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Get Men 

Tran sf er Men 

Spy 

You lose a combat when your Captain dies. If a subordi­
nate Captain dies, he disappears from the screen, and he 
drops his stock and equipped items, which will be visible 

on the screen. Another Captain can be recruited to take 
his place later. (Men killed in combat also drop their 
equipped items, which will be visible). But if the First 
Captain die , the game i over and a You Have Been 
Defeated screen will appear. Click the left mouse button 
to return to the Game Option Screen. 

from one of your settlements. The number of men taken 

is determined by the aggres ion rating of the active 
Captain; a Pa sive Captain will attract only a few men to 
his banner, a Neutral Captain will be able to recruit a few 
more, and an Aggressive Captain will impres almost 
every available able-bodied man. 

rea signs men from one Captain to another. The number 
of men transferred will depend on the Posture of the 
Captain being transferred from : Passive po ture will 

transfer 25 %, Neutral posture will transfer 50%, and 
Aggressive po ture will transfer 100%. Click with the left 
mouse button on the transferring from Captain, click on 
the icon, and then click on the Captain to whom the men 
are being transferred. 

send any Captain to gather intelligence. To enter into 
thi intrigue, elect the Captain to whom you want to 
as ign the ta k by clicking on him with the left mouse 

button, then click on the Spy symbol. Now click on the 
neutral or enemy settlement you want him to spy on. He 
will go there, and if he is accepted into the community, 
the location of the settlement's population will how up 
on the Overview Map as dots of the appropriate color (red 
or blue for enemies, yellow for neutral). If he is recruited 
into an enemy army, then dots of the appropriate color 

will appear on the Overview Map hawing the locations of 
the soldiers in that army. 

Movement Symbols 
Send Captain 

Go Home 

Derank 

anywhere you choo e. Select the Captain you want to 
send, and then elect a destination on the Overview Map 
using the Directional Line and click with the left mouse 
button, or click on the location on the Close-Up Map. 

Note that you can use Send Captain to get a Captain out 
of harm's way during combat without breaking off the 
battle by clicking on the Send Captain symbol and 
clicking on a destination a short distance away on either 
map; however, the Captain might get dragged right back 
into the battle. Note that an individual cannot get out of a 
battle while engaged in hand-to-hand combat. If you click 
on a location far away on the Overview Map, and the 
Captain i not dragged back into the battle, his men will 
follow him and the battle will be broken off. 

sends the Captain and hi army back to the Captain's 

home. This command is a handy way of getting out of a 
lo ing battle while keeping an army intact. 

is similar to Go Home but will send a fraction of an army 
home while the Captain involved will stay with the por­
tion of his forces that remain in the field. If the Captain' 
Posture is Passive, 25 % of his troop will leave; if it is 
Neutral, 50% will find their enlistment i up; and if it is 
Aggressive, 100% will re-enter civilian life. People with 
the worst weapons or no weapons, or no boats, will go 

first, leaving the most u eful oldiers to remain in the 
army. 
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Food Symbols 
Get Food 

Drop Food 

Supply Food 

from a friendly settlement or cache (see Drop Food symbol 
below). The amount of available food a captain gets is 

determined by his Posture; if his posture is Passive he will 
get only a little food, if it is Neutral he will get more food, 
and if it is Aggressive he may take all the food there is 
present. So, the more gruff he grows, the more grub he 
grabs. 

will cause the active Captain to drop a portion of his 
supply of food. The amount he drops depends on his 
Posture: 25% if his Posture is Passive, 50% if it is Neutral, 
and 100% if it is Aggressive. The Captain drops this food 
wherever he is standing and does not have to use the 
Directional Line. This food will appear on the Close Up 
Map as a small sack of grain. Animals, enemy armies, and 
passers by will not take this food since it is hidden from 
everyone except you and your followers. But if food is 
dropped in a settlement, it will be added to that settle­
ment's food supply. Note: Don't drop your food into the 
sea! It will be unrecoverable, and would taste horrible in 
any case. 

to anywhere that is an object. The selected Captain looks 
for a nearby settlement that is friendly. He will then go 

there, drop food (the amount he drops is determined by his 
Posture, just as described in the Get Food command 
above), go to the nearest friendly location that has food, 
and get more food (again, the amount he gets depends on 
his Posture), and return to the place to be supplied to drop 
more food. This process will be repeated until he gets 
different orders. 

