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1. INTRODUCTION

7~/ ONGRATULATIONS ON YOUR purchase of March of the Eagles, a game of grand
and operational strategy set during the Napoleonic Wars of 1805-1820. If

" )you are familiar with previously released titles from Paradox Development
Studio such as Europa Universalis and Hearts of Iron, then you will be ready to march
one of eight major nations to dominance and onwards to eternal glory.

If this is your first attempt at playing a Paradox game then prepare to take yourself
on a journey, through a period of history that was rife with bloody wars and shrewd
diplomatic manoeuvring. Take on the role of ruler of one the great nations of the
time and oversee control of every aspect of the collective war-effort from: conducting
diplomacy, managing the economy, commanding the military, through to adopting
key technological ideas, as the race to gain dominance on land and sea begins.

I.I INTENDED AUDIENCE

This game manual is intended for use by both novice and veteran players. Those un-
able to wait to unleash the dogs of war on nineteenth century Europe can skip the
manual, though it is recommended that tutorials are at least attempted. In-game hints
will assist players to pick up how each game component functions. If players gets
stuck they can return to the relevant sections of this document if and when required.




1.2 ABOUT THIS MANUAL

This manual has been created to convey the elements that comprise March of the
Eagles in an easily accessible, clearly formatted and functional manner. The content
discussed has been restricted mainly to game features; what they are, where they can
be found and how they work. There are no strategy hints or suggestions within this
document.

1.3 SYSTEM REQUIREMENTS

Before beginning a game players should ensure that their PC meets the following
system requirements:

OPERATING SYSTEM: XP/Vista/Windows7

PROCESSOR: Intel® Pentium® IV 2.4 GHz or AMD 3500+

MEMORY: 2 Gb RAM

HARD DISK SPACE: 2 GB Available HDD Space

vipEo: NVIDIA® GeForce 8800 or ATT Radeon® X1900, 512mb graphics
memory required.

RESOLUTION AT LEAST: 1024*768

souND: Direct X-compatible sound card

DIRECTX®: DirectX 9

CONTROLLER SUPPORT: 3-button mouse, keyboard and speakers

SPECIAL MULTIPLAYER REQUIREMENTS: Internet Connection or LAN for mul-
tiplayer

MULTI-PLAYER: Up to 32 other players in multiplayer mode

I.4 PRODUCT UPDATES
March of The Eagles allows players to check for updates through the auto-run splash

screen. In addition please consult with the retailer where the game was purchased
to understand how they distribute updates for the game. Some will provide updates
automatically, others may not.

I.§ GAME FORUMS & GAME REGISTRATION

Once purchased March of the Eagles can be registered on the Paradox Interactive
forum located at: HTTP://FORUM.PARADOXPLAZA.COM/FORUM/FORUM.PHP. An ac-
count must be registered to the player beforechand. Registration of the game is com-
pleted by clicking on the MY GAMES tab and selecting the correct game through




the drop-down menu. Please be sure to check if the product activation code is the
one required for registration. Some retailers provide a different code for registration.

1.6 NEED HELP?

Answers to general gameplay question can be found in the game forum area without

the need for registration. However questions of a technical nature are generally only

answered in the technical support area of the forum which usually requires registra-
tion. Alternatively a support ticket can be raised through the Paradox Interactive
Support desk at: HTTPS://PARADOX.ZENDESK.COM/HOME
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2. GETTING STARTED

( / /\ ) PON STARTING THE GAME players will be greeted by the MAIN MENU

winpow which contains a host of options to start playing.

2.I MAIN MENU SCREEN

When the game is first started players are greeted by the MAIN MENU SCREEN. From
here players can choose to play a singleplayer or multiplayer game, play through the
tutorials, configure options, access social media links, view credits showing those re-
sponsible for bringing the game to market or the game can be closed down and player
is returned to the windows desktop.

2.2 SINGLEPLAYER GAMES

Players wishing to attempt to defeat the enemy A.I can start a game by pressing the
SINGLEPLAYER BUTTON.

2.3 MULTI-PLAYER GAMES

Alternatively players can choose to play against other human players by clicking on
the MULTIPLAYER BUTTON.




2.4 LOAD GAME

If any previous game have been saved, these can be restarted by clicking on the LoaD
GAME BUTTON. The resulting LOAD GAME WINDOW contains a list of all available save-
games which the player can click on, to choose to play.

2.5 TUTORIAL

Players who have never played a Grand Strategy game before or those who would like
a refresher on how to play can access a number of step-by-step tutorials by clicking
on the TUTORIAL BUTTON.

2.6 SCENARIO SELECTION SCREEN

Once the game type has been selected the scenario to play can be chosen. Clicking on
the sCENARIO NAME in the top left window will bring up a description of the selected
scenario, in the bottom left window. The map will also populate with the colours of
nations that can be selected to play. Clicking on the sHIELD bearing the flag or an
area on the map will select the nationality the player wishes to lead to victory. Upon
making a choice the NATION INFORMATION wINDOW at the top right will provide

further details on their choice. Pressing the pLAY BuTTON Will commence the game.




3. GAME OVERVIEW

)L

w ; / ARCH OF THE EAGLES plays in the vein of an old style board-game. Players

that are familiar with those or any previous Paradox Development Studio title, or

have played strategy games will know what to expect. Those who are not familiar
should read on as this section describes the Key Concepts that the game models.
These should be learnt and understood before commencing a game in order to be
able to experience the best the game has to offer.

3.1 KEY CONCEPTS

This section highlights the important concepts that the game models. Understanding
each concept will allow players to comprehend the scope of the game and understand
how each of the game components works in terms of the others.

3.2 GAME COMPONENTS

This section details the specific components that mimic the the concepts that have
been modelled. Essentially these are the equivalent of playing pieces one would find
in a board-game.




3.3 GAME MECHANICS

The final section describes in detail each of the features that are present in March of
Eagles. It encompasses ten categories as listed below:

NATION STATES

THE ROAD TO VICTORY
THE ECONOMY

IDEAS

DIPLOMACY

THE MILITARY
STRATEGIC WARFARE
COMBAT

THE HOME FRONT
ADDITIONAL TOOLS




4. KEY CONCEPTS

( ('C XPLAINED IN THIS section is an overview of the most important aspects of
-/ gameplay which player’s must understand and master in order enjoy their time
playing the game.

4.1 MANAGING NATIONS

The significant nations of the Napoleonic era are modelled within the game. There
are two main types: Major powers & Minor powers. Either can be played, though
only Major have any chance of achieving the game goal of total Dominance both
on land and at sea. Nations are represented on the map by a collection of provinces
which possess the means of driving all aspect of gameplay that will see players arrive
at a victory. These include: income through cities and ports, manpower for military
production and supply for military units. Social groups known as Cultures span these
nations adding the possibility that friction may cause Revolts and rebellion further
complicating matters. The NATIONAL OVERVIEW wWINDOW provides some information
on the state being played.

Major powers include: Austria, France, Great Britain, the Ottoman Empire, Prussia,
Russia, Spain and Sweden. All other nations are considered Minor. Overlord nations
can claim domain over Satellite nations and are able to funnel resources from these
states to their own war-effort. In addition some Dormant states can only be borne
through war or revolution.

4.2 ACHIEVING VICTORY

The overall aim of March of the Eagles is lead one of many European nations to
outright victory over other nations during the period of play. There are two ways to
achieve this. The first is acquire total Dominance on both land and sea by capturing
and owning ten strategic locations across the length and breadth of the map. If total
Dominance cannot be obtained by the end of the scenario then, the nation with
the highest prestige score is declared the victor. The vICTORY CONDITIONS WINDOW
shows how which nation’s are closest to winning the game.




4.3 THE CYCLE OF PEACE AND WAR

March of the Eagles has been designed primarily as a war-game. Therefore during
the course of each session there will be times when a player’s nation will be at war
and other times it will find itself at peace. Wars can be fought by individual nations
or they can be conducted by many nations joined together to form coalitions. Wars
are usually fought over several weeks or months though sometimes they can continue
for many years. The longer a war continues the higher war exhaustion will climb af-
fecting the nation’s ability to continue the fight. When at peace players can attempt
to maximize their nation’s ability to arm themselves with the largest and best calibre
armies and navies available. While attempting to increase revenue and minimising
expenses to tilt the nation’s budget to afford to fight protracted wars.

Jruce
i

War Exhaustion '+

4.4 ECONOMY

The budget is what keeps the wheels of a country turning towards its goals. Income
and expenditure are measured in Ducats - the standard trading coinage of the era.
The economy funds all aspects of a nation’s war-effort including: the army, navy,
province improvements and fuels some aspects of diplomacy whether at war or peace.
A summary of monthly income and expenditure can be seen in the BUDGET wINDOW,
together with an indication of whether a nation’s economy is making a profit or loss
every month. Though not vital to keep a balanced budget maximizing income allows
a nation to increase the tools of war it can deploy in a conflict, thereby increasing the
chances of achieving its goals. Nations are allowed to develop an Income Deficit, but

have access to loans in order to keep funding their wars.




4.5 MILITARY MATTERS

The army and navy are the vehicles to dominate a player’s enemies. These must be
built up, supplied, reinforced and maintained if a nation is to conquer the provinces
needed to achieve dominance on land and at sea. They will also be essential in protect-
ing a player’s own interests and especially any captured strategic provinces required
to remain dominant, when rival states turn aggressive. Many windows are used to
manage military matters, though the MILITARY wINDOW provides strategic level in-
formation on a player’s forces, as well as allowing them to be built.

46 ENLIGHTENMENT THROUGH IDEAS

Ideas are the method by which certain strategic abilities can be augmented over the
course of a game. There are nine distinct categories available to both major and minor
nations. Majors also possess access to an additional category unique only to them-
selves. Ideas can be chosen by expending idea points, which are gained mainly by
fighting battles and to a lesser extent through game events. The 1DEAS wINDOW is
where players can see and select the ideas available to them.

4.7 DIPLOMACY

This is as much a weapon of finesse as warfare is the blunt instrument that achieves
victory. Diplomacy is very much a tool best used to manipulate the relations and
standing between other nations, so that favourable circumstances may fall into place

and allow the player’s military an easier time on the field of battle. All requests are
made through the pIPLOMACY WINDOW.




5. GAME COMPONENTS

e \Vas

HIS SECTION PROVIDES a brief breakdown of the various components the

game models conceptually and visually. Its aim is to help player’s appreciate
which aspects of the game are responsible for what so they can learn to use these func-
tions effectively. If players are familiar with other games made using the Clausewitz
engine [TM] or have played other strategy games before, then they may wish to skip
this part and go straight to the next section.

5.1 CONVENTIONS

Many of the game interfaces use a convention that draws attention to important
information on display. Written text uses five colours to show the significance of the
data being presented.

RED: These values are a negative influence, likely being a penalty
yELLOW: These values are a neutral influence, neither a penalty or good
GREEN: These values are a positive influence, like being a bonus
BLACK/WHITE: Informative text with no influence whatsoever

5.2 THE INTERFACE

The game interface consists of many elements each with its own purpose and use.
These features are described in basic detail in the following paragraphs.

5.2.1 Windows

Windows are essentially panels that portray an array of key information and
features of a corresponding nature together, to ensure playing the game is eas-
ier. They come in several shapes and form, each one presenting its information
uniquely so that decisions and actions can be taken swiftly and efficiently.

5.2.2 Buttons

The game interface uses many buttons to call up information, take key decisions
or allow certain actions to be made. They come in all shapes, sizes and colours.
Each button works depending on the way the game is currently unfolding. Some




are persistent in that they always appear on the screen, a toolbar or in a window,
others are dynamic as they only appear if certain gameplay circumstances are
met. Some buttons have a written description others have a graphical representa-
tion. Tooltips explaining what a button’s function is can be viewed by positioning
the mouse cursor over the object on screen.

5.2.3 Tooltips
. Elgin should never have removed it from Parthenon!

Lose ducats.

Great Britain gets ‘Elgin Marbles" until 11:00, 24 January,
1810, giving the following effects:

Monthly P restige:

Monthly Idea Points:

Though March of the Eagles should be a straightforward game to comprehend,
there is a huge amount of information and detail contained throughout every part
of the interface. In order to keep what is displayed to a minimum so as not to con-
fuse the player, a lot of additional information is shown on tooltips. Tooltips can be
accessed by moving the mouse pointer over the desired object. Players should make
sure they check any tooltips, if they find anything to be unclear.

5.2.4 Toolbars

There are four main toolbars in the game and a number of minor toolbars dotted
in some of the interface windows. Toolbars are where collections of buttons are
organized into relevant groups, so that they can be easily accessed when required.
Detailed information on such toolbars as the: MAIN TOOLBAR, DATE/TIME TOOL-
BAR, SPECIAL MENU TOOLBAR, OPERATIONAL ORDERS TOOLBAR and TACTICAL
TOOLBAR are covered in the relevant sections.

AT
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5.3 FEEDBACK

Feedback is the game’s way of informing players of what is taking place and how
the situation is developing. As in previous games made using the Clausewitz engine,
information is provided to the player in several forms including: AUDIO SIGNALS,
ALERTS, POP-UP MESSAGES and the EVENT LOG. So that players can make the best
decision and take the most suitable course of action.




§.3.1 Messages
Messages are the fundamental method by which
important actions are relayed to players. Specific

Open popup window

messages can be configured to appear in one :

nd Pause

of three ways. To show up as a window on the

screen; displayed in the game log or shown as an i

Show on map

icon in the MESsSAGE ToOLBAR. The game clock
Cancel

can also be paused when so that players can then
review the situation, make a decision or conduct any required actions.

5.3.2 Message Toolbar

The MESSAGE TOOLBAR organizes the all mes- [ L] [ Fe)
sages into four groups for ease of reference. Coo| (I ) B
These are: Military, Diplomatic, Government B == S
and Economic categories. Each message is repre- =B
sented by a flag icon of the nation that the event is related to. Moving the pointer
over each item will show a tooltip with an overview of the event. Clicking on the
flag will display the message on screen in more detail. Messages can be removed
one by one by right-clicking on any of the flags. Right-clicking on one of the

MESSAGE CATEGORY ICONS removes all messages for that category.

5.3.3 Alerts

During the course of a game many key

events can occur which may influence

the eventual outcome. There are so many that it would be extremely difficult,
even unwise to attempt to keep track of these manually. To assist players in
keeping abreast of the ever-changing game situation, a number of alerts or re-
minders will appear under the MAIN INFORMATION TOOLBAR at the top of the
screen, when some aspect of gameplay triggers them. There are several types of
alert and each has its own icon to bring to your attention, the aspect of game it
corresponds to. Move the mouse pointer over these icons to see a more detailed
tooltip of the factors being brought to your attention.

5.3.4 Game Log

At the bottom of the screen is the event log which chronicles all important events

and actions that have take place during current game.

00, 17 January, 1805 Great Britain entered a Coalition led by Brunswick

7:00, 3 February, 1805 Prussia has cancelled the treaty of Military Access they had in Hessen..
00, 5 February, 1805 Spain started the War of Spanish Aggression against Morocco.

7:00, 6 February, 1805 Brunswick joined G reat Britain in a war against France, The Netherlands,

RRARAATOANRARN AR )

Italy, Switzerland, Tuscany, Papacy.




S.4 IN-GAME HELP

March of the Eagles employs a beefed-up two
tier Hint system. Two handy icons provide ac-
cess to helpful explanations on all aspects of the
interface and gameplay.

svince Tax

5.4.1 Hints
) The QuEsTION MARK ICON allows access to standard Hint dialogs provid-
Sl ing a summary that explains the purpose of each game window. These are
always available to the player in case a refresher is required.

5.4.2 Advanced Hints
Pl The Advanced Hints are accessed by clicking on the EXCLAMATION MARKS
@l 1cons. These provide more detailed explanations on game features and
concepts. They can be disabled if not required and re-enabled through the set-
TINGS WINDOW.

5.5 OPTIONS

During a typical game of March of the | SRR
Eagles players will be asked to make any i — —————— =
number of decisions or choices. Some of these will immediately have far reaching ef-
fects. Others will only show their effect over the course of time. Either way the game
presents options mainly as buttons.

s.s5.1 Option Unavailability

When attempting to click on a button; for instance -

by taking an option from a selection of choices, the 8 Assault
player will only be able to take that action if the :

button is highlighted. If it remains greyed out, then Assault
the option or action cannot be taken.

5.6 GAME CLOCK & SPEED

The game is played in real-time with the the date dis- [ —
played by the game clock at the top right of the screen.
The time of day is depicted by the coloured curved

bar underneath which represents the change from day

to night. Time is measured in segments of two hours.
As the game clock ticks the marker moves along the




the bar until it reaches the end and then starts again. The game clock can be paused
and unpaused when lots of orders need to be issued or actions taken. The clock ticks
along between one and five levels of game speed. This can increased during lulls in
the action or decreased during periods of intense play by using the + and — buttons.

§5.7 ASSET POOLS

These are the assets that fund every aspect of the war-effort for a nation. They are
the sources from which actions such as recruiting armies are allowed and provide the
ability to make diplomacy requests. There are five positive resources: Ducats, Prestige,
Manpower, Idea points and Diplomats; and one negative; War Exhaustion. Each one
must be managed wisely if players are to guide their nation to success.

5.8 BASE RATINGS

Ratings are the values assigned to certain key features that allow the Clausewitz engine
to make the required calculations during the game. There a hundreds of such ratings.
Most can be seen in windows depicted in black or white coloured text.

5.9 MODIFIERS

Ratings can be modified through various game components. Some can be granted a
penalty or a bonus to the base rating. Most will receive both types of modifier. Most
of these are temporary and change as the game evolves and circumstances change.
Modifiers can be seen on tooltips in either green, yellow or red coloured text.

5.10 THE BATTLEFIELD

This is essentially the

game map. It consists of
the nations that existed
in nineteenth century
Europe highlighting the
geographical aspects of
Europe and the fringes
of Africa and Asia. The
boundaries of each nation
are divided and defined
by colourful borders. The

map consists of several




objects including: armies, navies, provinces, terrain & rivers, depots, forts, ports,
movement arrows and much more. These will be explained in more detail later on
in this manual. Most of the action will unfold across the length and breadth of the
map, as nations go to war they will need to move their military forces to the theatres
of conflict and ultimately capture and take ownership of key objectives that will al-
low victory to be achieved. During peace time provinces can be improved and; army
brigades raised and naval squadrons commissioned.

s5.10.1 Map Objects

The map displays a host of objects, most being geographic features such as: ter-
rain, weather, rivers, provinces, cities, improvements and sea zones. Other such
objects include: flags, labels, info-bars armies, navies, movement arrows, combat
casualties, national borders.

