FAIR OMEN

Hello fellows! My name is Jerome and I have done this Mod considering that the Dark part of the game is not the Omen, is the Multiplayer Mode.

Fair Omen is a unique incredible Mod. All I have done is to play Dark Omen without Army-build Rules anymore and also correct some mistakes from programmers.

I didn’t have to change any attribute, all are the same Regiments you have played with.

Fair Omen is to play with 3k, 5k, 7k or 9k (initial gold), like Dark Omen.

Remember these words( «Just the Mod and You».

INSTALLATION


First of all, extract files where Dark Omen is installed.
For not losing Original DO values, my ZIP has brings a carpet named “DO_Backup”.

Overwrite carpet "2parm" from GameData with the new "2parm" from my Mod: This carpet has all the Regiments changes. 
To patch EngRel, you must use program LIPS (this was needed to compress Engrel archive for being too heavy). My EngRel archive brings the new Items costs.
1) Run Lunar IPS program, press "Apply IPS Patch" (a window opens), click on the Heart Icon called FO.EngRel from my Mod.
2) A new window opens. SELECT FILE TO PATCH, change type from "Most Common ROM Files" to "All Files (*.*)" and click on the EngRel archive of Dark Omen (with this you are changing the Old EngRel for the New). After patching, a message will appear saying that you have made the operation successfully.

Returning to original game is the same procedure (using obviously the Backup archives)

ANALYSIS
Let’s start!!! Main Observations about Dark Omen Multiplayer(
1) Shields costs( Who dares to buy shields? No one. Perhaps to Mercenary Ogres which cost is only 30gc, but in general, this feature is not used because of really high costs, for example Zombies shield cost 600gc!

2) Regiments number( Very boring. All cavalries, except Pistoliers, with 12 men, all ranged units with 16 men, infantry, except Ogres and Wraiths, with 9, 16 (most regiments) or 20 men. There is no Visual difference at beginning of battles before engaging, and destroys the regiments identities you met along the campaign, for example that Mercenary Infantry has 20 footmen, Countess Guard are 10 men, etc.

3) Experienced regiments costs( Some prices go beyond imagination, who can afford for Top Wights (8400gc) or Top Orc Boar Boyz (7680gc) in a serious army?

4) Items costs( Terrible! The destructive power of Banner of Wrath at just 375gc, Horn of Urgok (over powerful effect) and Skabskrath Sword at 750gc, Banner of Arcane Warding and Mork’s War Banner (which is better) at 500gc…

SHIELDS AND REGIMENTS NUMBERS

All Ground Shield( 10gc per unit (Notice I took Mercenary Ogres value as start)
Mounted Shield( 20gc per unit (They cost x2 in relation with Ground units, as in DO)
You will find numbers like 40, 100, 200, 320 cost to buy shields… but wait a moment… they aren’t multiples of 3!! Of course I noticed this but there is a reason: when you play with 5k/7k you won’t be able to spend all gold because the limit isn’t a multiple of 3.
Example (5k): An Undead player spends 4800gc in his army; to use the resting 200gc he buys 2 shields to his Wights (100gc x 2 = 200gc)
About the number of units in each regiment, I created more diversity.
This had an important impact in how they were priced afterwards.
Examples: Dwarves Warriors have 24 Units: remember they hate Greenskins, so imagine them against 24 Goblin Warriors… What a fight!!
Knights of the Realm and Skeleton Horsemen have 16 Units (cavalry differences in Race)
Wraiths have 6 Units because Magic Swords are more accessible. Wights have 10 Units.
EXPERIENCED REGIMENTS COSTS

In DO, a next level doubles the Regiment price( Ghouls go from 375gc (level 2) to 750gc (level 3) and then jump to 3000gc (level 4 FE “Full Experience”)

Let me ask you this… in close combat, who wins between 2 Ghouls lvl-2 and 1 Ghoul lvl-3 (considering the gold spent)? I would bet for the 2 Ghoul regiments lvl-2.