Invent Symbols 
Invent something new and wonderful in a workshop. Workshops 

are found only in settlements, but they are nevertheless 
easily spotted on the Overview Map in Object Mode as 
yellow dots, and on the Close-Up Map as strnctures with 
red signs. What can be invented in a particular village 
depends on what raw materials are available, the occupa-
tion of certain locals, and the Posture of the Captain 
involved. See separate Invent section for more details. 

Equip Invention equips either inventions you have ordered to be made or 
objects carelessly left behind by their previous owners. 
To equip an Invention you have ordered to be made, click 
the Equip Invention symbol and then on the settlement 
where the invention was created; to equip fow1d objects, 
click on the object itself. Found objects and inventions 
are identical, i.e., boats, swords, bows, etc. The Captain's 

posture determines how much is picked up: 25% if 
Passive, 50% if Neutral, and 100% if Aggressive. Note 
that picking up too much will slow down a Captain. 

Drop In vention drops any smplus stock. The Captain's Posture deter­
mines how much gets dropped: 25 % if Passive, 50% if 
Neutral, and 100% if Aggressive. Surplus stock is shown 

as what the Captain is carrying when you click on his 
Medals, and is defined as unequipped weapons or pots, 
but never equipped weapons or boats. These may later 
be picked up by the Captain who dropped them, or by 

another Captain using the Equip Invention command (as 
long as you don't drop them in the sea, since they're gone 
forever if you do). They will not be picked up by passers 
by or enemy armies. If you drop them in a settlement they 
will be added to that settlement's stock. 
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Miscellaneous Symbols 
Trade 

Make Alliance 

goods (weapon , pot , etc.) with a settlement in return for 
food, items or tock. Every item ha a et food value that 
will be modified if your Captain i good at bartering, and 
bartering kill is in nun determined by innate aggression. 
The trading ettlement will trade you items for food. The 
Captain's po ture determines what he will trade for and 
which items he will want first . An Aggressive Captain 
will trade for a cannon before a Pas ive Captain will, 
while a Neutral Captain will fall somewhere in the 
middle; a Passive Captain will trade for a plow (for ex­
ample) before he will trade for a cannon, while a Neutral 
Captain will prefer a boat to a cannon. Note that the 
weapons your army is using or carrying will not be traded. 

with another tribe. This requires the payment of tribute 
from your excess stock (similar to Trade above). Once an 
alliance has been made, you will have access to that 
tribe's settlements and resources, and they will likewise 
have access to yours. An alliance will be broken by a 
violent act taken against that ally. And if an offer of 
alliance i rejected, you lo e the tribute you offered, and 
you may become the object of an attack. 

I 
\ 

l 
l 

Query Symbol 

Query 

Eye Icon Rectangle Icon 

brings up information about any object, living or non­
living, on the Close-Up Map by clicking on it with the left 
mouse button. Thi can bring up from 1 to 4 information 
windows at a time. When you click on an object, you will 
get information about every object in that square; for 
example, clicking on a hou e with two people in it will 
bring up three windows. All these windows will be 
stacked, one on top of the other. To separate them and 
make them readable, just place the on- creen pointer over 
the top bar of any Que1y window, hold down the left 
mouse button, and drag the window to any part of the 
screen. Repeat this process with every Query window 
until they're all separated. Click on the Query Symbol 
with the right mouse button to clear all Query Windows 
from the screen. 

There are three mall icons that appear in Query Windows; some windows 
include all three, while others contain only one or two, but the icons alway 
work the same way in eve1y window. Click with the left mouse button on 
the Tick Mark Icon (\i) in the upper right hand corner of all Query Windows 
to cancel the window. Click with the left mouse button on the Rectangle 
Icon to update information in the Query Window; this is a valuable icon to 
click on frequently if you have a Query Window up during a battle. And click 
with the left mouse button on the Eye Icon to cemer the Clo e-Up Map on 
the subject of the Query Window. 
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Different objects reveal different ranges of information when they are the 
subject of a Query command: 

Buildings/Settlements Building type; settlement name; name of the 
building's two occupants (there are never more 
than two, husband and wife); to which ruler the 
settlement belongs, Harold II, Jayne Ill, or Jos 
XVIII; the nearest forest; how much food there is in 
the entire settlement; how many men there are in 
the settlement and what stock (if any) the 
settlement has. 

People Their name, the settlement where they live, their 
health, the building where they live, their spouse's 
name, how hard they work, their profession, what 
item they have equipped, who they follow, and 
their age. 