5.10.2 Map-Modles

This feature provides a convenient way of filtering information to focus on a par-
ticular aspect of the game. It can be of assistance with decision-making concern-
ing a particular element of gameplay. There are currently ten specific map-modes
each bringing its own significance to decision-making. Map-modes include:
terrain, political, diplomatic, dominance, culture, revolt risks, economic, man-
power, fort levels and supply production.

5.10.3 Map Zoom
The map in March of the Eagles is fully zoom-able allowing players to
customize the area they see on screen at any one time. The map can
be zoomed in greatly to show a specific region in great detail or zoomed out to
maximum, to show an overview of the numerous nations. Zooming in and out
is achieved by clicking on the buttons in the Special Menu toolbar or by using
the mouse-wheel.

TERRAIN MAP-MODE: [ }is is the default map-mode depicting the geo-
graphical nature of each province in terms of largest type of terrain a
province possesses.




5.1 ARMIES AND NAVIES

These are the main moveable objects of the game. They are used like pieces in chess

to be moved across the map to gain and seize the possessions of opponents or to pro-
tect player’s own. Many factors affect the use of these assets including: speed, supply,
morale and attrition which will be looked at in more detail in the following sections.
These are critical to eventually achieving a victory in the game.

§5.I2 OUTLINER

[:f The OUTLINER is a toolbar that displays many im-

8 portant elements of a player’s nation in an easily
accessible menu. Items are grouped together by category.
Clicking on any one item in the list will immediately
centre the screen on that particular item. Actual cat-
egories shown can be configured by right-clicking on
OUTLINER BUTTON which brings up a list of viewable
category types. Ticking or un-ticking an item from this
list limits what is shown in the oUTLINER.

s.12.1 Outliner Details

The oUTLINER can be an incredibly useful tool for
players. Each item is not only listed by category but
provides an indication of some aspect of the game
object. For instance; recruiting Brigades shows the
number of days left to complete the unit, Sieges
provide an indication of how long a Garrison
can hold out, while Supply Areas show details on
Supply Production and army usage.

Cities
Garrisons
Sieges

Hostile Sieges
Land Combat
Supply Areas
Recruiting Regiments
Building ships
Buildings
Naval Combat
Armies

Navies

Human Players

Close

Human Players
MrHuman S Spain

Building ships

tagens
Recruiting Brigades
Ciudad Real




6. NATION STATES
Vs

\/ N MARCH OF THE EAGLES players take on
the role of leading a European nation from
2 the nineteenth century, to dominance on

=

@b |and and at sea. Each nation is represented
in several ways, each of which contributes to some
aspect of achieving victory. In terms of geography na-
tions are depicted on the game map as a collection of
provinces, each providing benefits to the overall war-
effort. Rulers and governments provide additional

m———————

bonuses and penalties in terms of certain gameplay

“=

functions. The game models two types of nations:
Major and Minor powers. Nations can also exist as two additional nation types:
Dormant and Satellites.

6.1 MAJOR STATES

Major nations are the leading powers of the time. They controlled the

largest and most strategic geographical regions of relevance, fielded the

largest armies and the most powerful navies; and were held with the high-
est regard among their peers, through the accumulation of prestige. These are the
powerhouses of the time, the states that other less capable nations looked to and
feared. These are the nations that all others clamour over to be on friendly terms
with. To demonstrate this superiority Majors possess a category of ideas unique only
to themselves.

- POLITICAL MAP-MODE : This highlights the provinces belonging to

each country. The territory of each nation is colour-coded to show which

provinces belong to which nation.

6.1.1 Minor States
These are the smaller states who's power had waned or had not blos-
somed during the start-time of the game. Minor states are much harder
to play as due to possessing fewer resources and assets. It is impossible for these
nations to achieve dominance. The best they can hope for is to belong to the
winning coalition by the end of the game. Unlike Major powers, Minors do not
possess any unique category of ideas.




6.1.2 Dormant States

The Europe of the Nineteenth century is very different from the world of today.
Numerous countries did not exist while others were created during the game’s
tumultuous time period. During the course of a game certain nations can created
when the necessary core provinces are taken over. They are formed during peace
negotiations with the previous and now defeated owners of those province. The
flags of possible Dormant Nations can be seen in the PROVINCE WINDOW in the
section that shows which nations have a claim to owning it. When created these
nation are essentially minor states and automatically become a Satellite of the
nation that released them.

6.1.3 Satellite Nations

These are nations that existed or will be created as a Satellite through the con-
duct of war. In essence the existence of these new state’s is owned to the nation
that created them. The creating nation is referred to as the Overlord state. This
debt is repaid through a unique allegiance between both Satellite and Overlord
states. This allegiance is represented in two ways; through tributes that the sat-
ellite nation automatically pays the overlord and diplomatic treaties which it
automatically grants — such as Military Access. When the overlord state goes to
war, the satellite will automatically join in if requested to and will also send any
expeditionary forces to the Overlord, if requested.

6.2 STRATEGIC TARGETS

Every major nation
has a particular set of
provinces which are
. Naval Provinces 14.20% | Land Provinces 100.00%
important only them.

These can be thought
of as Strategic Targets

Province Owner inc Owner
) | Frankfure =
Kassel

Hannover

3

Belfast
Dublin
Kronstad

3

which must be con-

84 8.0 ¢ 9K

et a Wl

quered and owned if |EBERA Roma

the game is to be won. ke A
Barcelona Zurich

Some of these targets | s

will be significant to |[EREEEITES Turin
Verceil Amsterdam

other nations as well.
Venezia i Bruxelles

Where this situation
arises conflict between these nations will almost certainly occur as both nations will

want to wage war upon the other, to capture these prizes. The national ﬂag of the

country which is the current owner is shown, allowing players to keep track of which
country they will have go to war with, to gain the strategic location for themselves.




6.3 PRESTIGE

Prestige is the level of recognition a nation is measured in by other sovereign
@ nations. The current prestige score a nation possesses can be found in the
Main Information toolbar. It is gained monthly by default and can be modified from
various sources such as: Events, winning Battles and Peace Negotiations. It is used a
fair amount in conducting Diplomatic Actions, which can quickly reduce the current
total a nation possess. This component becomes vital where Dominance of both land
and sea by a single nation, has not been achieved by the end of the current game. In
this scenario the nation with the highest prestige score will be declared the winner.

6.4 RULERS

Nations were led by powerful indi- [ 8 Franz 11 von Habsburg

. . (
viduals known collectively as Rulers. || # ! T Diplomacy
o vy

These were usually monarchs who

inherited the position through some method of succession or despots and emperor’s
who conquered their domains. Rulers are represented in the Overview window as a
portrait beside their name. Each ruler possess three skills of governance of which they
have a certain level of ability. These are Administration, Diplomacy and Military skills.

6.4.1 Ruler Skills

The ability a ruler possesses in each skill is depicted by a number of stars; from
zero to five. Each star represents one or two point actual skill points. Each skill
provides a bonus or penalty to some aspect of the game. Ruler skills are fixed in
the game, but rulers can change over the course of time through events.

ADMINISTRATION: Can increase base tax and manpower gains for the na-
tion. It also helps boost supply production in all provinces.

DIPLOMACY: Increases blockade efficiency, reinforcement speed of armies
and navies and decreases the cost of peace when negotiating.

MILITARY: Increases the default morale of armies and navies. It also increases
the starting experience of units by a small amount.

6.5 REGIMES

In March of the Eagles nations are |ggess e Teaa

governed by particular regimes.

Several types are modelled in the game. Each one can bring benefits, while others
confer penalties on different aspects of a nation’s war-effort. Regimes can only be
changed through Events if triggered during play.




6.6 NATIONAL MODIFIERS

These are rating modifiers that affect some aspect of a nation’s war-effort. They are
displayed in the ovERVIEW wINDOW as icons corresponding to the aspect of game-
play they affect. Examples include: Prestige, Ideas, Economy and the Military. These
modifiers are only active for a limited duration, so any bonuses or penalties they
confer should be taken advantage of while they last.

6.7 NATIONAL DECISIONS

T e
Dominance ’ Decisions ]

Terriwrial Swap with Bavaria
Create The Kingdom of Ialy
Create The Kingdom of Westphalia

DO

Dissolution of the Holy Roman Empire

In certain situations important actions can be taken in the form of National Decisions.
These options become available when certain circumstances occur during the course
of a game. Go to the OVERVIEW wINDOW to access the Decisions tab. If the tab is
darkened then there are no decisions to choose from at the current time. When the
tab is active, clicking on it will present a list of any Decisions that are available for
selection. Though only if the conditions are met.

6.7.1 Triggering Conditions
National Decisions do not automatically become ac-
tive when available. Certain game conditions must

: be met before a player can activate them during the
The year is after 1805

E ;Iml; SRl } course of the game. These conditions can be viewed
() 1

Cotial Milains by bring up the tooltip on the conpITIONS ICON.
A list of circumstances which must be met is then
shown. Beside each one is an asterisk (*). When the colour of this is green the
condition has been met. When it is red it has not. All conditions must have been

met in order to implement a Decision by pressing the tick button.




7. THE ROAD TO VICTORY

~(;
VA o ARCH OF THE EAGLES measures success
I i
in terms of Dominance on land and at

\! sea. Only Major Powers can attempt to
achieve Dominance by controlling a num-
ber of key Strategic Locations around the map.
Victory Conditions show how close a nation
is to achieving Dominance in either category.
Dominance in on category provides only fifty

percent of Victory. Dominance in both categories
must be achieved if players are to win outright.
Where no single nation manages to achieve this
by the end of the game, the nation holding the

Most prestigious countries

highest amount of Prestige is declared the winner.

7.1 DOMINANCE

Dominance on land and at sea is achieved by capturing, occupying and eventually
taking ownership of twenty key targets (provinces) located across the breadth of the
map. Ten location for each type. Only seven from each list are required to obtain
Dominance. Provinces that are required can be found in the ovERVIEW WINDOW.
Naval targets tend to be coastal provinces, while those needed for land can be either
inland or coastal. The list of target provinces is different for each playable nation.
Some provinces are under the player’s control at the start of a game. Those that are
not owned must be fought over and seized from the grasp of enemy nations. The
progress made towards gaining control of the necessary provinces is shown as a per-
centage score.

7.1.I Dominance Gauges

s S e  The current front-runners can be
' : seen on the Main Toolbar in the

Dominance Gauges. The flags of

the most dominant nation on land
and at sea can be seen beside an icon representing each category. The nations
depicted are effectively the current coalition leaders. Underneath is a yellow
coloured gauge that reveals the progress of the player’s nation compared to the
incumbent leader. When Dominance is achieved these gauges are full of yellow
and the flag will change to one representing the player’s nation.




7.1.2 Losing Dominance
e As the struggle to achieve Dominance ebbs and flows it is possi-
ble that no nation will have claimed all the Strategic Objectives
required to achieve Dominance. Where this is the case the flags
in the Dominance Gauges are replaced with one showing no single national
affiliation.

7.1.3 Dominance Meter

The Dominance Meter has been designed to complement the Dominance
Gauge and Standard Victory Conditions. This shows the foremost dominant
nations on both land and at sea, and the rival nation or nations closest to over-
taking them.

. DOMINANCE MAP-MODE: 1his mode highlights the provinces required

to achieve dominance by colour: green for land and red for naval.

7.2 COALITIONS

In March of the Eagles forming alliances with other nations may well be the key to
defeating larger more powerful enemy forces and ultimately achieve victory. There
is no way to forge individual alliances between lesser states unless a nation possesses
one or more satellite states.

7.2.1 Coalition Leaders

The two nations that currently possess the highest scores in either Dominance
category as seen in the Dominance Gauges, are essentially the front-runners.
Known as Coalition Leaders these two nations are afforded the special status of
being able to form Coalitions to draw other nations into their war on one side
or the other.

7.2.2 Joining a Coalition
—

Nation states can be invited to join one of
the two competing coalitions as long as they




are not a member of either one. Only coalition leaders can invite nations to join
them. In order to do so the target nation must have zero or less Relations with the
nation leader of the other coalition. Only then can an attempt to invite that nation
into the coalition can be made, depleting a Diplomat and Prestige points.

INVITE TO COALITION ALERT: 1 )is alert is displayed when a Coalition
Leader wants to invite the player’s nation to join their coalition. This
will only occur when relations between both nations reaches a high
enough level and relations with the rival nation are low.

7.2.3 Leaving a Coalition

Any nation that is a member of a coalition can leave at any time. It can do so by
informing the coalition leader of its intention. Leaving a coalition should not be
hastily considered as there is a large drop in Relations between both parties. This
could eventually see the coalition leader declaring war on the exiting member. It
is entirely possible for a nation to leave a coalition if the Relation score between
the coalition leader and member drops too low. A common cause of this is can
be other nations attempting to use the Sabotage Relations request.

7.3 VICTORY CONDITIONS

Clicking on the VICTORY CONDITIONS WINDOW accesses information on which na-
tions are nearest to achieving total Dominance, the current status of objectives re-
quired to do so for the player’s nation and the current state of Dominance acquired
by the front-runners and their immediate

challengers both on land and at sea.

7.3.1 Standard Victory Conditions

Swndard Victory Conditions |

The flags of the two front-runner nations are shown in the STANDARD VICTORY
CONDITIONS SECTION. The proximity of each nation to achieving an overall
victory is shown as percentage scores. These demonstrate how much combined
Dominance they have currently achieved. When the percentage score reaches
one hundred percent, the game is won.




7.3.2 Objectives

BRIER Lo
DITIONS SECTION, is the

list of named Strategic Targets. These are the cities and harbours that the play-

er’s nation must control for victory to be achieved. Objectives are grouped by
Dominance type, and display the flag of the nation currently controlling them.

Next to each location is a button

that centres the map directly upon
the province, to highlight exactly where it
can be found. Each set of target provinces
is different for each country but they con-
sist of ten provinces for both land and naval
conditions, seven of which must be invaded,
controlled and owned in order to win the
scenario being played. Wherever they are lo-
cated they must be seized by armies and then

wretched from the possession of the control-

EEEEETTTIVY

ling nation.
7.3.3 Prestige Score
Most prestigious countries

At the very bottom of the VICTORY CONDITIONS WINDOW is a section that de-
notes the nations with the top three Prestige scores. Note that the actual prestige
scores are not shown, only the relative nature of the score in comparison to each
other. In the case that no single nation has achieved total Dominance of both
land and sea by the end of the game — 1820, then the most prestigious nation is
declared as the winner.




8. THE ECONOMY

UST AS THE NATIONS of today must

gear their economies to fight wars so

it is the same in March of the Eagles. T b B
Each nation must manage their Budget i“::i" ' ‘z S e
in terms of the Income they receive from a [ & veu 00 (0 Veas
multitude of sources against their Expenses 2::_ : 2:’:_

or the assets they will need to spend on to [Jf xesiise R Conmcion
achieve victory. Any Income over and above Yoo ; ;’::M"
expenses is stored in the Treasury as Ducats. o W Sbuidies
Nations can go into Income Deficit if they ; :

do not balance the factors over the course of

one or several months. Going into deficit can

be temporarily solved by taking out Loans,

though doing so will eat into any potential

income and affect any future plans.

8.1 TREASURY (DUCATS)

In simple terms a nations economic wealth is defined by the money it holds

i in reserve. In March of the Eagles money is measured in Ducats, a common
form of trading currency of the Napoleonic era. The number of Ducats a nation
possesses is indicated by the Treasury rating represented by the coins icon. The cur-
rent amount of Ducats stored in the Treasury can be seen in the MAIN INFORMATION
TOOLBAR. Ducats are a key factor in playing the game as they affect a nation’s capacity
to recruit armies and commission naval fleets, to maintain them, improve provinces
and diplomatically influence other sovereign nations. The gaining of Ducats is re-
ferred to as Income, while the spending of Ducats is referred to as Expenses. Every
month the total Income and total Expenses are tallied up and a summary is presented
in the BUDGET wINDOW showing whether a nation’s economy is in profit or in deficit.

ECONOMIC MAP-MODE: 1his highlights the provinces where tax income
ﬂ is received. Each province is colour coded to show how much they con-
tribute to the national treasury; red produces the least, then yellow and finally
green. Green provinces produce the highest amount of taxes.




8.2 INCOME

Income is the ability to generate money in this case

Ducats, so it can be spent on projects to increase the m
potential of a nation. There are cight categories of || @ Province Tax L1553
potential Income, each is highlighted in the BupceT |f &/ Hasbour Fees 47.38
WINDOW as a separate item. S5F Agreements 0.00
& Vassals 0.00
PROVINCE TAX: Ducats taken from prov- [F=\ giss

inces owned by a nation based on develop- Wree

ment, population and most importantly |} o el

cities.
b Spoils of War
HARBOUR FEES: Ducats are only earned by

the naval dominant power and are the sum
produced by all friendly and neutral ports.
AGREEMENTS: The tribute a defeated nation

must pay in ducats that form part of a peace prea———
14 Income Summary +168.00
settlement.

VASSALS (SATELLITES): Ducats received from satellite nations that must pay

a bond towards their superiors.

GreTs: Ducats received through diplomatic channels as a gesture towards
friendship.

EVENTS: Here are listed the ducats earned from game events and the choices
made that may be offered.

WAR SUBSIDIES: Any ducats provided by a coalition leader to another nation
in the coalition.

sPOILS OF WAR: These are ducats earned from are earned from peace treaties
and blockades.

INCOME SUMMARY: The total amount of ducats earned last month is shown
at the bottom of the panel.

8.3 EXPENSES

Expenses are the costs incurred of running a nation. These costs are deducted from

the treasury immediately or monthly. There are ten such categories of expense in the
game and the are listed in the BUDGET wINDOW.

RECRUITMENT: The cost of raising new brigades or commissioning new
squadrons.

MILITARY MAINTENANCE: The cost of keeping all brigades and squadrons
ready for combat.




LOAN INTEREST: The cost of taking out any
loans is shown here.

& Recruitmens 406.80

vassaLs: The ducats a nation that must pay S .
ilitary Maintenance  94.7¢

lit Interests
&2 Vassals

X, Gifts

g Events

5 Constructions

% Repaid loans

as a bond to their vassal lord are shown here.
crrts: The ducats received through diplo-
matic actions of influence are shown here.
EVENTS: Any ducats received as a result of an
event are displayed here.

CONSTRUCTION: Any costs of provincial im-
provements are noted here.

) . P
REPAID LOANS: When a loan is repaid the & pee

Was Subsidie
amounts are shown here. bt ~cond

PEACE: Any amounts paid to agree a peace
deal with another nation are shown here.

WAR SUBSIDIES: Any subsidy payments made
to junior coalition partners are shown here in ducats.

