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GETTING STARTED
You must have a blank, formatted disk ready if you intend to save unfinished games or customized
game maps. Refer to your DOS or user's manual for instructions on formatting disks.

LORDS OF CONQUEST™

n
COMMODORE 64/128

Remove all cartridges. Plug joystick into port 2. Turn on computer and drive. (C-128 users
enter C-64 mode.) Type LOAD"EA",8,1 and press return. Press joystick fire bulton o exit
title screen.

1BM, TANDY and COMPATIBLES
Before you begin playing, copy LOC onto a blank diskette. To play LOC, boot DOS 2.1 or any
later version, then insert your LOC disk and type LOC [ENTER] at the A> promy
To msxall LOC onto your hard drive, create a subdirectory called LORDS using the MKDIR

ind copy all the files from your originalto the LORDS subdirectory. To play LOC type
CD\LQRDS [ENTER] then LOC [EN’
Refer to your DOS manual for instructions on copying files and using the MKDIR command.

1BM Users: Use the numeric keypad (cursor keys on the Tandy), with NUMLOCK off, to move the
cursor. Press the [ENTER] key 1o confirm your selections. If you encounter a "STACK
IMBALANCE" message at any time during the game, simply press the spacebar once to
continue the game or twice to enter the utilties menu

MAIN MENU
In your version of Lords of Conquest some of the names of the menu options might not be the same
as those that appear below.

Choose a selection from the Maln Menu:
- Start a New Game— (See Start a New Gam
+ Continue a Saved Game—Loads a pvevlously saved game. (See Continue a Saved

Use the Map Maker—Buids cusiom maps. (See Map Maken
0 Game —Walch a demo of the game. Use the folowing nstructons o stop demo:
COMMOBORELR
BN AND TANDY. Preca ihe Spacebar when prompted, then select RESIGN from the
Utiities menu and select Yes to end the demo. Then select YES again o return to the mai
menu, or select No 0 exit 1o DO!
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START A NEW GAME
Selecting the New Game option in the Main menu provides you with these choices

+ Number of Players—Choose from 110 4 players (1 10 3 players on the IBM). Monochrome
monitors play only 1 or 2 player games; one player must be white (colour 5 on APPLE). You must
have a composite or RGB colour monitor to play a 3 or 4 player game. IBM users will also need a
CGA card for the 3 player games.

- Level of Play—Choose Beginner, Intermediate, Advanced, or Expert

- Resource Abundance—Single players choose either Low or Medium resource abundance;
multiple players choose Low, Medium, or H

+ Clties to Win—Select the number of cities needed to win the game. Choose any number from 3

106.
Element of Chance—Select the level of chance that will affect your encounters
Music—Toggle the music on/off

Difficulty Scale—Set difficulty level from 1 (easy) to 9 (hard) for single player game

Exit to Map Selection—Select which map you will use to play Lords of Conquest. Have the
computer generate a new map (see below), or choose a Lords of Conquest Map; 20 maps are
provided on your game disk. The names and order may vary from those listed below.

Note: IBM and Tandy users, select the drive containing the maps disk and press [ENTER]

- Choose a Lords of Conquest Map—Provides the following list from which to choose:

1 ert Shenando 11 S-America 16 Caribbean
2 MidEast 7 Amerca2 12 Oceania 17 Japan

3 Chna 8 Europe 13 Polar 18 Shenand2
4 Pussia 9 Afica 14 Woid 19 RiverLand
5 Medierr 10 3Contint 15 haia 20 Borderin

+ Choose a Personal Map—Play a custom map you previously created with Map Maker and

saved on another disk

- Have Computer Generate a Unique Map—The computer will generate a map based on
number of players, resources, etc. When the map is completed, select from the following
options:

