


Kingmaker - The Winter of Disconttent

(With apologies to lllr. Shakespeare)

O for a IMuse of fe, that would ascend
The brightest heaven of mvention,

A Kingdom for a stage, princes to act

And monarchs to behold the swelling scenel

But pardon, and gentles all,

The fat vruaised spirits that have dared

On this vnworthy scatfold to bring forth

So great a project: cart this cockprt hold

The vasty fields of England? or may we cram

Within this G{tle screert the verny casques
That did athright the air at TewkestIq?

O, pardon! But let us, ciphers to this great accompt,
On your imaqginary foices woik,

For %tis your thoughts that rnow must deck our Kings,
Cany them here and thee; jumping o&r times,
Toming the accomplishment of many years

Into art hour-glass

for the which supply,

Admit us Chorus to this history;

Who proologue-like your humble patience tame,
Gently to play, Kindly to judge, our game!
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Kingmaker as a Civilization V modification that
simulates the dynastic struggle Known as the Wars of the
Roses — an mtermittent civil war fought in England
between 1450 and 1490, - Duiing this time, England was
ruled by a weak and mentally unstable King, Heray VI,
from the House of Lancaster. In response to the giowing
chaos, both at home and abroad, a mval claimant to the
thione, Richard Planttagenet, Duke of Yoik, began
gathenng allies it an attempt to piess his ownt clama to

the thione of England.

It this scenario, both competirng houses of Lancaster
and YoiK seek to expand then mfluence over laiger sectrons
of England - to grow power, wealth, and contiol of those
aleas it oxder to successfully press the legrtimacy of themr
claimt to The thiore. Ultimately, there can be only one
kKing, all nvals must be eliminated.

The scenario begins in 1440, a decade befoie open
hostilities occuned historically. This will allow players to
begm gathernng resouices, technology, and foices in
preparation for the gqrowing stomrt ont the horizon. The
player can actually see great stides taking place m the
development of the natior-state, rsing from the ashes of

The old fragmented, feudal system.

It addition to the mam English rivals, otherx
civilizations ar mcluded it the scenario, to allow qgreater
variety of altemative viewpoirts — To see how history
could have changed even more, had nations on the boxders
of England sought to play a more active role it British
affairs, Those civilizations irnclude the French and Scofs,
as They did play a minor 1ole m history dunng these wars.
Also mcluded are the native Inish and Welsh - to examine
how native revolts may have changed events even moie,
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The leader of this house is Hery the Sixth - son of
the victor of Agincourt, Heruy the Fifth. He seeks to
manrttam his grap on the thione, desprte the extreme
piety drlled mto himt by quardians, as well as the mental
health problems he intherited from his mothers fanmily.

The House of Lancaster bhas 11 different noble land
urats available to use — see The “Land Uruts” section for
further details. They may also build siege engines
(Catapults, Tiebuchets, ard Bombaids), and hie
IMexcenarnies (qv.) if needed.

Lancaster Unique Tiait: Royal Pationage. Regional
Power mfluence degrades at halt and recovers at twice the
rormal rate.

Lancaster has two unique buildings:

1. Royal Tieasury: This building replaces
the Axmory. It provides +15 Expernence,
+10 Gold, and +1 Happiness.

. Domjorn: Requires walls. Unlike the
Castle 1t eplaces, 1t adds gieater defensive
stiength to the city and contairns a slot
for a Gieat Woik of Art




House of Yoik

The leader of this house is tThe Duke of Yoik,
Richad Planttagenet. He 1s a stemn, uvrfoigiving marn
who has beent trieated harshly by nobles close to King
Heray VI. Ornginally, he only seeks to restore his
reputation. However, he is ultimately forced to seek
the crown to deal wrth his enemies.

The House of Yoik has 13 differerntt noble land urits
available to use - see the “Land Uruts” section for
further details. They may also build siege engines
(Catapults, Tiebuchets, and Bombaids), and hie

I excenaries (qv.) if needed.

Yoik Unique Trait: Iilttart Reputation. Provides
+30% Combat Strength when fighting Regional Powex
urats or attacking a Regional Power city 1tself.

Yoik also has two unique buildings:

1. Battlements: Replaces Walls. Provides
additional defertse and hit points, while
reducing spy stealing rate by 25% m
the city.

2. Shambles ITlaket: Replaces the Nlaiket.
+8 Gold, +1 Food, and +1 Happiness.
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The Friench ae led by Chailes VII, also called the
Victorous for freemg most of France from English corrtrol

He did much to unify the country and create a sense of
French identtity.

