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The land of Vasloria is wild and dangerous. The forest primeval took back the marble temples and Caelian
columns and obliterated the rule of Man. The only respite, a brief period of eight decades when Good King
Omund united the Duchies and restored the rule of law. He and his wizard Vitae created the Dragon Knights ,
and fought back against the wilderness. Under his rule, justice was the law of the land, distant outposts
reconnected, ancient roads taken back from the forest. It seemed a new Age of Men was dawning. In his 75th
year Good King Omund was murdered, betrayed by Mandrake, Captain of the Brass Dragonflight and the
greatest knight on life. Few now remember Good King Omund, remember a time when the roads were safe
and men feared not the forests. Omund is dead, and with him died any semblance of law. The Barons who
once swore fealty to him now fight to maintain control of the lands immediately around their keeps and
castles. The forest exerts its power, swallowing village and hamlet. Brigands and slavers abound! Not all are
necessarily evil, the Hawklords are just Men, but no player can begin as a member of any of these factions.
The Overlord The only law comes from the tyrannical rule of Ajax the Invincible , who unlocked the secret of
restoring a floating Sky Elf city and now demands tribute and fealty from all below. The common people
consider them dangerous, attracting conflict and death. The respect of the people must be earned. In spite of
this, they are necessary as the wilderness is dangerous, the barons are weak, and the Overlord is far away. One
may go a year or more without ever seeing the terrifying sight of the Korraj. So he sends out his Hawkriders to
remind the people who their master is. After murdering Good King Omund, Ajax quickly brought the
Hawklords under his rule to use as his imperial guard. The Hawklords receive the best equipment and live
well, but many hate what they do. Some few revel in their power, though these are looked down on by the
more civilized Hawkmen. Whenever a Hawklord alights in a town, everyone trembles in fear. The Hawklords
have a reputation for spiriting dissidents to the Floating City, from which no man returns. The Court of the
Invincible Overlord The Korraj is a large city, though who lives there and what kind of lives they lead, few on
the ground ever learn. Termacht the Overblade, head of the Faceless Guards, the secret police of the Overlord.
It was Termacht, stories say, who slew the Good King on the order of Ajax. He is a legendary duelist. Lytar
the Overpriest, Priest of Nikros. Baldric, Prince of Thieves. How close their alliance runs, no man knows. No
one knows exactly who belongs to this secret order of spies and informants. They are so well-hidden, rumors
persist that they are Changelings or Imagers. The Faceless Guard also watch the Hawklords and the Overmen.
His fanatical death commandos raised up from harsh conditions in the Wilderness and given lives of privilege.
They wear silvered masks to hide their faces and are considered the greatest fighters of the age. The Celestials
joined Val, their god, when he left the world and created his own realm, Arcadia, leaving their servants
behind. The Elves venerate Val, but there are no churches to him and they do not worship him or gain power
from him. This means a PC Elf cannot use the Divine power source. Elves have no access to the Psionic power
source, preferring instead the Martial, Arcane, and Primal paths. They rob anyone who enters their forest and
deliver the gold as a tithe to the Overlord, in return for which he lets them run their forest without interference.
Their regent is Queen Imyrr. Her consort is Llyendar, the Lightning Lord, the greatest swordsman in the
realm. Like their cousins, the Eladrin, the Wood Elves were created by the True Elves, the Celestials,
millennia ago, before they left the world. They were created as immortal servants who would tend the Elven
Wodes. Literally fallen, as it was once a great floating Sky City dwarfing the Korajj. Their regent is King
Llyn. He and his people are immortal and this will all pass. His people rarely leave the Fallen City, seeing
little of value without. His people appease the Overlord with gifts of Residuum found from exploring the ruins
of the Fallen City. And stealing items from travelers and disenchanting them, obviously. The Fated Deva
Reincarnated Elf heroes of either elven caste, the Fated are rare and they do not know their own nature or
origin. Over years of study, the Fated catches glimpses of his previous life and may eventually discover why
he has returned to the world. Because the Elves are immortal, and cannot reproduce, this reincarnation is

Page 1

THE AGE OF CONQUEST pdf
considered particularly miraculous and a gift from Val. Half-elves No two races can naturally interbreed. But
when an Elf and a Man fall in love, they may find a powerful priest to petition the gods on their behalf. If the
gods find favor on the union, they grant the priest a ritual allowing the couple to mate. The offspring of such
unions are Half-elven. Because the Half-elven cannot breed even with the aid of a ritual, they may, at any time
in their lives, choose to be fully Elf or fully Human. A choice that cannot be unmade. Because Elves are, in a
sense, artificial beings created by the Celestials, they cannot normally have children. This ritual is their only
