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Using divine inspiration and supernatural computing powers, Bullfrog created the uni-
versal hit PowerMonger, the original rape-and-pillage-simulator that redefined the
strategy game and single-handedly created an entire genre.

PowerMonger was one of the first of an ever-growing number of successful titles devel-
oped at Bullfrog’s ultra-secret research lab based in Guildford, England (follow the M25
to Junction 3, take the A3 until you see the inflatable sheep). The game has appeared
on every major format — a tribute to its popularity with game players of every shape
and size.
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Getting Started

Saving PowerMonger

1. Highlight Save Game from the File Menu, or press  -S.
2. A window opens; type in the name you wish to save the current game under
3. Click Save or press Return.

Starting a New Game

When you open the application, the PowerMonger Title Screen appears along with the
Apple Menu. To begin a new conquest, select Start New Conquest from the Conquest
Menu (see Menu Options) or press  -N. You arrive at the Territory Selection Chart
(see The Path to Conquest).



New Lands to Conquer

You are a General in the pay of a violent and powerful warlord, who has never been con-
tent with the extent of his domain. So with but one thought in his bloodthirsty mind —
conquest — you are commanded to bring the lands beyond his realm to their knees.

You've just landed on the unfamiliar shores of a foreign land. The land is rich and fer-
tile, but like all bountiful places, it's also populated. Petty warlords reign over the set-
tlements and send their armies sweeping across the countryside. You would rather die
than suffer defeat and return home to face the wrath of your master. Instead you will
crush them utterly, and teach them the meaning of servitude!

SELECTION BOX

The Path To Conquest

There are 195 territories to conquer in the world of PowerMonger. After the game
loads, the Territory Selection Chart appears displaying a map of the land you're out to
conquer. At the beginning of the game, the only territory you can conquer is in the top
left hand corner. Move the Cursor Arrow to the corner of the chart and the red
Selection Box appears around the territory. Click with the mouse button and the inva-
sion commences.



To survive and prosper in a territory you need to conquer settlements, get food and
men, and invent both weapons and trading items. But keep in mind that enemy armies
are prowling the countryside after the same resources as you.

Conquering a Territory

Conquest Balance

When you've brought 2/3 of a territory’s population under your control, you have effec-
tively conquered it. The Conquest Balance beneath the Overview Map shows when
you've achieved this. When you think a territory has been conquered, highlight Retire
from the Game Menu. You're informed whether you won or lost the territory.

If you lost, the extent of your failure is made manifest by the carnage of the You Have
Been Defeated screen. Click the mouse button now to go back to the Option Screen.

If you won it’s time to choose a new territory.

Choosing a New Territory

After you have conquered the first territory, you can move on to any adjacent territory.
To enter a territory, highlight it with the Cursor Arrow on the Territory Selection Chart.
When the red Selection Box appears, click the mouse button. (You can only move into
territories which are highlighted in red when the Cursor Arrow is over them.) With this
first territory, you can only move to territories to the right and below. Territories away
from the corners obviously offer you more choices. To help you keep track, a dagger
appears in the map of each territory after you conquer it, and a yellow Selection Box
appears when the Cursor Arrow is over them.

To scroll up and down the Territory Selection Chart, click and hold the mouse button
then move the mouse up and down.

When you move to a new territory, you are effectively starting all over again. The
Captains you recruited stay behind to administer your conquest. You may not have as



many men or as much food as you had before; building up vast armies and hoards of
food helped you win the previous territory, but not this one. You can’t take the spoils of
war with you.

When the Going Gets Tough

The farther you get from the first territory, the tougher life becomes. The armies you
face are more aggressive and better equipped, and resources become increasingly diffi-
cult to find. (You can move back to easier territories you haven't yet conquered if the
going gets too tough.) The most formidable territory of all, and the one you must con-
quer to finally rule the world, is in the bottom right corner of the Territory Selection
Chart.

Menu Options

To access a menu option, simply highlight a menu, hold down the mouse button and
scroll down to the option of your choice. Now release the mouse button.

File Menu
Place the cursor over File, hold down the mouse button and scroll down to Open, Save
or Quit. Release the mouse button when the desired option is highlighted.

