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Warning about epilepsy

Some people may be liable to epileptic seizures which can entail loss of consciousness when
exposed to certain types of strong light stimuli, such as a rapid ssimgeof images or the
repetition of simple geometric figures, flashes or explosions. These individuals risk suffering
seizures when playing certain video games containing stimuli of these types, even if they have no
past medical history or have neveettselves suffered previous epileptic episodes. If you or a
member of your family has ever presented symptoms linked to epilepsy (a fit or loss of
consciousness) in the presence of light stimuli, consult your doctor before any use of this product.
Parents Isould also be particularly attentive to their children when they play video games. If you
or your child presents any of following symptoms: dizziness, blurred vision, contraction of the
eyes or muscles, disorientation, involuntary movement or convulsiomomentary loss of
consciousness, you must stop playing immediately and consult a doctor.

Precautions to be taken whenever using a video game:
f Dondét sit too close to screen
1 Play at a good distance from the television screen or monitor, or as far antieetog
cord will allow
Use video games on a smaited screen
Avoid playing if you are tired or have missed sleep
Ensure that you are playing in a widlroom
When playing, try to pause for 10 to 15 minutes every hour

E R

Computer piracy

Any unauthoried reproduction, in whole or in part, of this product or of the registered trademark,
constitutes a crime. PIRACY harms the legitimate consumers, game developers, publishers, and
distributors of this product.

Support

Answers to any technical problemswmay encounter are available on our WEBSITE:

www.montjoiegame.com
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Introduction

When old foes France and England went to war in 133-gneocould have predicted that the
fighting would rumble on into the middle of the Fifteenth Century. What stattedsoa dispute

over territory (Philip VI attempted to take back Gascony from the English) grew into a massive
and protracted struggle for the throne of France.

Montjoie! plunges you into the midst of this momentous conflict. At the head of one of the six

factions ultimately caughip in the fighting, you'll get the opportunity to experience the battles,
the betrayals, and the dramatic reversals of fortune.

Design Notes

Montjoie! is based on the board game of the same name, but there are signffiesertatis. Our
campaigns and map system have allowed us to explore the rich history of The Hundred Years'
War in ways impossible in a board game.

While we haven't attempted to recreate every detail of every battle, we have sought to ask
questions like: wat would have become of France had Charles the Bad expanded his territories
in the west? What would have happened if the Black Prince had conquered and held on to all of
southern France, thus linking the Atlantic with the Mediterranean? What would havehleee
outcome if England had managed to seize strongholds such as Orléans to the south of the Loire
river in 14297 What if the Burgundians had not been allied to the English?

There are no set answers to ‘what ifs' like these. Montjoie! players thatdeaaige war wisely,
use wealth prudently, and employ diplomacy cleverly, will write their own history. They'll also
gain insights into a truly fascinating period, ande hope- have a lot of fun!

Thank you for buying Montjoie!

The Montjoie! team
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Main Menu

Tutorial & game rufes
New Game

Loading

Multi-player

Configurations

Quit game

The Main Menu :

i Tutorials & game rules:
Newcomers should start here.
 New Game:

Start a new solo game.

1 Load:

Continue a saved game.

1 Multi-player:

Play a network game.

1 Options:

Change video, sound, and play settings.
T Quit:

Return to Windows.
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Tutorial & game rules

The tutorial is divided into four chapters.

1 Chapter I: The Basics
Learn about Montjoie!'s key principles and features.

1 Chapter II: The Phases of Play
Learn about the ten different phases that make up a game turn.

1 Chapter Ill: Conquests and Battles
Learn how to capture towns and expand your kingdom.

1 Chapter IV: Chance Events
An explanation of the random historical events that punctuate play.

1 Game Rules & Reference Book
Detailed descriptions of the rules, game elements, and palnhiptorical characters of the
period.

‘The Basics

The Phases of Play

Conquests and Battles

Chance Events

Game Rufes & Reference Book

4

Note: In the menus, you can return at any time to the preceding menu by clicking on the
APreviouso arrow (1).
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New Game

At the start of a new game, you must make several choices:

Enter your name :
Choose an hgame moniker.

