
Nation Design Rules
0. Cost Sumarry

	Races
	Cost
	Notes

	Humans
	0
	Size 2, mostly 10s

	Two Races
	100
	Nation has two races

	Small
	-50
	Size 1

	Large
	100
	Size 3

	Giant
	200
	Size 4

	Mighty
	50
	Size 2, but str 13 and hp 15

	Winged
	200
	Flying, loose formation

	Amphibious
	50
	Can go in water

	Reptilian
	50
	Natural Prot

	Fire Race
	100
	Heat Aura, Fire Immune

	Cold Race
	100
	Cold Aura, Cold Immune

	Thunder Race
	150
	Charged, Lightning Immune

	Illusion Race
	200
	Glamour for everyone

	Mystic Race
	100
	MR boost but no specials

	Stone Race
	250
	Very high natural prot and such, magical

	Energy Race
	300
	Naturally ethereal, magical

	Undead Race
	100
	Very high morale, but undead vulns

	Skeletal Race
	200
	Undead, and no supplies or fatigue

	Vampire Race
	500
	Undead, regeneration, immortal.  May be overpowered at any price.

	Ghostly Race
	300
	Like energy race, but poison immune, but undead vulns

	Demon Race
	100
	No supplies/gluttony, demons and stat boosts

	Psychic Race
	100
	Mind blasts and MR

	Hearty Race
	150
	Recuperation

	Tech Levels
	Cost
	Equipment

	Level 0
	0
	Pitchforks/Clubs, Slings, Leather 

	Level 1
	50
	Maces/Axes/Spears, Short Bows, Ring Mail

	Level 2
	100
	Swords/Hammers/Flails, Comp. Bows and Crossbows, Chain Mail

	Level 3
	150
	Coral Weapons/Katanas, Arbalests and Long Bows, Plate Mail

	Level 4
	200
	Magic Weapons, Poison or Howling Bows, Funky Armour

	Fierce Mounts
	
	


1. Choose Racial Modifiers

Choose any number of these modifiers, but no two modifiers that change the same stat.

1.0 Base Race (0 points)

These are the basic stats for normal humans.

#str 10

#ap 12

#hp 10

#prot 0

#size 2

#mr 10

#enc 3

1.0.1 Two Race Option (100 points)
 Design two races, for the same total number of points each – each of them must pay for the Two Race Option.
 Each commander and each unit can use whichever race you prefer.
1.1.1 Small (-50 points)
#size 1

#str 5

#hp 5
-- -1 morale

-- base gold costs and resource limits for all units are reduced 50%

-- decrease commander base-gold-costs by -15
1.1.2 Large (100 points)
#size 3

#str 15

#hp 20

-- double hp and str modifiers for elite and female units.

-- double all unit gold-costs
-- increase resource limits for all units by 50%
-- for elite units, add (atk-10) to str

-- for elite units, add (def-10)*2 to hp 
-- increase commander base-gold-costs by +15

-- +1 base prot

1.1.3 Giant (200 points)
#size 4

#str 20

#hp 30

-- double str modifiers for elite and female units

-- triple hp modifiers for elite and female units
-- for elite units, add (atk-10) to str

-- for elite units, add (def-10)*3 to hp
-- triple all unit gold-costs
-- increase resource limits for all units by 100%
-- increase commander base-gold-costs by +30

-- +3 base prot

1.1.4 Mighty (50 points)

#size 2

#str 12

#hp 12

-- -2 prec (as Agarthans and Abysians)

-- for elite units, add (atk-10) to str

-- for elite units, add (def-10) to hp

-- if a unit has 20 or more hp, it is upgraded to size 3.
1.2.1 Winged (200 points)
#size 3