Redo with Same Settings—Generates a diferent map with the same settings

Redo with New Settings—Allows you to change seftings by using the options under

Define Your Own Unique Map

Save the Map-_ Saves the new map 1o your map data disk

Proceed—Continue playing the

Note: Once you have selecled or generated your map, he computer distrbutes the

resources throughout the territories. Begin choosing your territories (see the manual for

territory selection strategies)
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+ Define Your Own Unique Map—You set map parameters. Select from the following options
Water Boundary —Select Yes or No. Determines whether or not the outermost map.
squares must be water.
Water Area—Select Small, Medium o Large.
Number of Territories—Select 20 10 48 territories. (Maximum may be less than 48 if your
water area i large.)
Islands—Select None, Some. or Lots.
Territory Shapes—Select Regular or Irregular

it to Map Generatlon—Creates your map, using the above selections. See the
options following Have the Computer Generate a Unique Map.

CONTINUE A SAVED GAME
Enter this option from the Main Menu. Select a saved game from the map menu

PLAYING LORDS OF CONQUEST
Lords of Conquest is a strategy game of territorial struggle which takes place in yearly cycles. Each
year has four o five phases:

+ Development: Invest in new weapons and cities. It begins during the second year and is the first
phase of all subsequent years.

Production: Resource-bearing territories produce wealth.

Trading: Trade resources in 3 or 4 player games only.

Shipment: Move either your wealth or some of your forces to a more strategic location

Conquest: Attack territories.

The game begins with players taking tums selecting territories on the game map. The number of

supporting forces held by each side determines the outcome of battle. (See THE ATTACK) The

first player to build the required number of cities and defend them for a year is the winner. A word of
- show no mercy, and expect none.

BEGINNING THE GAME

Game
There ot oo ovels of game play.
Beginners: Only two resources available: Gold and Horses.
Intermediate: Five resources: Gold, Horses, Iron, Coal and Timber.
Advanced: Same five resources and allows boal building

xpert: Same five resources, boats, and aiso lets you move your horses, weapons and boats.
during the SHIPMENT phase.

Difficulty Scale
The table below shows the nine levels of difficulty that you can select for a one player game against
the computer.

Level  1st Pick  1st Attack Extra Terrltorles
1 You You ou (+4)

2 You You None.

3 Computer  You You (+2)

4 Computer  You

5 You Computer

6 You Computer Compu(er +2)

7 Computer  Computer  None

8 Computer  Computer  Computer (+ 2)

9 Computer  Computer  Computer (+ 4)

Note: The computer may take a while 1o think about its next move. Most of the time, the move the
computer makes after 10 seconds will be the same as it will after four minutes. Press your
joystick button or Spacebar after about 10 seconds 1o force the computer to move.

Game Parameters
Resources-—You can sel the quanity f the avalabl resources. A ow level o resources siows
‘down the development of ities, Weapons and Boals, and increases competit

Citles to Win—Set the number of cities needed to win the game from 3 fo o

Chance Level—Choose from 3 levels.

Low—Only the location of new Horses is a random event. Al battles are decided sirictly by
strength, and ties go 1o the altacker

Medium—In addition to the location of new Horses, production, trade, and shipping are random.
During attacks, tie scores are decided randomly. f you lose an attack, your turn s over, ard any
horse, weapon or boat that you brought into the attack is lost.

High-—In addition to the above random conditions, you can win or lose on any attack, with the
odds fixed in proportion to the point totals.

« Music—Turn on/off the music.

RESOURCES
The player with control of the best resource-producing territories will have the weallh to build more

forces (and eventually more cities) than his or her opponents. I Lords of Conquest, weallh is power.
In level-one games, there are two kinds of resource-producing sites, Gold Mines and Pastures. In

level-two, level-three and level-four games, the resources Iron Mines, Coal Mines, and Timber are

added

Moving Resources

Except in the beginners level, you can move the resources on your game map. You have three

choices:

" Redistribute—Puts the resources in new random locations.
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Modify—Lets you move a resource to any territory which doesn already have one. rr
cursor to move resources. To exit this mode, move the cursor to a water area and push

button.

Proceed—Begins the game.