Sheep Those woolly thing that bleat incessantly. Mighty 
good eating. 

Trees What forest it is in, what kind of tree it is, whether 
there are any birds in its branches, and the sea on. 

Birds Whether they're carrier pigeons and to whom 
they're going. (Watch out for birds carrying little 
bundles of joy.) 

The Query Symbol will remain highlighted and active until you cancel it or 

until you click on another symbol. 

~ 
THE CAPTAINS 

The First Captain will encounter other Captains along the way; he can recruit 

them by conquering the settlements they rule. As they are recruited, they 
will appear by the First Captain's side, and they are his to command. When 
a Captain dies, he will disappear from the screen. 

Status Bars Three bars appear above the head of every Captain 
under your command, displaying his current food 
supply, men, and strength. The top blue line indi­
cates food, the middle red line signifies men, and 
the bottom green line stands for strength. Keep an 
eye on the green strength line; when it is gone, so's 
the Captain. And when the First Captain's strength 
line comes to an end, so does the game. 

The Selection Arrow This arrow bobs up and down over the head of the 
currently selected Captain. Click on a Captain to 
select him; he will be the Captain who will receive 
the orders you give. 

The Medals Click on the medals hanging on a Captain's chest 
to display an information box about hin1 even if he 
is not the currently selected Captain. Clicking on 
medals will tell you the Captain's name, current 
job, aggression level, loyalty level, Strength, Speed, 
the amount of food he has, how many men he has, 
and how much stock (if any) he is carrying. This 
information box fonctions just like a Query Box 
(see Query Symbol) . 
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Strength 
Strength is the indication of how healthy people in the world of PowerMonger 
are. For Captains, strength is di played in two ways. First, as the green line 
in the Status Bars. And econd, in the following terms, from strongest to 
weakest, when you click on a Captain's medals: Fit, Well, Weak, Ve1y Weak, 
Sickly, Very Sickly, Dead . 

A Captain's normal Strength level is Fit. Being wow1ded in combat is the only 
thing that will reduce his Strength. If he is reduced below Fit, he will eventu­
ally heal back in camp. If his Strength is reduced to Dead, his stay on this 
planet is over (unless you Replay The Map or Start New Conquest). 

More About Posture 
A Captain's innate aggression is indicated by his position at the table. The 
Captains to the left are more aggressive than the Captains on the right, but 
any Captain's posture can be modified by using the Posture icons. 

A Captain's actions, or even the actions of his troops, are not always predict­
able when his posture is set at the aggressive or passive extremes. If a Captain 
is camped near a battle, even a battle that does not immediately concern him, 
he may join in the fray if he is in an aggressive frame of mind, or he may run 
away if he is feeling passive. An aggressive Captain might kill someone who 
does no more than cross his path when that Captain is moving from place 
to place. Obviously, any of these actions can be avoided by changing the 
Captain's posture. But you might be too late unless you are paying close and 
careful attention. 

Inventions 
You won't find everything you need just lying around on the ground or in the 
settlements you conquer. Sometimes it pays to use your head instead of your 
sword to get what you need. This is where inventions come in. 

The Invent command tells a Captain to have his men or the citizens of a 
friendly settlement invent something. You can only invent in a village with 
a workshop; as mentioned previously, these show up as yellow dots in settle­
ments in the Overview Map when it is in Object Mode. What the settlement 
produces depends on four factors: The Posture of the Captain carrying out .the 
order, the available resources, the presence of a merchant and the occupat10ns 
of certain locals. 

An aggressive po ture generally produces heavy weapons like cannons or 

pikes. Passive posture produces items like plows. Inventing any of these, of 
course, is dependent on having the correct raw materials at hand as well as 
the appropriate posture. 

The results of the inventive urge are also dependent on the location. For 
example, inventing near a fore ton low land near water will usually produce 
boats. Inventing in a town that i on high ground away from any forest 
usually produces swords or cannon . 

Necessary resources include wood and steel. Forests are a good place to find 
wood; that's why they call them forests . But keep an eye on people if they 
take up lumbering; they can strip a forest clean, and forests take a long tune 
to grow back. So don't leave the Invent command active without keepmg 
track of what people are doing off in the woods. Wood can be used to make 
pikes, bows, ploughs, catapults, and, if you 're near water, boats. 