means of extending their race. Most consider it disgusting and unnatural, but some few seek it out, desiring
children. Half elves are half Men, half Elven, and therefore have access to all the Power Sources except the
Psionic. Dwarves are hostile, dour, and bear long grudges, their nearest real-world analog are the Slavic
peoples. They are all male, being, like the elves, created rather than born. Their skin is a mixture of flesh and
stone. Led by their Thane, Vaxx, they earn freedom to govern themselves in their underground world through
the delivery of a constant supply of slaves to the High Overlord. Their brothers, the Steel Dwarves were killed
millennia ago by the Army of Twilight, and their cousins the Fire Dwarves left this world soon thereafter to
join their god Kul on the Plane of Fire. The Stone Dwarves worship their creator Ord, the god of the Earth,
and carry the power of Ord with them. Because dwarves have a direct hereditary link to their God, they do not
use Arcane magic. This means a Dwarf PC cannot use the Arcane power source. Dwarves favor the Martial,
Divine, and Primal paths. Known to academics as the Tevas-Gol. They are the descendants of the men who
built the Caelian Empire and intermarried with the local Bronze Age people, the Gol. Theirs is a feudal
society. Under Good King Omund, they developed or rediscovered the plough, the screw, the stirrup, the
windmill, the hourglass and spinning wheel. Plate Armor and the compass are both known, but not common.
The flying buttress will not be seen until the Age of War, years from now. They reject the Primal traditions,
viewing them as primitive, superstitious, and savage. They have no access to the Psionic power source.
Wanted men, favorite targets of the Slave Lords. They were once a battalion of Dragonborn Paladins. But
many have resorted to mercenary work and forsaken their earlier vows. Most people would never dream of
betraying a Dragonborn because the Dragonborn are feared for their power, and respected for their previous
station, but those who seek money or power will sell them into slavery, and should a Hawklord or any other
noted agent of the Overlord show up, any man who values his life will sell out any Dragonborn nearby.
Though they are the half-dragon product of a powerful ritual, they can reproduce. The Dragonborn are each
hermaphroditic and therefore each is able to mate with any other. The Dragonmen have no access to Psionics,
and dabble only rarely in the Arcane. They are civilized, and therefore look on the Primal traditions as
barbarous. They prefer the Martial and Divine paths. There are rumors of Dragonmen who tapped into the
Shadow path, but if true, the Dragon Knights kept it a secret. The Gol The Gol are humans but from an earlier
Age. They exist in Vasloria only in isolated pockets in the extreme edges of Vasloria, mostly the north. They
stick to the thick, dense forest primeval that remains, and follow their own Demon Gods who are cruel,
disdainful, and capricious. They follow the Primal paths, venerating earth-spirits and, like their descendants
the Tevas-Gol, have no access to the Psionic power source. They have no formal relationship with their gods,
and thus no access to the Divine power source. They are considered barbarous and savage by the civilized
Men of Vasloria. The Barrow-men Goliaths Known locally as the Barrow-men because they come from the
mountains above the Barrow hills, these tall humanoids are demi-giants. Their own name for themselves is the
Hakaan.
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The ages in empires are the age of pioneers, the age of conquest, the age of commerce, the age of affluence, the age of
intellect and the age of decadence. These ages come in the sequence denoted and often overlap with one another as
time progresses.

Command your armies in one of the many ancient and medieval countries including the Roman Empire, the
Inca, France, Russia, Japan or the Chinese Dynasties. From Rome to Asian nations, you create your own
warring experience. Wage colossal wars solo, against the AI, or take on your gaming friends in cross-platform
multiplayer games. Form alliances and fight co-op style with the AI and other players for ultimate victory.
You do your best to keep your population happy. You forge alliances and together you take on your enemies.
Are you ready for the challenge? Will your place be in the history books or in the mud? Assemble your
armies, take on the world and achieve greatness in this epic historical strategy game. Challenging AI for single
player games based on a genetic algorithm. Map editor and a central server to host and distribute
player-modded bundles. High score, playing statistics, achievements and multiplayer ELO-ranking. Engaging
music, sound effects and fantastic graphics. The game includes one map for FREE. Multiplayer games are
generally free to join. There is no subscriptions. This game is NOT pay-to-win. The game does not contain
any spyware, malware or third party software of such kind. Although the game has been thoroughly tested, it
is possible that the game runs slow or not at all on certain devices. If you are having problems or are not happy
with your purchase, feel free to contact us via email at any time. For a full refund please include your order
information for a speedy response. If you like this game, please also try our other strategy games. You should
be able to find the games in the same marketplace!
