
Tips From ffiuldk-E-a..-r-rh

by  Joe Playtester  

After almost o year of playtesting ME-PBM™, l'ue picked up some tips 

thot I'd like to pass on to people who ore new to the game. 

IN THE BEGINNING ••• 

First of all, you might wont to toke some time to choose which notion 

thot you want to be. Euery position hos its own sets of strengths, 

weaknesses ond special abilities. Eoch position is truly unique ond eoch 

gome is different. This means thot eHperienced players won't houe os much 

of an oduontoge ouer rookies, os is the cose in other games. 

When you get your first turnsheet ond setup stuff, toke the time to 

eHomine your position. I suggest thot you decide early in the gome 

whether you wont to be strong In chorocters or in military strength. It is 

proctlcolly Impossible to houe strong chorocters ond strong armies. It is 

much better to houe great chorocters ond o passable ormy (or uice uerso) 

thon be moderate in both oreos. If you ore moderate in both oreos; your 

chorocters con get bumped off by o character strong notion while your 

armies con get crushed by o great military notion. 

Most positions start out with o foir amount of cosh. I suggest thot 

you nome seueral new characters os early os you con. Not only will this 

glue you more actions, (eoch character gets two orders per turn), but you 

will houe more time to build them up ond moke them more powerful. 

Remember, only major towns ond cities con support o capitol. If you 

start out the gome with only one population center ot this leuel, I MPROUE 

ANOTHER ONE RS SOON RS HUMANLY (ELUENLY?, DWRRUENLY?) POSSIBLE. I 

cannot stress this enough. If you lose your capitol, ond it cannot be moued, 

you will be out of the game. It's as simple os thot. 

I realize thot most of these suggestions ore going to cost gold out of 

your nation's treasury. It's o simple foct of life thot we can't olwoys afford 

what we wont to do. You will houe to prioritize. It is much, much better to 

put something off for a few turns thon to go broke trying It without 

sufficient funds. If you run out of money, again you'll be eliminated. It's 

sometimes useful to go In with o few players ond monopolize o resource on 

the market to moke money, but don't do it unless you con afford it. 

Sometimes the market won't let you sell when you wont to. 

Look ot your mop ond find out who your neighbors ore. If you ore 

lucky enough to be neor people of your alignment, get In touch with them 

and coordinate where you con. This con be UERY effectiue. Two or three 

notions who go to wor ogolnst one notion will houe o nice edge. 

If you houe o lot of enemies neor you, don't hesitate to tolk to them 

as well. It Is possible for you to withhold hostilities for o while ond it con 

be beneficial for both sides. In my gome, the Witch King didn't go to wor 

with many of his good neighbors for ot least ten turns, ond belieue me, you 
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con get a lot of building done In ten turns. Be careful though, It Is eosy for 

this kind of deol to fall apart due to lying ond bockstobblng. 

Tolk to the neutrals neor you early. Find out whot kind of person s/he 

Is, ond from thot decide how you wont to deol with them. You should 

probably refrain from ottocking the neutrals In the beginning of the gome. 

After oll, they moy be potential allies. Do not ignore the neutrals either. If 

they go untouched for o long time they con get uery powerful, ond they 

might olso be potential enemies. Whot to do about the neutral positions Is 

one of the hardest decisions to moke. l 'ue seen seuerol players get 

bockstobbed by the neutrals. Some lost because of it ond others were 

weakened. On the other hond l'ue seen neutrals work uery honestly with 

other nations with no dirty dealing ot oll. Remember, neutrals don't houe 

to change alignment to work with or ogoinst you. You simply houe to 

decide whether or not you con trust the "player" os opposed to the notion. 

Riso, don't eHpect o neutral to change alignment early in the gome. Doing 

this locks him into o course of action ond weakens his position. Those 

people who try ond hoross o neutral to change before he is ready will 

probably lose him to the enemy. 

MILITARY NOTES ... 

ME-PBM Is on outstanding strategic gome. To those of you who enjoy 

worgaming ond similar dluerslons, ME-PBM hos much to offer you. Here ore 

some things to keep in mind. 

Mony of you moy think thot the number of troops thot you houe in 

your ormy is the most important thing to consider. This is not olwoys the 

case. l'ue seen armies paste enemy armies 1 1 /2 times os large. There ore 

mony reasons why. These reasons ore weapons ond armor, morale, 

training, commander rank ond moges. 

Upgrade your army's weapons ond armor wheneuer possible. Simply 

put, the better your weapons, the more domoge you do. The better your 

armor, the more domoge you con toke. 

Morale con drastically affect the performance of your fighting forces. 