Steel is harder to come by. You have to construct a mine to extract the raw 
ore to forge into steel, and the mine will usually have to be situated at a high 
altitude. Mine construction is a time-consuming process, and any settlement 
that has a mine will be an inviting target; they're easy to spot since they're all 
marked by a tower. If you are not near any useful raw materials when you try 
to Invent you'll produce pots from the local mud. Pots are valuable mainly 
for trade.

1

They won't help you during battles, of course, but at least you'll 
have a handsome and sturdy receptacle to bleed into after you've had the 
stuff beaten out of you. 
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Note: When people in a settlement are inventing, they can't get food or other 

supplies. And if they run out of food, they'll gradually stop inventing and take 
up producing food; i.e., they can still invent if enough people are producing 
food. 

The table below lists what posture is needed to invent particular items plus 
other conditions that might be necessary: 

Item Posture 

Catapult Aggressive posture &. merchant in settlement 

Cannon Aggressive posture&. merchant in settlement 

Sword Near a mine &. no merchant in settlement 

Pikes Neutral posture 

Bows Aggressive posture 

Boats Passive posture &. fisherman present 

Plows Passive posture 

Pots Can be made any time 

Equip Invention 
Once you've invented something, you probably want to pick it up and use it. 
Or, you might want a loyal Captain and his men to pick up the item. In 

either case, use the Equip Invention symbol and modify the Captain's po ture 
appropriately to pick up your invention by clicking on the building in the 
settlement where the invention was made. 

You can also equip inventions you find. Often after a battle, weapons will be 
left on the battlefield. You can equip these the same way you equip things 

made in workshops, by clicking on the Equip Invention symbol and then on 
the weapons. You can also equip boats you find or that belong to your settle­
ments. But since settlements on bodies of water or rivers depend on fishing 
for part of their food, if you take away their boats their production of food 
will go down. 

If the invention you equip is a hand weapon, empty-handed troops are 

equipped first. The Captain is equipped firs t of all, next the First Captain's 
original followers, and finally the other troops. 

If troops have more than one kind of hand weapon to select from when they 
equip, they will choose weapons in the following order: Bow first, then 
sword, then pike. In camp, holders of different weapons will sit in different 
concentric circles around the Captain and the campfire. 

Anything other than equipped weapons or boats is considered to be carried 
as stock by the Captain and to be used as trade or for making alliances. The 
more stock a Captain has, the slower he will travel, so be careful not to 
overload him. (The only excess items that won't weigh him down are pots.) 
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~ 
TWO PLAYER GAME 

There are two ways to play against a human opponent: using a modem to 
connect to a remote player, or by using a null modem cable to connect the 
serial ports of two computers (this is datalink mode). 

To play in two player mode, both players will need original copies of 
Power Monger. 

Connecting in Datalink Mode 
1. Get a null modem cable. You can probably find one from your local 

computer tore. 

2. Make sure power to both machines is off. 

3. Connect the cable between the serial ports of the two computers. 

4. Turn both machines on. 

S. Boot the game on both machine and start the game anyway you like (i.e. 
Start New Conquest, Continue Conque t, Play Random Land or Load 
Data Disk). If you want to choo e Load Data Disk, first ensure that both 
players have a copy of the ame Data Disk. 

6. Once the game screen appears, click on the Game Setup icon then click on 
the GAME button and then click on the MULTI PLAY button to bring up 
the Multiplayer Login window. 

7. Next choose who is going to play which color tribe. See Starting the Two 
Player Game, below. 

8. Choo ea baud rate by clicking in the box next to one of the 6 choice ; 
300, 1200, 2400, 4800, 9600 or 19200. The box you clicked in will light 
up green. The baud rate mu t be the same for each computer. 

9. Now go to Starting the Two Player Game. 

Connecting Modems in Voice Mode 
lf you and your opponent can plug phones into your modem, then you can 
connect in voice mode. 

1. Disconnect both machines from their power upply. 

2. Connect the modem's serial cable to the computer. Then connect the 
modem to the phone line; your phone should be connected to the modem. 

3. Reconnect the power supply to both machines. 

4. Call your friend on the phone and boot the game on both machines. Both 
player now tart the game anyway they like (i.e. Start New Conque t, 
Continue Conque t, Play Random Land, or Load Data Disk). If you want 
to choose Load Data Disk, first ensure that both players have a copy of the 
same Data Di k. 

5. Once the game screen appears, click on the Option Symbol then click on 
the Game button and then click on the Multi Play button to bring up the 
Multiplayer Login window. 