Edit Menu
Edit Menu options are unavailable.

Conquest Menu
This lists the different game options. To choose one, hold down the mouse button, scroll
down and release.

Start New Conquest ( -N): Start the conquest from the beginning. This is the
Standard game with a pre-set 195 territories to conquer.
Continue Conquest ( -C): Choose the next territory to conquer.

Play Random Land ( -A): Enter a random computer-generated territory. Using
this option lets you go from territory to territory without the linear development
found in the Standard game.

Game Menu
The Game Menu contains the following:

Retire ( -R): The Conquest Balance has tipped in your favor, over two-thirds of
the population are yours to command, and the territory has been conquered.
Choose Retire to go on to the next territory.



Replay Map: If you've got off to a bad start in a particular land, why not choose
this option and have a second bite. The game returns you to square one without
even leaving the Conquest Screen.

Pause On/Off ( -P): Take a break from the rigors of warfare and gather yourself
for the final confrontation. Then resume a game you've already paused.

Configuration Menu
Adjust the configuration of the game to suit your every whim. The options here are:

Sound On/Off: Release the mouse button with this option highlighted to switch
between sound or soundless. The game lacks a little atmosphere without accompa-
niment, and sounds are integral to the gameplay (see Sounds), but if the bossman
is lurking or the neighbors complaining, you just might be forced to turn sound off.

Name: Highlighting this option brings up the ‘What Is Thy Name’ message. Type in
the name of your choice (up to 8 characters) and press Return.

Map Mode: Choose between maps showing Contour, Objects, Settlements and
Food. These different Map Modes can also be accessed from the Map Room (see
The World).

Save Configuration: Highlight and release to preserve your current configuration.

The World

STATUS BARS. JOB SYMBOL  FIRST CAPTAIN  MEDALS

MAP CONTROLS

OVERVIEW MAP
CLOSE-UP MAP

CONQUEST BALANCE

MAP CONTROLS

COMMAND SYMBOLS



The Overview Map
CONTOUR MAP ICON OBJECTS MAP ICON

SETTLEMENTS MAP ICON FOOD MAP ICON

OVERVIEW MAP

The Overview Map shows the territory you're currently attempting to conquer. On this
map you can see roads, bodies of water, forests, settlements, and their occupants.

Overview Map Controls

The white cross on the Overview Map is centered on the area currently shown on the
Close-Up Map. By changing the position of the cross on the Overview Map, you change
the view in the Close-Up Map. To move the white cross either:

« Click on the Compass: Click on the Compass in the direction in which you
want the white cross to scroll. The cross moves a short distance with each
mouse click. Hold down the mouse button and the cross continues to scroll
until you release the button. The Compass can move the white cross in eight
different directions: north, south, east, and west, as well as north-east, north-
west, south-east, and south-west. The Compass itself always points north,
which is important to remember if you have rotated the map.

e Click on the Overview Map: Click on the Overview Map to move the white
cross to the area you want to view.

CONTOUR, OBJECTS, SETTLEMENTS, AND FOOD
Directly above the Overview Map are four map icons. Click on one of these to change
the information on the Overview Map:

Contour Map: Shows hills, valleys and plains. Dark green indicates the lowest-
lying areas, while higher elevations are colored light green, then yellow, brown,
and at the highest elevations, white.



Object Map: Shows trees, houses, workshops, men and roads. Trees appear as red
dots, roads as white lines, houses are displayed as white dots, your men as white
flashing dots and workshops appear as red dots within settlements.

Settlement Map: Settlements and the roads that link them are white, while your
men are flashing white dots.

Food Map: Settlements are color-coded according to how much food they hold.
Black settlements have no food and white settlements are blessed with quantities
in massive abundance. Dots in varying shades of gray indicate food supplies some-
where in between these two extremes; the lighter the shade of gray, the more food
is present. Click on the Food Map Icon again to update this map.

CAPTAINS
The currently selected Captain is visible on the Overview Map in a red cloak. When spy-
ing, he is disguised in a shirt the same color as the army which he is infiltrating.