#ressize 2

#flying

1.2.2 Amphibious (50 points)
#amphibian

1.3 Reptilian (50 points)
#coldblooded

#prot 5

1.4.1 Fire Race (100 points)
#heat 3

#fireres 100
#iceprot -1

#summerpower 1
#firepower 1
-- all these powers are optional
-- increase the heat, summerpower and firepower by +1 on elite units, +2 on commanders, and +3 (total) on elite commanders, if desired
-- may forego the heat and keep the fireres if desired 

-- +5 cost on all units with the heat
1.4.2 Cold Race (100 points)
#cold 3

#coldres 100
#iceprot 1
#winterpower 1
#coldpower 1

-- all these powers are optional
-- increase the cold, winterpower, coldpower and iceprot by +1 on elite units, +2 on commanders, and +3 (total) on elite commanders, if desired

-- elite units and commanders can have higher values on the 
-- +5 cost on all units with the cold
1.4.3 Thunder Race (150 points)

#shockres 100

#charged

#springpower 1
#autumnpower 1
#stormpower 1
-- all these powers are optional
-- increase the cold, winterpower, coldpower and iceprot by +1 on elite units, +2 on commanders, and +3 (total) on elite commanders, if desired

-- +5 cost on all units with charged

1.4.3 Poison Race (200 points)

#poisonres 100

#poisoncloud 3
-- all these powers are optional

-- may forego the charged and keep the shockers if desired

-- +10 cost on all units with poison cloud

1.4.4 Darkness Race ()

1.5 Illusion Race (200 points)
#illusion

-- double all unit gold-costs

-- increase commander base-gold-costs by +30

1.6.0 Mystic Race (100 points)
#mr 12
-- +1 morale
1.6.1 Stone Race (250 points)
#mr 13

#inanimate

#enc 0

#prot 18

#stonebeing

#rcost 10

#neednoteat

#magicbeing

#noheal

#ressize 5
#poisonres 100

-- double all unit gold-costs

-- increase commander base-gold-costs by +15

-- The high resize is to discourage you from giving them armour.

1.6.2 Energy Race (300 points)
#mr 13

#ethereal

#magicbeing
#neednoteat

#enc 0
#ressize 6

-- triple all unit gold-costs

-- increase commander base-gold-costs by +30

-- The high resize is to discourage you from giving them armour.
-- Flying energy races do not have wings (so ignore the size increase)
1.7.1 Undead Race (100 points)
#undead

#mr 11

#mor 30

#poisonres 50

#enc 2
-- Over-rides base morale 

1.7.2 Skeletal Race (200 points)
#undead

#mr 11

#neednoteat

#mor 30

#inanimate

#poisonres 100

#enc 0

#mapmove 3

-- Over-rides base morale and mapmove
1.7.3 Vampire Race (500 points)
#undead

#mr 13

#regeneration 5

#immortal

-- Flying vampires do not have wings (so ignore the size increase)

1.7.4 Ghostly Race (300 points)
#mr 13

#ethereal

#undead
#neednoteat

#poisonres 100
#enc 0

#ressize 6

-- triple all unit gold-costs

-- increase commander base-gold-costs by +30

-- The high resize is to discourage you from giving them armour.
-- Flying ghosts do not have wings (so ignore the size increase)
1.8 Demon Race (100 points)
#demon

#mr 12

#neednoteat

#gluttony 3

-- Add +3 to morale

-- +1 attack and defense
1.11.1 Psychic Race (100 points)
-- add +1 to mr, even if boosted by another race
#weapon “Mind Blast”
-- increase all unit gold-costs by +50%

1.11.2 Hearty Race (150 points)
#heal

1.11.3 Athletic Race (100 points)
#enc 2

#ap 15

-- add +1 to mapmove for all infantry

1.11.4 Beautious Race (250 points)
#awe 1

-- elite units are awe 2
-- commanders are awe 3
-- elite commanders are awe 4

-- double all unit gold-costs

-- increase commander base-gold-costs by +30
1.11.5 Fearsome Race (200 points)