Choice of game mode:

Montjoie! offers two forms of solo play:
T Thei Hi st or i c al Take pam ;n @&dergamosd constructed around the major events
of the Hundred Yearso War. I n this mode,
occupied, ad the range of random events, are defined by the scenario.
1 Theid Fr e e @Gade €dstomize your play experience by altering parameters such as
game length, starting date and the number of factions in play. No specific historical events
occur during Free @mes.

The Chevaudiées of the Bladt Prince 1350-1360

s After the deatfi of . . King of England,
resumed fostifities and seized upon dissension Getween the
King of Navarre m t , and thie new King of
France . This period witnessed the debade of
the where Jofin the Good was captured_His
fieir, the future , unalle to put an end to pos
uprisings and Navarrese maneuverings, was forced to
the disastrous

Sefect a Faction
G Navarre &>

No faction fias ever won tfiis mission e

9 See the Timedhart
Start the Gamee

For the AHI storical Campaigno mode:

Clicking on a historical campaign takes you to a screen consisting of: a briefing (1), a list of the
factions you've won this scenario with in the past (2), the shield of the currently selected faction
(3), a mni-map displaying the geopolitical situation (4), and the level of difficulty associated
with the currently selected faction (5).

S
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To start the game, select a faction (6) and c|

For the AFree Gameo mode:

Clicking on an 'edition’ takes you to a screen consisting of: a briefing (1), a list of the factions
you've won with in the past (2), the shield of the currently selected faction (3), anapni
displaying the geopolitical situation (4), and the level of diffig@ssociated with the currently
selected faction(b).

To start the game, select a faction (6) and c|
Not e: for the AOriginal Editiono and AXtreme

factions in play.

Timechart

I n both the AHIi storical Campaigno and AFree G
to a timechart (8).

TS 80 338 L 361 1367 (378" AN N85 130 1390 . W06 RHLZ AT S0 88 o 4SS s

: Goodl CharfesV. arfes V] Charfes VI
x (D § = e

s

4pli|l'lp
of Dauvres

Lows of Male
K2  Treaty of Troyes
which recognizes the double

= ey - and EI'I\]ISI'\
fiy in the Kingdom of
Eowurad ] Richard || A h f

Charfes e Bad, J\“nggxm
R 3

P.?.-{g/ BNCW"\V‘ of succession:
-;luﬁnlll icrtes of Biois m oy
!‘z gt Jofin of Montfort m

This timechart places the reigns of the faction sovereigns along a timeline, and highlights the
period in which the chosen mission ¢akplace (1). Certain events are represented on the
timechart in the form of diamonds (2). If you place the mouse cursor over one of these diamonds,

a tooltip with the description of this event will appear (3).

You can return to the mission informationgpa by <c¢cl i cking on the AHI deé

(4).
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Briefing

When you <c¢lick on the W@AStart the Gameodo butto
briefing about the mission wil/l begin to unf.
contet, the particular characteristics of each faction, and the mission objectives. To move to the

next step of this briefing, press the sphee on your keyboard or click your right mouse button.

Once the briefing has ended, the game will commence.
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Loading & saving a game

Loading a game

The loading interface is accessible from the main menu or, during the course of play, from the
game menu. It's presented in the form of a list of previously saved games. Clicking on one of the
files in the list, displayshe mission name, a summary of its characteristics, the current round and
phase of play, and the number of Pretender Points possessed by each faction. To load a selected
file, click fAYeso.

You can also delete saved gattore by clicking on

Saving a game
The save game interface is accessible from the game menu. Through it you can choose to create a
new saved game file, or overwrite an existing one:

T To create a new saved game file, enter a n.
confirm.
1 To overwrite an existing file, select an existing saved game, and confirm when prompted.

If you make a mistake during play and want to retrace your steps, it's worth remembering that
Montjoie! ‘autosaves' at the start of each round. Reloaldengutosave file via the load game
interface will restart the current turn.

Pressing F5 at any time during play 'quicksaves' the game (the game is saved without going
through the menu). Pressing F9 reloads the quicksave. Each time the F5 key is peessed th
previous quicksave is overwritten.

Tcha,,GAfMes ngeqd Montjoie! Manual 10



Multi -player game

Multi-player games can be played via a local network or via Internet.

