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INTRODUCTION

BAMNDIT KINGS OF ANMCIEMT CHINA i=
bazed on the heroic struggies of the
andit kings of the Song  Empire.
Although they were branded as ocutlaws
by a corupt govaernment, these men
weare Detter known for thair ‘courage,
mmercy, and love: of justice. While Gao
Cu's. ewll cspread  throughout- Ching,
these good fellows fought to defend
their families, lowed ones, and their
villages againist this scourge, They
were true heroes,

Mow, KOEl is proud to present the first
simulation game ever to be based an
this upigue and important period. in
Chinese history. We have provided the
past, s up to wou to determing the
outcome!

And if your plans should go awry,
remambear that the impartant thing is 1o

have fun! The real enjoyment in playing
KOEl games comes not from playing
a "perfect game” but from making
mistakes, learning from them, and get-
ting it right the second time. There are
many roads to victory. By beating your
own: path, you will have the satisfaction
of plaving the game your way. You
might even lgarn a little about yourself
in the process. But bewara, 12th Can-
try Ching is ng place for the weak at
heart, and & single mistake could cost
you the Song Empire!

SAFETY TIPS

Betore: beginning BANDIT KINGS,
please read the following:

1} Always turn the power off before
inserting or remaoving the GAME PAK
from yvour NES.

2) Do nat store game inextreme tem-
paratures. Newver hit or dropg it

) Avoid touching the terminal con-
neclors,

4) Mever attemnpl to lake your GAME
PAK apart,

5) Use of cleaning agents can damage
the GAME PAK.

@ll. BEFORE YOU BEGING

Il. BEFORE YOU BEGIN

GAME OVERVIEW

Atthe turn of the 12th Century, the Song
Dynasty of Ching was abowt o cal-
lapse. The narthern Garbarians were
close to invading. and the evil Imperial
Minizter Gao Qiu had usurped Emperar
Hui Zhong's power. Under Gao Qiu's
despatic rule, good man were axiled,
whilg evil men were given power. Even-
furatly, the exiled heroes, branded as
thieves, gathered together (o oppose
Gao Qiu and resiore stability 1o the
Ermpire,

You, the player, are ona of these fear-
less bandits, Gather heross o your
side, attack, and end Gao Chue's tyranni-
cal rulel

+ Basic Terms

Prefecture : 1 of the 42 sections dividing
the game map

Territory @ Pretecture owned by some-




ane

Good Fellow : 1 of the 10 major charac-
ters you can play

Bandit : character serving 8 Good Fallow
Chieftain - Bandit ruling a territory
Minister : Evil Gao Qiu

Official : character serving Gag Qiu
Magistrate . Official ruling a Territory
People : characters who become Ban-
ditz or Officials

Heroes : any Bandit, Chieftain, Good
Fellow, Official, Magistrate, or Minister
Men : heroes' soldiers

WINMING THE GAME.
(1) Victory

You must stop Gao Qiu... permangntly:
But, in order to challenge Gao Qiu, you
must hecoms an equally powerful fig-
ure in the Empire. By gaining territaries,
winning battles, and daing good deeds,
vou will gradually become more popu-
lar. Each January, the Emperor

segrohes China for a champion with
enough popular support to defeat Gao
Qiu - If the Emperor chooses you, he will
issue you an Imperial Edict, giving you
the authority to fight and kill Gao Qiu.
(2) Defeat

You can lose the game if;

« your Good Fellow dies

+ wour Good Fellow is imprisoned or
bacomes a Criminal

* gny Good Fellow besides your own
kills Gao Qiu

= wou do not kill Gao Qiu before the
Morthern Barbarians invade in January
af 1127 AD.

Multi-player games end whan all
players’ Good Fellows arg killed aor
imprisoned, or when it becomas 1127
AD. If a player guils early, the com-
putar will take the part of thal plaver's
Good Fellow and continue play,
USING THE CONTROLLER _
You can use either controller 1o play. In

multi-player games, any player can use
either controller:

(1) Selecting a Command

Use the + button to move the cursor to
the desired command, then press but-
ton A to enter your choice: To turn the
page of main commands, press the +
button +— —. If there are morg sub-
commands under the main command,
again use the + button and button A to
antar your chaice, I yvou press bulton B
before choosing a sub-command, the
caommand will be cancelad and the
soreen will refurn 1o the-main display.

{2) Yes or Mo Questions

Before commands are executed, vou
will be asked if il s akay to go ahead
with the command. These questions will
end with (¥/MN). To answer ¥ {execute
command}, press the 4 button =, To
answer M (cancel command]., press
tha 4+ button —.

{3} Entering Mumerical Values

@. BEFORE YOU BEGING

When a command raguires you to enter
a numerical amount of gold or soldiers,
the range of the amount possible for
yiou to enter will be shown. Press the +
button « - to move to the appropriate
numeric columng, and up and down to
raise or lower the value. Press button A
to enter the value.

Get the maximum valug by moving the
cursar far left and then pressing the +
bution:

Get the minimum valus by moving the
cursor to the far right and then pressing
the + button —.

Values exceeding what is availabls will
not be enterad,

(4) Indicating Direction

Cin the Battle Display, you will need to
indicate direction when you position
your units, move, or attack. Indicate the
appropriate direction using the + but-
ton, then execute an atiack or move in
that direction by pressing button A, See




chart balow; t

{5) View Lists 1

Tamave the fist from side to side, press
the + button ——. Move up and down
the list by pressing the + button up ar
o,

(6) Choosing a Prefecture

The cursor will peint to your current
focation on the map. Move the cursor
with the + button, choose with button
A, and then answer Y/N to either exe-
cute this choice (¥) or cancel it {M).
(7) Choosing a Bandit

‘When you need to appoint ong of your
bandits to do a command, you will pick
him ar her from the list of names

shown. Use the + button to move the
cursor next o the name and press
bution A 1o salect,

Ag there may be mare than 1 page of
names, the current page numkbxer will be
shown in the lower right cormer. To turn
the page, press bulton B, then select
[eharge] by pressing button A.

If you only have one page. of bandits,
pressing button B will cancel the com-
mand. Te cancel when there is more
than 1 page of bandils, press button B,
then press button B again when
[change] appears. If you have already
selected bandits, then prass button B
one more time,

In cases where you can pick 2 ar mare
banditz, a8 = mark will appear next to
the names you choose, Choosing the
sarme bandit twice will cancel him from
your selaction. After you have finished
picking all the bandits you need, prass
bution B

T e

GAME OPTIONS =45
The wait time for messages can ba
shortened  or lengtherned  using  tha
Command <Other? Option OWaity, Mes-
zage wait time is 5 at the start of gach
nNew game.

@il STARTING AND ENDHMNG THE GAME®

Iil. STARTING AND ENDING THE GAME

STARTING A GAME
While the systern is OFF, nsert GAME
PAK, then turm on the power. Afler the
opening animation sequence (or during
it, if you wish), proceed to the game by
pressing the START button. The follow-
ing Messages appear:

1: Begin a Mew Gama

2 Load & Saved Game

Select which option?

STARTING A NEW GAME
{1) Choosing a Scenario

Move the cursor to "Begin a Now
Game”, then press button & The fol-
lowing 4 scenario choices will appear:
Scenario 1 -1101 AD.-

Leopard Headed kills the agents of
Gag Qiu and is exiled to the frontier.
Scenario 2 -1103 AD.-

Welcorme: Bain, against his wishes, kills
his evil wife and is forced to flee.



Scenario 3 -1104 AD.-

Welcome Rain writes a revolutionary
song that leads {o his capture.
Scenario 4 -1105 A.D .-

Heavenly King is struck by White Lion's
poiscn arrow and falls in battle.

Al Good Fellows start Scenario 1-in
exile. Bagin by settling and building up
a prafecturg. By Scenario 4, all Good
Fellows have territories and many ban-
dits, and can go to war right away.
However, their enemies will have
become strong as well. Move the our-
sor 1o the scenarioyou want, then press
button A,

(2) Number of Players

[How many playsrs?]

| B ffwe s B S

Depending on the scenario, up to 7
players can play at the same tima. If you
choose 0 players, the system will play
the game by itself. (Ta end a Q-player
game, press the reset bufton,)

{3) Choosing Your Good Fellow

[Player 1, choose which characier?]
The Good Fellows you can play depend
o the scenario,

Secenaric 1 Tattooed Priest, Kine
Dragons, Leopard Headed., Hairy
Prigst, Blue Face Beast.

Scenaric 2 Tattooed Prigst, Ring
Dragons, Welcome Rain, Leopard
Headed, Hairy Priest, Blue Face Beast,
Heavenly King.

Scenaric 3. Tattooed Priest, Mine
Dragons, Black Whirlwind, River
Dragon, Heavenly King,

Scenaric 4. Tattooed Priest, Nins
Dragons, Welcome Rain, Bald Eagle
{4} Setling Abilities

Body 000 Integrity 00D
Strength 000 Mergy 000
Dexterity 000 Courage 000
Wisdom 000

Press button A to set Body, Strength,
Dexterity, and Wisdom.

The limits of these abilities differ tor
aach Good Fellow. The maximum value
is 100 Integrity, Mercy, and Courage
are pre-determined.

