M/MU INTRODUCTORY REFERENCE GUIDE 

Valid for version: 1.2.4.5 (January 2007)

M/MU INTRODUCTORY REFERENCE GUIDE
This is meant to be a quick reference to some basic rules/ features of the M/MU game, most probably useful to new players. It has been compiled to help a friend of mine get into pace, so I figured it might be useful to others as well. 
A lot of information contained herein comes straight from posts in the forum and we have to thank Jean-Yves, Chris, Mads, Bill, Matija and generally all “First Generation” players who are constantly providing feedback. 

I will try to keep this updated as new versions come along.

INTRODUCTION
After joining the M/MU community, having registered in the game site and the forums and having posted in the Members section of the forum, the following are some helpful things to do:
Α) Read the manual at the library section of the game site. It is currently a bit outdated, but it provides a really good idea of the objectives of the game (for the ones who haven’t heard of Lords of Midnight before) and its mechanics. Work is under way to create a new manual.
B) Read the change log at the main game site in order to be up to date with implemented changes

C) Read the Help section of the forum (there are some useful sticky subjects there)

D) Read the Strategy section of the forum

E) Read some journals from ended games (see the relevant topic in the Help section of the forums)
F) Download and Install Chris’ excellent MUCM program to help you keep track of your campaigns. NOTE: This program reveals the exact location of all lords in the maps, so if you feel like exploring around and locating new lords yourself, then don’t use MUCM for a while! 

G) Ask for a training game at the forums -> Midnight Dating Agency Section. You will most probably find someone to offer you one. 

F) Once a game starts, you can use the Map Room button to gain access to the map. Spoiler mode reveals the location of lords. You can discuss your game and ask questions in the Active Games part of the forums.

In the sections below, you can find some quick info which can serve as reference regarding features and rules of the game, in order to help you get more into the game:

REFERENCE / RULES

1) Races: 

There are the following playable races in Midnight: Free, Fey, Foul, Targ, Dwarves, Giants. There are also non playable, but recruitable characters: Skulkrin (little people), Dragons, Wise and Werewolf. 

The various races have advantages and disadvantages, in movement rates and fighting over the various types of terrain (see sections 5 and 9 below). 

Also some races have other special features:
· Skulkrin and Wise can see shades (ie dead lords)

· Wise can heal other characters (give them strength) and positively affect disease related problems (see section 11).
Each playable and /or recruitable character begins his turn at dawn and has one game day to move. 

One game day = 7hours.  After that, a character is at night and can’t perform any action.

2) Lord Characteristics:

Each Lord (apart from his race) has 3 characteristics, Courage, Strength and Experience. 

Courage

The more Courageous a lord is, the better he can handle battles. 

· Gaining courage is possible with the following: a) Finding Blood Of Courage in a special location (raises courage randomly), b) Finding a creature called fairy (raises courage to Utterly Courageous), c) Killing other lords or enemy garrisons (raises courage by 1 level) d) Finding a scroll of Fortitude. d) For a lone lord only, courage can be gained by slaying dangerous animals (armies scare them off).

· Losing Courage is possible by finding Thorns of Despair (TOD) when seeking at special locations (see section 6)

Strength

Strength is very important in movement and battles. If a Lord becomes Utterly Exhausted then he can't move anymore and needs to rest, or eat supplies to be able to gain strength. The game features the concept of "Negative energy" meaning that all energy used up by Utterly or Nearly Exhausted lords must be recovered before they can move again in the same day. 

· Gaining Strength is possible with the following: a) Eat stores (in citadels, keeps or caravans). Eating 1 store consumes 1/2 hour. Note that dragons cannot eat stores and have to rely on the other methods for gaining strength. b) By resting. Pressing the "rest button" gives you a bit of strength (much less than 1 store), and takes one hour. Note that resting is automatically applied to all nighting, “to battle” and synchronisation actions. c) Healing: This is available between a Wise and any other Lord you command. This means that Wise can transfer part of their strength to other lords – your vassals. Allied units (lords belonging to another player with whom you have an alliance) can also be healed in a one-off session, but that this will leave the Wise at night and unable to move or perform any more healing. d) By Seeking at special locations and finding shelter. e) Only for dragons and lone lords: by eating animals (ie press “Seek” at the same location where animals reside). Different animals give different amounts of sustenance, depending on their size. Lone lords should preferably eat the less dangerous animals (sheep, cattle, deer), as the dangerous animals could attack and therefore are best avoided. Dragons, werewolves, skulkrin and caravans can pass through wild animals unmolested.
· Strength is lost every time a lord performs actions such as seeking, moving and fighting (see also section 4 for effects of terrain).

