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1.0 Futeoduction &
Historical Backoground

At the end of the tenth century,
Charlemagne's empire was in ruins. His
sons were unable to hold together his
lands, resulting in a shifting of power
to the land-holding feudal barons, The
local landed aristocracy eventually
came to control the political mecha-
nisms, and these lords then gave pow-
er to a ruler of their choice.

But in crder to dominate, a lord or
seigneur first needed to control the sur-
rounding land that supported him and
his troops. To keep his lands cut of the
hands of his enemy, the master of a
chateau needed to hold his lands as a
fief from a more powerful nobleman.
New chateaux were brought under the
control of established lords, not through
violence, but through vassalage.

By Fire & Sword is a multi-player game
set in a mythical European kingdom in
the early tenth century. One to six
players begin as local barons, control-
ling a small area, and seeking to expand
it through acquiring vassals and battling
the other lords. As you expand you can
recruit more vassals and armies, form
alliances, conduct trade and build
castles, villages and towns.

The fief is the dominant factor in
feudal scciety. Land that is controlled

Design: Steve Estvanik

by your vassals is called your fief and
is shown in one color. One of the goals
of the game is to develop and maintain
the largest fief. The land you control
directly affects your strength. Your fief
increases when your vassals move over
new terrain. Sometimes you will have
to fight other barons for control of land.

Your fief produces goods each turn.
Clear and forest squares are most
productive. You will need the produce
of your fief to add new units to your
forces and to maintain those forces
already under your banner. In addition,
you will need to build a castle {chateau)
and villages.

For those of you who do not wish to
play a strictly historical game, wizards
and their spells of helding have been
added.

Bibliography
Cantor, Norman. Medieval History.

(London: The Macmillan Co. Ltd.,

1969,

Koch, H.W. Medieval Warfare.
{London: Bison Books, Ltd., 1978).
Matthew, Donald. Atlas of Medieval

Euwrope. [NY: Facts on File, Inc., 1983).
Wise, Terence. Medieval Warfare.

(London: Osprey Publishing Ltd.,

19761,

Rulebook Editing and Art Direction: William E. Peschel
Playtesters: Mark Bausman, Fred Chu, Thomas Foley, Gregg Gallagher
Production Coordinator: Phyilis Suddeth

Art Dept. Coordinator: fean Baer

Prep. Dept. Coordinator: Elaine M. Adkins

Typesetting: Colonial Composition
Printing: Monarch Services
Cover Art; fim Talbot



To play the game, boot up the DOS disk.
Insert the By Fire & Sword disk and type
YINIT. The game will load auto-
matically.

To load Lhe Commodore 64 version,
type LOAD”*" 8, See the back of the
rulebook for a list of differences
between the C64 and IBM versions of
By Fire & Sword.

The following prompts will appear:

Title Screen (njew or [sjaved Game: self-
explanatory.

Total number of players? (1-6). this
number inciudes those players handled

by the computer as well as human
players.

Number of human players?: Choose the
number of human players and give
names to their lordships. Each name
must begin with a different letter of the
alphabet.

Each human player may play at one
of three levels; novice, intermediate or
master. There is no restriction on who
may play at what level. This rule can
let you handicap the better players. The
differences among the human levels are
shown in the table below:

Novice
Hidden pieces
on map* no
Additional
production : 20%

* If a lordship is playing at the novice
level, he will see the entire map. At the
intermediate and master levels, he will
see only what his vassals can report, in-
side and outside his fiefdom. Each piece
can see a certain distance. Yecmen can

Intermediate Master
yes yes
10% ()

see two squares in all direction; knights
and greater can see six squares. Units
in mountains can see farther, but enemy
units in forest are hidden unless one of your
units is adjacent.

World View: Choose the size of the
map. Map size one is the same size as
the screen, while sizes two through five
are larger. The game map has no edges,
if you move north, the map will scroll
down.

General Terrain Type: Bach game's
map is different. Four general terrain

mixes are possible: steppes, plains,
alpine and forest. Each mix alse con-
tains plains, forest, and mountains, but
in differing amounts. Alpine and black
forest are more difficult to move
through than plains and steppes. The
steppes offer the least hinderence to
movement and line-of-sight.

Overall Difficulty: This will select
which options will be in play, accord-
ing to the table below:

who goes  urban

difficulty first areas
1 computer
2 computer X
3 human X
4 human X
5 human X

alliance & increased
trading wizards  production
8%
16%
X 24%
X X 32%

X x 40%




3.0 Fequence of Playg

Eack wuen contain: thees phases:

Serceschal phase |3.1] — incwhich won
cuamine wony fcfdam, meoruin broops
and wassals, faund villages and towns,
and give movement arders for vour
I!'n.'h]'\-.'- Al orders are cseeated siooal-
ia nmu.;'.:; in the nrxt rh.n;n. b s
na advantage o poing firso or Dast

Maraheils phase (320 — inwhizh your
orders are carried o

Chiewaberiain’e phinse (3.3 it whizh
the statua of your fiof iz showr. Alli
ey are formed or brokenr, asd ade
g allies lakes place.