EXPENSES SUMMARY: The total amount of ducats spent last month is shown
at the bottom of the panel.

8.4 INCOME DEFICIT

When the amount of Ducats spent through expenses exceeds the amount earned
through Income, the Budget has entered an Income Deficit. When this happens the
player has two choices; they can choose to reduce the burden of expenses or they can
take out a Loan.

INCOME DEFICIT ALERT: If at the start of any month the nations

budget moves into deficit an alert will appear under the Main tool-

bar. Highlighting the alert provides a tooltip with information on the
nature of the deficit.

8.5 LOANS

Only the most powerful countries can naturally generate the funds to fight a war ef-
fectively and maintain all other aspects of their domain at the same time. Even these
or less able nations may require an immediate surge of money in times of emergency.
This is where applying for a Loan to help fund any required military action or in-
frastructure project may become prudent or even inevitable. Taking out a Loan is
automatic once the option is taken.




8.5.1 Taking Loans

———

ol Taking out a Loan secures funds in the short term allowing
ake Loan . A R X . X

4 the nation to continue its efforts to achieve victory. It is
also a great way to fund improvements to infrastructure which in turn boosts a

nation’s economy.

8.5.2 Repaying Loans

However eventually the entire Loan must be repaid back

o hepﬂy Loan (1) !

and all the while interest is paid on a monthly basis until
the Loan is paid off. So taking out a Loan is an expensive business one that
should only be contemplated if by the desperate or those thinking ahead.

8.5.3 Interest

There is a downside to taking out a Loan. Once it has been taken out interest
payments must be made until the the entire amount received can be paid back
and leave the player’s treasury without an income deficit.




9. IDEAS

ARCH OF THE EAGLES ex- 5

changes research and tech- T
nology for the enlightenment LY ettt

E provided by Ideas. Ideas arc ||ip———— S ——

essentially concepts that become |

manifest through the adoption and |JIEEEEEESS=====|

implementation of key subjects =D -y Serty e i

through all levels of a nation’s iden- |{{isSis Bkulimlmli=liol o(s]m]=]io]

tity. These include: matters of state, |§i8

Economy, Diplomacy, Production (.rf-ff mi@@@i@

and most importantly Warfare. Ideas

have five levels of proficiency and are

split into two categories. Standard

Ideas are available to both Minor

and Major nations and are identical

Brmshldgu
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for every nation. National Ideas also
extend to five levels but are available
only for Major nations. Each nation has its own group of unique National Ideas. Ideas
can only be adopted after a certain number of Idea Points have been accumulated
during a game.

9.1 IDEA POINTS

gl Ideas can only be chosen when two hundred Idea Points have been ac-

cumulated. They are represented by an icon of a small light bulb as shown

(on the left). A default number of Idea Points are gained per month. Fighting battles is

the easiest way to increase this amount though some events also confer additional points

to this pool. The current number of Idea Points in a nation’s possession is shown in the

IDEAS WINDOW. Once enough Idea Points have been earned to choose a new Idea an
alert is triggered.

IDEAS AVAILABLE ALERT: Az any time during the game if the number

of idea points gained by a nation reaches or exceeds two-hundred, this

alert will appear under the Main toolbar. Highlighting the alert pro-
vides tooltip information on which Ideas are available for selection.




9.2 STANDARD IDEAS

These were a common set of concepts and ideas during the

nineteenth century, available to any nation capable of acquir-
ing the know-how to adopt them. These sets of ideas cover
the following areas of gameplay:

LAND MOVEMENT: Bestows the ability to conduct some operational orders
as well as providing a bonus to certain army movement ratings.

NAVAL MOVEMENT: Increases the ability to conduct repairs to squadrons
and provides a bonus to certain naval actions.

ECONOMIC IDEAS: Affects various aspect of a nation’s economy including
decreasing interest paid on loans, increased tax revenue and boosting sup-
ply production.

SUPPLY & ATTRITION IDEAS: This category provides a boost or limits pen-
alties to factors affecting attrition, supply and reinforcement speed.

ARTILLERY IDEAS: Essentially increases the effectiveness of naval fire-
power and artillery brigades, plus some aspects of their recruitment.

FIRE IDEAS: Boosts the combat effectiveness of some infantry brigade
types and increases the naval fire-power of Big Ships.

SHOCK IDEAS: Affects the combat abilities of a variety of army brigades
and increases the prestige gained from fighting battles.

PRODUCTION IDEAS: Reduces various aspects of production and recruit-
ment in terms of build time, cost and increases a nation’s capability to
repair naval vessels.

COMMAND IDEAS: Augments a variety of gameplay factors such as the number
of diplomats received per month and some military aspects such as frontage
required by brigades, morale and experience gained through combat.

9.3 NATIONAL IDEAS
Unlike Standard Ideas, only Major nations have their own set

el (s jioill of National Ideas. There are five for each nation covering all as-
A =

pects of gameplay such as: Diplomacy, Economy, the Military,
Prestige, Production, Manpower, War Exhaustion, battle Tactics and much more.




9.4 KNOWING WHAT THE ENEMY KNOWS

Ed bt 2 dtend -
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The game provides the opportunity to view what Ideas opposing nations have
adopted. These can be seen in summary form in the LEDGER wiNDOW or in the

DIPLOMACY WINDOW. A picture for each category of idea is shown, plus a number
which highlights the level currently adopted by the other nation. A tool tip provides
an itemized list expanding in greater detail the actual ideas taken on board and their
effects.




10. DIPLOMACY

HE DIPLOMACY WINDOW is

where all related information e T

can be viewed and actions taken. Ememies
Diplomacy is the extension of a St

nation’s will when dealing with other na-

tions. It is as essential a tool of statesman-

ship as the conduct of war. It provides the

means by with nations can plot, scheme

and manipulate the strategic situation to

their benefit. So that when war must even-

tually be fought circumstances are tipped

in the player’s favour. This is achieved

through various Agreements, Treaties and

actions that can be attempted of which

going to war or suing for peace are the

most basic. Understandably Diplomats are the currency of this art. Without any
Diplomats only the most basic of actions can attempted. The ability to successfully
conclude diplomacy depends on the Relations rating which is a measure e of how
friendly one nation is with another.

10.1.1 Diplomatic Status

Rival nations can posses one of three diplomatic
statuses with other nations. The two most impor-

Coalition members: .
tant are ShOWn mn the DIPLOMATIC STATUS SECTION.

Nations can be at war with other nations and are said to be Enemies. They can
be allied to other nations and thus are part of its Coalition. Additionally nations
can be of Neutral Alignment. That is they are neither an enemy or part of the
same Coalition. The flags of neutral nations are not shown here.

10.1.2 Diplomatic Overview
The current diplomatic situa-
tion a nation finds itself in is
provided in the pIpLOMATIC
OVERVIEW SECTION. This con-

, Laly, Switzerland, Tuscany and
access through Nassau.

Britain and Spain as namral rivals.

tains information relating to ([ thoai iy el

any diplomatic agreements it
has made, if it is a member of any coalition and which countries it feels threat-
ened by — thereby most likely to go to war with.




. DIPLOMATIC MAP-MODE: Displays the current relationships between

the selected nation and others. Colours are used to show different states:
at war (red), coalition members (aqua) and owned non-core territories (dark
green). Relations scores between nations are shown in the tooltip.

I0.2 DIPLOMATIC REQUESTS

Treaties, Agreements and other exchanges be-

tween nations are performed through a variety of |

Diplomatic Requests. Being able to conduct spe-
cific requests depends on the status of the target —

nation; with the player’s nation, with an oppos-

Proclaim Guarantee

ing Coalition Leader, if it is a Satellite or whether | By T T v

the nation is currently neutral. Most diplomatic
requests will require a Diplomat to be sent to the
targeted nation in order to make the offer. Only | il i S
a few do not. o
‘War Subsidies

end Expeditiona

10.2.1 Diplomatic Requests ;
All Diplomatic Requests can be initiated || SR 710y S i oasiolion
through the DIPLOMACY ACTION WINDOW.

This only becomes visible if a National Flag

other than the player’s was used to access

the prpLomacy winpow. Underneath the T

range of DIPLOMATIC ACTION BUTTONS is
a box describing the action that is about to
be taken. Beneath this is the Outcome Indicator providing a view as to what the
likely response will be from the targeted nation. The SEND BUTTON executes the
requested action. Some request outcome can be communicated immediately,

others require a day to receive any notification.

10.2.2 Qutcomes
When dealing with another nation an indication of the
potential Outcome is shown at the bottom of the win-
dow. There are five possible outcomes ranging from:
Very Likely to Impossible. Each reflects the likely re-
sponse when making a particular request between
the player’s nation and the targeted nation. When
Relations between both parties are high, the potential




Outcome will be Very Likely. When the Relations are low, the potential outcome
will be Very Unlikely or even Impossible. Also depends heavily on action and
circumstances. Countries evaluate what can be good for themselves.

10.2.3 Diplomats
W Diplomats are the vehicle that allow diplomatic actions to be taken dur-
== ing the game. The more of these held the more actions can be taken at

any given moment. Diplomats are earned on a monthly basis, though only a
Maximum of five Diplomats can be held at one time. Once this limit is reached
it is worthwhile to remember that no more Diplomats can be gained until one
is used. Every time a Diplomat is sent there is a cool-down period in which no
other diplomatic requests can be made to the same nation. This is usually around
a period of a week.

10.2.4 Refusing Requests & Cancelling Treaties

Requests can be refused as well as accepted. While existing treaties can be can-
celled if no longer required. There will be times during the game when neither
accepting a request or remaining in a treaty or agreement makes the strategic
sense that it may once have done. However performing either leads to a penalty
with a reduction in Relations between both parties. Those that refuse or cancel
to often may discover an new enemy in a previous friend.

10.2.5 Relations

The standing between two nations is defined by the Relations rating. This is
perhaps the most important rating in the game ranging from -200 (dislike) to
+200 (admire) where friendly nations have a Relations score over zero. Those
that dislike each other have a score below zero. The higher or lower the score the
greater the amicability or hatred between both countries. Relations are a key fac-
tor in the development of Coalitions in that only countries with high relations
are likely to be invited or join a Coalition. Those with a low relations score are
at best unlikely to join a player’s coalition, join an opposing one or at worst have
war declared on them.




10.2.6 Increasing Relations
Relations can be increased with target nations
by attempting to assert influence with them.
Every time an attempt is made a Diplomat from the asset pool is despatched.
Attempting such an act also costs that nation a small amount of Prestige, to
reflect a small decline in their standing on the world stage. The Outcome of this
action is always a success.

10.2.7 Sabotaging Relations

= ; Just as relations between nations can be
Sabotage relation g

increased, they can also be Sabotaged.
Sabotaging relations will inflate any animosity felt between two nations.
Undertaking this diplomatic action also depletes the number of Diplomats avail-
able by one. Prestige is also lowered. The Outcome of this action is not one hun-
dred percent assured of success. This is a great way of removing certain nations
from a rival coalition. Can only be taken when part of a coalition and will lower

relations between the country and the coalition target.

10.2.8 Insulting Another Nation
e el  There may come a time when the Relations
Send an Insult , .
between a player’s nation and another need

to be reduced. One such occasion is when the target nation stands in the way
of achieving Dominance perhaps for the Coalition Leader or a fellow coalition
member. Likely because it controls a strategic province or two which must be
taken over. This is a great way of forcing a Coalition Leader to remove the player’s

nation from its Coalition.

10.3 GOING TO WAR

In order to win the game a player’s nation will have to go to war to capture the re-
quired provinces that are controlled by opposing sides. Going to war is a straightfor-
ward affair if it does not involve Coalitions. Where Coalitions are involved the path
to war is a little more complicated.

AT WAR ALERT: When a player’s nation is at war the list of those na-

tions they are at war with are shown in the tooltip of this alert, along

with the national flags. Making for an easier way of accessing the
Diplomacy Actions window.




10.3.1 Declaring War
L T If any two nations are at peace one of these can
e — choose to start hostilities with the other. This
is just a simple act of making the declaration. Once done military forces can
be sent to conduct war with the enemy. Declaring war costs the use of a single
Diplomat, but nothing in terms of Prestige. Though if the war does not go well,
the cost will manifest in other ways when peace finally comes. Declaring war
immediately generates a minimized war winpow which provides details of the
conflict for the duration it is fought.

10.3.2 Call To Arms

T A - When a Coalition is at war its members
W 0 (IS

are not automatically involved. Instead the
Coalition Leader must make the conscious effort of Calling to Arms each in-
dividual nation in the coalition. Nations can Refuse to honour these calls and
by doing so will immediately leave the coalition automatically. As a result the
refusing nation will also suffer a significant penalty in terms of Relations with
the coalition leader and also a loss in Prestige.

\7, CALL TO ARMS REQUEST ALERT: [)is alert will notify the player when

a Coalition Leader makes a request for their nation to join the Coalition
Leader’s war. It is seen only if the player’s nation is a part of that Coalition.

10.3.3 Proclaim Guarantee
R i Guarantees are Treaties offered to other na-
tions to afford a certain level of protection
against aggression. Essentially the agreement will see the guaranteeing nation
likely to declare war against any third-party nation that moves against the nation
with the guarantee. This is a useful tool when trying to manipulate a good reason
to go to war with another aggressive nation or to protect a neighbouring Minor
state from the attention of a Major power hell bent on Dominance.

10.4 MILITARY ACCESS

Army movement is restricted to the provinces controlled by the player’s nation dur-
ing peace. Only when war breaks out are the armies on both sides are able to move
through each others territories to capture key provinces and battle opposition forces.
Military Access changes this by granting permission for a nation’s armies to move
through another’s territory while at peace.




10.4.1 Gaining Military Access

— To gain Military Access across the territory
Ask for Military Access . .
: 2= of another nation, it must be asked for. The
Outcome of making this enquiry depends mainly on the Relation score between
both nations and to some extent if the nation is in a Coalition. More so if either

nation is not in the same coalition.

10.4.2 Granting Military Access
SSS  aarraaarasanmam] Under certain circumstances it may well be
Give Military Access . o

: prudent to grant another nation Military
Access without waiting to gain access to their territory. It should be noted that
when providing Military Access the military forces of the other nation are ef-
fectively gaining unlimited access across a player’s own territory and ports for
no other reason than to help them along their own road to victory. This also
includes the Supply required to maintain those units and it will also potentially
affect the attrition of all units in those provinces. Refusal lowers Relations.

MILITARY ACCESS REQUEST ALERT: 1 Je player will see this alert when-
ever another nation makes a request to receive Military Access across their
territory.

10.4.3 Cancelling Military Access

Once Military Access has been established either gained from another nation or
granted to another nation, it can be cancelled at any time. This action also uses
up a Diplomat from the asset pool. This action results in a penalty to Relations
between the nations involved. The pipPLOMATIC OVERVIEW is updated to show
this change at the start of next the next game day.

I0.§ WAR SUBSIDIES

War Subsidies can be used to help nations without the economic capacity to re-
cruit large armies and effectively engage in war. Players can provide a nation with
the economic support to help fund limited wars of aggression that do not involve
the player’s own nation. War subsidies can only be given to a single nation at any
one time.

10.5.1 Providing War Subsidies
Sl The player agrees to send regular transfers of
Ducats from their treasury to the nation they
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War Subsidics !

Sire, we have won a devastating
victory over Nassau and have the

possibility to annex them.
We negotiate on behalf of our
entire alliance, and they are
negotiating for their entire alliance.

Annex

Demand Tribute

Offer White Peace

Offer Tribute

o
Cancel
o

wish to assist. The amount given to the target nation can be tailored to suit the
player’s financial situation. Payments can be set-up to continue for a Duration
of up to a maximum of sixty game months. The amount is only given to the tar-
get state while it is at war. Attempts to provide War Subsidies are automatically
concluded and require one Diplomat.

10.5.2 Cancelling War Subsidies
— War Subsidies can be cancelled like other dip-

Cancel War Subsidies

lomatic agreements. Perhaps when it is not
economically viable to keep provide the same amount. This action costs an ad-
ditional Diplomat and is concluded automatically.

10.6 NEGOTIATING A PEACE

At some point every war will come to an end — either through copious amounts of
blood-letting or by peaceful resolution. In March of the Eagles there are three possible
outcomes to a war; complete Victory or Defeat, a Partial Victory or Partial Defeat or a
Stalemate. Depending which of these outcomes occurs, the options a player may con-
sider when negotiating a peace will differ. Peace Negotiations are conducted through
the DIPLOMATIC NEGOTIATION WINDOW.




PEACE REQUEST ALERT: 7his alert can be seen when an opposing na-
tion is ready to offer a peace deal to end the war with the player’s nation.
Conditions of their peace offer can be seen by clicking on this alert.

10.6.1 Annexation
o Annexatior} is ‘limited to nations that are bc?—
low a certain size. It can only be demanded if
the War Score of a conflict has reached one hundred percent. At this juncture
one side has completely overwhelmed the other and captured all of the enemy’s
provinces. Annexation extends the borders of the victorious nation by taking all
territory that once belonged to the defeated nation and incorporating into the
borders of the victorious nation. This occurs immediately if the target nation

accepts as it has no option to fight on. The other nation then ceases to exist.

10.6.2 White Peace
] ['he White Peace is a negotiation where two
' Offer White Peace . . g .
nations can decide to cease their dispute with-
out any side paying any reparations to the other. This options is likely taken
when neither side has gained any significant advantage over the other. It is per-

haps the most common result in relation to short conflicts.

10.6.3 Demanding/Offering Tribute
This peace negotiation is conducted when
one nation has gained an upper hand over
BT VL o ] che other. Most likely when neither side has
e acquired control of all territories required
to annex. Alternatively one side has edged the other in capturing some enemy

Demand Tribute

provinces or winning enough battles to force the other side to contemplate
ceasing the confrontation. The War Score is then used as currency to purchase
any number of political, diplomatic, military or economic gains that can be
demanded from the defeated nation.

TROOPS IN FOREIGN TERRITORY ALERT: 7 is alert informs players

; that they have armies in territories they are no longer at war with.
ﬂ These armies must be moved back within the borders of the players
territories as soon as possible.




I1I0.7 TRIBUTE TYPES

Once either side wishes to cease fighting compensation can be offered or demanded
in return for peace. A nation with negative War-score can offer Tribute, while a nation
with the positive Warscore can Demand it. Numerous options are available in terms
of what can be offered or demanded.

10.7.1 War Score
War-score plays a pivotal part in negotiations between
both parties. The higher the War-score is in a nation’s
favour, the greater or better terms they can demand or
be forced to offer. Every term has a cost in relation to the War-score, which deter-
mines the acceptability of the whole request or offer. If the total cost of the terms
is the same or less than the conflict War-score then other nation will most likely
accept the terms being offered. Otherwise it will refuse and the conflict continue.