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The Age of Conquest was the earliest period of Narnian history that lasted for nine hundred Narnian years, beginning
when Narnia was created by Aslan from its solid "dark and stillness".

Gameplay[ edit ] Players have the ability to ride animal mounts and slay large enemies, such as the Oliphaunt.
The player takes the role of a soldier of Rohan, Gondor, Rivendell, Harad, Mordor or Isengard, depending on
the campaign or side the player chooses. The game is generally objective based, requiring the player to defeat
a certain number of enemies, or hold a position until a timer runs out. If a soldier dies the game continues from
the point of death and the death has no impact on the storyline or flow of the game. In the War of the Ring
campaign , containing eight levels, the player loosely follows the major battles of the films with some
additions such as the Mines of Moria and Minas Morgul. In the Rise of Sauron campaign, the player controls
the forces of Sauron in a reworking of the storyline set over seven levels of a film called The final war for
Middle Earth. The hobbit is then killed by the Witchking of Angmar, leading to Sauron subsequently
conquering Middle Earth. There are four playable classes. Warriors are a melee combat unit which focus on
swordsmanship. Unlike the other classes, whose special attacks recharge over time, warriors can only gain
energy by defeating enemies, which allows them to unleash more powerful attacks with a flaming sword , such
as spinning to hit every adjacent enemy. They are the only class that can block or perform counterattacks with
special moves. The warrior also has a throwing axe as a secondary, medium ranged weapon. Different types of
arrows can be equipped: They also have a kick for use in close-quarters , which knocks back the enemy. They
can also hit concealed Scouts with the multiple arrow skill. A headshot will allow the archer to kill most
enemies in a single hit. As a secondary attack, he carries satchel bombs filled with blasting powder as a ranged
attack. The scout can also block melee attacks. Finally, Mages serve as the magic class. For close range
attacks, they have a shockwave attack, which knocks enemies back and allows the mage to finish them off
with his staff. Mages can also heal allies. For defensive purposes, a mage can create a magical shield around
himself to protect anyone inside from ranged attacks of any sort, provided the attacker is outside of the shield,
which allows people to walk through. While the shield ability is active, the mage is unable to do anything else
and is therefore highly vulnerable to melee attacks. Any class can ride a mount: Mounts are useful for quickly
traversing large areas, but are highly vulnerable and a single hit against one will result in the player being
knocked off with the exception of the oliphaunt, which has an enormous amount of health. The player wields a
sword when mounted , regardless of their class, and is only allowed to use basic attacks. Mounts also have the
power to trample enemies when riding at top speed. The heroes are usually based on the four primary class
archetypes, controlling very similarly to their standard non-hero counterparts, but are also far more powerful,
though not invincible. The Scout class is unavailable and mounts are non-existent. In addition, the playing
perspective is isometric and six maps were shipped with the game. He is the only original cast member to
appear in the game outside of cutscenes. The Lord of the Rings: It was promoted at E3 in Los Angeles ,
California , where press were able to play a build of the game. They cited the films as their primary source of
inspiration, but noted that when necessary they took liberties to apply those stories to an action video game.
Pandemic sought to create a "hyper real" experience according to Gewirtz. The books were a secondary source
of inspiration for locales and battles. During subsequent demonstrations the press noticed vast improvements,
and eventually the inclusion of mounts. Conquest director Eric Gewirtz said the team was "throwing around
these ideas, and in perfect serendipity, happened to get access to the Lord of the Rings license, and that was
just the center for us on making this game. In-game likenesses are based on their film counterparts. All other
cast members were replaced by voice doubles. It featured two maps for the game mode Hero Arena, which
was not in the shipped game due to time constraints. This mode allows for arena-style battles with up to three
friends. The maps themselves are merely broken down versions of levels in the campaigns, specifically
sections of Osgiliath and Moria. A second pack of downloadable content was released February 26, , on the
same platforms which contained three new heroes, Boromir , Arwen and Gothmog , two new maps, Amon
Hen and Last Alliance , and two new Hero Arenas, Minas Tirith and Weathertop.
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The Age of Conquest has 40 ratings and 7 reviews. This classic study examines the period when Wales struggled to
retain its independence and identity in.