When ability levels have been deter-
mined, youwill be asked "Is thig-all right
OrANYET IF ves, press the + bution +—, If
no, press the + bulton — and reset the
ability leveis,

(5) Setting Game Level

Sat game at what level?

T e e B

The higher the number is, the harder the
gamea will be,

(6) Final Check

[ls everything all right (¥ /M7

If yes, press the + button to the « the
Main Display will appear and the game
will begin.

If no, press tha + button 1o the — . You
can then start over from the first men,
SAVING GAME DATA L) el
Uze Command <Other: Option Saves.

@11, STARTING AMD EMDING THE GAME®

You can only save the data for ope
game at a time: Whan you save & new
game, the praviously saved garme will
be erased. Because of this, you will
raceive a warning meassage and "Sure
yau want 1o save (YN before you
can save your game. If yes. press the
Bulkon — and your new game data will
b saved

QUITTING THE GAME

(i} Use Command <Other: Option
“0uity. "Do vou really want to quit{y )
MY will appear. If yves, press the +
button .

(21 You can choose the G-playver oplion
(the computer will play by itself)
"Watch computer  play(y SN will
appear, If you do not want {o watch,
then press lhe + bution —.

(3) Freserve your game data by press-
ing RESET every time you turn off the
frower,



LOADING A SAVED GAME
Aftar the opening, select [2: Load a
Saved Gamea] from the first menu.

THE MAIN DISPLA‘l’

Areas,

(1} The year, month, seasan, prefectura
number and rame, and symbols re-
presenting a Shipyard or Smithy.

(2) The Ruler of the prefecture, his or
her picture, and the Owner of the pra-
fecture. {if the prefeciure has no owner,

the message "Empty” will appear.)

{3) Prefaectura attributes or data of any
exiled herg prasent in the Prefecture.
(4] The command fist (Press the +
button «— or — for page 2 of the com-
miands.)

(5} Messages

+ Ta see the main map, press button 2
when the main display is on scrasn.
GAME PLAY

BANDIT KINGS OF ANGIENT CHINA is
played by monthly turns. March through
May is Spring, June thraugh August is
Summer, September through Novem-
bar iz Fall, and December through
February iz Winter. The games always
starts in January.

Every month, a random rotation deter-
mines the ordear in which a ruler's tum
comes up. Every Ruler has one furn per
manth to carry out & command. You
will input commands only for your
Heme Frefecturs, and any. Territony in

@1v. THE BASICS®

which wour Sworn Brother or sister 15
Ruler, Empty Prefactures do not get &
turn.

it & war beging, this rotation is inter-
rupted until the batile is over. The
soreen will switch to the Battle Display,
and instead of Main Commands, the
twio warring players will issue Battle
Commands. One  battle lagts one
meonth, and is divided into 30 days.
Every day, each hero will be able 1o
exacUte one command. When ong side
wins, or the 30 day limit has Deen rea-
ched, the battie will end, and the screen
will return to the Main Dispiay.

As the game progresses. players
pecome stronger, and their lerritories
expand., However, typhoons and snow-
storms <an hit at critical. moments,
while unhappy citizens may riot against
you. Alse, if vou do not keep your
bandiis happy, they may desert yvou.

If wour Good Fellow's Popularity

i



exceeds 250 at the beginning of any
vear, the Emperar will award you with
the Imperial Edict. With this Edict, you
may attack Exil Gao Qiu's Home Pre-
fecture. Without the Edict, vou can
atlack Gao Ciu's territories, but not his
Home Prefectura; Once a  player
receives the Edict, he can only lose it by
going into Exile, or by dying,
CHARACTER ATTRIBUTES

All 255 characters in BAMDIT KINGS
have 1he same allributes, but their
strengths and weaknesses make each
one unigque. Some of the atiributes will
change during the game. To see a
character's atiributes, uze the com-
mand <Views.

“Mame?

(predetermined} Micknames arg uged
for easier game play.

<Age’

Each January, everyons ages one year.

<Position:

Therg are 32 social ranks. On the good
side are Good Fellows, Chiettaing, and
Bandits, On the bad side are the Minis-
ter Gao Chu, his Magistrates, and his
Officials

Before becoming & Bandit or an Offi-
cial, a character's position s deler-
mined by their profession. Some char-
acters move about freely, whergas
others do not. Characters give up their
professions and becomea either Bandils
or Officials when recruited by a Good
Fellow or Gao Qiu, If & bandit swears
brotherhood with a Goed Fellow, the
character's new position will be Elder
Brother, Younger Brother, Elder Sister,
or Younger Sister.

Serves:

Who a character serves. Only the
players {Good Fellows) or Evil Gag Giu
[Minister) may have charactars sgrving
under them.

dhMen: hMax 100
The number of soldiers a char-
acter has. Increase this value

with the command <Hire Men:. On the
Battle Map, the number of Men is dis-
played on each character's Unit
marker,

“Stearsman:

Having this helm mark means
that the charactar can steer &
ship. This ability is predetermined and
cannot be changed. A character with
this ability has a bhetter chance of cross-
ing rivers and lakes.

<Ship:

Having this ship icon  maans
that the character has a ship.
{n the Battle Map, only characters who
hava ships. may enter river or lake
hexes, A character may buy a ship from
a Shipyard (<Travel: command), or can
have a ship made for them by a quali-
fiad character {<Make> command).

@1V. THE BASICS#

a (Bodyr Max: 100
% The character's stamina. When

= a character's Body goes down,
he or she becomes fired. Tired charac-
ters are unable to follow your com-
mands. In  battle, a tired character
(Body less than 100 must pass his twrn
resting, and an exhausted character
(Body 0}, canngt defend himself and
will be ecaptured if afttacked. Each
month, every characler gains 5 Body
points. Command (Resty recovars 10
Body points for all Heroes in the Pre-
fecture. Body cannot excesd Body
Maximum value.

. Strength> hiax: 100
.I A character's physical
strength.  Strength  is used

when doing service (Command (Ser-
vicer), or when fighting [Command
Fight>). When Strangth Experience
reachas 100, the character's Strength
will increase by 1 point, Strangth Expe-

12



rience will then return 1o 0, and must be
built up agsain.
i «Dexterity: bdax: 100
i A character's manual dexterity
= | and fighting ability. A high val-
ve iz very useful for hunating (Command
dHuntx). When Dextarity  Exparignce
reachas 100, the charvacter's Destarity
will increase by 1 point.
] MWisdom: hax: 100
Lt The character's basic intelli-
gence. Useful when soliciting
gold or metal {Sommand (Solicity),
moving supplies (Command <hove:),
and forming alliances (Command
cAlly>). When Wisdom® Experience
reaches 100, the character's Wisdom
will increase by 1 point.

JIntegrity: hax: 100
& character's maral fiber.
Good Fellows with low integ-

rity will have difficulty recruiting charac-
ters with high integrity. High inlegrity is

useful in training troops (Command
<Train?). But, rulers with high integrity
do not get much reaction frome their
parties (Command <Feasi:).

‘Mercy: hiax: 100
@ A character's sympathy for his

fallow man. Characters with
high Mercy values like each other,
making recruitment easier. Bulers
known for their Mercy will receive less
laxes from their subjects, and |ess
money when  soliciting  (Command
Salicits),

<Courager Max: 100

A character's bravery. Coura-

gecus Good Fellows can
recruit the braver characters more eas-
ity. High Courage also increases hunt-
ing gains, but lessens chancas of invit-
ing Heroes to vour laie. In battle, char-
actarg with high courage will usually
accept a duesl,

Pl - Popularity> Max: 994

w Popular support far a Good
haollll Follow. Helpful in allying, fail-
ure to reach an agreement will
decrease popularity. When you take a
new Territory, and your Suppart is mare
than 40, vour Popularity will increasa by
12 pointz. i Suppart iz lesz than 440,
your Popularity will decreoase by 12
points. Successiully fighting wild beasis
also increases popularity, Once you
raach 250, yvou will receive the Imperial
Ecict, Even if popularity drops below
220 after thal, you will kesp the Edict.
A Loyalty>

A characier's loyaliy to a. Hero:
It low, the character may
refuse to carry out your orders, or
might desert you. Loyalty decreases
every year depending on compatibility
petween them and their ruler. A bandit
whose loyalty is 35 or over can become
a Sworn Brother or Sister, again depen-

@1vV. THE BASICS @

ding on compatibility with the Good
Fellow they serve. If a Bandit swears
brotherhood with a Good Fellow, his or
her loyalty will become 100 and never
decrease.

On Character Compatibility

Integrity, Meroy, and Courage deler-
mine a character's persanality, Try to
racruit characters with values for these
thrae attributes which are roughly the
same as (but lower than) those of your
Good Fellow. i owell matched, a bandit's
lowalty will not decrease very quickhy.
Compatibility is important when you
swear- brotherhood {Command
tHeroes>) . recruit. {(Command
cTravel:), or invite socmeone to your [air
{Command. CAl).

PREFECTURE ATTRIBUTES
Prefecture Attributes are shown gn the
bain Display and reprazent the condi-
tion of the Prefecture. To give good
arders, you should understand these
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attributes.