10.7.2 Peace Offer Value

RSN % The total value of the

They would not accept the current Peace offer

ROIEE is shown and updated

here. As more terms are added the Peace offer Name

twerpen

changes and so does the potential Outcome

N

shown underneath. In relative terms the value
of the Peace offer should not exceed the amount
of War-score otherwise the offer will likely be
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turned down.

10.7.3 Cash Tribute il e, Dt Lo, s

rg, Staabsund and

As part of a peace offer the swill annul all treaties wich S nd Sweden.
oL ) Fraice will pa ca at Brigain gains

winning nation can de- restige as the attacker.
mand an amount of Ducats

from the losing nation as compensation if so de-

sired. While a defeated nation can make an offer

to give to the nation with the higher Warscore.

The amount cannot exceed the funds held in that nation’s treasury, at the time

of the negotiation.

10.7.4 Cede Provinces
< A change of Ownership of provinces belonging to the enemy nation can
| be demanded here. Each province costs or contributes towards War-

score percentage and awards a certain amount of Prestige to the new owner.




10.7.5 Cancel Satellites
Demanding the cancellation of satellite agreement between those two
states breaks that bond, liberating that nation and losing the Overlord
the resources and potential military support they could have once relied upon. At
the same time it provides the player a chance to befriend the newly freed nation,
perhaps to join the player’s coalition sometime in the future.

10.7.6 Release Nations
This option allows a winning nation to demand that a Dormant nation
is created from territory that they now occupy. Any nation created this
way immediately becomes active on the map and is a Satellite nation of the state
that granted its freedom.

10.7.7 Annul Treaties
=1 Another type of diplomatic demand or offer made between the victori-
Bl ous and the defeated nations and a third-party. This option will im-
mediately nullify any diplomatic treaties or agreements between those two
nations. Examples include the cancellation of Military Access or the return of
Expeditionary Forces.

10.7.8 Treaties

The final type of tribute contains a number of miscellaneous agreements
such as forcing the defeated party to become a Satellite of the victorious nation or
just Conceding Defeat. Both of which provide an additional reward of Prestige
points.

10.8 EXPEDITIONARY FORCES

If a player’s nation is fortunate enough to start with or have conquered a Satellite
nation, their armies or navies can be requested to fight under the command of the
Opverlord state. These armies are known as Expeditionary forces and can be requested
at any time through diplomatic channels. Once control of them is handed over their
maintenance must be paid for by the nation they have been granted to for the dura-
tion of their assignment. They can be recalled or handed back to the owning nation
at any time during the game.

10.8.1 Requesting Expeditionary Forces
- Rm‘ Expedltlolnary forces can be r.equested from
e —— any Satellite states. Once reassigned the force

can be given orders through the OPERATIONAL ORDERS TOOLBAR and its Tactics

chosen by the player. The player can choose which forces are received as seen




in the EXPEDITIONARY FORCES SELECTION [y
window. Once this request is sent the the
target nation will either accept or refuse the

request.

10.8.2 Sending Expeditionary Forces

P Y

Conversely as the Coalition Leader it is pos-
sible to send Armies as Expeditionary forces
to Coalition members. Satellite states can
also offer them to their overlords for use in
their campaigns, freeing up Ducats, supplies
and manpower for other campaigns or pro-
jects. Choosing which forces to send is per-
formed through the EXPEDITIONARY FORCE
SELECTION WINDOW.

10.8.3 Returning Expeditionary Forces

Eventually the need for another nation’s

Expeditionary Forces will expire. When the
time to return them comes this action will restore control of the forces back to
the original owner. At this time the responsibility to support and maintain these
troops returns to that nation.




11. THE MILITARY

URING THE WARS of the

i Mitotary
nineteenth century two 2 :
ofantry / Cavalry

s branches of the military ex- |9 7 Ui T el
isted that would decide the |ji& Manparer

struggle for power. These were the
army and the navy. For some na-
tions such as Great Britain the navy o |
was of paramount importance, =
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]
¥
ey

well as being the first line of defence
against invasion. For other nations
such as France the importance of
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army for conquest, was of greater

importance. R

23.2

II.I MANPOWER

Manpower is the measure of the number of conscripts currently
available to man a nation’s military forces. It is important in the

£
89,386

Recruitment and Maintenance of brigades and naval squadrons.
Manpower is accumulated on a monthly basis depending on the output of certain
key provinces under the control of the nation. The rate of accumulation can be af-
fected by a bonus or penalty from a range of factors including: the current ruler, the
government type and national modifiers. The current available manpower is shown
on the MAIN INFORMATION TOOLBAR. It is represented by soldiers silhouette icon.

MANPOWER MAP-MODE: 1his highlights the provinces that provide

manpower for the war-effort. They are colour-coded to show those that
produce the most and least. Orange shows those that provide the fewest, yellow
slightly more, then dark green and bright green for those that produce most.




II.2 ARMIES

They are they
lynchpin of a play-
er’s military forces
on land. Formation.s | ———
of soldiers sent to EeikEik s
conduct wars wher-
ever the battlefield & 1 E .

may be. Armies

are organized into Reserves

groups called Stacks

consisting of one or

more Brigades of

differing types and

abilities. Stacks can be moved across the map collectively or on their own. They are
used to fight against enemy armies, siege enemy cities, seize control of provinces and
defend those of the player’s nation.

11.2.1 Brigades

Brigades are the basic unit by which armies are raised. There are four main cat-
egories: Infantry, Cavalry, Artillery and Headquarters. These are further divided
into sub-groups. Each brigade type brings its own particular qualities to the bat-

tlefield. The range of brigades include:

GUARDS

LINE INFANTRY
CAVALRY
ARTILLERY
LIGHT INFANTRY
IRREGULARS
SERVICE UNITS




I1.3 NAVAL FLEETS

Fleets are the sea-faring equivalent
of armies conducting warfare in the
sea zones of the game map. They are
represented on the game map as ship
models. Just like armies they are or-
ganized into stacks, one per fleet.
They can be selected and moved
around the map individually or col-
lectively.

11.3.1 Squadrons

As with army brigades, navies
can comprise of different types
of squadrons. There are several
squadron types each one has
its own role to play in naval
combat. Most ships are built
for battle upon the seas; Ships
of the Line and Frigates for
instance. While others such as
galleys and transports exist to
ferry armies across the waters to
the fight wars overseas.

IST SHIPS OF THE LINE
2ND SHIPS OF THE LINE
FRIGATES

GALLEYS

TRANSPORTS

e v e
=l Channel Fleet 40

Al ; 0.0% &3

II.4 UNIT SPRITES
March of the Eagles uses Sprites to

represent the military forces of the
era. These can be found in provinces
and come in different coloured uni-
forms depending on the faction being
played and ship models depending on
the class of the ships. An Info-bar be-
low each stack displays:




THE FLAG OF THE OWNING NATION
THE TOTAL NUMBER OF SOLDIERS OR SHIPS PRESENT IN SELECTED STACK
OR STACKS

MORALE IS INDICATED BY A VERTICAL GREEN BAR WHICH TURNS RED AS
MORALE DROPS

THE COLOUR OF THE HORIZONTAL INFO-BAR DEMONSTRATES IF THE UNIT
IS FRIENDLY (GREEN), AN ENEMY (RED), IN THE SAME COALITION (BLUE)
OR NEUTRAL (GREY).

During battles all stacks currently located in a province automatically fight alongside
each other against any opposition that is encountered in the same province. Unless

of course they are fleeing or have other Operational Orders set such evading combat

or retreating into fortresses.

II.§ UNIT ABILITIES

All units fulfil a certain role within

the game. Their primary role of Al Gun::;d;igade
course is to take part in combat and '

secure the victories needed to achieve

Dominance on land or at sea. Details

of a unit’s abilities are shown in the

UNIT INFORMATION WINDOW and

the UNIT RECRUITMENT and UNIT

COMMISSION WINDOWS.

UNIT TYPE: Names the
s ofbrigade or squad— ;¢ b Walther Cay. 28 Ocwber, 1805

ron. Useful in understanding what its S SRS

main role is. Wq U Lieck! Leichte ik 29 October, 1805

uNIT size: The troop

5 numbers that comprise

the army brigade or the number of

ships that make up a squadron.
UNIT cosT: The cost in ducats that pays for the construction of a brigade
or a squadron.
MANPOWER COST: Shows the required manpower to man a brigade.
Manning ships in terms of manpower is negligible.
BUILD TIME: The amount of time required to complete recruitment or
commissioning of a ship. Building ports and forts in a province can de-

crease the required time.




Artack: The base rating used when attacking an enemy. Three ratings

are used, one for each combat phase. These are added together and the
total shown here.

DEFENCE: As with attack but this value depicts the total of the three
E defence ratings used for every phase of combat.

. INITIATIVE: The order in which a unit is likely to take part in battle.
Checked for each phase of combat the unit takes part in. This applies
only to army brigades.

MORALE DEFENCE: Indicates the resistance a unit possesses to avoid any

reduction in morale when receiving casualties. The higher this is the bet-

ter able a unit is to face up to losses and continue to fight.

FRONTAGE: This rating is used to determine how much frontage it re-
=

sl quires in order for the unit to take part in combat.
EVASION: Determines success when an army or fleet attempts to avoid
- combat.
suPPLY COST: Indicates the cost in supplies a unit requires in order to
— operate at full capacity. This applies only to army brigades.

I1.6 RECRUITMENT

Brigades can be recruited

from two places: the miL-

ITARY WINDOW or from &y
the PROVINCE wWINDOW of '

7. 2
Hitriary

Guard Chassuers a Cheval

Province Construction Rally Point

a specific core province. If S T R A S ) e SR S X
the MILITARY WINDOW is Nice Namur (13)

used, the unit list can be :
filtered to allow players to —
focus on a preferred type.

Clicking on any of these

brings up a secondary

screen where the Build

Location can be chosen.

The total cost of units to

build in Manpower and

Ducats is displayed at the

bottom of this panel.
p ' Select Affordable | Gold Cost:

Sele | Manpower Cost: 7132930 ‘ Bui

Deselect All | 2/145 Provinces selected.
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11.6.1 Recruiting by Unit Type

e ] [he MILITARY WINDOW now changes to show where units

ke el can be built by province location. Players can also see the

Rally Points where newly built units will move to when com-
pleted, to join the ranks of other newly formed brigades. At the very bottom of
the window are a number of QuUICK SELECTION BUTTONS that either allow for
mass construction across provinces by a particular type of unit, if the necessary
funds are available in the player’s treasury. Alternatively if funds remain a little
on the light side the SELECT AFFORDABLE BUTTON limits the number of units to
build, to only the provinces where there are enough funds to recruit in.

11.6.2 Recruiting Units by Province

Brigades and squadrons can also be recruited directly

through the PrROVINCE wiNDOW. Selecting a province

gives access to the RECRUIT BRIGADE AND SQUADRON
BUTTONS which when pressed display the PROVINCE RECRUITMENT WINDOW as
seen below. Additional information on the available units is shown here. Clicking
on any unit in this window will send one of them to the Construction Queue (as
seen on the right of the image below) which shows those units that have already
been selected for production. These units will then be constructed one after the
other until all are completed.

)

() i . There are 4 units in the queue.
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11.6.3 Recruitment Factors

Recruitment consists of three main factors: the cost in ducats, the cost in man-
power and the build Time required to prepare these units. Certain modifiers can
affect the cost and speed at which brigades are recruited. It is deployed directly
in the requested province.




11.6.4 Cancelling Recruitment

The caNCEL BUTTON can be used if at any time a player wishes to stop producing
an item in this queue. Brigades that are placed in the queue can be Cancelled but
not all ducats will be returned to the asset pool.

I1.7 MAINTENANCE

Mai Once a brigade or squadron
L T 35.928 is built it will require a certain

Naval Mainte mance 97.395 | amount of Ducats to keep it op-

erational and ready for battle.

This cost is deducted from the treasury automatically each month. The total cost of
Maintenance is divided between both branches of the military and can be seen in the

MILITARY WINDOW. The cost of the previous month’s maintenance can also viewed

in the BUDGET wiNDOW. If maintenance reaches unmanageable levels the player can
either take out a Loan or two, or disband any unessential brigades or squadrons.




HIS SECTION OUTLINES the spectrum of features that together form the as-
pects modelled as Warfare.
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I2.T BEING AT WAR

Once war is declared by one side or another a conflict is deemed to have in

effect been started. Information concerning a specific on-going conflict can

be viewed by clicking on the wAR SCORE 1CON to access the WAR WINDOW.

This provides a breakdown of the nations arrayed against one another and the total
number of troops involved on both sides by type and a chronology of the battles
fought throughout the conflict. In addition several Warfare factors are shown for each




nation involved providing players with an idea of which nations are contributing to
the war-effort and where any potential cracks may exist in either side.

12.1.1 War Capacity

This indicator provides an easy way to compare and determine which nations
are able to carry on the fight and which ones may be vulnerable and likely to
capitulate. A low score could mean that they are more likely to agree to any peace
negotiation demands that are made.

i AT WAR ALERT: When a player’s nation is actively engaged in war
against at least one opponent, this alert will be shown beneath the
Main Game Toolbar. Highlighting the alert will list all nations who

are at war on the tooltip.

I2.2 WAR EXHAUSTION
E War Exhaustion represents the negative aspects of going to war. These af-
1

fect both the civil population and the war-effortc. When wars are initially

started War Exhaustion is minimal, but as time passes the effect of war
increases it. These effects are exacerbated the longer a war is fought, the number
Blockaded Ports and the number of Casualties taken in battle. Aspects of gameplay
that are affected include:

INCREASED REVOLT RISK

DECREASED MAXIMUM ARMY AND NAVY MORALE
DECREASED AVAILABLE MANPOWER

INCREASE REINFORCEMENT TIME

War Exhaustion can be found in the MAIN INFORMATION TOOLBAR and is indicated
by an icon of a soldier’s bandaged head. War Exhaustion continues to rise steadily for
every passing month a nation is at war. While at peace it quickly returns back to zero.
It can rise quickly when battles on land and at sea are lost. Though it can be lowered
slightly by winning battles.

I2.3 UNIT SELECTION

Armies and naval fleets can be selected and moved individually or in groups. Clicking
on a single stack will select it. Additional stacks can be added to the selection by hold-
ing the shift key and clicking on them. Alternatively holding click and drag-selecting




the cursor around a group of

units will select all the stacks [ ————
within the box being drawn [ I B s i

on screen. Army stacks will |

have selection precedence

over naval stacks when at-

tempting this. To click drag-

select naval units, select a

fleet then hold down shift

and click drag-select over

the area where the desired

navy stacks are located. Once the required stacks are selected the ARMY OR Navy
wiNpow will change to show the headers of all the stacks selected, as seen here (on

the right).

12.4 MOVEMENT

Armies and naval fleets are moved across

the map to significant locations the player

wishes them to occupy. Movement is meas-

ured by the Speed rating of the moving unit

as it progresses from the current location to

a new destination. In the case of armies this

can be from one province to another. For

naval fleets it is from a port to a sea zone or

vice-versa or from one sea zone to another.

Movement is conducted by selecting a unit

or units and right-clicking in the target location. Information on the arrival time to
the next province and the final location is updated on tooltips.

12.4.1 Evasion

This is the order that allows armies and navies to avoid encounters with en-
emy forces when travelling through provinces or sea zones. In order to attempt
evasion the unit must be given the order through the oPERATIONAL ORDERS
TOOLBAR.

12.4.2 Forced March — (Army Only)

When an army needs to arrive at a location faster that it ordinarily would, it can

be given the Force March order. Before it can be used it must first be adopted as
a Movement Idea. Like Evasion this action is set in the OPERATIONAL ORDERS
TOOLBAR. The order lasts only a few days, so its potential benefits are limited




and should be used at the moments it

can make a difference. When the order is We are force marching.

given the unit in question is then afforded |[RCEIT SR B

a bonus to speed depending on the ma- i

noeuvre rating of the C-I-C. The higher yrce Marching since * days.
this value is, the faster a unit can move. Speed Bonus ;

Clicking on the same button cancels the S8 ETTETR LTI E LTI

order before its effect expires. There is an

increased chance that while on a Forced March to its destination the army, will
sustain more losses if it enters combat with an enemy.

12.4.3 Naval Transportation — (Army Only)
A Naval fleets can be used to transport armies from one land-
i{" % locked area to another. Only those naval fleets that include
at least one squadron of Transports can do this. The fleets
Transport Capacity indicates how many brigades can be loaded onto a particular
fleet. More than one army stack can be loaded onto a naval fleet if it has the
available Transport Capacity. Loading armies onto ships can be achieved im-
mediately using the OPERATIONAL ORDER TOOLBAR. Otherwise an army can be
moved manually from a coastal province to a fleet that is located in an adjacent
sea zone but is not in port. Selecting a fleet that is carrying one or more armies
aboard will display an icon showing the number of stacks and the total number

of brigades it carries.

I2.§ ATTRITION

Ml This factor measures the rate at which armies and navies lose cohesion

as they move through provinces and sea zones. Attrition is measured
as a percentage and is graphically represented by the skull icon in the ARmY OR
NAVY wINDOWS. Its effect is to reduce the numbers of soldiers and sailors in a unit
so that their ability to fight during combat is lower than what it would otherwise
have been.

12.5.1 On Land

On land attrition is basically measured by comparing the Weight of all brigades

in a province and comparing it to the Supply Limit of that province. Attrition
is suffered by any and all units in a province, if their combined Weight exceeds
the Supply Limit of the province they are located in or moving through. In ad-
dition some forms of Terrain can naturally add to the attrition being suffered.
The amount of attrition suffered by units is limited by the province’s Maximum
Attrition rating. By default this is five percent, though it can be increased by fac-




tors such as: the Weather, if it has no provinces with Adjacent Control. Attrition
effects can be further reduced by adopting the Expert Foraging idea, or it can be
increased by having armies use the Scorched Earth operational order. The Forced
March operational order increases attrition considerably when it is issued to an
army stack.

12.5.2 At Sea

Attrition at sea is calculated very differently from that on land. When At Port
or in Home Waters a naval fleet does not suffer any attrition whatsoever. A fleet
located or travelling through any other sea zone suffers a minimal amount of
attrition. If this sea zone does not border land i.e. it is Open Sea, then a sizeable
amount of additional attrition is automatically suffered. This can be reduced by
the leader’s manoeuvre rating, if a known leader is assigned.

12.5.3 Weather Effects

The level of Attrition a unit suffers is affected by adverse weather conditions.
During the Winter season every province affected by the cold sees the possible
Maximum Attrition of a province increased. There are three levels of Winter
weather: Mild, Normal and Severe. Each of these levels affects the Maximum
Attrition rating by an increased amount.