New System( its easier to get experienced troops, lower the basic cost is also lower the level 4 Regiment cost, which makes perfect synchronization with better regiments as cavalries or strong Infantries (they will have to pay a bit more to start with more levels)

In FO, a next level costs +50% in relation with the basic price( Ghouls go from 360gc to 540gc (+180) and then jump to 900gc (+360)
The general idea is to have always multiples of 3 in the next levels, and never get impair endings which happens often if you add +50% in relation with the last price obtained; Examples: 300»450»675 or 180»270»405 (awful price 405gc)
Here are all the Basic Regiments prices I used in FO, so you can understand how some of them evolve. »» means double jump (example: when goes from level 2 to level 4)
90,   120,   180»270,   240»360»600,   300»450»»750,   360»540»720»900,   420»630»840»1050,   480»720»960,   540»810»1080,   600»900»1200»1500,   630,    660»990»1320»1650,   720»1080»1440»1800,   780»1170»1560,   900»1350»1800,   1080»1620,   1200»1800»2400,   1800»2700»3600
Error corrected from programmers: Wights Regiment Cost - Experience Level.

In DO, Wights jump from level 2 to level 4, but actually they should jump to level 3 which suits with his next cost. The problem was they had 3000 Experience Points in next level instead of 1000 (now, in level 3 they come with 2 slots for items)
RACES TABLES

If we sum all Basic Costs (3 races) we get 24900gc.

Siege Weaponry has been priced according to their power/accuracy.
Wizards have been priced according to their magic book/stats.
Regiments have been priced according to units/stats/psychology.
Level 4 is basic, level 4* means advanced and level 4 FE means Full Experience.

	THE EMPIRE
	Units
	Regiments Costs
	Levels
	Shields (Cost)

	Mercenary Crossbows
	16
	480»720
	2»3
	1/3 (+160)

	Imperial Cannon
	4
	300»450
	4»4*
	1/3 (+40) 

	Bright Wizard
	1
	480»720»960
	3»4»4*
	None

	Imperial Halberdiers
	10
	240»360
	2»3
	1/2 (+100)

	Imperial Bowmen
	20
	540»810
	2»3
	1/3 (+200)

	Flagellants
	9
	720»»1440
	2»»4
	None

	Imperial Mortar
	4
	720»1080
	4»4*
	1/3 (+40)

	Mercenary Ogres
	3
	630
	3
	0/1 (+30)

	Mercenary Infantry
	20
	420»»840
	2»»4
	1/3 (+200)

	Imperial Greatswords
	15
	360»»»900
	2»»»4 FE
	1/2 (+150)

	Ice Mage
	1
	420»630»840
	3»4»4*
	None

	Mercenary Cavalry
	12
	660»»1320
	3»»4*
	2/5 (+240)

	Outlaw Pistoliers
	9
	720»1080
	3»4
	2/4 (+180)

	Knights of the Realm
	16
	780»1170
	2»3
	2/5 (+320)

	Dwarf Warriors
	24
	540»810
	2»3
	1/3 (+240)

	Wood Elf Glade Guards
	20
	600»»»1500
	2»»»4 FE
	1/2 (+200)

	Elf Archers
	16
	1080»1620
	2»3
	None

	Treeman
	1
	1200
	4
	2/2


	GREENSKINS
	Units
	Regiments Costs
	Levels
	Shields (Cost)

	Night Goblin Archers
	20
	360»540
	1»2
	1/2 (+200)

	Night Goblins
	24
	300»450»»750
	1»2»»4 FE
	1/2 (+240)

	Gigantic Spider
	1
	120
	3
	3/3

	Giant Scorpion
	1
	90
	3
	3/3

	Night Goblin Shaman
	1
	360»540»720
	2»3»4
	None

	Orc Arrer Boyz
	16
	480»720
	2»3
	1/3 (+160)

	Orc Boar Boyz
	12
	600»900»1200»1500
	3»4»4*»4 FE
	2/5 (+240)

	Orc Boyz
	20
	420»630»1050
	2»3»»4 FE
	1/3 (+200)