#fear 1

-- elite units are fear 2

-- commanders are fear 3

-- elite commanders are fear 4

-- increase unit gold-costs by +50%

-- increase commander base-gold-costs by +15

1.12.1 Sylvan Race (25 points)
#forestsurvival

-- also see alternate fort schedules
1.12.2 Swamp Race (25 points)
#swampsurvival
-- also see alternate fort schedules
1.12.3 Mountain Race (25 points)
#mountainsurvival

-- also see alternate fort schedules
1.12.4 Desert Race (25 points)
#wastesurvival

-- also see alternate fort schedules

2. Choose Technology
Note – weapons are assigned a tech level based on the following score:

Damage + Attack * 2 + Defense * 2 + Length / 2 + # of attacks * 7 + 6 if 1Handed + 10 if special power (magic, poison, etc.)
I manually jumped up a few weapons (things with flail, for example) by a tech level rather than fiddling with the calculation.

Then, weapons are assigned to tech levels on increasing quality scores, with a few (obviously low-tech) high-quality weapons given to elites only.


Each Tech Level costs 50 points.
2.0.0 Tech Level 0
Common Weapons

 Pitchfork (351), Whip (40), Rake (317), Club (252), Great Club (165)
Elite-Only Weapons

 Sceptre (446), Quarterstaff (7)
Archer-Only Weapons

 Sling (22), Boulder (27 – size 3+ only)
Armour

 Furs (44), Leather Cuirass (5), Leather Hauberk (10), Full Leather Armor (15), Shell Armour (140)
 Reinforced Leather Cap (119), Leather Cap (120)
 Hide Shield (105), Great Hide Shield (112)
2.0.1 Tech Level 1
Common Weapons
 Halberd (5), Glaive (308), Naginata (380), Pike (2), Maul (14), Yari (276), Iron Prod (49), Machaka Spear (315), Iron Cudgel (363), Obsidian Club Sword (451), Long Spear (28), Axe (17), Kryss (256), Dagger (9), Battleaxe (18), Fossilized Sword (512), Mictlan Obsidian Sword (288), Mace (12), Spiked Club (265), Spear (1), Jotun Axe (66 – size 3+ only), Jotun Battleaxe (307 – size 3+ only), Jotun Spear (234 – size 3+ only), Light Lance (357 – Mounted Only)
 Throwing Axe (260), Javelin (21), Net (263)
Elite-Only Weapons

 Sickle Staff (493), Sickle (57), Hatchet (253)
Archer-Only Weapons

 Small Bow (size 1 only), Short Bow (size 2+ only)

Armour

 Mictlan Armor (104), Ring Mail Cuirass (6), Ring Mail Hauberk (11), Full Ring Mail (16), 

 Iron Cap (20)

 Shield (2)
2.0.2 Tech Level 2
Common Weapons

 Flail (16), Morningstar(15), Hammer (13), Short Sword (6), Falchion (10), Broad Sword (8), Claymore (258), Basalt Spear (464), Great Sword (11), Flail (347 – size 3+ only), Jotun Longsword (268 – size 3+ only), Lance (4 – Mounted Only).
Elite-Only Weapons

 Serpent (391)

 Chakram (362), Poison Darts (500)
Archer-Only Weapons

 Crossbow (25), Blowpipe, Composite Bow (size 2+ only), Great Bow (size 3+ only)

Armour

 Ashigaru Armor (128), Scale Male Cuirass (7), Scale Mail Hauberk (12), Full Scale Mail (17)
 Full Helmet (21), Half Helmet (118), Crown (148)
 Buckler (1), Tower Shield (4)

2.0.3 Tech Level 3
Common Weapons
 Katana (378), Ninjato (381), Trident (3), Wakizashi (377), No-Dashi (379), Coral Knife (32), Coral Glaive (46), Coral Spear (31), Coral Club (45), Poison Tipped Spear (519)
 Harpoon (452), Shuriken (382)
Elite-Only Weapons

