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Eric gripped tightly to the long dragon’s neck that sretched out from the
bow of his galey. The campfires that burned on the distant shore burned

Time...... ... ... 000 . . . . ; .
Ra'i:tn rm o : s even brighter in his eyes. Behind him, twenty oars churned, the sea in
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“The other ships have sgnded, Eric. They are following us in.”

Eric turned to his Swordmaster. Bjorn and asked “Have you seen Olaf’s
ship yet?’

“Not yet, Winterson”. The aging swordmagter had aways cdled him that
because of his bright white hair. Recently the name had been catching on.
“But héll be joining us soon. His ship was the strongest of dl of ours, no
storm could have sunk it.”

Bjorn joined Eric a the bow and dared a the lights that they fast
approached.

“It savillage, agood szed one a that” Eric said.
“Norman or Saxon?’
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“Norman. They are the conquerors. Should be a good fight!”

Eric laughed. It didn't matter to him who they fought. The Norman Lords
have spilled the blood of a hundred sons to keep what they’ve taken. And
the Saxon Lords have spilt even more blood trying to take back what
they’ve logt. Neither would lay down their swords easlly.

This was the perfect time for the Norseman to srikel With William deed
and gone, the Norman's were without a leader. They fought among
themsaves dmost as much as with the Saxons. And the Saxons had been.
without a leader since the Pendragon line was lost. Nothing could stand
againg the Norseman now. The longships of a dozen Viking Clans were
folowing Winterson to findly teke the.idands that ther father and
forefethers had been raiding for so long.
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“Fetch me the spear, Bjorn” Eric commanded. But the ceremonid spea
was in his hand before he even finished the order. Bjorn was smiling ass:
Eric turned to him in surprise. Bjorn had thrown many spears in hi 53
earlier days, but this was Eric's first. It was lighter and much to dender 10>}
be used in combat, but that wasn't it's purpose. Runes covered everl;
sguare inch of it's surface, dedicating the souls of al whom it pa&ed over;
to the pleasure of Odin.

‘E@ a_tk‘griﬁu"@

" KINGDOMS OF ENGLAND II: VIKINGS: FIELDS OF CONQUEST isa
- drategy/smulaion game for up to 6 human/computer opponents. Each
. ‘player assumes the role of a lord in control of a kingdom with up to 20
~amies to command in an atempt to become sole ruler and King of
England and its surrounding lands. ,

Vikings is basad in pat on the hisory of medievd England with a dight.
- modification . . .the Vikings were victorious in their conquest of Scotland
and the northemn ides and are dowly conquering dl of England and

Ireland!
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Eric could hear the waves braking againg the’ shore now;

“Alert the men Bjorn, Ran will daim our souls if we don't take the bea
quickly!” »

e
Eric thought about taking down ther smal mansal, but the mast coul
be replaced if it broke. And Eric wanted to take full advantage of the win
that Frigg hed gracioudy given them. ,

Suddenly, drifting in the wind, came the sound of a horn, The det was
given. They had been spotted, but Eric laughed. the note cracked and
then fell slent. Sowly, Eric rose his own horn. bresthed in a deep bregth, -
and blew a piercing, pefectly clear tone that seemed to hang in the a
forever.

The man objective is to use drategy and drength to take over the
required number of teritories or diminate dl other kingdoms and be
proclamed the King of England. This is accomplished by rasng armies,
traning men for amies, parols and garisons, building castles and ports
in drategicaly important aress, gaining raw materids for dl of the above,
and saizing land a opportune moments.

A fierce warcry erupted from his men and fifty swords were rased high &
the longship rode up on the shore. With a massive heave, Eric let loose:
the ceremonia spear to fly above the defenders and into the village:,

beyond.
“BY ODIN, THE LAND WILL BE OURS!” He cried.

And this time they wouldn't leave.
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Campaign Armies are used to invade neighboring territories and b battle
with its peasant or enemy kingdom defenders in an attempt to expand the3
domain of each hmgdom When a new game is started, each kingdo
begins with three armies (except for the historical game). The three armie
are sufficient to defend the small domain of each kingdom. but as ne
lands are added, the need for raising new armies to defend them become

more important. Each home and large castle has the ability to raise one i l

new army per turn. This is only possible, of course, if 30 gold, 1.iron uni 4
and 11 hireable men are available. If a new army is raised; it will be:
avalable on the same kingdom's next turn.. S
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SWORDSMAN: Swordsmen are the normal everyday gfunté. Th’é‘
usually make up the majority of an army and are the easiest to hire an
train a only 1 gold esch.

ARCHER: Archers are a mgjor force to be dedt with not only in afiel
battle, but dso in the sege of a castle. By staying in the rear of a battle
archers are not attacked by enemy ground troops in a field béttle: until a
of their ground forces are diminated. In defending a cadle, archers aré;
used up high on the battlements to protect the walls from attack &nd ar
not eadly hit by enemy missle shots in this podtion. Archers get tw
arrow shots per attack.

CROSSBOWMEN: Crossbowmen get a single shot per attack but th
chance of hitting is better than archers. They also are not attacked in
field battle until all of their ground forces are eliminated. They are th
only other troop type along with archers that defend castle walis agains
enemy attack.

but poor |n offensve ones, therefore they are pnmanly used in defendin ng‘s‘- ‘ '
cadles and in armles that defend critical postions. /

FOOT KNIGHTS: Foot knights are good in both offensive and defen51v
situations. They get two attacks per turn and require two hits to be takel
out of action. .
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MOUNTED KNIGHTS: Mounted knights are also good in both
offendve and defensoe stuations, but fight about 50% better than

. foot knights. Mounted knights do not fight well in dense forest and
-mountains. They require two hits to be taken out of action and attack
- two attacks per turn.

CHAMPIONS Champlons arethe dite knights of a kingdom and teke a

- large sum of gold and iron to train and equip them in the art of medieva
- warfare. They wear the best of the light amor avalable and fight very
& well in all situations except for open grasdand. They fight roughly 100%

better than foot or mounted knights and have the same benefits as them.