	Orc Big’uns
	15
	420»630»840
	2»3»4
	1/3 (+150)

	Orc Bolt Thrower
	4
	180»270
	4»4*
	1/3 (+40)

	Orc Rock Lobber
	4
	600»900
	4»4*
	1/3 (+40)

	Orc Shaman
	1
	420»630»840
	3»4»4*
	None

	Troll
	1
	300
	3
	3/3

	Night Goblin Archers +F
	20
	480»720
	1»2
	1/2 (+200)

	Night Goblins +F
	24
	420»630»»1050
	1»2»»4 FE
	1/2 (+240)

	UNDEAD
	Units
	Regiments Costs
	Levels
	Shields (Cost)

	Vampire
	1
	900»1350»1800
	4»4*»4**
	None

	Ghouls
	20
	360»540»»900
	2»3»»4 FE
	None

	Mummies
	9
	1200»1800»2400
	3»4»4*
	1/2 (+90)

	Necromancer
	1
	540»810»1080
	3»4»4*
	None

	Screaming Skull Catapult
	4
	480»720
	4»4*
	1/3 (+40)

	Skeleton Archers
	16
	420»630
	2»3
	1/3 (+160)

	Skeleton Horsemen
	16
	720»1080»»1800
	3»4»»4 FE
	2/4 (+320)

	Skeleton Warriors
	20
	360»540»»900
	2»3»»4 FE
	1/3 (+200)

	Black Grail
	12
	1800»2700»3600
	4»4*»4**
	2/5 (+240)

	Wights
	10
	660»990»»1650
	2»3»»4 FE
	1/2 (+100)

	Wraiths
	6
	780»1170»1560
	3»4»4*
	None

	Zombies
	24
	240»360»»600
	1»2»»4 FE
	1/2 (+240)


Errors corrected from programmers: Checking Regiments descriptions with editor I found that Mercenary Ogres didn’t have “cause fear” and Zombies weren’t “immune to fear”.

Despite all descriptions say “cause fear”, some of them “cause terror” (lots of fear): Mercenary Ogres, Treeman, Gigantic Spider, Giant Scorpion, Troll, Wraiths.
ITEMS

Here I used few numbers to have perfect combinations/relations between items: With only multiplies of 80gc I managed to build a new nice balance.

If we sum all Items costs we get 9600gc, where 1200gc are from Racial Items.
	BANNERS
	Cost
	SHIELDS
	Cost
	SWORDS
	Cost

	Arcane Warding
	320
	Spelleater
	480
	Grudgebringer
	320

	Wrath
	1200
	Ptolos
	480
	Runefang
	320

	Defiance
	320
	Enchanted
	160
	Hellfire
	400

	Mork’s War
	400
	Dragonhelm
	80
	Storm
	400

	
	
	
	
	Skabskrath
	480

	OTHERS
	Cost
	MAGE
	Cost

	Heart of Woe
	240
	Staff of Osiris
	800

	Potion of Strength
	160
	Wand of Jet
	480

	Horn of Urgok
	2400
	Book of Ashur
	160


The prices have been given in relation with their effects and combat effectiveness.

Good effects may cost 320, lesser effects 160. With additions we get some 480gc prices.

For example Arcane Warding (320) + Enchanted Shield (160) would be a Spelleater Shield.

Why are all them multiplies of 80?

The first reason is to help Shields costs to spend all gold when editing armies of 5k/7k.

The second reason is to have multiplies of 3 when you sell them (you gain back ¾ of the original cost, in few numbers: 80»60)
RULESETS
Rulesets were made to company the Mod with General Rules and several modalities of entertainment. If you have a friend or anybody around to play Fair Omen, here you have some ideas to follow.

BASIC ARMY BUILDING

Edit whatever you want. No Regiments Limit. No Items Limit. Shields allowed. Experienced Regiments allowed. Everything allowed (except using shields bug of course).
MAPS CHOICE

Map is always chosen by the Host (TD/SDB). If 2 players are playing Tournament or Endurance they turn to host games, first player A, then B, etc.