SETTLEMENTS

Settlements are important sources of men, food, and inventions. When you conquer
one, you may want to strip it of everything. But if you take all the men, there is no one
left to gather food or create inventions. Settlements re-populate (the stork brings
them), but they do so slowly. And if you take all the food, the men stop whatever they
were doing and put all their efforts into agriculture. In other words, temper greed and
current necessity with a little bit of forward planning and foresight.

Close-Up Map

ZOOM BUTTONS

ROTATION ARROWS
COMPASS

CLOSE-UP MAP CONTROLS
The Close-Up Map shows you details of the area highlighted on the Overview Map.

~



CHANGING THE VIEW
There are several ways to change the Close-Up Map to a different view:

« Click on the Overview Map: Click on the area on the Overview map that you
want to view on the Close-Up map with the mouse button. Or press and hold
down the mouse button on the Overview Map, and move the Cursor Arrow
around the map. The white cross, and thus the Close-Up Map view, follows the
pointer.

= Click on the Compass: Use the mouse button to click on the Compass to indi-
cate in which direction you want the Close-Up Map to scroll. The map scrolls
a short distance with each single click; if you hold down the mouse button,
the map continues to scroll until you release the button. The Compass can
scroll in eight different directions: north, south, east, and west, as well as
north-east, north-west, south-east, and south-west. The compass itself always
points north, which is important to remember if you have rotated the map.

= Click on a Captain: Click on the head of any Captain with the mouse button
(avoid clicking on his medals). The Close-Up Map immediately jumps to the
Captain’s current location.

THE ROTATION ARROWS

These rotate the Close-Up Map left or right so you can change your view. Click on a
Rotation Arrow with the mouse button to rotate the map by small increments for a total
of 64 views. If you hold down the mouse button on a Rotation Arrow, the map rotates
until you release it.

You can also scroll the screen using the numeric keypad. Press 8 to move the view
north, 5 to move south, 4 for west and 6 for east.

THE ZOOM BUTTONS

You can zoom in or out of the Close-Up Map using the Zoom Buttons. As you zoom in
closer and closer on the Overview Map, mobile figures (people, animals, etc.) seem to
move faster and faster. They aren't really; this is an illusion created by the fact that
smaller and smaller areas are being viewed as you zoom in.



The Conquest Balance

A territory has been conquered when at least 2/3 of its population
is under your control. The Conquest Balance indicates when this
has happened. When you start conquering a territory, the scales
are tipped toward the left. As you gain control of more and more
people, your half of the balance on the right fills with gold. When
the balance is tipped to the right, it means 2/3 or more of the terri-
tory’s population is under your control. Highlight Retire from the
Game Menu to move on to the next territory.

Seasons and Weather

Seasons pass in the world of PowerMonger as they do in any world. In spring, summer,
and especially in the autumn, food is plentiful; in winter, it's scarce, as no more is pro-
duced in the settlements. Rain and snow slow an army as it moves across the land and
the seasons run their cycle.

There is little even the First Captain can do to change the weather, but there is one
way his followers and the followers of his subordinate captains can alter weather
patterns. When townspeople or armies are ordered to Invent (see Invent), they
often use wood to fashion their handicrafts if there is a forest near. But they can go
too far, which leads to deforestation, which in turn can disturb weather patterns.
Forests grow back, but until they do, rain and snowfall are both above normal.

Game Sounds

As you move about the world of PowerMonger, you hear a lot of background noise:
sheep baaing, birds singing, work sounds from neighboring villages, men cheering, etc.
These noises provide important clues to what's going on nearby. When you hear a
sheep, it means one or more of them are close, and they can be a plentiful source of
food. Sounds of battle mean combat is occurring. Hammering and sawing from a nearby
settlement or wooded area means someone is busy inventing; if this is going on in an
enemy settlement you might want to put a stop to it, or at least start inventing some-
thing of your own to counter them. Birds sing to herald the return of spring, and when
your men start cheering during a battle they've won.

The First Captain and his subordinate Captains also express their level of enthusiasm
vocally. If they like the order you give them, there’s an excited “Yeah!”. If they don’t
their “Yeah” is more muted, or they might say nothing at all — a clear sign that your
order might not be such a good idea.



