TSNS Journal

1/17/08
TURN 1
- All turns sent – 

RAZA – 




R, Paul

R.O.C. (Republic of Centauri) – 

R, Jay

ANGMAR -




A, Mark

ELENIA -




E, Jeff

OSGULATH -




B, Eric

- All players sent an intro .doc

- No “resistance” for the first 3 turns.

- Early % bonus will be the following for first 5 turns – 25%,20%,15%,10%,5%

Sent the following email’s to ALL players – 

1/17/08 – 

OK, so who thought it would be a smooth start?  I just went through the worksheets and there were actually some other errors on the PMC worksheet as well (however, looking at the math there weren't any errors that will affect you guys this turn) One such error is the worksheet is supposed to total your "UPKEEP" and "BUILD" costs and show you a total in the gray areas by group (e.g. swordsmen, infantry, artillery and structures) - that wasn't working, the SUMS were off a row.  Another was the Plunder bonus was adding into total "kWan" twice - also fixed.  Anyway, I've cleaned up the master worksheet and when you guys send me your turns I'll transfer your numbers to the NEW updated version and we'll be good to go.

 

One thing to keep in mind - if you are "building" new troops.  Make sure you subtract the number of troops from the OLD column and place that number in the NEW column but DO NOT add the new troops to the OLD column in the same category as well.  In other words, if you build say 10 archers this turn, you would have 10 archers in the NEW column for that turn and 0 archers in the OLD column.  I will transfer the archers to the OLD column when I Send your next turn to you.  Savvy?  Cool.

 

Email any questions, already have a few from Paul.  We'll get the first few turns out of the way and iron out the logistics.  Thanks again for the feedback.

 

OH, attached is the new PWS file so you can figure costs properly. 

1/18/08 -

“Hello all,

 

Just a couple things to consider while you're making your turn strategy this month.  I have mentioned this to a couple players, so I figured it only fair to advise the whole group. 

 

My goal, as the GM, is to try and always maintain a level of pro-activity and consistency of the game and here's how I plan to do it -

 

I have started a journal that I will maintain so that as the game progresses I can keep notes on what I have allowed, disallowed, decided, etc so that when the appropriate time comes, I can maintain a consistent level of judgment for ALL players.  (e.g. If a player tries to research boats for example - once I've decided on what that particular player must do to undertake such an endeavor, the cost will be the same/similar* for each subsequent player that asks! - (* it would be "similar" only for the fact that a land-locked country might have a slight additional cost to get said boats into the water and thus, it would not be the same!) 

 

That said, keep in mind, many of my decisions and your observations and comments will be slowly added to the BASIC rules and then subsequent rules sets will contain many of these developing game decisions/elements.

REMINDER - I have a whole bunch of tables, charts, etc that only I am privy too, but that tie my hands a bit so that many of decisions you ask are resolved in a more "random" nature than me just deciding if I will allow it - that way, all players are subject to the same success/failure/approval percentages.

 

Now, that said, I have had a few questions posed to me already and they are valid questions - some of which are pertinent to all players.  So, here's some of them and how they will be addressed - 

 

Some players have asked about the "resistance" they might encounter as they spread out in TSNS.  What are the percentages, what will the strength be, etc.  While I will not divulge any of the actual numbers I'm working with (bound to) just keep these few points in mind - 

- Early adventure games (even video games) do not try and bootstrap players so early in the game.  "Might" be a safe bet to not worry about resistance for a turn or two.

- Strength of resistant forces will be commensurate with the level of the players.  (Why would it be expected that YOU, as an EMPIRE, would ever experience resistance that is of a greater nature than you yourself could build when theoretically, you have much more money that a militia could ever muster?  Just remember, it's meant as a hindrance!?)

 

As you know, you will always know who occupies/owns what hexes by their color, but you will not know how many troops, etc occupy each individual hex.  Perhaps scouts and such, later in the game, will alleviate the "fog of war" but for now, this is how it will go.  We might discuss this more later but the question was what if I go attack a hex with a single unit to "scout" the force there if I lose the battle will I still know what I fought in that hex?

- The answer is YES.  You will get a detailed report of the troops you engaged (even if you were totally obliterated - has to be assumed that 1 guy was smart enough to run away!) along with the outcome of the battle..

 

Anyway, there you have it for now, keep the questions coming and lets get those turns back.  Early bird bonuses still in effect and might get the turns back out sooner than forecast if I get ALL the turns in.”
1/31/08
· Conference call with Eric and Mark.  Discussed various aspects of the game.

· Will probably implement “recommendation” that most game questions, etc. be in the form of email – Easier to answer and maintain consistency.

Sent following email to ALL players – 
Jan 31st – 

OK,

 

So I've had some more questions posed to me by various players over the course of the past couple weeks.  I would like to address most of them and offer some more "guidance."  So in no particular order,

 

1.  Is this purely non-magical play, or can that be researched?  Would you tell us if some things simply can't be attained through research? 

Magic will NOT be researched in this game.  As well, if you use your R&D request for that turn to find out if you can research something that WILL NEVER be allowed, the following will happen - 

- It WILL be considered your R&D request but, you have just made the "ultimate sacrifice" and allowed other players not to use a future R&D turn to make the same request.  I will notify ALL the players that that particular "thing" WILL NOT be allowed.  (e.g. you ask in your turn if you can research "Magic"  As it WILL NOT be allowed ever, I am using this opportunity to inform everyone that they might re-think that avenue.  "Magic" was a "Freebie", you can thank another player for bringing up this scenario!?...) 

 

Some more "thoughts" on R&D - I am still working on my "end" of the R&D scenarios but I am leaning towards probably having some sort of "ladder" to certain developments.  So if you want to research something, what you might get as a reply is a NO, but "guidance on what you need to start with!"  This will then allow you to start research on a subsequent turn.

 

2.  Did you intend to charge a maintenance cost and a build cost to new units?
Quoted from the Rules - 

"(NOTE: You will pay the build cost and the new upkeep cost of the Unit immediately and it will be available upon your next turn.)"

Yes.  You incur the new unit maintenance cost as well as the initial build cost.  I think my analogy was like this - If you upgraded a unit to archers, you have to "buy" them bows and quivers for the training (build cost) and then you would still need to "feed" them and provide them "arrows" (upkeep cost) as if they were already in your arsenal (Trainees have to practice just like veterans too you know!)

 

Also referencing what I wrote in the January 17th email -
"One thing to keep in mind - if you are "building" new troops.  Make sure you subtract the number of troops from the OLD column and place that number in the NEW column but DO NOT add the new troops to the OLD column in the same category as well.  In other words, if you build say 10 archers this turn, you would have 10 archers in the NEW column for that turn and 0 archers in the OLD column.  I will transfer the archers to the OLD column when I Send your next turn to you.  Savvy?  Cool."
That should've read - "if you build say 10 archers this turn, you would have 10 archers in the NEW column for that turn and 0 Swordsmen in the OLD column"
Apologies for the confusion.

 

3.  I know you addressed the amount of resistance in the game.  I am just trying to not make a stupid move my first turn and was curious if we had any idea how much to expect.  Your instructions refer to a resistance table in Table F Appendix A.
OK.  Have had A LOT of questions about resistance!  I will refer to the email I sent out on the 18th in regards to that as well but seeing as how I "may" have mentioned it to a player or two already and some of you didn't "read between the lines" enough - You don't have to worry about resistance this turn or the next two.  "No resistance for the 1st 3 turns." - I already had this as a GM guideline before you even got your turns!  Keep in mind, as it's early, that this is one of the rare few times I will "let you in on my side of the game!?..." (;o) Mu Ha ha ha ha....)

As for the tables.  I'm still working things out on my "end" so that reference is actually incorrect.  I'm working on more tables and things for my purposes.  That reference was remnants of the original rules (1.5yrs back) that I believe were incomplete and incorrect in places!?

 

4.  Can structures be built in any non-mountain or non-sea hex...or does a town or population center need to exist first that we must discover.
Yes.  At the moment I can't see any reason to "prevent" builds anywhere.

 

5.  Are bonuses for aqueducts cumulative with mining bonuses.  Also since my starting hex is next to a mountain, should I not get additional kwon bonus for mining the first turn?
Yes, you get everything, I don't give just the one.

I dorked up - Initial hexes were assigned via random die roll.  However, I didn't intend to allow anyone to start next to a mountain but I wasn't diligent enough!  I noticed this a few days after turns went out and was already planning to give you the money on your next turn, but you noticed!  :o)  - If you can live with it (please) I will annotate the money you should've had for the bonus in your "Additional Income" when you get your TURN 2 orders.

BTW, it's "kWan"  not "kwon" - j/k  :oP

 

6.  Can you end your move on a bridge or tunnel hex?
Yes.  But you cannot claim it!  In the rules.

 

7.  Do i need to keep at least 1 unit in my structure at all times.
No, but that hex and structure WILL NOT have ANY form of defense!

 

8.  Can an upgrade (unit) be moved in same turn it upgrades.
No.  Only upgrade then move the next turn, however, a unit can MOVE to a structure to be upgraded AND be paid  to upgrade that turn!

 

9.  I assume once a hex is claimed it remains mine until attacked/claimed by another player even though I now move on leaving it unoccupied.
Correct.

 

10. Is there any benefit of moving units thru already claimed hex even on same move to eliminate militia fate roll 
or as movement is simultaneous within this turn does it not matter but will matter on subsequent turns.
No.  Movement is simultaneous so they would all encounter resistance (if there) on the same turn.  However once you've "claimed" a hex and leave it unoccupied, you WILL NOT encounter resistance in it.  If you move through and DO NOT claim it, all bets are off next time you go through.  (Remember - No worries till TURN 4 - that's April '08!) 

11. Rules state swordsman may be built at any structure but under B.R. it lists NA. should that read structure I as you need at least a tower to build anything, correct?
Correct.  I'll annotate that on the next Rules Update (along with Page #'s!) Table should have I-IV - meaning they can be built at any structure

 

12. How many units can you train in one turn in one fortification?
At the moment, no limit but they have to built at a structure.

 

Some more resistance questions I found I had answered - 

13. What is the % chance militia will appear in a hex?
I have a FATE table from which I roll to see if a player will encounter resistance.  The number(s) of militia units would then be determined from another table - However, I cannot divulge either percentage or the matrix I am using.  I assure you that I am/will do my best to maintain a pro-active stance towards my role in the game, so the percentage/tables I use will not change for various players.  I will use the same table/matrix each time for every player.

 

14. Is that % less in Homeland hexes?
No.  The same tables are used as in Ques.12

 

15. What is the strength of a milita?
You'll have to see.  But suffice to say they won't be trebuchets and the like!

 

Remember, you WILL NOT see resistance until TURN 4 AND if you have "claimed" a hex and own it, you won't see any resistance there. NOW that said, I reserve the right to change this later - for example.  "Maybe" there will be a set of GM guidelines that have to deal with an empire that is too militant!  Maybe there is a set of guidelines that dictate to the GM how the people would react to that - maybe with work stoppage (income effect) maybe violently, such as a civil war!?  See where I'm going.  I won't rule that out but again, we're talking a little down the road...  Let's get this thing off the ground and flying first, make sure she won't break up in flight, then worry about all the fancy stuff!!!

 

 

OK so, that should answer all the stuff I got so far.  I will say, that while I don't have any problem with phone calls about the rules, etc. I do prefer email.  Simply because if I tell you something via phone, I may forget to annotate it in the rules and then subsequently rule it "out" later and then we have to go back and forth on whether I said what I said, etc.  I think I covered everything from today's "phone" questions.  I may do "podcasts" or "audio" responses in the future if something is too wordy to type out - like THIS freakin' email so far!!!

 

Have a couple players willing to help with the management of the game (basically with the interface, spreadsheets and all)  I'm all for making my job easier, so I'll entertain most ideas and if it seems like something I'd like to pursue, then I'll integrate it!

 

Couple more things to let you know where this game is headed and ideas I'm kicking around/working on - You may have noticed there was some units in Table A. Unit/Structure Cost and Upkeep that were not addressed in the Basic Rules - 

 

	Rangers (R)*
	100k + (K)
	2
	(IV)
	N/A
	25k/yr

	
	
	
	
	
	

	Spy (S)*
	100K + (R)
	2
	(IV)
	N/A
	35k/yr

	
	
	
	
	
	

	Assassin (N)*
	100K + (S)
	2
	(IV)
	N/A
	50k/yr

 


These WILL be units that will provide a wealth of "stealth" and "black-ops" type options.  Rules and handling of these "Special" Units will be provided when the ADVANCED Rules are released.  (NOTE:  The ADVANCE Rules will be a new Rules Set and NOT the next versions of updated and corrected BASIC Rules.)   They're coming but it's at least 6 months before ANYONE will be ever thinking of building them as they must be upgraded from 1 Knight Unit.