Who hosts first? This must be arranged between them at the moment to start.

Maps List for Tournaments must be discussed in forum, since it depends more on factors like which will be the Gold Limit for Tournament or how many players will participate.
INSIDE BATTLES
Hit & Walk: The problem is “hit & run” tactic when a Wizard stays alone.

Now he cannot do 2 things: neither False Charges nor use Wings to teleport. This way he won’t move “fast” and for only be walking will be accessible to Ranged, Cavalries, and Infantries (they can do False Charges in order to catch the Wizard)

This also allows Wizards to be part of Draw Games (if last Enemy has “Magic Immunity”)

Draw Game: To reach this situation, conditions must be that in the next minutes NO important damage is going to be done or that remaining Regiments can’t hurt each other.

Any player can ask for a Draw and the other must respond if accepts or not.

Drawing means there is no winner. Both players/armies are considered defeated.

Some examples will clarify what are considered Draw conditions:

1st Example: 2 regiments with no magic Items. Mummies 8/9 vs. Goblin Archers 14/20
Goblin Archers would be shooting arrows, running and shooting during ages… this is considered as a Draw Game because NO important damage is being done.

2nd Example: 2 artillery regiments with long distance between them.

This is easier to determinate as a Draw Game, they can’t hurt each other.
3rd Example: 2 slow regiments with Items. Ghouls 6/20 (Banner of Wrath) vs. Dwarf Warriors 21/24 (Banner of Arcane Warding)

Ghouls won’t face Dwarves in melee combat because they will lose, but keep striking them with sky rays. Dwarves are magically protected, but as we know, the Item sometimes fails and this means 1 or 2 loses.

This situation is also a Draw Game because NO important damage is being done.
4th Example: 2 resting regiments are 6/6 Wraiths in melee combat. A really strange situation, but may happen.

The reason to consider it as a Draw Game is that they can’t hurt each other.

Asking for draw at first turns: Will happen when both armies are typically High-Defensive (these kinds of armies usually have a strong Wizard and rely on "Spell Luck" to have Wings and do "Hit & Run" all battle).
In Tournament, this style will be against them, because means 0 points if both have to admit they won’t leave their "home, sweet home". For being shitty players they both deserve to Draw (and lose).

Gentle agreement considering 1st example (mummies vs. other shooters): We all agree Goblin Archers won’t do important damage against Mummies, but Outlaw Pistoliers against Mummies is not a Game Draw Condition.
I don’t have tested Sylvan Archers/Crossbowmen against Mummies. Depends surely on how many casualties they do in a single turn. If you see Sylvan Archers or Mercenary Crossbowmen killing at least 1 mummy per 2 turn (50 seconds) consider it allowed.
AFTER BATTLES
Winner must attend his army (if isn’t a Default Battle). Buy soldiers to the weakened Regiments. You can also buy new Regiments/Shields/Items (enlarge Basic Army) 

You can sell Shields/Items. Pay attention: You can’t sell Regiments because destroys your Basic Army identity (this way a player can accumulate Regiments and complete 15 spaces)

Items: you can’t have 2 equal Items for next battle, all repeated Items must be sold (imagine a Player with 2 Horns of Urgok or 2 Banners of Wrath, very unfair)

MODALITIES

Default Battle (DB): Fixed steps of organization (used in other modalities).
Gold Endurance (GE): With EXP. Fixed gold limit order. Used maps can’t repeat.
Race Endurance (RE): With EXP. Fixed race selection order. Used maps can’t repeat.
Tournament ($/T): Combines DB and RE. Only maps of current Tournament List.
DEFAULT BATTLE

DB is played in all other modalities as setting of common battles.

You can play DB with same gold limit (common way), or with different gold limit armies.