TERRITORY SELECTION

Use the cursor 1o choose your territories. Because this is a game of territorial expansion and
resource management, careful strategic planning during territory selection is crucial. Generally, you
select territories with resource sites in them first, then territories which share borders with the ones
you already own.

The stack of coloured ovals to the left of the shield shows the order of play. The first player in a
round is at the top, and the last is on the bottom. Each year this order willrotate.

cursor to your chosen territory and press the button. Verity your choice. Then, players

select terfitories one after another untilall the terrtories are taken

YEARLY PHASES
DEVELOPMENT
Beginning in the second year you can use the resources in your stockpile to build weapons, cities
or boats. Weapons and boats are represented on the map by icons. A cily, represented by a striped
atien in its territory, will double the production of gold, iron, coal or timber in the city's territory and in
teritories adjacent (o i

Development costs
The table below describes the resources needed to buy weapons, cities and boats at the different

game levels.
Level One
Gold 1 Weapon
4Gold 1 City

Level two—Add the following:
1lron + 1 Coal Weapon
T Go' ron +1 Col o1 Timber 1 City

Levels Three and Four—Add the following:
3 Timber 1 Boat
3 Gold 1 Boat

To develop an item, highlight its name and push the button. The game asks you where 1o place it
and which resources 1o ‘spend on it if there is a choice. Only one weapon, horse, or Gity can be in any
territory. Place a city, weapon, or boat in the water or an opponent’s ferritory to cancel a purchase.

If you build a boat, the computer prompts you for a terrtory. The computer will put it in the adjacent
waler. If the territory borders on more than one body of water, you choose the one to hold your boat.
You may have several boats bearing on the same teritory, provided there is available coastine.
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PRODUCTION
in the production phase, each resource-producing site produces wealth for its owner. The
producmg territories flash, one by one, and the resource totals are displayed at the bottom of the
screen. Horses appear on the map itself, in the territories with pastures.  As play progresses, horses
will spread from their original pastures to adjacent territories and then beyond. f you have moved a
horse out of ts original pasture, a new horse will appear there.
Locate Stockpile
Your stockpile is where your accumulated resources are stored. s your treasury. Guard it a all
costs. If the terrtory containing your stockpile is lost, all your stored resources are added 1o the
conquering player's stockpile.
Stockpile note: If you have more than nine of any one resource, your stockpile will only show nine.
(99 on the IBM). When you go into development or trade you will have access 1o all your resources.
Horses are not in the stockpile but in speciic terrtories. However, you can see the number of horses
that any player has by consulting the stockpile menu within the INFO menu
TRA
Trading orly takes place n games wih hree or four players. In the trade oplon, you wil see each
player’s resources and these menu choi
End Trade—Takes you 10 he Noxt phase alter veiying hal no one wats l trade
« Make a Trade—Takes you o the trade Make a Trade after players agree to
ifade, Coloured bars fo oach player and he question WHO? appears on scioeh
cursor to the colour of one of the trading players and push the bution. Now you will see WHO
ELSE? Move the cursor to the colour of the other player and press the bution

The game displays your colour shield and asks you which resources you will give. Move the
cursor 10 the resource you are giving and press the button. If you are giving more than one
resource, continue until your side of the trade is complete. Then move the Gursor to DONE.
If you trade a horse, you need to indicate the te m which to take the horse. The other
player in the trade indicates which resources to exchange for yours and selects DON
If you received a horse, you need to indicate where to place it. The stockpile for each player
will register the changes. When all trades are complete, verify that you want to End Trade,
i eumbat of it va im  pot il
Into-~Takes you o the scouting
FORCES Lets you see how ‘moch frce a tertory has and how much bears aganst 1. A
inthe force count indcates thal  boat s fiured mio the bearing. 1 Goss not
count horses, weapons or boats beyond acjacent tertories, even hough
their force might be added to a batlle.
STOCK PILES: Shows all of the resources in each player's stockpile.
TERR.INFO:  Gives information about the bordering lands, weapons, cities, resource
production, and horses.
ExiT Takes you back to the previous menu.
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SHIPMENT