" BARON: A baron is the leader of each army and does not fight. He is not

used in any way except for disbandment and reingatement of an army
that is beng moved by a rotllla

?\rmg gﬂﬁnﬁement

Each army has 15 days per turn (I/2 month) to use as needed. To move an
amy from one controlled (friendly) territory to an enemy (Invasion)
takes a certain amount of time. This is shown on the table below:

DAYS USED PER MOVEMENT*

‘ Controlled Enemy
Terrain Type (Friendly) (Invasion)
Grassland 3 6
Light Woods 4 7
Dense Forest 4 7
Raling Hills 5 8
~Foothills 5 8
"+ Mountains 6 9

\ '
* Note: | less day is used when an amy is forcefully marched.
The table above shows the terrain type and the number of days used for "
movement into a controlled (friendly) territory, and dso shows the

number of days for an invason into that same type teran if it were
enemy controlled.
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Tastles

invaders ground forces enter and engage the garrison in combat. If your %

kingdom does not have any castles, enemy kingdoms may just march
through your territories without having to spend vauable gold and

resources on siege wegpons and extra troops that are needed to conquer

a territory with a castle. Another mgor benefit of cadtles is the influence
on the kingdoms forces that are defending in the castle, or enemy forces
that are invading or defending aneighboring  territory.

Hotillas

Hotillas (a group of ships) are used to move armies across water. To gain

the use of flatillas, a port must be built (page 17). For the firs five ports a
kingdoms builds. a flotilla is dso condructed and gppears in the new port.
The capacity of a flatilla is dependent on the number and type of shipsin
that flotilla Each man and/or item to be moved tekes a certain amount of
space and weight to transport.

[ricome
) I N

When you begin a new game (historical or random), you dart with a
gmdl amount of tax income from your few territories (except the Vikings).
Income is incressed by adding territories to your kingdoms domain. The
amount of tax income varies from land to land and the amount gained
esch turn is hadf of the amount liged in the Territory Information
Scroll’and Mini Pointer Scroll. So if thetax isseven gold, three gold is
ganed at the gart of the a turn and four gold is gained a the end of the

next turn. Income may aso be gained by discovering ore deposits and by

selling, excess raw materids.
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Rawv maeids are used in the congruction of items and the tranlng of
troops. If your kingdoms treasury is low on gold, raw materids may be
sold on the market to gain gold. Raw materids can dso be bought if
needed, but for a higher price then sold for. The types of raw materias
used are:

Wood-used in building and reparing cadtles, sege weagpons,

ports, ships and training troops.

Stone-used in congructing and repairing castles.

Iron-used for cadtles, siege weapons, knights and champions.

Food-used for feeding the populace in each territory.

WHERE ARE RAW MATERIALS FOUND?

Wood, Stone, and Iron are dl found in certain terrains. Wood is found in
light woods and dense forest terrain; Stone and Iron in railing hills,
foothills, and mountainous terrain. Food can only be gained by having a
aurplus in a territory.

@erritories

A territory isone of 199 areas of land on the map that is surrounded by a
light grey border. A teritory may be owned by any kingdom that
conquers it. All territories have a peasant populace, tax income vaue,
crop fields that produce food, and the ability to have a castle and port
built in it. Ports may only be built in a territory if next to a sea space. Each
territory has a patrol if there is not a cadle, or a garrison if there is a
cadtle. In addition, each territory might have wood, stone, and an ore
deposit depending on the terrain. Kingdom controlled territories can
hire and train men. This ability begins the turn &fter the territory is added
to a kingdom's domain. The amount of men and type tha can be hired
and trained for aterritory depends on if a cadtle is present and the type of
that cadtle.

PATROLS & GARRISONS

Patrols and garrisons are the defense of a controlled territory when no
amies are present. If armies are present and in battle, they are added to
the troops defending. A Petrol or garrison may be added to or taken from .
as needed, by its kingdom armies. 5




TERRAIN .
There are Sx terrain types on the map; grasdand, light woods, dense 2
forest, rolling hills, foothills, and mountainous. Each has an effect on the
amount wood, stone, and ore that is produced per turn, the capabilities of
each troop type in battle, and the stamng and growth rate of a territories
population.

FOOD AND HARVEST
The populace must be kept fed, otherwise no new trainable men will be
born, and the populace will decrease from darvation. Eachterritory has a
population and is fed independently of each other. If enough food was

harvested for a territory in the previous turn, then no help is needed. If -
more food was harvested in the previous turn than needed, a surplus
exists and the excess goes in the food stocks of the kingdom. If less food
was harvested in the previous turn than is needed, a shortage exists and ?
some of the population of a territory may die. To fix such shortages, the  :

excess stocks from other territories must beused. If a populdion is
capable of producing more food, but there aie not enough fields cleared *
for faming, a shortage may dso occur. Increesing the number of fidds .3
avalable for farming will correct this Stuation. iy

Game time is in ‘turns. Each turn isa two week period. “Fhere are 24 tuns
in a full year. A turn is completed when dl the players have completed

thar individud turn and the last player has clicked on the NexT Kingbom
Icon on the Main Map. A game ladts as long as there are enemy kingdoms
to conquer or until one of the possible endings is reached.
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(an explanation of it parts)

ARMY ORDERS ICON

(showsthe seLect arwr SCROLL)

. TERRITORY INFORMATION ICON

(shows TERR TQRY | NFGRVATI ON scral.  for  sdlected  territories)

ORE SEARCH ICON
(dlows a search for ore in a sdected teritory)

RAW MATERIAL BARS

(shows stock of food, wood, sStone, and iron.

Tophalfshowsthe Buy RAWNMATER ALS SCROLL  and
Bottom halfshowsthe SELL RAWNMATER ALS  SCROLL)

RAW MATERIAL MULTIPLIER
CURRENT KINGDOM'S CREST

(shows the ki NaDov 1 NFCRVATI ON' SCRALL)

AMOUNT OFGOLD IN TREASURY

VIEW MAP ICON

(shows overhead view of each kingdom's domain)

NEXT KING ICON
(dlows current  kingdom to end turn)
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Raising Nefo Armies

Rasng anew amy is only possibleif 30 gold, 1 iron unit, and 11 hiresble

men are available. Each home and large castle has the ability to raise one
new amy per turn. If a new army is raised, it will be avalable on the

same kingdom's next turn. To rase a new amy, enter the Territory
Information Scroll of a teritory with a home or large cadle that is
controlled by your kingdom. Then, sdect the CREATE New ARMY ICON
which brings up a scroll that dlsplays dl amy banners available for the
rasng of a new amy. Sdect the numbered icon that the new army will
be built for and the raising of that amy will be started. If the castle is not
logt to another kingdom during the next turn, the army is then raised and
will appear in the territory sdlected with 10 swordsmen and 1 champion.
Note: If a home or large castle in which an amy is being raised is logt to
anenemy kingdom, the army will NOT be raised.