Int this scenario, Chailes wants to end English
occupation on French soil once and for all, This means
the conquest of the Pale of Calais. As he is sutrounded
by many other enemies, Charles has few 1esouices
available to prosecute this matter. He must also piepae
m case the English choose to renew the Hundred Years
Wax,

French Unique Tiait: French Patriotism. Units
receive a +15% attack bortus on French terrtory. Recerve

a fiee Gendaume ovrut when they discover Chivalny.

French UB: Palais. Requies walls. Unlike the 4
Castle 1t eplaces, it adds less defensive L

strength to the city but more cultur, and

adds a slot for a Gieat Woik of Art. :

Frenich UU: Gendamme. French unique unit,

the Gendamme 1eplaces the krught. It is

manevverable, inflicts high damage, but is

vulrterable to Pikemen. It also receives Tthe
fp‘ . Heavy Ch(nqe Promotiont when built.
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The Scots are led by James II, a capable and
successful kKing. He 1s popular with comumoners, like nost
of the Stewarts. Although quite busy with the task of
urating the competing clans, he would ke to take
advantage of England’s troubles to expand his reabm.

Scottish Unique Tiait: From Saving Comes Having.
Save 25% off gold maintenance on all units and roads.

Pay only 75% of the gold cost for tile puichases.

Scottish UB: Whisky Distillery. Replaces
the Opera House. It imcieases the city:s
Culture and +1 Happiness.

Scottish UU: Highlander Speamman. Double
movement through hills and +33% Combart
Stiength when attacking fiom hills,

Scottish UU: Highlander Longswordsmarn.
Double movement through hills and +33%




Ireland

Historically, during the latter halt of the fifteertth
cerntury, the native Iiish were scattered, divided, and
denoralized. Theq wele dominated by the INomrart lods,
who came to Ireland a century after the conquest of
England. The Wars of the Roses gieatly weakened
English contiol and mterest in Ireland, providing an
opporturuty if a leader could be found who could
challenge the king of England and the Irish Loxdship.

Aidan O'Connor -was the ruler of Cormauvght, a vast
coiced int the Gaeltacht, the west of heland. He is
possibly the only leader who could unite the native
clans mto a cohesive domain, capable of defending their
lands from further English advernturism.

Insh Unuque Trait: Druidic Hemrtage. +1 F(II’[‘h pex
city wrth ad]acer[’[* urampioved Forest. Bonus mmcreases
to +2 Farth it Crties with 3 or more adjacent vnimproved

Forest tiles.

Irish UB: Teach Tabhaime., The Public House.
A Classical-era building uvnique to the Irish,
replacing the Opexa House. It inceases the
citys Cultuie and Happiness.

Iosh UU: Kem. A beavy mfantry vnit which
1s stronger than the Longswordsman, faster,
takes less damage fiom archers, and is more
effective against mounted units.




Soalar to the native Irish, the native Welsh during
the fifteenth century lived under harsh English
domination, which was laigely a response to the wide-
spread 1€bellion of the great Owain Glgndwr a century
earlier. However, there were Welsh nobility who could
possibly take advantage of England’s troubles. Thomas
ap Gruffydd ap ITicolas, the Eail of Cardiff was one of
these nobles.

Had Thomas ap Grutfydd sought to 1aise rebellion,
he could have caused significant ditficulties for the

competing English factions for the throne. The natural
defensive tenain, and vnique sKills of the Welsh people

would be a great assel for such an undertaking.

Welsh Unique Tiait: Land of our Fathers, Free

IMortument m all crties. Iron resouices provide double

quartity.

Welsh UB: Caer. Requires Walls. Unlike the
Castle 1t eplaces 1t adds geater defensive
stiength to the city and contains a slot for a
Gieat Woik of Art.

Welsh UU: Cymuu Lontgbowman. Replaces
Crossbowman. The Cynmuu Longbowman is

faster, ignoles teram cost and is mole effective |
- in 1ough tenain.




Regional Powers - aka Crty States

Duiing the fifteertth cerntury m most of Eulope, the
Kings of a nation were qgreatly dependent on subordinate
lodds who held the lands for the sovercign — remnants of
the ancient feudal system. These lords collected taxes,
raised anaies, and laigely Keptl Tthe peace for the kimg.
As such, kings generally did not have laige ammies under
then corttrol, and needed to mfluence these loxds —
thiough qgifts, thieats, mtimudation, etc. - to get them

To accede to royal instruction.

KingmaKer seeks to mmplement this dynamic by
using crty states as “Regronal Powers” o1 frefdoms. The
houses of Lancaster and Yoik can attempt to gam
tactical advantage over theur nivals by makimg alliances
with these Regional Powers, or by takimg dnect contiol
of them, absoibing the city states mto then lands.