12.5.4 Replacements — (Army Only)

As the numbers of fighting men are reduced by attrition, replacements are sent
automatically to the affected units. The amount of replacements sent varies de-
pending on whether the armies are on a Owned province or merely a Controlled
one. The number of replacements sent is deducted from the Manpower pool
determined by the current daily replacement rate. The ability of armies and naval
fleets to receive replacements is sent in the Operational Orders toolbar by this
button. This can be turned off to save on Manpower.

12.5.5 Repairs — (Navy Only)

Unlike armies, naval squadrons require repairs to recover their ability to conduct

combat. Repairs are normally conducted when a fleet enters and remains in a
friendly port. However there is a Naval Movement Idea which allows naval re-
pairs to be conducted at sea, if the Idea is unlocked. The rate of repairs that can
be conducted on fleets depends primarily on the Port level of the province the
fleet is resting in. The higher this is, the quicker repairs can be affected.




12.6 SUPPLY

Supply is the measure of the equipment and materiel required to keep armies fighting
battles. In game terms navies do not use or require supply.

12.6.1 Supply Production

Supply is produced throughout every province that contains a Depot. The amount
produced varies from province to province. This supply is then sent to a local
Supply Centre for distribution. Certain other factors such as a Ruler’s administra-
tion skill can increase the Global Supply Production across all a nation’s territories.

12.6.2 Supply Areas

Every autonomous area owned by a nation is essentially a Supply Area. Each
Supply Area has one source of supply that is usually the most important city
province in that region referred to as the Supply Centre. Supply Centres are gen-
erally created in the city that provides the most supplies within a single Supply
Area, most times this will be a capital city. Any armies in a Supply Area that can
track a direct line friendly territory, is supplied from this Supply Centre. Further
information regarding Supply Areas can be seen in the OUTLINER.

12.6.3 Supply Usage

Every army requires supply. Each one can retain up to a maximum of hundred
percent of the Supply it requires. This will keep the unit supplied only for a
certain amount of days. If the army is unable to trace a line of supply through
friendly territory through a Supply Area to its nearest Supply Centre it will re-
sort to obtaining whatever supply it can from the province it is in. If this is not
enough it will be Out of Supply. The total usage for all armies fielded by a play-
er’s nation can be seen in the MILITARY WINDOW, in the Supply Balance tooltip.
The Supply Balance provides a good indication of whether the current amount
of Supply Production can support the total required Supply Usage of all armies.
When this turns to a negative number more Depots need to be constructed.

ﬂ SUPPLY MAP-MODE: This highlights the areas of territory whereby
supply is being produced in green. Provinces that are serving as supply
centres where armies trace back their source of supply are shown in blue.

12.6.4 Logistical Support

Supply trains provide a certain amount of logistical support to the formation
they are currently assigned to. If there are enough supply trains assigned to that
army they receive a bonus to attack in any combat they take part in.




12.6.5 Out of Supply

Armies that are out of supply will use twice as much of the Supply Generated
in the province as they scavenge the landscape to replace the lack of vital sup-
port. This in turn increases attrition in the province, depleting armies and mak-
ing them much less effective in battle. While Morale recovers more slowly and
Replacements for casualties arrive less frequently. An army low on supplies re-
ceives a negative modifier to their attack power in combat, so it will lose more
often and will also be less effective when besieging hostile fortresses.

12.6.6 Lack of Supply

When troops are Out of Supply they are not receiving enough weapons, am-
munition or equipment to fight in a sustained manner. When this factor is in
effect these troops receive a penalty to attack. This factor manifests when the
formation enters combat.

§ OUT OF SUPPLY ALERT: When one or more armies have run out of
| supplies and cannot trace a supply line to a production centre, this
alert will be shown. Moving the cursor over this alert will show a

list of all units that find themselves in this situation.

12.7 MORALE

Morale gauges the psy- Tant Mirale g [ |
chological ability of a EB ED

unit to engage in combat

and remain there. On screen morale is depicted by a green coloured gauge sometimes
shown vertically, other times horizontally. Aside from defeat through combat losses,
an enemy can be defeated by destroying its will to fight. There are two components
to morale, the current maximum limit which is shown in the miLITARY WINDOW and
the Current Morale rating which all units possess at a given moment in time. Current
Morale changes as and when it is involved in combat or just resting idle.

12.7.1 Morale Modifiers

Several aspects of gameplay can alter the maximum value of army and naval
morale. It can however only be permanently changed by adopting certain Ideas.
Events, Rulers and Regime types on the other hand can temporarily modify these
ratings with a bonus or penalty. War Exhaustion can decrease the maximum
morale rating, while the nation currently achieving Dominance on land or at sea
can increase it in the category they are dominant in.




12.7.2 Losing Morale

Current morale possessed by a unit changes dynamically when casualties are suf-
fered during a battle. The higher the casualties suffered, the greater the drop in
morale. This is a temporary set-back, but if morale drops to a threshold greater
than the C-I-C or Admiral can manage, the army or navy will flee from combat.
In terms of land combat if the brigades in a flank lose too much morale the bri-
gades will withdraw, potentially causing the flank to fail.

12.7.3 Morale Defence

Any unit affected by morale possesses this rating. It is used during every combat
phase to reduce the amount of morale damage would ordinarily unit suffers from
taking damage. The higher this value is the less Morale is reduced during each
combat phase.

12.7.4 Regaining Morale

Morale is regained naturally simply by having the unit not involved in any com-
bat. When a unit has been routed it may be a good idea to move it to the rear of
any battle-lines, into a nearby fort or port until maximum morale can be re-
gained. Alternatively they can be instructed to avoid combat by using the Evade

Operational Order.

12.8 LEADERS

These are the battlefield com-
| manders that lead the nation’s
| armies and fleets in the conduct

of warfare. Generals and admi-

rals schooled in tactics and strategy employed

to make the difference in combat. They can
help turn the tide of battle by imparting their
experience, knowledge and sometimes frailties
onto the men under their command.

12.8.1 Assigning Leaders

Leaders can be assigned to either armies
or naval fleets. Generals for armies, ad-
mirals to navies. Assigning leaders is
achieved by clicking on a leader portrait
and selecting one from those which are
available. In most cases the leader with
the highest particular rating in one abil-




ity or another should be considered. Alternatively the best candidate for the job
could be the one with above average ratings in general, shown by the Expertise
rating. Sorting the list of available leaders by the ability which is most required,
will help identify the best candidate.

These leaders possess overall command of a stack. Only one general can be as-
signed to lead a stack. They are in charge of all the brigades mustered under each
of the four flanks. They also play a vital role in the success of Operational orders
given to an army. When in combat their attack and defence ratings are added
to those of each of the flank commanders. By default they are positioned in the
Reserve flank, where they can take an active role in the movement of troops
from the rear to the forward line. Though they can also be assigned to command
troops in any of the front-line flanks.

12.8.3 Flank Commanders — Army Only
Only armies can assign leaders to Flanks.

Center ]
Flank commanders are the sub-ordinate

Sir Thomas Picton leaders of a stack. In charge solely of bri-

gades mustered within one of the four

E."@P‘J L= 5042 flanks. Unlike the Commander-in- Chief,
[N 1=

these leaders only convey their abilities
on the brigades directly under their com-

mand.

12.8.4 Admirals — Navy Only

These are the equivalent of C-I-C’s but rather than commanding armies they

command naval fleets. Since naval fleets do not use flanks in their organization
there is only one commander of a fleet and the admiral is it.

12.8.5 Leader Abilities

All leaders have three abilities that they confer to the squadrons or brigades under
their command. These are the: Offensive, Defensive and Manoeuvre ratings.
Depending on the action or stage of combat these abilities are added to other
factors to determine such things as; casualties inflicted or taken, whether opera-
tional orders are carried out or the likelihood of tactical events occurring. Each
leader has two additional rating used to gauge the overall ability level.




OFFENSIVE: this is the modifier applied to the attack combat ratings of bri-
gades under the command of a leader.

DEFENSIVE: This is the modifier applied to the defence combat ratings of
brigades under the command of a leader.

MANOEUVRE: This rating is used to determine the success of numerous
Operational and Tactical actions a brigade or army may be asked to under-
take in the course of moving across the map or during combat.

NUMBER OF TRAITS: Provides a count of the total combat traits a leader
currently possesses.

EXPERTISE RATING: This value is a general indication of the combined abili-
ties of a particular leader compared to that of his peers. The higher the three
combat abilities and the more traits a leader possesses, the higher this rating
will be. The higher this rating is, the better the leader is at carrying out his
responsibilities.

12.8.6 Leader Traits

After two opposing forces engage in battle there is a chance
that one or more leaders may gain a particular trait. A sign
that they have gleamed some new found military knowl-
edge from their experience on the battlefield. There are
two type of traits; one for generals and one for admirals.
The way by which Leader Traits are awarded depends on
several factors that define the combat action including:

TROOPS OR SQUADRON COMPOSITION UNDER THEIR COMMAND
THE TACTICS ADOPTED PLUS ANY BATTLE EVENTS THAT OCCURRED

UNUSED LEADERS ALERT: 1 is alert is displayed when a player has
at least one leader be it a general or admiral waiting ro be assigned.

@ Highlighting the tooltip will list the number of unused leaders and
the names of the first few.

12.9 OPERATIONAL ORDERS

These orders are issued to
army and naval stacks using
the buttons located in the
centre bottom of the oPERA-




fault, others must be unlocked by activating certain Ideas. Others require certain
pre-requisites or conditions to be in play before they can be used. Not all of these are
available to naval units.

12.9.1 Create New Unit
el Armies and naval stacks can be created from an existing one by clicking
this button. Doing so will automatically create a second stack allowing
players to move units between one and the other. If either stack is left empty then
that stack will dissolve once the window is exited.

12.9.2 Embark / Disembark Unit onto Ships — (Army Only)

PM] There will be times an army must be transported across the ocean to

Bl :c.ch ics destination. The army in question must be moved to a coastal
province, one with a port and a naval fleet already located there and loaded
from there. The total number of army brigades in the stacks about to be loaded
cannot exceed the transport capacity of the fleet. Otherwise some armies may
have to be split or left behind. Additional fleets can be used to ferry any excess
numbers.

12.9.3 Replacements

_.] Casualties through attrition and combat can have a huge impact on the

effectiveness of military units in the field. Replacing these losses can
be a high priority for some units, though not so for others. Especially if the
Manpower pool is straining to keep up with demand. Clicking this button will
determine if a unit is to receive Replacements or not. When the blue border is
visible replacements are set to on.

12.9.4 March to the Sound of the Guns — (Army Only)
This order must first be adopted as a Movement Idea in order to be used.
Units with this order will attempt to join any battle being fought in an
adjacent province, more quickly that it otherwise would have. It occurs naturally
wherever an army finds itself next to a province with an ongoing battle. Success
is dependent on the C-I-C’s manoeuvre rating.

12.9.5 Retreat into Fortress — (Army Only)
i An army may in some cases find itself outmatched and isolated from any
il fricndly assistance. When such circumstances occur it may be prudent to
have that army retreat into the safety of a fortress and delay any impending bat-
tle. At least until help can arrive. This Operational order allows armies to retreat
into a local fort. It can be set at any time but only takes effect if a local fort is

present in the province the army is located in.




12.9.6 Scorched Earth — (Army Only)

g] This Operational order can only be directed to troops in a province that
o . . . . .. .
has not previously been scorched. When this action is set Attrition is

increased, while tax Income and Supply Generated are decreased. Those units
attempting the Forage action (Supply Idea) will not receive any benefits.

12.9.7 Force Marching — (Army Only)
@] This Operational level order allows the brigades in a stack to achieve a
faster rate of travel over the map. It is limited to a few days and requires
the (Land Movement IV) Idea to be adopted before it becomes available. The
increase rate of speed for each army depends on the manoeuvre rating of the
army C-I-C. During the period that an army is Forced Marching, any attrition
suffered by the unit is increased.

12.9.8 Evade / Avoid Battles
G| Sometimes during a long and bloody struggle some military formations
become heavily depleted. At other times small mobile forces may find
themselves alone, out-gunned and outmatched. In these circumstances the op-
tion to Evade battles with enemy forces should be considered. Selecting this
action instructs the army to attempt to avoid any encounters with enemy forces.
The chance of success is determined by the manoeuvre rating of the C-I-C
leader. The higher this is, the better chance the army will slip past any enemy
formations. This order can be adopted by naval fleets.

12.9.9 Detach Supply Guard — (Army Only)

This order splits off one of the brigades in stack to remain behind in
province to guard it. This is useful when the enemy is attempting move

small armies behind the front-lines perhaps in an attempt to cut off supply lines

to the player’s army. The chosen brigade will initially be taken from the reserve

flank, if one is located there.

12.9.10 Disband Unit
At some point during the course of a game a player may wish to remove
a military unit from their roster. One example would be to reduce the
cost of maintenance, another to free up manpower for other brigade types. The
Disband button works on both naval and army stacks and is instantaneous.




I2.10 ARMY ORGANIZATION

Armies are organized into one of four Flanks. Each Brigade can be
placed into one of these when the unit is not engaged in combat.
The left, centre and right flanks are immediately committed to battle when combat
begins. The reserve flank (far right of window below) is the area where any remaining
brigades are kept ready to intercede if the situation deteriorates. Organizing an army

can make the difference between what if any Tactical orders can be given, giving that
flank the potential to inflict more casualties than they otherwise could.

12.10.1 Assigning to Flanks
Brigades must be assigned to one of the four flanks. They
can be moved from one flank to another using these but-
tons. The number of brigades that can be assigned to a particular flank is determine
is fifty. Though not all of them may be able to enter combat at the same time.

I2.1T TACTICS

These are military orders issued to any number of military

formations to outmanoeuvre, outmatch or outfight an op-

posing force. They are assigned to any of the left, centre

or the right flanks and can be issued when the army is

not involved in combat. Tactics can mean the difference
between winning a battle or losing it. Assigning tactics to a flank is dependent on
several factors known as Conditional Pre-requisites.

12.11.1 Setting Tactical Orders
These orders can only be assigned when the military force is not engaged in battle.
They are set in the ARMY DETAIL WINDOW, using the TACTICAL ORDERS TOOL-

BAR. They can only be assigned when certain conditions called Pre-requisties have




been met. Setting a

Tactical Order only

increases the chance

of it being performed

in combat. The com-

mander in charge of the flank will choose the tactic most appropriate to the
developing combat situation, though favouring the choosen tactic before oth-
ers. Choosing the regular strategy gives the commander the freedom to choose
exactly the best option without placing any restriction.

12.11.2 Conditional Pre-Requisites
Certain conditions must o
. ondition:
be adhered of Tactics are (*)Has leader
to be set for a flank. In (*)One of the following mustbe trae:

most cases these are that Flank has at least 17 Light Infantry currently
Flank has at least 15.0% Artillery currentdy 0.00%
. K Flank has at least 15.0% x ently
combination of different | EEEETRCTEN

troop types and allocated

to that flank. Individual pre-requisites are identified by a bulletpoint (*). When
this is coloured red, the condition has not been met. When it is green then it has.
With the requirements met the tactic is elected for use during the battle, where

a leader is assigned and a

Guard currently

certain Battle Events may trigger as a result. The only tactic that does not require
any pre-requisites is the Regular Strategy available to any army flank without a
commander or the means to attempt any other.

12.11.3 Tactic: Regular Strategy
This is the default tactic assigned by every flank in every army unless the
player chooses otherwise. When this flank is selected no special bonuses
are conferred on the troops within that flank, nor will any battle events trigger
during the course of the battle. It is tactic to use when no other tactics can be
chosen.

12.11.4 Tactic: Delay

‘ The Delay tactic is an excellent choice if the desired effect is to gain a

defensive advantage over an opponent on a particular flank. Attempting
it requires a combination of cavalry and light infantry to be at the disposal of

the flank leader.

POTENTIAL BATTLE EVENTS: Raid




12.11.5 lactic: Counter-Punch

@ The Counter-punch tactic is a balanced option in terms of turning defence
BB inco artack. It is best selected when an enemy’s flank is expected to go on the
offensive to restrict casualties on the player’s side and then go on attack to inflict casual-

ties of their own. This tactic requires a leader and a good number of cavalry brigades.

POTENTIAL BATTLE EVENTS: Push Forward, Cavalry Charge, Limited Retirement.

12.11.6 Tactic: Deliberate Assault

BN Where the battle rages against a player’s forces and the other side appears
; to be winning, this tactic can muster all the forces in the flank and charge
them directly at the enemy. Likely to cause many casualties on the player’s side,
there is just as much chance that the enemy will suffer a greater number. This

tactic requires a leader and a mix of Infantry, Cavalry and Artillery.

POTENTIAL BATTLE EVENTS: Massed Bombardment, Cavalry Charge, Prepare
Assault

12.11.7 lactic: Hold

7] This tactic is best employed when fighting a superior or more powerful
: force. All brigades will adopt a heavily defensive posture in the hope of
revealing the enemy’s intentions and inflict whatever casualties they can, while re-
stricting those suffered by the their own forces. As well as a leader, a small number

of light infantry brigades or a mix of light infantry and cavalry brigades is required.

POTENTIAL BATTLE EVENTS: Harass, Counter-Attack, Aggressive Probing

12.11.8 Tactic: Entrenched Defence

o As the name suggests this tactic is one selected by a cautious commander.
@ One who will try to reduce the casualties a flank may suffer and maximize

those inflicted on the enemy during the forthcoming battle. Requires a leader, a

fair number of light infantry and a small portion of cavalry brigades.

POTENTIAL BATTLE EVENTS: Harass, Massed Counter-Attack, Aggressive
Probing




12.11.9 Tactic: Feint
=g This manocuvre is used to distract and mislead the enemy into thinking
something is planned which is not. The brigades on this flank will per-
form either an offensive or retreat manoeuvre depending on the circumstances
they have encountered. This tactic requires a leader and a small batch of light
infantry and cavalry.

POTENTIAL BATTLE EVENTS: Massed Bombardment, Cavalry Charge, Threaten
Assault, Harass

12.11.10 Tactic: Refuse
This tactic relies heavily on using cavalry. The troops on this flank are set-
up to attack less aggressively than for other tactics. The commander then
hopes to employ a Screen of cavalry to shield the bulk of his forces from attack,
thereby allowing them to be relocated to other flanks. They can then be used to
shore up failing flanks or to reinforce flanks on the attack.