Create your D

[denti fiant
- W 1 | : ’ 9
Choose your connection L

= O Internet During a multi-player game, you will not
fiave access to the “Screen Con figuration®

Corfeetma =t b and “Options & Sounds"menus.
onnection Jlor -

» 39165 Pease ad just these Ge forefiand

. ‘-'* C
Create a multi-player game i
O Join @ multi-player game

To start, enter your name (1) and choose whether you want to play via a local network or via
Internet. The Internet connemt port can also be modified (3) (Make sure that your choice of
connection port isn't blocked by your modem or firewall).

Once this information is provided, you are given a choice between hosting gplaydti game
(your computer will act as the servesj joining a game already created by another player (4).

Create a multi-player game

If you choose to create a mdftiayer game, then you must pick a mission, give your game a

name, and click -phaydr da&meat leu tatommacted b hoer ot h e
local network or Internet can then join.

Join a multi-player game

If you choose to join a mulplayer game, then a list of available games will be displayed and
you can choose the game you want to participate in. Note that gamey ateggetl or with a full
roster of players will not be displayed in the list.
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Whatever your choice, before the game commences, a final menu will open:

Lo Mailbox e

1410-1422 “Armagnacs vs Burgundians” (4 factions, game in 1l rounds.)

Start the Game

In this menu, you can do the following:

1 In the player list (1), you can switch factions by clickimig an empty or occupied slot
(displaced players will be automatically moved into the preceding slot). Slots marked
with an icon representing a computer, are reserved for the Al.

1 Use the chat window to communicate with the other players (2). Click witaiwitidow,

then type your message, and send with the |

1 Start the game (3) if you are hosting.
T Leave the game by clicking on the APrevi

anpGAgms m Montjoie! Manual 12
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Confiquration of the game

The Options Menu can be accessed from the Main Menu or, dueggfrom the Game Menu.
Through it you can alter the way Montjoie! looks, sounds, and plays.

Screen Configuration

Click fiere for a seff-con figuratior—=

DirectX 0 PenGll :

Apply dhange

Pick a display format by clicking on the format buttons (1). The green dot indicates your screen's
default display format. Once youveselected a format, a list of possible resolutions appears (2).
Click on one of these resolutions to select it. The selected resolution appears in red at the bottom
of the window (3). The resolution currently in use is displayed in yellow at the tbp @fihdow

(4).

You can also choose between playing in full screen mode or windowed (5), as well as opting for
either Open GL or DirectX (6).

If you wish, you can let Montjoie! come up with its own display configuration based on your
hardware and softwarsetup (7)

Any adjustments must be confirmed by <clicking

TchancAgMes m Montjoie! Manual 13




If the game fails to start after a resolutio
shortcut in the staiip menu for Windows.

Sound Configuration

Adjusthe vol ume of the music and the sound effec
nleft arrowo buttons.

Play Options
You can activate or deactivate the following options:
1 Tooltips: tick this if you want the game cursor to bring up information almetface
elements.
1 Interface focus: tick this if you want interface elements such as dice, buttons, and cards to
blink when available for use.
1 Right clicki Next button: tick this if you want to use mouse rightk to confirm actions
quickly, and moven to the next phase or stage in the game.

TChOmGAfMeS ngeqd Montjoie! Manual 14



1 Game screen

Info about the Info on current round - Display the Accelerate/slow
factions & phase of play Interactive play zone Main Menu down play speed

B

JPolitical Status

(4 factions, game in 6
rounds.)
Round 11

Raising taxes: Gofd revenues
Political Status
Dealing Cards
Card purchiase and Guilding
Newordgg of the factions
Chance Events
Town ricgmncc
Congytst of enemy towns
gained
End/of Game?

Info panel |

nformati on afdctoo t Pl aver 6s ha Pl aver 6s

The game screen is divided into two parts:
1 The game boardrepresenting the map of the different towns and provinces on which you
will act during play. You can move the viewpoint and zoom in on this board.
1 The interface elements information zones, interactive play zones, and action buttons.

