FAIR OMEN

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

Fair Omen consists basically in reorganizing the Regiments/Items giving them a suitable Size/Price/Order and correcting some mistakes from programmers.

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

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/new organization.

 
To patch EngRel, you must use program LIPS. This 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. A new window opens…
2) “Select File to Patch”: change Type below from "Most Common ROM Files" to "All Files (*.*)" and click on the Original EngRel of Dark Omen (with this you change the old EngRel for the new).

After patching, a message will appear saying that you have made the operation successfully.

Optional (Fair Omen Menu): Copy and paste MAINMENU image in Graphics/Pictures.

Returning to Original Dark Omen is the same procedure (using the Backup archives).
ANALYSIS

Let’s start!!! Main Observations about Dark Omen Multiplayer(
1) Shields costs( Who dares to buy shields? No one. This feature is not used because of really high costs, for example Zombies shield cost 600gc!

2) Regiments numbers( Very boring. All cavalries, except Pistoliers, with 12 men, most ranged/infantries with 16 men or 20 men. Also consider that many foot regiments don’t reach combats with a significant number because of enemy ranged/magic attacks.
3) Artillery: How many times did we have to play Defensive due to our static artillery?

4) Experience evolution( Some prices go beyond imagination, who can afford for Top Wights (8400gc) or Top Orc Boar Boyz (7680gc) in a serious army?

5) 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
	Shield
	Dark Omen
	Fair Omen

	0/5
	10gc per head
	10gc per head

	1/5
	30gc per head
	10gc per head

	2/5
	60gc per head
	10gc per head

	3/5
	100gc per head
	10gc per head

	4/5
	150gc per head
	10gc per head

	5/5
	MAX
	MAX


In Fair Omen you will find numbers like 160, 200, 260, 320 cost to buy shields… but wait a moment… they aren’t multiples of 3! There is an important 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 (7k): An Empire player spends 6600gc in his army. To use the resting 400gc he buys 2 shields to his Imperial Bowmen (200gc x 2 = 400gc).

The Size Scale used for Regiments is 1-3-6-9-12-16-20-24-26-32.

The colors represent similar visual appearance when are deployed.

I’ll mention a couple of ideas which were implemented to make battles more interesting:
Mobile Artillery: All machines now have 2 Movement Points and “Will never rout”.
Siege machines are single unit with some armor. Don’t have close combat attack.

An alternative use is to retain enemy, since machines won’t retreat and have 3 Wounds.
Greenskins Monsters: Were converted into Squads of 3/3 (Trolls and Spiders) and 6/6 (Scorpions) to make them useful in big battles. With all their Wounds, they become a Tank Regiment.
Grail Knights: The Anti-Black Grail Regiment is now available and waiting for the epic duel.
EXPERIENCED REGIMENTS COSTS

Old System: In DO, a next level doubles the Regiment last price( Zombies go from 270gc (level 1) to 540gc (level 2) and then jump to 2160gc (level 4 FE “Full Experience”).

Considering the gold spent, 2 Zombies lvl-1 are better than 1 Zombies lvl-2 (only quantity matters).
New System( It’s a double evolution System that considers the type of Regiment.
Instead of taking last price obtained, all evolutions are based on the first basic price.
	Experience
	1000
	3000
	6000

	Wizards/Ranged
	+50%
	+50%
	+50%

	Infantry/Cavalry
	+25%
	+50%
	+75%


All prices are multiples of 60: The main idea is to have always multiples of 3 in next levels, without getting impair endings which happens often if you add +50% in relation with the last price obtained.
This way is easier to calculate numbers while you are editing armies.

Changes to Regiments Options: Cut from 105 (36/35/34) to 96 (34/32/30).

The first reason is because some of them were useless or too expensive for being attractive.

The second reason is because opens more competition within the race and against others.

To fortify last reason, I also changed some DO upgrades creating a different balance.

RACES TABLES

I reorganized every Regiment’s ranks and the Factions inside each Race.

Level 4 is Basic, level 4* means Advanced and level 4 FE “Full Experience”.