‘Shipment lets you prepare for expected attacks by moving your stockpile. At the expert level, you
may also move horses, weapans, or boals 1o a new location. Weapons may be moved by up 1o one
territory. Horses can move p 10 two territories and can pick up a weapon along the way. A boal can
move to any of your territories that are accessible by water from the boat's originating territory. A boat
can carry a horse and/or a weapon. The horse or weapon must originate in the same territory as the
boat

THE ATTACK
CONQUEST

During the Conquest phase players plan and carry out attacks on territories. Use the INFO option to
access force counts. In mult-player games you can enlist third-party support (See "Alies”

‘The following table lists a defending territory °s force count

Force Points
1 point for the home territory itself

1 point for each horse in adjacent territories

2 points for a city in the home teritor

2 points for each city in adjacent territries

et aiso doubl r3sourcsprocuction i her home and acjacent ertoies)
ints for a weapon in the home ter

3 poinsfor 6ach woapon in adjacent tenories

2 points for each boat in the home territory

The offensive force count includes the forces (territory points, cities, horses, weapons) of all the
attacking player's territories bordering the defending territory. Boats are not counted, because they
must be specifically added during an attack

Note that force counts will vary depending on whether you are attacking or defending. A territory
with a strong defensive position may not necessarily be strong offensively, and vice versa.

Each player is allowed 2 alacks per urn. You can use your second tum to move your stockpile. If
you lose your irst attack in a medium or high-chance game, you do not get a second attack.

CHANCE LEVEL RULES:
Low Chance—Choose Plan Attack and indicate a territory. The screen will show you the
amount of force points you have bearing on it and the points the defending player has bearing on
it. Ties go o the attacker. Allied points are shown if they could affect the batile. 1 there is no way
you can win this attack, the screen will show *Attack wil faill” The menu allows you to:
+ " Exit to the main conquest menu,
+ Replan an attack elsewhere, or
+ Continue with this attack if t is possible to win i

+ Medium Chance—(see rules for Low Chance). Ties are decided at random. If you are repulsed
(lose). your attack round ends and you lose any horse, weapon or boat which you moved to aid
the atiack

+ High Chance—(see rules for Low Chance). All attacks are subject to chance, with the odds
fixed in proportion to the points total (a 3 force attacking a & force would have half as much chance
of winning s the 6 force). It is possible to win when you are out numbered or 1o lose when you
have the most points. If you lose, your attack round is ended and you lose any forces which you
moved to aid the attack.

ALLIES

1 you have a chance of wining an atack, and thid parties have force poins bearing on the
territory. you will be given the ct You must select this choice if you want to continue the
tack, ah 1htd parves must decids whather o aly with e altacker, he cotendr. ov stay neutral
The alies enter their decisions with the cursor.

FORCES

You usually have the option to bring additional forces to an attack._After selecting Bring Forces,
you can return 10 the previous menu or m pon, horse or boat into the territory you are
attacking. A weapon can only move inio an adjoining territory. A horse can join an attack from two
territories away, if you possess the territory it needs to move through. A horse can also pick up a
weapon along the way. Move your horse into the territory with the weapon, pick up the weapon, then
move on. If you bring additional forces, the attack menu is updated to show the additional points.

There can only be one horse or weapon per territory. If you use the *forces” option to bring a
horse or weapon inlo a territory that already has a horse or weapon, there will only be one horse or
weapon in the territory after the attack. However, as it is possible to have more than one boat per
terrtory, it is possible to "capture" boats.

BOATS

In advanced and expert games, you can attack non-adjacent territories by using a boat. A boat can
also ferry a horse and/or a weapon into an attacked territory if there is a horse and/or weapon in the
boat's originating territory. The points of the boat, horse and weapon will be added to the attack. The

ipon are unloaded into the conquered territory if you win the attack.