Under the direction of Henry the Navigator , the Portuguese developed a new, much lighter ship, the caravel ,
which could sail further and faster, [3] and, above all, was highly manoeuvrable and could sail much nearer
the wind, or into the wind. In Bartolomeu Dias reached the Indian Ocean by this route. He landed on a
continent uncharted by Europeans and seen as a new world , the Americas. To prevent conflict between
Portugal and Castile the crown under which Columbus made the voyage , the Treaty of Tordesillas was signed
dividing the world into two regions of exploration, where each had exclusive rights to claim newly discovered
lands. Soon, the Portuguese sailed further eastward, to the valuable Spice Islands in , landing in China one
year later. Thus, Europe first received news of the eastern and western Pacific within a one-year span around
Since , the French and English and, much later, the Dutch entered the race of exploration after learning of
these exploits, defying the Iberian monopoly on maritime trade by searching for new routes, first to the
western coasts of North and South America, through the first English and French expeditions starting with the
first expedition of John Cabot in to the north, in the service of England, followed by the French expeditions to
South America and later to North America , and into the Pacific Ocean around South America, but eventually
by following the Portuguese around Africa into the Indian Ocean; discovering Australia in , New Zealand in ,
and Hawaii in Meanwhile, from the s to the s, Russians explored and conquered almost the whole of Siberia ,
and Alaska in the s. The decline of Fatimid Caliphate naval strength that started before the First Crusade
helped the maritime Italian states, mainly Venice, Genoa and Pisa, dominate trade in the eastern
Mediterranean, with Italian merchants becoming wealthy and politically influential. The Hanseatic League , a
confederation of merchant guilds and their towns in northern Germany along the North Sea and Baltic Sea,
was instrumental in commercial development of the region. In the 12th century the region of Flanders,
Hainault and Braband produced the finest quality textiles in northern Europe, which encouraged merchants
from Genoa and Venice to sail there directly. Dhows had superior maneuverability and were used in the Indian
Ocean before being built in Italy in the 13th century. Technological advancements that were important to the
Age of Exploration were the adoption of the magnetic compass and advances in ship design. The compass was
an addition to the ancient method of navigation based on sightings of the sun and stars. The compass had been
used for navigation in China by the 11th century and was adopted by the Arab traders in the Indian Ocean. The
compass spread to Europe by the late 12th or early 13th century. The compass card was also a European
invention. These improvements gave greater maneuverability and allowed ships to sail at any time of the year.
These new style ships were produced in Italian states between and , resulting in a boost in trade and
connectivity between northern and southern Europe. Galleys were also used in trade. This led to significant
lower long distance shipping costs by the 14th century. European medieval knowledge about Asia beyond the
reach of the Byzantine Empire was sourced in partial reports, often obscured by legends, [11] dating back
from the time of the conquests of Alexander the Great and his successors. Another source was the Radhanite
Jewish trade networks of merchants established as go-betweens between Europe and the Muslim world during
the time of the Crusader states. There were reports of great African Sahara , but the factual knowledge was
limited for the Europeans to the Mediterranean coasts and little else since the Arab blockade of North Africa
precluded exploration inland. Knowledge about the Atlantic African coast was fragmented and derived mainly
from old Greek and Roman maps based on Carthaginian knowledge, including the time of Roman exploration
of Mauritania. The Red Sea was barely known and only trade links with the Maritime republics , the Republic
of Venice especially, fostered collection of accurate maritime knowledge. The rediscovery of Roman
geographical knowledge was a revelation, [17] both for mapmaking and worldview, [18] although reinforcing
the idea that the Indian Ocean was landlocked. Medieval travel â€” The Silk Road and spice trade routes later
blocked by the Ottoman Empire in spurring exploration to find alternative sea routes Marco Polo travels â€” A
prelude to the Age of Discovery was a series of European expeditions crossing Eurasia by land in the late
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Middle Ages. Most were Italians, as trade between Europe and the Middle East was controlled mainly by the
Maritime republics. Though having strong political implications, their journeys left no detailed accounts. After
returning, he dictated an account of his journeys to a scholar he met in Granada, the Rihla "The Journey" , [27]
the unheralded source on his adventures. Between and a book of supposed travels compiled by John
Mandeville acquired extraordinary popularity. Despite the unreliable and often fantastical nature of its