Morale is also one of the hardest things to change. The only woy to moke 

morale go up fost Is to destroy armies ond population centers. Capturing 

pop centers glues you some morale, but not os much os destroying. So, if 

you con find o place where on enemy hos placed o lot of weok pop centers 

or armies, toke them out. Riso, keep your army fed. Lock of food won't 

reduce your amount of troops, but it will reduce your morale, ond I sold 

before, raising morale Is more difficult. Refusing personal challenges con 

also reduce morale, but if you houe to choose between losing morale or 

houlng your commander killed by o more powerful chorocter, you should 

toke the morale loss. Conuersely, if you'ue got powerful characters in your 

army, issue personal challenges. Your morale will go up if you win ond It 

will go up if you are refused. 

Training .also helps your military o great deol. I suggest splitting your 

armies up so that light ond heauy couolry ore In one army ond the Infantry 
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troops are in the other. Hauing fewer armies allows you to put more 

commanders with the armies, and thus you will be able to do more training. 

Train as much 11s you can. Remember, training also raises the leuels of your 

commanders 11s well 11s your armies. 

Your troops will also be more effectiue if you put better commanders 

in charge of the army. The better the commander, the better the army. 

Sometimes you may want to forego this to put your most powerful 

character as second in command. If you do this, you may be able to 

surprise your opponent into accepting a personal challenge because they 

may not be 11w11re of your "killer character.• 

Some nations h11ue quite II few m11ges to begin the game. If you h11ue 

m11ges with good-combat spells, don't hesitate to send them along with the 

army. l'ue taken out enemy camps while casting 11 2000 pt. defensiue spell. 

The net result of this Is destroying II camp while taking no losses. R 

competent m11ge can only help the army that he tr11uels with. 

I suggested before that it is II good idea to separate your troops 

between Infantry and cnunlry. The main reason for this is to get the 

mouement 11du11nt11ge for your c11u11lry army. This is especially helpful if 

you hnue II lot of plains near your country. If you don't start with II lot of 

c11ualry, I'd beef up your c11u11lry force if you are going to split It off. It's 

not much good hnuing 11n army with great mobility If you can't do anything 

with It. Roads are uery important in the game. They allow you to moue 

much further during your turn. Control roads where you can. Riso, don't 

forget about eu11siue mouement. Rt first It may not look like eu11siue 

mouement is worth much because you can only moue half of your normal 

distance. Don't let this fool you. If you houe 11n ormy trapped by a better 

army, moue eu11siuely so that they haue to work to catch you. 

Another reason why II smaller elite force is better than II large mob of 

troops is cost effectiueness. It cost a lot of money to maintain your 

troops. This is bused solely on the number of troops. This aduont11ge I'll 

coll • player demoralization.• If you send II huge army to attack another 

player, he's going to be II lot more bummed out than if you send o normal 

sized army. Odds ore good that he won't know how good your troops ore. 

All he'll know is the rough size of your ormy ond the name ond ability of 

your commander. 

Speaking of ormy size, an army's size is determined by the ouernge 

size of 1111 armies that turn. An army that's listed as large on one turn can 

be listed as huge In the following turn. This doesn't mean that the army has 

added more troops. It is more likely that the 11uernge army size for the 

turn Is lower. 

As I mentioned before, it isn't that easy to tell what a person hos in 

his army before it attacks something of yours. You can try to send 11n 

agent to the heH thot you think he will end up in hopes of getting o 

scouting report. Remember thot you can only get II report like this if you 

know the nome of the army commander. The best way to get a report on 

an army is as follows. Send o commander to the 11reo where you think the 
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army will be neHt turn, then use the "recon" order. If the ormy lands 

within one heH of your commander, you will probably receiue some 

information about the army. Usually you will find out the name of the 

commander and the oppr0Him11te number of troops in the force. If you 

require more information, you con try to send an agent in to scout it. It 

still Isn't easy, but ot least you will hnue some information to work with. 

Since It Is difficult to scout an ormy, use this to your aduantoge. If 

someone is attacking you, send II hundred mun army to his capital. Unless 

you ore reconned or land on a pop center, he won't know what you haue 

marching toward him and will probably hnue to pull back troops to defend 

his homeland. Thus, you haue put him on the defensiue. I haue seen this 

work well seuernl times during the playtest. 

On the subject of troop types, I suggest sticking with the heouies. 