 Snake Staff (318), Holy Scourge (402),

Archer-Only Weapons

 Arbalest, Long Bow (size 2+ only), Gileadite Bow (size 3+ only)
Armour

 Ice Studded Armour (52), Icicle Mail (133), Ice Cuirass (26), Ice Hauberk (27), Chain Mail Cuirass (8), Chain Mail Hauberk (13), Full Chain Mail (18), Samurai Armor (129), Heavy Samurai Armor (130), Spider Armor (111)
 Ice Helmet (124), Ice Cap (29)
 Leather Shield (70), Kite Shield (3), Ice Aegis (28)

2.0.4 Tech Level 4 
Common Weapons

 Ice Glaive (454), Bone Glaive (455), Coral Club (45), Ice Knife (35), Obsidian Glaive (426), Dawn Blade (520), Pearl Spear (388), Black Halberd (508), Ice Mace (44), Bane Dagger (312), Ice Lance (36), Ice Blade (37), Golden Sword (474), Golden Spear (473), Golden Lance (475 – Mounted Only), Pearl Trident (389), Bane Blade (42), Bane Blade (41), Anakite Sword (518 – size 3+ only)

Elite-Only Weapons

 Doom Glaive (430), Enchanted Katana (527), Golden Sickle (523)
Archer-Only Weapons

 Agarthan Steel Crossbow (463), Poison Bow (372 - size 2+ only), Howling Bow (439 – size 2+ only)
Armour

 Bone Cuirass (149), Plate Cuirass (9), Plate Hauberk (14), Fire Plate (75), Lightweight Scale Mail (49), Ancestor Cuirass (154), Ancestor Armor (146), Anakite Armor (163), Dawn Armor (165), Full Plate Mail (19), Full Plate of Ulm (91)
 Blind Helmet (141), Bone Helmet (150)
 Anakite Shield (164), Dawn Shield (166), Crimson Shield (157), Golden Shield (155)

3. Choose Unit Schedule

Your unit schedule is composed of a series of Slots, each of which is used to design a single unit.  Each slot has an associated chassis, which determines the base stats (for Atk, Def, etc.) If a Chassis is “sacred” then the corresponding unit is #holy.  If a Chassis “Capital” then the corresponding unit is recruited out of a site in the national capital.


In addition, each slot has a gold cost and maximum resources associated with it.  The unit cannot have a resource cost above the maximum given there, except for cavalry who do not count the resource cost for their barding against this limit.


You cannot have more than 20 recruitable units outside of your capital.  I can’t think of why you’d care, but this prevents you from making a different elite troop with a terrain survival for each terrain… unless you don’t want to do much else.  In your capital, you cannot have more than 16 total features (including capital only commanders and gem income.)
3.1.0 Unit Schedule (variable points)
	Chassis
	Gold / Max Resources
	Skills / Powers
	Design Point Cost, 1 / Many / Capital

	Militia
	4 / 6
	0 / 0
	15 / 30 / 0

	Militia
	6 / 6
	0 / 0
	0 / 0 / X

	Militia
	6 / 15
	0 / 0
	15 / 30 / X

	Regular
	6 / 10
	0 / 0
	15 / 30 / 0

	Regular
	8 / 10
	0 / 0
	0 / 0 / X

	Regular
	8 / 50
	1 / 0
	15 / 30 / X

	Archer
	8 / 10
	0 / 0
	90 / 105 / 15 

	Archer
	12 / 10
	0 / 0
	45 / 60 / 0

	Archer
	12 / 50
	1 / 0
	60 / 75 / 15 

	Elite
	8 / 15
	2 / 0
	150 / 200 / 90

	Elite
	12 / 50
	2 / 0
	100 / 150 / 30

	Elite
	15 / 15
	2 / 0
	50  / 100  / 0

	Elite
	20 / 50
	2 / 1
	150 / 200 / 60

	Sacred Militia
	10 / 6
	1 / 0
	300  / 450 / 0

	Sacred Regular
	12 / 15
	1 / 0
	350 / 500 / 30

	Sacred Archer
	18 / 15
	1 / 0
	400 / 550 / 60

	Sacred Elite
	18 / 50
	2 / 0
	450 / 600 / 120

	Sacred Elite
	30 / 50
	2 / 1
	500 / 650 / 240


3.1.1 Improve Elites (25+ per level) 

For 25 points, you can buy all of your Elite units an additional skill selection.