 

Also, Heroes will be coming as well - They will provide a new set of modifiers and die-modifiers to your combat rolls.  Again, let's get this thing airborne, we'll add the paint and gadgets later!

 

Alright, I've spent over an hour compiling this damn email, I'm off to watch the LOST season premiere.  Email any questions and remember -  "Top to bottom, left to right.  Group words together to form sentences...  Take Tylenol for any headaches, Midol for any cramps!"

 

Yes, I am thinking about Decaf!  Just thinking...

Talk later

2/19/2008
Processed Turn 1.  Implemented new single file .xls system with ideas from Mark and Eric.  Sent the following email to all players with their turns – 

OK, so Turn 1 is complete!  Already lots of good feedback and some new ideas which I've already implemented for Turn 2.  Mostly in terms of interface.  For now, there will be just one single .xls file sent to each of you.  The file will now contain the following tabs - 

Summary

PMC (same as the original "Letter"_#_"EmpireName".xls file you got for turn 1)

Map (now embedded within the .xls file)

Orders (see below)

Research (see below)

and all the Inventory Tabs (same as the "Letter"_#_"EmpireName"_INV2007v1.xls file you got with turn 1)

 

This consolidation "should" alleviate the multiple file format and allow you to work within one .xls file and subsequently return - a single file as well!  It will make my life easier as I had some of you send orders via - email and a file - and others just the .xls file with orders embedded.  I didn't care either way but now, having processed a turn, I prefer the latter, in one .xls consolidated file SO, that said here's the explanation of tabs and changes -

 

SUMMARY - This sheet if protected so you don't affect the calculations.  Basically this is a "At A Glance" Summary of your Empire.  The Fate Results, Movement and Research & Development Areas are the only unprotected areas for user input.  Troops orders may go here but Preferably in the Orders Tab (as there is much more room), see below - 

 

PMC - This is still the meat and potatoes of the game - You will STILL use this PMC worksheet (now tabbed "PMC") to annotate your troops builds, upkeep, etc.  Just like last time.

 

MAP - Self explanatory

 

ORDERS - This will allow you to annotate what troops you wish to move.  Basically you input 

owner info (if necessary) 

what unit type (swordsmen, etc.) 

their movement base (2) 

starting hex

Then just type in their hex path.  

The spreadsheet will then help annotate where they finish and you can then give an order "Claim hex", etc.

NOTE:  If applicable, orders in this tab currently are an example of how turn 1 orders would've been entered.

Please clear old data before entering new orders.

 

RESEARCH - This is where you put your R&D requests.

 

HEX Inventory - where your troops are!

 

OK, feel free to email any questions.  I have to give kudos to Mark and Eric for their personal work on these tabs and ideas.  Eric and Mark both made some mods to their .xls files to help them "see" their empires and I just adopted some of them.  Eric was the mastermind behind the ORDERS & RESEARCH tabs and Mark, "the overachiever" put the SUMMARY tab together and threw the MAP into his .xls file.  More new and exciting stuff may be in our future too as Eric said he was working on some additional stuff!?... (freakin' geeks!)

 

OK, that said, while I do appreciate all the help and the ideas, I do have one request - please refrain from "changing" the names AND/OR order of the tabs and or adding things to the PMC.  While processing turn 1 I had some players who modified their content and thus it added some time to my job as I had to "find" their info when I knew exactly where it should've been and was on those that returned a plain vanilla file!  I am however very pleased with the initial growth in the interface just after 1 month.  That said, you may add any tabs you like to your file so long as it doesn't cause the file size to be extremely large AND you leave the tabs as a minimum in the following order - 

SUMMARY

PMC

MAP

ORDERS

RESEARCH

INVENTORY TABS

Then whatever you want afterward.

 

Also, I annotate the turn numbers in the filename, so you will see A-1- or A-2- etc. So, please just make a copy of the file I send and then annotate your orders and send me THAT copy.  Again, do not rename or annotate your own system to the filename.  It's confusing for me when I place all of these orders in a folder and have to come back two weeks later and sort it all out when they been renamed.   

 

OK, I'll get off my soapbox.  Turn 2 if to all of you.  Good luck,  "Early Return" bonus is in effect for turns returned to me (email timestamp) by 23:59PM Feb 28th!

 

Again, Mark and Eric, nice work guys really good stuff!!!  Will definitely elevate the game...

 

Dave - GM - TSNS est'2008

3/5/08
Had some orders in – couple questions needed addressing sent following email to players;

Hey kids,

 

Well I've gotten some of the turns back and had a question from a player that I thought would help everyone.  

The question was about moving vs. upgrading and also about structure requirements.  The question was;

While I know I can move a unit into a structure and upgrade on the SAME turn, can I upgrade a unit already in the structure and then move them in the same turn? 

 

The answer, in short, is No.  Basically you have two options to upgrade a unit - you can either move them to a structure and upgrade, or upgrade the unit already in the structure (e.g. they never moved) - in either case, once a unit IS being upgraded, they are FINISHED moving for that turn.  Other wise, I could see this scenario down the road - I want to move my unit 1 hex to a structure, upgrade them, and then move another hex afterward.  This would become too much to manage once we get into larger units with more hex movement and terrain modifiers as well.

So, you can either move and end your turn at a structure and upgrade or upgrade a unit already there but neither can move again.

 

The second part of the question had to do with structure requirements for upgrading.  Can I upgrade a unit and structure at the same time.  In other words can I upgrade my tower to a keep and an archer to a marksmen in the same hex at the same time?  

 

Again, the answer would be no.  You HAVE to have the required structure in place prior to upgrading.  For a weak analogy, that would be like having a factory (structure) that makes cars and your company (empire) decides it wants to build (upgraded cars) trucks.  Well you would have to retool (upgrade) the current factory to build trucks BEFORE you would be able to produce any trucks at all, and so you would have to wait until that re-tooling process was completed and that "re-tooling" of the structure takes a turn! 

 

OK, that said, there was another error noticed on the orders.  The summary sheet has two errors on it from the data it's collecting.  Remember the PMC worksheet IS where you should do your accounting and that is fine.  I'll fix the two errors when I get the orders back.  (If you care, the sheet is NOT tallying the total Structure Upkeep and Does not include the Structure Build cost)  So as I said, ignore this and I will fix/add these corrections to your next turn - just keep using the PMC as before!  Also, the SUMMARY worksheet is for info purposes and it is LOCKED so you don't mess with formulas and cells.  It will allow you to write where you can only.  Don't unlock it!

 

Lastly, if some of you may not have heard, I am leaving my job of 9 years and pursuing a new path in aviation.  I was hired at Delta Air Lines and I start on the 17th of March so, although I said the 15th was your due date, if you can fast forward that to the the 11th or 12th the latest - I will be able to process before I start class.  After April 1st, I should have some more time again.

 

Thanks for working with me.  I have most, just a couple stragglers!?....

 
3/23/08
Sent the following email to all player’s -

Hey boys,

 

Just a quick head's up.  I didn't get the last turn until the day prior to me heading out to indoc at Delta (I do have all the player's Turn 2).  I'm a week into indoc and hadn't found a good bank of hours to process the turns yet.  (I have fixed the errors on the PMC worksheets however)  Anyway,  I think worst case, I finish up indoc this week and I have 10 days before I start aircraft training.  I'll do my best to get the turns moving as soon as possible.  Sorry for the delay.  Such is the case sometimes.  

 

Talk later

 

Dave

4/1/08

Processed Turn 3.

Sent following email to all player’s – 
Hey gang.

 

TSNS - Turn 3 HAS BEEN SENT OUT!  Found a few hours to squeeze in processing Turn 2!  

 

All of you did a pretty good job of annotating your Turn 2 orders.  Remember, make sure you annotate your exact intentions and watch the troop/hex counts.  Had some orders that I couldn't process for those reasons.  Otherwise, all else seems to be going well.  BTW - The Summary sheets all still say it's Turn #2 (ignore that, forgoto to change them - oops!)

 

Anyway, I apologize for the delay.  I had gotten the last Turn 2's just before I left for indoc training and I was too busy to get some time to process the whole lot in one sitting (which is my preference!)  On that note, due to the luck of my last 4 of the SS#, I was slotted 7th out of 48 in the indoc class so along with getting my pick of aircraft assignments (B767 Intl out of JFK) I also only have 8 days until I start the aircraft portion of training.  That will encompass all of April and the first two weeks of May!  

 

So, my plan is to have a Due Date for Turn 3 of May 1st!  Early Bonuses for turns returned prior to April 20th!  I may have a break in my simulator schedule between May 4-6 I can use?...  I figure worst case I'll be done by May 12th and we'll be back on a normal schedule with Turn 4 (hopefully) by mid-May!  

 

So, get the turns to me for the end of the month regardless.

 

As I said, I appreciate all the patience with the new job - I basically have 2 aircraft (757/767) with 8 variations and no less than 8 manuals I need to be "familiar" with by next week, so I have to hit the books basically!  

 

So with that said, off to sleep.  Check out the turns and get them back to me as soon as you can.  Who knows, might need a diversion during my training!?...

 

Also sent the following email to all player’s –
Hey guys,

 

Just another note.  On the topic of researching new technologies/tactics, etc. - Hold that thought for the next turn.  I am leaning heavily towards getting a technology tree from a game like Civilization, etc.  (actually already got a couple)  Anyway, I will simplify/modify it and then let you use that as a basis for what and how you can acquire new "skills!"

 

Basically it will "guide" you along a research path or paths to new skills, technology, tactics, etc.  It will also allow me to quantify everything and basically keep the game on a slightly "shorter" lease before this gets out of hand!  :o)

 

6/24/08
Sent following email to Mark with Turn 4 – 
Sire,

 

We have news of war the north!  Word has returned that men from Elenia attacked our men entering region 177, claiming it as "their" land.  Our men were outnumber 2 to 1 sire but yet, they fought valiantly and managed to defeat them.  Awaiting orders your highness...

Sent following email to Jeff with Turn 4 –

Sire,

 

We have news of war the north!  A lone swordsman has returned and said that men from Angmar attacked our men entering region 177, claiming it as "their" land.  Our men outnumbered them 2 to 1 sire but yet, they were overcome and defeated.  One swordsman managed to retreat to bring word of their defeat.  Awaiting orders your highness...

Sent following email (and updated rules) to ALL Players with Turn 4 notification – 

Hey guys,

 

We'll the train is rolling once more.  Again, apologies for the delay.  All the turns have been processed and I just sent Turn 4 to everyone.  Due date for Turn 4 is JULY 15th.  Early % bonus will be awarded if returned by July 7th!

 

Attached to this email you will find the newest version of the rules (A-TSNS_Rules_BASICabr4-3-08abr.doc) - 

Made some minor corrections, adjustments and clarifications based on all the questions/comments from the first few turns.  Changes are annotated by the vertical bars in the left margin.

 

Email any questions.  

 

PS - Still working on the technology tree mentioned in the new rules...

 

Game On...

Question from Jay w/ Turn 4

Dave, 

I noticed something about the troop maintenance. 
In Appendix A - An Archer requires 10K per year but a Marksman only requires 5K per year, why 
does the more advanced unit need less maintenance? 

Unit/Structure              BUILD Cost   Move B.R. S. P.    Upkeep COST 
Swordsman (S)             10k                 2 (I-IV) N/A           5k/yr 

Long Swordsman (LS)  10k + (S)        2 (I) N/A                 5k/yr 
Archer (A)                    10 k + (S)        2 (I) N/A               10k/yr 

Cavalry (C)                   15k +(LS)       21 (II) N/A           10k/yr 
Marksman (M)              15k +(A)          2 (II) N/A              5k/yr

Reply sent – 

The theory behind the “lower” maintenance cost was that marksmen wouldn’t need as many arrows to “train” with and thus would be a lower upkeep cost than archers who would be practicing much more frequently.  So in this case, a higher level unit does save you money!
July 29th 2008 – 

Sent the following email to Jay with Turn 5 –

Sire,

 

We have news of war in the East!  Men from Angmar have attacked us in grid 172 and taken control of the province claiming it as theirs!.  One swordsman was able to escape to bring the news of defeat.  We await your orders highness...