6. Next choose who is going to play which color tribe. See Starting the Two 
Player Game below. 

7. Choose a baud rate by clicking in the box next to one of the 6 choices; 
300, 1200, 2400, 4800, 9600 or 19200. The box you clicked in will light 
up green. The baud rate must be the ame for both modems. For identical 
modem , u e the fastest baud rate possible. For two different modem , 
determine the highest baud rate for both modems; then choose the lower 
value of the two. The typical baud rates are 300, 1200, and 2400. See your 
modem manual for details on baud rates. 

8. E tabli ha data connection between the two computers (if you're in nor­
mal talk mode on the telephone), by clicking in the Modem Message text 
input box which you will see above Baud Rate labeled Modem Me sage. 
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9. One player hould type ATD and pre s Return. The other player should 
then type AT A in his Modem Message box and pre Return. This will 
cau e the modem to send a carrier. (The carrier i a high pitched whine 
that will block out your voices.) Once the CD light on the modem (if it 
exists) lights up, the connection is established and both players hould 
wait a couple of second and put their phones down. Now go to Starting 
the Two Player Game. 

Connecting in Non-Voice Modem Mode 
If you or your opponent can't plug a phone into the modem, then you will 
have to type in the dialing or answer command using the Modem Me age 
box. See your modem manual for details on the commands it will accept. 
Normally, one player would set his modem to auto-answer by clicking on 
their Modem Message box and typing ATSO=l and pressing Return. The other 
player would then originate the call by clicking on the Modem Message box 
and typing ATD[phone number] or ATDP[phone number] for pulse dialing. 
The modems have connected when the CD light on the modem (if it exists) 
lights up. 

Starting the Two Player Game 
First decide who will play which color tribe. Click in one of the boxe beside 
the four colors (White, Blue, Red, or Yellow) in the You Are: section and a 
green light will appear beside your choice. You can only play one side, so if 
you change your mind then click on another color choice and the first green 
light will extinguish and the new one light up. All players will start on the 
land cape which the player with the highest priority color is using. The 
priorities are White first, Blue, Red, and finally Yellow. 

Using a Saved Game 
If you play from a saved game, both players will start from the begi.Jming of 
the territory that the saved game wa being played on and not from the po i­
tion that the game was aved at. (This is the same effect as loading i.J1 a game 
and then pressing the Replay Map button. ) The main use of using a aved 
game would be to play a specific random world or to give access to later 

territories in the conquest series. Only the highest priority player needs to 

load in a saved game. Put the disk containing the saved game you want to use 
into the boot drive, click on the options symbol and then on the File button. 
Then select which saved game you want to load in IA through HJ and click 
on the Load button. 

Connecting 
To connect, both players should click on the Connect button on both com­
puters. A window titled Trying For Connect, Looking For Player will appear 
and the Try Number section of the window will count up showing that the 
computer is trying to connect. When the machines are connected, the try 
number will freeze for a second and then a second window reading Sending 
Game Info will replace the first and the Try Number section indicates that 
the data transfer is proceedmg correctly. Once the information has been sent, 
the window will disappear and the game will start. You can abort the connect 
sequence at any time by clicking on a cancel button. 

Disabled Features 
Two features are disabled ill the two player game once you have connected: 
Loading a game and Savillg a game. 

Computer Opponents 
If you want more of a challenge then you may wi h to turn on computer 
operated tribes. To do this, bring up the Multi Player window and select one 
or two Computer opponents by clicking ill one or two of the unu ed (by a 
human player) boxe beside each of the four colors under the Computer Is: 
ection. The computer player cannot play alongside a human player, o if 

you had chosen to play the white tribe and your friend was playing the Blues 
then you could only have Red and/or Yellow computer controlled tribe . 
Also, there has to be a tribe of the desired color on the map for the computer 
to take control of. If there is not uch a tribe, then this command will be 
ignored. 
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Changing Sides 
You cannot change ides in the middle of a game. 

Pausing 
Clicking the Pause buttan will cause both players' games to pause. Thi can 
be annoying for your opponent so be considerate! 

Communicating with your Opponent 
You can send a message to your opponent by clicking on the Option Symbol, 
then the Game box, then Send Message button at any point during the game. 
This brings up the Send a Message window. Type your message up to a 
maximum of 120 characters and press Return to close the window. If you find 
that the keyboard is too unresponsive when typing a message, pause the game 
first . 