-R:hanGAgMes m Montjoie! Manual 15




The game board

Towns and fortifications

The game board consists of a 3D map of Francesdatith towns represented in the form of
shields. When a town is claimed by a faction, its shield takes on the colours of that faction (1).
Unclaimed towns are indicated with blank shields (2). The names of port towns are displayed in
blue. If a town is fdified, then the relevant fortification (Castle or Fortress) appears in 3D upon
it (4).

When a town is eligible for conquest or peaceful assimilation, then a white halo is displayed
around its shield. In historical campaigns, a special arrowed halousds the shields of
missionrcritical towns.

Provinces

Provinces can include up to three towns, and are separated on the map by visible borders. When a
faction controls all of the towns within a province, then it controls that province. The borders of
the province then take on the color of this faction (5). A province containing unclaimed towns or
towns belonging to various factions, has white borders (6).

Terrain

The provinces on the map that are coloured brown contain mountainous terrain. Towns in thes
provinces enjoy a small defensive bonus.

Camera controls
There are two different ways of moving the viewpoint:

: gMes m Montjoie! Manual 16




1 With the mouse: drag the mouse cursor to the edge of the screen to move around the
board. Zoom in and out using the mouse wheel.

1 With the keyboard:t he arrow keys change the andamer a
APageDowno keys alter the zoom | evel

RMGAQMGS m Montjoie! Manual 17



Description of the interface elements

Information about the factions

The information bar, located at the top of the screen, providepldlyer with the following
i nformation about the factions in play: the f
the faction (2), the number of cards in the
faction to which it has proped an alliance, along with the amount offered (an infinity sign
signifies that the alliance is predetermined by the scenario) (4).

The factions are displayed according to the order of play (the one positioned furthest to the left
plays first, and the on@urthest to the right plays last). An arrowed cursor (6) moves along
beneath the bar, pointing to the faction whose turn it is to play (the tab and faction shield also
blink). If it is the playerds own turn, then -

In multi-player mode, an icon representing a man (5) indicates that a faction is controlled by a

human player, while an icon representing a robot is used to identify corcputeolled faction.
Place the mouse cursor over these icons, to obtain theataheeplayer.

| nformati on about the playerods faction

.R:hanGAgMes m Montjoie! Manual 18



The information bar located at the bottom of the screen, provides the player with the following
information about his own faction: the amount of gold in its treasury (1), the number of
expansionstht can be carried out by Il and (3), and t

Each card is represented in miniature form. When you move the mouse cursor over one of these
miniatures, the corresponding card appears enlarged. During the conquest phase,rtheuptaye
click on the miniatures in order to play the desired cards.

During the expansion phase, the number of expansions permissible by land (2) and by sea (3) are
shown. During the conquest phase, the number of permissible attacks are shown.

To the righ of this information bar is your shield and the name of the sovereign of your faction.
In multi-player mode, the name of the sovereign is replaced by your name.

ANext o button

Beside your sovereign, at the bottom rigland corner of the screencanfo@und t he fiNe
button, which is wused to confirm certain act.i
clicks on this button, it begins to blink.

Note that i fi Nelxd fRitdtnhocloipck on i s actickvated,
is shown above the fANexto button. The pl ayer
using fiNexto button.

I f the Alnterface f-secasnvndopbouondownaappeat edo:

when the software detects that magan no longer carry out any actions. When this countdown
is finished, play automatically moves on to the next phase.

TchanGAgMes m Montjoie! Manual 19



Info Panel

The Info Panel furnishes the player with

(4 factions, game in 6 range of useful facts and figures. To change

'1:\‘::""35;] mode use the green buttofis& 3) positioned

' either side of the mode indicator (2). Clickii
Raising taxes: Gold revenues the mode indicator toggles the Info Panel.

Political Status
Dealing Cards . .
Card ';El‘wdhsc and Guilding Available Info Panel modes include:
Neworder of the factions

Chance Events

Town alegiance Round of pla
Conguest of enemy towns
Fretender FPoints gained A summary of the mission being played, f
End of Game? ;

current round number and the different pha
conposing a round of play. The current phe
appears in yellow.

You can obtain information about a phase
clicking on its name.