 

Sent the following email to Mark with Turn 5 –

Sire,

 

We continue to have skirmish with men from Elenia.  We have met them in grid 177 and were defeated as we were outnumbered 3 to 1.  As well, word has come that men from Elenia have simply taken over the land in grid 198.  Your message has been sent to their king your highness but as of yet we have heard no reply from them...  we await your orders highness.....  

Sent the following email to Jeff with Turn 5 –

Sire

 

We have defeated the men from Angmar in Grid 177 and simply entered Grid 198 to claim that land from them as well but sire since we have taken those lands, word has come from the king of Angmar.  The Angmar messenger sends the following proposal from their King - 

 

"Non-Aggression Pact"

"I will keep my troops on the west of the river and Elenia keeps their troops on the east side of the river."

 

It seems in good faith sire but alas the damage may have already been done.

We await your orders highness...

 

Sent the following email to ALL PLAYERS with Turn 5 -
Hey kids,

 

Well TSNS Turn 5 was sent tonight.  Apologies again for the delay.  We were waiting on a couple sets of turns and I was doing Atlantic crossings the middle of this month (Went to Milan and Rome for my Oceanic training.)

 

Anyway, getting into the swing of things and finding a good balance with time now.  Turns are to you, with a return date of August 19th!  Early Bird Bonuses will be given to those that get me their turn on or before August 7th!  I supposedly have off after August 19th, so I should be able to process soon afterward.  Hope all is well and it's starting to get interesting.

 

Couple notes, don't forget to SUBTRACT the number of UNITS you're are UPGRADING from the OLD column when you ADD them to the NEW column.

This goes for STRUCTURES TOO!!!

 

Also, when upgrading mulitple units its OK to use the # column to annotate how many units your are upgrading rather than listing every single one individually.  

e.g. 

OWNER    UNIT    #                                    ORDERS

DAVE        S        20                                 UPGRADE to ARCHERS

 

That's it.  Talk later

Sept. 8th 2008 – 
Processed TURN 6.
Sent the following email to Jay w/ 6

Sire,

 

We have more news of fighting in the north!  In grids 81 & 82, our swordsmen encountered a single swordsman unit from the RAZA Empire claiming the territory as theirs - Our men fought valiantly but in the end it was a draw as we lost a unit and possession of one grid and were able to hold the other.  This increase in fighting is beginning to worry the people sire.  We humbly await your next orders...

 

Sent the following email to Paul w/ 6

Sire,

 

We have more news of fighting in the south!  In grids 81 & 82, our swordsmen encountered a single swordsman unit from the Republic of Centauri (ROC) Empire claiming the territory as theirs - Our men fought valiantly but in the end it was a draw as we lost a unit and possession of one grid and were able to hold the other.  This increase in fighting in the land is beginning to worry the people sire.  We humbly await your next orders...

Sent the following email to Mark w/ 6

Sire,

 

We have no ill news to report - Good prosperity plagues our land and our army continues to train and grow.  Soon we will own all the lands for the good peoples of ANGMAR.  We humbly await further orders....

 

Sent the following email to Mark w/ 6

Sire,

 

Our people grow worried that you haven't done much this past year.  Are you feeling well highness?  What should I tell the people?  We hear rumors of fighting in the west and concern is up.  We await your action

Sent the following email to All w/ 6

Hey gang,

 

Sorry for the delay (again - only a couple weeks this time) - I decided to give one of your teammates some extra time to process their turn and get it in to me and of course I had to go back on a 10 day reserve cycle afterward, so thus the delay.  Anyway, back from London, Nice, Madrid and all that jazz and got the turns done today.  

 

Turn 6 will be DUE by SEPT. 30th.  I assume it will be a week or so to process so expect them back by Oct. 7th.  IF by chance you can get them to me before Sept. 24th, I'm off for a few days then, I can get them done by the 26th.  I'll need all of them though, so see what you can do.  Anyway, More to come.  Game on!...

 

PS. If you are moving multiple troops from the same location to same destination, just annotate the total number of troops and use one line.  Easier for me to process.  That's my tip for the day!  

 

Talk later

Dave

9/11/2008 – 

EMAIL to JAY

Hey Jay,

 

Thanks for the vote of confidence - I was a bit "pressed" for time with the delay and all, so I apologize for overlooking your orders a little.  Quick note - If you have groups of guys moving, it is a whole lot easier if the group is listed as one movement/order rather than say 30 individual ones.  For example, you listed 15 archers to train up to 15 marksmen individually; rather than list them that way, expand the UNIT column and annotate the UNITS as 15A and I will know that you are training 15 units to "TRAIN TROOP - MARKSMEN" in the orders column you annotaed to the right.  If that works for you, it's easier for me.  Anyway, you have by far sent the best orders and the most concise instructions and I do appreciate it!  So I'm not complaining, just trying to shorten the orders page!?  :oP

 

Anyway, I adjusted your spreadsheet so, here's your turn again, it's labeled B-6B-ROC - Use this one as I have fixed the following - 

Moved the 3 swordsmen

Annotated the 15 archers in HEX 104

 

As for the last question - 

 

You get a per hex bonus for each hex that is adjacent to water and each of your lands, basically if you have access to water and your lands touch each other you get a bonus for all the hexes.  In addition, you get a bonus for any hex you own adjacent to mountains.  So in some cases, hexes net you an aqueduct and mining bonus (you double-dip)  in your case, you got aqueduct bonuses for every hex - 48 PLUS mining bonuses for 10 hexes - totaling 58 in the BONUS entry on the PMC.  I adjusted it back from 59.  I'm not sweating 5/10k though, at this rate you guys are making some money.  Anyway, hope all this helps.  Aout to head back out to work manana.  Feel free to email me anything and I'll try and respond as soon as I can or am back in the states

 

 

PS - New map is being sent with the TOWER shown as well...

PPS - You need 1 Siege Unit per LVL of structure over a tower - thus a tower needs nothing, a Castle would need 3, etc.  The minimums are listed under "LANDS Section E." in the rules. AND be sure to look over the BASIC Siege Rules as well - the player UNDER Siege gets +2 to all attack rolls!  The higher ground defensive position and all that jazz!!!

 

Talk later

Dave
www.FUBARHQ.com
www.FUBARNewsCorporation.com
www.FUBARentertainment.com
DARTH M
 

In a message dated 9/9/2008 3:59:09 P.M. Central Daylight Time, jR@comcast.net writes:

Dave,
 

The game is going great!
 

I have a few questions about my turn.
 

My new Tower is not shown on map, but on spreadsheet
I gave an order for 3 Swordsmen to move from hex 128 to hex 126 it did not seem to happen
I built 15 archers last turn, they are listed as old on the PMC tab, but are not listed on the hex tab
How many/what types of siege units do I need to attack a tower?
How do you calculate mining Aqueduct hexes
 

 

Thanks

10/08/2008 –
Processed TURN 7 –

More battles and introduced heroes 
After random roll of 4d12, the results were 9,2,4,3 – 

RAZA – IOTANE

ROC – BETAFF

ANGMAR – DELTAR

ELENIA – GAMMANE
Sent the following email to Paul w/7 – 

Great ruler of RAZA,

 

We have more news of fighting in the south!  In grids 72 & 82, our swordsmen encountered troops from the Republic of Centauri (ROC) Empire claiming the territory as theirs - Our men fought valiantly and defeated them.  In the south-east at grid 97 we also encountered troops from the empire of ANGMAR.  We are happy to announce we were victorious there as well!  After our victory, we were approached by this man sire, he claims to be the great Iotane (aka “JESTER”)  he has asked for council with you and offers his services to us for a fee of 500 kWan!  In a gesture of good faith, he has claimed to have arrived from the southeast with news that the ruler of the empire of OSGULATH has died and the empire is in disarray and crumbling…We humbly await your next orders...

Sent the following email to Jay w/7 –

Great Ruler of the REPUBLIC of CENTAURI,

 

We have more news of fighting in the north!  In grid 51 our swordsmen encountered troops from the RAZA Empire claiming the territory as theirs - Our men fought valiantly and defeated them.  In the north-east at grid 97 we also encountered troops from the empire of ANGMAR where we were defeated and as well news has come that RAZA has taken our land at Grid 82 unquestioned.  Late in the year, after our battles, we were approached by this man sire, he claims to be the great Betaff (aka “Darkwalker”)  he has asked for council with you and offers his services to us for a fee of 500 kWan!  In a gesture of good faith, he has claimed to have arrived from the southeast with news that the ruler of the empire of OSGULATH has died and the empire is in disarray and crumbling…We humbly await your next orders...

Sent the following email to Mark w/7 –

Great Ruler of ANGMAR,

 

We have more news of fighting in the south-west!  In grid 97 our swordsmen encountered troops from the RAZA Empire claiming the territory as theirs - Our men fought valiantly and were ultimately defeated.  In the east at grid 180 we also encountered troops from the empire of ELENIA but our legion was all too powerful for their weak numbers.  Late in the year, after our battles, we were approached by this man sire, he claims to be the great Deltar (aka “Lone Wolf”)  he has asked for council with you and offers his services to us for a fee of 500 kWan!  In a gesture of good faith, he has claimed to have arrived from the southeast with news that the ruler of the empire of OSGULATH has died and the empire is in disarray and crumbling… We humbly await your next orders...

Sent the following email to Jeff w/7 –

Great Ruler of ELENIA,

 

We have more news of fighting in the west!  In grid 165 our swordsmen encountered no troops from the ANGMAR Empire and we claimed the territory as ours.  As well, In grid 180 we also encountered troops from the empire of ANGMAR and were delat a grueling defeat!  They are very strong there sire.  Late in the year, after our battles, we were approached by this man sire, he claims to be the great Gammane (aka “The Sharpshooter”)  he has asked for council with you and offers his services to us for a fee of 500 kWan!  In a gesture of good faith, he has claimed to have arrived from the southeast with news that the ruler of the empire of OSGULATH has died and the empire is in disarray and crumbling… We humbly await your next orders...

Sent following email to ALL PLAYERS w/7 –

Hey leaders,

Turns are out and DUE BACK by Nov. 1st!  Early bonus if back by Oct.20th!

FYI, you’ll see some NEW stuff this turn and of course a NEW Tab on your orders.  Be sure to read up on this and as a result there are now more rules.

So, with TURN 7, the TSNS ADVANCED RULES version 3 is also coming with Turn 7 - Changes/additions are annotated in the left margin.

That’s all I have “EXCEPT”  for those that don’t remember, when you “UPGRADE” a unit you MUST subtract it from the OLD total number.  I had a heck of a time trying to find some errors this month!  
Anyway, talk soon

Dave GM TSNS

11/3/2008

Updated player worksheets to show totals a the top of each sheet and added a UNIT TOTALS worksheet with all UNIT totals

Verified order integrity and correctness

11/4/2008

“BLACK” Filled all hexes that are not allowed to be claimed

“Cleaned” all the players turns getting ready to process TURN 8


Removed all battle notes


Removed all Opposing color fill from battled hexes

11/11/2008
Processed all turns – Took Hours, Jeff needs help!!!

Sent following email to all players…

Hey guys,

All turns have been processed!  Got a little behind due to my annual trip to FL. But I also wanted to get some “upgrades” done. You’ll notice some new things on your worksheets.  I have built total columns for troops on the top of each worksheet page and I have “Black” filled hexes that CANNOT be owned - only traveled upon.  As well I have added a UNIT TOTALS tab (worksheet) to the file so that I can figure errors quicker.  It’s good though as it totals your Units from all the worksheets (HEXES 1-304)  
In addition, here’s the latest copy of the rules for those that requested it.  couple of minor changes to the rules, just look them over.

That’s about it - Turns are due Dec 1.  I’ll do my best to process by end of that first week and then Turn 9 will be due in 2009.  Anyway, press-on, I eagerly await your turns.

PS - Due to the delay, I am foregoing the traditional “report” format with the turns, if you want to know the status of battles, etc. it’s all in the worksheets…
Dave – GM TSNS, est ‘04

12/17/08

“Cleaned” all the players turns getting ready to process TURN 9

Removed all battle notes


Removed all Opposing color fill from battled hexes

12/18/08

Hey guys,

 

Sorry for the delay.  Got the turns and thought I'd be hanging in NYC a bit but I got a trip to Madrid and one right afterward to Georgetown.  Anyway, home at the moment and will try and get them processed and to you by this weekend but I do have a volunteer to fly request in at the moment as I "may" be able to fly my limit this month and get X-Mas off, so that has priority.  Anyway, should be with you soon, and they won't be due back until Mid Jan anyway.

 

Hope all are well and enjoying the holidays!?...