Shipyard:
If the shipyard symbaol is pres-
ent, the Prefecture has a ship-

vard that can be accessed with the
Command (Travel: You can buy ships
al the shipyard.
“Smithy>
If the Smithy symbal is present,
the Pretecture has a smithy
that can be accessed through the Com-
mand <Travel:. ¥You can buy weapons
at the smithy.

i LGold: Max: 9959
If Support is more than <0,
evary January your Gold wil
II'IFFGFJSL The amount i influenced by
Wealth, Suppart, and the Ruler's Mercy
Evary month, Bandit followers must be
paid, If thersis not enough Gold, loyalty
will decrease. By using the Command
{Hunt> and selling the Food or Fur you
receive, you can also get Gold: The

Command <Solicit> may vield soms
guick cash as wall,

L {Food> Max: 9585
% If Support & more than 40,
" [ i

Food will increass every Janu-
ary, The amount is affected by the Land
Aftribite, Support, and the Ruler's
Mercy. You can get Food with  the
Command <Hunt* or buy or sell Food
at the Marketplace (Command
{Travelr). There must ba Food for your
rmen, ar they will leave you,

R {Metal: Max 290

e !*.ﬂeml s Necessary whean mak-
- ing weapons with the Com-

mand (Make:, Increase metal with the

Command <Solicity.

AFur: Max: 59599
Raize Fur with Command
d “Hunt*. Buy or sell Fur at the

Marketplace {Command <Travel:}.

~Rate> Max: 100
Fate is an indicator tor market
prices. When high, the prices
for Food, Fur, Arms; Ships, and Men go
up. The norm iz 500 It will fluctuate every

month,

¢{Heroes: hMax: # of castles ® 5

Mumber of Heroes in the Pre-

| fecture. Command <Travel» is
& quick way 10 recruit Heraes.

‘Men: Max: § of Heroes x 100

ﬁ Total number of soldiers in the

Prefeciure, Use the Command

(Hira Men» 1o

tOrganize  Option
increase hen.
Skl Max: 100

Fighting ability of the Men. A
high walue will make your Men
harder to defeat'in battle. Increase skill
with Command <Train>. If there are no
hem, Skill will e O

@1\V. THE BASICS@

LArme: bax: 100
The amount of weapons your
Mear have, A high wvalug

reduces losses in baltle, and increases
the vollevs your archers can fire, Raise
Arms by making weapans {Command
<Maker), or buying them (Command
<Travel:}. If there are no Men, Arms will
be 0.

“People> hMax: 35

\ptf Mumber of recruitable people
in your Prefacture. This num-

ber changes as pecple come and go.

<Castlas> Max: 7
Mumber of fortified castles or
lairs, Bultiply this number by 5

tor get the maximum number of Heroes

that vour Prefecture can hold,

; | {Support> Max: 100

“ The amount of popular sup-
part the Ruler has from his

citizens in the Prefecturs. A ruler with

Support below 40 will not receive laxes

i
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in Jdanuary. A Riot can occur when
Support is between 40-55. Raise Sup-
part with Command <Servicer or Com-
mand <Giver 1o <Citizenss.
<Flood> dax: 100
{ Lavel ol flood prevention in the
=8 Prefecture. Raise with GCom-

rnaru:l “Servicer Option (Flood:, A high
value decreases chances of fyphoons
hitting your Prefasture,

P cLand: Max: 100
Level of productivity. Deter-
mines how much Food you
receive in January. Raise Land wilh
Command <Servicer Option <Farm>.
Fln}r}as and snowstorms reduce Land.
N Wealth: Max 100

U Wealth of the citizens. - This
determines the Gold you
receive in January, Raise Wealth with
Ccommand <Service: Qption <Build:.
Epidemics and Iyphoons reduce
Wealth.

EVENTS

[Yearly Events Oceurring in January |
Taxes: Hulers with Support 40 or over
receive Food and Gold.

Depreciation: Skill, Arms, Flood, Land,
Wealth, and Support slightly decrease.
Aging: All characters age ong year,
Unrest. Loyallies decrease depending
on the characters' compatibility with
their rulars.

[Seasonal Events |

The season changes in March, June,
September, and December:

Typhoon: In Summaear, iyphoons may hit.
A Typhoon decreases Flood, Land, and
Wealth, and ncreases the: Rate in the
Prefecture it hils.

Snowstorm: In Winler, heavy snows may
fall. A Snowstorrm makes movemeant
(Command <Mover) ar fighting (Com-
mand <Fight?) impossible. Land and
Support decreases; Rate increazas. The
effects end when the snow melts in the

Spring.

Epidemic: Epidemics can hit in any
season, Wealth, Support, and Body will
decrease, Men die and Rale intreases
Festival: Spring and Fall bring Festivals
1o the Song Empire. The effects of
hese avents remamn o mystery even
foday.

Wild Beasts: Bears, waolves, lecpards, ar
tigers of unusual size can terrorize your
citizens. They remain for one season.
Zee Command <Fight> Option
“Beasts.

[ Monthly Events |

Rata Change: The Market Rate changes,
affecting prices of Food, Fur, Arms,
Ships, and Men,

Expenses: Lack of Gold or Food can
lead o mass desertion among your
Men,

Recovery: All heroes gain 5 Body
points. Body will not rise above the
character’'s Body Maximum.

@IV. THE BASICS®

Riot: When a rular's Support is belwesn
40-55, & riol can accur. Riols are some-
times quelled by giving the citizens
Gold or Food. A mistake may mean the
end of the Prefecture's Rular.
Desertion: When a Bandit {or Official)
has foo lowa Loyalty, he may leave his
or her master.



V. MAIN COMMANDS

COMMAND LIST

Main Commands

Fight

Sorvice —

War
Beasts
Flood
Farm

Miake

Move -

— Bl
Ships
Weapons
Hero
Supplies

-To Exile

Ally ———— — Treaty
|_— Invite

Reaturn
——~Market
— Dowritown
———Smithy

— Shipyard

SUI1CI1—|: Giold
Metzl

Hupt—————Food

L Fur

Heroes —

Organize—

—— Brathar
Exile
— Fromote
——Oirders
— Hire Men
— Give hen

Ships

(press the + bulton = — 1o see the
following commands)

Train
Faast
Rest
Give —|——Glta2 BN
Hero
Wi Home
Hero
—— People
Exile
F—H. List
F =kt
:— E. List
I -(Other

Hero
——People
Exile
= gt
! o
EEE |
~Deomain
Allies
Other— Save
~ \Wait
L _.__Quit
Exile Commands  Flee
Fecruit
Sattle
Rast
Viaw
Other

HOW TO ENTER COMMANDS
(1) Game Turns

Each Prefecture has ane command per
month {not including Empty  Prefec-
turas), Turn order is random, and
changes every month. You can choose
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command for your Home Prefecture,
and amy Prefecture ruled by your Sworn
Brother or Sister. Your Chieftaing will
execute orders on their own. Control
what kinds of commands your Chigl-
tains select by using Command
‘Herozs: Option (Ordersg:,

{2) Entering Commands

To enter commands (and sueb-
commands), use the + buttan to move
thie cursor to the command you want,
then press button A0 If you make a
mistake, press butlon B 1o return to the
command list. Ta get to page two of
commands, press the + bution + —.
Invalid commands, such as going o a
Shipyard in ‘& Frefecture that has no
Shipyard, will be shown in red.

{3) Who Will Execute Commands
When entering a command, you must
sometimes selact a bandit to carny i
out. Often it will be yvour Good Fallow,
but ether times you will want 1o use ane
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of your Bandil followsrs, As all com-
mands require different abilitias, pick
vour bandit wisely.

Carrying out commands costs a char-
acter Body points. If the character does
nat have enocugh Body points, he will
refuse your order. The amount of Body
points used depends on the difficulty of
the command.

Whean a character successfully carries
aut & command, he or she will gain an
exparience bonus, Which attribute this
applies 1o depends on the command.
Whan experience reaches 100, the
character's corresponding atiribute will
increase by 1, Experience then returns
to O and must be built up again.
Increase your bandits’ attributes in this

way.

COMMAND EXPLANATIONS
There are 16 Main Commands. Due to
fatigue or ather reasons, you will some-
fimes be unable to use all the com-

mands,

1. FIGHT

a. ‘War: Body-10

Yoau must go to war if you want o gain
Territarigs. You can only atlack enermy
Tarritaries thal border your Prefeciure,
and cannot attack a Good Fellow you
are allied with. You cannot go to war
during a Snowstorm. Going to war
costs Gold and Food.

In the event of war:

1. Choose up te 10 heroes to go io war.
It iz not neceszary for your Good Fellow
or your Chieftain o go. Each attacking
hero and 100 Men will cost 24 Gold in
provisions, If the Hero has less men,
you pay less gold, If you do not have
enough Gold, you cannot send that
hero, Use the cursor 1o point to the
name of the hero you choose 1o send,
then press-button A0 A+ mark will
gopear next to the the hero's name, if
you change your mind, choose the

—-.ﬁi-‘

same hero again and his + will dis-
appeaar. If you chonse to send less than
10 heroes to battle, hit button B IF your
Chieflain goes fo battle, a new chieftain
will autamatically be selected on the
basis of attributes and loyalty.

2. After choosing heroes, move the
agrrow [using the -+ button) to the Pre-
fecture you want to attack. You cannot
attack allies, or your own domai.