Faction Details

Keep tabs on your rivals with the help of t
mode. Information displayed includes t
number of cards in he sel ect ec
(1), number of cards bought during t
preceding purchase phase (2), allied facti
(3), InfluenceCardspossessed by the factic
(4), the mood of this faction towards tl
pl ayerds own factior
possessea Hero (6), the number of battles y
have won (7) or lost (8) against this faction, ¢
the number of combat cards of each va

already played by the faction (9). Useful stufi

You can pass from one faction to another
clicking on (18 e fANex

TE:ha,,GAQMes m Montjoie! Manual 20



Player Rankings

This mode displays regularly recalculat
Pretender Points forecasts (1):

A green arrow indicates that the faction w
win more Pretender Points this round than it
in the preceding one.

A red arrow indicates a faction wiWin less
Pretender Points this round than it did -
preceding round.

An equal sign indicates a faction will win i
many Pretender Points this round as it dic
the last.

The order of factions (from top to bottom)
the predicted ranking of the fact®mt the enc
of the round.

Match summary

This mode provides a rousn-round record of
Pretender Points totals. If a faction's Preter
Point total is inscribed in red then that mean
led at that point in the game.

Obijectives and rules

France Switch to this mode to remind yourself of ai
is afied to Brittany througfout the entire g rules and VICtory conditions SpeCIfIC to tl
It fias the right to one (+3) combat card eaq current mission.

Brittany
is of course lied to France throughiout th The arrows to the right of the text allow you
It fias the riglit to one Retreat card each rd SCfO” Up or down.
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The poiticel phase 6 Contextual help

This serves to determine the state in i . . .

whidh .Fr?ncc finds itseff, at Peace or By default, this mode gives information abc
at Whr. [n times of peace the number ;

of attacks la fimited to f et Faction the current phasef play. However, if the
and you receive 4 cards. When at war, playel" p|aC€S the mouse cursor over cer
B interface elements (e.g. the cards, purct

many times as your cards wifl permit.

Wiien you are afiead, it is often useful buttons, or diplomacy buttons) help related

to favor peace in order to sfow tfie
game down and preserye your (ead in
Pretender Poinfs, pl'ayng for time.
\When uou are at the Gottom of the Q

those elements will be displayed.

Pressing the F1 key also activates this mode

The arows to the right of the text allow you 1
scroll up and down.

TChanGAyMes m Montjoie! Manual 22



Interactive play zone

This zone, located in the middle of the screen, displays various action or information buttons

depending on the phase of plSaya.t usko rp hexskkemp It e,e
side of the zone displays the voting buttons (1), while its central area shows the results of the
policy vote (2).

More information on the elements displayed in this zone is available in the chapters explaining

the differentphases of play.
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Information about the political state and the round of play

A Roman numeral indicating the current round of play (1), and a flag showing the current
political climate (2), are located beneath the factions information bar.

Tooltips and help
When you place the mouse cursor over an interface element, a descriptive tooltip appears.

Addi tional i nformation can be obtained by sel .

Game speed button

Montjoie! can be played at two differespeeds: normal and fast.
Pressing the button when it's blue activates fast speed (normal speed
multiplied by 3)

|~\ Pressing the button when it is orange returns the speed to normal.

TChanGAgMes m Montjoie! Manual 24



Game menu

During the course of play you can open the game menudiyng on the

button or by pressing the AEscoOo Kk your

This menu offers you several choices:

1 Save:

Save the current game using a filename of your choice.

1 Load:

Load a previously saved game. The various saved games as well as the antossted.aBy
clicking on a saved game file in the list, you can obtain information about it.

Options:

Modify video and sound settings.

1 Main Menu:

Return to the Main Menu. Be careful, selecting this will end the game currently underway!
1 Leave the game:

Return to Windows

TE:ha,,GAQMes m Montjoie! Manual o5
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Montjoie! T The Basics

A game of Montjoie! is split into a number of rounds. The rounds themselves are divided into
phases (explained in the following chapter). Who gets to play first, second, third and so on,
during a phase, is detetme d by the fAorder of pl ayo. Thi s
arrangement at the top of the screen (The faction positioned on the far left, goes first, the faction

to its right goes next, and so on).

To win a game of Montjoie! you must possess morgéeRoer Points than your rivals when the

turn limit is reached. Pretender Points are collected at the end of each round of play. The amount
you earn depends on the the number of provinces (the game board is divided into provinces, each
of which contains beteen one and three towns) you control. To control a province all of the
towns within its borders must be yours.