Experience

Experience also affects the effectiveness of a lord in battle, but seems to be a less important factor, however “Heroes” get king bonuses and have advantage in duels.

· Gaining Experience is possible with the following: a) Fighting other lords / enemy garrisons b) Finding a scroll of Wisdom. c) For a lone lord only, experience can be gained by slaying dangerous animals (armies scare them off).

· Experience cannot be lost currently.

As a general rule, coward and tired lords perform badly in battles and lose a lot of men without inflicting many casualties. At the moment, tiredness affects the casualties an army inflicts on the enemy, while courage affects the casualties taken in battle. 

3) Armies

Armies are composed of riders and warriors and can be carried by lords 

Each lord and citadel / keep can hold up to 2500 troops in any combination of riders/warriors. Non playable races can not carry armies.

· You can transfer armies between lords and between lords and garrisons ONLY if they are of the same race.

· When transferring armies between two lords (or lords and garrisons), their times are synchronised, i.e. if one lord has 2 hours remaining and the other has 5 hours remaining, then both of them will continue with 2 hours remaining.

4) Terrain 

There are the following terrains on the lands of Midnight:

Plains, Forests, Downs (Hills), Mountains, Frozen Wastes. Each terrain has an implication on lord Movement and also affects battles (see sections 5 and 9).

5) Movement

When moving around, the information box will tell you if there is something in a square adjacent to your current location. By turning around with the arrows or with the direction buttons (North, NE, E,...) you will look at what lies ahead. By pressing the Ahead button you get more info on what lies in front (including information on enemy lord's status and number of armies). By pressing the Move button you move one square towards the direction you are looking.

The top window gives you a panoramic view of what is ahead (landscaping). You can't see between forests, mountains and generally other objects very well, so this is quite realistic. Enemy's armies appear as 3 different graphics, depending on the number of troops. Lonely lords (i.e. ones not carrying armies) can only be seen from an adjacent location.

Lords can now be grouped under one commander and moved en masse. Time is synchronised with movement, so everyone will be at the same time after they have moved, however, other actions like seek or consume do not immediately synch the time. Notice that, when your King is present in a group, he is the only one able to take command.
Each horizontal or vertical movement takes 1 hour for an army of only riders if no bonuses or penalties are imposed. A diagonal movement under the same conditions takes 1.4 hours. If there are warriors in an army it takes 25% more of what it would take if the army only had riders. 

Terrain implications on character movement:
· No one gets a penalty for moving over plains

· No one can move over Frozen Wastes

· Dragons move very fast (fly) over any terrain without penalty 

· Everyone except Fey, Skulkrin and Wise have ‘normal’ penalty when moving in the forests (ie move slower than they would in plains)

· Everyone except Dwarves have ‘normal’ penalty when moving over downs.

· The 'normal' penalty for forests and downs is an extra 50% time used.

· Everyone except Dwarves have a bigger than normal penalty when moving over mountains (move much slower and get much more tired than when moving over other terrains). (Dwarves have no penalty).

· Targ have extra movement penalty in forests relative to Free, Dwarves and Foul, but the same as Free, Fey and Foul in mountains.

· Targ move a bit faster in plains, but only when they carry an army of only riders.

· Giant warriors move a bit faster than other races’ warriors, but slower than riders.

· Werewolves move faster than other races (except dragons)

· Wise move faster than other races (except dragons) and can Heal other characters (give them strength).

· Dwarves and Giants cannot ride horses (and thus have armies of only warriors).

· Giants and Dwarves are better fighters than warriors of other races. Giants get slightly more bonus than dwarves, who get more than other races (except wise and dragons)

· When starting a game, you get the option of impassable mountains. If this option is selected, then only dwarves, werewolves (there is only 1 werewolf in the LOM scenario, and no more in any other scenarios), skulkrin and dragons can cross mountains. (Note that skulkrin still suffer from the same penalty imposed on all races apart from dwarves when moving over passable mountains and that werewolves suffer a slightly less penalty).

6) Special Locations / Creatures:

When moving around you will encounter various special locations (liths, ruins, henges, snowhalls, caverns, towers, lakes). Seeking these places (use the seek button) takes 2 hours and you can find various things (such as the location of lords, kings, caravans and shades). Once searched these locations remain empty until the end of the game (with the exception of Towers, which have a probability of offering guidance after each use of the seek button). Special locations are:

· Liths, Ruins, Henges: You can find special items like Cup of Dreams (brings a new day), Blood of Courage (Boosts your Courage by a random amount), Shelter (Boosts your Strength by a random amount), Money, Claws of Night (Brings Night), Thorns of Despair (Lowers your courage). Liths offer most of the time good results, Ruins 50% good/bad, henges most of the times bad.