Symbols

SEND CAPTAIN
PASSIVE POSTURE

SPY
NEUTRAL POSTURE
ALLIANCE
AGGRESSIVE POSTURE
GO HOME
TRADE
TRANSFER MEN
QUERY
EQUIP INVENTORY DROP INVENTION ~ GETFOOD  SUPPLY FOOD DROP FOOD

INVENT

ATTACK DERANK GET MEN

To activate a symbol, click on it with the mouse button.

Posture Symbols

Posture determines the aggression level of a Captain. These icons only modify the
innate aggression of any Captain; the First Captain is always the most aggressive, and
the last Captain farthest to the right is always the least aggressive. A Captain’s Posture
effects not only his own behavior, but the behavior of his troops as well. The more
aggressive a Captain is, the more food and men he takes from a captured village, and
the more people his troops kill in the course of battle. A Captain’s aggression also
effects what the people of a conquered village invent (see Invent), and the nature of



any trades that are made. When the First Captain is set on Aggressive posture, he takes
all the food and men and does his best to kill everyone when attacking a village.

To set a Captain’s posture, click on the Captain (making sure the Selection Arrow is
over his head), and then click on one of the three Posture Symbols.

Note: One posture symbol is always highlighted.

Using Command Symbols

Use the Command Symbols to give orders to the First Captain, other captains who have
joined you, and the people who follow them.

TO ISSUE A COMMAND:

1.

Click on a Captain where he stands at the table. A bobbing arrow appears
over his head and his expression changes, indicating that he is ready to give
or receive an order. If the arrow doesn’t appear, try clicking on the Captain
again.

Click on the appropriate Command Symbol, which becomes highlighted in
blue. If it does not highlight, try clicking on it again. An incomplete command
can be canceled by clicking on its icon again to de-select it. Make sure the
highlighting goes out or the command is still active. Most Command Symbols
become de-selected as soon as the command is given.

A Direction Line appears on the Overview Map once a Command has been
issued. This extends from the selected Captain to the Cursor Arrow on the
Overview Map. Move the Cursor Arrow to the location you want to target with
the command. To view an area before you decide to give a command, click on
it with the mouse button.

The target must be appropriate to the order. For example, an Attack com-
mand must have a settlement, a person, livestock, etc., as its target or it can-
not be completed. If the Direction Line points to an inappropriate location or
object, it stays black, you hear a slow drumbeat, and no command is issued.
When pointing to an appropriate location, the Direction Line is red and the
drumbeat more rapid. Click with the mouse button to give the command.

To choose targets more precisely use the Close-Up Map. You can choose a sin-
gle person as the target for an Attack, instead of choosing a whole settlement
on the Overview Map. The Direction Line still appears on the Overview Map
when the Cursor Arrow is over a target and the order issued.

Bodies of water can prevent an order from being carried out: for example, if



the target is on an island, and the selected Captain is on the mainland and
does not have access to boats, an order to Get Food on the island cannot be
carried out. The Captain just paces up and down once he has reached the
interposing body of water.

7. An order given to the First Captain is carried out immediately. A Job Icon
appears beside the Status Bars above his head.

If an order is given to a subordinate Captain, the First Captain must dispatch
it to him by carrier pigeon, so it may take a while for him to react. A little
white pigeon flutters beside the Status Bars above the subordinate Captain’s
head until the order has been delivered. A Job Icon then appears above this
Captain.

You only have a limited number of carrier pigeons and can get no more in any
given territory, so be careful with the orders you give and your posture when
you give them. You need to make every order count.

8. Some commands do not operate in keeping with these general instructions.
Specific instructions on how they work can be found under the Command
Symbol descriptions below.

MILITARY SYMBOLS

Attack: Potential targets include settlements, farms,
towers, men, sheep, trees — in fact almost anything. Click
with the mouse button to attack a selected target. If you
attack and kill a sheep, it automatically becomes part of
your food store. If you chop down a tree, you can prevent
enemies from using it to make their own inventions. If you attack a settlement or army
and win, the people left alive become your followers and you have access to all their
resources. Keep in mind that if your target can move, it may well have trudged,
marched, or scampered away by the time you get to its original location.