Army Orders Scrll‘
FLECTING AN ARMY OR H.OTILLA FOR ORDERS
All orders are given through the Army Orders Scroll (above). To order a
amy or flotilla, sdlect the ARmY ORDERS Icon (page 9) on the MAIN MAP,

then dlick in the territory or sea space with the amy or flatilla you want
to move. The Sdlect Campaign Army Scroll gppears showing dl armies

or flotillas currently in the territory or sea space and dlicking on the icon_

of an amy or flotilla selects that army to give orders to.

Page 10

Select Campalgn Army Scroll

When sdecting armies for movement or exchanging, some marks may be
shown on an amies icon (as in amy 3, above). The mak of a C
designates this amy has a least one catapult. The ydlow marks show the
number of days that amy is fatigued. Resting that army will remedy army
faigue. A sndl sword on an amy icon indicaes tha this amy is
invading a territory.

NEW TROOPS & STRENGTHENING ARMIES

To drengthen an army, new troops ae trained from the kingdoms
populace. Of the totd populace, only a fraction is capable of being
traned and used in amies. The fraction of the population that can be
trained and hired is shown in the Territory Information Scroll (page 2))
as the 2nd vaue of the Populace: 659/31 line. When new troops are hired
and trained, the tota number avalable is shown in the upper left of the
Buy Items/Troops Scroll asNew: # Thisis the totd number of new men
from dl territories in your kingdom. Each new man hired darts out as
part of the Patrol or Garrison in the territory that he was trained in. To
add these new men to a campaign army, see Exchange Troops & Items
(page 25). When men are hired they are not dl taken from the territory

that you are hiring/training in, but are evenly teken from dl of your lands.
~ This is done to prevent a dramatic drop in population in a single territory.

Page 11



 @ervitory Information.

Scroll leons

(an explanation of)

" MINE PRODUCTION
: _{shows amount of
gold. silver, or iron
gained monthly)

IMPROVE/ ~ NEW
REPAIR MEN/
CASTLE  ITEMS

RAW MATERIALS
PRODUCTION

(shows amount of
stone or wood
gained monthly)

CASTLE COMPLETION
INDICATOR . .
(shows # of turns remaining (shows # of turns remaining
for next castle level being for seaport being constructed
constructed [if any]) it any])

SEAPORT COMPLETION
INDICATOR

HIRE TROOPS/BUILD ITEMS

To hire new men and build new items, sdect the teritory to hire/build
them out of. This is done by sdecting the TERRITORY |NFORMATION ICON
from the Main Map (page 9) then sdecting the New MEeN/ITEMS ICON.-
Thiswill bring up the Buy New Men/Items Scroll (page 13). At the top
of the scroll is shown the kingdoms gold in its treasury and the number
of NEW: men hiregble for training. At the bottom is shown the maximum
number of new men/items that can be produced from this territory. Listed
down the center is each troop type and item in this territories patrol/
garison, the cogt in gold for each, and findly the number of men/items
bought dong with the arrows for buying them. To hire or buy, dick the
LMB on the corresponding arrow in its row. This will hire or buy one
man or item a a time dicking the RMB on the arrow will hire or
buy five men or items & a time Holding down ether button dlows
continuous hiring or buying. Hiring/traning new men and items requires
gold and raw materids for eech new man and item. The gold and
raw materid requirements are on Tedle | (page 13).
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Buy New Men/Items Scroll

Table |
COST TO HIRE & TRAIN OR BUILD ITEMS
Troop Type Gold Wood Iron
Swordsman ! — —
Archer 3 | _
Crosshowman 2 ! —
Pikeman 2 I _
Knight 6 | |
Mounted Knight 7 1 |
Champion 12 1 |
Catapult 18 5 2

Remember: A kingdom may only hiregbuild in each teritory up to
the maximum number of new men/items avalable for that teritory.
(Se=Table I, page 16)
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To move an army-lt must flrst be selected See $LECT INGANARMY vells
OR FLOTILLA FOR ORDERS (page 10). Selecting March Army from the ;+

Army Orders Scroll will show arrows across the borders of dl adjacent
territories that movemant is possible into. The colors of the arrows show
the differences in movement as follows

IQ‘&

Green -friendly territory; movement possible i

Red -enemy or pessant owned territory; [
inveson only possble g

Yelow -friendly, enemy, or peasant owned territory;
there are not enough days remaining for :
any kind of movement

White Hashing-current territory the pointer is over

Note: when the pointer is moved over a territory, a mini-scroll appears 4
and shows the number of days it will take to move into tha
territory. When the number of days to move is white, then
movement into that territory is possible, but if the number of days
to move is yelow, then no movement is possble.

PP URLEE TR SV JCREL N 1 A

To move an amy across territories quickly, select Forced March. This
dlows an amy to move one day faster than normd rates (page 5). The
use of forced marching is not without drawbacks. Each forced march
rases the fatigue level of the amy which lowers its ability to fight. To
lower the fatigue level, click on the Make Camp & Rest option. Thisrests
the army for one day and lowers the fatigue level by one category each
time it is used. The Forced March option may be used up to four times
before an amy refuses to move, then the amy MUST rest for four days
without moving!

wing(ﬂazﬂnﬁ |
T g

There are five types (levels) of castles: tower outposts, keeps, smal %
cadles, large castles and home castles. One castle can be built in e&h
territory (except for home cadtles, you only get one). Each levd must be_{i
completed before the next may be built. (Ex: a tower outpost is being built
and will take two turns, a keep may NOT be sarted until the tower @
)

Ly
RS
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outpost is completed.) Castles are where new items are built and new
men are trained for the armies, patrols, and garrisgns. As you improve a

cadle from one levd to the next, new abilities are added. The CASTLE
influence, number and type of new items produced, population growth
(which gives more traindble men), and the sze and thickness of the outer
wal ae dl increased. In addition, if the completed cadtle is a LARGE

cadtle. the ability to create a new army is added. Home and large castles

are the only ones that can create a new army. The CASTLE influence and
other advantages of a new level are gained only when the new leve is
completed. For each cadtle level built in a territory, that territory’s tax
income is increased by one gold.

Before a castle can be built, land must be cleared to support it. To create a
castle in a teritory, enter the Territory Information Scroll of the”

territory you wish to build a castle in. Then, sdect the BUILDIMPROVE IcoN .
which shows the Build/Improve Scroll. Click on IMPROVE option to
clear the land. This takes one turn. On your next turn, you can Start
building a castle in the newly cleared territory. Each castle needs a certain
amount of wood, stone, and iron to build it (page 16).