Boats do not count as force points for any territory other than its current one in a defensive count.
If there is more than one boat in a territory. all will be counted in a defensive force count. Boats wil not
be included in an attacking force count unless you specifically add a boat using the FORCES option.

BATTLE RESOLUTION
If'you are able 1o win the attack, you will have a menu choice: ATTACK. If you bring a horse or
weapon it th terrory as par of an atack and he leory alteay contins one. 11 st No terrory
can have more than one weapon or one horse. If you win the attack, W OWn whatever resources.
Were there. 1l you Gapture a siockpile, i wil b looted an s esourcos wil e a60ed fo your Stockple
TO WIN
jame continues until one player has three cities(or the number specified) at the end of a year.

1 2 or more players have three cities, the game continues until one player has more than the other
player at the end of a year.
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MAP MAKE
Select Use the Map Maker from the Main Menu to create your own maps or modify computer

generated maps. Each errory (or "Area") must have a minimurn of ine Cols. A map must contain
betwsen 20 and 48 areas. Each area may corlain o 99 clls. A mapin progress can ony be saved

JGRK.Tho Map Maker koeps irack o1 the numbGr of cals n an area and ine nurmber of areas i a
work. Iwill ot compiete an area tha 15 100 Small of save a Map that has less than 20 areas. You can
load a WORK saved on disk and continue working on t. If you have a MAP saved to disk, you can load
it, TRANSFER it to a WORK, modify i, then save it again as a MAP.

Select from the following options:
— Start a new map from scratch using the following options
Draw New Area—The cursor appears as a + in the middle of your screen. Move cursor, and
use the following commar
ORE: Add cell. Push ke uton wtils maving curr o add colls. Remave
acall: ighight opton, then push he button. Exit-Complte the
- o and TANDY - Press [ENTER] 1o add & cel this places a cela e cursor positon
Prosed 1o Coniinuously add colls s you Move Ihe cureor Press D again 0 disable his
feature. The botiom right hand comer of the screen displays the number of cels in the
current area. The left side shows the cursor's current row and column position. Use the
Spacebar to toggle a cell on o off. Press ESC o get back to the Begin New Work
screen
Edit Area—Lets you add or remove cells from a completed area. The box in the bottom right
hand comer shows the ells per area. Use Spacebar to toggle between placing and
removing cells
Save the Work—Saves your unfinished map to the disk of your choice as a WORK.
Delete Area—Wipes out an entire completed area. Use it with caution.
Exit—Gives you the option to save your work before exiting. This precaution protects you
from inadvertently losing your work.
Make Work Into Map—Transforms your WORK into a playable MAP once you have 20
areas completed. You must do this if you want (o save the map as a playable map
complexity check assures you that the map is playable in a solo game. The simplest way to
make a map playable is 1o Gecrease the number of areas
Load Existing Map— Load and edit a previously saved m:
Load Existing WoRe-Load a previously saved work rom a sepame disk. When you load
awork, you come diectly to the NEW WORK section of the ment
Dlsk Birectory—View the names of the saved maps and works.
Map—Saves a completed map to a disk
- Exit—Exit to main menu
Note: A disk can contain no more than twenty maps. To save more than twenty maps, you will need
additional disks. Remember to format them before you begin map making. Hard disk users
should store additional maps on floppies.

UTILITIES MENU
You can open this menu between each phase of Lords of Conguest by pressing the Spacebar. Use
the Utilities menu to Save Games that are unfinished, Resign the conquest to your opponent,
change Colours, and fogge the Music on and o

CCOMMODORE—You can change Player Colours from the Utllities menu. Select I
Cnangs Player Colour option. Move the joystick to desired colour. Then highlight e wora
Pass” or "ExI( and press ine fre buton
1BM and TANDY—You can change the Background colour 10 any one of 16 colours (0-15). You
o e s & atoren lour palette with CURRENT PALETTE.
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