A1 Seneschal phose

The cormputer annoances Lhe aoder of
pelay witn che phrase: *|Player s odns),
Eny senesenal awaits orders” ' el pley-
o iy At amy Key dnosee fne gane map.
Mote thal the players level [novice, in
termediale or mastee] will datermine
wohal he aclually ses moce all orders
are pxeculed simmullanaously, L is sug
gealemd Lial slayess should nolb watzh
eacl olher e,

The soreen s divades mle s sec-
gians. The map section shows e lec-
raim, vwith the units of the moving playver
depizted as a heart |for a baran| a
diamend [or & kright, or alchemical
aviabols sepresonling archers, yeomen,
ramparks of wizards, Oreerlaying this
map are colorful shadings indicating the
eilent of each barons doemain,

The player noreases bis leldom &y
moving units accoas the land. As e unit
moves, it leaves 2 caborful trall zhewe-
1ng the land rhi.:::,r claim for thete loed.
All units claim at leas: the squaze they
miave 1'I1n:r.|g|'|. wohles alsn claim the
lass sguare they move ints, plus the
cight adjacent squares if moving
theodagh arclaged Japd, Yeomsn and
bowmen claim each fquare I.|:'|-C‘:|" R lelos
thraugh regardless of cwnership

It a lordship is plaving at the noviee
lewral, he wrill s=e the entire mas. AL Lhe
intermediste and master levels. he will
st only what his vassdls can ceport, L
sude amd outside his fefdom. Cach piece
can fo¢ @ cortain distance. For exumple,
FEOMIET Can dee b squarss o el dires

tior; knights and groater onm see siv
sguarcs. Units in moantains can see
farther, kart ererep units in forest are nid
dot wMbesz e af pane unifs i adiner!

The bottem third of the screen con
alats of three lines telling the playres: the
pwrnber of duzets the player has, mes-
sapes that will cppear daring play, and
thie sruars nomber, terrain cmd oo
Py thit the curser is an.




3.2 Marshall's ph.nsl:

The ordor: glven in the previous
phnze arc carrled out randaraly. BEach
untt Movcs: one aquars al & e, up to
the maximum allowcd b lis orders and
meverpent allowance. I the square the
uhall Ls trvlag te enter i8 occupied by an
crcmy vibl, itowill oy o capdure i, 1
U attack sucoesds, the defented pisce
15 remerved from plavy. 17 the attnck fails,
bkath pizees will be pr-}]'_il:.jlcxj from
further mrrerment in that tarn

Archers by bn shoot any apponent
Bt moee inka e S URTTCS Mo [ therm
They have nheat g 15% chanoe af onp-
turimg a piece |less ta kil a noble]. Thew
have an addilional 15% chance of sleo-

4]

ping the plece, preventing its further
maverzent

Wizards cast apells of holdiag In thelr
sgquace. obstructing the mesvement of
enerny unliz up o o squarss away
They can alan claim terelory for his
lord.

Al vmits rxert o partial zome of ocon
trel inta its sight adiacent snnares. Any
time an cnemTy unit moers into that
sguare, the sationary picce canses the
proin g pleos o Lose e mcnt points.
17 is much erzict for o picce to mimee
through unocoopicd forrein than o
eronse along g roer of cnemy pleees, meen
thuugh mone are o Lhe derect path of
rrarvsmmenl.
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1.3 Chamberlain's phase
There are fhres segoients (o this

phase- allianne and trading, prodocion
and maintonance, and status




Table 1
Effects of Human Levels
_ Novice Intermediate Master
Apnmhirzn Hidden pieces
cn map* no yes yes
Additional
preduction 20% 10% 0
Table 2
Effects of Difficulty Level
who goes  urban  alliance & increased
difficulty first areas trading wizards  production
1 computer 8%
2 computer X 16%
3 human X X 24%
4 human X X X 32%
5 human X X X 40%
Table 3
Urban Area Production
initial cost upkeep production
village 50 - 10
town 50 - 20
chateau 90 50 -
Table 4
Combat Percentage Table
Defender:
duke  baron knight yeoman archer siege  wizard
Attacker:
duke 90 a0 70 95 95 20 40
baron 70 80 60 90 95 20 35
knight 55 65 20 95 95 25 40
yeoman 25 30 30 90 90 50 25
archer i5 15 40 60 60 30 15
siege S0 90 90 50 80 50 80
wizard &0 80 Q0 90 90 20 50

These are the percentage chances that by several weaker pieces against a
an attacker will capture a defender. If  stronger knight can incapacitate the
an attack fails, both pieces cannot move  stronger piece.
any more that round. Thus, an attack



YOU NAME IT. WE GAME IT . ..

The Avalon Hill Game Company is the world's
largest publisher of a great vanety of stratexy board
games of skill. We manufaclure over 15( games;
including wargames. sports strategy and statistical
replay games, games of power politics. adventure
and role-playing games, as well as fantasy and
science fiction games. For complete information
with pretty pictures. write the factory and ask for
a Complete Goeme Catalog. Consult parts list for
current price.