12/24/08

Hey guys,

Merry Christmas.  Spent all day today – about 6 hours so far (aside from at least a few hours last week) sitting on short-call in NYC getting the turns all done (and watching 90210 and OC re-runs) - Finally!?...  Anyway, here’s the status of my progress – 

IN THE GAME - 

- I did a full audit of each players hexes and the map to be sure that all hexes occupied are cross-referenced and correct.  

- Removed hexes 301-304 see ON THE MAP below…

IN EACH PLAYER’S TURN –

- You’ll notice that in each column for hexes you own there is now a “1”!  This allowed me to total the hexes owned for each page at the top - This total is subsequently used to process LANDS in your PMC!

- The top two lines on your hex worksheets are titles and totals – be sure NOT to change or delete anything in rows 1 & 2!

- Deleted the hex worksheet 301-304 – as it is no longer applicable, see ON THE MAP below…

ON THE MAP -

- I removed any reference to who “owned” hexes with a bridge or tunnel on the map – This was an incorrect format as owning these hexes is not possible so all I was doing was indicating unit locations!  Sorry!

- I removed hexes 301-304!  They have be come Water hexes and thus un-claimable!  GM Reasoning - The extra worksheet with just 4 hexes was prone to be a workload burden not deemed necessary so I removed them while they were not going to be a factor in the game!

GAME NOTES – 

Again, please remember that when you “upgrade” troops you have to “subtract them from the OLD column – please look at the example below – If you have 50 Swordsmen (S) and want to upgrade 25 to Long Swordsmen (LS) then your orders should look like this

	Swordsmen (S)
	5
	25
	0

	
	
	
	
	

	Infantry
	
	
	
	

	Long Swordsmen (LS)
	5
	     0
	25

	Cavalry (C) 
	10
	0
	0


I have made a “few” changes to the rules - attached with this email are the CURRENT version of the TSNS Rules – Version 3!  All changes are annotated with a vertical black line to the left of the text.  Please familiarize yourself with these changes and pose any questions prior to next turn due date – and speaking of which –

Turns are due to me by Jan 15th.  No early-bird bonus!  

Hope you guys have/had a great holiday.  See you in 2009!  We’re a year into it!  Cool!

Talk later

Dave – GM TSNS est ‘04

2/20/09 – 2/23/09

Made major worksheet upgrades to logic for upgrading troops!

BETA tested new logic with Paul.

Processed all player’s Turn 10 and sent!

2/23/09

Hey guys,

 

Sorry for the delay as usual, life has a way of sneaking up on me - I had in-laws in town for a few weeks, some long overdue web-site updates, work AND I "really" wanted to get some upgrades done on the PMC worksheet - which I in-fact was able to complete so, that said, this email will accompany your Turn 10 but just a quick run down for you, this is a BIG change -

 

The PMC worksheet and UNITS TOTAL worksheets have been "PROTECTED" and the reason is this - 

I have built in logic that will AUTOMATICALLY reduce the number of troops you have in the OLD column by the number you have upgraded in the NEW column.  This new feature works for all Units including Infantry, Artillery and Structures.  There have been many instances of people forgetting to reduce the old column by the number in the new column, etc. so I wanted to alleviate the errors and workload for me each month (or so ;o)  So, from now on you will ONLY need to annotate what upgrades you want in the NEW column, the worksheet and I will take care of the rest!

 

Email or call (214-552-8754 cel) if you have any questions or see any errors

 

Also, can you please go through your hexes and the MAP and verify that they all match.  I did a quick run-down this turn but it helps to have another set of eyes on it.

 

Anyway, hope you enjoy the new upgrade oh, and turns will be due by March 15th!  

3/16/2009

Prepped all turn 10’s for processing – 

· Cleaned all turns of battles info and hex fill

· Re-numbered the Summary sheets to Read “11”

4/8/2009

All turns processed and completed.

ROC’s SPY rolls a 55 (success)

Sent the following addendum to all player emails -

GM NOTE - 

 

You may (or may not) notice that in the battle VS description in the right-hand column, there are numbers in parenthesis, these are the troops opposing REMAINING after the battle was resolved.  This is part of the "BATTLE OF THERMOPYLAE" RULE where as, at the end of a battle, it is assumed that at least one soldier would've been sent (or retreated) back to your homeland to report of the battle results and what they faced!  All future battles will be resolved in this manner.

RAZA – 

Sire,

 

We had some major battles and took some heavy casualties.  It's has been reported that our troops saw the Hero Betaff during the battle in Grid 63.  We have been dealt a serious blow your highness.  The Republic of Centauri ROC - is a formidable opponent!?...

 

ROC – 

Sire,

 

We have been victorious in grids 63 and 73 however we were dealt serious casualties.  The Kingdom of RAZA is a formidable opponent indeed BUT we forge ahead your highness.

 

Our SPY moves undetected into Grid 72 and reports that RAZA presently has No Units in that area.  This is good news your highness.

ANGMAR – 

Sire,

 

We continue to expand.  The Kingdoms of Elenia and Osguloth will soon be ours.  Perhaps we should think of building some Siege Towers?  After all, why let them suffer in uncertainty of their demise when we can just show them the way!?...

ELENIA –

Sire,

 

We are being over-run, you must do something.  Perhaps there is a handbook of some kind?  Maybe a "Ruling Kingdoms for Dummies" book or some such!?

 

Your highness?

4/12/09

Hey guys,

 

In case you didn't get it, TURN 11 was sent a few days ago.  They are due back to me by April 23rd.  I start training again on May 8th, so that will give me time to process the turns and get them out before I disappear for the month!

 

There is a new rule implemented this turn - 

The "BATTLE OF THERMOPYLAE" Rule is simply this - 

After a defeat in battle you will be provided the information of how many winning units were remaining in the hex at the end of the battle.

Logic behind the Rule - 

"Theorectically:" a UNIT consists of 10 men.  Thus if you lost a UNIT you would lose those 10 men.  However, it would make sense that a single man (10% of a UNIT) would either retreat or be sent to inform the leaders of their imminent loss.  So the theory is that a single man 1/10th of a UNIT would be able to bring the news home.  Now, this is not 1/10th of every UNIT in a battle and I don't want you guys asking me if you can add the 1/10th's back up and make more UNITS.  It's a single man period, per battle - in theory, could be a carrier pigeon too!?...

Rule implementation -

So, what will happen now is the 

LOSING Player will get a note to the right of the hex indicating a LOSS and then the VS listing - 

e.g. 10S(6),15LS(11),5C(4),25A(20),5M(4) vs. 5S,5LS,10HC,5A

The LOSING player loses ALL units as normal but now you also see additional numbers in parenthesis.  These numbers indicate the number of units the WINNING player has REMAINING after the battle.

Thus, in the above example, the WINNING player attacked with 10S,15LS,5C,25A,5M and now has 6S,11LS,4C,20A,4M in the hex

 

For the WINNING player, they will only have a vs. with the number of total Units in the battle.

e.g. WIN    5S,5LS,10HC,5A vs. 10S,15LS,5C,25A,5M

The WINNING player's REMAINING Units will be listed in the hex under each units respective column.

 

NOTE:  I’ll try as much as possible to list the battles so that YOUR units are always listed second.  

e.g. OPPONENT'S units vs. YOUR units

 

Anyway, as I mentioned turns are due back to me by April 23rd
 

Hope you have/had a great holiday

Talk later

Dave

May 22rd, sent  delay email to all player’s

May 23rd
Cleaned up turns.

Made HEX OWNER MASTER worksheet and added it to all player turns.  

Linked all Player Hexes to HEX OWNER worksheet
Locked top three rows of every HEX worksheet for better informational presentation

May 24th
Used Conditional Formatting to help assist in changing hex ownership/color
Processed all turns!

Land Fate rolls were – 2/63/9/21  No events!

ROC’s Spy roll – 91- FAILURE – failure roll was 66 – Spy ID’d in hex 62 – NO INFO!!!
Sent following email to all player’s – 

Hey guys,

Well finally got a break in the simulator/training action tonight to get these turns processed.  I was also able to spend some time the last evening or two as well to make some nice upgrades to the spreadsheets!  You'll notice a few things right off the bat!

Here's some of the changes and what they mean - 

NEW TAB labeled "HEX OWNER" lists every hex and is numbered and color coded to match the MAP ownership.  In addition the hexes are now labeled with a number that corresponds to each player -

"1" (RED) RAZA
"2" (ORANGE) ROC - REPUBLIC of CENTAURI
"3" (GREEN) ANGMAR
"4" (BLUE) ELENIA
Yellow is the remnants of Osgulath but just use the map for that one!

Anyway, this new Tab does a few cool things.  
#1.  It allows me to manage all hex ownership on a single master file!  (You don't have it, per se)  
#2.  That master file is then copied into each player's HEX OWNER worksheet - The HEX OWNER tab then links the numbers to generate your actual hex total (via Paste Link) AS WELL as update the ownership and color format (via conditional formatting) of EVERY HEX in your hex tabs 1-50,51-100,101-150, etc.!!!  Pretty nifty
#3.  It also allows you a better "visual" depiction of who own hexes as you plan your moves.

Also changed - I "FROZE" the top three lines on every hex tab so that as you scroll, the unit/owner/table legend info remains at the top - This will also allow you better situational awareness as you plan moves...

NEW RULE (I'll add this in an update Soon!) READ!!! STRATEGY AFFECT!!!

So, when the game was first created/conceptualized I tried to create a random way for units to be killed in a winning army in order to allow for "casualty of war" type game play.  It seems however, that after a few turns, the outcome of this random determination (my BVR .xls file) has been a bit less that favorable for higher level (and suspposedly more formidable) units!  My concept AND mindset behind battle has always been that swordsmen, long swordsmen, etc would be frontline and then work back towards ballista and knights.  (e.g. if an army won by 50% you would not lose a ballista or knight! BUT if you won by say a mere 10% well than all bets are off.!?)  So, with that said, heres the NEW MATRIX for battle resolution...
From TURN 12 onward - The troops affected by attrition will be as follows - 

An army that wins by 75% or more will sustain NO CASUATIES (no change)
An army that wins by 60% will sustain CASUALTIES to Swordsmen (S)
An army that wins by 45% will sustain RANDOM CASUALTIES to S, LS, A
An army that wins by 30% will sustain RANDOM CASUALTIES to S, LS, A, C, M
An army that wins by 15% will sustain RANDOM CASUALTIES to S, LS, A, C, M, HC, B
An army that wins by less than 15% will sustain RANDOM CASUALTIES to ALL TROOPS! 

NOTE!!! Keep this in mind, lets say after a battle the percentage you won by was 50% and it dictates that I have to remove 15 UNITS and you went into battle with 5 Swordsmen and 25 Knights - REGARDLESS of unit type, 15 UNITS will have to go and that means you'd lose all 5 swordsmen and 10 of your Knights (because you have no other median units!)  So plan your advances carefully and balance your forces!?...

Effectivelly, I will still be using the BVR .xls document for the randomization, it's just which units get included into the randomization that will change based on what percentage you win by!  If you have any questions feel free to email me, but I will work on an update (w/ examples) before the next turns are due.  We'll see how this new strategy works out for balancing my intention of the original concept!

Anyway, that's it for now - hope you enjoy the upgrades.

By the way, Turn 12 due back to me by JUNE 15th!!!  That's 3 weeks!!! (Jeff!)

Talk later

7/4/09

Made all movements on maps and verified all orders
7/14/09

Cleaned all turns for processing

Processed all fate, movements and money

Created BR_Grid Table for battle resolution info
7/15/09
Fate rolls

Raza - 85

ROC - 77

Angmar - 66

Elenia - 57

Processed all turns and added BVR worksheet to each player’s turn.
Sent following to all player’s with their turn - 

Hey guys,

Once again sorry for the delay.  Most of you (Jay may not?)  probably know what’s been going down (via Facebook) the past few weeks but if not, here’s the skinny - 

Finished my MD-88 training on June 7th and planned to take the rest of June off (9-30) to hang with the family, work on the house and of course process turns.  Well as it turned out, on June 11th, Dawn had to go to the hospital and have emergency surgery to remove her gall bladder!  So, I was sort of bootstrapped into hanging out and watching the kiddos for her a bit more than normal!  The house repair still had to get done however (8 years of neglected wood and sorts).  So while I waited for some of the turns, I watched the kids when we had them, nursed Dawn and fixed up the house with a friend over the course of a couple weeks.  Lo and behold, by the end of June, the housework was done, Dawn back to work but alas, I had to go back to work too!  3 weeks off since training and I had to fly on July 4th!  Needless to say that was fun and exciting for the Captain as well as myself!?...  