· Lakes: Either refill your strength (very high chance) or, if poisoned, get you utterly exhausted.

· Towers: Give you guidance about the position of other lords, caravans carrying stores and shades ("To find Lord X you should look in the forest of Y”) and also information on alliances. They give better guidance to Wise and to courageous lords.

· Villages, Snowhalls: Boost your strength (=shelter)

· Caverns: Shelter, money and other surprises.

You can also find some non recruitable creatures around:

· Horses: When you seek in a location containing horses, then an equal number (as the number of horses) of warriors in your army become riders. If your lord is on foot, then he is the first one to ride a horse, so the number of warriors becoming riders is number of horses-1. Note that the “mount” button is used to switch the horse from one of the lord's riders to a lord (number of warriors will increase by 1).

· Wild and domesticated animals: These include wolves, bears, sheep, deer, cattle etc. These may provide food or a potential obstacle (or challenge) to lone travellers. Armies are unaffected and will neither be impeded or helped by encountering wild animals. 

· Fairies: These exist only in the forests and are VERY USEFUL. By Seeking on a location with a fairy you get three things: a) A new day, b) become Utterly Courageous and c) Become Utterly Invigorated. Once you use a fairy it disappears, so use them wisely. Fairies are randomly placed after the start of each game.

· Scrolls: There are 3 kind of scrolls: Wisdom increases character’s experience, Enlightment reveals the location of all enemy kings and Fortitude increases character’s courage. Scrolls are randomly placed in each game and can only be used once. (Note that scroll is not actually a character, but implemented as such).

7) Recruitment: 

In order to stand a chance to win the game, you should carefully devise a recruitment plan depending on your starting position. The general rules for recruitment are as follows:

· Anyone can recruit any other Neutral recruitable lord and this action takes 2 hours, with the following exceptions:

· Dragons can't recruit anyone (not even other dragons)

· Skulkrin and Werewolves can recruit others but takes them very long (5-6 hours)

· Recruiting someone of the same race as the recruiter always takes 1 hour.

· You can’t recruit a neutral lord if enemy units are also present. The only exception is that a skulkrin can recruit a neutral lord in the presence of enemy caravan.

· When an opponent’s King is dead, his recruited lords gradually become neutral again. Generally, it takes 1 day for terrified lords to become neutral, 9 days for UC lords. The calculation is actually (courage*days)+1 with courage ranging from 0 (terrified) to 8 (utterly courageous). Note that lords don’t turn neutral at the beginning of their allocated turn, (otherwise the first player after that turn would always have had an advantage). The exact player each lord turns neutral for, is selected at random.

· When an opponent’s King is dead, garrisons belonging to his lords convert to neutral, at the same time the corresponding lord is converted to neutral.

· As a game option you can define if recruited lords start a) with the same hours left as their recruiter,  b) at night or c) at dawn (not really advised as it can create a domino effect). 

8) Citadels / Keeps / Garrisons:

Citadels and keeps are fortresses guarded by a lord and his/her garrison (=armies in any combination of riders / warriors of more than 50 men and up to a maximum of 2500 men in the citadel or keep). 

· Any lord can transfer troops between his army and a garrison, provided they are of the same race. This includes removing the garrison.
· Depending on chosen parameter when creating a game, garrisons can disband their armies.
· Citadels have a starting amount of money and a starting amount of stores (0-100). If garrisoned, they produce some gold pieces (depending on the size of the garrison) and 3 stores each turn. Dwarven citadels produce more money each turn.
· Citadels produce some riders and some warriors each turn (of the same race as the lord who owns the garrison). If the lord garrisoning the citadel is dwarf, then you get only warriors, but in a number equal to the total number of warriors + riders that the citadel would generate, should the lord was of any other race.

· Citadels with more than 200 gold pieces are the only place to create a caravan.

· Any garrisoned citadel has Power of Vision

· Keeps with a garrison of more than 250 men gain Power of Vision (ie you can select the keep and watch around you).

· Citadels and keeps with a garrison of 250 men or more produce 3 stores every turn. Smaller garrisons produce 2 stores per turn.
· Keeps have a starting amount of stores only when a lord and his garrison is present. 