Regional Powers can be mcorporated by means of
conquest, or through Diplomatic Intrigue. Diplomartic
Intrigue 1s similar to Diplomatic Mlaniage in the normal
game, the unique trait of the Avustians. By making
aliaricce with a Regional Power for a certain perod of
time (18+ months), and a contribution of gold, the
Regional Power, with all its crties, will become a
pemaanent part of that leaders temrtory. Only the
houses of Lancaster and Yoik may use Diplomatic

Intrigue.




Regional Powers

It KingmakKer, there arx eleven Regional Powers:

1. Duke of Exeter, John Holland., Dlaxatime
“Cor Unum, via Una”
Crities: Exeter, Plymouth,
Bodmin, Penzanze

———
. Duke of Somerset, Edmund Beaufort. IITaiPees
“Mutare Vel Timere Sperrto”
Crties: Brstol

. Duke of Ilorfolk, Johnt de Illowbray. IMlerc
“Sola Virtus Invicta”

Cities: Horfolk, Colchester, Thetford.

. Duke of Buckingham, Humphry Stafford.
“Fider Coticula Crux”
Cities: Oxford, Windsor, St. Albamns.

. Earl of IMTorthumberland, Hernry Pexcy. Cultok
“Lsperanice En Dreu”
Crties: ITewcastle, Berwick, Carlisle.




Regional Powers, cort’d.

6. Eail of Kerrt, William Ieville. Cultured.
Foy Est Tout’
Crties: Canterbury, Pevensey.

7 Eal of IMorthampton, William Bouichier.
“Je Ile Cherche Qur Ung”
Crties: ITorthampton, ITottimgham, Boston.

8. Eail of Sussex, Robert Radclyffe.
“foy Pour Devoir”
Crities: Southampton, Chichester, Carisbroo)

9. Eail of Worcester, John Tiptoft. IMercanti
"Un Inglese Italianato E Un Diavolo Ircar.

Crties: Coventry

10. The Welsh Marches, Edmund DMortimer.
“Sicut Regale”
Cities: Hereford, Chester, Shiewsbury.

1. The Loxdship of Ireland, James Butler,
Duke of Ommond. IMercartile.
“Comnte Je Tiouve”
Crties: Kilkermy, Wexford, Coik.
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Land Wairfaxe
Several additional uruts have beent added to the

scenario to give moie contemporary flavor to the game.
Additionally, many existing vnits have been modified to
provide better balarnce.

Cortterdders for tThe Thione: Both houses of Lancaster
and Yoik contain leaders who are competing for the
ultimate prize — the ciown. They ar known
collectively as “Royal Heirs.” Theq are sinilar to Great
Generals, but have melee combat strength, as well as
additional capabilities/promotions that make them

quite useful mm leading aunies.

Houses of Lancaster and York Units: These houses have
five modified vnit types that ar vnavailable to other
civilizations. While there are siailar types of uniats m
the normal Civilizationt V game, these modified units
arc much mole powerful, and expensive. The new unit
types are Kmgmakers (similar to Krughts), llagnates
(stmailar to Longswordsmen), I'lobles (stmilar to Swordsmerv,
Gentrtlemen (simular to Pikemer), and Vassals (stmilar to
Speanmero. These urits representt noble families needed
to support military action for each house.

Other nations France, Scotland, Iheland, and Wales) have
a senior military commander, similar to a Gieat Genexal,
but with additional promotions to make them more

effective in combat. These units repiesent the soverign
- of that nation.
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Lancaster Heirs: The House of Lancaster has
four seruor leaders for Thenr forces it battle:

' :
o
o o k.
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King Henry VI: Cunent Soverign of England.
Seruor member of tThe House of Lancaster.
Provides no assistance m leading malitary
formations, but can heal adjacent vnits.

INMagaret d’Anjou: Consort. to the Soverign of
England, a capable military leader, can heal
adjacent units.

Edward Pance of Wales: Henr to the thione of

England, a green comumander.

Heruy Todor: A distart elation to the
Sovereign of England, who is a capable leader
irt battle, has ecormaissance skills and
siegecraft expertise.
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Yorkist Henrs: The House of Yoik also has four

seraor comuanders for thenr forces:

Richaid Plantagenet: Richard, Duke of Yoik.
Contendex for the thione of England. Sertor
member of the House of Yoik. A capable
leader of military units, wrth recommaissarnce
skills,

Edward of IDlaxch: Eldest sort of the Duke of
Yoik, and a capable military leader, who

has recormaissarce skills and siegecraft
expertise.