Anyway, the story ends here with Turn 13!  So, with a couple day son call here in Atlanta, I was able to process Turn 12 -  you guys are getting into this which is nice to see.  

Here’s the new info - I’ve added yet another worksheet to the ever growing Player Turns, this one is called BVR (for Battle Victory Resolution.)  Effectively this sheet displays exactly what I did on each of the turns next to a hex where you experienced a battle by listing who won, who attacked you and units remaining but now, I can do it all in one place and as always, this makes life easier for me.

There is one more neat item to this worksheet - I added a few extra columns that will also show you how your unit attack rolls went down along with the totals.  That way you can see how effective/in-effective a group of units was!  Also, I no longer list these battles in a home/away format.  They are listed as pertains to each player, the winner is listed in GREEN and the winning units remaining still are in listed parenthesis within.

 

GM REQUEST!!! - This is important.  On your orders page, I would like each of the player's to do the following.  Go through the hexes/hex owner tab and list every hex as a starting point for your lands.  Even if there is NO units there.  If you have units, then list them.  When you process your orders and if you choose to move units, go ahead and allocate the movement hexes as normal, however if they are to hold position, then go ahead and write HOLD in the Orders column If there aren't units in a hex, then write N/A in the Orders column - here's an example

 

PLAYER EXAMPLE OWNS HEXES 271,272,284,285 (based on TURN 13 MAP!)  He has units in hexes 272 and 285...

 

PLAYER EXAMPLE

	Player Orders
	
	
	
	
	

	Owner
	Unit
	#
	Start
	Movement
	Phase 1
	Phase 2
	Phase 3
	Phase 4
	End turn
	Orders
	
	
	
	
	

	Example
	S
	0
	271
	2
	271
	
	
	
	271
	No Action (NA)
	
	
	
	

	Example
	S
	5
	272
	2
	285
	
	
	
	285
	Move unit
	
	
	
	
	

	Example
	S
	0
	284
	2
	284
	
	
	
	284
	NA
	
	
	
	
	

	Example
	S
	0
	291
	2
	291
	
	
	
	291
	NA
	
	
	
	
	

	Example
	S
	20S
	285
	2
	296
	297
	
	
	297
	Attack + Claim Hex
	
	
	
	

	Example
	S
	10LS
	285
	2
	296
	297
	
	
	297
	Attack + Claim Hex
	
	
	
	

	Example
	S
	5C
	285
	2
	296
	297
	
	
	297
	Attack + Claim Hex
	
	
	
	

	Example
	S
	30K
	285
	2
	285
	
	
	
	285
	Hold
	
	
	
	
	


 

 

I think you get the gist - If you own it, list it, give me orders it's much easier to process if we standardize.  A couple of you do are doing similar patterns of this, so keep it up, it's appreciated!

 

Anyway, here you go, TURN 13.  Turns are due to me by August 1st.  Standard 2 weeks!  I’ll process with the intention of getting them back by the 15th!?

Email if you have any questions.

PS - New updated rules will be coming as well as (hopefully) some super cool new stuff!  I’ll keep you posted!

Talk later

Dave

GM TSNS
09-02-2009
Processing all turns – 

Land Fate Rolls d100 – 

Raza,Roc,Angmar,Elenia (53,32,99,79)

Angmar Rolls 99

Land Fate Roll d20 –

Angmar (20)

Reward Fate Roll –

Angmar (6)

Praise +15%

Processed all turns…

Created Time Line - 

Day 1 -

1440 – 1530
Map Movement Validation

1530 – 1540
Fate Rolls

1545 – 1555
RAZA Movement

1555 – 1605
ROC Movement

1605 – 1635
ANGMAR Movement

1710 – 1715
Turn UNIT Movement Validation (Turns 13 vs. 14)

1715 – 1850
Battle/Resolution/BR-Grid (RAZA/ROC)

1945 – 1950
Data Verification
1950 – 2010
Battle/Resolution/BR-Grid (ANGMAR/ELENIA)
2010 – 2100
Money/New Troops Builds/Data Verification & Error Fixes.
 

Day 2 –
2115 – 2130
Final Hex Owner/Map Integration copied into each turn

2130 – 2135
Final Turn Overlook and Send

2135 – 2200
Rolled for New Hero Proffers…

2200 – 2230
Sent Turn 14

Hero Rolls
Initiative


Raza,ROC,Angmar,Elenia -

Roll a 1d10 for initiative, the results were

Raza 7, ROC 7, Angmar 2,Elenia 6 – re-rolled Raza 9 & Roc 5

Random roll order for new hero proffers will be –

Raza,Roc,Elenia,Angmar

After random roll of 4d12 (2,3,8 were re-rolled) - the results were 4,6,11,10 

RAZA – DELTAR

ROC – LORD ZETAR
ELENIA – LAMDAW
ANGMAR – LADY KAPPAN
Turns saved and Sent…

Raza – 
Late in the year, after our battles, we were approached by this man sire, he claims to be the great Deltar (aka “Lone Wolf”)  he has asked for council with you and offers his services to us for a fee of 500 kWan!

ROC –

Late in the year, after our battles, we were approached by this man sire, he claims to be the great Lord Zetar (aka “The Noble Horseman”)  he has asked for council with you and offers his services to us for a fee of 500 kWan!

Elenia –

We have lost even more ground to Angmar and the people grow restless.  They say you care no more and do nothing to protect us!  I tell tis not true BUT sire, you MUST do something!?... anything!
Late in the year, after our battles, we were approached by this man sire, he claims to be the great Lamdaw (aka “Blademaster”)  he has asked for council with you and offers his services to us for a fee of 500 kWan!

Angmar – 

Late in the year, after our battles, we were approached by this woman sire, she claims to be the great Lady Kappan (aka “The Soft Touch”)  she has asked for council with you and offers his services to us for a fee of 500 kWan!

Email sent to all players with CURRENT RULES – 

Hey guys,

 

Well again, sorry for the delay, 

 

You see, I had a "pet" project I was trying to catch up with!?  It's been on the back burner since I started doing it and it's been going for 3 years so far!?...  Anyway that project now up to date, I processed all turn 14's and sent them out.  In addition, here's the latest version of the RULES attahced to this email.  It incorporates all the recent changes we've discussed and, as usual, all changes are annotated on the side with the dark vertical lines.  

 

By the way, I "may" be adjusting some of the troop modifiers so be prepared! - If I change them at all, I will either make them MORE restrictive, remove them all together or allocate them to higher level units only.  Again, I am only "thinking" about it at the moment.  (e.g. the +1 in forested terrain will ONLY count towards Marksmen and no longer include ARCHERS!)  I would love some thoughts on this!  

 

So, that said, TURN 14 will be due by Sept. 21st!  No early bonuses but LATE orders will be penalized!?   So try and get them in... Uh oh!?...  :o)

 

Lastly,  my "Pet" project!?...  So while it is ONLINE, I HAVE NOT sent out a notification as such. So, while I would appreciate it if you keep this amongst us for now, I am sending you a link to the current version... As Mark and Jeff can attest I have taken WAYY too many pics of my stuffed monkey so, his photo journal is now online - you can view it in all it's glory at -

www.SWINGERMONKEY.net 

 

Like I mentioned, I would like to be the first to send out an email that it's online, so keep this in the "family" for now - no facebook, tweets, etc. etc.

 

Anyway, enjoy but get me turns!?...

Dave

GM, TSNS
09-21-2009

RAZA and ROC make Pact…

I agree to the mutual defense pact in face of the growing threat from the East, I will give your troops free passage out of or through my lands if you agree to pull out to the following coordinates. (approx. where we were prior to current engagement)

 

South of a line 52-63-73 and all troops north and east of that line work there way south back towards hex 113-124 and south. I will pull my troops north out of your lands 53,65,113.

 

I will then move east along the 88-89-90 line and attack north and east no lower than the 100-123 line, I assume you will attack below 100-123 parallel and along your southeastern border.

 

It will take a turn or two to reorganize as stated above in preparation for the eastern front.

 

Let me know if you agree to these conditions and/or any other ideas you may want to add.

 

Paul (King RAZA)

10-09-2009

Sent email to Jeff – 

Waiting on you again man!...

10-11-2009

Email sent to Jay – 

Hey Jay,

 

looks like you moved through RAZA a bit  (Congrats on the alliance.)  I noticed you claimed hexes 53 and 65!  Both of which were RAZA territories I assume that you "reclaiming" was part of the RAZA pact you guys made and not a breach in the alliance?  Just verify for me!?...  I saw Paul say he would pull out of those hexes but wasn't sure you were taking them back!?

Jay’s reply - 

Yes, this is just "reclaiming" these hexes

 The Alliance is still intact.

10-28-2009

Spoke with Paul about alliance and both players occupying hexes simultaneously.  It will be clarified but not allowed as per rules already in place.

11-04-2009

Processed all moves on MAP a couple weeks ago…

Working on ALLIANCE Rules Mods and potential problems
Land Fate Rolls d100 – 

Raza,Roc,Angmar,Elenia (10,4,38,45)

Processed all turns and sent…
Email sent to all players – 

Here you go...

 

You never did tell me if you wanted to buy the new hero or not?

Hey guys,

All turns were processed and sent (very early) this morning as I wait for my flight to Florida.  All turns will be due by Nov. 21st and I’ll try and get them processed during the last week of Nov.  I have off from 23-30!  So right after turkey day, I’ll work them.  Thanks again for the patience and here you go… Turn 15!!!

12-28-2009

Note: Some turns sent to me late – ROC – 11-20-2009; RAZA – 12-3-2009; ANGMAR – 12-2-2009

Validated all movements

12-31-2009

NYC Commute –

ELENIA converted to NPC

Processed ALL Turns.
Need to roll FATE and Verify Turns look good.

1-3-2010
Land Fate Rolls d100 – 

Raza,Roc,Angmar,Elenia (25,80,14, NA)

Verified all Turns…

Imported all Maps

Fate Roll for ROC Spy – 

Rolled (1) F.c.2 for movement = 14, 71 – Success

Sent following e-mails to players –

RAZA – 

Your Highness,

 

I bring news from the lands.  We continue to prosper and build our empire yet I fear the empire of Angmar may be a sickness that will be soon too large to cure!?  News from the East is that they grow even stronger and our people grow more fearful by the day!!!  Word has also spread from the far East that the Empire of ELENIA has lost it way, their King has gone missing and they have all but succumbed to the Empire of Angmar...  Dark days approach your majesty, dark days indeed...

 

Dave

ROC –

Your Highness,

 

I bring news from the lands.  We continue to prosper and build our empire yet I fear the empire of Angmar may be a sickness that will be soon too large to cure!?  News from the East is that they grow even stronger and our people grow more fearful by the day!!!  Word has also spread from the far East that the Empire of ELENIA has lost it way, their King has gone missing and they have all but succumbed to the Empire of Angmar...  Dark days approach your majesty, dark days indeed... Yet it is quite odd!?...  Angmar has given you a gift of some 12,000 kWan.  I fear the intent your highness...
 

Our SPY has returned word of RAZA Units - 

62 - 1S

71 - 60S,15LS,10C,25A,10M 

81 - None

 

We must be careful your highness, he has reported that he was nearly discovered!!!

Dave

ANGMAR –

Your Highness,

 

I bring news from the lands.  We continue to prosper and build our empire!  News from the West is that the empires of RAZA and ROC grow stronger yet our people grow more resolute by the day!!!  Word has also spread from the far East that the Empire of ELENIA has lost it way, their King has gone missing and they have all but succumbed to us...  Glorious days approach your majesty, glorious days indeed...

 

Your gift of 12,000 kWan made it safely to the empire of ROC!

Dave

- Made Modifier changes to Units on pages 5&6.  Re-Named Rules to Version 4a.  Resent to all Players

Sent following email - 

ALL PLAYERS – 
Hello Kings,

 

Turn 16 has been finally processed.  Once again sorry for the delay.  Got one a few days late but with the Thanksgiving holiday, couldn't get the time to process and then next thing you, it was December.  I worked a bit in the beginning of the month (dec.) and then took vacation with the family to the UK for nearly 2 weeks over X-Mas, so I couldn't find a good day to just sit and get them all sorted out!  In any event, here you go.  TURN 16!  Turns will be due back to me by Jan 17th!  That will give you two weeks!  Anyway, I made a few minor changes to the Unit modifiers (as advertised back with Turn 14) on pages 5 & 6 of the rules.  So also attached with this email is the RULES Version 4A.  Newest version for 2010!  