Note: Your active Captain is free to move around during a combat (see Send
Captain).

Once the rank is on its way to the chosen target, click with the mouse button and the
Captain scans the immediate area for stragglers and escapees. If he detects any, he
changes direction to attack them. This is useful for taking out people from the target
area who are inventing, or any lone wanderers.

You lose a combat when your Captain dies. If a sub-ordinate Captain dies he disappears
from the screen, and drops his store of food and equipped items which become visible



on screen; another Captain can be recruited to take his place. However, if the First
Captain dies the game is over and the You Have Been Defeated screen appears. Messy.

Note: Equipped items from men killed in combat also become visible.

Get Men: The number of men taken is determined by the pos-
ture of the active Captain: a Passive Captain attracts only a few
men to his banner, a Neutral Captain is able to recruit a few
more, and an Aggressive Captain press gangs almost every
able-bodied man available.

Transfer Men: Reassigns men from one Captain to another. The number of men trans-
ferred depends on the Posture of the transferring Captain: Passive pos- [

ture transfers 25%, Neutral posture transfers 50%, and Aggressive pos-
ture transfers 100%. Click with the mouse button on the Captain from
whom you're poaching troops, click on the icon, and then click on the
Captain to whom they are being transferred.

Spy: Sends a Captain to gather intelligence. Click on the Captain, then
click the Spy symbol. Now select the neutral or enemy settlement
where you want him to spy with a click. If he is accepted into the com-
munity the location of the settlement’s population shows up on the
Overview Map as dots of the appropriate color (red or blue for ene-
mies, yellow for neutral). If he is recruited into an enemy army, then dots of the appro-
priate color appear on the Overview Map showing the location of soldiers in that army.

MOVEMENT SYMBOLS

Send Captain: Send a Captain to the aid of a comrade in peril, or get
him out of harms way if a battle turns against you. Select the Captain
to send, choose a destination , and click with the mouse button. A
Captain cannot get out of a battle while engaged in hand-to-hand
combat.

Note: If you Send a Captain to a distant location and the Captain is not dragged
back into the battle, his men follow him and the battle is broken off.

Go Home: Sends the Captain and his army back home. This command  [EESs==si]
is a handy way of getting out of a losing battle while keeping an army HOME
intact. el |

i




Derank: This is similar to Go Home but only sends a fraction of
an army home, and the Captain involved stays with the portion
of his forces that remain. If the Captain’s Posture is Passive 25%
of his troops leave, if it's Neutral, 50% find their enlistment is
up, and if it's Aggressive 100% re-enter civilian life. People with
the worst weapons, no weapons, or no boats go first, leaving the most useful soldiers
behind.

FOOD SYMBOLS

Get Food: From a friendly settlement or cache (see Drop Food).
The amount of food a Captain gets is determined by his Posture: if
his posture is Passive he gets only a little food, if it's Neutral he
gets more food, and if it's Aggressive he may take all the available
food. So the grumpier he gets, the more grub he grabs.

Drop Food: This causes the active Captain to drop a portion of
his food supply. The amount he drops depends on his Posture:
25% if his Posture is Passive, 50% if it's Neutral, and 100% if it's
Aggressive. The Captain drops the food where he’s standing,
and it appears on the Close Up Map as a small sack of grain.
Animals, enemy armies, and passers by don’t take this food since it’s hidden from every-
one except you and your followers. But if food is dropped in a settlement, it's added to
that settlement’s food supply.

Note: Don't drop your food into the sea! It is irretrievable, and in any case would
taste horrible.

Supply Food: The selected Captain goes to the nearest friendly
settlement to supply food (the amount supplied depends on his
Posture, as described in the Get Food command). The Captain
continues to retrieve food from stores or other settlements and
supply it until he receives different orders.