POTENTIAL BATTLE EVENTS: Screen

12.11.11 Tactic: Up The Guard

EZY This is creme de la créme of fighting tactics, used to deliver devastating
| 1S

results. It encompasses a set-piece attack consisting of all elements of the
army to systematically destroy the enemy’s capability to fight. First infantry are
sent in. Followed by cavalry. If the enemy has any fight left, then the Guard is
called upon to finish them off.

POTENTIAL BATTLE EVENTS: Massed Bombardment, Cavalry Charge, Ready

The Guard.

I2.12 BATTLE EVENTS

In addition to the bonuses provided by employing certain Tactics, all bar the Regular
Strategy have the potential to trigger Battle Events during combat. These Battle
Events can provide additional bonuses at key stages during the combat, thereby in-
creasing the number casualties inflicted on the enemy. When an event occurs it will




be seen next to the tactic

icon in the Flank section

of the Battle window.

Some of these events

can be triggered by more

than a single tactic. The

potential events can be
seen here:

General Defensive Modifier:
Light Infantry atack:
Light Infantry defense:

AGGRESSIVE PROBING: Increases the defence of all units in a flank. Increases the
attacking potential of light infantry for a slight cost in defence.

CAVALRY CHARGE: Can increase the defence of all units in the flank, increases
the attacking potential of cavalry units, while lowering their defence capability.
COUNTER-ATTACK: Increases the attack of regular infantry brigades, while low-
ering their ability to defend.

HARAss: This event increases slighting the defence of all brigades in the flank.
Cavalry receive a moderate bonus to attack in exchange for a penalty to defence.
LIMITED RETIREMENT: This event provides a fair increase to the defence for all
brigades in a flank, while reducing their ability to attack slightly.

MASSED BOMBARDMENT: Provides a huge boost to the attacking potential of all
artillery in the affected flank.

MASSED COUNTER-ATTACK: Increases the attack capability of regular infantry,
light infantry and artillery. Though it reduces the effective defence of infantry.
PUSH FORWARD: This event increases the general defence of the flank.
Provides a greater increase in the attack for light infantry brigades at a slight

cost to defence.

EREEEHN

RAID: Increases the effectiveness of cavalry attacks against the enemy in ex-
change for a penalty to their defence.

SCREEN: Increases the defence of all units in a flank and increases the attacking
potential of light infantry and cavalry, but for a slight cost in their defence.
THREATEN ASSAULT: This event boosts the attack of light infantry and artillery,
in exchange for a slight decrease in their defence capability.

PREPARE ASSAULT: Light infantry and artillery are given a moderate bonus in
attack, but their ability to defend is reduced by a small amount.

AsSAULT: Greatly increases the attacking ability of regular infantry, for a slight
decrease to their defence.

GUARD ASSAULT: Increases the attacking potential of light infantry and artillery
in a flank, but reduces the defence of both.




_ MAJOR AsSAULT: This event increases the attack of regular infantry at a slight
cost to defence.
READY THE GUARD: Provides a bonus in attack for all cavalry units in the flank,
resulting in a penalty for defence.
UP THE GUARD: Any and all guard units receive a massive boost to their attack
for just a small penalty in defence.

12.13 BLOCKADES

Another extremely important aspect of warfare
is the blockading of enemy ports. A Blockade is
initiated when an fleet moves into an sea-zone be-
longing to the enemy nation containing a port. As
long as it remains there unopposed the icon of the
port will change to show fence around it, depicting
that the port is closed off from normal operation.
Effecting a blockade reduces the Income generated
for the nation who's ports are being blockaded.

12.13.1 Lifting Blockades

There are two ways to lift a Blockade both require that the offending enemy fleet
is engaged with one that belongs to the player. The player can then try to break
the Blockade by forcing the enemy fleet to flee or they can engage it in battle and
destroy it, or force it to withdraw.

BLOCKADED PORTS ALERT: When at least one of the player’s ports are
blockaded an alert will be triggered. The alert tooltip will name all the

ports in the player’s domain that are being blockaded.

12.14 SIEGES

A Siege automatically occurs when an army moves into the province containing a
City or a Fort, owned by enemy nation it is at war with. Once a Siege has begun
clicking on a province will show the siEGE winpOW rather than the standard prov-
INCE WINDOW. The SIEGE wINDOW provides details of are the besieged Garrison (at
the bottom) and the besieging army (at the top), along with an overview of the siege
status in the centre.




12.14.1 Siege Leader

Only one nation can take charge of a
siege. This is normally the nation of the
army that arrived at the location before
any others. Even if this army is smaller
than any subsequent armies to arrive.

12.14.2 Besieging Armies

At the top of this window the nation flag
of the army leading the siege is depicted,
along with the C-I-C, the combined

army numbers, morale and current attri-

tion rate of all armies present. {E AR o Fredrik von Hessen

12.14.3 Defending Garrison 2% 1 & 1‘” (ad
At the bottom of the window informa- Bl ° 0% O ©° 3581 0
tion is shown detailing defender num-

bers, supply and any attrition, along

with the composition of military forces

and military improvements present in

the province.

12.14.4 Siege Outcomes

There are two possible outcomes to a siege. Either the defender will hold out and
retain control of the province or the attack will force the defender to surrender
and allow the besieging nation to take control of it. The defender can be defeated
through attrition, by starving them of supplies and thereby eventually winning
by default. Alternatively if a quick resolution is required the garrisoned fort can
be assaulted and the siege won through direction action.

12.14.5 Stege Stages And Status

Splitting information on both forces is the illustration of the Siege Status. There

are three stages to a siege. Each is depicted with a separate image which changes as
the situation changes over its duration. Initially the siege begins with the defending
location at maximum strength and capacity (as shown in the left most picture).

After some time as the situation deteriorates the (middle) image changes to show
light damage. This is followed by the final picture (on the far right) which demon-
strates that heavy damage being taken. When this occurs a breach in the defences




has been created by the attacking force, making an assault much easier to under-
take. Sieges can have one or more of the following statuses:

FORT HAS RECEIVED LIGHT DAMAGE
FORT HAS RECEIVED HEAVY DAMAGE
FORT HAS BEEN BREACHED

DEFENDING GARRISON IS OUT OF SUPPLY

As these status changes will have an accumulative adverse effect on the defenders
ability to repel any assault.

12.14.6 Assaulting the Garrison
T T §] Most sieges will end when one side or another can force a

el battle to an attempt resolve the outcome of the province. A
besieging army can initiate an assault to breach the enemy defences and annihilate
the defending Garrison. In order to commence an assault the besieging army must
have a minimum number of brigades present at the location.

The AssauLT BUTTON initiates what would otherwise be a standard battle but
with one main difference — the terrain. During an assault combat the terrain can
be one of two types: Fortress and Breach. Fortress terrain provide large bonuses to
the defender’s attack and defence, and significantly reduce the amount of frontage
an army’s brigades can fight on. Breach terrain provides slightly less of a bonus. In
order to achieve a breach the attacking force must have at least one thousand artil-
lery for every fort level. Assaulting a fort without a breach will be extremely costly
in terms of casualties and lost manpower.




13. COMBAT

- Z ) LTIMATELY SOME STRATEGIC PROVINCES must be prised away from

other nations in order to achieve victory. These prized possessions will not be
handed over without a fight. So combat will inevitably ensue. Combat takes place in
the form of battles between armies on land and navies at sea. Both types are divided
into phases. Outcomes are determined in two ways; decimating an opponents morale
so that they run away or decimating an opponents numbers so they have no men to
fight on with.

13.1.1 Battle Overview Icon

When two armies engage in combat, the unit

sprites representing those armies change to de-

pict both shooting at one another. The info-bar

beneath each unit also changes to include a de-

piction of two crossed muskets. Above and below

are coloured circles each representing the three

fighting flanks on each side. When a circle is missing then no troops are fighting
in that flank. As seen in the example, the Russian army only has troops fighting
on its left and centre flanks, while the Prussian army has troops on every one. The
colours of each circle represent the combat phase a flank is currently in. Black for
bombard, red for combat and blue for pursuit.

13.2 LAND COMBAT

Information on an ongoing battle can be
viewed by selecting a unit sprite in combat.
Alternatively clicking on the item in the Army
Actions section of the outLINER. This brings
up the BATTLE WINDOW revealing detailed in-
formation on the progress of a battle. Among
the information shown is:

NAME OF THE BATTLE LOCATION
THE TERRAIN BEING FOUGHT UPON
A SUMMARY OF EACH MILITARY
FORCE

A BREAKDOWN OF THE TROOPS
BASE COMBAT RATINGS AND MODI-




FIERS

OVERVIEW OF THE FORCES ON EACH FLANK

COLOURED CODED ARROWS DEPICTING FLANK MOVEMENT AND CURRENT
COMBAT PHASE

Each of these plays a pivot part in demonstrating the action as it transpires.

13.2.1 Battle Terrain

Combat can take place on a

multitude of terrain types.
Terrain primarily affects the length of frontage that each flank can field in terms
of brigades. In addition the combat ratings of certain brigades such as attack,
defence, initiative are also affected.

13.2.2 Force Summary
A portrait of the C-I-C and flag

of the leading army is shown next \

to the number of individual army

: 141
stacks and the total amount of sol- ﬂﬂ ua’ m ﬁ
B350 1993 | 1800

diers involved in the encounter.
Beneath this is a breakdown of numbers by brigade type.

13.2.3 Flank Overview

gmml The Flank Overview provides a
view of the important aspects of
each flank. If a flank section does

not display anything, then that flank does not consist of any troops. The three
front-line flanks display:

THE TOTAL NUMBER TROOPS INVOLVED IN THE COMBAT

A GREEN BAR WHICH DEPICTS CURRENT VERSUS MAXIMUM MORALE

A PORTRAIT OF THE FLANK COMMANDER

THE ICON OF THE ELECTED TACTIC FOR THE FLANK

ANY BATTLE EVENTS THAT MAY TAKE PLACE

LEADER ATTACK AND DEFENSIVE RATINGS CONFERRED TO UNITS IN THE FLANK

The reserve flank on the far right shows:

THE NUMBER OF TROOPS AVAILABLE FOR REASSIGNMENT

THEIR CURRENT VERSUS MAXIMUM MORALE

AN INDICATOR SHOWING THE ACTIONS OCCURRING ON WHICH FLANK IN-
VOLVING THE RESERVE




13.2.4 Leaders

All four leaders can have an affect on an ongoing battle. The generals in com-
mand of a flank provide a bonus directly to the brigades under their leadership.
In addition the overall army commander (the C-1-C) lends their attack and de-
fence rating to all the flanks under his command. The C-I-C also plays a pivotal
part in the outcome of the battle by moving troops to and from the reserve to
and from the other flanks, when there is no room for all brigades there to fight
or to support a flank when it is failing.

13.2.5 Flank Movement ¢ Combat Phase Arrows

These arrows provide a two-fold function. Most importantly they are colour-
coded to represent the phase of combat. In addition they reveal the direction
of the attack, thereby indicating which enemy flank is being attacked by the
opposing flank. Highlighted these will produce a tooltip showing the casualties
that can be expected from a flank during each phase.

13.2.6 Combat Modifiers

Combat modifiers affect the abilities of all brigades

across every flank for the duration of battle. Each

side has their own modifiers displayed in their own
section which are updated as the battle progresses. Red coloured icons depict
penalties. Green coloured icons depict bonuses to base ratings.

DICE: Represents all random factors in an encounter. Added to the attack
rating. This changes periodically with every new round.

LoGIsTICS: Provides a bonus or penalty depending on whether enough ser-
vice units are included in the army to support the number of troops

RIVER CROSSING: If an army has to cross one of the many rivers on the
map to take part in the battle, it will greatly reduce the attacking abilities
of the army.

surpLy: If an army is out of supply this will confer a penalty to the attack
rating of the armies.

LEADER QUALITY: Confers a penalty or bonus to attack depending on the
abilities of the leaders.




13.3 FLANKS

In March of the Eagles combat is conducted along a line of four flanks. Three of
these are considered front-line flanks where the actual fighting takes place. While
the reserve flank contains the remaining elements of the army that are not initially
involved in the fighting, due to a lack of frontage or were deliberately held back for
use at a later time.

13.3.1 Front-Line Flanks

Combat flanks consist | 14260

of a left flank, a centre o )

and right flank. Each

brigade can only be

positioned in one flank and conducts combat against brigades in the opposing
flank. The left flank will battle against the right, the right against the left and
centre against centre. These can change if a flank from one side fails, that is
there are no more troops left to continue the fight or if the morale of all units
there is reduced to zero they fleet. In this case one or more of the unopposed
flanks can look to gain a significant advantage by attacking from another direc-
tion. Brigades in the reserve flanks are unable to take part in combat initially, but
depending on circumstances may be called upon to move into a front-line flank.
Thereby adding its capabilities to the effort of the existing forces there.

13.3.2 Reserve Flank
S000 Unlike front-link flanks the reserve flank has no specific leader as-

|

signed. It is commanded directly by the C-I-C. The purpose of this
flank is to support the front-line flanks and hold any service units
not capable of fighting. The C-I-C has a number of options avail-
able to him in this regard. Successfully achieving these actions depends on the
leader’s manoeuvre rating. The C-I-C will attempt to perform one of three ac-
tions during the course of battle. These are:

OBSERVE THE BATTLE: do nothing and wait to see how the battle develops
REORGANIZE A FLANK: move brigades from a front-line flank to the reserve,
when not enough frontage is available for all brigades to fight there
REINFORCE A FLANK: move brigades from the reserve to a front-line flank,
either to boost an attack, or stop a flank from failing.

13.3.3 Frontage

E D E E E This is the width an army formation is arranged within when

lining up to fight in a battle. Each flank possesses its own
Frontage value. This is determined by a base value (terrain),




though its eventual length can be changed by a number of other factors. Each
brigade requires a certain amount of Frontage in order to take part in fight. If
the combined Frontage of brigades in a flank exceeds the Frontage of the flank
then the brigades in that flank will fight at a disadvantage. Only those brigades
that can take up position before the flank frontage is exceeded will take part in
the combat, until one of those brigades is destroyed or routed. Combat efficiency
is lowered by having too many soldiers fighting in the same flank. Frontage can
be improved by keeping more soldiers in the reserves or fielding smaller armies.

13.3.4 Empty Flanks

There will be a time during the

combat when the picture of a

flank is empty. One possible

reason is that is no army has

arrived with brigades located on that flank. This can change as more armies ar-
rive in the province over time. Additionally as combat takes place the brigades in
some flanks may be destroyed or have their morale severely reduced forcing them
to flee from combat. When this occurs, the flank will become blank if all brigades
are defeated or routed. Unless of course reinforcements from the reserves are

reallocated by the C-I-C.

13.3.5 Flanking
When an army flank populated with brigades

is faced by a opposing flank without any enemy

formations, then that flank can be used auto-

matically in a flanking attack. Troops in these

free flanks can attack a neighbouring flank and

bring to bear not only the brigades in the directly opposing flank but the brigades
in unmatched flank as well. Flanking will likely cause substantially more casual-
ties then a normal attack.

13.4 COMBAT PHASES

There are three phases during a battle: Bombardment, Combat and Pursuit. These oc-
cur sequentially one after another. Certain units excel during certain phases. Artillery
is great during Bombardment, infantry excels during Combat, while cavalry reign on
the battlefield during Pursuit. Having a mix of brigades in every flank increases the
chances of success during each phase.




BOMBARDMENT: the first phase of battle shown by dark arrows, is where
artillery is best employed.

coMBAT: the second phase of battle depicted by red arrows, is where infan-
try is best employed.

pursurT: The third phase of battle represented by blue arrows, is where
cavalry is best employed.

13.4.1 Initiative
Each brigade h EoTrs

G0 TSI T ] nitiative A5 i o 3 R AR
an initiative rating
which is used to determine the order by which it enters battle during a particular
phase. The higher the rating the quicker the brigade enters the fight. If two op-

posing brigades have the same initiative neither side gains the upper hand. Both
conduct each phase of combat at the same time as the other.

13.4.2 Attack

_ This is the rating that determines how many casualties are
inflicted during each and every phase of combat. Several

factors may affect this rating, though the two most common are combined by

default. These are the attack abilities of the army C-I-C and flank leader, if ei-

ther is a recognized leader. The higher this number is the greater the casualties
inflicted on the enemy.

13.4.3 Defence

- Defence is used against the attack rating to reduce the
calculation of casualties suffered by an army. The higher

this rating is, the less casualties that are taken. Like attack many factors can af-

fect defence though by default, the army C-IC and flank commander have their
rating added together by default.

13.4.4 Morale

m‘ As a battle progresses the morale of both ar-
mies or navies will fall according to the num-

ber of casualties being suffered. The side suffering greater casualties will likely

lose morale faster. The green bar moves from right to left as the morale of a

flank begins to falls. The enemy can be defeated quickest by reducing its will
to fight.

13.4.5 Casualties

As each phase of combat takes place, both sides will lose numbers from the bri-
gades taking part in combat. Inflicting casualties is an alternative way of defeat-
ing the opposition instead of reducing their morale.




13.4.6 Replacements

Whenever casualties are experienced through combat or through attrition the
affected brigades will attempt to call on Replacements to bring their numbers up
to full strength. Any Replacements summoned to affected brigades are deducted
directly from the Manpower pool.

13.4.7 Captured Flags

When one brigade overwhelms

an enemy brigade in combat

and utterly destroys it, the vic-

torious unit is deemed to have

captured the flag of the defeated

unit. The number of flags a brigade has captured can be seen in the Army Detail
window. Clicking on the Brigade Section provides additional information in-
cluding the captured flag’s nation, unit type and the date of the battle.

13.4.8 Experience
During the course of a game brigades and squadrons
will fight each other over many weeks, months and
even years. The knowledge learned from these en-
counters will increase the overall battle prowess of brigade in terms of its ability

to defend itself.

13.9 NAVAL COMBAT

Naval combat is similar in the way it is resolved
compared to land combat. When the navies of
two opposing nations or coalitions meet in the

same sea zone and they are at .
. ?‘, Sic Edward Gardner
war naval combat occurs, unless one side chooses 5

{3
to evade the other. It is seen through the NavaL e ...
coMBAT WINDOW. To view this simply click on

the unit icon depicting the combat taking place, |EE—cGc. (o

= Windsor Sq. = 5. Tidefonso Sq.
= Invincible Sq. S48, Jusm Sq.

=" Nochombe ... . g\ = Monarca Sq.
TION OF OUTLINER. = 15th Transp o 2 :

#= 16th Transp ...

or click on the item in the NAVAL ACTIONS SEC-

13.5.1 Force Composition
The make-up of both forces is shown at

the top and bottom of the NaAvAL comBAT
winpow. The flag of the nation in charge

Morale

of the battle is displayed next to the leader




in charge, as are the number and types of squadrons involved in the action. As
casualties are taken, these will change accordingly.