Geoge of Clarernice: Second son of the Duke
of Yoik. Able to heal adjacent uruts.

Richad of Gloucester: The future Richard 111,
a capable leader in battle, who also has
reconnaissatice sKills, and siegecraftt

expertise.
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‘ Land Waifare - Lancaster/ Yoik @

Kingmakers: These units are the most powerful in the .
gaie, Theq replace Knights, but with the following
stats:

Cost: 200 (vice 120 normally)
Strength: 32 (vice 20 rouomally)
IMMoves: 5 (vice 4 noumally)

These urits require hoises and are available with the
discovery of Guilds. They receive the Heavy Chaige and
IMTove After Combat Promotions whent built. Each house
has two loids who aie Kingmakers, and each lord can
raise three comparties of these vrits.

Lancastrian Kmgmakers

Loxd Pole 3 Loxd IMowbray a

Yoikist KingmakKers

Lod IMeville . ‘ Lod Percy ' 3
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‘ Land Warfare - Lancaster/ York % "

IMagnates: These units are heavy infantry, eplacing
Longswordsmen, but with the following stats:

Cost: 175 (vice 120 rommally)
Stiength: 30 (vice 21 normally)

IMMoves: 2 (vice 2 nommally)

These urdts requie ront and ar available with the
discovery of Iletal Casting. Theq are built with the
Shock, Diill; and Cover 1, as well as the Chaige
Promotions. Each house has two loxdds who awe
IMMagnates, and each loxdd can raise two comparties of
these uruts.
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Lancastrian IMlagnates

Loxd Beaufort ‘ Loxd Stafford ‘

YoiKist Illagnates

IS kel 011 Lod Talbot el




Land Warfare - Lancaster/ Yoik *

IMobles: These units are light infantry, eplacing
Swordsmen, but with the followmg stats:

Cost: 150 (vice 75 normally)
Striength: 24 (vice 14 nommally)

IMoves: 3 (vice 2 rnomally)

These urits requie ront and axe available with the
discovery of Iron Woiking. Theq are built with the
Shock and Dnll 1, together with the Btz Promotions.
Each bhouse has two lords who ar Ilobles, and each lord
can raise two comparies of these uruts.

Lancastman Iobles

Lord Holland 6 Lod Stanley y

Yoikist I'lobles

Lord Covurtenay ‘ Lod Giey 3




Gentlemer: These units are basic nutantry, replacing

Pikemen, but with the following stats:

Cost: 150 (vice 90 nomally)
Stiength: 26 (vice 16 normally)

IMToves: 2 (vice 2 nommally)

These urits are available with the discovery of Civil
Service., Theq are built with the Cover and Formatiorn 1
Promotions. Each house has several loids who are
Gentlemen, and each lodd can raise two comparties of
these uruts.

Lancastran Gerrtlemen

Loxd Clifford @ Loxd Roos @

Yoikist Gentlemert

U2 SU

Lord Bourchier * Lord Hastings “)
Lord Herbert @ Loxd SCIope




Vassals: These units are basic infantry, eplacing Spearmen,

but with the following stats:

Cost: 120 (vice 56 normally)
Strength: 21 (vice 11 rommally)

IMMoves: 2 (vice 2 nommally)

These urats are available with the discovery of Bronze
Woiking. Theq arc built with the Formaationt 1 Promotion.
Each house has thiee loxds who are Vassals, and each loid
can raise two comparies of these uruts.

Larncastraan Gernrtlemen

Lod Audley @LOI(I Beikley 6 Lord Gieystoke

YoiKkist Gerrtlemen

Lord Cromwell @LOKI Howaxd QLOKI Tiptoft &
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Land Warfare - France

The kingdom of France has one unique unit - the
Gendarme, which replaces the Knight.

Cost: 150 (vice 120 rnormally)
Stiength: 24 (vice 20 normally)

INMoves: 4 (vice 4 noomally)

These urits require horses and are available with the
discovery of Civil Service.

The Gendanne is maneuverable, inflicts high damage, but
1s vulnerable to Pikemen. It also 1eceives the Heavy
Chage promotion when built, which foices a defender to
retreat when the Gendaume mflicts more damage than 1t
1ecerves. A defender who caraot reteat mstead takes extra
damage.




Land Waifare - Scotland *J :

The Kingdom of Scotland has two unique urits - the
Highlander Speamman and the Highlander Longswordsmarr,
The Highlander Spearman has the following stats:

Cost: 70 (vice 56 noumally)
Strength: 14 (vice 11 normally)
IMMoves: 2 (vice 2 normally)

These urdts are available with the discovery of Bronze

‘Woiking.