3. Decide how much Food 10 take with
you. You will be told how much Food
you will nead far 30 days. Enler the
amount of Food you wish o take (sse
"Entering Mumarical Values" in section
.

4. ou will then be asked "Is everything
all vight [/

If unsatisfied, answsr "N [+ button —)
and repeat the process. Answering "Y”
(= button =) will send you to battha.
The defending Prefecture will either
fight or flee. If thay choose to fight, the
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soreen will switch 1o the Baltle Display,
and the battie will begin, [See section
Wi WaR for further explanation.)

b. “Beasts: Body <10/ Strength Experi-
ance +507

Dexterity Experience +50

Hunt dowr wild beasts that are terrariz-
ing your citizens: Beasts have 1o be
present. The beasts will leave after one
season i vou do not hunt thom, A
piciure and number will appear on the
Main Display telling vou what 1ype and
how many beasts are in your Prefes-
ture. Your Hero's Dexterity and kden will
be pittad against the strengths of the
beasts you are hunting down. The four
types of beasts, from strongest to
weakest, are: Dears, bigers, leopards,
and walves, Killing heasts raises Fopu:
larity 1 10 5 points, Failure means a drop
in Popularity, the loss of life of your
ten, and serious injury or death to the
Hero as well.
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2. SERVICE

Body -15/5trength Experignce +10
Effacts depend on the Strength of the
Hero you appoint. Gitizens will be
grateful, and the Ruler's Support will
increase according to his Meroy, (Mer-
ciful Rulars are liked better.)

a. ‘Flood:

Build dams and canals to help safe-
guard your Prefecture from typhoons,
The maximum value is 100

b. <Farm:

Cultivate land and raise your Prefec-
ture's Land walue, A high Land wvalue
increases the amount of Food you
receive in January. The maximum value
ig 100,

c. “Build>

Do construction and  increasa Your
Prefecture’s Wealth. The wealthier the
cilizens are, the more Gold you will
receive in January. The maximum s
100,

3. MAKE

Build weapons or ships instead of buy-
ing them:

a.<Ships’ Body -15/Dexterity Experi-
ence +15/Wisdom Experience +10
Iige this command to provide ships for
the Bandits inyour lair. Onby characters
with Stesrsman ability and Skill of 70 ar
greater can carry out this command.
You must also pay a certain amount of
Gold for evary ship built

First, decide who will make the ships,
Then enter the number of ships you
want to build and press button A, You
will be told how much Gold i5 reguired.
Anzwer "7 it you want to pay it, and
"M i you do not. After the ships are
made, you will be asked "Give ship 10
wha?' Move cursor to the namea of the
Herg you want to give the Ship to and
prass button A Only heroes with ships
can oross lakes and rivers on e Batlie
kap.

b. <{Weapons: Body -15/ Skill Experi-
ence 10 Wisdam Experience 410
Make wegpons and increase Arms, A
hmigh Arms level will make yaur Ben
slronger in battle and give your archers
more volleys of arrows. The maximium
Arms level is 300, Only characiars with
Dexterity of 60 or greatar, and Wisdam
of B0 or greater can make weapons.
Metal is alsc necessany.

Decide who will make the weapons.
Enter how much metal you want to use.
When completed, Arms will increase
depending on the Dexterity and Wis-
dom of the maker, and on the amount
of metal used.

4. MOVE

Mowve heroes to another Prefectura,
gend supplies 1o a Territory, o aban-
den your Home Frefectura to go into
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Exile,

a. ‘Heror Body -10¢ Wisdom Experi-
enge +7

Move heroes from one Prefecture (o
ancther. If you move into an Emply
Prefecture, it becomes your Territory.
The new Prefecture’s Bular will be
decided in this order of pricrity; 1)
Good Fellow 2) Elder Brother or Sister
3) Younger Brother or Sister 4) Bandit
with highest loyvalty.

On the map, move the arrow to the
Prefecture you are moving from with
the + button, then press button A Do
tha same 1o show the Prefecture you
wish to-move fo. [Prefectures must be
adjacent to one another.) Your Good
Fellow can move Herces from any of
hiz Prefectures. A Chieftain can onby
mowe heroes from his own Prefeciurs,
Decide who to move by picking their
names with the cursor and pressing
Buttan & cne by ane. To cancel a hera




selection, pick that hero's name again,
Fress button B whan finished salacting,
Finally, decide how much Gold and
Food {0 send with your heroces.

b. “Supplies: Body -10/ Wisdom Expe-
rience +1&

Supplies are Gold, Food, Metal, or Fur,
On the map, pick the Prefecture from
wihich you will take the provisions, then
pick the Prefecture 1o which you will
gand them. Decide who will be in
charge of the move. Heroes with high
Wisdom do better. Enter the amount of
Gold, Food, Metal, and Fur you wish to
mowe,

c. <To Exile: Body -15/ Popularity will
decroase

Atandan your Territories and go into
Exile. Pick the Prefecture you wish 1o
move 40, then enter up to 9 heroes 1o
go with you, If you enter another Good
Fellow's tarritory where Support 15 less
thar 40, you will go to war. You loss all

your Territories  and suffer a large
decrease in Popularity when you go
into Exile. If you have the Impearial Edict,
you will lose it. in Exile, use Exile Com-
mands instead of Main Commands.

5. ALLY

a. ¢Trealy: Body -25/ Success: Wis-
dom Exparience +45

Failure: Wisdom Experignce +18
When you want o make a peace lreaty
with - another Good Fellow, send a
messenger with Gold. A treaty means
that no wars can occur between the wo
leaders for 3 years. The treaty period
will decrease 1 year gvery January. You
cannot ally with & Good Fallow in Exile.
Decide with whom you wish to make g
treaty. If you choose a Good Fellow you
are already sllied with, you can extend
your treaty. Mesl, sglect a hero o be
wour messenger, You will then be
gshown the amount of Gold: necessary.
The amount will be lowar for messen-

aears with high Wisdom. Answer "y” (4
puttan —) if you wish to pay it. Other-
wige enler "M [+ bulton —) and return
te the Main Display, For closely mat-
chad countries, your Good Fellow's
Courage will be the deciding factor.
b. <invite: Body -25/ Sucoess: Wisdom
Experience +60

Failure: Wisdom Experience: +23
Invite 8 Good Fellow and hig followers
to. join your lair. If successtul, that Good
Fellow and his followers will become
your bandits. You will be shown the
Good Fellows you can choose from,
and the number of followers they have.
Only Good Fellows with less than 2
Territories are  eligible; and other
players' Good Fellows cannot be cho-
gan. Choose the Good Fellow you want,
then select a messengar, Your messen-
ger's. Wisdom detarmines the amount
of Gold necessary. If you pay the Gold,
negotiations will bagin, The Good Fal-
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low will ask for you 1o pay his traveling
expenses to your lair. Even if you pay,
that Good Fellow can still refuse (o join
you. Ifyou do not pay, negotigtions will
and. Success depends on your Popul-
larity, and on the compatibility of the
two Good Fellows. You cannot invite
haroas to your lair if it exceeds the
maximum number of Heroes for your
Prefecture.

6. TRAVEL Body -10

Your Good Fellow leaves the lair 1o visit
the local town. In town, visit any loca-
ion as often as you wish. All towns
heve a Market and Downtown, but anly
zome have Smithies and Shipyards,
When finished, select cHeturn:.

a. ‘Market>

Buy or sell Food of Fur here: Prices rise
and fall with the Prefecture’s Bate value,
b. <Downtown:

1) Recruit. Recruit a person in your
Frefecture. Oniy Good Fellows and
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Sworn Brothers and Sisters can do'this.
Your Populanty s impartant, bot 50 15
your - compatibility with that person.
Failure slightly decreases your Fopular-
iy,

2) Divine: Learn what your chances are
for recruiting a person through mystic
spothsaying. Each divination costs cna
Gold, You will also learn what you must
do to increase your chances of recruit-
ing that perzon.

3) Rumor. For 10 gold, sege a list of
people throughout the Empire who ara
willing to join you. You will be shown
iheir names, pozitions, and Prefectures.
The list will only be of ¥ randam peaple,
with the actual total displayed at the
lawer right. People may move out of the
Frafectures shown and success is not
100%  guarantesd. These  are . just
TUMors.

c. “Smithy>

If there is & Smithy, you can purchasze

wedpons here. If you have no Mean, you
cannct buy weapons. Arms cannot be
raised above W0- The cost of weapons
varies with the Rate.

d. <Shipyard:

If there is a Shipyard, you can huy ships
harg. I evervone has a ship, you cannot
buy any mora. The cost per ship varies
with the Rate. After buying & ship, pick
the hero to give it to.