You can also talk to your opponent on the phone after a game has begun. 
Click on the Options Symbol and then click on the Game buttan and then 
select the Multi Play buttan. This will bring up the Multiplayer Login 
window on both players' machines. Note: we uggest that before doing this 
you alert the other player by sending a message of+++ ATH. Both player 
hould put their modem into command mode at this point by typing +++ 

into the Modem Me sage Box and pre sing Return . Pick up the phone at this 
point and both players should type ATH in the Modem Me sage box and 
press Return. 

This turns off the modem' carrier so if you have a phone connected to your 
modem you can talk freely with your opponent. (Note: If your opponent 
hasn't picked up the phone at this point, the phone connection will be lost.) 

To re-establi h. the link after bringing up this window, one player must type 
ATD first and the other must type AT A into hi Modem Message box. Now 
both players should press Cancel to continue. Note: If you press Connect, the 
game will start from the beginning again. 

Game Over 
After somebody leaves the game in any way (e.g. Retire, Replay Map, Select 
Map, Random Map, or by winning), you'll see the Game Lost or Game Won 
picture depending on your tanding in the game. At this point, the line will 
be automatically cut. If your friend got taken out by a computer player, then 
you may continue the fight on your own. To start another game, both players 
hould restart the two player sequence from the beginning. 

Possible Communication Problem s 
If you're playing in Modem Mode and you get the me age You are both 
<color> even after you have tried selecting different color options several 
time , th.i means your modem has not established a connection to the 
remote modem and is merely echoing back tO the computer whatever elec­
tion you have made. You can stop the echoing by typing ATEO in the Modem 
Me age box. To fix the problem, you will have to redial your opponent. 

During communication, the program checks the data to see if it has been 
corrupted. If it is corrupted, the computer will re end the data until it gets 
through. Th.is can cause the game to pause momentarily. If the game pauses 
for more than 10 seconds for no apparent reason then both players should 
press Shift ESC to break out and continue their games independently. 

If the line is lost, there is a seriou communication problem or your opponent 
quits from the game by cutting hi line, the game may freeze. Press Shift ESC 
tO break out of two player mode and allow the players to continue their 
games independently. 

If you have trouble connecting, try lowering the BAUD rate. 

Messages in Two Player Mode 
"Me age From Opponent": As your opponent type in their message you 
will see it appear in this window. Once your opponent has finished typing, 
click on the Tick Icon at the top right of the window tO close it. 

"Error Try Again": The computer i unable to establi h. corrununication . 
Click on the Cancel button tO try again. 
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QUESTIONS & ANSWERS 

1. What is the object of this game? 

To gain control of the ettlements and armies in a territory through 
diplomacy or conquest. When a significant portion of the population of a 
territory are under your control, and all the gold in the Conquest Balance 
is on your side, the territory is yours. 

2. What do I do first? 

Become familiar with the command symbols and how they function in the 
game and how the maps work. Pay particular attention to the commands 
that move your forces around the maps, as well as the commands that 
manage your resources. You should probably play several practice games 
to familiarize yourself with the commands and the maps. 

3. How can I best prepare myself for a battle? 

A. Make sure the size of your army matches or exceeds the number of 
people in the town you intend to capture. 

B. If you have a subordinate captain who has an army, send them into 
battle before your main army. This will reduce the number of 
casualties your main army will suffer, divide the enemy forces, and 
give you a chance to gauge the enemy's aggression level. 

C. Do not go in and decimate an entire settlement even if you know they 
will be an easy victory. You will usually want to leave at least part of 
the popula tion behind to produce food, inventions, and conscripts for 
you. 

D. Make sure you have a sufficient amount of food and your Captain is in 
Fit condition. When your food Status bar is shorter than your men 
status bar, you need to go forage some more eats. Hungry soldiers do 
not fight well. 

E. Equip your First Captain and his army with the best weapons available. 
Thi will greatly enhance your chances of winning battles. 

F. Taking over the closest settlement is not always the best thing to do. 
Survey the other settlements and choose one that will benefit you and 
your army. Some settlements have better strategic positions than 
others, and some are richer in resources, i.e. food, population, and 
weapons. 

4. How can I tell if an invention I have equipped or traded for is in my 
possession? 

Check the inventory of the settlement, shop, etc., where the invention 
was located; then check the Captain who tried to equip the invention 
(select his medal ), or the individual soldiers in the Captain's army. If the 
invention still appears in the inventory of that location, and does not 
appear in the Captain's or any of the soldiers ' inventories, you have not 
successfully equipped the invention. Change your posture level and try 
again. 