INVENT SYMBOLS

Invent: Workshops are found in settlements, and can be spotted in
Object Mode as red dots on the Overview Map, or on the Close-Up Map
as buildings with red signs. Inventions in a particular village depend
on the available raw materials, the occupations of the locals, and the
Posture of the Captain involved (see Invent for more details).

ar



Equip Invention: Equips inventions made on your orders and
objects carelessly left behind by their previous owners. To equip an
Invention made on your orders, click the symbol and then the settle-
ment where the invention was created. To equip found objects, click
on the object itself. Found objects are identical to commissioned
inventions. The Captain’s posture determines how many inventions are picked up: 25%
if Passive, 50% if Neutral, and 100% if Aggressive.

Note: Picking up too many inventions slows a Captain down.

Drop Invention: Drops any surplus stock. The Captain’s Posture
determines how much is dropped: 25% if Passive, 50% if Neutral, and
100% if Aggressive. Surplus stock is defined as unequipped weapons
or pots, but never equipped weapons or boats. These may later be
picked up by the Captain who dropped them, or by another Captain
using the Equip Invention command (as long as you don’t drop them in the sea —
they're gone forever if you do). They aren’t picked up by passers by or enemy armies. If
you drop them in a settlement, they are added to that settlement’s stock.

MISCELLANEOUS SYMBOLS

Trade: Goods (weapons, pots, etc.) with a settlement in return for food or
stock. Every item has a set food value that is modified if your Captain is
good at bartering (bartering skill is determined by innate aggression). The
settlement trades stock for food and the Captain’s posture determines
what he trades for and which items he wants first. An Aggressive Captain
trades for a cannon before a Passive Captain will, while a Neutral Captain falls some-
where in the middle. A Passive Captain trades for a plow (for example) before he
trades for a cannon, while a Neutral Captain prefers a boat.

Note: The weapons your army is using or carrying are never traded.

Make Alliance: This requires the payment of tribute from your
excess stock (similar to Trade above) to another tribe. Once an
alliance has been made, you have access to that tribe’s settlements
and resources, and they likewise have access to yours. An alliance
can be broken by attacking an ally, and if an offer of alliance is reject-
ed you lose the tribute you offered and you may become subject to an attack.




Query: Opens a text window with information on any object on the Close-
Up Map. Simply select the Query command and click an object with the
mouse.

When you Query an object, you get information about everything in that location. For
example, clicking on a house with two people in it brings up three windows. These win-
dows are stacked, one on top of the other. To separate them, highlight the top of the
window with the Cursor Arrow, click and hold down the mouse button, then drag the
window to another part of the screen. Click the top left of the text window to close it.
The information within a text window is updated automatically.

Different objects reveal different ranges of information when they are the subject of a
Query command:

Buildings/Settlements: Building type, settlement name, names of the building’s
occupants (there are never more than two, hushand and wife), ruler of the settle-
ment (Harold 11, Jayne II1, or Jos XVIII), the nearest forest, food stored in the
entire settlement, number of men in the settlement, what stock (if any) the settle-
ment has.

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

Sheep: Those woolly things that bleat incessantly. Mighty good eating.

Trees: Location, species, whether there are any birds in the branches, and the
season.

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

The Query Symbol remains active until you cancel it by clicking again on the Queried
object, or until you click on another symbol.



The Captains

STATUS BARS THE FIRST CAPTAIN

MEDALS SELECTION ARROW

The First Captain can recruit other Captains by conquering the settlements they rule.
As they are recruited, they appear by the First Captain’s side and are his to command.
When a Captain dies, he disappears from the screen (unless it’s the First Captain, in
which case the game’s up).

Status Bars: Three appear above the head of every Captain and show his current
food, men, and strength. The top blue line indicates food, the middle red line sig-
nifies men, and the bottom green line shows strength. Keep an eye on the green
strength line; when it's gone, so is the Captain.

The Selection Arrow: This arrow bobs up and down over the head of the currently
selected Captain. Click on a Captain’s body to select him to receive orders.

The Medals: Click on the medals hanging on a Captain’s chest for information
about him. Clicking on medals tells you the Captain’s name, current job, strength,
speed, the amount of food he has, how many men he has, and how much stock (if
any) he is carrying. This information box functions just like a text window (see
Query Symbol).