7. 850LICIT

Solicit Gold or Metal from yvour citizens.
The saoliciting Hera's Wisdom and Dex-
terity, and your Good Fellow's Marcy
determing the amount vou will receiva,
A merciful Good Fellow will not gat 100
much. Also be warned, as citizens do
not like their Ruler to Sclicl, yvour Sup-
port will go down.

a. JGold: Body -158¢ Success: Dexterity
Experience +5

Wisdom Experience +13

Failurg: Wisdom experience -+10

Appeal to your cilizens for Gold. Gold
maximurm is 9999

b. <Metalr Body -15/ Skill Experiance +
hfSucoess: Wisdom Experience +13/
Failure: Wisdom Experiance +10

Ask your citizens for Metal. Metal magi-
mum is 999,

8. HUNT

Hunt for Food or Fur, but not both &t
tha same time. You cannot hunt in the
Winter, Good Fellow's Courage and the
hunting Hero's Dexterity determine the
buant's yield.

a. {Food: Body -20/ Dexterity Expari-
ance +15

Huml animals and increase your Food.
Food cannot be increased beyond
9490,

b. {Fur> Body -20/ Dexterity Experiance
+15

Hunt animals to get Fur. Fur cannat be
increazed beyond 999,
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9. HEROES

a. <Brother:

Try 1o swear brotherhood with one of
your Bandils. He or she must be in your
Home Prefecturs and have a loyalty of
95 or over. A Sworn Brother or Sister’s
Lewyalty is 100 and never decreases, A
Frefecture ruled by a Sworn Brothar ar
Sister is controlled directhy by you, You
can only have 8 Sworn Brothers or
Sisters at one time. (Al higher game
levels, the maximum is less) The com-
patibility of your personalilies is impor-
tant for success, The bond will break if
a Sworn Brother or Sisler becomes a
Criminal or Prisoner.

b. <Exile:*

Send a Bandit into Exile. The people will
nat like this, resulfing in a drop in your
Popularity.

¢. <Promote:

Appoint -8 Bandit as Chieftain of a
Prefecture. This means demoting the



Prefecture’s current Chieftain. Pick the
Prefecture on the map, and the Bandit
you wish to be Chieftain. This will not
use up a tum.

d. {Orders:

Tell a Chigftain how to run the Prafec-
ture. Each order emphasizes somathing
differant, You cannot issue arders on
Sworn Brothers and Sisters. Your Terri-
tories are all "Entrusted™ until ordered
atherwise. lssus orders to as many of
your tartitories as you want. When fin-
ished, hit- button B until Main Display
appears,

1) Entrust: the Chieftain can do as he ar
she pleases.

2) Develop: builds up the Prefecture,
and sends extra. provisions too your
Home Prefecture.,

3} Expand: concentrales on taking and
building up Empty Prefectures. Hercas
will move about freealy.

10. ORGANIZE

a. “Hire Men>

Buy Men for wour army. The cost per
man will rise with the Hate.

b. Give Men:

Heassign Men among your Heroes,

. +~Ships:

Reassign Ships among your Heroas,
1. TRAIN Body -10/ Strangth Experi-
ence +117 Dexterity Experience +11
Train your Men to increase their Skill
Yau cannot train it you have no Man.
Skill maximum iz 100. The trdining
Hero's Strength and Dexterity, and your
Good Fellow's Integrity determing the
benefit fraining will have,

12. FEAST

Zall for a feast at any time. The cost is
10 Gold per person, but varies accord-
ing to the Rate. A feast will increase
your Herces' Body points and Loy-
glties, but Rulers with high Integrity
throw pretty dry parties that don't have
much effact on their followers.

13. REST

Rest for one turn. Every Hero will regain
10 Body paints.

14. GIVE

a. <Citizansg>

Give Food to your citizens to raise your
Support. You may ghve up to 10000 1f
your Mercy is high, the effect is greater.
When Support is 40-55, a Riot could
QCOUT,

b. (Hero>

Give Gold to a Hero 10 raise his or her
Loyalty. Give up 10100 Gold par fwmn to
cne hero. The increase depends on
your compatioility, Heroes with low
Layalties will desert you. Giving Gald 1o
a Sworn Brother or Sister is meaning-
less. Giving Gold to & Hero in one of
your other Territories will use the Gold
from that Prefecture, not your Homs
Prefecture.

15. VIEW

Loek at data in your own Territories as
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well as those in other Prefectures.
Unless you view an Enermy or Rival
Territory, viewing will not use up a wrn.
Scroll the lists by prassing the + buticn
+ = yp or down, Presd button B ta
change the page, then press button A
when the word [change] appears.
When finishad viewing, press bulton B
tor other viewing aptions ar, if finished
wiewing altogether, until Main Com-
mands reappear.

(H.List= List of Heroes, P. List = List of
Paople, E. List = List of Exiles.)

a. “Home:>

Look at data on your Home Frefeciure.
Cheosing Haro, People, or Exile will et
you view somebody specific. Selecta ™
List" to see information in list form.

b. <Other:

View the Heroes, People, and Exiles of
ather Prefectures. Indicate on the map
the Prefecture you wish to view using
the + butlen and button A, Aftar you




are dons viewing, you can pick another
Territory to view by choosing <Cthers,
(The data on screen will stay the same,
nowever, until you choose o view
<Datar for that new Prefactura.)

<. ‘Domain:

View data on the Territgries you con-
trol. This is in list form.

d. “Alliances>

View your present allances, and the
time ramaining for each of the treaties.
16. OTHER

Save your game, change the Wait time
on the messages, or Cuit playing.
COMMANDS IN EXILE

Good Feliows in Exile use thasze com-
mands, nat Main Commands. All Good
Fellows start Scenario 1 in Exile.

1. FLEE

Mowve to another Prefecture. Up to 9
Heroes may go with wou. This may
cause a decrease in Loyalty among
your followers.

2. RECRUIT

Same as Main Command <Travel:
Option <Recruitr, except a Good Fel-
Iow in Exile cannct recruit Criminals or
Prizoners. Success depends on com-
patibility and your Popularity

3. SETTLE

End your Exile by settling in an Empty
Prefecture. You can then uzse the Main
Display and Main Commands. If the
Prefecture you seftle in belongs to
another Good Fellow whose support iz
lazs than 40, you will immediately go to
war with the Ruler there. However, if
Support iz maore: than 40, the [oyal
cifizens will prevent the war by not
allowing you to sattle there.

4. REST

Same gs Main Command {Rasty.

5. VIEW

Same as Main Command <Vigw?,

6. OTHER

Sames as Main Command $Other:

Vi. WAR
EBATTLE DISPLAY AND MAP

When your Good Fellow or Sworn
Brother or Sister sands heroes to war,
the battle is fought on the Batile Dis-
play. Batlles by your Chieftains are
resolved autematically, withoul going
to the Battie Display,

1. The wear. month, and day, The
weather (ioon), and wind diregtion. The

Y. WARS

number, namea, and Ruler of ihe Prefec-
ture invadead.

2. The Food, Heroes, and Men for the
Attacking and Detending Armigs. High-
lighted numbers are the reinforce-
ments.

3. The Command and message Win-
dow.

4. The Battle Map. One hex holds one
Unit. One Linitis a Hero and his Men. To
seg the Map under the windows; hit
buttan B. Hit button B agdin to see
terrain under the Units.

TERRAIN

Each Prefecturs's Battle Map presents
a new challenge in terrain, There ara
high mountains that block passage,
deep forests that offer protection, and
rushing rivers that threaten 1o sink even
the hardy stesrsman. Each  terrain
affects movement and combat differ-
ently. Terrain will change with the sea-
san.
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Mountains: Impassable. Units
cannot enter Mountain hexes,

; & nor can archery attacks be
UIrEL-iB'd over them.

Hills: Hilis require 5 Movement

'=- =1 Foints to enter, and Provide

% excellent defense.

ok <] Forests: A good place to

@ defend from, forests cost 4
hovement Paints to anter, But,

& sprﬂads fast in forests,

. Plains: These grassy flatlands
2.7 reguire 3 Movermnent Points but
= =] poffer litthe protection.
| Castles: Bandit's Lair or a
L Magistrate's Fort. Castles give
I'T"] superior detense. Cosis 4
Movement Foints,
=] River: Must have a ship to
‘| CIOSS. ¥OU mMay only move 1
. =—*] hex when you enter a rivar,
Hiver hexes cost 4 Movermnent Points for
Steersmen, and 8 for non-Steersmen.

['-1ﬁ = Lake: Must have a ship lo
J=o~ = enter. However, in Winter,
L= o] lakes freeze and any Unit may
anter. Little protection. With Steersman
Skill 4 BMovement Points, without, &
Movement Paints,
1] Marsh: Freezes in Winter.
*L ,ﬂ‘ Always able to enter, but gives
i poor protection. Costs 5
Mouement Foints.
// lce: Lakes that freeze in Wintar,
j"/’ a Anyone can enter. Less pro-
A7) tection than plains. Costs 4
Movement Foints.
On River Hexes
All rivers flow from the upper left carner
to the lower right. When the current
runs wild, the Herg could be swept right
off the Battle Map and oul of Batile!
Heroes with Slearsman Skill will not be
swept as far as those withoot, Stears-
mien will also find it easier to go ashore.
A Hero swept down-river and off the

Map will go to the neighboring Prefac-
ture. If you win the battle, tha Hara may
rejoin your forces in the conguered
Territory. If yvou lose, he gy join you, o
become an Dutlaw in the invaded Pre-
fecture. A Good Fellow may end up in
Exile.

Combat in Ships

Ships can be sunk by enemy meleg
atiacks and fireballs. If a ship sinks, a
Sleersman might swim to shore but
athars will be captured.