13.5.2 Squadron Deployment

This section lists all the naval squadrons s
involved in the currently selected combat. o
There is one for each side involved in the s
combat. Along with the name of the squad-
ron, the number of ships able to muster for
combat, is an icon showing the squadron

type. Highlighting any one of these entries

will show which enemy squadron being
targeted and how much morale it has re-
maining.

13.5.3 Combat Phases
Naval combat only has two phases; Bombardment and Combat.
Different ship types excel during either phase, so having a mix of squad-
rons in a fleet will maximize the fighting capabilities of that fleet during
naval combat.

13.5.4 Combar Modifiers
g ~ Any modifiers affecting combat can be seen grouped together

in this section. The dice roll represents the random factors
that affect each segment of combat.

13.5.5 Positioning
Posisirisgsis BL% Positioning is the key fact01'r 'for fleets l9ok1ng Fo gain
an advantage over the opposition. The higher this value
is the greater the advantage gained. The bigger the ships and the greater the

number of squadrons present the greater this factor is reduced, from the default
maximum of a hundred percent.

13.5.6 Morale
I-'T The morale indicator
demonstrates the com-

bined will of all fleets engaged in a naval encounter to fight on. As combat pro-

gresses and casualties are taken by each side, this factor will fall from the current
value to zero. The side that takes more casualties than the other is likely to flee
combat first, allowing the other side to achieve victory.




13.6 RETREATING FROM COMBAT

When two opposing forces enter combat there is a short period where nei-

ther force can retreat. During this time RETREAT INDICATOR can be seen in

the ARMY & NAVAL coMBAT wiNDOwS. Until this icon changes players are
unable to withdraw any armies or fleets out of combat. Retreating fleets will move to
the nearest friendly port, armies to the nearest province.

I13.7 BATTLE REPORTS

All battles both on land or at sea
must eventually come to an end.
When combat ends the Battle
Report window is displayed pro-
viding a detailed breakdown of the
actions that transpired during the
encounter.

13.7.1 Rewards of Battle

0.0 0.0 13.8

As well as the result for the P e

> . Hour 14
Pla}’efs side, the name of the Sie Arthur Wellesley gave the order for the forces of the Brifish center

battle and a portrait of C-I-C is ft ey

shown at the top. Underneath

are any Changes in Prestige,

Idea points and War Exhaustion gained, as a consequence of the battle.

13.7.2 War-Score Changes
: With every battle comes the chance of being rewarded with an increase
in War-score. At least for the victor. This amount is added to the overall
War-score for the current conflict.

13.7.3 Battle Statistics and Casualties

A breakdown of the combatant and casualty num- o
bers involved in the engagement is shown below. |8 a4z | 10om
Information is provided in terms of initial numbers ; ‘ oAy
committed to battle, the numbers lost in and the

number of combatants that remain.




13.7.4 Battle Log

The Battle Log provides a commentary of the key actions to have occurred in the
encounter. Listed in chronological order entries include the names of any leaders
involved in key manoeuvres, the names of tactics used, together with the names
of any Battle Events that where conducted. Important entries are highlighted in
yellow text. General narrative is shown in white.

Sir Thomas Picton gave the order w Ready the Guard on the British
center flank.

An Assault was ordered by Sir Rowland Hill on the British left flank.
3 December: Hour 7

Sir Thomas Picton Sent in the Guard on the British center flank.




14. THE HOME FRONT

HOUGH MARCH OF THE EAGLES is mainly a game focusing on conducting

military campaigns against rival nations, a number national aspects that sup-
port the strategic war-effort have been modelled. If victory is to be achieved then
these must be manipulated and managed accordingly.

14.1 CULTURE

Culture is an important factor in terms of defining the population groups that existed
during the game’s time period. In game terms it represents how people of a certain
social group viewed those from other groups and more importantly what effect this
had on the way a province supported their nation’s war effort.

14.1.1 Culture Groups

Each Culture belongs to one and only one Culture Group. They can never
change groups. Each group contains more than one Culture, those of a similar
nature. The groups that are modelled consist of the following:

ANGLO-SAXON
COSMOPOLITANE
SCANDANAVIAN
GERMANIC
IBERIAN

LATIN

GREEK ORTHODOX
WEST SLAVIC
SOUTH SLAVIC
EAST SLAVIC
TURKO-SEMITIC

14.1.2 National Culture

Each nation can only possesses one and only one predominant culture. This na-
tional culture is the same as the one possessed by the province where the capital
city is located.




14.1.3 Province Culture
Every province consists of one culture which is either the same as the national
culture or belongs to the same culture group.

14.1.4 Culture Acceptance

Where different cultures are forcibly required to co-exist and work together fric-
tion can occur. This is represented by three levels of acceptance which measure
how each culture interacts with the same specific culture, cultures in the same
group and cultures from other groups.

WHERE BOTH THE NATION'S PRIMARY CULTURE IS THE SAME THEY ARE
ACCEPTED

SECONDARY CULTURES WHICH BELONG TO THE SAME CULTURE GROUP ARE
TOLERATED

PROVINCE CULTURES THAT NEITHER MATCH THE NATIONAL CULTURE NOR
BELONG TO THE SAME CULTURE GROUP AS THE NATIONAL CULTURE ARE
NOT TOLERATED

14.1.5 Culture Effects

When a province’s ownership changes hands and the two cultures do not match,
nor do they belong to the same Culture Group, then the province can experience
certain penalties to its capabilities to support the war-effort. Effects include:

INCREASED REVOLT RISK
LESS PROVINCIAL TAX INCOME
LESS PROVINCIAL MANPOWER AVAILABILITY

14.1.6 Changing Cultures

The culture of a particular province remains the same for the most part. A
province’s culture can only change through Events. Though this is fairly rare,
there is more chance it is likely to happen when control of the province changes

hands.

CULTURE MAP-MODE: Depicts the culture groups that exist across the
nations of nineteenth century Europe. Whenever the culture of a nation
or province changes, the map will be updated.




14.2 REVOLTS

Revolt risks are the method by which popula-
tion dissent is measured by. It is represented by
a percentage from zero to a hundred. Revolt
risk affects individual provinces not nations
as a whole. Revolt risks rise due to a number
reasons, mainly through War Exhaustion and
cultural difference. They can however be low-
ered slightly by posting garrisons where possi-
ble. Players must be wary as when the revolt risk
rises, it is possible that rebel movements may
gather momentum and eventually spawn rebel armies.

REVOLT RISK ALERT: Any provinces that contain the sparks of revolt
in other words gain the slightest revolt risk, will generate this alert.
Highlighting this alert will list all the provinces in the players domain
that could potentially rebel. Shown in the corresponding rooltip.

REVOLT RISK MAP-MODE: [ his highlights the potential revolt risk po-

sed in all provinces. Green shows the smallest risk, while those highligh-
ted in yellow show a moderate risk and Red coloured provinces are volatile and
are most likely to sprout rebel formations.

14.2.1 Rebel Armies
The risk of revolt in a province will continue to grow as long as its
population remains unhappy. As the days pass and the risk increases it
will eventually reach critical mass. When this occurs a rebellion will be formed
and a rebel army will spawn in the each of the provinces when the revolt risk
rises to unmanageable levels. Any rebel armies are depicted with a rebel flag in
their info-bar.

14.2.2 Revolt Effects

There are three primary effects when a province has a revolt risk. Tax income

is reduced, ship construction and brigade recruitment times are increased. The
higher the revolt risk, the higher these penalties will be.




14.3 EVENTS
The years at the beginning of the

third coalition war saw great up-
heaval Many important events
affected the political world in-

2 January, 1806 Paris

fluencing the prestige of nations.
SOme teChnOIOglcal adVanCementS To be able © control Holland, it would be best if any relative of
affected all manner Of areas espe- . Napoleon Bonaparte became a French governor of the country.

) . Liotiis B rmparte would be & goad kirg of Holland,
cially the realms of the Military.
While  Economic  agreements
buoyed the financial stability of
some nations while to others they
were a burden. These key occasions

are represented as Events. They oc-

cur depending on a mix of factors

. . Rtk e will make koo ltog af Holmay zz
known as Triggers. These Triggers et et ettt ettt
can include the following and § . Bollc i fiogat 1Cis j

more:

THE NATION BEING PLAYED

HISTORIC DATES

THE POLITICAL OR DIPLOMATIC SITUATION
EXISTING NATIONAL MODIFIERS IN PLAY

When an Event is triggered it can provide a bonus to some aspect of gameplay.
Alternatively it can result in a penalty or even a mix of both.

14.3.1 Event Options

Some Events have only one out-

come representing an actual his-

torical outcome. However there
are those that have two or more
options, providing different out- (Nottingham):

comes. It is up to the player to Gain revoltrisk in Nottingham.
choose which of these they wish to '

see happen. The tooltip for each option provides a clear indication of the benefits
or penalties they may bring. Scrutinizing these first would be a wise course of
action before a decision is taken.




14.4 PROVINCES

They are the basic building block of nations pro-
viding everything required for the war-effort from
ducats to Manpower, Supply and ultimately the

locations need to gain victory. -
ity
; 4 | S Limit
14.4.1 Province Ownership famr

Supply Generated
RewltRisk

Provinces can be Owned or Controlled.

Only one nation can own a province and

usually controls it, at least during peacetime.

Another nation can move one of its armies

and take control of a province it does not

own during war-time, as long as it remains

unopposed. Ownership of a province can

only change when negotiating peace at the end of a war. Though the losing na-
tion can always try to recover it by going to war at a later date.

14.4.2 Cores

Provinces are described as Cores if a nation has a

legitimate claim to owning the territory. A prov-
ince may have more than one nation with a claim on it causing these areas to be
hotly contested in any wars that may manifest, during the game. Furthermore
any dormant nations that are created can only be done so if all of their Core
territories have been conquered during a conflict. Thereby allowing the Release
Nation peace negotiation option to become active.

14.4.3 lerrain

Each land province comprises of a num-

ber of different terrain types modelled

on the geographic nature of the region
in question. Terrain plays an important part predominantly in terms of move-
ment by armies across land. Possible terrain types include: Coastal, Desert,
Forest, Hills, Marsh, Mountains, Plains and Steppes.

14.4.4 Cities
Some provinces contain a principle city that is large enough to
be recognized and depicted on the game map. These are indi-
cated as icons and possess a plaque bearing the name under-
neath. They can be garrisoned like Fortresses. Capital cities are
denoted with a star next to the name. Capital cities possess no




distinguishing attributes other than providing greater amounts of resources to
the war-effort and determining the primary culture of their nation.

14.4.5 Supply Limit

The Supply Limit is upper amount of supply a province can provide for any
military forces occupying it. Checking the tooltip shows the factors affecting
the Supply Limit.

14.4.6 Maximum Attrition

This is the limit an army can suffer in a province if affected by Attrition. Every
province has a base limit of five percent. The weather can increase this further,
when the seasons cycle and winter comes.

14.4.7 Supply Generated
This rating indicates how much supply a province produces locally and for the
regional Supply Area. Provinces with depots generate more supplies.

14.4.8 Revolt Risk

This indicates the likelihood of a Revolt occurring in a province. It is checked
each month to see if a Revolt occurs. The higher the Revolt Risk the more effect
it has on recruitment, ship commissioning and tax income.

14.4.9 Culture

Every province has a leading Culture representing the principle members of in-
digenous people that live in a particular province. There is one leading culture
per area, usually the same as the majority culture of the owning nation. Most
provinces will also have a number of subordinate Culture Groups which will
form the basis for any Rebel forces that may spawn when a Revolt occurs.

14.4.10 Manpower

Only certain provinces contain a large enough population to provide Manpower

for conscription into the armed forces, namely the same provinces that contain
a city. Each of these provinces provides a base number of Manpower depending
on the Development Status of the province. The greater this level is the higher
the number of men provided. Additional factors that can enhance or decrease
available Manpower in a province include: whether a Depot is present, if the
province hosts the Capital City, the current Ruler, the Government Type and
War Exhaustion.

14.4.11 lax
This rating shows the amount of monthly tax revenue produced in a province.
As with manpower, only those provinces with cities possess enough population




to contribute taxes. Other factors that modify the tax income of provinces are:
Development Status, Government Regime, Dominance on land or at sea, Revolt
Risk or whether the Culture is accepted.

14.4.12 Road Types

Roads indicate the type of transport infrastructure in place within a certain
province. There are three levels each providing a certain amount of benefit
to the amount of Supply Generated. The road levels can be: Tracks, (normal)
Roads and Major Roads. Road levels can be augmented by building Province
Improvements.

14.4.13 Development Status

This status refers to the level of civilization present in a province. There are four
levels: Wild, Cleared, Developed and Civilized. Each level increases this factor’s
contribution for: Local Tax Income, Supply Limit and Army Movement Speed.

14.4.14 Straits
Ordinarily naval transports must be used to move armies across
bodies of water. However some provinces are connected by
Straits. These narrow strips of land that connect both provinces
due to their proximity to each other. A province can possess a
Strait connection to more than one other province. Where Straits connect two
provinces, an army can move from one location to the other as per normal, but
only if no enemy fleets is present in the sea zone connecting the two. Where an
enemy fleet is present no crossing can take place using this feature.

14.4.15 Rally Points

Rally points are locations that can be set in provinces for

armies and fleet to gather in. They can be set for either the

army or the navy or for both sets of forces to rally to. They

can also be configured so that any forces congregating there
will automatically merge together and form a single entity.

14.4.16 Provincial Modifiers
Just as there are events that affect
National Modifiers such a monthly
Prestige, Ideas points or Manpower,
provinces can also gain these. On such
an occasions the Event which bestows such bonuses or penalties will indicate the
province or provinces that are affected.




14.9 PROVINCE IMPROVEMENTS

The infrastructure of provinces
can be improved by the construc- s
tion of certain upgrades. Building these
improvements costs a certain amount of
Ducats to fund and take a certain amount
of time to build. Once completed any
bonuses they confer are applied immedi-
ately. At the bottom of each province the
current level of each type of improvement

can be viewed at a glance.

Forts are a military structure, enhancing the local military capa-

bilities in the province. They can be built in any province owned

by the player’s nation. There are three levels of fort which can be

built and upgraded to. Every level provides additional bonuses to;
the production of monthly manpower, the defence bonus of armies, the reduc-
tion of local revolt risk and the defensiveness of the fort.

| FORT LEVEL MAP-MODE: [his particular map-mode highlights the

‘ Jort currently existing in provinces across the map. The tooltip lists the

current fort level and any cities that are present.

14.5.2 Ports
Like forts this is another military structure but one that al-
lows ships safeharbour. Ports provide a reduction on squadron
Construction Time and Cost, and the Reinforcement Speed to
conduct naval repairs. Ports are also a vital source of income as
they generate a small amount of Ducats through harbour taxes, unless they are
being Blockaded. Ports can be increased up to three levels, each one increasing
the capabilities of the site more than the last.




14.5.3 Depots
Depots are akin to staging areas for the army. They are inexpen-
sive to build and can greatly increase the military productivity of
the province where they are built. Factors these buildings affect
include: Manpower, Brigade Recruitment Time and Cost, Supply
Limit and Reinforcement Speed. These benefits are limited to the locality of
the province the Depot is built in. Depots have only one level, so cannot be
upgraded further once built.

14.5.4 Development Status
Provinces provide a certain amount
Normal Dcvcloprn:nt i
resources to the war-effort depending

on the level of the Development Status. Essentially these should be thought

of as the overall density of population in a province. Upgrading these will in-
fluence the growth of the population inhabiting a particular province. This in
turn brings an increase in benefits such as: increase Tax Income, more avail-
able Manpower for military use or a higher Supply Limit for armies that move
through its location.

14.5.5 Roads
& aarum Just as the Development Status of a

province can be upgraded, so can the
transportation infrastructure. There are threes levels of construction each in-
creasing the Supply Limit a province can provide a friendly army.

14.6 CONSTRUCTION FACTORS

Every type of improvement construction is dependent on two factors
before they can be built. These are the initial Build Cost and Build
Time. Once constructed no maintenance is required to keep them op-
erational.

14.6.1 Build Cost
Being able to construct any of the game’s units or improve-
ments depends on being able to afford them. Each item costs
a certain amount of Ducats. These funds must be available in
the player’s Treasury before work on them can start. If there are not enough funds
available the player can always request a Loan and repay this back at a later date.
Several factors can reduce the cost of construction; such increasing the level of
ports for instance reduces the cost of squadrons.




14.6.2 Build Time

Sl Just as every constructed item must be funded, a certain amount
of time is required to construct, commission or recruit each item.
This is measured in game months or days. Furthermore each
province can only focus on building one particular item of each type at any one
time. So any other items of the same class are queued and work on these is com-

menced only after the foremost queued item is completed.

14.6.3 Build Requisites
Upgrades to improvements can only be performed sequentially. Upgrades to
Roads for instance must occur in the following sequence: Tracks, Roads and

Major Roads. So in this case; Major Roads cannot be built in a province with
just Tracks. First they must be upgraded to Roads and finally to Major Roads.

14.6.4 Cancelling Projects

Once a construction project has been ordered and the funds deducted from the
treasury it cannot be cancelled. So any decision to begin creating any improve-
ment should be considered before building starts.




15. ADDITIONAL FEATURES

N ADDITION TO THE CORE features out-
. . . . Possible Provinces
lined in previous sections, March of the L el SRR
Eagles employs a few miscellaneous tools de- | aln‘{l-
signed to allow players to tailor their gaming ("
. . ] Almeida
experience and help them review important e e
9 g g g | Almeria
game information in order to make key deci- _ e
. g 9 Almadé
sions at the most appropriate time. #
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I5.I FINDING A PROVINCE

gaal  For players without a keen grasp of geography this button is a god-send. It will
S allow them to search for a province they want to examine or manage but are
unable to locate. Clicking on the button brings up the FIND PROVINCE wiNDOW. The
name of the provinces can then be typed one letter at the time, updating a list of possible

candidates to choose from. Clicking on a name will centre the map on that location.

1I5.2 SETTINGS MENU

This feature allows the player to customize various
game settings such as video, audio, gameplay and
controls for ease of play. If Hints are turned off they can
be reactivated here and message settings can be reset. The
period by which the Auto-save is triggered can be configured | o
from here to. 5,

S
Srawbints




15.3 GAME LEDGER

&1 Crammed full of every sort of conceivable information is the GAME LEDGER.

| Lo

information on every aspect of gameplay from Victory, to Economy through to War.
The presentation of information is varied to include tables, graphs and charts. All of

= This should be thought of as the player’s companion in terms of providing

which are organized logically and updated as progress is made in the game.