5. Once the Balance is tipped in my favor in a particular territory, must I 
retire from that territory, or can I continue PowerMongering there? 

You can continue to adventure in any territory after you have conquered 
it as long as your First Captain is not killed. In fact, doing so is a good 
way to try out different strategies before moving on to a more difficult 
territory. 

6. I sometimes see an enemy hiding or walking around in my settlements, 
Once I even saw an enemy carrier pigeon flying into my town square, 
what gives? 

You have a spy, or even worse a traitor in your midst. He or she is 
probably communicating vital economic and military information to your 
enemy. Don't take kindly to these people; simple execution is too good 
for them. 

7. I'm having trouble keeping the morale of my army up, and have had a rash 
of desertions lately. What can I do to improve mycommand? 

As mentioned earlier, keep your soldiers well fed, and battle hardened. 
Keep a good food upply, or your men will say good-bye, adios, and adieu. 
War is tough and you will often have to take all the food you find in a 
friendly or conquered settlement. Remember it's either you or them. 
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8. My Captain has excess weapons and stock, and I have new recruits fresh 
out of boot camp that are drooling to get their hands on some weapons. 
How do I get my Captain to distribute these items? 

The best place to do this i in a ettlement. 

a. Make camp in a settlement 

b. Choose the Drop Invention Icon, make sure you have the appropriate 
posture level set. 

c. Now these items aJe part of the Settlement' tock 

d. Choose the Equip Invention Icon, again making sure you have your 
posture set accordingly. 

e. The captain will now redistribute all the stock he picks up to the 
soldiers that need them, and keep what is in excess for trading 
purpo es . 

This procedure can also be performed outside of a settlement, but not as 
quickly. 

9. When I am crossing through a terrain that is near a body of water, or there 
is a body of water in my direct path, my soldiers sometimes lag behind 
and get lost. Thi is not good when I am on my way to glorious battle and 
my own men show up late. Should I send them back to marching and 
fitness training? 

Unfortunately, not all of your soldiers are as smart as you or your original 
followers . If you do not want to get caught in battle short-handed, make 
sure you carefully plan you moves through the terrain. In this game, a 
straight line is not always the best path to victory, especially if you are the 
only one equipped with a boat. 

10.My army takes quite a while to move from one place to another, can I 
speed them up? 

Click on the Captain's medals and check the Speed. If you aJe loaded up 
with a huge weapons cache or trading items, simply u e the Drop 
Invention Icon, update the window, and check the speed again . It should 

have gone up. Speeds of above 30 are generally o.k. for most territories. 
You can also speed up the entire game. Refer to the Game Speed section 
on page 12 of this manual for that information. 

11. Can I take a catapault or cannon on a boat and transport it across the sea? 

Yes, any weapon you have equipped can be taken on a boat. You can even 
fire on enemy settlements from offshore, who says you need a modern 
navy anyway. 

12. Can I divide my army and do complex attack formations? 

No, the only way you can send in multiple arn1ies into battle is if you 
have one or more Subordinate Captains. The soldier with hand weapons 
will engage the enemy face to face, while the soldier with projectile 
weapon will fight from afar. 

13. What are the pros and con of forming an alliance with another tribe? 

The Pros: Forming an alliance will give your army ome stability in the 
form of being able to trade for better weapon , as well as having an ample 
supply of food. In some territorie , having a safe place to retreat to and 
gather your wits about you will determine your outcome in hostile 
territory. 

The Cons: If the tribe you have formed an alliance with takes over, or 
already control a large part of the territory, you will eventually have to 
break the alliance and take the tribe on in battle. If he has been busy 
conquering the land and gathering hi re ource , you will have a tough 
fight ahead of you. 

NOTE: This game requires lots of exploration, and it will take you some 
time to become familiar with and effectively use every option this game 
has to offer-Rome wa not built in a day. Thi manual will give you the 
basic foundations in your quest to rnle the world. Manage your army, 
your settlements, and your resources as well as you can. Your leadership 
and management skills will determine if you truly have the right stuff to 
be a POWERMONGER. 
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TECHNICAL SUPPORT 

If you have questions about the program, our Technical Support Department can help. If your 
que tion i n't urgent, please write to us at: 

Electronic Ans Technical Support 
P.O. Box 7578 
San Mateo, CA 94403-757 

Plea e be ure to include the following information in your letter: 

• Product name 

• Type of computer you own 

• Any additional system information (like type and make of monitor, video card, printer, modem) 

• Type of operating system or DO ver ion number 

• Description of the problem you're having 

If you need to talk to someone immediately, call us at (4 15) 572-ARTS Monday though Friday 
between 8:30 am and 4:30 pm, Pacific Time. Please have the above information ready when you 
call . This will help us answer your question in the shortest po ible time. 