The Highlarnder Longswordsman has the following stats:
e

Cost: 120 (vice 120 rormally) ‘

Striength: 20 (vice 21 nommally)

IMToves: 2 (vice 2 nommally)

These urdts require ront and ar available with the

discovery of Iletal Casting.

Both units are created wrth a promotion allowing double
movement through hills and +33% Combat Strength whern
attacking from hills.
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The native Irish have one urique urut - the Kem, whic
ieplaces the Longswordsman. The Kem has the following

stats:
Cost: 130 (vice 120 rormally)

Strength: 24 (vice 21 normally)
IMMoves: 3 (vice 2 nomally)

& L S

These urits require ron and aie available with the

discovery of IMletal Casting.

The Kem is stionger than the Longswordsman 1t replaces, is
faster, Ttakes less damage from archers and is more effective

against mounted units.
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Land Warfare - Wales

The native Welsh have one unique unit - the Cymiu
Longbowman, which replaces the Ciossbowmart. The
Cymuu Longbowman has the following stats:

Cost: 150 (vice 120 normally)
Stiength: 13 (vice 13 nomrally)
Ranged Attack: 18 (vice 18 nomaally)

IMloves: 3 (vice 2 nomually)

These urdts axe available with the discovery of Iletal
Casting.

The Cymuu Longbowman is faster than the Ciossbow

1t 1eplaces, ignores tenain cost and 1s more effective
m rough tenair.




Land Warfare - I'lew Units
The Wars of tThe Roses was fought before wide-spread use

of gunpowder-based weapons were comuaon, Some cannor
were used during sieges but these were 1aie occurences.
Carons were expensive, requited siguificant expertise
that was not comuron, and often as dangerous to those
neaiby as to the enemy - see what actually happened

to King James II |

To better repiesent this awkwaid and incornsisternt
advance m warfaie, an mteonediate cannon vt s bemg
added - the Bombard. The Bombaid may be built by al
civilizations, but requnes an artillery foundry (see I'lew
Buildings sectiorv in the city building the unit. The
bombard has the following stats:

Cost: 500 (vice 185 for Canrorv
Stiength: 10 (vice 14 for Canrorv
Ranged Attack: 20 (vice 20 for Carutor)
IMloves: 2 (vice 2 for Caruton)

These units 1eceive the usual promotions/ limitations of
other siege engines, but are also built wrth the “Indnect
F'ne” promotion. Theq become available with the
discovery of Physics.
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IMaval Wartale
The KingmaKer scenario includes four differertt ship types

to add a naval element that was not present in the
original boaxd gae.

Cog: A small ship, comunon in the Illedieval exa, with
both a naval melee and an anow-based ranged attack.
Available at the start of the game for all civilizations.
Only 6 may be built per player at any time.

Cost: 40 Combat: 10 Ranged Attack: 5 Iloves: 3

Holk: The Holk is lagex than the Cog, and a
technological predecessor of the Camrack and Caravell It
povides a naval melee attack. Available with the

discovery of Sailing. Only 4 may be built.
Cost: 100 Combat: 15 IMloves: 4




Haval Warfare, cont’d.

Caravel: Fast Iledieval Exa naval melee uvrat. Available

with the discovery of Optics. Only 4 may be built.
Cost: 100 Combat: 15 IIloves: 5

Canack: Forerurmer of all the qreat ships of the age of
sail. Designied for ranged combat. Available with the
discovery of Compass. Only 3 may be built.

Cost: 250 Comtbat: 30 Ranged Attack: 40 Ioves: 4




I excenaries
As the bouses of Larncaster and York have bnits to Tthe

rumber of units tThey can build, meicenaries have been
added it case a player would like to mciease milrtary
power even further. These urits ae only available for
purchase with gold, and may only be hned by the
Lancaster or Yoik player. They are available on the
discovery of Cumnency. There are thiee mercenary units:

Flemush Crossbowmen: ITlexcenary archery
company fiom the Low Countres, similar to
the nomal Crossbowman unit.

Cost: 200 Stength: 13 Ranged Attack: 21 Iloves: 2

Scots Archers: Iercenary archery
company from Scotland. Similar to the

rounal Composrte Bowman vnirt. -
Cost: 60 Stength: 7 Ranged Attack: 11 IMoves: 2

Saxon Spearmern: ITlecenary company of
German speanxen, providing good defense - %
against movurted onits. Similar to the \\d
riormal Spearman.

