8.3  Leader Stature Change - roll 2 x D6 

	***
	current stature level

	
	1
	2
	3
	5
	9

	Result
	

	2
	9
	9
	9
	9
	9

	3
	9
	9
	5
	9
	9

	4
	5
	5
	5
	5
	3

	5
	5
	5
	5
	5
	3

	6
	3
	3
	3
	3
	3

	7
	3
	3
	3
	3
	5

	8
	3
	5
	3
	2
	2

	9
	5
	3
	2
	2
	2

	10
	2
	2
	2
	2
	2

	11
	1
	2
	2
	1
	1

	12
	1
	1
	1
	1
	1



11.3  Pillage & Plunder Table - roll 1 x D6
	Result
	Gold

	1
	0

	2 - 3
	1

	4 - 5
	2

	6
	3


17.22  Rebellion Value Summary

	Basic value 0 but add:

	+5
	already in Unrest

	+2
	if opponents have Ties - unless waived

	+2
	language unrelated to Court

	+1
	language related to Court, but not same

	+2
	different religion to Court

	+1
	same religion but different church to Court

	+1
	next to ind area of same language & religion

	+1
	for each gold that player is trying to get

	-1
	for each fortification point in the area

	-2
	If the player has a Tie to the area


9.34
Religion/Language Modifier Matrix 

	
	conquest
	pillage
	ruling
	fortify
	diplomacy

	Same Language
	0
	2
	0
	0
	0

	Related Language
	1
	1
	1
	1
	1

	Unrelated Language
	2
	0
	2
	2
	2

	Same Religion/Church
	0
	2
	0
	0
	0

	Different church
	1
	1
	1
	1
	1

	Different religion
	2
	0
	2
	2
	2


24.0
Raider Activity Schedules

	Viking raiders
	Magyar raiders
	Saracen raiders

	game turn
	stature
	game turn
	stature
	game turn
	stature

	801
	3
	901
	3
	776-826
	3

	826
	5
	926-951
	5
	851-901
	5

	851-876
	9
	976
	3
	926
	9

	901-926
	9
	
	
	951-1001
	5

	951-976
	5
	
	
	1026-1076
	3


17.5
Unrest and Rebellion Table - roll 2 x D6
	
	rebellion value of area

	
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	13

	2
	U
	U
	R
	R
	R
	R
	R
	R
	R
	R
	R
	R
	R

	3
	U
	U
	U
	U
	R
	R
	R
	R
	R
	R
	R
	R
	R

	4
	-
	U
	U
	U
	U
	U
	R
	R
	R
	R
	R
	R
	R

	5
	-
	-
	-
	U
	U
	U
	U
	U
	R
	R
	R
	R
	R

	6
	-
	-
	-
	-
	-
	U
	U
	U
	U
	U
	R
	R
	R

	7
	-
	-
	-
	-
	-
	-
	-
	U
	U
	U
	U
	U
	R

	8
	-
	-
	-
	-
	-
	-
	U
	U
	U
	U
	U
	R
	R

	9
	-
	-
	-
	-
	U
	U
	U
	U
	U
	R
	R
	R
	R

	10
	-
	-
	U
	U
	U
	U
	U
	R
	R
	R
	R
	R
	R

	11
	U
	U
	U
	U
	U
	R
	R
	R
	R
	R
	R
	R
	R

	12
	U
	U
	U
	R
	R
	R
	R
	R
	R
	R
	R
	R
	R

	No result :  taxes collected – area status remains the same

U :  taxes collected - area enters, or remains in, unrest

R :  taxes not collected – area rebels


22.3
Conversion Rating Chart 
	
	Proselytic Ability
	Convictional Strength
	Conversion Differential 
=

Convictional Strength minus Proselytic Ability

Religions with proselytic rating of 0 cannot convert


	roman catholic
	10
	20
	

	eastern orthodox
	10
	20
	

	eastern muslim
	8
	20
	

	iberian muslim
	0
	0
	

	germanic pagan
	0
	16
	

	slavonic pagan
	0
	14
	

	Baltic pagan
	0
	16
	

	christian heretic
	0
	16
	


23.2
Schism Table - roll 2 x D6
	result
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12

	Byzantine influence on Rome
	
	
	
	
	
	
	
	
	
	
	