Session (only steps to follow in DB)
1) Host chooses army, chooses map and goes to battlefield (press FIGHT).
2) Guest chooses army (seeing enemy's choice) and joins battlefield.
During Tournaments, when some battles are played against a same opponent, this receive the name of Tournament Duel (TD). Depending on the situation, TD are of 2 or 3 battles:
Group 3 players: They play 3 battles against each other. Use the 3 races in any order.
Group 4 players: They play 2 battles against each other. Use 2 of 3 races in any order.
8º, 6º, 4º: They play 2 battles/ 3 if are in draw (best of 3). Use the 3 races in any order.
Don’t forget players arrange who hosts first and then turn.
GOLD ENDURANCE

Here both players start with armies of 3k. The winner of that battle attends his army and fights against the 5k enemy army and so on until 1 player defeats all enemy Armies.
No matter the races, only that you must have 4 armies (1 of each Gold Limit).

The idea of this Modality relies on trying to survive against superior armies.

Example: How do you beat a 5k fresh army with a 3k saved army? And what if you win it and must face the following 7k enemy army?
If you defeat an opponent with only the first 3k army (and of course attending him after each battle) I will think one of 2 things: or you are really good or your opponent is terrible.
The only equal battle (in Experience terms) will be the first one and, if both reach 9k armies and draw, in the Default Battle to decide a winner (here they arrange which gold limit play)
RACES ENDURANCE
Here both players start with the Alliance Army, if is defeated, Greenskins are the next, and Undead the last ones. The race selection is fixed, you can’t decide which to pick.

Armies must be of the same Gold Limit (that’s why can be applied in Tournaments)
The goal is to beat the 3 racial enemy armies.
Draw in RE: If one of those was Undead, means that he loses the Endurance.

If both armies were Undead, they will have a Default Battle afterwards: here they are free to use any Basic Army (pick any race) and also any map (used map can be host).
TOURNAMENT
To present a Tournament you type Gold Limit/System. Example with this Mod: 9k/FO

To participate you need 3 armies, 1 of each race with the Tournament Gold Limit.

At First Stage (Groups) players fight to gain points making TD against each other.

Winner of each DB receive 1 point. The 2 players with more score in each group pass to next stages (if have same score, they play another DB to decide these positions).

The 1st player of a group plays then against the 2nd player of the other group, and vice versa.

Finalists play Races Endurances because allow more tactical elements, such as trying to do best damage (even if you are losing, attack Enemy Regiments who are retreating from battle with white flag so you make your opponent buy more soldiers then), avoiding unnecessary damage, spending well the gold earned after each battle, giving special attention to some own Regiments because of Experience, etc.
This modality can support from 6 to 16 players. Groups will be of 3 or 4 players.

Depending on how many players are, these are distributions of groups:

2 Groups: 6, 7, 8
3 Groups: 9, 10, 11, 12
4 Groups: 13, 14, 15, 16
GROUPS STAGE

During TD you can’t repeat maps, unless is a Default Battle to eliminate same score.

With this I mean, that even playing several DB against one player, you are not allowed to repeat the used maps (would be really boring).

This way, the map selection becomes also part of general strategy.
Do you want to host first, and block Troll Land Map to the enemy?
Think it well; perhaps he has a nice Basic Army thought specially for that Map.
TOURNAMENT STRUCTURES
G: Groups   4º: Semifinals   6º: Semifinals   8º: Quarterfinals   F: Finals

6, 7, 8 Players: DB (G), DB (4º), RE (F)
9, 10, 11, 12 Players: DB (G), DB (6º), RE (F)
13, 14, 15, 16 Players: DB (G), DB (8º), DB (4º), RE (F)
I will explain how are played Semifinals of 6 players because others are widely known.
Remember that the 1st of a Group plays against the 2nd of other Group, next Duels are: 
1º A – 2º B

1º B – 2º C

1º C – 2º A

This will make our Finals of 3 players. In few words, there won’t be a 4th place.

The Final is similar to Groups of 3 players, but with the huge difference that they follow the Races Endurance modality (fixed Race Selection and Saved Armies)

The 1st, 2nd and 3rd places are determined with points (each victory represents 1 point).
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