Cost: 45 Stength: 11 Ioves: 2




Baxbarrans

Vast areas of Gieat Butain and Ieland were unsettled
during this time - with the rural populations still not
fully 1ecovered from the eftfects of the Black Death durmg '
the previous century. The resulting vacuum represents a
Unat to the rle of law m those aeas. As a result,
vagrarts, thieves, 1€bels, pirates, legendary evils, and
other outcasts hlom society hold sway, requning constart
attention fom oiganized authorrties, lest then
lawlessness spread.

KingmaKer includes the normal assortment of barbariarts,
but adds a few more To localize the game to The
superstrtious wilds of the far north and westemt portions

of British Isles. While a few of these may not be too
nttimidating to trained military units, they can still

pillage and capture vnwitting settlers and workers. Some
of Them can be at times formudable.,

Encharters: Ranged
Conabat 20, 3 IMloves

Wizadds: 18 Combart,




Baibarians, cont’d.

Druid Priest: 14 Combat, 2 IDoves
Bears: 10 Combat, 2 Iloves
Partthers: 8 Combat, 3 Dloves
Sriow Leopaxds: 8 Combat, 3 Illoves
Woltpacks: 8 Combat, 3 ITloves




Baibarians, cont’d.
Eagles: 10 Cbt, 3 Illoves Ravens: 8 Cbt, 2 IIloves

Spiders: 8 Combat, 2 IMoves I
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INew BUIIdIr[qs

As the time frame of the scenario 1s quite €X’[*€nd€d, the
addition of several new buildings will assist in the growth
of cities, adding production, food, science, and gold. The
following axe new buildings available to all playable
civiizatiorts:

Agora: Adds +1 Colture per every 2 Population,
+1 Gold. Available when Drama 1s researched.

Alchemist: Adds +1 Science for each 2 population.
Also adds +1 Gold. Available when Physics 1s

1eseaxched.

Apothecary: Adds +1 Food and Science. Also
adds 5% Food for the city. Available with
Iletal Casting.

Artillery Foundry: Writh the addition of the
Bombard urut, a new building is requned to
demonstiate The rare, and expensive expertise
requiied to build ’[‘hese new mplements of war.
This bUI[dIr[q 1s available at ’[‘he discovery of Steel
It requires a Woikshop alieady mt the city. Adds +1
and 3% Production. Thiee allowed per player.




T
IMew Buildings, corrt’d.

Bakery: Adds +2 and 5% Food, adds +1 Happiness.
Available whent Pottery is researched.

Blacksmuth: Provides +2 and 5% Production,
Adds 25% Productiont while producing combart
urnits. Requires 1 Iron.  Available whert Iron
Woiking is researched.

Biewery: Adds +1 Food and Gold, +2 Happiness.
Available at discovery of Pottery.

Brickwoiks: Adds +10% Production when making
buildings. Available at Constructiorn.

Cistemns:; Allows 25% Food to be canied over
when a new citizen is produced. Available
when Ilasoruy is discovered.

Herbalist: Adds +1 Food and Scierice, +as well
as and additional 5% Science for the city.
Available with the 1esearch of Philosophuy.




INew Buildings, corrt’d.

Ira: Adds +5% Gold and +1 Gold for each trade
Route. Adds +1 Happiness. Available when
Hoiseback Riding has been ieseaiched.

Potter: Adds +1 Production, as well as +1 Food.
Available when Pottery 1s discovered.

Royal Huntimg Giounds: Adds +2 Happiness,
+1% Global Happiness. Available when
Hoiseback Ridmmg is discovered.

Weaver: Adds +1 Production. Also, adds +1 Gold
for each source of Dye woiked within the city.

Available when Animal Husbandry is researched.




Religion

Generally speaking, rligion throughout the Brtish Isles
was fialy under the control of the Catholic Church
Rome. However, many challenges to that control were
rnsing during the fifteenth and eaily sixteernth centuries.
The KingmaKer scenario seeks to show this dynamic by
adding thiee competing eligious factrons:

1. English Catholicism. The primary chuich,
headquarteied from London, fully supporting the King
of England and his initiatives. Beliefs: God-King,
Papal Promacy, Cathedrals, Defender of the Farth, and
Charrtable IMlissiorts.

Irish Catholicismt. The Nliddle Ages saw several
revivals of Celtic Christianity, and a ienewed attempt
at Iosh imdependence would welcome a revival of the
Iush Catholic Chuich as an effective altemative to
domination by ligious leaders in England. Beliefs:
Fertiity Rirtes, Tithe, Feed the World, Just War, and

Evangelism,

Pagamnism. Centtered it Scotland. Ilot necessarily a
Ilother Earth Goddess kind of a cult. Could be ary
altemative to Catholicism, such as Protestartism,
Lollady, Waldensians. etc. Beliefs: Religious
Settlements, Intterfarth Dialogue, Religious Center,
Holy Order, and Undeiground Sect.