If we sum all Basic Regiment prices, we get exactly 37500gc!

	THE EMPIRE 
	Units
	Regiments Costs
	Levels
	Shields (Cost)

	Ice Mage 
	1
	660»990»1320
	3»4»4*
	None 

	Bright Wizard 
	1
	900»1350»1800
	3»4»4*
	None 

	Imperial Cannon
	1
	540
	4
	1/1

	Imperial Mortar 
	1
	1080
	4
	2/2

	Imperial Halberdiers 
	12
	240»300
	2»3
	1/2 (+120)

	Imperial Greatswords
	16
	360»»»900
	2»»»4 FE
	1/2 (+160)

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

	Grail Knights
	12
	1320»1650 
	3»4
	2/5 (+120)

	Flagellants
	9
	960»1200  
	2»3
	None 

	Mercenary Ogres
	3
	780 
	3 
	0/1 (+30) 

	Mercenary Infantry
	32
	600»»»1500
	2»»»4 FE
	1/3 (+320)

	Mercenary Crossbowmen
	16
	720»1080
	2»3
	1/3 (+160)

	Mercenary Cavalry 
	16
	840»»1470
	3»»4*
	2/5 (+160)

	Outlaw Pistoliers
	9
	1200»1800
	3»4 
	2/4 (+90) 

	Dwarf Warriors
	24
	600»»1050
	2»»4
	2/3 (+240)

	Wood Elf Glade Guards 
	20
	720»»1260 
	2»»4
	1/2 (+200) 

	Wood Elf Archers
	16
	1440»2160
	2»3
	None 

	Treeman
	1
	1800 
	4
	2/2


	GREENSKINS
	Units
	Regiments Costs
	Levels
	Shields (Cost)

	Night Goblin Shaman 
	1 
	540»810»1080
	2»3»4
	None 

	Orc Shaman
	1 
	660»990»1320
	3»4»4*
	None 

	Orc Bolt Thrower 
	1
	360
	4
	1/1

	Orc Rock Lobber 
	1
	1080
	4
	2/2

	Night Goblins 
	32
	360»450»»900
	1»2»»4 FE 
	1/2 (+320)

	Night Goblins +F 
	32
	480»600»»1200
	1»2»»4 FE
	1/2 (+320)

	Night Goblin Archers
	26
	420»630 
	1»2
	1/2 (+260)

	Night Goblin Archers +F
	26
	540»810
	1»2
	1/2 (+260)

	Trolls
	3
	1200
	3
	3/3

	Gigantic Spiders
	3
	960 
	3
	3/3

	Giant Scorpions
	6
	1800 
	3
	3/3

	Orc Big’uns
	16
	480»600»840
	2»3»4
	2/3 (+160)

	Orc Boyz
	24
	480»600»840
	2»3»4
	1/3 (+240)

	Orc Arrer Boyz
	20
	540»810
	2»3
	1/3 (+200)

	Orc Boar Boyz
	16
	720»900»»1800
	3»4»»4 FE
	2/5 (+160)

	

	UNDEAD
	Units
	Regiments Costs
	Levels
	Shields (Cost)

	Necromancer
	1
	900»1350»1800
	3»4»4*
	None

	Vampire 
	1
	1440»2160»2880
	4»4*»4**
	None

	Screaming Skull Catapult
	1
	540
	4
	1/1

	Zombies
	24
	360»450»»900
	1»2»»4 FE
	1/2 (+240)

	Wights
	12
	840»1050»1470
	2»3»4
	2/3 (+120)

	Mummies 
	9
	1320»1650»2310 
	3»4»4*
	1/2 (+90)

	Wraiths
	6
	1560
	3 
	None 

	Ghouls
	20
	480»600»»1200
	2»3»»4 FE
	None

	Skeleton Warriors
	32
	480»600»»1200
	2»3»»4 FE
	1/3 (+320)

	Skeleton Archers
	26
	540»810
	2»3
	1/3 (+260)

	Skeleton Horsemen
	16
	720»900»1260
	3»4»4*
	2/4 (+160)

	Black Grail
	12
	2400»3000
	4»4*
	2/5 (+120)


Errors corrected from programmers: Checking Regiments descriptions with editor I found that Ogres didn’t have “cause terror” and Zombies weren’t “immune to fear”.
Also Wraiths never should have had “destroyed if routed” since isn’t a real feature of them.