Victory [ Countries | Armies [ Economy [ Manpower Ideas | Coalitions
y y po
Victory

Land i Score Haval i Score Total i Score Rival status.

28.50% 14.20% 21.30% (0/3)

114.20% 0.00% 57.10% (0/2)

Gua!Blil:in 0.00% 85.70% 42.80% (1/1)

ania 14.20% 0.00% 7.10% (2/6)
R.uuia 71.40% 57.10% 64.20% -

Spm 14.20% 0.00% 7.10% (o/0)

ERgsmeden 0.00% 14.20% 7.10% (416)

Tlu Ottomans 0.00% 14.20% 7.10% (519)

[ Tand ][ Nawl [ Combined ] @ Fo

® Rusia

Q) Austria

() Spain

® rossia
e O @ GreacBrimin

@ The Ouomans
Jan, 1805 Jul, 1805  Jan, 1806  Jul, 1806  Jan, 1807 @ Sveden
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ABOUT PARADOX DEVELOPMENT STUDIO - STRATEGY IS OUR GAME

Paradox Development Studio has been a leading developer of globally renowned, PC-focused strategy games since 1995. Today
the Stockholm-based studio is the center of a vast community of fans and modders both, with a reach that spans the entire globe
and a strong presence in the United States and Europe.

One of the first developers to coin the term “Grand Strategy”, Paradox Development Studio is the creative force behind successful
franchices Europa Universalis, Crusader Kings, Hearts of Iron & Victoria. Their latest game release Crusader Kings Il is one of the
highest rated games 2012 according to Metacritic.

The development studio is currently working on Europa Universalis IV, the next installment in their empire building series, March
of the Eagles and East vs. West: A Hearts of Iron Game.

Continuing to re-invent and advance each of these, as well as create all-new titles, is just one way the studio keeps it's 400,000+
member community coming back for more. Just as important is the studio’s passion for rich strategy, shared by their fans, and
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CUSTOMER SUPPORT

Paradox Interactive offers many levels of service for our customers and members. To get the best help possible please visit below
about our services and what best fits your issue.
www.paradoxplaza.com/support

OFFICE ADDRESS
Paradox Interactive AB, Gotgatan 78, 23 tr, 11830 Stockholm, Sweden.

ABOUT PARADOX INTERACTIVE

Since 1999, Paradox Interactive has been a leading global publisher of PC-based strategy games. World-renowned for its strategy
catalog, the company holds a particularly strong presence in the United States and Europe.

Its steadily-growing portfolio includes firmly established PC franchises such as the critically acclaimed Europa Universalis, Crusader
Kings, Victoria and the Hearts of Iron series created by Paradox Development Studio.

2013 will be Paradox Interactive's most ambitious line-up of titles to date with such anticipated releases as March of the Eagles,
Impire, Dungeonland, The Showdown Effect, East vs. West: A Hearts of Iron Game, Cities in Motion 2 and Europa Universalis IV. It
is also expanding its presence in the free-to-play arena with the upcoming game Salem: The Crafting MMO.

For more information, please visit www.paradoxplaza.com , join our forum at http://forum.paradoxplaza.com and follow us at
www.facebook.com/ParadoxInteractive and www.twitter.com/pdxinteractive

Our offices are located in New York, USA and Stockholm, Sweden. We work with renowned distributors world wide and are present
on all major digital download portals. We share a passion for gaming and gamers and our goal is to provide deep and challenging
games with hours of gameplay to our growing 400,000 + member community.
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END USER LICENSE AGREEMENT

IMPORTANT, PLEASE READ CAREFULLY

BY EITHER REMOVING THE SHRINK WRAP AND/OR JEWEL CASE SEAL OR DOWNLOADING, INSTALLING, COPYING, OR OTHERWISE
USING THIS SOFTWARE PRODUCT, YOU AGREE TO BE BOUND BY THE FOLLOWING TERMS AND CONDITIONS:

1. END USER LICENSE AGREEMENT.

This end-user license agreement (“EULA") is a legal agreement between you (either an individual or a single entity), hereinafter
sometimes referred to as “You,” “End User” or “Licensee,” and Paradox Interactive AB (“Paradox”) for the Paradox software
product accompanying this EULA which includes video game related software and may include associated media, printed media,
and on-line or electronic documentation (collectively, “Software Product”). If you do not agree to the terms of this EULA, you
should not install, copy, download or use the Software Product and in which case you should contact your vendor regarding its
return policy. If you are purchasing this Software Product from a Paradox or third party distributor website (a “Website”) and do
not agree, click “disagree/decline.” You agree that your use of the software acknowledges that you have read this agreement,
understand it, and agree to be bound by its terms and conditions, and that you represent and warrant that you are an adult
and are either accepting this EULA on behalf of yourself or on behalf of your child or ward, as the case may be.

2. OWNERSHIP.

It is hereby understood and agreed that, as between you and Paradox, Paradox, is the owner of all right title and interest to the
Software Product, regardless of the media or form of the original download, whether online, by disk or otherwise. You, as Licensee,
through your downloading, installing, copying or use of this product do not acquire any ownership rights to the Software Product.

3. GENERAL.

The Software Product s licensed, not sold, to you by Paradox for use only under the terms and conditions of this EULA. The Software
Product is protected by copyright laws and international copyright treaties, as well as other intellectual property laws and treaties.
The rights granted herein are limited to Paradox's and its licensors' intellectual property rights in the Software Product and do not
include any other patents or intellectual property rights. The Software Product may contain license management software (also
known as digital rights management software) that restricts your use of the Software Product.

4, SOFTWARE PRODUCT.
The Software Product, as used in this EULA, means, collectively and/or as applicable:

A.  The Software Product package;

B. Any and all contents, components, attachments, software, media, and code with which this EULA is provided and delivered
via disk or a Website;

C. Anyand all game design, characters, images, graphics, photographs, art, art work, clip art, text, fonts, music, sounds, voices
or other sensory content (the “Game Content”);

D. Related explanatory written materials and instructions, and any other possible documentation related thereto
(“Documentation”); and

E. Upgrades, modified versions, updates, additions, expansion packs and copies of the Software Product (the “Upgrades”), if
any, provided to you by Paradox under this EULA.

The terms of this EULA will govern any Upgrades provided by Paradox that replace and/or supplement the original Software Product,
unless such Upgrade is accompanied by a separate license in which case the terms of that license will govern.

al

GRANT OF LICENSE AND RESTRICTIONS.
A. Paradox grants you anon-exclusive, non-transferable End User license to install the Software Product on the local hard disk(s)
or other permanent storage media of one computer, or, on one other game play device (each a “Unit") and use the Software
Product on a single Unit at a time. Licensee may physically transfer the Software Product between Units provided that it is
used on only one Unit at any given time.

B. Paradoxauthorizes the End User to make one (1) copy of the Software Product as an archival backup copy, provided End-User's
backup copy is not installed or used on any Unit. Any other copies you make or authorize are in violation of this EULA.

C. Unless provided otherwise in the Documentation, you shall not display, modify, reproduce and distribute any Game Content,
or portion(s) thereof, included with or relating to the Software Product, if any. Any such authorized display, modification,
reproduction and distribution shall be in full accord with this EULA. Under no circumstances will your use, display, modification,
reproduction and distribution of the Game Content give you any intellectual property or proprietary rights in the Game Content
orinany logos and/or trade or service marks of Paradox. All rights, title, and interests belong solely to Paradox and its licensors.

D. Except for the initial loading of the Software Product on a hard disk or other permanent storage media for archival/backup



purposes as provided for above, you shall not, without Paradox’s express written consent:

i.  Copy or reproduce, auction, loan, lease, sublicense, gift or transfer the Software Product;

ii. Electronically transfer the Software Product through a LAN (local area network) or file sharing network; or

ii. Modify, adapt, translate or create derivative works based on the Software Product or any accompanying materials.

o

DESCRIPTION OF OTHER RIGHTS AND LIMITATIONS.

A. Fromtime totime, at Paradox’s sole discretion, Paradox may provide you with support services related to the Software Product
(“Support Services"). Paradox reserves the right to alter, suspend, and terminate the Support Services at any time and for any
reason. You can contact Paradox for Support Services at support@paradoxplaza.com or www.paradoxplaza.com/support.

B. Any supplemental software, code, content, or media provided to you in the course of Support Services shall be considered
part of the Software Product and subject to the terms and conditions of this EULA.

C. Youshallnot modify, sublicense, assign, or transfer the Software Product or any rights under this EULA, except as expressly provided
inthis EULA. Any attempt to otherwise sublicense, assign, or transfer any of the rights, duties, or obligations will be void.

1. TERM.

A. This License is effective until terminated. Licensee may terminate it at any time by destroying the Software Product with all
copies, full or partial, and removing all of its component parts. The term of this EULA runs concurrently with the period during
which the consumer uses and retains the Software Product. If the Software Product is transferred (to the extent allowed under
this EULA), the license is transferred with it.

B. Your rights under this EULA will terminate automatically without notice from Paradox if you fail to comply with any term(s) or
condition(s) of this EULA. In such event, no notice shall be required by Paradox to effect such termination.

C. Upon termination of this EULA, you shall cease all use of the Software Product and destroy all copies, full or partial, together
with all backup copies, modifications, printed or written materials, and merged portions in any form and remove all component
parts of the Software Product which have been downloaded onto your Unit.

8. INTELLECTUAL PROPERTY RIGHTS.
A. Asbetween youand Paradox, Paradox shall retain all right, title, and interest in the Software Product and to any modifications
or improvements made thereto, and any upgrades, updates or Documentation provided to End User.

B. You acknowledge Paradox's exclusive rights in the Software Product and that the Software Product is unique and original
to Paradox and that Paradox is owner thereof. Unless otherwise permitted by law, End User shall not, at any time during or
after the effective Term of the Agreement, dispute or contest, directly or indirectly, Paradox’s exclusive right and title to the
Software Product or the validity thereof.

C. Youshall not attempt to develop any Software Product that contains the “look and feel” of any of the Software Product.

D. You hereby expressly agree not to extract information, reverse engineer, disassemble, decompile, or translate the Software
Product, or otherwise attempt to derive the source code of the Software Product, except to the extent allowed under any
applicable law. Inthe event that such activities are permitted by applicable law, any information you, or your authorized agent,
discover shall be promptly disclosed to Paradox and shall be deemed the confidential information of Paradox.

9. EXPORT LAW ASSURANCES.

You may not export or re-export the Software Product except as authorized by United States law and the laws of the jurisdiction
in which the Software Product was obtained. In particular, but without limitation, the Software Product may not be exported or
re-exported (a) into or to a nation or aresident of any U.S. embargoed countries or (b) to anyone on the U.S. Treasury Department’s
list of Specially Designated Nationals or the U.S. Department of Commerce Denied Person’s List or Entity List. By installing or using
any component of the Software Product, you represent and warrant that you are not located in, under control of, or a national or
resident of any such country or on any such list.

10. DISCLAIMER OF WARRANTIES.

YOU EXPRESSLY ACKNOWLEDGE AND AGREE THAT USE OF THE SOFTWARE PRODUCT IS AT YOUR SOLE RISK AND THAT THE
ENTIRE RISK AS TO SATISFACTORY QUALITY, PERFORMANCE, AND ACCURACY IS WITH YOU. TO THE MAXIMUM EXTENT
PERMITTED BY APPLICABLE LAW, THE SOFTWARE PRODUCT IS PROVIDED “AS IS,” WITH ALL FAULTS AND WITHOUT WARRANTY
OF ANY KIND, AND PARADOX AND PARADOX'S AFFILIATES (COLLECTIVELY REFERRED TO AS “PARADOX" FOR THE PURPOSES
OF SECTIONS 10 AND 11) HEREBY DISCLAIM ALL WARRANTIES AND CONDITIONS WITHRESPECT TO THE SOFTWARE PRODUCT,
EITHER EXPRESS, IMPLIED OR STATUTORY, INCLUDING, BUT NOT LIMITED TO, THE IMPLIED WARRANTIES AND/OR CONDITIONS
OF MERCHANTABILITY, OF SATISFACTORY QUALITY, OF FITNESS FOR A PARTICULAR PURPOSE, OF ACCURACY, OF QUIET
ENJOYMENT, AND NON-INFRINGEMENT OF THIRD PARTY RIGHTS. PARADOX DOES NOT WARRANT AGAINST INTERFERENCE
WITH YOUR ENJOYMENT OF THE SOFTWARE PRODUCT, THAT THE FUNCTIONS CONTAINED IN THE SOFTWARE PRODUCT WILL



MEET YOUR REQUIREMENTS, THAT THE OPERATION OF THE SOFTWARE PRODUCT WILL BE UNINTERRUPTED OR ERROR-FREE,
OR THAT DEFECTS IN THE SOFTWARE PRODUCT WILL BE CORRECTED. NO ORAL OR WRITTEN INFORMATION OR ADVICE
GIVEN BY PARADOX OR A PARADOX AUTHORIZED REPRESENTATIVE SHALL CREATE A WARRANTY. SHOULD THE SOFTWARE
PRODUCT PROVE DEFECTIVE, YOU ASSUME THE ENTIRE COST OF ALL NECESSARY SERVICING, REPAIR OR CORRECTION. SOME
JURISDICTIONS DONOT ALLOW THE EXCLUSION OF IMPLIED WARRANTIES OR LIMITATION ON APPLICABLE STATUTORY RIGHTS
OF A CONSUMER, SO THE ABOVE EXCLUSION AND LIMITATIONS MAY NOT APPLY TO YOU.

11. LIMITATION OF LIABILITY.

TO THE MAXIMUM EXTENT PERMITTED BY APPLICABLE LAW, IN NO EVENT SHALL PARADOX, ITS AFFILIATES OR LICENSEES,
BE LIABLE FOR ANY SPECIAL, INCIDENTAL, INDIRECT, OR CONSEQUENTIAL DAMAGES WHATSOEVER (INCLUDING, WITHOUT
LIMITATION, DAMAGES FOR LOSS OF BUSINESS PROFITS, BUSINESS INTERRUPTION, LOSS OF BUSINESS INFORMATION, OR ANY
OTHER PECUNIARY LOSS) ARISING OUT OF THE USE OF OR INABILITY TO USE THE SOFTWARE PRODUCT OR DEFECT IN OR CAUSED
BYTHE SOFTWARE PRODUCT, INCLUDING BUT NOT LIMITED TO COMPROMISING THE SECURITY OF YOUR UNIT, OPERATING SYSTEM
OR FILES, OR THE PROVISION OF OR FAILURE TO PROVIDE SUPPORT SERVICES, EVEN IF PARADOX HAS BEEN ADVISED OF THE
POSSIBILITY OF SUCH DAMAGES. IN ANY CASE, PARADOX'S ENTIRE LIABILITY UNDER ANY PROVISION OF THIS EULA SHALL BE
LIMITEDTO THEAMOUNT ACTUALLY PAID BY YOU FOR THE SOFTWARE PRODUCT OR REPLACEMENT OF THE SOFTWARE PRODUCT
WITH PRODUCT OF COMPARABLE RETAIL VALUE, AS PARADOX MAY ELECT IN ITS SOLE DISCRETION; PROVIDED HOWEVER, IF
YOU HAVE ENTERED INTO A SUPPORT SERVICES AGREEMENT, PARADOX'S ENTIRE LIABILITY REGARDING SUPPORT SERVICES
SHALL BE GOVERNED BY THE TERMS OF THAT AGREEMENT. BECAUSE SOME STATES AND JURISDICTIONS DO NOT ALLOW THE
EXCLUSION OR LIMITATION OF LIABILITY, THE ABOVE LIMITATION MAY NOT APPLY TO YOU IN PART OR WHOLE.

12. DEFECTS AND SECURITY WARNING.

A. WITHOUT LIMITING THE FOREGOING, PARADOX DOES NOT ENSURE CONTINUOUS, ERROR-FREE, SECURE OR VIRUS-FREE
OPERATION OF THE SOFTWARE PRODUCT.

B.  WARNING: BY INSTALLATION AND/OR USE OF THE SOFTWARE PRODUCT, YOU MAY BE INSTALLING INTO YOUR UNIT
SOFTWARE THAT IS ALLEGED OR MAY BE ALLEGED TO COMPROMISE THE SECURITY OF YOUR UNIT, ITS OPERATING
SYSTEM AND FILES. IF AT ANY TIME YOU WISH TO DE-INSTALL THE SOFTWARE PRODUCT BECAUSE YOU BELIEVE THE
SECURITY OF YOUR UNIT, OPERATING SYSTEM OR FILES MAY BE OR HAS BEEN COMPROMISED, YOU MAY NEED TO
EXECUTE A SEPARATE ROUTINE TO DE-INSTALL THE FEATURE THAT MAY BE COMPROMISING YOUR SECURITY. DAMAGES
YOU MAY RECOVER FOR ANY SUCH ALLEGED SECURITY BREACHES ARE SUBJECT TO THE LIMITATION OF LIABILITY AS
SET FORTH BELOW.

13. INDEMNIFICATION.

You hereby agree to indemnify, defend and hold harmless Paradox and its affiliates and their respective officers, employees,
directors, agents, licensees (excluding you), sublicensees (excluding you), successors and assigns from and against any and all
liability, costs, losses, damages, and expenses (including reasonable attorneys' fees and expenses) arising out of any claim, suit, or
cause of action relating to and/or arising from (a) your breach of any term of this EULA; (b) your violation of any rights of any third
party; or (c) your use or misuse of the Software Product. Your indemnification obligations set forth in the immediately preceding
sentence shall survive the termination of this EULA.

14. GOVERNING LAW.

This EULA will be governed by and construed in accordance with the laws of the State of New York and of the United States of
America. This EULA shall not be governed by the United Nations Convention on Contracts for the International Sale of Goods, the
application of which is expressly excluded. By agreeing to these terms and conditions, in the event of any claim you may have
arising from or related to the Software Product or this EULA you agree to the exclusive personal and subject matter jurisdiction
of the courts located within the New York, New York, U.S.A. for making and resolving any such claims, and hereby waive any right
to participate in any type of law suit brought and/or maintained as a class action or similar in nature to a class action. Paradox
reserves the right to make any claim against you and seek and be granted any legal or equitable remedy against you in any court
anywhere in the world.

15. WAIVER & SEVERABILITY.

A failure on the part of Paradox to act with respect to a breach by you or others of this EULA does not waive our right to act with
respect to subsequent or similar breaches. If for any reason a court of competent jurisdiction finds any provision, or portion thereof,
to be unenforceable, the remainder of this EULA shall continue in full force and effect.

16. ALLRIGHTS NOT EXPRESSLY GRANTED HEREIN ARE RESERVED BY PARADOX.
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