Crivilization V Rules Changes

IMIonthly game tuins, starting in 1440 A.D. Game is
intended to last approximately 60 years (720 tuinms) max

Games stops at the end of the Iledieval Exa. The “Future
Tech” is called “Reconciliation” which provides increased
score, and +1 to culture & gold each time it is researched

Urhappiness pexr city reduced to zero

Extra Happiness per Luxvury raised to five

Urnthappiness per captuied city lowered to zero

Diplomatic Intrigue (IMlarriage) available to Lancaster & Yoik
Spies: Omne each upon entering Classical and Iledieval eras
Ships may cross oceans on researching Compass

INlap becomes visible upon 1esearching Optics

ITo limit to experience awarded for Killing Barbarians

Waniors are mow called Iilitia

Ships have build lmits: Cog (6), Holk (4), Caravel (4), Carrack
(3). Caravels now move 5, and are available upon researching

Optics

Siege Engines have build limits: Catapult (3), Tiebuchet (3,
Bombards (8). Trebuchets are available upon 1esearching

Iletal Casting
The “Insta Heal” promotion has been eliminated

The Scots cannot build Pikeman or Swordsman units. Theq
are limited to their Unique Units for spears and swoids

The French may not build settlers

These units have been removed from Tthe game: Chariot
Aicher, Scout, Galleass, Trireme

ITo city razing




Rules Changes, coret’d,

Woikers now move 3, with woik rate immcreased 300%

The “Iercenary Army” Social Policy (Comunerce) has been 1eplaced by !

“Privatization,” which reduces building mainrtenance costs by 33%

Walls (including Yoik’s Battlements) and Banacks reduce enemy spy
stealing rate by 25% each.

For the Palace, an extra 15 Happiness added

INMany Al modifications from Delnar Exsike’s Artificial Unintelligence
have been incorporated

Gold IIMaintenance ont Monnuments and Shrines lowered to zero
Each civ loaited to 10 woikers
Research times extended, buildings and units not so much.

The houses of Larncaster and Yoik have four “heirs” — contterders for
the English thione who act as Gieat Generals, although with certain

promotions which enthance their effectiveness.

Captured settlers remain settlers; artists, engineers, mexchants, and
sciernttists cant be captured as well

-

i

The Collective Rule policy has been changed - it will no longer

provide a free settler
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Designt I'lotes

The Kingmaker scenario is arn etfort to briing the old board game to
life using the Civilization V gaming engine. The original game was
pramarily a war game, although the historical Waxs of the Roses was
more multi-dimensional than that. Civ V actually adds more of the
political and economic factors that played a laige part in how events
tumed out. Hopefully, this will make a more realistic and rewarding
gaming exXperence.

The scenario attempts to capture the birth of the natior-state, m
the way we understand the concept of a “country” in the modemr sense.
The arrtique feudal system was breaking down at this time - laigely as
a 1esult of the Black Death, the plague a century before that greatly
1educed the amount of labor to woik the fields of the aristocracy This
allowed vrnskilled labor to become a much more powerful negotiating
partnrer to 1ebuild a more equitable society. IIlornaichs were still
beholdened to local barons, earls, etc., but were developing the means to
centtralize corrtrol over ever growing areas of their domains. While the
game taKes this concept further than it occuned historically, 1t
hopefully gives the player a better understanding of why somethings
happened historically which may not make much sense today.

INany “fanciful” additions to the scenario were added to help
create a deeper, more rewarding playing experience. The heraldry was
added to emphasize the decentralized marmer in how militarg power was
generated. It may be a lUttle corfusing at fost, but it woret take long
to leam the various shields/icons and start seeing “ammies” i the way
they operated at the time. There was Gttle vniform about any of the
units. They were raised locally by their corrtiolling loid. Some were
trained, some weie not. Equipment types and quality vared widely.
Even uniforms were uncomunon, with most of the levee coming to battle

i the clothes they woiked the fields with.

These features also bring to ltght the 1eal truth to what a “nation”
was in the middle ages. We see historical maps with a country
1epreserrted it one color across the entire domain. This was actually
seldom the case. The idea of a “nation state” was still int its early days.
Trwe, there was a sovereign, who held considerable sway over many areas
of life. However, he (or sometimes she) often held little actual powex
outside a very small temitory. They were heavily dependentt on the lords

- who had swoie fealty to them for their lands.