Note: When congructing a casile be careful where it is built.
If a battle occurs in a territory where a castle is under
congiruction, no congruction takes place during that turn.

g S

@ttu];i;h Gastles g

o
A teritory with a cadle in it that is occupied by an enemy kingdom is
limited in the amount of new items that can be built from it. It takes a few
turns for the castle to return to its ful number of new items that can be
built from it.

BUILDABLE OCCUPIED CASTLE

Structure Type
Unimproved or

Cleared Land 2
Tower Outpost !
Keep -2
Smdl Cadle 4
Large ‘Cadtle 8
Home Cadtle 1

ITEMS

Number of
New ltams

=S

4T
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. Seaports

‘ S

A segport is important if you are to invade other idands or territories.
Mogt idands contain enemy flaotillas and ships that are unreachable by

normd territory movement and dlow enemy troops to atack from any

angle. A port cods 40 gold, 20 wood units. 15 stone units, and 10 iron
units to congtruct. For each of the firgt five segports congtructed, a flotilla
is also created. A segport takes two turns to complete and at the end of
this time, a port icon appears in the adjacent Territory Information
Scroll and in the sea space it was created next to. You cannot build a
seaport in aterritory that is not next to a sea space.

BUILDING A SEAPORT

To build a segport, click on the TERRITORY INFormATION Icon from the Main
Map; then sdlect the territory you wish to build a segport in. This shows
the Territory Information Scroll. Click on the BUILDIMPROVE Icon and
click on the Seaport option. After two turns the segport will be crested
and will be shown on the Territory Information Scroll.

Moving Armies Using Hlotillas g

To move an amy udng aflatilla, first sdect a sea pace with a flatillain it.

Next. sdect the flotilla you will use and move the flctilla into a sea space
adjacent to the territory with the army in it. Then sdect that territory and
this shows the Flotilla Orders Scroll. Then sdect (Un)Load Troops +
Items and then sdect the icon of the army to exchange with. This shows
the Exchange Scroll and dl tha is needed be done is move the
menvitems onto the flatilla (up to the maximum weight dloweble). After
this is done, a scroll appears asking if the Baron should be loaded on the
flotilla. If the men/items loaded are intended to be added to another army
when unloaded, do not load him. However, if the men/items are to be st
up as a new amy when unloaded, the baron MUST be loaded. The
remaning men/items from the flotilla will be placed in the territory patrol

or garison. The baron is the leader of the army and leads the army when

Create Army + Unload &t its destination is chosen.
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INVADING OR CREATING AN ARMY FROM A SHIP w/BARON

Setting up an amy from a flatilla is done by moving the flatilla nextto
the territory the army isto be created in. Note:  you can only create an
amy fromaflotilla if a baronison the flctilla Then sdect theteritory
that the army isto be created in and sdect the Create Army + Unload
optibn. The number da/sto create the new army depends on the terrain
type (see Days Used Per Movement, page 5). Invading a territory is the
same as cregting an army from a flotilla, except that thedays neededto
invade depends on the terran type plus an extra six days

.

B Note “a‘sea mva51on isa rlslzy venture as no retreat is possxble once - .

the battle has begun. If your inveson fals, the amy and all
items with it are logt, but you 4ill have control of the flotilla
that you invaded from.

| NCREASI NG/ DECREASI NG FLOTI LLA CAPACI TY

Increasing the capacity of a flotilla entalls building new ships in a port and
moving them into the flotilla To build new ships, sdect the territory that.
the port is adjacent to and then select the SAPORT ICcON. Now new ships
may be built. After they are built, an S will appear on the SeaporT ICON,
showing that at least one ship is in the segport and ready for use. All that
need to be done is to add them to the flatilla This is accomplished by
sdecting the flotilla to add to. then sdecting the adjacent territory the
port is built next to and findly sdecting the Exchange Ships w/Port
option from the Flotilla Orders Scroll. This takes one day.

SH P GO5T AND CAPAC TY

Type Weight Gold  Wood Iron
Gdley : 50 50 12 4
Barque 100 100 20 8
Man-O' War 200 150 30 12

DAYS USED FOR FLOTILLA OPTIONS

The amount of days for (un)loading, cregting or cregting and invading
with an amy varies depending on the terrain type and if there is a port

built on the shore of the territory and sea space. If a port is built, only one
day is needed to unload; otherwise three days are needed. Movement of
flotillas from sea space to sea space takes three days.

s
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Selling & Buying
- Ratw Materials

The sdling of raw materids is one of the ways in which to gain extra gold
for a kingdom. All raw materids are sold on the open market.

SELLING RAW MATERIALS

To I, amply dick anywhere on the lower hdf of the Raw Material

Bars onthe Main Map. Thiswill bring up the Sdl Raw Materials Scroll
dlowing the sde of raw materids to take place. One word of caution, be
careful of the amount sold. If too much is sold, there may not be enough
left to buy catapults, build castles. create ports. build ships, or hire and
tran troops. Therefore, <dling is not advisdble until the end of a
kingdom's turn when dl items have been bought and/or built.

BUYING RAW MATERIALS

To buy raw materids, click anywhere on the top hdf of the Raw Material
Bars. This will bring up the Buy Raw Materials Scroll. Any amount
needed may be bought, but the cost of each unit is twice the sdling pricel

Obvioudy it is better to gan rav maerids whenever possble from the
land itsdf.

Hint: Nurturing the populace to produce a maximum in esch territory
can bring quite a large excess amount of food, that can in turn bring a
Szesble amount of gold to a kingdom's treasury if sold.
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Therearetwo ways to see what the food and harvest status of a territory
Is. The firg is to move the pointer over the territory and check the food.
daus mini scroll (shown below). The second and more detalled way is to
dick in the teritory and bring up the Territory Information Scroll.
Check the Current: and Harvest: lines dong with the Notes

line. To fix a food shortage, select the territory to fix. Then check if more
fields can befarmed and if 0 dther increese them by sdecting the
INCREASE CROP FIELDS gadget or if the kingdom has an excess stock
of food,, sdect the Send Food option and send food to the populace. The
increasing of crop fidds may dso be used to affect the current turns
harvest which will be used next turn. For example. if a territory currently
IS harvesting ENOUGH  but under Notes it says Can farm 2
more ‘fields then by increasing the crop fieds by 2 the population will
then create an excess of 2 food units!

Food Status Mini Scroll

Current=Left Side
Harvest=Right Side
1 Surplus
¥ Shortage!
= Enough

Current is the amount harvested last turn that is being used now.
Harvest is the amount that will be harvested this turn for use next turn.

