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WAR OF FREDOX
Version 2.5

ARMIES - are the combination of troops lead by a commander. 

MILITIA - The militia can only used in defense of the city. Though if wish to reactivate the militia it will take one turn.

TROOPS – must have a hero to lead them, placed in militia, training, or in a castle. 

HERO SKILLS

TRAINING – shows the number of troops and the modified time to train. 

LEADERSHIP – shows the number of troops hero can have.  

ECONOMIC –the hero spends entire turn on trade. 

POLITICAL - the hero spends entire turn acquiring information. 

	
	Training
	Leadership
	Economic
	Political

	Superior
	50 Troops/ 

1/8 training time. 
	Lead 1,000 troops. 
	10,000gp
	1 Kingdom. Location of troops #50 or greater. Even Militia. Also know numbers rounding up nearest 50. 

	Excellent
	20 Troops/

¼ training time. 
	Lead 500 troops. 
	1,000gp
	1 Kingdom. Location of troops #100 or greater. Even Militia. Also know numbers rounding up nearest 100.

	Good
	20 Troops/

½ training time. 
	Lead 250 troops. 
	500gp
	1 Kingdom. Location of troops #250 or greater. Even Militia. Also know numbers rounding up nearest 100.

	Moderate
	10 Troops/

Normal training time. 
	Lead 50 Squad 
	250gp
	1 Kingdom. Misc. guild information. 

	Poor
	5 Troops/

x2 training time. 
	Lead 10 Squad 
	100gp
	Guild information from random kingdom. 

	Very Poor
	Cannot train
	Cannot lead
	Cannot trade
	Cannot gossip. 


TROOP’S

TP - TYPE OF THE MAJORITY OF TROOPS
NO. - NUMBER OF TROOPS IN THE TROOP

MV - MOVEMENT OF THE SLOWEST MEMBER IN THE TROOP (/FL - fly)

AC - THE AVERAGE ARMOR CLASS OF THE TROOPS

HP - THE AVERAGE HP OF THE TROOP

EP - WHAT THE TROOP IS EQUIPPED WITH

SP - ANYTHING SPECIAL ABOUT THE TROOP

TT - TRAINING TIME

TERRAIN

The following is the movement cost to move through a hex per week:

	Terrain
	MV
	Special Movement
	Combat Effects

	Road
	10
	
	

	Plain
	20
	
	

	Light Forest
	40
	Elves treat as plains
	Wood elves receives partial concealment (25% miss)

	Hill
	40
	
	

	Scrub
	40
	
	

	Desert
	60
	Trolls treat as mountains
	Arabs get +2 attack and defense. 

	Heavy Forest
	80
	Elves treat as plains
	Wood elves receive total concealment (50% miss), All others receives partial concealment (25% miss)

	On/Crossing River
	80
	
	

	Swamp
	160
	Trolls treat as plain
	Trolls receive total concealment (50% miss), All others receives partial concealment (25% miss), Trolls get +2 Attack and Damage. 

	Mountains
	160
	Dwarves and orcs treat as plains when traveling subterranean
	Dwarves get +2 attack and defense. 


TRAINING


Troop may also train men but with the following guidelines:

1 member of troop can only train 10 men and the level the troop he is training for has to be 2 levels lower then his own. 

(For example - a 3rd level infantry can train 10 men for 1st level but could not train them for second level.)

Also the Trainer while training troops can do nothing else. 



Fighter/Priest



Level 1

1-month


Level 2

2 months


Level 3

4 months


Level 4

8 months


Level 5

16 months


Level 6

32 months


Level 7

64 months