· A lord and his armies in a citadel or a keep get a defence bonus against attacking opponents (more bonus in citadels than in keeps).

· Garrisons can be set to allow allies to consume stores from their supplies. An asterisk (*) will appear against the store amount in the “Also Here” list if you can consume their stores

9) Battles:

· Riders generally inflict more damage than warriors. Cavalry supremacy over infantry is removed in strongholds and mountains, and severely reduced in ruins and forests and on downs

· Dragons and (in a lesser degree) Wise can inflict a lot of damage to each opponent lord in a battle

· Giants and Dwarves are better fighters than warriors of other races. Giants get slightly more bonus than dwarves, who get more than other races (except wise and dragons).
· Defending armies receive a bonus when fighting in a citadel (and a smaller bonus when fighting in a keep).

· When in a battle, you can't use the seek button, you can't garrison a keep, you can’t disband your army, but you can eat stores if they are available on the same location (ie caravan or garrison).

· When you enter a battle, if the next day you don't move away, you still remain in battle mode.

· Kings get a small bonus when in battle.
· Lords of same race as their king get additional bonus in battle

· Heroes get king bonuses and have advantage in duels

· A plus sign, "+" is now displayed against lords and garrisons who were engaged in battles overnight

· When entering a battle you immediately get Night (i.e. can't do anything else that day)

· Battles on plains will cause slightly more casualties and those in mountains and forests will cause slightly less

· Wise are tougher at towers

· Garrisons get first strike in battles

Terrain implications on character fighting:

· Fey fight well in forests

· Dwarves fight well in mountains

· Free, foul and giants prefer the wide open plains. 

· Skulkrin are harder to slay when fighting at Henges and Stones

· Wise are tougher at towers

10) Caravans / Stockpiles:

· A caravan can only be created at a citadel with more than 200 gold pieces

· Caravans move at the same pace as an army of warriors with no penalties or bonuses imposed. An exception to that is that caravans move slower than an army of warriors in forests. 

· Caravans cannot cross mountains
· Caravans can transfer stores to and from keeps and citadels, and between themselves (synchronising their times).

· A lord can capture an enemy caravan (if it is not guarded by an enemy lord) if his courage is more than Unsure, and if he carries an army of more than 50 men.

· Caravans can’t look ahead (use the “Ahead” button), so they are less efficient spies than lonely lords (they don't get information on enemy's status and number of armies). (Note that by hovering the mouse pointer over an enemy, a caravan gets an estimate of opponent’s numbers which may or may not be correct).
· Caravans do not find Blood of Courage or Thorns of Despair when seeking at special locations. They can however find shelter at villages.

· You can disband a caravan, but only if it has zero stores and if the caravan is not at night.

· Caravans can be set to allow allies to consume stores from their supplies. An asterisk (*) will appear against the store amount in the “Also Here” list if you can consume their stores

· Whenever an enemy garrison is killed. a stockpile is produced which is neutral, but unlike caravans it cannot move, it cannot be recruited, and it does not prevent the creation of a garrison at the same location. Goods from it can also be taken by any passer by, regardless of allegiance. When a garrison is created at the same location as the stockpile, the contents of the stockpile are transferred to the garrison and the stockpile is destroyed. A stockpile is also destroyed if it is emptied. Stockpiles have no graphic and cannot be seen from outside the stronghold

11) Disease:

Disease has a 90% chance of striking when a total of 10001 men or more are located in the same location, if and only if these men belong to lords under your command and/or lords allied to you. When an enemy lord (or enemy garrison) is also present disease doesn't strike. Vassal/allied garrisons, Lords themselves and caravans do NOT count towards this limit of 10001. When disease strikes, a percentage of your troops die overnight. 

Notice that friendly Wise reduce the chance of disease striking and its effect when it does strike.
12) Treasuries and Gold:

Gold is generated in garrisoned citadels. Depending on the size of the garrison, a certain amount of gold pieces is generated each turn. Dwarven garrisons produce more gold than other races.

Gold can be moved from one place to another. Any lord except dragons can carry gold, with caravans being able to carry much more than individual characters. Only garrisons can actually spend the gold, and for the time being caravans are the only item that can be purchased.

NOTABLE CHANGES FROM PREVIOUS VERSIONS (for returning players):

· The infamous “mixed armies” bug has been corrected, ie a lord with both riders and warriors does not receive double the amount of damage.

· Caravans are no longer created when an enemy garrison is killed.

· Dragons can no longer consume stores, instead have to rely on other methods to keep themselves fed

· Lone Lords and dragons can feed off animals
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