Despite all descriptions say “cause fear”, some of them “cause terror” (lots of fear).

They are: Mercenary Ogres, Treeman, Gigantic Spiders, Giant Scorpions, Trolls and Wraiths.

ITEMS

I used multiplies of 80gc to have perfect combinations/relations between Items.

If we sum all Items costs we get exactly 12000gc!

	BANNERS
	Cost
	SHIELDS
	Cost
	SWORDS
	Cost

	Wrath
	1040
	Spelleater
	720
	Skabskrath
	560

	Defiance
	560
	Ptolos
	480
	Hellfire
	400

	Mork’s War
	560
	Enchanted
	160
	Grudgebringer
	320

	Arcane Warding
	480
	Dragonhelm
	80
	Storm
	320

	
	Runefang 
	240

	MAGE
	Cost
	OTHERS
	Cost

	Staff of Osiris
	720
	Horn of Urgok 
	4000

	Wand of Jet
	640
	Heart of Woe 
	240

	Book of Ashur
	320
	Potion of Strength 
	160


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 earn multiplies of 3 when you sell them (you always 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 somebody around to play Fair Omen, you must first know this:

BASIC ARMY BUILDING

Total Freedom! No Limits. Shields allowed. Experienced Regiments allowed.

MAPS CHOICE

Who hosts first? This must be arranged between them at the moment to start.
Map is always chosen by the Host. If they have many battles to play, they turn to host games.
Tournament Map List

1) The Empire

2) Great Forest at Night

3) Drakenhof Castle

4) Return to Axebite pass
5) Vingtienne
6) The Road to Moussillon
7) Town of the Dead - Moussillon
8) The Black Pyramid (Extended)
INSIDE BATTLES

When happens SESSION LOST and there isn’t a clear winner, host must recreate game with same/map/armies/deployment positions. If there is an obvious winner, no need to replay battle.

I invented a Mini-Code called MAGIC WORDS, for fast understanding in special cases.

Few rules and typical problems they represent. Written words will cause an effect.

BLIND: Rule for Wizards. Enemy wizard’s range is drastically reduced.
This word makes his casting range of 1 false charge (wizard’s movement).
Only at that distance he will be able to cast any Spell, including teleport.

All targets and teleport destinations must be inside his “BLIND distance”.
Condition: Enemy must have 5 or less Army’s regiments.
Means you will have to attack his Army in order to activate BLIND as soon as possible.
Clarification: “Regiments with White Flag” and “Zombies Spell” don’t count as owned regiments.

WALK: Rule for Ranged/Artillery Regiments. It changes Enemy’s behaviour to “hit & walk”.
This word blocks “hit & run” abuse of fast ranged regiments or mobile artillery.

They can’t do false charges and can’t move if Fire until next Round (next Thunder Sound).
Condition: You must have 5 or less Army’s regiments.

Clarification: “Regiments with White Flag” and “Zombies Spell” don’t count as owned regiments.

BUG: Wizard gets stuck and can’t use magic. Only thing can do is charging forward (out combat).

Happens often when he is overcharged of actions, especially when is being attacked and wants to cast a spell, in that exact moment bug happens (the selected last spell is never cast).

Giving specific steps to follow is not easy since it depends more in the present Regiments/Wizards.

When bug happens, both players must organize (if possible) the best way to get him back to action.

To resolve this “Out combat/In combat”: enemy must engage/you must retreat.
Out combat resolution: Enemy regiment mustn’t have Anti-Magic defences.

In combat resolution: Enemy mustn’t chase your Wizard while is running.

Try to block his regiment with one of yours, so it doesn’t pursue at first moments.