EXPLANATION OF THE NOTES FOR FARMING
Can farm 2 more fields-the populace may farm more fidds if they are
cleared.
Harvesting at maximum-the populaceisfarming dl the fields cleared.
? fields not in use yet--the populace is not large enough to farm and
harves dl the crop fields avalable for use.
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Territory Information Scroll

Mines & Ore Deposits

WHY SEARCH FOR ORE?

Finding a gold or slver depost may bring a larger amount of income
than the tax income of the territory its located in! In addition, iron is
expensve if bought on the open market. So by finding an iron deposit, it
alows you to have your own source of iron which is needed for castles,
ports. ships, siege weapons, and some troop types.

HOW MUCH, WHAT TYPES AND WHERE CAN IT BE FOUND?

The amount. type, and length of time that the ore depost will last varies.
Ore can only be found in ralling hill, foothill, and mountainous terrains.
The largest ore deposits are found in the mountains, while smdler
amounts are possible in foothill and rolling hill territories. The three types
of oreare SILVER, GOLD, and IRON. Gold is 11 (1 oregold = 1 tax gold)
and is added to income at the same time as the taxes are collected. Silver.
is2:1 (2 oredlver = 1 tax gold) and is aso counted as income the same as
gold ore is. Iron is added 11 to the iron stores a kingdom has and may be
used at its own discretion. A single kingdom may have as many mines
producing ore as can be found.
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HOW TO FIND ORE

Searching for ore involve's sdecting the Ore SearcH ICONoOn the  Main
Map. When this is done, a scrall is shown at the bottom of the screen and
amini scrall is added below the pointer. Clicking on the CONTINUE will
end the ore search. All that need be done is click on a territory that  ore
might befound in and sdect SEARCH from the Ore Deposit Search
Scroll and  the results of the search will be shown. If ore is found, amine
iconwill appear in the territory and the Territory Information Scroll
The type of the mineis shown by color and the amount gained per month

is shown in the teritory information scrall.

NUMBER AND COST OF AN ORE SEARCH

Up to four searches may be attempted in each territory that might hold
ore, with only one search of each territory per turn. The % chance of
discovering an ore depost is the same for dl three terrain types Each
additional search in a territory increases the % chance of discovery. The %
increase varies from search 1 to 2, 2 to 3, and 3 to 4, and the increase is
the same for dl terrain types. If the firg three searches were unsuccesstul,
on the fourth search ore will be found if it exigts there. The cost of each
ore search depends on the difficulty of the terran your miners will
encounter in their search. Mountain territories cost five gold, foothills
three gold, and rolling hills one gold.

EXPLANATION OF THE ORE SEARCH MINI SCROLL

When the pointer is over any territory, the mini scroll shows one of five
types. ENEMY, # SEARCHES, MINE TYPE. NO ORE XX, or NO ORE
YET. ENEMY means that nothing is known about this territory.
# SEARCHES means this terrain is the correct type for a mine and

shows the number of searches that have been atempted here so far.

MINE TY PE shows the ore type and amount that was mined LAST TURN.

If the amount mined was lower than the maximum, the amount is shown
in RED. NO ORE XX (RED XX) sgnifiesthat thisis not the correct type of

land for a mine and no searching is possible. When the XX is green, this

shows that this territory is a newly conquered land and may not be
searched (if it is the correct type) until next turn. NO ORE YET shows up

when a teritory has dready been searched this turn and no ore was

found, but might ill be found on a later ore search.

AN ORE DEPOSIT THAT RUNS oOUT

When an ore deposit runs out, dl that need be done is to search the
territgry one more time and a new deposit will be discovered. However,
that deposit may not be the same type as the previous one, and the length

4 of, time the deposit lasts will dso be different.
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Mattles and Sieges
— P M.

To invade a territory, sdect the amy to invade with and move it to an
adjacent enemy’s territory border that is to be invaded. Do this for as
many amies as needed for this invason. More than one amy may be
used for an invason and they may attack from other directions that are
adjacent to an enemy’s territory. Armies may dso invade by sea (see
INVADING OR CREATING AN ARMY FROM A SHIP w/BARON, p. 18)
Once dl amies are in pogtion on the border on the enemy’s teritory,
cick in the enemy teritory to commence the batle This can only be
accomplished by firsg having sdected the ARMY ORDERS ICON from the
Man Map, just as if orders were to be given to an amy or flotilla A
question scroll will appear asking if this conflict should be resolved or
not. Selecting RESOLVE will begin the batle. If an amy is ready for
invason on an enemy’s border but a decison has been made to invade
another adjacent enemy territory or to not invade a dl, smply sdect that
amy for movement and click back in the center of the territory it is
invading from. This will move the sdlected army back to the center of that
territory and regain the days that were taken for the origind invason
movement.

SIEGING A CASTLE

To sege a teritory with a cadle in it, the castles wdls mus fird be
breached to dlow the invaders to enter and do battle with its inhabitants.
To accomplish this a leest one amy that is invading a cadtle with no
walls damaged must have at least one catapult, but preferably more! An
amy may atack a cadtle with previoudy damaged wadls but they will
fight a the efficiency that the number of damaged cadtle wdls dlow.
When a siege has begun, the Castle Siege Scroll (page 24) is shown with
the amount of catgpults, archers and crossbowmen. The archers and
crossbowmen are used by both the invader and defender to reduce each
others forces. The defenders are used to damage the attacking catapults
and reduce the attacker's missile fire men whom are shooting back a
them. The invader is trying to not only breech the wall sections but aso
remove any defending missle fire men who are shooting & his men and
cagpults. If dl the defenders missle fire men are diminated, dl the wadls
are automaticaly breached and the ground beatle begind If the invaeders
catgpults are dl destroyed, the invader has the option of storming the
cadtle or retreating. The more wal sections that are breached, the better
the sorming and battle effectiveness the men have in battle.
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Castle Siege Scroll

The catapults are used in a rdoad/fire sequence againgt a castleé's outer
wall sections Each section has a certain amount of structure points of
damage it can withgand before being reduced to rubble and dlowing
access into the castle (see Table I, page 16). As the catapults are firing
agang the wdls, they may dso be under atack from any defending
achers or crossbowmen. Each time a missle shot from a archer or
crossbowman hits a catapult, it takes damage causng its efficiency to
deteriorate, which dows the rate of fire, accuracy, and speed a which it
can be moved into firing podtion agangt ancther wal section. If a
catapult’s efficiency is reduced to zero, it is destroyed and if there are any
other catapults remaining, one is brought up to takes its place.

GROUND/FIELD BATTLE

The Battle Scroll will gppear if the territory being invaded has its cadle

walls breached or the territory does not have a cadle built in it. The
invaders forces are shown on the left Sde and the defenders on the right.