Depending on the scenario, there are six playable factions to choose from: Navarre, England,
France, Burgundy, Flanders, and Brittany.

During the course of the game, you will come into possession of Gold and playing cards. The
playing cards are used to hinder the progress of other factions and initiate battles to conquer their
towns. The Gold allows you to fortify your towns. There are 3 lewéldefence: the basic
AGarrisono, then the ACastleo, and finally th
cards and exert diplomatic influence.

More detail on these and other subjects is availab@gime through tooltips (place your curso
over an interface element and read the text that pops up) and the information panel (Press F1,
and read the contents of the window in the lower left corner of the screen).
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The Phase Sequence

A round of "classic" Montjoie is composed of eight differghases:

T
T

Phase 1: Tax CollectionDuring this phase you receive Gold from each of your towns.
Phase 2: Political StatusDuring this phase the factions vote for peace or war. The result
determines the number of cards dealt in the next phase, and thermirobequests each
faction can carry out this turn.

Phase 3: Dealing CardsDuring this phase, the cards are distributed to the various
factions. These cards will be used to carry out conquests and other actions during the
Conquest of enemy towns phase.

Phase 4: Construction and Card PurchasingDuring this phase you can buy extra cards
and build fortifications.

Phase 5: Faction Order.During this phase, the order of play is determined at random
(Note that in certain scenarios order of play is predeiteaf).

Phase 6: Uncontested ExpansiorDuring this phase, you can expand your realm by
taking control of unclaimed towns.

Phase 7: ConquestDuring this phase, you can expand your realm by attacking attack
towns belonging to enemy factions.

Phase 8: Preteder Points. During this phase, the Pretender Points earned by each
faction during the turn, are counted and distributed.

In historical campaigns, and other game modes play may include the following 2 phases:

T
T

Diplomacy. An opportunity to carry out one tffiree diplomatic actions.
Chance Events. Achance event is selected at random.

The following paragraphs describe in greater detail the content of the different phases and the
actions that the player can carry out during them.

Tcha,,GAfMes ngeqd Montjoie! Manual 27



Phase 1: Tax Collection

In this phase, gold is distributed to the various factions according to the following rules:
1 Eachgarrison (unfortified town) held by a faction earnsligold piece
1 Each astleheld by a faction earns2tgold pieces
1 Each brtress held by a faction earns3 gold pieces

It should be noted that in certain historical campaigns, revenue levels may be different. For
example, a castle could generate 3 gold pieces. Check briefings for special rules.

A town that has suf f erdddesnohearnany gokel omthsfollowinga A Pi |
round.

Acts of diplomacy also influence gold revenues. A faction that captures a town targeted with an
"attack incentive' earns the trophy sum showr
proposal will abo earn a faction extra gold (see the chapter on Diplomacy).
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Phase 2: Political Status

Whar, an unfimited

number of attacks
and G cards to draw

In this phase, factions decide the turn's political clim&teP e a ¢ e 0 -win a Votd/eErnch
faction possesses a single vote, unless it has bought additiotesd during the optional
Diplomacy phase. In the event of a drawn vote, the result goes to the warmongers.

In war rounds, each faction receives 6 cards and can carry out as many attacks as it likes during
the Conquest phase. In peace rounds, each famtilynreceives 4 cards and can only carry out
one attack during the Conquest phase.

During historical campaigns, the political state may be predetermined for certain rounds. Peace
can also be automatically imposed by the ATru

ayer must <click on either the @l

In order to votef he pl
exto button.

with the AN

A summary of the results is then displayed (2) and the resulting political state is displayed in the
upper lefthand corner of the screen.
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Phase 3: Daling Cards

In this phase, each faction receives a number of cards (usually 4 in times of peace, and 6 in times
of war). The player's cards are dealt face up (1). Other factions receive theirs face down (2).

As cards are discarded at the end efrtbund, there's no sense in hoarding them.

For more information on how cards are used, see the chapter on the Conquest phase, and the card
glossary.

hY

Click on the ANexto button after receiving yo
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Phase 4: Construction and ard purchasing

In this phase, you can buy additional cards and build castles and fortresses with the gold from
your treasury.