If any of your elites are also sacred, or can be recruited anywhere, the cost per skill is 50 points.

If any of your elites are sacred and can *also* be recruited anywhere, the cost per skill is 100 points.


You can buy an additional power for all of your chassis which already get a power for 100 points.  This rises to 200 points if such units can be recruited anywhere.
4. Design Units
4.1.0 Basic Profiles


Combine these with the stats for your race to get the profiles for your recruitable units.

-- Militia

#atk 8

#def 8
#mor 8

#prec 10

#mapmove 1

-- Archer

#atk 8

#def 8

#mor 8

#prec 10

#mapmove 2

-- Regular

#atk 10

#def 10

#mor 10

#prec 10

#mapmove 2

-- Elite

#atk 11

#def 11

#mor 13

#prec 10

#mapmove 2

-- Sacred Units

#holy

-- Add +2 to racial MR

-- Add +2 to chassis mor

4.2.0 Equipment


Add Armor and Weapons at or below your technology level (which you bought earlier) to each unit.


Elite-Only items can only be given to elite units.


Archer-Only items can only be given to archers and to elites who spend one or more skills to increase their precision.

4.3.0 Skills
 Available Skills -

With the exception of Cavalry and Female, each line is a single skill.

-- Cavalry

#cavalry

#size 3

#ressize 2

#ap X

#rcost X

#enc X

#weapon X
-- also, add +1 to base morale

-- Add another X from the table to gold cost.

-- this whole thing counts as a single skill

-- not available on units above size 2, including winged units

-- base size 1 units because size 2, ressize 1 cavalry

-- X values are given in the table below – the barding on the mount is assumed to match the armour on the rider, and more heavily armoured riders are assumed to have better trained and fiercer mounts.  The Rcost of the barding is reduced by your technology level, while the speed of the mount is increased – this is because the barding on the mount is made of more advanced materials that are lighter at equivalent protection.
	Rider Body Armour Prot
	Mount AP
	Mount Barding Rcost
	Enc
	Mount Weapons
	Mount Gold Cost
	Morale Bonus

	17+
	12 + (Tech Level) * 2
	30 – (Tech Level) * 2
	5
	#weapon “Double Hoof 12”
	30
	+2

	14+
	18 + Tech Level
	15 – Tech Level
	5
	#weapon “Hoof 12”
	20
	+1

	Other
	24
	0
	4
	#weapon “Hoof 10”
	10
	+0


-- Female
#female

-- Female units are -1 hp and -1 str

-- In addition to being immune to seduction, female units cost 90% (round down) as much gold to recruit.
#stormimmune

-- flying units only
#forestsurvival

#mountainsurvival

#swampsurvival

#wastesurvival

#ambidextrous 3
#berserk 3
-- first selection counts as two skills

-- additional selections devoted to berserk raise the bonus by +2 each
#standard 4
#castledef 4
#siegebonus 3
#patrolbonus 2
#pillagebonus 4
-- these numerical skills can be multiplied by the number of skill selections spent
-- so two skill selections would give ambidextrous 6, etc.
#stealthy 0
-- stealthy counts as two skills

-- additional skills devoted to stealthy raise it by +10 per skill selection #mapmove X

-- +1 mapmove per two skill selections

#fear 0

-- demons and undead only can take this as a skill

-- and it counts as 2 skill selections

-- +1 fear for another skill selection

#awe 1

-- magicbeings only can take this as a skill

-- and it counts as 2 skill selections

-- +1 awe for another skill selection
#attack X

#defense X
#str X

#mr X
-- each skill can be traded for +1 to one of these stats.