 

Anyway, turns to me by the 17th!  Happy Ruling...

 

By the way, hard to believe it's 2010 and you've been playing this game for 2 years now!!!  ...Yikes!

 

1/6/2010
Fixed RAZA Turn – Mistake in Unit Upgrades.  Adjusted and re-sent Turn.
2/2/2010
Finally received ANGMAR turn – LATE!!!

Land FATE penalty to be assessed for ANGMAR for TURN 17…

2/3/2010
Fixed minor Unit errors on ANGMAR turn
2/11/2010

Sent following email to all (3) players…

Hey guys,

 

Haven't forgotten, and for a change it's not my fault!?...One player was LATE with their turn, so I just got all the turns a week ago.  Will process ASAP and get them to you...

 

Thanks for the patience...

Dave

2/15/2010

Validated all moves…

2/19/2010

Land Fate Rolls d100 – 

Raza,Roc,Angmar,Elenia (94,55,AUTO PENALTY, NA)

ANGMAR PENALTY – 

Id10 = 2 – Mild Fires -5%

Fate Roll for ROC Spy – 

Rolled (1) F.c.2 for movement = 75 – Success

Had to re-validate RAZA moves – had incorrect TURN…
Processed turns – ALL
Sent emails to following players – 

ALL PLAYERS – 
Hello Kings,

 

Turn 17 has been finally processed.  Once again sorry for the delay – not my fault (By the way, from now onward, LATE turns on your part will automatically be assessed a failure of the LAND FATE roll and a subsequent 1d10 percentage penalty will be levied against you! - :o)  OK, GM crap out of the way – I, personally, am looking at about 3 weeks off starting Feb. 25th, so let’s try and get some turns done.  I will give you two weeks for this turn HOWEVER, if everyone gets them to me sooner, then I should be able to move them sooner!!!  I’ll flip them ASAP and send back with another 2 week deadline, etc, until I get back to work!  

Let’s see what we can do...  In any event, here you go.  TURN 17!  Turns will be due back to me by Mar. 5th!  That’s two weeks! 

PS.  Please audit the MAP and Hex Owner Tab to be sure your hexes correlate to what you actually own.  The HEX OWNER TAB is the Master List!!!  The MAP is built to REFLECT that, not the other way around ;o)

 

Anyway, turns to me by the 5th!  Happy Ruling...

 

Sent following e-mails to players –

RAZA – 

Your Highness,

 

I bring news from the lands.  Angmar is a force for sure!  News from the East is that the Empire of ELENIA is all but overrun…Our people fear the worst…

In other news sire, we tried to send units to HEX 89 however that is our allies hex, so our Units didn’t move… Did we have another plan sire?...

 

Dave

ROC –

Your Highness,

 

I bring news from the lands.  Angmar is truly a force!  News from the East is that the Empire of ELENIA is all but overrun.

Our SPY has been sent to Hex 100 sire, but that is our Hex!?  He followed the order to the letter but was unsure of what you were expecting to find!?

PS Jay, Can you add all your UNIT upgrades and tower builds, etc to the bottom of your master ORDERS tab too!  I like where you have it now but I'm finding I typically overlook it till later in processing and it makes for a little more work.  If you add lines at the bottom of the ORDERS like this for example

 

	ROC
	1S
	104
	upgrade
	
	
	
	
	
	1LS

	ROC
	10S
	104
	new units
	
	
	
	
	
	10S


 

That would put all MOVES/UNITS/BUILDS in the same place for me but continue to add them to the PMC I like how you work it out there too!  ;o)  I'll remember it better this way as well!...

 

Thx

Dave

ANGMAR –

Your Highness,

 

I bring news from the lands.  In the far East, the Empire of ELENIA is all but overrun.  The day is ours and soon we will reign over all!!!...Glorious days your majesty…

Even despite our supremacy, the GODS smite us - with Mild Fires – it has cost us 5% of our income this year.  I honestly don’t think we give a rat’s @$$ but I report what I see sire…

Oh and by the way sire, been meaning to ask, 10 archers, really?  WTF are we thinking here?...  ;o)

 

Dave

- That’s it for TURN 17 – Now I wait!?... 

3-10-14-2010
Received all turns

3-16-2010

Validated all moves

3-29-2010

Prepped all turns for processing

Land Fate Rolls d100 – 

Raza,Roc,Angmar,Elenia (66,54,AUTO PENALTY, NA)

ANGMAR PENALTY – 

Id10 = 6 – Mild Disease - 15%

Fate Roll for ROC Spy – 

Rolled (1) F.c.2 for movement = 86 – Failure

Rolled (1) F.c.F for failure = 15 – Success (Failure but escapes)

= No Action (Wiley Spy!)

Processed ALL Turns 
Hello Kings,

 

Turn 18 has been finally processed. Once again I’ll allocate two weeks for this turn HOWEVER, if everyone gets them to me sooner, then I should be able to move them sooner!!!  I’ll flip them ASAP and send back with another 2 week deadline, etc.  I’m currently off until April 8th although I start getting busy again around Apr. 5th!  

Let’s see what we can do...  In any event, here you go.  TURN 18!  Turns will be due back to me by Apr. 12th!  That’s two weeks (AND a week after Easter, so you can work around it?! :o) 

PS.  Please audit the MAP and Hex Owner Tab to be sure your hexes correlate to what you actually own.  The HEX OWNER TAB is the Master List!!!  The MAP is built to REFLECT that, not the other way around ;o)

 

Anyway, turns to me by Apr. 12th!  Happy Ruling...

 

Sent following e-mails to players –

RAZA – 

Your Highness,

 

I bring news from the lands.  Angmar is a force for sure!  News from the East is that the Ruler of the Empire of ELENIA is Besieged!…Our people fear the worst…

In other news sire, we have taken HEX 98 against the mighty ANGMAR.  However I fear we may have awoken a sleeping giant!?....

 

Dave

ROC –

Your Highness,

 

I bring news from the lands.  Angmar is a force for sure!  News from the East is that the Ruler of the Empire of ELENIA is Besieged!…Our people fear the worst…

Our SPY has been sent to Hex 113 and 114 but encountered no Units and was not detected -although he had a close call with some villagers he was able to remain unnoticed!?

Dave

ANGMAR –

Your Highness,

 

I bring news from the lands.  In the far East, the Empire of ELENIA is besieged!  There is but one piece of land left.  I say we build siege towers sire! - The day is ours and soon we will reign over all!!!...Glorious days your majesty…

However, we seem to be having a bit of bad luck - despite our supremacy, the GODS smite us - with Mild Disease – it has cost us 15% of our income this year in lost work.  I honestly don’t think we give a rat’s @$$ but I report what I see sire…

Oh and by the way sire, been meaning to ask, 10 archers upgraded to Marksmen, really?  WTF are we thinking here?  Come on, throw me a bone what are we planning?... ;o)

 

Dave

5-12-2010

Prepped all turns for processing

Land Fate Rolls d100 – 

Raza,Roc,Angmar,Elenia (70,78,60, NA)

Fate Roll for ROC Spy – 

Rolled (1) F.c.2 for movement = 7 – Success
= No Action (Wiley Spy!)

Processed ALL Turns 
Hello Kings,

 

Turn 19 has been finally processed. Once again I’ll allocate two weeks for this turn but I do have my annual recurrent training coming up mid/end June (21-23).  So, if everyone gets them to me sooner, then I should be able to move them (perhaps twice) before training, otherwise they won’t get back until late June!!!  I’ll flip them ASAP and send back with another 2 week deadline, etc.

Here you go.  TURN 19!  Turns will be due back to me by May 26th!
PS.  As always, please audit the MAP and Hex Owner Tab to be sure your hexes correlate to what you actually own.  The HEX OWNER TAB is the Master List!!!  The MAP is built to REFLECT that, not the other way around ;o)

 

Anyway, turns to me by May 26th!  Happy Ruling...

 

Sent following e-mails to players –

RAZA – 

Your Highness,

 

I bring news from the lands.  We had just completed the tower you ordered in hex 98 when we were attacked by Angmar!  This is a terrible turn of events - He will have the power to construct more of his mighty army right at our doorstep!  - Angmar is truly a mighty force that must be stopped! Our people worry…

In other news sire, we have taken HEXES 97, 110 & 111 but have lost 88 & 98 (w/ a tower) against the mighty ANGMAR.  However I fear the worst!
 

Dave

ROC –

Your Highness,

 

I bring news from the lands…  Angmar and Raza skirmish - Angmar is surely a force however Raza’s kingdom has grown ever so slightly!!!
Our SPY has been sent to Hex 124 and 136 but encountered no Units and was not detected…
Dave

ANGMAR –

Your Highness,

 

I bring news from the lands.  The Empire of ELENIA is still besieged! - I still advise we build siege towers sire! - The day is ours and soon we will reign over all!!!...Glorious days your majesty…

We have had some skirmish with the empire of RAZA.  We have lost hexes 97, 110, & 111 However we have defeated them in hexes 88 & 98 and even gained a tower they had constructed in hex 98!  Ha Ha!!!
We continue to grow sire and gain strength.  By the way, our 600 new units await your orders at hex 108…

Dave

7-21-2010

Prepped & Processed all turns

Land Fate Rolls d100 – 

Raza,Roc,Angmar,Elenia (58,99,54,n/a)

Roc 1d20(6); 1d10(6)
Fate Roll for ROC Spy – 

Rolled (1) F.c.2 for movement = 87 – Failure

Rolled (1) F.c.F for Failure = 43 - Detected!

GAVE ALL PLAYERS A HERO AS A LATE GIFT!!! NO CHARGE!!!

Remaining Heroes were allocated a number from 1-9  for Alphan, Gammane, Deltar, Epsone, Etam, Thetam, Kappan, Lamdaw & Omegan respectively

A 1d10 was rolled for each player – 

Raza – 1

ROC – 10

Angmar – 5

Order for heroes allocation is Roc, Angmar, Raza
After random roll of 1d10, the results were 4,1,5 -

(10 will be a re-roll as will any already allocated hero)
ROC – EPSONE
ANGMAR – ALPHAN

RAZA – ETAM
Sent following email to all players –

Hello Kings,

 

Well, Turn 20 has been finally processed. Once again I have to apologize for the lengthy delay. Although, the game was put on the back-burner to simmer,  I did however successfully complete my annual re-current training and then got wrapped up in a few overdue choes – I did some much neglected “toy-thinning” w/ the kids to make room in the house.  Of course flew a few trips for work, did a 4 hour 500 picture shoot of my friend Kim AND of course did my quarterly back-up of my some 250,000+ (not kidding!) files on the computer.  If that wasn’t enough – I updated the kids online picture albums, the FOTQ online album, the Photography online album, my Flying Adventures online album AND did a total “reconstruct” of Cheeky’s www.SwingerMonkey.net web travel journal - A total of over 350 additional pictures went online during this time.  Oh and I made two more videos of the kiddos for my YouTube page!?... So, forgive my selfishness and putting the game on the back-burner -although from conversations with Mark, it seems like he’s been a bit too busy at work so he probably welcomed the break!

Anyway, I’ll allocate 3 weeks for this turn but if everyone gets them to me sooner, then I should be able to move them sooner although I will refrain from making anymore “empty” promises! 

Before I forget - due to my “slackage” I have included a “gift” to each player.  Enjoy!

All that said, here you go.  TURN 20!  Turns will be due back to me by AUG 11th!
PS.  As always, please audit the MAP and Hex Owner Tab to be sure your hexes correlate to what you actually own.  The HEX OWNER TAB is the Master List!!!  The MAP is built to REFLECT that, not the other way around ;o)

 

Anyway, turns to me by AUG 11th!  Happy Ruling...

 

Sent following e-mails to players –

RAZA – 

Your Highness,

 

I bring news from the lands.  Angmar is truly mighty based on some of the troop numbers we’ve see sire! We have taken HEXES 88,96,98 & 121 but have lost 79, 97,109, 111 & 120 against the mighty ANGMAR.  However sire, the Mighty Etam “The Flag Bearer” has arrived in HEX 59 and pledged his services to our mighty empire for gratis.  Perhaps this is the morale boost we need sire?
 

Dave

ROC –

Your Highness,

 

I bring news from the lands…  Angmar and Raza skirmish - Angmar is surely a force however Raza’s kingdom has grown ever so slightly!!!

However sire, the Mighty EPSONE “The Sword Tamer”” has arrived in HEX 104 and pledged his services to our mighty empire for gratis.  

