Hyperborea Campaign

Players

Player
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Based on:

Adrian
adrian@felixbelix.freeserve.co.uk
Sarissia
Seleucid

Phil
Philip.Dutre@cs.kuleuven.ac.be
Kemet
Egyptian

James
jamesparker@bigfoot.com
Lamassu
Assyrian

Andy
andy@rivals.org.uk
(Zabatus)
Assyrian

David
david@shada.me.uk
Finbroins
Celtic tribes

Bart (BV)
robartes@nirya.be
(Nirya)
Hairy Germanics

Orhan
orhan@camicus.com
(Yuhan)
Chinese

Alisdair
alasdairharley@hotmail.com
(Icthyophagus)
Classical Greek

(names in brackets are my suggestions, alternative suggestions welcome)

Background

The Kesmetian Empire has dominated the continent of Hyperborea for 5000 years. Once, its power extended to the Northern mountains and beyond (to far flung lands, now little remembered), but for the last 500 years, it has faced internal rebellion – Zabatus and Lamassu broke away first, then the Sarissians. Now it is a proud but declining power. However, it should not be under-estimated. Kesmet is rich, has huge influence, and its Gods are worshipped widely across the Continent. 

Lamassu and Zabatus were once a united people, but having escaped the influence of Kesmet, fought a bitter civil war. This ended 20 years ago, and the black line on the map represents an uneasy compromise brokered by the Kesmet Pharoahs.

The Icthyophagusians are a strange people, some rumours suggest a form of government called 'democracy', which makes little sense to anyone else on the Continent. But they have a powerful navy, and are gradually spreading their influence up the Western Coast.

The Yuhan are traditionally an insular people, with little interest in the Pharoahs or the other perversions of Hyperborea. Now, however, under their new ruler ambition to conquer new lands in causing a change of heart.

The Sarissians are a bold and proud nation, having broken free of Kesmetian tyranny to establish their own civilisation in the desert. Their aim now is to break the stranglehold of Kesmetian religion dogma and somehow also resist the intrusions of their aggressive Icthyophagusian neighbours.

The Finbroins are a little known mountain people, relatively recent immigrants from the north. They may be known for their charming accents and music, but their ambition is conquest – there are many more where they came from, and the pressure of the exodus from the north is pushing them West and South.

The Niryans are a barely literate people, but Kesmetian influence has changed their way of life completely. They even have temples and a vocabulary now, which is a major step forward. They are great horsemen and, oddly, also have a way with boats. They surely have their eyes on the Eastern Islands.

Well, that's just an introduction to give a favour to the game. It's for you all to develop, change the story-line.

Game Philosophy

We are not trying to recreate history or slavishly follow characteristics of different civilisations. Nor is it a preparation for DBM. I see it as a fun campaign, loosely based on history. Players have positions based more or less on civilisations, but are free to diverge where possible or necessary.

Bart and Phil have already played in one campaign of mine, and the fact that it lasted 12 months plus suggests that the approach wasn't bad, so I think we should repeat it. I will basically use the matrix approach, which means the following. There are no detailed game mechanics or rules, trying to simulate economics, agriculture, weather, etc etc. This sort of thing tends either to be unsatisfactorily simplistic or over complicated and the game becomes unmanageable after one turn. So the principle is that the world keeps turning and economies and agricultural systems keep running in the background, producing income, food etc. UNLESS game actions and player orders disrupt this, and then there is an impact on the game.

Orders in the game are of the following type:

Military orders – these involve moving of troops, garrisons, recruitment, espionage and combat (and anything else related that you can think of)

1. Logistics orders – despite the above, there needs to be some control over megalomania, so there will be income and troop maintenance

2. Freeform orders – these can relate to any aspect of the game world (religion, invention, money, murder, blackmail, etc etc etc). They must always be presented in the matrix format, as follows.

Goal – describe the desired outcome of the order
Justification – give three reasons why the order makes sense and is likely to succeed

Example: Goal – Assassinate the Emperor of Hyboria. Justifications: 1. He is unpopular (riots were reported last turn), 2. I have a spy in the personal bodyguard who has access to the emperors food, 3. We will poison his yogurt on Friday after ensuring that the normal servants have been distracted.

What happens then? I will read the order and decide how realistic is it and assign a percentage chance of abject failure/partial success/success / out of this world success.

Hope that makes sense. Your orders can be as detailed as you like, or concise (this isn't necessarily a bad option by the way). You may have already spotted that the game system will reward preparation, for example in the case above had you used a previous turn to implant a spy or cause riots then clearly your chances of success would be much higher.

The Military side of things

You can use your resources as follows:

Recruit troops: troop types and costs of recruiting one individual:

Infantry

Heavy infantry (in DBA terms, blade, spear)
6

Pikemen
4

Warband
3

Auxilia medium infantry
3

Archers
3

Skirmishers
2

Scummy militia
1

Cavalry

Knights
10

Cataphracts
10

Medium cavalry
8

Horse archers
4

Light cavalry
4

Men on donkeys
3

Chariots

4 horse heavy chariots
10

2 horse light chariots
8

Camelry

Cataphracts
10

Heavy camels
8

Skirmish camels
3

Elephants
16

Naval

Coracles, etc (5 men)
5

Bireme (20 men + 100 oarsmen)
200

Trireme (30 men + 170 oarsmen)
250

Quinquereme (170 men + 200 oarsmen)
350

Maintenance costs per year – 10%

Troop quality – training, battle experience and additional expenditure can increase quality from normal to good or elite. Similarly reverses and lack of food can see a drop to 'Wobbly' level.

Income

Comes from Cities controlled and my estimate of how much agricultural and fishing territory you have under your control

Fortifications

You can construct forts as follows: per capacity of 1000 men, cost of 200 per level (unlimited levels). Maintenance costs of 10 per level per year.

Ruling Family

This is the ancient world, so with the possible exception of the Greeks, each player country will have a ruling dynasty. You:

· must supply name of the current ruler

· can if you want give details of the family, provide a portrait etc etc etc

I will then give you back some info (at random) on age, qualities, weaknesses etc.

Religion and Politics

Such a game will be more fun and interesting if the different countries manage to upset each other over religious problems. The predominant religion on the Continent is that of the Kesmet Gods, but we know that resistance is building to this. Players are free to invent and provoke as they wish.

Diplomacy

Wars are of course encouraged, but there should always be a casus belli – no matter how thin or artificial. The better the cause, the more likely you will get support from your people and military leaders.

Treaties, embassies, diplomatic visits are all encouraged.

Game turns

Three turns per game years:Autumn, Spring, Summer

It is assumed that not much happens in Winter, unless orders submitted change this!

In a game turn you may do the following:

Submit orders for any or all of your armed forces

1. Submit one matrix order related to your ruling family

2. Sumit one matrix order related to religion and/or politics

3. Submit one diplomatic order (treaties, talks etc)

4. Submit two orders on any subject

Movement of troops is really for you to calculate, but as each turn is three months, this means that there should be no problem for you to send your armies to war. If an army can move 10 miles a day; then there is scope for 900 per turn (plus time for preparations).

Map

Black line – borders

Walled city – capital

City with tower – 'neutral'
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