Heauy caualry and heouy infantry, thot is. Men-at orms, light infantry, ond 

light cnualry ore ot least half as strong and tough us their heouy 

counterparts. The lights are better in more terrains, but unless you h11ue 

TONS of forest, rough, mountains, or swamp in your country, the heauies 

will still beat out the lights. There is no difference in creating light and 

heauy infantry, so go with the heouy. Men-11t-11rms are created with pre­

made arms ond armor, so if you don't hnue the resources to outfit new 

troops, you may want to hire some of them, but they are so weok it's 

almost better to haue naked he11uy infantry than armored men-at-arms. It 

tokes an eHtra unit of leather to hire he11uy counlry ouer light c11ualry. If 

you don't hnue the eHtra leather, I suggest waiting until you do. 

Remember, It's cheaper to hnue o small amount of henuies than II whole 

bunch of lights. Archers ore always good to hnue around. You don't houe to 

make weapons for them and their bows are the same as steel weapons. 

Archers ore uery poor on hit points though. Get them into good ormor 

a.s.a.p. Another thing to consider when hiring new troops - the fewer

types you haue, the easier it is to get them trained.

ON CHARACTERS ••• 

I said it before and I'll say it again, name a handful of new characters 

as early as possible. The more characters you haue, the more actions you 

can perform. This will allow you to build faster. A character that has been 

on the game for ten turns is going to be more powerful than one that was 

just named. Another thing thot I would like to stress, DON'T GET TOO 

ATTACHED TO YOUR CHARACTERS. Characters are going to die. It Is 11s simple 

as that. The odds of o player going through the whole gome without losing 

a character are astronomical. If you are really keen on your characters, 

you may be goaded into rash actions in the name of uenge11nce and 

retribution and It is neuer good to let yourself get forced into a set of 

actions. Also, If you ore ouerly protectiue of your characters, you'll 

probably refrain from doing anything risky with those characters. If this 

happens, you'll fall behind to other players who do take calculated risks. 

This will only serue to strengthen your enemy. I'm saying that you'll find it 
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difficult to get things done if you ore ouerly conseruotiue. By the woy, this 

Is another reoson to nome new chorocters eorly •.• to replace ones thot get 

killed off. 

Unless you houe reolly good ogents, the easiest woy to terminate 

enemy chorocters Is the euer popular "personal challenge.• If o personal 

challenge tokes place, one of the chorocters will die. Rssossinotions will 

olso kill chorocters, but you need good ogents to do this. It Is not uery 

common for chorocters to die during ormy combot. Unless the enemy Is o 

lot better thon you, your characters will probably escape. The eHceptlon to 

this Is nouol combat. If your nouy gets troshed on the high seas, oll of your 

characters with that nouy will be feeding the fish. 

Don't undere·stimate the omount of domoge thot good chorocters con 

couse. If you houe good characters, you con woge wor with them ond 

leoue your troops home to defend your capitol. Moges ond commanders 

ore the best ot personal challenges. Once you'ue gotten some good ones, 

bump off some enemy chorocters. Remember, you con't personal challenge 

on ormy commander unless your chorocter is in on ormy. No problem here, 

Just send in some moster agents to ossossinote them. It is allowed to 

ossosslnote army commanders. Rgents con also steol, kidnop, and other 

fun stuff, otherwise the odds ore ogoinst you. If you wont to build up 

agents foster, see If one of your allies hos o poor pop center that he 

doesn't mind being sabotaged. Send your ogent there and houe him 

sabotage resources. Since you ore friendly with your ally, you'll get 

posltiue modifiers to do this and you'll probobly succeed. Remember, 

ogents ond emlssories con be used ogoinst ollies os well os enemies. I 

wouldn't suggest making o hobit of this though. Speaking of emissories, 

they con ollow you to toke ouer enemy pop centers by reducing loyolty. 

Definitely get some good emissaries nomed. If you con coordinote with 

some allies, you con toke ouer those pesky little highly fortified pop 

centers without losing ony troops. 

Rs o general rule, you con get owoy with hord actions with ronk 50 

chorocters os long os there ore no negotiue modifiers. If o notion dislikes 

or hates you, you'll be ot o minus to perform emissary ond agent octions In 

their pop centers. In this case, you'll wont to be ot leost ronk 70 to try o 

hord action In on enemy pop center. Rueroge octlons con usually be 

successful ot ronk 30 with no negotiue modifiers. Easy actions seem to be 

ot about 501. success rote with ronk 10 chorocters. Don't assume thot easy 

actions will outomaticolly succeed. l'ue seen them foil quite o lot. 

IN CLOSING •.• 

The only thing I houe to soy in closing is houe fun and don't quit. This 

is o really great game ond you will get hours ond hours of enjoyment out of 

it. Don't think that you ore out of the gome if things look bleak. RII you 

houe to do is ask on olly to tronsfer o mojor town to you ond then moue 

your copitol to It. Your enemies won't know where you went and you con 

rebuild to ottock him onother doy. Anything con hoppen in Middle Eorth. 

5 