accounts it was used as a reference [28] for the East, Egypt, and the Levant in general, asserting the old belief
that Jerusalem was the centre of the world. These overland journeys had little immediate effect. The Mongol
Empire collapsed almost as quickly as it formed and soon the route to the east became more difficult and
dangerous. The Black Death of the 14th century also blocked travel and trade. Chinese missions â€” Further
information: Between and the third Ming emperor Yongle sponsored a series of long range tributary missions
in the Indian Ocean under the command of admiral Zheng He Cheng Ho. The first expedition departed in At
least seven well-documented expeditions were launched, each bigger and more expensive than the last. It is
very likely that this last expedition reached as far as Madagascar. Atlantic Ocean â€” See also: The silk and
spice trade , involving spices , incense , herbs , drugs and opium , made these Mediterranean city-states
phenomenally rich. Spices were among the most expensive and demanded products of the Middle Ages, as
they were used in medieval medicine , [34] religious rituals , cosmetics , perfumery , as well as food additives
and preservatives. Muslim tradersâ€”mainly descendants of Arab sailors from Yemen and Oman
â€”dominated maritime routes throughout the Indian Ocean, tapping source regions in the Far East and
shipping for trading emporiums in India, mainly Kozhikode , westward to Ormus in the Persian Gulf and
Jeddah in the Red Sea. From there, overland routes led to the Mediterranean coasts. Venetian merchants
distributed the goods through Europe until the rise of the Ottoman Empire , that eventually led to the fall of
Constantinople in , barring Europeans from important combined-land-sea routes. Europeans had a constant
deficit in silver and gold , [38] as coin only went one way: Several European mines were exhausted, [39] the
lack of bullion leading to the development of a complex banking system to manage the risks in trade the very
first state bank, Banco di San Giorgio , was founded in at Genoa. Sailing also into the ports of Bruges Flanders
and England, Genoese communities were then established in Portugal, [40] who profited from their enterprise
and financial expertise. European sailing had been primarily close to land cabotage , guided by portolan charts.
These charts specified proven ocean routes guided by coastal landmarks: Arab navigational tools like the
astrolabe and quadrant were used for celestial navigation. Portuguese exploration Saharan trade routes c.
Young prince Henry the Navigator was there and became aware of profit possibilities in the Trans-Saharan
trade routes. Henry wished to know how far Muslim territories in Africa extended, hoping to bypass them and
trade directly with West Africa by sea, find allies in legendary Christian lands to the south [48] like the
long-lost Christian kingdom of Prester John [49] and to probe whether it was possible to reach the Indies by
sea, the source of the lucrative spice trade. He invested in sponsoring voyages down the coast of Mauritania ,
gathering a group of merchants, shipowners and stakeholders interested in new sea lanes. Soon the Atlantic
islands of Madeira and the Azores were reached. In particular, they were discovered by voyages launched by
the command of Prince Henry the Navigator. A major advance was the introduction of the caravel in the midth
century, a small ship able to sail windward more than any other in Europe at the time. For celestial navigation
the Portuguese used the Ephemerides , which experienced a remarkable diffusion in the 15th century. These
were astronomical charts plotting the location of the stars over a distinct period of time. Published in by the
Jewish astronomer, astrologer, and mathematician Abraham Zacuto , the Almanach Perpetuum included some
of these tables for the movements of stars. Exact longitude , however, remained elusive, and mariners
struggled to determine it for centuries. In the fall of Constantinople to the hands of the Ottomans was a blow
to Christendom and the established business relations linking with the east. In Pope Nicholas V issued the bull
Romanus Pontifex reinforcing the previous Dum Diversas , granting all lands and seas discovered beyond
Cape Bojador to King Afonso V of Portugal and his successors, as well as trade and conquest against Muslims
and pagans, initiating a mare clausum policy in the Atlantic. In the next decade several captains at the service
of Prince Henry â€” including the Genoese Antonio da Noli and Venetian Alvise Cadamosto â€” discovered
the remaining islands which were occupied during the 15th century. The Gulf of Guinea would be reached in
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the s. Replica of caravel ship introduced in the midth century for oceanic exploration Portuguese exploration
after Prince Henry In Pedro de Sintra reached Sierra Leone. In the Southern Hemisphere, they used the
Southern Cross as the reference for celestial navigation. There, in what came to be called the "Gold Coast" in
what is today Ghana , a thriving alluvial gold trade was found among the natives and Arab and Berber traders.