At the top of the scrall is shown the name of the kingdom that is engaged
in battle. Each troop type in shown with the number of each type down

the middle of the scroll. Next to each troop amount is a button that shows
troop types either IN baitle (green with white center) or OUT of baitle
(solid red). Each troop type may be pulled IN or OUT of bettle a any

time. This is done for the invader by usng the mouse to click on the left
sde buttons for the troop type to be moved in/out. For the defender (if a
human is attacking another human), a joystick is used in the 2nd port and
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by pushing in the direction that corresponds to the arrows shown on the
right sde of the scroll. When the arow is white, clicking the joystick
button will change the status of that corresponding troop type to IN or
OUT of battle. In addition, pushing the joystick to the upper-left position
highlights the defendersRETREAT  option and clicking the joystick
button while in this postion will sdect RETREAT. If a human is attacking

agang a computer kingdom, use the mouse on the right sde of the

streen; and the same if a human is atacking. The invader retreats by,
clicking on the left RETREAT gadget with the mouse. Two bars are also
shown for both invader and defender. The long bars on both edges show

the amount of men engaged in battle reative to the opponents (this is

aso shown by the ratio in the center of the scrall). The smdler ones show
the srength of that Sdes men engaged in beattle. The drength takes into
account the terrain, kingdom and homeand influence, fatigue, and any
other factors that effect the strength of the two armies in this territory. The
amount of men engaged in battle, which is the totd of the troop types for
that dde that have ther corresponding buttons on, is dso shown above
each ddes drength bar. When dl of dther the invaders or defenders
troops ae wounded or killed or ether sde sdects ther RETREAT
gadget, the battle is over and the Final Battle Results Scroll is shown.

Hint: To speed up the battle, hold down the RMB. The Final Battle
Results Scroll shows datistics of each kingdom's battle results. It dso
shows the battle's winner by placing that kingdom's crest in the center-top
of the scrall. Clicking anywhere will continue the game and dlow amies
to retreat and/or move victorious amies to take control of the territory.

Page 25

Exclhanging Troops & ltems:

Exchanging is accomplishedinthe Army Orders Scroll by sdecting the
Exchange Items/Troops Option which then brings up the Exchange
With Scroll. This shows dl the possble amy and patrol/garrison icons
(they mugt be in thesame territory) that can exchange. Selecting an icon
will bring up the Exchange Scroll and dlow you to exchange men and

items. To move men and items use the arrows by clicking on them. Using
the LMB moves one man/item while usng the RMB moves five men or

items. The LMB and RMB may be held down for continuous movement of
men or items. Exchanging with a patrol, garrison or other armies in the
same territory can dl be accomplished using only one day aslong as you
do not exit the Exchange With Scroll and keep sdecting armies to

exchange with that have the same or more days remaning as your
chosen army does.

;'-Exq:hq'née Scroll -
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FLOTILLA EXCHANGING

Flatilla exchanging is the same except that a flotilla must be in a sea space
adjacent to the territory it wants to exchange with. First select the flotilla,
then sdect the territory to exchange with, and findly sdect Exchange in -
the Flotilla Orders Scroll. )

EXCHANGING WITHUNEQUAL DAYS REMAINING
(Read this section carefully, otherwise your armies might not bebeing <4
used to their fullest. )

When exchanging, both the army or flotilla thet is being exchanged from 8

and the amy or flatilla being exchanged with must be on the same ¢
number of days remaning in ther tuns. If they ae nat, an Unequal .4
Days Remaining Scroll will appear asking if you want them to be equal. /4
Sdecting REST & EQUAL will make both amies or flotillas have the "8
same number of days remaning and dlow exchanging. The resson for 73
this is to avoid usng an amy to pick up dl men/items from a castle, 4
move a few teritories, put dl men/items into the patrol/garrison of the
new territory and findly having another army pick them up to continue a ~ 3
few more territories or use them in battle. (Explanation: The movement of 3
the firg army used up dl of its days for its turn, which meant that the men 4
and items had adso gone through a full turn and hence their turn would &
be used up. But, if they were dlowed to be picked up again by the 2nd
amy they would essentidly have gotten 30 or so days in one 15 day
turn!) The best advice to get the maximum amount of days usable from
dl amies is to fird use the amies that have the mogt days remaining. 3
That way, if they are not equd, only a few days will be lost from the "3
patrol/garrison when exchanging and the other armies in that territory
will not lose days from waiting because they will be lower than the
remaining days of the patrol/garrison. Otherwise, if you used the amy -#
with the lowest amount of days remaining fird, the patrol/garrison would 3

then have to equal thet low amount and any other ammies thet wish to 3

exchange would aso lose days by being forced to equd that low amount.

As you become familiar with the game you will understand better how 2

this rule works.
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"CASTLE INFLUENCE-

Inf[uemg¥ i

This is the influence a kingdom has over its armies effectiveness in bettle.
The influence comes manly from cesles For each cedle levd that is
COMPLETED in aterritory a corresponding incresse in CASTLE influence
is added. (Ex: Defending a Tower Outpost has a FAIR influence, while a
home castle would have a GREAT influence (a 5x increase)). The cadlle
influence aso extends into neighboring territories, but a a lesser degree.

Also the influence may extend into a territory from multiple cadles,
which would incresse the overdl influence. This is true for both the
invaders and the defenders. So; by careful placement of cadtles, a

kingdom could have a very large influence over a few drategic territories
or more!

THE INFLUENCE LEVELS AND EFFECTS ARE:".

Defending Invading/Defending a

Structure Built with a Castle neighboring territory
Unimproved or

Cleared Land NONE NONE

Tower Outpost FAIR FAIR

Keep GOOD FAIR

Smdl Cadle STRONG ?

Large Castle VERY STRONG ?

Home Cadtle GREAT ?

'\,vll)agé" 28



HOMELAND INFLUENCE g
The one other type of kingdom influence is HOMELAND mfluence :
Homeland influenceis added to any cadtle influencetheremay be A
territory is categorized as either HOMELAND OCCUPIED or PEASANT. :

PEASANT land isjust that. owned by peasants and not by any kingdom. A -
HOMELAND territory is a kingdoms land which was part of the origind ~
kingdom or land in which that kingdom was the FIRST to conquer it from:

the peasants.