Desiqr[ Ho'{*es — cont’d.

The scenario is designed with much historical consideration,
however, many other items have been added for the sake of
balarnce, variety, and playability. While open hostilities begin
in 1450, the scenario begins ten years before - in order for
players to have some time to structure their research, military,
cities, etc., in preparation for the coming wars. This is why so
many cities are mere shells at the beginning. It is also why
extra culture and gold are awairded at the start of the game -
to allow players to structure their civ accoirding to their own
playstyles.

Lancaster: This civ is designed to show the challenges the
crown of England faced - it was highly decentialized, with
strategic interests across the map. Maintaining Calais is
crucial to English pride. Ensuring the Pale of Dublin remains
in English hands is the only hope to maintain any semblance
of royal control over Ireland. True, the Yoikists are a threat,
but they are mot the only ones. Both France and Scotland will
Try to expand termritories if they are not adequately defended.
The Welsh are seething under the Penalty Laws enacted a
century before. The Irish have never been completely subdued,
and the IMorman Irish lords entrusted to preserve roygyal influence
have been quite difticult to contiol, often becoming “more Irish

than the Irish themselves...”

York: This civ is designed to show some of the advantages
and disadvantages Richard Plantagenet faced as he plotted to
take the thione. His civ is more centralized and easier to
defend, but he is poorer, and has less culture and gold than
Herxy VI. His reputation as an effective military leader
engendered much fear among the peerage at the time. This is
something he can use to his advantage inm winning support of
the Regional Powers.

France: Historically, all France hoped to achieve would be
the conquest of Calais. Theq had no further ambitions on
English soil. The threats of other continental powers is
repiesented by the Fiench only having one city to dedicate to
British affairs.




Design Iotes - cort’d.

Scotlard: The Scots did manage a few invasions of English
tenitory, but were primarily involved in managing the feuding clars.
The unworked areas of rorthem Scotland generate significant baibarian
activity, roughly conesponding to the amount of effort the Scottish

King would need to control wide-spread uruest it or neaxr his tenitory.

Ircland: The native Irsh posed lttle threat to English rule over
Ireland during the Wairs of the Roses. The Lordship of Ireland Kept
enough oversight to prevent any uniting of the various scattered and
weak native leaders to build a challenge to the status quo. The
scenario poses an altemate history, a great “what if” to add moie
variety to the game.

Wales: Similar to Iieland, the native Welsh were it no position to
pose a threat to English domination of their lands. However, had some
form of revolt happened, it would siguificantly alter how the fight for
the English throne would have played out.

Build tmits on ships and siege weapons — introduced to lower the
overbuilding the Al constantly engages in. There is some historical
precedence, as national navies at the time were quite small, and siege
engines played a relatively small part in the Wars of the Roses.

IIlary of the basic changes were included to reduce the impact of
Happiness ont the overall game experience. It is still a factor, but a
smaller one, allowing players to build as widely as they’d like — within

1easomn, of couise.

The added Barbariarns are mostly for a tttle varety, a Gttle fun.
There may rot have beent and actual wizards roaming the misty
Scottish Highlands, but there may have been rumors or other reports
that would cause concemed locals to compel their local lodd to action.
Theq also provide some balance to foice the Scots and Ixish to focus on

something else besides neartby English units.




Six playable civs: Larncaster, Yoik, France, Scotland,
heland, Wales

INMortthly tums, 1440 - 1500 A.D. (720 tums max) —
Domination Victory only

Science slowed, Buildings and Units not so much
City States aie “Regional Powers”

Lancaster & Yok can use “Diplomatic Intrigue” (aka
Diplomartic Illaniage) to acquire Regional Powers

IMost urats available earlier ont the tech tice than the HES

standard game

Lancaster & Yoik have much better / expensive umits,

but ther is a mit to how many can be built. Theq

can “buy” mercenaries if more units are needed

Fourteen new buildings: Agora, Alchemist,
Apothecary, Artillery Foundry, Bakery, Blacksmith,
Brewery, Brickwoiks, Cistemt, Herbalist, I, Potter,
Royal Hunting Giounds, and Weaverx




Known Issues
The Canack looks half surkk all the time. IMeeds

complete rewoik to rarse 1t m the water

Some of the icons ar a bit out of aligrument at
differentt resolutions

Chailes VII could be a lUttle mor offensive — no
amount of tweaking trarts, Havors, etc., seem to fix
this

The Kems could use a new icon, as could the
Highlarnder Longswordsman




