Hyboria 1288 (v2) - The Play-by-Email Game


The Balance of Power

It is almost thirteen centuries since the founding of Aquilonia. It is a time of peace among the Western nations, though this could change at any moment. The great powers of Aquilonia, Nemedia, Stygoa, Koth and Turan each have the potential to become outright leader. Many smaller nations might also have become prominent with diplomacy and military expansion. 

In addition to building and maintaining a strong military for defence or expansion, you'll need to balance having a good agriculture base, off-map trading, and political influence. Outright military conquest of an empire of equal size and power either requires great tactical and strategic skill from the attacker, or a multiple nation alliance. You can even arrange for the marriage of your nobles to the ruling families of other empires.

About The Map

Land / Water Boundary: Double Lines. Land units may not cross into a sea zone (unless on a ship), and ships may never cross onto a land territory.

National Boundaries: Thick Lines. Nations are separately coloured for extra boundary recognition.
Land Territorial Boundary: Thin Lines. 

Sea Zone Boundary: Dotted Line

Land Territory: All non sea zone territories are land territories. All land territories have a name. Each also has an assigned Resource Value represented by a black circle with a white number in it.

Sea Zone Name: These are marked with the name.

Cities: Black rectangles within certain land territories. 

Fortification Factor: Factor marked with a number inside the City rectangle. (See Cities).

The Units

Regiments: land forces. Have a basic Attack of 4 and a Defence of 6. It costs 2 PP to raise a Regiment. A group of Regiments is referred to as an Army.

Knightly Orders: a special Regiment option. Cost is 5 PP. Has an Attack of 7 and Defence of 5. Only 1 per nation.

Squadrons: naval forces. Have a basic Attack of 4 and a Defence of 6. Can can transport 1 Regiment Unit each. It costs 5 PP to raise a Squadron. A group of Squadrons is referred to as a Fleet.

Heroes: Each Army (or Fleet) may be led by a Hero. All Units with the Hero gain a +1 to Attack or Defence (Player chooses when hiring). Only one Hero from the same nation can function in a territory at one time. A Hero costs 3 PP to hire. A Hero cannot usually be taken as a casualty, but are lost when all the units they are with are destroyed.

Mages: All enemy Units in a battle against units accompanied by a Mage suffer a -1 to Attack or Defence in combat (Player chooses when hiring). Only one Mage from the same nation can function in a territory at one time. A Mage costs 6 PP to hire. A Mage cannot usually be taken as a casualty, but is lost when all the units they are with are destroyed.

Cities: Cities are regional headquarters. Cities are where all Units must come into play (Squadrons only at Ports). So long as a nation still controls one city, they remain in the game. Cities are Fortified. The Fortification Rating is a penalty to the Attack of all enemy Units, reflecting the walls and infrastructure to withstand a prolonged siege.

Basic Strategy

The goal of the game is to gain dominance over everyone else (be the first to control half of the cities on the map, or have a PP budget twice that of nearest rival). You will have to decide the best method for your nation. Production Point (PP) capability dictates how powerful a nation is and how capable they are of waging an extended war against multiple nations.

Politics play an important part in your quest for dominion. You will need allies, both great and small, to survive, much less manage a campaign of aggression. If you let yourself become alienated from NPC nations, your enemies will recruit them against you. Your empire won’t last long if you are engaged in a prolonged war against two or more major nations.

Production Points (PP)

Accrued from Territories, Trade and tributes. Territory PP equal Agriculture Rating multiplied by Resource Level. Each Player will be advised of his available PP Budget before the start of each turn. Unspent PP for the year are lost.

Alliances:

Alliances between Players have no set guidelines, as they are risky; the player does not have to honour its promised obligations.

Alliances with NPCs are guaranteed. An alliance is only against one predetermined enemy. If you declare war on the enemy or it declares war on you, your ally will declare war on it and help you. The ally, once the war is over, will retain any territories it conquered. If a peace treaty is struck before the enemy is conquered, your ally will remain allied to you unless your ally’s diplomatic stance is altered or aggression against it on your part.

In all other cases the NPC ally will act independently and still not allow its allies’ troops to enter its territory.

Combat;

Roll 1D10 less than or equal to each unit’s Attack to score a “hit”. Hits are assigned randomly. For each hit Unit, roll 1D10 less than or equal to its Defence to achieve a “save”. Units that fail to save are destroyed. 
Players should specify a minimum retreat level of lost Units. Any retreating land units must retreat to an adjacent land territory that was friendly.

Coastal defence forces in small numbers use natural defences. The coastal defence force forms an imaginary unit with an Attack and Defence rating of 1. This unit gets to defend the territory along with any “real” units. The coastal defence unit is always assigned the first hit scored by the attacker. There will always be 1 coastal defence unit defending against a naval invasion no matter what has previously transpired in that territory or how many other coastal defence units have previously been destroyed. Beach landing troops have a -1 to attack rating.

Hero & Mage combat: Roll 1D10 when enemy Mages and/or Heroes enter the same territory. A 1-7 = they do not fight. An 8-9 = one is mortally wounded. A 10 = both mortally wounded. Then fight the battle as normal.

Conquest:

You capture a Land Territory if – at the end of the turn - you have the only Units, or else were the last to have Units, in the Territory. Sea Zones are never captured.