DRAW: 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.

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.
Interesting draw is when 2 last Regiments die at the same time. This special case may happen if one of the Regiments has the Heart of Woe and dies, killing the enemy in the final act.

Some examples will clarify what are considered Draw conditions:

1st Example: 2 melee regiments. Mummies 6/9 (Defiance) vs. Zombies 11/24.
Zombies won’t face Mummies in close combat because they will lose, so they keep running around. This is considered as a Draw Game because they can’t hurt each other.

2nd Example: Ghouls 6/20 (Wrath) vs. Dwarf Warriors 24/30 (Arcane).

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

The situation is a Draw Game because no important damage is being done.

3rd Example: 2 resting regiments are 6/6 Wraiths in melee combat.

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

AFTER BATTLES

Only if are playing Endurance, Winner must attend his army. You can sell Shields/Items.

Buy soldiers to the weakened regiments. You can also buy new Regiments/Shields/Items.

You can’t sell Regiments because destroys the Army’s Identity (this Rule makes players accumulate Regiments and complete all 15 spaces).
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 nasty).

MODALITIES

Default Battle (DB): Organized single battle. Also used as Tiebreaker Battle (TB).

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): Based on many TD. Use the Tournament Map 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.

1) Host chooses army, chooses map and goes to battlefield (press FIGHT).
2) Guest chooses army (seeing enemy's choice) and joins battlefield.
3) During battle, players must know the Magic Words and its effects.

Tiebreaker Battle (TB): This refers to a single battle that will end with the same score.

Here the rules of not repeating Race/Map are ignored.

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.

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. Also if both reach 9k Armies and draw, during the Tiebreaker Battle (here both 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 (means can be applied in Tournaments).

The goal is to beat the 3 racial enemy Armies.

Endurances allow more tactical elements for battles, such as:

1) Trying to do best damage (even if you are losing, attack Enemy Regiments who are retreating with White Flag so you make your opponent buy more soldiers then).

2) Giving special attention to some own Regiments because of Experience.

3) Avoiding unnecessary damage (to spend less gold rebuying soldiers).

4) Spending well the gold earned after each battle.

TOURNAMENT

To present a Tournament you type Gold Limit/System. Example with this Mod: 7k/FO.

To participate, you must make 3 Armies, 1 of each Race with the Tournament Gold Limit.

The Map List has been chosen carefully for not giving advantages in Start Positions.

Tournament consists basically in pure TD (Tournament Duels). After confirmation of participants, the fixture is done organizing them into Groups. In this First Stage, they will fight against each other in order to gain points and qualify. Winner of each Battle receives 1 point.
The 2 players with highest score in each group pass. If have same score, a TB will define positions.

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

Following stages will depend on the Tournament Structure.

This modality can support from 6 to 16 players. Groups will be of 3 or 4 players.

Depending on the number of participants, these are distributions:

2 Groups: 6, 7, 8

3 Groups: 9, 10, 11, 12

4 Groups: 13, 14, 15, 16

TOURNAMENT DUEL
This name refers to Battles played against a same opponent.
During a TD you can’t repeat Maps/Races, unless is a TB to eliminate same score.

Depending on situation, they 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.
4º/3º/2º/F: They play 2 battles/ 3 if are in draw (best of 3). Use the 3 races in any order.

TOURNAMENT STRUCTURES
G: Groups   Eº: Eliminations   SMº: Semifinals   F: Finals

6, 7, 8 Players: (G), (SMº), (F)

9, 10, 11, 12 Players: (G), (Eº), (F)

13, 14, 15, 16 Players: (G), (Eº), (SMº), (F)

I will explain how are played Eliminations of 6 players (3º) which are not common.

Considering 1st of a Group plays against the 2nd of next Group, following Duels are: 

1º A – 2º B

1º B – 2º C

1º C – 2º A

Winners of each TD pass directly to Finals, which is resolved as a Group of 3 players.

1st, 2nd and 3rd places are determined with Points. There won’t be a 4th place.
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