OCCUPIED land is a territory that is currently owned by another kingdom™
but which was origindly a HOMELAND territory to another kingdom. An':
occupied teritory thet is then invaeded by the origind kingdom-which in
the minds of its people considers the land homeland, has an influence of -+ 3§
FAIR on its amies when trying to reteke it. (Ex: Kingdom A is defending . 58
Gwynedd (a HOMELAND territory) againgt kingdom B. Kingdom B wins -3
the beattle. The territory is now OCCUPIED by Kingdom B. Kingdom A
then tries to retake Gwynedd from Kingdom B, an influence of FAIR is
added to the invading armies. Note that if a Kingdom C were to invade
Kingdom B’s newly occupied land, there would not be any influence -
because it is not considered as HOMELAND to Kingdom C.) :
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number of armies for each human player. The higher the raing, the
tougher the computer kings play and the more territories, gold, men, and
amies they dart with.

COMPUTER KINGS

All' computer kings are ruthless and will sop a nothing to win., They  force

~ the peasants in each territory to fight before them and as such this makes

them even tougher to win againg since there will dways be some amount
of men to fight eech human invader in every computer territory they
invade. The computer kings are dso improved for each higher difficulty
level that is chosen. It is therefore recommended tha the firgt time
Vikings is played, the difficulty leve should be set to EASY, and the
RANDOM game tried. This will dlow the player to get afed for the game
mechanics and the intricacies involved.

SAVING AND LOADING A GAME
During any part of a players turn a game may be saved or loaded. For
saving a game hit the S key, to load a previoudy saved game or the

Viking Higorical game hit the L key and use the requester that appears

IMPORTANT: WHEN SAVING A GAME ALWAYS USE A NEW HLE NAME.
DO NOT SAVE OVER ANY OF THE FILES ON THE ORIGINAL DISK A'S
THIS WILL RENDER THE GAME INOPERABLE!

CHANGING CONTROL OFFLAYERS
For the times when a player wants to leave or join in an already started
game, hit the C key and follow the scrolls that gppesr.

A new random game may be étarted at any time by hitting theN key

selectmg NEW GAME from the scroll that appears
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RANDOMGAME

The random game is judt that, a random placement of al kingdoms on
the map. Each kingdom darts with a Home Cadle in the territory
randomly chosen by either’ computer or if the kingdom is controlled by a
human, hisher choice.

HISTORICAL GAME

The Higtoricd gameis started by entering the game asif asngle humanis
to play vs. any number of computer opponents and then hitting the L key
to load the file requester. Next sdect the VI KING H STORICAL  fileand
the game will be loaded and play may begin.

NOTES FROM THE AUTHR

If your interested, VIKINGS was under development for 18 months on’'a
MB, 32Mhz 68030 amiga2000 system and has been play-tested by a very
dedicated group of drategists that deserve a large THANKS! for ther
congtant testing, ideas for improvement and blunt comments. If you like
VIKINGS and would like to see another VIKINGS-style game in the future S
(which we dready have a working plan for if the amount of sdes of this ¥
one dlows), please send comments, game suggestions/improvements to:

Brlan Vodmh

Programming
Brlan'Vodmh

Graphic Artists
Brian Vodnik

REALISM ENTERTAINMENT
Henry Grosch

6N522 Pine St

Bensenwville, IL60 106

USA Music
BRIAN VODNIK George Carrillo

Quality Control
Dave Potter
Mark Thies. -

Mel Peterson

Steve Gunn

Cover lllustration
o Lﬁhé;Vanls»i
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@Wutorial

. N

This tutorial will quickly demonstrate how to set up a game, start a kingdom,
attack aterritory, raise an army, and other useful options.

The first thing to do is boot the game on your computer. Once started, the main
setup screen will be shown. At this point al that need be done is click on the
CONTINUE at the bottom of the screen, as the initial setup is for one human
player versus 5 computer players.

After completing the copy protection question, the game will ask if you would
like to randomize or select your starting position on the map. Use the seecr
cenian and pick a starting territory with surrounding ones that have a mix of
mountainous and forested terrain. Once this is completed the computer players
will be randomly placed. the map will center on your Home Castle territory, and
a KINGDOM STATUS scroll will appear which shows your kingdoms statistics.
(This scroll may be brought up at any time while in the main part of your turn by

clicking on the kingdoms crest that is shown on the sidebar.) Clicking anywhere
will exit this scroll and start the food phase part of your turn. Just click on the

CONTINUE in the scroll to skip the food phase.

You are now in the main part of a kingdoms turn. This is where most of the
gameplay is conducted and our tutorial really begins. The first thing we will do is
select the 2nd icon from the top of the main map icons that has a mini-view of a
territory with a question mark in it. This alows us to do things with a territory
and also shows the tax income for one month in a mini-scroll below the pointer
when its moved over a territory.

Clicking in any territory will bring up its territory information scroll while in this
mode. Also appearing are icons for any options available for use in that territory.
Right now all we need to do is click in your Home Castle territory. Notice how

many men are in the Garrison here and try to remember it. At the bottom will be

shown the Improve/Repair. Hire+Train/Build and Raise Army icons. Click on the
Hiret+Train/Build icon. Now showing is the scroll for hiring and training men and

building catapults for your armies, patrols and garrisons. (Note: this option is
available in every territory you control, however the type and amount of
men/items that can be made from each varies. See page 13 and 16 in
your manua) You may now hire and train men or buy catapults by clicking on

the « - arrows with the LMB (left mouse button) for one person at a time or

with the RMB (right mouse button) for five people a atime. Buy 20 soldiers and 3
knights. This will be sufficient for our demonstration. Click on the CONTINUE to
exit and the territory information scroll will reappear. Notice that the amount of

men in the Garrison has increased by 23 . . . 20 soldiers and 3 knights. This is

where al newly trained men and built catapults are placed. They are added to an
amy by an army picking them up from here. Click to exit the territory
information scroll.

To give army orders, click on the 1st icon on the main map. Notice that your
Home Castle territory has an army banner in it, there are actually a few of them
here. Click in that territory. A scroll will appear that shows dl armies available in
this territory. Click on any of them to bring up its orders scroll and click on the
Exchange Troopstitems  which will bring up a scroll that shows the other armies
and castle garrison or patrol icons to exchange with. Select the castle garrison
icon. You now can exchange men/items with the garrison . . . i.e. the original
men you trained that were placed here can be moved into the army. Once
finished, click on the CONTINUE to exit and bring back the Exchange With scroll.
To exit this scroll just click anywhere except on one of the icons.