Seasons and Weather

The Battle: Map changes with the four
seasons. Rivers, Lakes, and Marshes
freeze in winter, making passage pos-
gible and lowering Movernant points.
The tour weather types are; Clear,
Clouds, Rain, or Snow. Weather can
change each day. Wind direction influ-
ences the spread of fires.

TROOP DEPLOYMENT AND SUPPLY

When you attack a Prefecture, you
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chooze who to send 1o war, then
deploy your Units on the Baflle dMap, If
yvour Prefecture is attacked, decide
whether te tight or flee. If you decide 1o
fight, you will then deploy your Linits
Tha defender can have up to 35
Heroas, but only 10 Herzes can be in
battle at ong time. The other Heroes will
slandby as reinforcements. You can
call in vour reinforcements with the
Battle Command <Special> Qption
{Reinforce? when you have room for
them on the Battle Map,

a. Deploying Units

The hexes you can place your units on
are marked by the number of the
attacking prefectura in red, There are
10 deployment hexes for a maximum of
10 attacking units. Use the + button ta
move your unit o the hex you want,
then press button A to deploy that umit.
Repeal this process for each unit.

if you are the defender, you can place



up o ten units on any of the 20 number-
ed deployment fexes. Use the same
process o place defending Units. The
defender's units are always deployed
first

Altacking Wnits are marked by red
flags, and defending Units are marked
b blue flags. If the Prefecture's Buler is
present, his Unit marker will have a
stripe across it's flag.

b. Supply

A battle lasts 30 days. Each day is 1
turn. For each turm, you: can give ong
order to evary Lnit under your com-
mand. At the end of each day, the food
supplies decrease, the weather may
change, ships may b swept down-
rivar, and fires can spread or go out
Being caught in a fire hex causes loss
of men, and decreases your Hero's
Bicucdy Paints.

VICTORY CONDITIONS

As the war goes on, Heroes will tire. If

Body becomes 0, they will be captured.
The Attacker wins if:

+ all castles are ocoupied by attacking
Lnits fara full turn

+ the defenders run out of provisions
+ all defending Units an the Battle Map
are destroyed

* the defending Frefecture’s Ruler
(flag with a stripe) is captured, or
feaves the Prefecture by retreat or rivar
The Defender wins if:

+ the baitle exceeds 30 days

+ the attacker:runs out of provisions

+ all attacking Units are destroyved

+ the attacking Prefeclure’s Ruler is
captured ar lgaves the Battle Map by
retreat ar river,

AFTER THE BATTLE

a. Aftacker's Victory

The-Prefacture becomes the attacker's
Tarritory. The sitacker will capture the
remaining defenders, and has 4 options
when dealing with his  prisoners: 1.

FAecruit, 2. Imprison, 3. Exile, or 4. Exe-
cuie. Defeated Heroes may not want to
join you, but if you imprison them, they
will probably want 1o join you later.

b. Defender's Victory

The Prefecture will not change hands.
Any captured attackers will be dealt
with as above,

BATTLE COMMAMD Explanations
Muw—: Regular
Charge
Atlack hieles
—— Archary
Magic
Duel
Rest
Special ~Fireball
Put Out
— Reinforce
Fleg
View

a. Executing Battle Commands
You can give orders for each of your
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unils, Available commands are shown
m while, while unavailable commands
arein red. The number of kMen will be
displaysed on each unit's marker in
white, When the Hero has no more Mean,
his Body points are shown in red. About
5 Body points equal 1 man. If a Hero's
Body becomes B, he will be captured.
Commands. cost Body points. | a
Herg's Body falls o 10 or below, the
Herg automatically passes his turn; As
in Main Commands, Heroes gain expea-
rience from certain commands.

b. Command Explanations

1. MOVE Body -1

a. “Regular:

Mowe your Unit an the Battle Map. Lse
the + button to point the arrow e the
direction you want, and buttorn A to
execule the move. Every hex entered
costs Mowement Points.  Bemaining
Movement Points are displayed in the
Command Window. You cannot enter a

ar
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terrain if you do not have the reguired
Movermant Points, If you enter into a fiex
which is next 1o an enamy unil, your
hMovernant 15 slopped. You can only
pass an enemy fresly if you have 4
fimas that enemy's Men.

b. <Charge’

Move your Umit and atiack in the same
turn,. Your movement points for- that
turn will be greatly reduced. When next
to an enemy unit, you will be askad if
youwant io attack: If yes, then show the
direction of your attack with the +
button, and execute the -attack with
button A.

2. ATTACK

a. <Melea: Body -2/ Strenglh Experi-
ence +1

Hand-to-hand combal which can also
destroy enemy ships.

b. <Archery: Body -1/ Dexterity Experi-
ence +1

A long-range attack. You must target

an enamy unitthat is 2 hexes away from
you, in a straight line (see below). Only
heroes with Dexterity over 60 can uze
Archery, and those with Dexterity 85 or
over can hit the enemy Herg as well as
his Men.

¢. ‘{Magic» Body -20/ Wisdom Experi-
ence +5

The range of attack by Magic depends
an the Hero's Wisdom. The minimum
Wisdom necessary is 80, and the Hero
must have at least S0 Body Points.
Magic reduces the enemy's Body
Points and Men, and dazzles the lgss
intelligent Heroas, leaving tham paral-

yZzed for a time. The higher your Hero's
Wisdom, the mare damage this altack
does. Magic can only be done on
cloudy days.

d. <Duel> Success: Body -5/ Strength
Experience +15/

Dexterity Experignce +15

Failure: Body -4/ Strangth Experience
+5/ Dexterity Experience +5

This challenges the enamy Unit's hero
to fight with your hero one-on-ang. The
challenged Hero can accept or decline
the duel. [(Courageous hergoes may
accept a duel even if vou choose
"decling”) Heroes in Castles always
decling, The fight lasts until one Hero's
Body reaches 0. That Heroc will be
caplured and the attack will end. If one
Hero has a lot of Men. his Bien will
atiack the other Hero, reducing his
Body: paints before the dusl begins. It
you defeat an enamy Hara wha is stron-
ger than you, your Strength and Dexter-
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ity attribute increase 1 point directly.
3. REST

Stand by for 1 turn. Heroes with undear
40 Body points gain 2 points. Heroes
with Body above 40 receve no banafit.
4. SPECIAL

a. <Fireball: Body -1/ Wisdom Experi-
anca +1/Daxterity Experience +1
bdake a fireball and launch it at an
adjacent hex. The Hero musi have
Wisdom of 80 or greater. The season,
type of terrain, and Wisdom of the Hero
being attacked will influence the odds
for success. A fire in a hax at the end of
the day may spread, depending on
wind direction and waather, A& Hero
caught in a fire &t the end of a turn
{day) will lose Men and Body, Ships can
ne destroved by fire. You cannot make
firaballs in rain or snow.

b. cPut Qut: Body -1/ Dexterity Expeari-
erce +1/ Wisdom Experience +1




40

Counter & fireball. Instead of flesing &
hex on fire, you can try and put the fire
aut. Success s determined by wour
Dexterity (must be 40 or above),
weather, and terrain,

c. ‘Reinforce:

A beleaguered defender may summon
more Heroes 1o join the batile. Yiou
cannot call in reinforcements if you
already have 10 Units on the Battle
Map. Renfarcements will arrive on the
deployment. hexes. You can Summon
only 1 unit at a time.

5. FLEE

If, the battle is going poorly, the Hero

can flee. You will be shown the Prafec-
tures you can flee to. The Unit's original
Frefecture is in rad, friendly prefectures
in blue, and empty prefectores in white.

“Fick the number of the Prafecture you

want, and your Herd will immeadiately
leave the Battle Map far that Prefecture.
A defending hero can flee the Battle

Map, but choose to remain in the invad-
ed Prefecture. After ¥ days, vou can call
him in as a reinforcement,

It a Prefectura’s RBuler flees, the batile
ends and any Units [eft belong to the
winnar, Flaging is risky, and there is a
chance of gelting caught.

6. VIEW

Similar 1o the Main Command (Wigw:,
View attacking or defending Haroes,
Yiewing enemy Units uses a turn, but
vigwing your own Units does not, When
vigwing the defending side, Linits on the
battlefield are shown in white, whila
reinforcements are in blue.

VII. HISTORY OF THE SONG EMPIRE

The Song Dyrasty, the third centralized
empira in China, unitad through diplo-
macy nat battle, Weary of wars, the
nation was ready for peace. To build
loyalties, the first Song Emperor, Gao
Guang Yin, married his ministers and
generals with royalty. His empire flour-
ished.

Unfortunataely, while the Song Empire
was enjoying literature, philosophy and
aeconomics, the northern barbarians of
the Jin Empire prepared for war. Tha
new Song Emperor Hui Zhang lacked
vision and strength. As  corruption
weakened his government, rebellions
arose throughout the: Empire. The most
powerful rebel was bandit king Wel-
caome Rain. Welcome BRain and hig
bandite: of Lian Shan Bo eventually
reconciled with the Empearcr and joined
tha lmpearial Army, As Impearial soldiers
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they suppressed other rebel leaders.
Howeaver, under pressure from his
Imperial Minister Gao Qig, the Emperor
ordered Welcome Rain's death az well.
While Emperor Hui Zhong was still tiy-
ing to regain control of ithe Imperial
Armiy from his rival Gao Giu, the north-
arn barbarians attacked in the year
127, capturing the capital Kai Fei. Song
generals repelled the attackers, bt
never recoversd the narthern  terri-
torigs. The Song Oynasty ended with
the Mongol invasion of 1276,




Vill. YOUR MESSION: DESTROY GAD QIu!