Our SPY has been sent to Hex 146 and 158 but was detected.  He was able to get away un-identified but they did spot him!?....

Dave

ANGMAR –

Your Highness,

 

I bring news from the lands.  The Empire of ELENIA is still besieged! – “Damn It, do something Scotty!  I need that power!!!”
We have had some continued skirmishes with the empire of RAZA.  We have lost hexes 88,96, 98 & 121 however we have defeated them in hexes 79,97,109,111,& 120
Also sire, the Mighty Lord Alphan “The BattleMaker” has arrived in HEX 232 and pledged his services to our mighty empire for gratis.  

Anyway , we continue to grow sire and gain strength.  By the way, our 100 new units await your orders at hex 108 and 500 more in hex 155!!! Mu Ha Ha Haaaa..
It should be noted sire that a “Spy” has been detected in hexes 146 & 158 but we could not identify the intruder!?...  Seems we have “pests” sire!...

Dave

8-25-2010
Validated all movements

9-9-2010
Prepped all turns

Land Fate Rolls d100 – 

Raza,Roc,Angmar,Elenia (55,14,25,n/a)

Fate Roll for ROC Spy – 

Rolled (1) F.c.2 for movement = 67 SUCCESS
Processed Movement for Raza & ROC.

9-16-2010
Processed movement for Angmar

Processed all remaining turn segments

Sent email to all players

Hello Kings,

 

Well, Turn 21 is Finished!  As usual I apologize for the delay – in-laws decended upon our house for 2 weeks so as I hadn’t gotten turns processed before they arrived, I was SOL!  Once they left, I had all of 48 hours to “attempt” to reset the house before I was back to work!  

Anyway, that said, I’ll allocate 3 weeks for this turn but if everyone gets them to me sooner, then I make no promises I will do anything with them!  :oP

All that said, here you go.  TURN 21!  Turns will be due back to me by Oct 8th!
PS.  As always, please audit the MAP and Hex Owner Tab to be sure your hexes correlate to what you actually own.  The HEX OWNER TAB is the Master List!!!  The MAP is built to REFLECT that, not the other way around ;o)

NOTE:  “Opponent” structures WILL NOT be reflected on your hex tabs!  Structures are depicted on the MAP Only for opposing players!

 

Anyway, turns to me by OCT 8th!  Happy Ruling...

 

Sent following e-mails to players –

RAZA – 

Your Highness,

 

I bring news from the lands.  Angmar has thus far stayed to their word, we are weary of them but alas it is a fate worse than defeat and anything that will bring the downfall of the traitorous ROC!?  We have traded hexes 110 and 111 with them and yielded hex 80.  We watch carefully!

 

Dave

ROC –

Your Highness,

 

I bring news from the lands…  Angmar and Raza continue to skirmish - Angmar is surely a force!!!

However sire, the Mighty EPSONE “The Sword Tamer”” has arrived in HEX 104 and pledged his services to our mighty empire for gratis.  

Our SPY has been sent to Hex 170 and 182 and wasn’t detected; He also didn’t find any troops either!?....

We have been in a negative cash flow situation for a few years now sire and I’m afraid our higher level units may see this as a sign of incompetence and thus disband!  We need to remedy the situation NOW!

Dave

ANGMAR –

Your Highness,

 

I bring news from the lands.  The Empire of ELENIA is still besieged! – “Damn It, do something Scotty!  I need that power NOW!!!”

We have traded the hexes 110 & 111 as planned with the empire of RAZA.  We have gained hex 80. We lost two hexes, 172 (w/ a tower) & 226, to ROC who have apparently seen fit to attack us!  B@$+@RD$!
Also sire, the Mighty Lord Alphan “The BattleMaker” is still in HEX 232 and isn’t going anywhere – he’s pledging services for free!  If you don’t want him, you could sell/trade him off or let him just sit and drink on the empire!?...  

Anyway , we continue to grow sire and gain strength.  However, our accounting is amiss and we are now in a negative cash-flow state!  We need to remedy that before troops morale dips!!!
Dave

11-1-2010

Validated all movement.

11-17-2010
Processed all turns.
Land Fate Rolls d100 – 

Raza,Roc,Angmar,Elenia (95,94,31,n/a)

 
Sent email to all players

Hello Kings,

 

Well, Turn 22 is Finished!  “Only” took 6 weeks this time.  There was a mistake in the roders so I ahd to get that sorted out from turn 21 as well and then that rolled into my annual visit to Daytona Beach for Alumni Reunion festivities.  Upon returning from that the carrier monkeys took over and I fought a week long bout with Strep throat, then a head cold (called out sick twice!)  Then, it was back to work for a hectic 3 on/3off/3 on cycle! Which netted me 36 hours home in the past 9 days!  

Anyway, that said, I’ll allocate 2.5 weeks for this turn so everyone can enjoy Turkey-Day and then we can process before the holidays!  :oP

All that said, here you go.  TURN 22!  Turns will be due back to me by Dec. 6th!
PS.  As always, please audit the MAP and Hex Owner Tab to be sure your hexes correlate to what you actually own.  The HEX OWNER TAB is the Master List!!!  The MAP is built to REFLECT that, not the other way around ;o)

NOTE:  “Opponent” structures WILL NOT be reflected on your hex tabs!  Structures are depicted on the MAP Only for opposing players!

 

Anyway, turns to me by DEC 6th!  Happy Ruling...

 
Sent following e-mails to players –

RAZA – 

Your Highness,

 

I bring news from the lands.  Angmar continues to be a formidable ally.  They have continued to hold to the truce.  The people are happy that the traitorous empire of ROC must endure such a formidable alliance!..ng that will bring the downfall of the traitorous ROC!?  In battle updates – we have defeated ROC in hexes 40,52 & 72.  We have also traded hex 111 with ANGMAR.  Or units await your orders!!!
 

Dave

ROC –

Your Highness,

 

I bring news from the lands…  

Our SPY has been sent to Hex 169 and 157 and wasn’t detected; He also didn’t find any troops either!?....

We have ratified our negative cash flow situation per your request!   By no longer maintaining the towers in hexes 102,129 & 139, they have crumbled to the ground but alas they served their purpose.  In another measure to save spending, architects have downgraded the Keep in hex 126 to simply a tower. 

Sadly, we have had to downgrade our castle as well to a Fortress by eliminating one of the wings but it has also netted a significant cost savings!? for a few years now sire and I’m afraid our higher level units may see this as a sign of incompetence and thus disband!  We need to remedy the situation NOW! Word of the castle being downclassed to a Fortress has reached our knights who have voiced their concern and their morale has seemed to wane.  Units fear they “may” (hint: fate roll) disband w/ lack of a “castle” to call home!
In battle news, we have had a very busy year.  We have won hexes 123,135,171, 191, 214, 225, 234 & 235 from the empire of ANGMAR.  We have lost hexes 40,52 & 72 to the empire of RAZA.  We have also lost hexes 112,113,125,136,146 to the empire of Angmar.  Sadly your highness the battle in hex 146 was especially bloody as ANGMAR threw nearly 600 swordsmen against our units who were simply overrun.  Although we killed almost half of their units, we lost lots of good men!  
A messenger received the following message from the ruler of ANGMAR:

“Good luck my treacherous friend.  May you be more formidable as an enemy than you were as an ally!”

We have truly awoken a formidable opponent.

Dave

GAME NOTES: Jay, not sure how the PMC sheet got unlocked but please allow me to make all disbands and adjustments to UNITS.  By changing ANY totals in the “OLD” columns you inadvertently deleted formulas that tally units from other worksheets (Both the Swordsmen and Structures had formulas deleted.)  Please just send the orders and let me make the disbands, etc.

Also, structures can/will be disbanded at a rate of 1 level/year.  Thus, your towers were removed and the Keep became a tower and Castle became a Fortress.  Now, as Knights require a level IV structure for builds, you will be subjected to a fate roll as to whether your knights will stay on in your service as “economically” you seem “weak” to them.  Also, your Fortress in hex 104 can NEVER be disbanded as it’s your rulers Home.  Also keep in mind that once you downgrade to a Tower, you also lose the ability to prevent a siege!  Just some comments/thoughts.  
ANGMAR –

Your Highness,

 

I bring news from the lands.  The Empire of ELENIA is still besieged! – “Damn It, do something Scotty!  I WANT that power NOW!!!”

We have traded the hex 111 as planned with the empire of RAZA.  We have faced some set-backs by losing hexes 123,135,171,191,214,225,234 & 235 to ROC.  However, we have won battles in hexes 90,112,113,125,136 & 146.  Hex 146 was particularly sweet as we killed over 100 units of ROC including 15 cavalry units (on plains) and almost 70 artilery units!  
Our messenger sent our message to ROC –

“Good luck my treacherous friend.  May you be more formidable as an enemy than you were as an ally!”

Also sire, the Mighty Lord Alphan “The BattleMaker” is STILL in HEX 232 and isn’t going anywhere – he’s pledging services for free!  I say we do something with him, perhaps donate him somewhere!?... 

Despite our minor set-backs the men are fairly up!  Our accounting is still amiss and we are still in a negative cash-flow state!  We need to remedy that before troops morale dips (and the GODS anger and take them away from us!?)
GAME NOTES: Mark, Not sure how the PMC sheet got unlocked but please allow me to make all disbands and adjustments to UNITS.  By changing ANY totals in the “OLD” columns you inadvertently deleted formulas that tally units from other worksheets (Swordsmen had formulas deleted which showed you at negative 2000 before I fixed the error!)  Please just send the orders and let me make the disbands, etc.

That’s it

Dave
1/29/11

Sent following email to ROC;

Hey Jay,

 

Sorry for the delay as usual.  Two things for you sir - 

 

1. Did a little research, the archers that were supposed to move/attack into HEX 135 last turn;  Well, I just overlooked them.  You show them in Hex 124 this turn and now moving to HEX 102.  Your call, if you want them in HEX 135 and re-order - let me know, we can fix it quickly and I can tell the applicable party that I overlooked more Units in that attack.

 

2.  In your current orders, you have two attacks ordered -

One group with BETAFF will move 171-170-169 and attack.

The second group will move 172-171-170 and then attack

This is an illegal move.  Remember all moves are simultaneous, so BETAFF's group would end up in the fight at HEX 170 and so ALL the units would fight in HEX 170 and thus, stop their movement.  So the attack on 169 won't happen as that would be a "leap-frog" move which you cannot do.  

 

If you want to adjust any of this, let me know ASAP please.  Sorry for the delay.

 

Talk later

Dave

Sent following email to all players – 

TSNS STATUS UPDATE!!!  I haven't forgotten!!!
Hello all,

 

First I would like to apologize for the lengthy delay - I will make it up in the next TURN, promise!?...  (Although as I received the final orders from all players just before X-Mas, it's only been 4 weeks for me!?  ;o)  

 

Anyway, as I was validating the movements for TURN 23 over my Christmas trip (it was work), I noticed some discrepancies from TURN 22, so once I get those ironed out, I will notify any applicable parties (if necessary) and then I will process the orders.  

 

As for me, the usual, I have started to burn the candle at both ends and find myself with never enough time to get it all done.  Paul and I did sneak out to a model train convention mid-Jan and I just hit a sci-fi con, but basically, I've been working and getting caught up on loads of other computer projects - the kids videos, photo-albums, down grading my reef aquarium which took an all-nighter to accomplish the break down of a 72 gallon tank!  Oh, and my mother-in-law just arrived last week!  Yikes.  I head back to work on the 2nd, but I have 12 days off after that, so definitely look for the turns by then the latest!  

 

Anyway, hope everyone had a great holiday and a Happy New Year and we'll talk later  

Dave

2/3/11

Processed all movements.

2/10/11

MAP vs. MASTER HEX OWNER AUDIT

Processed all turns.

Land Fate Rolls d100 – N/A

All players receive a Land REWARD bonus – 3rd Year Player Anniversary “Thank You!”

RAZA 1d20 – N/A (“evens” per GM); 1d10(4) Good Crops 10%

ROC 1d20 – N/A (“evens” per GM); 1d10(1) Surplus Food 5%
ANGMAR – N/A (“evens” per GM); 1d10(4) Good Crops 10%

Fate Roll for ROC Spy – 

Rolled (1) F.c.2 for movement = 90 FAILURE

Rolled (1) F.c.F for Failure Fate = 83 - ROC Spy Captured! :o)

Fate - Done
Movement; Movement/Fate - Done

Battle/B.R. – Done

Money - Done
Special Events – 3rd Year GM Bonus (3000kWan/3 = 1000kWan each.)