Now the Army Orders scroll should be showing. Select March. This will put
arrows across the borders of the adjacent territories the army can move into.
Moving the mouse over one of these territories shows the number of days it will
take to move there in a mini-scroll below the pointer. Simply move into a
territory that has another adjacent territory you would like to attack. This is
accomplished by clicking in the adjacent territory which will move the army
there. Then click in the territory you want to attack (make sure you have enough
days) and the army will move up to the border. At this point in a larger and
further along game you may want to move other armies up to help in the
coming battle or do other game options, but for now our single army will do and
we will resolve it now. To resolve a battle make sure that the 1st icon on the main
map is selected, then click in the territory that the army is invading. A scroll will
ask you if you want to resolve it now. Click on RESOLVE. A scroll will show a
genera rating of the peasant resistance that will be encountered. Click anywhere
to setup and begin the battle. (An explanation of the battle screen is shown in the
manua on page 25) When one kingdom wins, click on the CONTINUE that
appears and a results screen will be shown. To exit, click anywhere and if your
army won it will move into the territory and your kingdoms colored marker is
placed in the center of it. If your army lost. the army will move back from where
it came.

The other options that are explained here are useable at any time during your
turn just like the tutorial above. The first is Buying/Selling Raw Materias. Asyou
may have noticed when training the knights the raw materia bars on the map
scroll went down a little. This is because training troop types along with building
many other things require raw materials and hiring/training the knights was using
up some of the wood and iron. You may need more or want to sl an excess of a
raw material. This is accomplished by clicking on the top half of the bars to buy
or the bottom half to sell. To raise an army enter your Home Castle territory
information scroll and select the icon with the word NEW and the picture of an
army banner on it. This shows a scroll with all the unused army numbers.
Selecting one will start the process of raising that army. This takes a turn, so the
new army will be available on your next turn. These are the basics, please read
your manua for more information on things such as building ports, castles and
ships, sieging a castle, amounts and types of troops that can be trained in a
territory. attempting an ore search and many, many more details and intricacies
of Vikings: Fields of Conquest.

Questions? After sending in your registration card, cal (708) 595-7487.



COMPUTER ARMY MOVEMENTS (continued)
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-Sea Movements. When a computer player decidesto invade aterritory across water.
dnce its armies don't build flotillas, it is deayed a few tumns based on the distance of
the movement, and then, all in one tun the invasion takes place While that amy is .
smulaing the sea movement it is NOT dlowed to do anything esel

7. HUMAN VERSUS HUMAN BATTLE:
When one HUMAN player is defending against another HUMAN invading player. the
defender uses the keypad for giving orders to the troops. The key assignments are

1. BACKUP YOUR DISK NOW! '
: shown below:

Please backup your origind disk before usng it to avoid damage to your original.

ORDER

7 pull  Swordsmen infout of battle
4 pul Archers infout of battle
3. FREE DISK SWAP OFFER: | ! pull  Crosshowmen infout of batle
5 14 INMB dik avalable send $2 to cover shipping codts. i 8 pull  Pikemen infout of battle
Send origind  disk  with completed regigtration card  to: 5 pl - Knights infout of battle
2
3
<

2. SEND IN YOUR REGISTRATION CARD NOW! KEY
This will dlow you to get upgrades and future specid offers.

pull  Mtd Knights infout of battle
pull  Champions infout of battle
enter> RETREAT

Realism Entertainment
6Ns22 Pine Street
Bensenville. IL 60106

ATTENTION: DISK EXCHANGE 8. SAVING/LOADING A GAME

To save a game press the 'S key which will display a save scroll. Use the Up/Down
arrow keys to select your save position (I-7), then press <return> to type up to 30
characters  describing your game  Pressing  <enter> again will save the game

{, INSTALLATION INSTRUCTIONS
V1KINGS requires 1smB of hard drive storage to install. Ingtaling VIKINGS is
very simple using the following instructions:

A. Crete a directory where you would like VIKINGS to redde
B. Second, change to that directory and type inddl.

THAT'S ALL THERE IS TO IT!
For example, if you want VIKINGS to be in a directory cdled “Vikings’, do the following:
C:\> MKDIR VIKINGS

Toload a previously saved game. enter the game normally, start arandom game, then
once the first HUMAN player begins, click on the CONTINUE to exit the Food and
Harvest phase. Press L' to load a saved game. Loading a game is similar to saving
except after selecting the game with the arrow keys, pressing <enter> will load that
game. To load the Historical game, follow loading instructions above, selecting
“VIKINGS  HISTORICAL"

C:\> CD VIKINGS
C:\> B:UNSTALL

OR
C:\ > ANINSTALL

Now, any time you want to play the game Smply change to this directory and type
C\> VIKINGS

4. TERRITORY HANDICAPPING:
Each kingdom can individudly — set the number of teritories that it needs to conquer in
order to win. This is done on the opening Setup <creen by adjusting the gadget box that
contans the number 125, Adjusing upward is accomplished by dlicking the left mouse
button on this gadget. or decreasing it by clicking the right mouse hbutton.

5. COMPUTER PLAYERS
If acomputer’sarmy isin aterritory and no enemy territories are adjacent, then that
amy is hidden from view.

6. COMPUTER ARMY MOVEMENTS:
— Land Movements. When a computer army isinvading an enemy territory on land,

. SPECIAL

LMB in the manud refers to the Left Mouse Button, and RMB refers to the Right Mouse
Button. If no activity takes place for one minute a& the setup <creen, the demo mode is
then started. To exit the demo hit any key and when that computer king's turn is
completed. the setup screen will be shown again. Al scrollsin the game that have a
CONTINUE at the bottom can either be exited by clicking the LMB on the word
CONTINUE or if the RMB is not being used, may dso be exited by clicking the RMB
aywhee If a sooll  does not have a CONTINUE & the bottom, clicking anywhere will
exit the scroll. Most of the hulletin  scrolls  are timed to stay on screen for alength of
time. If you do not want to wait for the time to expire, simply click the LMB any-
where and the game will continue. FI — Adjusts game for slower computers,
F2 — Adjust game for fasters computers, F5-F10 — Mouse speed adjustment.

If you're having problems with 36-MAX  or any other memory manager, try using a
standard boot disk. If you need help. fill out the registration card and have it ready
when you call. Please send in your registration card so we can send any updates and
ecid offers which we will be meking avaldle  only to registered users. Please do not
give copies of VIKINGS out as this does hut our busnes and consequently our ability
to continue to develop high quaity/high play-vdue games like VIKINGS.

Thank Y ou.

Brain Vodnik .
REALISM ENTERTAINMENT
(708) 595-7487

it’smovement isin astraight line from its origin to the enemy territory. It is shown
this way for gpeed purposes. Internaly. it is redly moving through those territories.