The prices of additional cards and fortifications are displayed next to each purchase button (1).
Prices vary according tbhé game mode selected and the historical campaign being played.

A darkened purchase button means you are too poor to buy the corresponding item.

A reminder of the amount of gold in your treasury is displayed just above the purchase buttons

).
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Purchase of additional cards

Click on the card purchase button (3) then choose the number of additional cards that you wish to
buy with the hebpbaoattobhe, iandocanfiim by clic
careful, once cards are bougydu cannot buy more until the next round. The maximum number

of cards you can buy varies according to the scenario being played (generally, the hand limit is
12, excluding Influenceardsand Hero cards).

Buying a Castle

Castles make towns easier to defesnad also generate extra gold for your coffers. You can build
one on any garrison (an undeveloped town) in your realm.

To build a castle, click on the relevant purchase button (4); all eligible garrisons will then be
highlighted. Click on one of thesagisons, whereupon the castle will be immediately built and
its bonuses applied.

Buying a Fortress

Fortresses are a defender's best friend and maximize the income from a town. Helpfully, they are
also resistant to many card effects and random eventscafoonly build them in towns already
possessing a castle.

To build a fortress, click on the relevant purchase button (4); all eligible towns will then be
highlighted. Click on one of these towns, whereupon the Fortress will be immediately built and
its bonuses applied.

When you have finished purchasing, click on t
phase.
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Phase 5: Faction Order

In this phase, the order of play is determined and displayed in the middle of the screen. Usually
this will be done randomly, the only restriction being that a faction cannot be first 2 rounds in a
row.

In historical campaigns the order of play is sometimes predetermined for certain rounds.

The order of play has an important role in the game and you must\amapstrategy to your
position in the order. Going last isn't always a disadvantage as you get to attack when other
factions have exhausted their hands. That said, the faction placed first wins an extra Influence
card(see the chapters on the Conquesspland the Diplomacy phase) and enjoys the benefits of
certain Chance Events (see the chapter on the Chance Events phase).
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Phase 6: Uncontested Expansion

In this phase, you can expand your territory by taking control of unclaimed towns. All eligible
towns are highlighted on the map. There are two different ways of acquiring them: overland, and
by sea. The number of overland expansions and expansions by sea you can make is shown in the
information bar at the bottom of your screen.

Overland expansion

To expand overland, the target town must be linked to one of your own towns by a road. Simply
click on any eligible town to claim it.

Note that each overland expansion must be carried out from a specific town, and this town cannot
be used as a startingipbfor any other expansions that round. If several of your towns can serve
as the starting point for taking a particular town, then you will need to choose between them by
clicking one of the small circled arrows displayed above the town shields.

Unlessthe scenario permits it, you cannot use a town which has just come under your control, as
a base for overland expansion.

Expansion by sea

To take control of an unclaimed town from the sea, you must possess a port town (the names of
port towns have a blugackground). Apart from this, the procedure is much the same as it is for
overland expansion.

.R:hanGAgMes m Montjoie! Manual 34



Phase 7: Conquest

In this phase, you may attempt to conquer towns belonging to enemy factions.

For a town to be eligible for attack it must be either linkedrte of your towns by a road, or be a
port (only factions with port town can attack other ports). Be aware that you cannot attack the
towns of a faction to whom you have proposed an alliance.

If the political state is ‘peace’ then each faction can ordglatine town during this phase. If war
has been declared then there's no limit. The numbers of attacks that you can mount by land and
by sea are indicated in the information bar at the bottom of the screen.

To carry out an attack, you need combat carde ¢tards with red edges). Combat cards have
values ranging from 3 to 6. Higher value cards are rarer than the lower value ones. An attacker
must have at least two combat cards to initiate a battle.

While the attacker plays two combat cards in a batike defender plays just one, but enjoys the
benefits of fortifications and mountains. The value of a fortification may vary depending on the
scenario, but generally it's 2 for a garrison, 4 for a castle, and 6 for a fortress. Attacked towns
situated in mantainous areas get a defensive bonus of +1. Towns attacked from the sea get a
defensive bonus of +1.