Sent email to all players

Hello Kings,

 

Well, Turn 23 is Finished!!!  
A milestone in our TSNS game as this month marks our 3 YEAR anniversary!  (I do appreciate all of the patience at times with turning the game!)  

Here’s some notes about our 3 year run thus far:  

· We started on 1/17/2008 with 5 players and some growing pains.  
· The empire of Osguloth quickly succumbed to playing pressure and stepped out in July of ’08 on Turn 5.  
· Elenia however, hung in a bit longer; bowing out in November of ’09 on Turn 15!  So, that leaves us here in ’11 with our “Core 3.” as we are just getting turn to 23.  
· We’re almost averaging 1 turn every six weeks!  Not too bad (I was hoping for 1/month originally!) 
· TSNS Advanced Rules were sent on 10/9/08 w/ Turn 7!
· Hexes 301-304 were removed from the map in Dec ‘08

· And, something you “may” not know; I, as the GM, have been keeping a journal since the start of the game, which contains all correspondence, sent emails and notes about the game, rules and updates!  That document is currently 45 pages long and DOES NOT include all emails with questions from players (but those are saved as well!) ;o)
So, there are some tidbits about TSNS and that my friends, that puts me at news for Turn 22 - originally due on Dec. 6th.   - However, with the usual delays from work, holidays and  www.FUBARHQ.com “maintenance” - The game was slid again to the back-burner. 
But!  When I did finally begin to process the orders in mid-January, I noticed a few errors which prompted my email on 1/29/11 explaining where I was w/ the game and plans to fix some “problems”.   Then of course, Dallas was under “ice-arrest” last week and I only managed to make it to the airport and work, so I lost out on lots of home “TSNS” time

So, now, here I am today (Thursday Feb. 10th) and with my mother-in-law safely back in the UK, the Great Saltwater Tank Reduction of 2011 behind me, I finally got a day at Starbucks to process ALL the turns.  I took a good look at the turns and did an annual “audit” of the Map vs. Hex Owner Chart (which is the “true” ownership list) and (surprisingly) only found one discrepancy.  As well, I had a few “housecleaning” duties to tweak and adjust to clean the orders and game…  

Anyway, that said, I’ll allocate just under 2.5 weeks for this turn!  :oP

All that said, here you go.  TURN 23!  Turns will be due back to me by MARCH. 1st!
PS.  As always, please audit the MAP and Hex Owner Tab yourselves to be sure your hexes correlate to what you actually own.  Remember, the HEX OWNER TAB is the Master List!
NOTE:  “Opponent” structures WILL NOT be reflected on your hex tabs!  Structures are depicted on the MAP Only for opposing players!

 

Anyway, turns to me by MARCH 1st!  Happy Ruling...

RAZA – 

Your Highness,

 

I bring news from the lands.  We have had a good year.  Angmar continues to be true to their word and hold their end of our “collective bargaining agreement.”  We have acquired 7 new lands.  Hexes 53,64,82,83 & 89 were acquired from the victories over the empire of ROC along with the trades of hexes 79 & 80 with ANGMAR.  We seem to have acquired a surplus of monies AND the mighty Lord ALPHAN has arrived!  He pledges his service to us free of charge.  His services are a “gift” from the king of ANGMAR.  He is ours to “use as we see fit!” according to ANGMAR and he has arrived in Hex 59.  It is a good day King - Our units await your orders!!!

 

Dave

ROC –

Your Highness,

 

I bring news from the lands…  

Our SPY has been captured!!!  Sent to Hexes 156 and 155, I regret to inform you that he was spotted and subsequently captured by the Kingdom of ANGMAR.  He is lost to us your highness.
Our 6 Knight units are still upset about our Castle downgrade and are demanding we provide them a “proper” structure to call home!  Their morale continues to wane.  Units fear they “may” (hint: fate roll) disband w/ lack of a “castle” to call home!

In battle news, we have had a VERY, VERY busy year.  We have lopst the following hexes – 53, 64, 82, 83, 89, 100, 114, 123, 135, 147 & 225.  But, we have won hexes 112, 136, 170, 190, 201, 236, 244, 245 & 246 from the empires of RAZA & ANGMAR.  The total battles net us minus one hex this year.  In major battle news, we had a significant blow in Hex 170.  We again clashed with ANGMAR and entered battle with 409 units and our Hero BETAFF (163S,75LS,50A,120M,1B,BETAFF.)  In the end, the mighty empire of ANGAR had nearly 600 swordsman units and our units were decimated, winning by the slimmest of margins.  We nearly lost everyone save 19 Marksmen units, 1 ballista and BETAFF… It is a victory but only just.  On the up side, our money troubles seemed to have gone away almost overnight with the “thinning” of the herd.  We lots many, many good men!
Our loyal people and troops await further orders my lord…
Dave

ANGMAR –

Your Highness,

 

I bring news from the lands.  (And again - the Empire of ELENIA is still besieged! – “Damn It, do something Scotty!  I WANT that power NOW!!!”)
We have traded the hexes as planned with the empire of RAZA and had many battles this year.  We have lost the following hexes – 112, 136, 170, 190, 201, 236, 244 & 245.  We had a major loss in Hex 170 with the defeat our nearly 600 swordsmen units (597S to be exact) however our men fought valiantly and although LOST, defeated 95% of the enemy units!

On the up side, we managed to acquire hexes – 100, 114, 123, 135, 147 & 225.  Out hex total nets us minus 2 for the year!  The battle in hex 170 was glorious though your higness.  
Also sire, the Mighty Lord Alphan “The BattleMaker” has been sent to the King of RAzA as per your request.  Perhaps he will fiond a good home there?!.. 

Our new units have been trained but there was a minor acoutning error that has been ratified.  Our cash-flow currently looks good.  That tends to be the case who the thinning opf the herd? :o)
In other news, our people have captured a SPY.  A SPY from the kingdom of ROC was discovered in hex 155.  What would like to do with him sire?  It was a random act of fate that brought him to us?
Our loyal and humble people await further orders my lord!..

GAME NOTES: Mark, So, the sheet was protected but you stil need to enter the total NEW UNITS.  I took care of it and adjusted Turn 22 before processing
As for this SPY.  Well, you caught him, so he’s yours to do with as you please.  You can use him, kill him, sell him, trade him, etc. etc.  He is free this turn.  If you keep him however (including failing to give me orders about what to do with him) he will start to cost you money next turn!)

That’s it

Dave

4/28/2011 

Validated all movement
06/21/2011

Processed Turn Movement/Battles

06/22/2011

Land Fate Rolls d100 – 

Raza,Roc,Angmar,Elenia (23,2,7,n/a)

Fate - Done

Movement; Movement/Fate - Done

Battle/B.R. – Done
Money - Done

Special Events – N/A

Sent email to all players – 
Hello Kings,

 

Well, Turn 24 is Finally finished!!!  

Turn 23 was originally due on Mar. 1st!  - However, I had a bunch of things slowly crop up…

Firstly, I had acquired an iPad (for $250 bucks) in the interim between turn 22 and turn 23, and while I say still with conviction that I hate APPLE, I spent many days trying to see how the iPad could replace my Net-Book PC which I use mainly for my productivity during trips (which includes this game and working with my photos.)  Unfortunately, and as suspected, while I have found the iPad to be a great device for the consumption of data (reading email, books/comic books, playing games, watching videos and surfing the net) I find it to be overly time-consuming in regards to trying to be actually productive – using OFFICE, altering photos, updating my website, etc – ALL THE THINGS I DO ON THE ROAD!!!  You’ll be happy to know that I did watch two entire seasons of Spartacus though!?... (Stupid iPad!!!) 

With all that said I was still trying however to see how I could use the iPad on the road (it is slimmer and lighter after all!?) and of course in the meantime, the game slid…  

So thus, while I was actually AT home, I was having to play catch up with my normal chores from the road (that I was no longer doing) and as it began to pile up, it led me to the eventual massive project of having to update my (long overdue) website requiring updates and captioning of over 750 photos!!.. www.fubarhq.com.  That alone took loads of time, but so did fighting with my contractor to finally get our roof warranty realized, visits from UK friends, work, comic cons, renaissance festivals and all the standard chores, yard, laundry, etc. etc, etc…!!!  
So with all that, here I am today (Thursday Jun. 22th) beginning yet another cycle of “The chores are complete, long live the chores!?...” 
All my updating aside though, I’m allocating just over 2.5 weeks for this turn!  :oP

So, here you go.  TURN 24!  Turns will be due back to me by JULY. 10th!
PS.  As always, please audit the MAP and Hex Owner Tab yourselves to be sure your hexes correlate to what you actually own.  Remember, the HEX OWNER TAB is the Master List!

NOTE:  “Opponent” structures WILL NOT be reflected on your hex tabs!  Structures are depicted on the MAP Only for opposing players!

 

Anyway, turns to me by JULY 10th!  Happy Ruling...

By the way, for the sake of being able to turn this game faster, there may be streamlining done as we get to Turn 30!  I will try and see where I can “trim the fat” if you will and make some “adjustments” that shouldn’t alter the game (too much!)  Suggestions will be welcome of course AND I will read them all BUT I can’t guarantee I may approve them.   So sorry, no boats!... yet!!!

Apologies from my end again though, I was actually hoping to have made some upgrades to the game BUT alas that all failed too!  I was hoping to have a new MAP interface and all but I’m still having trouble finding/implementing the software to make something that will A. Work!  And B. Do what I need so the game still “plays” as it is!?  I’m researching it though, trust me!

RAZA – 

Your Highness,

 

I bring news from the lands.
It’s late and I’m too $#@)i% tired to write anything and I wanted to get these out already!!!  So just look at your orders!  ;oP  

Due back by JULY 10th
 

Dave

ROC –

Your Highness,

I bring news from the lands…  

It’s late and I’m too $#@)i% tired to write anything and I wanted to get these out already!!!  So just look at your orders!  ;oP  

Our (sarcastic) message was sent to ANGMAR!
Our loyal people and troops await further orders my lord…

Due back by JULY 10th
Dave

ANGMAR –

Your Highness,

 

It’s late and I’m too $#@)i% tired to write anything, just look at your orders!  ;oP  

By the way, got this message from R.O.C.

“To the Vassal of Angmar,

I see that you have chosen to place second in our little competition.

It was the safer choice, why anger the the mighty Angmar, why risk his wrath.

My kingdom may not last long, but we will would rather die as freemen than live as slaves.”

Our loyal and humble people await further orders my lord!..

As for this SPY. – What are you going to do with him?!... 

Due back by JULY 10th
That’s it

Dave

8/14/2011
Sent following email to Jay - 
 ----- Original Message -----
From: AOL-Fubarhq &lt;fubarhq@aol.com&gt;
To: R Jay &lt;jR@comcast.net&gt;
Sent: Sun, 14 Aug 2011 19:58:43 -0000 (UTC)
Subject: Turn
Jay,
You know i answered your question but just realized i never received your turn? Hopefully all is well? Let me know if your abke to get it out sometime this week?
Dave

8/18/2011 

Received following reply from Jay
Dave 
I am going to have to drop out of the game.
I started a new job and i need to get up to speed quickly.

This was a good game, thanks for running it.

8/23/2011

From: "AOL-Fubarhq" <fubarhq@aol.com>
To: "R Jay" <jR@comcast.net>
Sent: Tuesday, August 23, 2011 2:58:24 PM
Subject: TSNS

Hey Jay,

Glad to hear about the new Gig.  Seeing as how you bowing out wouod leave two players, I have a few more questions/options..
Would you prefer 
1: I tell everyone the game is over and re-tool for a new "streamlined" version of the game to begin in say 6 months.  Something that would run quicker and easier?

2: Try and find someone to take over your play?

3: Ask the other players if they prefer either of the other two options or just take a hiatus for a bit until you can get acclimated to your new digs and then continue?  

I'm flexible, let me know.  I'm asking you before I announce to the other players as if I find a new player, I may be able to somewhat seamlessly Slot them into the story.  As a BETA player I give you the choice.  I'm also open to suggestions...

Talk later
Dave
9/3/2011

I would go with option 1.

I won't last much longer with both players attacking me.

Let me know when the next round starts, I am up for it.

September 2011

After communication with Mark and Paul and By mutual agreement,the three Rulers of the kingdoms of Angmar, R.O.C. and Raza agreed to call the game on account of the inevitable demise of R.O.C.  Angmar was labeled the winner and final summary was achieved via a time-lapse movie which could be seen at www.fubargames.com
Game to be retooled and re-started at a later date!...