#precision X
#hp X
-- each skill can be traded for +2 to one of these stats.

4.3.0 Powers
 Available Powers -

-- Fire Powers

#fireshield 6
#heat 3

#fireres 100

-- counts as 2 powers if not a fire race, one power otherwise.
-- if a fire race, the heat adds.

-- Cold Powers

#cold 3

#coldres 100
#iceprot 3

#winterpower 3

#coldpower 3

-- 
-- Regeneration

#regeneration 20
--

-- Flight

#flying

--

-- Poly-Resistance

#fireres 50

#coldres 50

#shockres 50

#poisonres 50

-- For 2 powers, raise all these to 100.
-- Ethereal

#ethereal

#ressize 6

#enc 0

-- Counts as 2 powers.
-- Magic Immunity

#mr 18

-- For 2 powers, MR 20 instead
5. Select Special National Powers and Fort Schedule
5.1.0 Fort Schedules
	Schedule
	Cost
	Capital
	Default
	Farmland
	Mountain
	Swamp
	Forest

	Default
	0
	Castle (41)
	Fortification (39)
	Castle (41)
	Hillfort (36)
	Swamp Fort (11)
	Forest Rampart (33)

	All Cities
	200
	Great City (31)
	Fortified City (3)
	Fortified City (3) 
	Mountain City (42)
	Swamp City (5)
	Tel City (4)

	Castles
	200
	Fortified City (3)
	Castle (41)
	Citadel (8)
	Mountain Citadel (9)
	Hill Castle (38)
	Forest Castle (35)

	Rapid Build
	200
	Fortified City (3)
	Motte-and-Bailey (7)
	River Fortress (20)
	Motte-and-Bailey (7)
	Simple Hillfort (1)
	Forest Ramparts (33)

	Strong Cap
	200
	Great City (31)
	Castle (41)
	Castle (41)
	Hillfort (36)
	Swamp Fort (11)
	Forest Rampart (33)

	Farmer
	150
	Fortified City (3)
	Fortification (39)
	Fortified City (3)
	Hillfort (36)
	Swamp Fort (11)
	Forest Rampart (33)

	Mountainy
	100
	Mountain City (42)
	Fortification (39) 
	Fortification (39)
	Mountain City (42)
	Swamp Fort (11)
	Forest Rampart (33)

	Swampy
	100
	Swamp City (5)
	Fortification (39) 
	Fortification (39)
	Hillfort (36)
	Swamp City (5)
	Forest Rampart (33)

	Forester
	50
	Tel City (4)
	Fortification (39) 
	Fortification (39)
	Hillfort (36)
	Swamp Fort (11)
	Tel City (4)

	Best
	250
	Great City (31)
	Citadel (8)
	Citadel (8)
	Motte-and-Bailey (7)
	River Fortress (20)
	River Fortress (20)


 Here’s the code:

--Default--

#startfort 41
#defaultfort 39
#farmfort 41
#mountainfort 36
#forestfort 11
#swampfort 33
5.1.1 UW Forts

TBD

5.2.0 Dominion Effects

5.2.1 Sacrificedom


#sacrificedom costs 100 points, plus an additional 100 points if you select blood as one of your national paths A-E (see next section.)


#dyingdom is worth 200 points.  So if you have both, it’s considered a wash.


#nopreach is worth 50 points, 100 points if you also have #dyingdom.

5.2.2 Temperature


Each step on the temperature scale away from 0 costs 100 points.


So, #idealcold -2 or #idealcold 2 would cost 200 points, etc.

5.2.3 Castleprod


Every 10 points of castle production bonus costs 100 points.