	Owns Rome, has exclusive Tie
	U
	-
	-
	-
	-
	U
	-
	-
	-
	-
	U

	Owns Rome, has non-exclusive Tie
	U
	U
	-
	-
	S
	S
	S
	-
	-
	-
	U

	No-one owns Rome, has exclusive Tie
	U
	S
	S
	-
	S
	-
	S
	-
	S
	S
	U

	No one owns Rome, no-one has Ties
	U
	S
	S
	S
	S
	-
	S
	-
	S
	S
	-

	No one owns Rome, others have Ties
	U
	S
	S
	S
	S
	-
	S
	-
	S
	S
	S

	Another player owns Rome
	U
	S
	S
	S
	S
	-
	S
	S
	S
	S
	S

	U : Union of the Eastern and Roman Churches

S : Schism of the Eastern and Roman Churches
Nu result: no change in relations between the Churches


24.91
Magnate Appearance Table - roll 1 x D6

	1
	Consult Magnate Matrix 1

	2
	Consult Magnate Matrix 2

	3
	If after 1000 AD consult Syrian Magnate Table

	4
	If after 1200 AD Mongol Magnate appears in Steppes

	5
	No Magnate appears

	6
	No Magnate appears


24.92
Magnate Matrices - roll 2 x D6

	Magnate Matrix 1


	Die 1 
	1
	2
	3
	4
	5
	6

	Die 2 
	
	
	
	
	
	

	1
	Scotland
	Saxony 
	Friesland
	Venice 
	Sicily
	Normandy

	2
	Northumbria
	Saxony
	Flanders
	Venice
	Sicily
	Normandy

	3
	Mercia
	Denmark
	Lorraine
	Verona
	Toulouse
	Ile de France

	4
	Wessex
	Denmark
	Franconia
	Tuscany
	Aquitaine
	Ile de France

	5
	Wessex
	Norway
	Bavaria
	Naples
	Burgundy
	Champagne

	6
	Sweden
	Norway 
	Swabia
	Lombardy
	Burgundy
	Anjou

	

	Magnate Matrix 2


	Die 1 
	1
	2
	3
	4
	5
	6

	Die 2
	
	
	
	
	
	

	1
	Provence
	Aragon
	Cordova
	Serbia
	Kiev
	Poland

	2
	Valencia
	Aragon
	Cordova
	Bulgaria
	Novgorod
	Poland

	3
	Portugal
	Aragon
	Granada
	Bulgaria
	Novgorod
	Bohemia

	4
	Leon
	Castille
	Granada
	Muscovy
	Volhynia
	Bohemia

	5
	Leon
	Castille
	Hungary
	Muscovy
	Lithuania
	Khazar

	6
	Apulia
	Castille
	Hungary
	Smolensk
	Lithuania 
	The Steppes


24.93
Syrian Magnate Appearance Table - roll 1 x D6

	Result
	   Effect

	1 - 3
	   Magnate appears in Syria, combat stature 5

	4
	   Magnate appears in Syria, combat stature 9

	5 - 6
	   No magnate appears


9.35
Cost & Effectiveness Rating Summaries 

	Effectiveness Rating =  A  (apply B when relevant)  plus or minus C
No endeavour may be undertaken where the final effectiveness rating is less than zero.

	
	conquest
	pillage
	ruling
	fortify
	diplomacy

	Cost
	2 gold 


	0 gold
	0 gold
	2 gold 
	1 gold

	Sea costs
	+ 1 gold per sea area (two consecutive sea area maximum) 

Seafaring peoples first sea area is free (three consecutive sea area maximum)


	N/A

	A
	attacking leader combat stature
+

base area
social state

	active leader combat stature
+

base area
social state
+

target area population


	active leader administration stature

	active leader
administration stature
+

base area
social state
+

target area population


	active leader diplomacy stature
+

court area
social state


	
	-

target area
social state

-

target area
fortification

-

language  modifier

-

religion

modifier

-

target leader combat stature when defense endeavour


	-

target area
social state

-

target area
fortification

-

language  modifier

-

religion

modifier

-

target leader combat stature when defense endeavour


	-

language  modifier

-

religion

modifier

-

target area
absolute

social state

 (ie +2 and -2 count as 2)


	-

language  modifier

-

religion

modifier
	-

target area
social state

-

target area
fortification

-

language  modifier

-

religion

modifier

-

target leader dipl. stature 
(indep. area 3 

Magnates 5

Venice 5)


	B
	Reduce the effectiveness rating by a factor of two (multiply negative ratings by 1.5) if there are two or more consecutive Sea Areas in the chain between the Base Area and the Target Area, or between the Base Area and the active player’s Court Area.  If a Seafaring Peoples area is in the chain reduce the effectiveness rating only if three or more consecutive sea areas. Fractions are rounded to the detriment of the active player.


	N/A

	C
	+

attacking player gold above cost
-

defending 
player gold 
when defense endeavour

	+

attacking player gold above cost

-

defending 
player gold 
when defense endeavour


	+

attacking player gold above cost


	+

attacking player gold above cost
	+

attacking player gold above cost

-

defending 

player gold