Strength

A Captain’s strength is displayed in two ways — as a green line in the Status Bars and
when you click on a Captain’s medals. Strength is rated, from strongest to weakest, as:
Fit, Well, Weak, Very Weak, Sickly, Very Sickly, Dead.

A Captain’s normal Strength level is Fit. Being wounded in combat is the only thing
that reduces his Strength. If he is reduced below Fit, he eventually heals back in camp.
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If his Strength is reduced to Dead, his stay on this planet is over (unless you Replay The
Map or Start New Conquest).

The Effects of Posture

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

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

Inventing

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

The Invent command tells a Captain to have his men or the citizens of a friendly settle-
ment invent something. You can only invent in a village with a workshop; these show up
as red dots in settlements when the Overview Map’s in Object Mode. What the settle-
ment produces depends on four factors: the Posture of the Captain, available resources,
the presence of a merchant and the occupations of the locals.

An aggressive posture generally produces heavy weapons like cannons or bows. Neutral
posture produces lighter weapons like pikes or boats. Passive posture produces items
like plows. Inventing any of these, of course, is dependent on having the correct raw
materials at hand as well as the appropriate posture.

The fruits of the inventive urge also depend on the location. For example, inventing
near a forest on low land near water usually produces boats. Inventing in a town that is
on high ground away from a forest usually produces swords or cannons.

USING NATURAL RESOURCES

Natural resources include wood and steel. Forests are a good place to find wood — that’s
why they call them forests. But keep an eye on people if they take up lumbering or
they’ll strip a forest clean. So don’t leave the Invent command active without keeping
track of what people are doing in the woods. Wood can be used to make pikes, bows,
plows, catapults, and, if you're near water, boats.

Steel is harder to come by. You have to construct a mine to extract the raw ore to forge
into steel, and the mine usually has to be situated at a high altitude. Mine construction



is a time-consuming process, and any settlement that has a mine is an inviting target;
they’re easy to spot since they're all marked by a tower. If you're not near any useful
raw materials when you try to Invent, you produce pots from the local mud. Pots are
valuable mainly for trade. They won't help you during battles, of course, but at least you
have a handsome and sturdy receptacle to bleed into after you've been cut to ribbons.

Note: When a settlement’s population are inventing, they can’t get food or other
supplies. If they run out of food, they gradually stop inventing and take up
food production, i.e. they can still invent if enough people are producing food.

The table below lists what posture is needed to invent particular items and the other
conditions that are necessary:

Item Posture

Catapult Aggressive posture and merchant in settlement

Cannon Aggressive posture and merchant in settlement

Sword Aggressive posture, near a mine and no merchant in settlement
Pikes Neutral posture

Bows Aggressive posture

Boats Passive posture and fisherman present

Plows Passive posture

Pots Can be made any time

EQUIP INVENTION

Having invented something, you're going to want to use it. To pick up your invention use
the Equip Invention symbol, modify the Captain’s posture appropriately, then click on
the workshop.

You can also equip inventions found lying around the battlefield after a battle, or any-
where else for that matter. Equip these in the same way you equip inventions made in
workshops, using the Equip Invention symbol.

Note: If you're equipping a boat, remember that settlements on bodies of water or
rivers depend on fishing for food, so if you take away their boats food produc-
tion goes down.

If the invention you equip is a hand weapon, empty-handed troops are equipped first.
The Captain is equipped first of all, then the First Captain’s original followers, and
finally the other troops.

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

A



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

Credits

._____________________________________________________________________]
Original Game Design by: Bullfrog Productions, Ltd.

Producer: Peter Molyneux

Management: Les Edgar

Programmer: Sean Cooper, Glenn Corpes

Graphics: Gary Carr

Tech Support: Kevin Donkin

Mac Version by: Atreid Concept SA.