During this phase you can also play support
'‘Descriptions of the cards' for more details). To playport card, simply click on it.
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A battle develops in the following manner:
To begin with, you select the town you wish t
button.

Two new interface elements are then displayed on the screen: the battlécen{®)aand the
battle interface (1):

The battle animation illustrates the ebb and flow of the engagement. The battle interface displays
the hard facts the deployed cards, the dice rolls, the combat totals.

On the left of the battle interface the attacker's card zone. The first two card slots are reserved

for combat cards, the third and fourth for support cards (cards with yellow or pink edges). The
first space in the defenderds card zone (thi
fortification, the other two slots hold support cards, and the defender's single combat card.

To mount an attack the attacker chooses two combat cards, then adds support cards. The defender
responds by picking one combat card, and his choice of support €mds the cards are
deployed each side rolls a die and the totals (combat cards + support cards + die roll) are
calculated and displayed below the shields in the battle interface. If the total of attacking points

is greater than the total of defensiven®, then the attacker is victorious.

Losing a Montjoie! battle means losing all the cards you committed to the fight. A victorious
attacker retains his combat cards, but can't use them in any further attacks mounted that phase
(though they are still arlable for defensive duties). 'Spent’ cards like these are marked with a
cross for the remainder of the phase.
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In the case of a draw, the defender retains the town, but the cards of both sides are discarded.

If you find yourself waving goodbye to goodrabat cards after a defeat or a draw, remember
"Retreat" cards. Playing one after a lost or drawn battle returns your strongest committed combat
card to your hand.

All support cards played during a battle are discarded at the end. Hero cards are anfledlisc
by the defeated faction.
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Phase 8: Pretender Points

In this phase, the Pretender Points earned by each faction during the round, are counted and
distributed. Pretender Points represent your claim to the throne of France. The victor in a game of
Montjoie! is the faction that amasses the most Pretender Points.

Each controlled province usually generates 1 Pretender Point. Some historical campaigns,
however, feature prestigious provinces which generate more, or inconsequential ones that
generate lesSuch provinces are indicated on the game board with the following symbols:

This province will earn 1 extra Pretender Point per round,
total of 2 Pretender Points per round.

This province will earn 2 extra Pretender Points per round,
total of 3 Pretender Points per round.

This province will not provide any Pretender Points.

At the end of the count, a summary of the Pretender Points gained by each faction is displayed.

The round of play is then over, and if it is the last round in thegame, the game result is
displayed, otherwise the next round of play begins.
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Optional phase 1: Diplomacy

In this phase, politics moves to the fore as factions spend gold and Infldart®on various
acts of diplomacy and skulduggery.

Eachacti on can choose to do one of the foll owi
Statuso votes, pl ace attack incentives on on:
The purchase of votes for the APolitical S

By using InfluenceCards to buy extra votes for the immindiRolitical Statué vote you improve
your chances of achieving a favourable result.

To buy votes click on the fAVote Purchaseodo but
Cards into additional voteshTe acti on must be confirmed by cli

TChanGAgMes m Montjoie! Manual 39



Attack Incentives

This diplomatic action consists of placing quantities of gold on enemy towns in the hope of
encouraging attacks from other factions. If a town singled out in this waytsred then the
incentive goes to the new owners. If the turn ends without the town changing hands, then the gold
is lost. Note that the maximum incentive that can be placed on a town is 4 gold.

To carry out this acti omyttong2), thenkseleotran elighble towinAt t a c
and use theod Abu# toonasnd ofi adj ust the amount of
process by selecting another town, or finish

Alliance Proposal

Alliance proposals ar great way to buy breathing space during tense games. By offering an
enemy faction a sum of gold you may be able to persuade them to leave you alone for the
duration of the turn. If the faction respects the conditions of the proposal (i.e doesn't atfack y
then it gets the gold. If it breaks the alliance, then the gold is forfeited.

To carry out this action, first click on the
faction, increasing or decr easiongandh eb uatnoounnst
Confirm the proposal by clicking on the ANext

It's worth bearing in mind that these 3 diplomatic actions have repercussiaasons will
remember your behaviour! Sometimes it is smarter not to attract notice and &tmylyr turn
pass by without doing anything.

To cancel a diplomatic action before confirmatiostlieking its button.
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