A nation is conquered once it has lost all of its city Territories at the end of a turn.

Before the player is able to collect any PP from a new territory, they must spend PP to effectively extend their nation’s government in order to control the populace. This can be paid for at any time (even in instalments). Any non city territory costs its listed Resource value. A territory with a city costs twice its listed Resource value. Until paid for, the territory is called a “Vassal” Territory.

Newly captured cities may not be used to raise new troops until they are incorporated into a player’s nation.

Ending Wars:

Any kind of agreement between Player nations can end a war (except trading of a Hero or Mage).

If NPC has captures territory from a Player: NPC will not settle for peace, unless other players threaten to - or indeed do - declare war on the NPC. In this case it will offer the original enemy player an end to the war where each keeps the territory currently under their control.

If Player captures territories from NPC: player may offer surrender terms. Chance of NPOC accepting is 4 in 10, +1 for each territory lost. If accepted, each nation keeps territory they control, but NPC will pay tribute of 1D6 PP (up to 1/2 of its PP), per turn for 5 turns to the player. These do NOT count towards PP gained in determining a victor.

If no territory has changed hands: A 2 in 10 chance the NPC will accept offer to end war. It will not pay tribute. 
An NPC that declared war on a player due to an alliance with another player will only settle peace when its allied player does. The player that was attacked always has option of accepting peace with NPC or continuing war.

A player may threaten to declare war on an NPC to force it to end some other conflict. Upon receiving such a threat, if the player has a border with NPC, there is a 6 in 10 chance NPC will end its current conflict. Otherwise the chance is 2 in 10. The player has option of following through with threat but if he does not, he loses all ability to ever invoke such a threat again. 
When player does declare war, if a threat was issued or not, NPC will attempt to settle peace with other nations. 

The effects of Peace Treaties come into effect at the end of the Turn.

Initial Game Set Up

The starting unit placements for each nation are shown on the Excel spreadsheet.

Game Turn Options

In each game turn, every player and NPC nation gets to take actions. Each nation’s game turn is done simultaneously as the Referee sees logical.

Here are the things you can do in a turn

1. Diplomacy:

Spend 2 PP for each attempt to influence an NPC. Chance is 4 in 10. Success moves the nation one step closer to being Allied to you. If NPC is currently Dis-favourable or At War, chance is 1 in 10.

NPC Allies will join a war alongside a player unless the nation it would be declaring war on was also an ally. 

Players have the option of trying to influence an NPC into becoming less friendly with another player. Cost is 5 PP. There is a 3 in 10 chance he NPC nation will move one box to the left on the other player’s Chart. An NPC cannot be prompted to declare war on another nation by this method (unless the two are of opposed “Alignment” and are neighbours).

2. Capture Trade:

There is a limited amount of PP from off-map trade (50 PP). Represents profit from trade with the East.

To gain one, you must take it away from another nation. Cost is 3 PP to try. Base chance is 4 in10. If nation making attempt has more Units than the target, chance is 5 in 10, if less, chance is 2 in 10.

Attempting to steal trade from an NPC has a 4 in 10 chance of making the NPC shift one box to the left. An NPC nation WILL declare war over trade conflicts.

3. Build Units:

Regiments are raised in a city Land Territory you control. Squadrons must be placed into a Sea Zone that is adjacent to a Port you control. Heroes and Mages start in either location. New Units may not move in the turn they are raised.

4. Improve Agriculture:

It costs current Territory Agriculture Level (rounded UP) in PP to raise it by 0.1

Can be done once per Territory per Turn.

5. Move Units:

Regiments move 1 Territory per turn (2 if both are under the player's control), or it may use a Squadron to transport it from one coastal Territory to another. The Naval Unit must not move out of the mutual sea zone. 

Squadrons move 1 sea zone per turn with or without Land Units as cargo. They can embark a Unit from one coastal Territory and disembark it in another in the same turn (as above). The transport capacity of a Squadron can only be used once per turn.

Heroes and Mages move with the Army / Fleet.

When movement of Regiments takes them into a Territory owned by another nation... If the player has declared the movement to be an attack, combat occurs... or if not, there is a 5 in 10 chance that the other nation’s Regiments will attack and combat occur. 
If entry was previously agreed to, there is no combat.

NPC nations will never allow player nation troops to enter their territory. 

When movement of Squadrons takes them into a Zone occupied by another nation... If the player has declared the movement to be an attack, combat occurs... or if not, there is a 3 in 10 chance that the other nation’s Squadrons will attack and combat occur. 

6. Marriage:

Players may try to marry off important nobles in the hopes of getting an NPC to merge with them. This may not be attempted in consecutive turns. Cost is 15 PP. Can only be offered to current Allies. Roll 1D10. A 10 = the two lands aremerged. A 1 = they go to war with each other. A 2-3 =, the NPC moves one box to the left.

7. Improve Fortifications:

It costs current Territory Fortification Level (rounded UP) in PP to raise it by 0.1
Can be done as many times per Territory as you can afford per Turn.

Writing Orders

When writing orders, include relevant Units, Territories, Nations, etc. And the GM will do the rest.

An Order Writing Worksheet will be provided to make this easier for all concerned. 
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