In during the War of the Castilian Succession , near the coast at Elmina was fought a large battle between a
Castilian armada of 35 caravels and a Portuguese fleet for hegemony of the Guinea trade gold, slaves, ivory
and melegueta pepper. See entry on Elmina. This was the first colonial war among European powers. The next
crucial breakthrough was in , when Bartolomeu Dias rounded the southern tip of Africa, which he named
"Cape of Storms" Cabo das Tormentas , anchoring at Mossel Bay and then sailing east as far as the mouth of
the Great Fish River , proving that the Indian Ocean was accessible from the Atlantic. Columbus and the West
Indies See also: Only late in the century, following the unification of the crowns of Castile and Aragon and the
completion of the reconquista , did an emerging modern Spain become fully committed to the search for new
trade routes overseas. The Crown of Aragon had been an important maritime potentate in the Mediterranean,
controlling territories in eastern Spain, southwestern France, major islands like Sicily , Malta , and the
Kingdom of Naples and Sardinia , with mainland possessions as far as Greece. Columbus first sailed to the
Canary Islands, where he restocked for what turned out to be a five-week voyage across the ocean, crossing a
section of the Atlantic that became known as the Sargasso Sea. Columbus also explored the northeast coast of
Cuba landed on 28 October and the northern coast of Hispaniola , by 5 December. He was received by the
native cacique Guacanagari , who gave him permission to leave some of his men behind. Word of his
discovery of new lands rapidly spread throughout Europe. The islands thus became the focus of colonization
efforts. It was not until the continent itself was explored that Spain found the wealth it had sought. It did not
mention Portugal, which could not claim newly discovered lands east of the line. King John II of Portugal was
not pleased with the arrangement, feeling that it gave him far too little landâ€”preventing him from reaching
India, his main goal. He then negotiated directly with King Ferdinand and Queen Isabella of Spain to move the
line west, and allowing him to claim newly discovered lands east of it. In this treaty the Portuguese received
everything outside Europe east of a line that ran leagues west of the Cape Verde islands already Portuguese ,
and the islands discovered by Christopher Columbus on his first voyage claimed for Castile , named in the
treaty as Cipangu and Antilia Cuba and Hispaniola. The Spanish Castile received everything west of this line.
At the time of negotiation, the treaty split the known world of Atlantic islands roughly in half, with the
dividing line about halfway between Portuguese Cape Verde and the Spanish discoveries in the Caribbean.
Since it was east of the dividing line, he claimed it for Portugal and this was respected by the Spanish.
Portuguese ships sailed west into the Atlantic to get favourable winds for the journey to India, and this is
where Cabral was headed on his journey, in a corridor the treaty was negotiated to protect. Some suspect the
Portuguese had secretly discovered Brazil earlier, and this is why they had the line moved eastward and how
Cabral found it, but there is no reliable evidence of this. Others suspect Duarte Pacheco Pereira secretly
discovered Brazil in , but this not considered credible by mainstream historians. Later the Spanish territory
would prove to include huge areas of the continental mainland of North and South America, though
Portuguese-controlled Brazil would expand across the line, and settlements by other European powers ignored
the treaty. Very little of the divided area had actually been seen by Europeans, as it was only divided by a
geographical definition rather than control on the ground. Sailing from Bristol , probably backed by the local
Society of Merchant Venturers , Cabot crossed the Atlantic from a northerly latitude hoping the voyage to the
"West Indies" would be shorter [69] and made a landfall somewhere in North America, possibly
Newfoundland. After returning he possibly went to Bristol to sail in the name of England. In July news spread
that the Portuguese had reached the "true indies", as a letter was dispatched by the Portuguese king to the
Spanish Catholic Monarchs one day after the celebrated return of the fleet.
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6: Age of Conquest III Game - Free Download
Whoah! Heh. Hello! I created this campaign for all the people I've gamed with over the years who now live all over the
country. I think I'll have about 20 players running around in this world once everyone's ramped up.

7: Age of Discovery - Wikipedia
Age of Conquest is a turn-based grand strategy wargame. Command your armies in one of the many ancient and
medieval countries including the Roman Empire, the Inca, France, Russia, Japan or the Chinese Dynasties.

8: Age of Conquest IV by noblemaster
Overview. Age of Conquest is a Risk-like turn-based grand strategy www.enganchecubano.comd your armies in one of
the many ancient and medieval countries including the Roman Empire, the Inca, France, Russia, Japan or the Chinese
Dynasties.

9: Age of Conquest IV: How does it Work? :: Age of Conquest IV General Discussions
Age of Conquest IV is a turn-based strategy game very similar to Risk, but which provides you with additional options
and scenarios. As such, although the.
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