If you live out ide of the United State , you can contact one of our other offices. 

In the United Kingdom, contact: Electronic Art Limited, P.O. Box 35, Slough W 8YN, UK. 
Phone (0441 753 46465. 

In Australia, contact: EAE IECP), 4/52 Lawrence Drive, erang 4211, Queensland, Australia. 
Phone: (75) 963-4 8. 

Limited Warranty 
Electronic Arts ("EA") provides to the original purchaser of the computer oftware product, for a 
period of ninety (90) day from the date of original purchase (the "Warranty Period"), the following 
limited warranties: 

Media - EA warrants that, under normal use, the magnetic media and the packaging provided with 
it are free from defect in materials and workman hip. 

Software - EA warrant that the oftware, a originally purchased, will perform substantial ly in 
conformance with the specifica ti on et forth in the packaging and in the user manual. 

Warranty Claims 
To make a warranty claim under this limited warranty, please return the product to the point of 
purchase, accompanied by proof of purcha e, your name, your return address, and a statement of the 

ddect. OR send the d1sk(sl to us at the ahove addre within 90 days of purchase. Include a copy of 
che dated purchase receipt, your name, your return addre s, and a statement of the defect . EA or it 
,1uthorized dealer will, at our option, repair or replace the product and return it to you (postage pre­
p;1idl or issue you with a credit equal to the purchase price. 

To repl;1ce defective media aft er the 90-day warranty penod ha expired, end the original di kl I 
to the above address. Enclose a tatement of the defect, your name, your return address, and a check 
or money order for 7 .SO. 

The foregoing sta tes the purchaser' sole and exclu ive remedy for any breach of warranty with 
respect to the software prod uct. 

Warranty Exclusions 
EA expressly disclaims any implied warranties with respect to the media and the oftware, 
111cluding warranties of merchantability or firness for a particular purpose. Any warranties implied 
by law are limited in duration to the warranty period. Some states do not allow limitations on the 
duration of an implied warranty, so the above limitation may not apply tO you. This warranty give 
you pecific legal rights. You may al o have other rights which vary from state to state. 

Limitation on Damages 
EA shall not in any ea e be liable for incidental , con equential, or other indirect damage arising 
from any claim under this agreement, even if EA or its agents have been advised of the possibility of 
uch damage . Some rates do not allow the exclu ion or limitation of incidental or consequential 

damages, o the above limitation or exclu ion may not apply to you. 

NOTICE 

ELECTRONIC ARTS RESERVES THE RIGHT TO MAKE LMPROVEMENTS I THE PRODUCT 
DESCRIBED IN THIS MANUAL AT A Y TIME AND WITHOUT OTICE. 

THI MANUAL, AND THE SOFTWARE DESCRIBED IN THIS MANUAL, IS COPYRIGHTED. ALL 
RIGHTS ARE RESERVED. NOPARTOFTHISMANUALOR THE DE CRLBEDSOFTWAREMA YBE 
COPIED, REPRODUCED, TRANSLATED OR REDUCED TO ANY ELECTRONIC MEDIUM OR 
MACHINE-READABLE FORM WITHOUT THE PRIOR WRITTEN CONSENT OF ELECTRONIC 
ART , P. 0. BOX 7578, SAN MATEO, CALIFORNIA 94403-7578, ATTN: CUSTOMER SERVJCE. 

ELECTRONIC ARTS MAKES NO WARRANTIES, EXPRESS OR IMPLIED, WITH RESPECT TO THIS 
MANUAL, ITS QUALITY, MERCHANTABILITY ORFITNES FOR ANY PARTICU LAR PURPOSE. 
THIS MANUAL IS PROVlDED "AS I ." ELECTRONIC ARTS MAKES CERTAIN LIMITED 
WARRANTIES WITH REGARD TO THE SOFTWARE AND THE MEDIA FOR THE SOFTWARE. 
PLEASE SEE THE ELECTRONIC ARTS LIMITED WARRANTY. 

Unless 111d1catcd otherwise, all so£rwarc an<l documentation i~ 
1990 Elcctroruc Ans. All Rights Reserved. 
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