5.2.4 Reanimation


For 250 points you can whatever combination of #*reanim you want.  This also raises the price of your priests slightly.
5.2.X Other dominion features


That’s #domkill, #autoundead and #domunrest.


TBD. 
6. Select Mage, Commander and Priest Schedule

First, order the paths of magic A-H.


The available magic for each mage is given in terms of the eight paths A-H, A being the most common, and then the others in descending order.
6.0.0 Mage Schedules


Given the nature of the game, there are a *lot* of these.  Unless you purchase one of the upgrade options to make your mages thugs or the like, your mages all have the non-combatant commander profile and are poor leaders.


Weak mages will not have any paths above 1, rarely they will have a second point of path A.


Mediocre mages will not have any paths above 2, rarely they will have a third point of path A.


Strong mages will not have any paths above 3, rarely they will have a fourth point of path A.


Devastating mages will not have any paths above 4, rarely they will have *fifth* point of path A.


If your strongest mages are capital-only, they will be slightly stronger and cheaper (and it will cost fewer build points to give them certain special powers.)  You will get mages one step weaker than your strongest mages in your other forts.  If you have weak mages your mages cannot be capital-centered.


If your strongest mages are not capital-only, you can have a lot of them but it will be more expensive to give them useful powers or skills and they will have a higher gold cost.


Capital-only mages are highlighted in red text.