Producer: Matt Webster

Programmer: Joél Suys

Mac Graphics: Olivier Bailly-Modtre

Project Manager (for Atried): Pascal Gallon

Product Manager: Sean Ratcliffe

Game Graphics: Gary Carr, Paul McLaughlin, Chris Hill, Fin McGechie, Andy Sandham, Paul Clarke
Music and Sound effects: Charles Callet

Documentation: Michael Humes and Neil Cook

Documentation Layout: Tom Peters

Lead Tester: Darren King

Additional Testing: Nick Goldsworthy, Graham Harbour, Rajiv Awasti, Mark Bergan, Mike Cooper,
Matthew Price

TECHNICAL SUPPORT
If you have questions about the program, our Technical Support Department can help. If your question isn’t urgent,
please write to us at:
Electronic Arts Technical Support, P.O. Box 7578, San Mateo, CA 94403-7578
Please be sure to include the following information in your letter:
* Product name
« Model, memory, and configuration of your Macintosh
« Any additional system information (like type and make of monitor, video card, printer, modem etc.)
« System version number
= Description of the problem you're having

If you need to talk to someone immediately, call us at (415) 572-ARTS Monday though Friday between 8:30 am and 4:30
pm, Pacific Time. Please have the above information ready when you call. This will help us answer your question in the
shortest possible time.

If you live outside of the United States, you can contact one of our other offices.

In the United Kingdom, contact: Electronic Arts Ltd., P.O. Box 835, Slough SL3 8XU, UK Phone (753) 546465.
In Australia and New Zealand, contact: Electronic Arts Pty. Ltd., P.O. Box 432, Southport QId 4215, Australia
Within Australia call: Phone: (075) 711 811

Within New Zealand call: Phone: +61 75 711 811 between 9am-5pm Eastern Standard Time



LIMITED WARRANTY

Electronic Arts (“EA”) warrants to the original purchaser of the computer software product, for a period of ninety (90) days
from the date of original purchase (the “Warranty Period”), that under normal use, the magnetic media and the user docu-
mentation are free from defects in materials and workmanship.

WARRANTY CLAIMS

To make a warranty claim under this limited warranty, please return the product to the point of purchase, accompanied by
proof of purchase, your name, your return address, and a statement of the defect. OR send the disk(s) to us at the above
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(postage prepaid) or issue you with a credit equal to the purchase price.
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uct.
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ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL ELECTRONIC ARTS BE
LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE, OR
MALFUNCTION OF THIS ELECTRONIC ARTS SOFTWARE PRODUCT.

Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions or limitations of incidental
or consequential damages so the above limitations and/or exclusions of liability may not apply to you. This warranty gives you
specific rights, and you may also have other rights which vary from state to state.

NOTICE
ELECTRONIC ARTS RESERVES THE RIGHT TO MAKE IMPROVEMENTS IN THE PRODUCT DESCRIBED IN THIS MANUAL
AT ANY TIME AND WITHOUT NOTICE.

THIS MANUAL AND THE SOFTWARE DESCRIBED IN THIS MANUAL ARE COPYRIGHTED. ALL RIGHTS ARE RESERVED.
NO PART OF THIS MANUAL OR THE DESCRIBED SOFTWARE MAY BE COPIED, REPRODUCED, TRANSLATED, OR
REDUCED TO ANY ELECTRONIC MEDIUM OR MACHINE-READABLE FORM WITHOUT THE PRIOR WRITTEN CONSENT OF
ELECTRONIC ARTS, P. 0. BOX 7578, SAN MATEO, CALIFORNIA 94403-7578, ATTN: CUSTOMER SUPPORT.

PowerMonger is a trademark of Electronic Arts. ©1994 Bullfrog Productions, Ltd. and Electronic Arts.
All software and documentation ©1994 Electronic Arts. All rights reserved.
Macintosh version by Atreid Concept SA.
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NOTE

This manual and the software described in it are copyrighted,
with all rights reserved. Under the copyright laws, this manual or
the software may not be copied, in whole or part, without written
consent of Electronic Arts, except in the normal use of the soft-
ware or to make a backup copy of the software. The same pro-
prietary and copyright notices must be affixed to any permitted
copies as were affixed to the original. This exception does not
allow copies to be made for others, whether or not sold, but all of
the material purchased (with all backup copies) may be sold,
given, or loaned to another person. Under the law, copying
includes translating into another language or format.

You may use the software on any computer owned by you, but
extra copies cannot be made for this purpose.
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