The Avalon Hill Game Company
Consumer Relations

4517 Harford Road

Baltimore, M1 21214

QUESTIONS OF PLAY

The clarity of these rules has been verified by
Software Testers of Universal Microcomputer Pro-
grammers (STUMP) and deemed ‘tomplete” in all
facets of instruction. Flease re-read them in areas
that seem unclear at first reading. Questions on
play can be answered by the factory only upon
receipt of 2 self-addressed envelope bearing first-
class postage,

TF YOI CANNOT LOAD THE PROGRAM

1. Check your equipment carefully to he sure
that all cables and connections are correct,

2, Re-reud the sectinn in your computer's manual
that tells you how to load software. Try to load soft-
ware again,

3. If possible. load ynother program from o tape
or disk you know works on your computer. This
will prove that your equipment works. Try once
more to lead your game.

4. The normal reason software will not load is
tape recorder or disk drive head misalignment.
Your computer may be able to save and load pro-
grams omn its own disk drive, but he unable to read
software made on a different disk drive for this
reason. Be sure your heads are correctly aligned.
Your local computer store or dealer can help you
with this.

5. If the program still cannot be loaded, send the
software, with a complete description of the
problem |what type of computer you have, what
the computer says, if anything, when you try to
load the software or play the game, and what you
did to try to get il to load) to:

Avalon Hill Microcomputer Games
4517 Harford Road
Baltimore, Maryland 21214

Defective software will be replaced.

His Lordship's Commands

All commands are shown below. Each player has as much time as they need

to give orders.

Other players may not look at the screen during this time. Note

that to move a unit, you do not press M but the INS key.

Promotes a knight to a baron, or a baron to a duke. You must have
at least two knights to create a baron, and two barons to create

To move a piece, place the cursor over it and hit the INS key. You
will be prompted for the direction and number of squares that piece
is to move. It will try and fulfill that order within the limits of that

Moves the cursor to the next unit without orders. This ensures that

Plants trees in all clear and stump squares surrounding the order-

Command Description !
{Aldd * Recruits troops or*vassals for your fiefdom.
{Clhateau *  Builds a chateau (also called a castle].
{Dlemesne  Reports the status of all lords.
(Ellevate *
a duke. You must have one duke to win.
|Esclape To quit the game, hit the ESC key twice.
[Flire * Sets fire to a forest square. Cost: 10 ducats.
{Hlelp Lists the commands and other information.
INS Move
piece’s movement allowance and terrain,
(N)ext
you have given orders to all the units under your command.
(Olpponents Shows all fiefs by letter.
(P)lant *
ing noble. Cost: 40 ducats.
{Quit Ends a lordship’s move.
{Rlamparts  Builds ramparts outside village or city squares.
{Sliege Converts yeomen units to siege towers and vice-versa.
{Tirees * Removes trees from a forest square. Cost: 10 ducats.
{V)illage * Adds a village or town to your fief.

{Wlorldview Shows a condensed form of the map. Only the colors of the owned
areas are shown. If you can detect units, the first letter of their
owner's name is also shown.

Additional Comments:

* To use {A)dd, the cursor must be
next to a noble in a clear, stump, or
forest square. You must have sufficient
ducats to build the piece: Knight {30}
Yeomen (10}, Archer (16], Siege {20,
Wizard [50].

* [Clhateaus can only be built in clear
or stump sguares. Each player may
have only one chateau (castlel and it
must be a sufficient distance from all
other chateaux,

* To (Ellevate a baron or a knight,
place the cursor over the noble and give

the order. Any noble may add a knight,
but the only way to obtain barcns and
dukes is through elevation from the
chivalry. It takes two knighis to support
each baron, and two barons to support
a duke. You must have a duke to win.

* To execute a {Flire, (PHlant or (Tiree
command, place a cursor on the square
near any of your pieces. You may also
set fire to any city or village square you
control.

* (Village automatically adds a village
near a chateau. If there are already five
villages, then one will be converted to
a town.,

Commodore 64 Differences

This section contains notes on the
differences between the IBM and Com-
modore 64 versions of the game,

1. To start the C64 version, type
LOAD"*" 8.

2. The following set of keys forms a
block on the right hand side of the key-
pad and is used to indicate cursor and
unit movement directions:

0

1 P

N
/

L/ :
< :

Y-5683
#4765401 ' 12/84

Note that L can be used to order a unit
to stay.

The numeric keys at the top of the
keyboard are used to show distances,
etc. The CONTROL rather than the
INS key is used to select & piece for
orders.

Other commands which are invoked
differently are:

(MJonochrome shows opponents fief by
letter rather than color. Most useful for
monochrome displays.

(Tirees puts trees in clear and stump
areas surrounding a noble. (Cost is 40
ducats.}

[Rjemove cheps trees from a forest
square. Cost: 10 ducats.

{run/stop} key aborts the game. This
should only be used when you need to
get out quickly and don’t want to save
the game.

{Like when you're about to lose badly.}