EVIL GAO QiU

As a youth Gao Qiu sorely
lacked the five wirtues of S
patience, pily, purity, wis-
dom, and reliability. He
meddled in other's affairs
and caused trouble whenever he could.
Espeaially skilled at games, he earned
the nickname the Ball Kicker. One day
he happened to meet Prince Tuan, wha
was so impressed with Gao's ball kKick-
ing skill that he made him into a ser-
vant. When FPrince Tuan became
Empeargr Hui Zhong, he promoted Gao
Qiu toa military office. Gao gained
power and anfered the office of Minis-
ter of War, Emperor Hui Zhong grew
deathly afraid of Gao Qiu as Gao
usurped maore and more: of  the
Emperor's authority. Gao Qiu ruled the
Empire with evil glee, promating those

who pleasad him, and axiling good men
who refused to submit to him. Carrup-
tion. became commenplace, while
heroes were nowhere 1o be seen.
Enter the Congquering Heroes!
You are one of the few heroes laftin the
Song Empire. You must put an end 1o
Gao Qiu's evil rule, but you can't do i
alone. Othars in the Empira share your
belief in justice, Some will help you,
othars may not. You will start with
almost nothing  But wirlue and  your
sword, Gag Ciu has the powsr of an
ampire Behind him, and loval generals
of great ability. The odds against you
gre tremendous, but wyou're the
country' s only hope!
MNINE DRAGONS (SHI JIN)
Age: 18

Stearsman: M

His body tattooed with
ning bright blue dragons,
Mine Dragons pracliced

weapons with the greatest instructors,
including exile Chief’ Advisor. Becom-
ing his village's leader, he bafriended
bandits Leaping Tiger and Wily Warrior,
When this friendship was discoverad,
Mine Dragons had to escape to Little
Hua Mountain and become & bandil, Ha
made his mistake when he slipped
back into town to see the singing girl,
Sleeping Orehid, who betrayed him 1o
the authorities, Welcome Rain took the
city and rescued Mine Dragons. Allying
with the bandits of Lian Shan Bo, Nine
Dragons was slain in battle by Little
Yang Ji.

TATTOOED PRIEST

{LU ZHI SHEN)

Age: 36

Stearsman: Y

Tattooed Priest had a
guick  temper and a big
neart, never falling to help someane in
nead, When the young singing girl Jads
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Latus was laken against her will by
Zheng, the Bully of the Wastarn Pass,
he used his bare hands to destroy him
The authorities heard, and Tattooed
FPriest escaped o become a priest on
the Five Crested Mountain. Through his
tempar and drinking, he broke every
priestly vow, and almost brought the
temple down in a drunken rage. Taking
lgave of the temple, he began wander-
ing and meat ug with Leopard Headed
and Blue Face Beast. He became king
of Double Dragon Mountain and had
the lesser bandit kings unite under
Welcome Ram. Afler the final battla with
River Side King, Tatlooed Priest ratired
io a temple.
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BOLD EAGLE
(L1 YING)
Age: 30
Stearsman; M
The Li villags was one of 8 .
three: willages: in:. the ih i
shadow of Lian Shan Bo. While the
villages of Zhu and Hu wera enemies of
the bandits, the Li village, under Bold
Eagle, was neutral, When the bandits
failed in their attack on Zhu and Hu
villages, Bold Eagle showed the bandils
hew to sacrethy enter the villages. Zhu
had Bold Eagle arrested, but on the
way toojail, Welcome Rain's mean res-
cusd him. To force Bold Eagle to join
the bandils, Welcome Rain maved all
the Li villagers bo the mountsin and
burned the village. After the Zhu and Hu
wars were ovaer, Bold Eagle didn’t
return ta Lian Shan Bo, but stayed in the
capital as an Imperial genaral.

HEAVENLY KING
(CHAD GAl)
Age: 38
Steersman: Y

wealthy man who spent h.|s oy .

days making friends with good fell{:uws
practicing weapons, and making his
strong body stronger. His childhood
friend and advisor Great Intellact, per-
haps the wisest man in the Empire,
came up with a schame to rok Magis-
trate Liang's birthday caravan. The plan
succeedad and they escaped to Lian
Shan Bo with the stoclen treasure. The
jealous bandii chief Hobed Scholar
turned them away, but the noble Leop-
ard Headed saw Heavenly King's great-
ness, destroyved Robed Scholar, and
made Heavenly King the new bandi
king, From that day an, Heavenly King
led the bandits of Lian Shan Bo through
wictory after wiclory. In battle with the

Zheng tribe, Heavenly King was shot
with a poison arrow by White Lion and
died: Heavenly King's spirit came back
twice: first o warn Welcome Rain of
coming illness, and second to attack
White Lion.

LEOPARD HEADED

{LIN CHONG)

Age: 34

Stearsman: Y

Leopard Headed, com-
mander of 280000 men, J:.*f__’
had a head shaped like a round eyed
leopard. Along with the hat he- always
ware, he siood more than eight feet iall.
Bad luck had it that Gaco Gius son
accosted Leopard Headed's wife in
broad daylight. Leopard Headed did
not beat the young man when he real-
ized who hewas. Young Lord Gao also
held back, so great was Leapard Head-
ed's strength, but had his father framea
Leopard Headed for @ crime punish-
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able by death. Branded and exiled,
Leopard Headed discovered a plan
between yvoung Lord Gao and his jailers
{o destroy him. He destroyed all his
would be murderers and sought refuge
at Lian Shan Bo. Supariar in every way
t bandit chief Robed Scholar, he was
refused anfranca, but finally took &
position under the jealous king. When
Heavenly King received similar reat-
ment, Leopard Headed destroyed
Robed Scholar and made Heavenhy
King the new bandit king. Leopard
Headed served him faithiully, newver
once losing a duel. After the wars were
aver, Leopard Headed fell 1o palsy.
Hairy Priest took care of -him until his
deaih.

BLUE FACE BEAST

(YANG ZHI)
Agar 3
Stearsman; M




Onee a proud member of the Imperial
Guard, Blue Face Beast came under
Gan Qiw's wrath when ha lost a load of
precious stones meaant for the Emperor’
s garden. Stripped of his office, panni-
less Blue Face Beast tried to sell his
splendid dagger that <ould cul so
guickly that blood would not toush the
blade. When the bully Hairless: Tiger
dared him io prove the blade's boast,
Blue Face Beast accidentally killed him.
Sent into exile under Magistrate Liang,
Blug Face Beast's superk fighting skills
soon made him an officer again. The
magistrate had Blue Face Beast guard
a caravan of gold for his father-in-iaw.
However, ha was soon fricked out of
the treasurs by bandits Heavenly King,
Great Intellect, and Cloud Dragon.
Fleeing, he joined Tatioosd Prigst on
Double Dragon Mountain, and  |ater
became one of Welcome Rain's chiaf-
tains. Blue Face Beast fell il before the

bandits’ final batile, and died before the
battle’s end.

BLACK WHIRLWIND

(LI KUy

Aige: 27

Steaersman: M

The most dangerous and
fearad bandit of Lian Shan e
Bo, his two battle axes fell on |nnocer='t
and quiity alike. However, he was hon-
est, steadfast, and pure hearted. Wel-
come Bain favored the Black Whirl-
wind, but often had to stop him from
baing overly violent. On his deathbed,
Welcaoms Rain ordered Black Whirl-
wind 1o his side and had him drink
poisoned. wing, Wealcome Hain lknew
that the violancea Black Whirlwind would
commit to avenge Welcoma Rain's
death would be a scene from hell
Wealcome Rain's final order was  for
their graves 1o be side-by-side.

HAIRY PRIEST
(WU SONG)
Agea; 25
Stesrsman: M

2n returning 1o his home

iown, Hairy Priest destroyed a giant
white tiger with his bare hands. Tha
town welcomed him as a hero and
made him an officer. His brother, the
weak and ugly Short Thumbnail, and his
prother's beautiful wife, Golden Latus,
took Hairy Priest in. When military busi-
ness called Hairy Priest away, Golden
Lotus had an affair and poisoned Short
Thumbnail, Hairy Priest returned and
destroved all invalved. Sent into exile,
fve was framed by bully Tall as a Tree
and the general Most Gracious. He
siew their entire houssholds, then flad
to become & bandit under Tattooed
Frigst. He later became one of Wel-
come Rain's most dependable gen-
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erals, While Leopard Headed was the
best fighter on horseback, Hairy Friest
was the strongest in hand-to-hand
combal. Upon the death of Tattooed
Friest, Hairy Priest became keeper of
his temple and lived guietly wuntil the
age of 80. by o
RIVER DRAGON (LI JUN) s
Age 28 f :

Stearsman: Y

Walcorme Rain and Heaw-
enly King depended on B
the naval skills of River B
Dragon to protect and control the tmst-
ing waterways around Lian Shan Be.
Wiglding a giant iron trident, River
Dragon was the undisputed master on
the sea. He meat Welcome Rain when he
rescued him from drowning in the Yang
Tze River at the hands of Boatman and
the brothers Mu. Following the bandits'
defoat of Biver Side King, River Dragon
left Lian Shan Bo and founded a tiny




kingdom.