The prices for all of your mages “track”.
6.0.1 Weak, Narrow, Everywhere

	Mage
	MR
	Cheap
	Medium
	Pricey

	Build Point Cost
	-
	100
	50
	0

	A,B:25%,A:10%
	13
	50
	75
	100


6.0.2 Weak, Broad, Everywhere

	Mage
	MR
	Cheap
	Medium
	Pricey

	Build Point Cost
	-
	150
	100
	50

	A,BCD:75%
	13
	60
	85
	110


6.0.3 Mediocre, Narrow, Capital-Centered (0-X points) 

	Mage
	MR
	Cheap
	Medium
	Pricey

	Build Point Cost
	-
	100
	50
	0

	A2,BCD:50%,ABCD:10%
	14
	100
	120
	140

	A
	12
	40
	60
	80


6.0.4 Mediocre, Broad, Capital-Centered

	Mage
	MR
	Cheap
	Medium
	Pricey

	Build Point Cost
	-
	150
	100
	50

	ABCD:100%x2,ABCD:10%x2
	14
	90
	110
	130

	AB
	13
	60
	80
	100


6.0.5 Mediocre, Narrow, Everywhere

	Mage
	MR
	Cheap
	Medium
	Pricey

	Build Point Cost
	-
	150
	100
	50

	A2,ABCD:10%
	13
	70
	90
	110

	A
	12
	40
	60
	80


6.0.6 Mediocre, Broad, Everywhere

	Mage
	MR
	Cheap
	Medium
	Pricey

	Build Point Cost
	-
	150
	100
	50

	A,ABCD:100%,ABCD:10%
	13
	70
	90
	110

	A
	12
	40
	60
	80


6.0.7 Strong, Narrow, Capital-Centered 

	Mage
	MR
	Cheap
	Medium
	Pricey

	Build Point Cost
	-
	200
	150
	100

	A2B1,ABCD:100%,ABCD:10%x2
	15
	150
	175
	200

	A,AB:100%
	13
	60
	80
	100

	A
	12
	30
	45
	60


6.0.8 Strong, Broad, Capital-Centered

	Mage
	MR
	Cheap
	Medium
	Pricey

	Build Point Cost
	-
	250
	200
	150

	ABC:100%,ABD:100%,ACD:100%,BCD:100%
	15
	140
	165
	190

	ABCD:100%,ABCD:75%
	13
	60
	85
	110

	ABCD:100%
	12
	35
	50
	65


6.0.9 Strong, Narrow, Everywhere

	Mage
	MR
	Cheap
	Medium
	Pricey

	Build Point Cost
	-
	250
	200
	150

	A2B1,ABCD:100%,ABCD:10%
	15
	160
	190
	220

	A2
	13
	60
	80
	100


6.0.10 Strong, Broad, Everywhere

	Mage
	MR
	Cheap
	Medium
	Pricey

	Build Point Cost
	-
	300
	250
	200

	AB,ABCD:100%,ABCD:100%,ABCD:10%
	15
	160
	190
	220

	AB
	13
	60
	80
	100


6.0.11 Devastating, Narrow, Capital-Centered (0-X points) 

	Mage
	MR
	Cheap
	Medium
	Pricey

	Build Point Cost
	-
	400
	325
	250

	A3B2,ABCD:100%,ABCD:10%x2
	17
	230
	270
	310

	A2,ABCD:100%
	14
	110
	140
	170

	A2
	13
	50
	65
	80


6.0.12 Devastating, Broad, Capital-Centered

	Mage
	MR
	Cheap
	Medium
	Pricey

	Build Point Cost
	-
	500
	425
	350

	A1B1C1,ABCD:100%x3,ABCD:10%x2
	17
	230
	270
	310

	A1B1,ABCD:100%
	14
	110
	140
	170

	ABCD:100%x2
	13
	50
	65
	80


6.0.13 Devastating, Narrow, Everywhere

	Mage
	MR
	Cheap
	Medium
	Pricey

	Build Point Cost
	-
	500
	425
	350

	A4B1C1,BCD:100%,ABCD:10%
	17
	250
	300
	350

	A3
	14
	110
	140
	170


6.0.14 Devastating, Broad, Everywhere

	Mage
	MR
	Cheap
	Medium
	Pricey

	Build Point Cost
	-
	600
	525
	450

	A2B2,ABCD:100%x2,CD:100%
	17
	250
	300
	350

	A1B1,CD:100%
	14
	110
	140
	170


6.0.15 Second Schedule with Different Paths

As long as you leave A and B the same, you can have as many schedules as you want, swapping C…H, at the given cost.  If you change path A or B, add +50 to the base cost of each additional schedule.

6.0.16 One-More-Pick-Please


You can modify a schedule by changing all randoms containing CD to also contain E (CD->CDE,ACD->ACDE,BCD->BCDE,ABCD->ABCDE). This change costs 50 points if the only randoms changed are in your capital and 100 points otherwise.

You can modify a schedule by adding an additional pick of path B, C or D (or, if you have taken the option above, E) to your strongest mages.  This costs 200 points if your strongest mages area capital-only, and 400 points otherwise.  You cannot do this for any path such that the maximum possible value for that path exceeds your maximum value in path A (for example, if you have Devastating, Broad, Everywhere as your schedule, you can take an additional point of C or D, since those could still never be higher than 4, but not of B, since if you did you could get B5 which exceeds your maximum value of A4.)


All of these costs are counted as part of the “base cost” of the schedule that is modified in this way.
6.0.17 Forge Bonuses


You can modify a schedule by adding a +25% forge bonus to all the mages recruited out of that schedule.

This costs half the *base price* of the schedule, plus an additional 50 points.  It costs an additional 100 points on top of that if your race is Large, or another 200 points on top of that if your race is Huge.

6.2.0 Priest Schedules

6.2.1 No Priest Schedule (special)

6.3.0 Commander Schedules

6.3.1 No Commander Schedule

6.4.0 Mixing Commander Roles
6.4.1 Mage/Commanders

6.4.2 Mage/Priests
6.4.3 Priest/Commanders

6.5.0 Special Skills

6.5.1 Research Bonuses (Mages Only)
6.5.3 Healing (Mages and Priests Only)
6.5.4 Foresight (Mages and Priests Only)
6.5.5 Recruit Troops 

6.5.6 Sailing

6.5.7 

7. Design Mages and Commanders
8. Select Summoning Schedule

TBD
9. Design National Summons

TBD
