that it will attack the garrison immediately if thergaon moves out (so in that case your army should be strooggn

to win over the garrison on open ground even when you arekatgand they are defending).

12 Storming fortified locations

If you are not prepared to have your troops tied up for thresstin a siege of a fortified location you mustbrmthe location
instead. Unless the location is very poorly garrisoned akhefortified a storm will require quite a large army and ybwsld

be prepared for heavy losses. To calculate exactly how mraop$ you need you must first calculate the combat strength of
the garrison (as in section 9.1) and of your own army and tld@msafor fortifications. Remember that you have to make the
calculations for the terrain of the location you will be attang, not for the terrain of the surroundings. Also rementhat
your troops will be attacking and thus they cannot use neisgtiacks.

12.1 The effect of fortifications

The effect of fortifications depend on their current effeefortification ratingwhich can be found in the map notes. In the
rule book sectiorl6 there is a table of how much the combat strength of the attaskeduced at different fortifications
levels. The table is reproduced here:

Reduction in attacker combat value
Fortification rating 1 2 3 4 5 6 7+
Specialised fortifications 38.5% | 61.0% | 78.0% | 87.5% | 94.5% | 97.5% | 100%
Other locations 30.0% | 54.0% | 67.0% | 78.0% | 87.5% | 94.5% | 100%

A specialised fortification is a location such as a castleoardnd for that you should use the first line of the table wfate
other fortified locations such as cities or oases you shosddthie second line in the table. So assuming for example you
are up against a city with rating 3 walls you must reduce thelmat strength of your units with 67% in your calculations
(i.e. multiply their strength with 0.33).

Furthermore, some unit types (mostly mounted units) fightedticed efficiency when attacking over walls, so you should
adjust for that if you brought any such troops. You should afske this adjustment for units in the garrison however as it
works both ways.

Finally, if there are missile troops in the garrison you dida@djust for the fact that they will get an extra point blanissile
attack while your units scale the walls (just add the diffeebetween the melee combat value and the total combataflue
defending missile troops on top of their total combat value)

If you still think you can make it, you might just want to chei€kou cannot just walk into the location with a move order by
virtue of having too many troops for the defenders to bloel, the rule book sectighl.7.3 Do not try a move order if you
are in doubt though, because if you miscalculate and yogesare blocked you will have wasted the rest of the turn.

12.2 The storm order

To get your troops to storm a location you must first give thaatitsattack(if they do not have tacticattackalready) and

then use thastormorder. Thestormorder does not require any arguments, it simply tells thésuniattack all enemy units
in fortified locations at their position. Note however thaita may only attack enemies inside locations at their imiated
position, they may not attack into locations within locato So if your units are in a hex outside a city and there is tecims

the city you may attack units in the city itself but not in trestie.
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The storm order in itself does not move your units, it simpiglgles your unit to attack units in fortified locations. lfuwant
your force to actually enter the location after the attact jaust give them anoveorderafter the stormorder (if you gave it
before thestormorder, themoveorder would be blocked and tistormorder never executed).

Here is a typical complete set of orders for moving up to,retng and subsequently controlling a city (the city is looati
1812 in hex 167):

move 167
tactics attack
storm

move 1812
tactics defend
control -1

Note that the troops are ordered back to taddiefendafter they move into the city.
Here are the orders needed if you need to take a city with &dasstorm, the city is 1801 in hex 185 and the castle is 1851

move 185
tactics attack
storm

move 1801
storm

move 1851
tactics defend
control -1
move 1801
control -1

Note that the castle has to be controlled before you canciattolling the city.

13 Going further

If you have read this far and have written orders for youraratilong the way you should be off to a good start in your
COSMOS Fantasy game. When you are in the process of congallcouple of new hexes or have even taken a neutral city
you will probably be looking for more to do. Then it is time toh to the rule book and see what else the game system has to
offer.

There are some major aspects of the game which have not beeredor only just touched upon by this guide: Navies,
magic and questing, just to mention the most important. Aadyrthings have been left unsaid about the areas wiasie
been covered, things you will need to know if you are to swenand thrive in the world of COSMOS Fantasy.