WELCOME RAIN

(SONG JANG)

Age: 28

Staersman:; M

Dark skinned, and short of 2
stature, Welcome Rain
was named for the rain that falls after
many months of drought, saving thou-
sands of lives. He performid any mear-
ciful deed, and freely spant mongy o
help others. Unfortunately, he mada tha
mistake of marrying an avil woman, She
took a lover and blackmailed Welcome
Rain with a letter he had received from
Heaventy King, the bandit king of Lian
Shan Bo. In theie fight over the letler, he
put-an end to her life, and fled toLian
Shan Bo, Resolved to serve his: sen-
tence, he refurnad tothe city. One night
ne drunkenly wroie a revolutionary
song on & shop wall, Just as he was
abouwt to be executed, the bandits

saved him. When Heavenly King died,
Welcome Rain became the leader. He
eventually reconciled with the Emperor,
and destroyed the other three rebal
chiefs im the Song Dynasty, First
Braother, Litlle Emperor, and River Side
King. But Gao Qiu held a great hatred
for Welcome Fain, He poisoned waler
which the Emperar then gave to Wel-
come Rain, With Welnome Rain's death,
the bandits dispersed.

90-DAY LIMITED WARRANTY

koel Corporation warrants to the origi-
nal consumer purchaser that this
Mintendo Game Pak(FAK) zhall be free
frem deiects in material and workman-
ship for a pericd of 90 days from date
of purchaze. if a defact coverad by this
warranty oocurs doring this 90-day
warranty peariod, Koel will rapair or
replace the PAK. at its option, free of
charge,

To recaive this warranly service;

. DO NOT return your defective Game
Pak to retailer

2. MNotily Kosi Corp. of the problem
requiring warranty service by calling
our Techrmical Support Dept. at {415)
J8-0500, between the hours of 900
A o 4:30 P, Pacific Standard Time,
Manday through Friday.

3. I the Koei Service Representive is
unable to solve the preblem by phone,

B90-DAY LIMITED WARRANT Y@

he will provide you with a Return Autha-
rization. number. Simply record this
number on the outside packaging of
your defective PAK, enclose your name,
address and phone number, and raturn
your PAK, FREIGHT PREFAID ARMD M-
SURED FOR LOSS OR DAMAGE,
togathar with your sales slip or similar
proof-of-purchase  within the 90-day
warranty pariod o -

Koei Corporation

Cne Bay Plaza, Swite 540

1350 Bayshore Hwy,

Burlingams, CaA 24010

Thiz warranty shall not apply if the FAK
has been damaged by negligence,
actident, unreasonable use, modifica-
tion, tampering, or by other causes
unrelated to defective materials or
workmanship.




Repairs,/Service after

Expiration of Warranty

If the FAK develops & problem recuir-
ing service after the 90-day warranty
period. you may contact the Koai Tech-
nical Support Dept. at the phone nurm-
ber noted before. If the Koei Service
Representative is unable to solve the
problam by phone, he may advise you
of the approximate cost for Koei to
rapair or replace the PAK and may
provide you with a Return Authorization
number, You may then record this num-
ber an the oulside packaging of defec-
tive: PAK. and return the merchandise,
FREIGHT PREPAID AMD INSURED FOR
LO8S OR DAMAGE, 1o Koei and
enclose a money order payable 1o Koei
Corparation for the cost quated yau, (f
after personal inspection, the Kosi Ser-
vice Representative: determines  the
PAK. cannot be repaired, it will be re-

turned and your payment refunded,

WARRANTY LIMITATIONS

ANY APFLICAELE IMPLIED WAR-
RAMTIES, INCLUDING WARBANTIES
OF MERCHANTABILITY ANMD FITNESS
FOR A PARTICULAR PURPOSE ARE
HEREBY LIMITED TO NIMETY DAYS
FROM THE DATE OF FUHCHASE AND
ARE SUBJECT TQ THE COMDITIONS
SET FORTH HEREIM.

I MO EVENT SHALL KQEI BE LIABLE
FOR CONSEQULENTAL QR INGIDEM-
TaL DAMAGES RESULTING  FROM
THE BREACH OF ANY EXPRESS OR
[BAPLIED WARRAMNTIES.

The provisions of this warranty are valid
in the United States only. Some slales
deonct allow limitations on how long an
impligd warranty lasts ar exclusion of
conseguential or incidental damages,
so the above limitations or exclusion
may nol apply to you. This warranty

SWARRANTY LIMITATIONS @

gives you specific legal rights, and you
may alsc have olher rights which vary
from siate to state




COMPLIANCE WITH FCC REGULATIONS

Thiz eguipment gensrates and uses
radio frequency energy and if not in-
stalled and used properly, that iz, in
strict accordance with the manufac-
turer's instructions, may causs interfar-
ence 1o radio and television recepticon.
It has been type tested and found to
comply with the limits for a Class B
compuling device in accordance with
the specifications in Subpart J of Part
15 of FCO Bules, which are designed 1o
provide reasonable protection against
such interference in & residential instal-
laticn.

However, thera is: mo guaraniee that
interierence will not ocour in particular
installaticn. 1§ this eguipment does
cause interferenas to radio or television
recepticn, which can be determined Dy
tuming the eguipment off and on, the
pser is encouraged 10 Iry 1o corract the

irterferance by -one or marg of the
following measuras:

-Rearient the receiving antenna
-Recrient the MNES with respect 16 the
receivar

dove the MES away from the receiver
-Flug the MES into a different outial 5o
that Cantral Deck and receiver are on
different circuits.

If necessary, the user should consull
the dealer or an experienced radico/
television technician for additicnal sug-
gestions. The user may find the follow-
ing booklet prepared by Federal Com-
munications Commission helpfull "How
to identify and Resolve Radio-TV Inter-
ference Problems” This booklet is
available from the WS Government
Printing OCffice, Washingten, D.C.
20402, Stock Mo, 004-000-00345-4

KOEI, WE SUPPLY THE PAST, YOU MAKE THE HISTORY.

Genghis Khan"

CONQUESTS OF LOVE AND WAR

As Richard the Lion-Hearted. the Shogus, or even the
Great Khan himsaif, carve a path of connuest throwgh
Asia and Ewrape, With everything from fighting dusks to
raiding tawns, Geaghis Khan fakes the simuktion game
o mew levels of sophisfication.

+ Fegturas ; For ome 10 four playess ; hattery backed memoey:
twe separate scenarios: five levels of difficulty ;d
compleie instrection mansual and histerical notes
includesl.

s 1080 PG Excefience Award (IBM-PC ¥arsion]

Game Plaver's Magazine
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KOEI, WE SUPPLY THE PAST, YOU MAKE THE HISTORY.

Nobunaga's Ambition™

The Struggle to Become Shogun

The Best, Longast Salling Simalation Game Ever Rebeasad
in Japan.

As a daimyo-one of the great warlords of Japan's Warring
States Perind, you must kattle valiantly painst your rivals
o unify the coundry. Dispatch ninj2 apainst them., ally with
them, or mest them on the battiefield, The sutcome iz
antirgly in your hamds.

Faatures :For one fo eight players: twe ssparale sconasios;
five levals of difficulfy:battery backsd memory; dame
mode; comglate imsiruchion mannual and histerical mobes
poster inchsdad.

# Sofrware Publisher's Assaciztion's Exceliance in
Software Awards. [IBM-PC Varsion)

# 1964 Best Video Game Innovation 1999 Best Siraesy
Viden Geme/Game Plaver's Magazine

4 KOEI, WE SUPPLY THE PAST, YOU MAKE THE HISTORY.

Romance of The
Three Kingdoms"™

Conirol Ancient China

Based on the Chinase cpéc of the same name. Ramanco of
The Three Kingdoms etz you fight other warlomds for
controd of the cowntry, With over half-a-milian copias sold,
it is the preatest simukation gamea sver released in Japan.

Features: 255 characterz, each with distisct parsonality ;
military. ecomomic and diplematic simlation: five diffsrest
seanarios: ten lavets of difficully per scenarin-for ona o
gight players: demn mode ; complete: instruction masnual

and isforical netes; poster included.

#1009 Strategy Game of the Year/Comnpuber Gaming Weed
MWzgazne {IBM-PC Version)
# 1969 Most Innovative Video Game. Cempuber Entartaingr

Iesgazing



A\ WARNING: DO NOT USE WITH FRONT
OR REAR PROJECTION TV A

Do not use a front or rear projection television with your
Nintendo Entertainment System® (**NES”’) and NES games.
Your projection television screen may be permanently
damaged if video games with stationary scenes or patterns
are played on your projection television. Similar damage may
occur if you place a video game on held or pause. If you use
your projection television with NES games, Nintendeo will not
be liable for any damage. This situation is not caused by a
defect in the NES or NES games; other fixed or repetitive
images may cause similar damage to a projection television.
Please contact your TV manufacturer for further information.
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