Cursed Ravine (FwF)

Contents

CUISEA RAVINE (FWE) ...ttt bbbt 1
R (0] TP PP P TR P PR PPR PSP 1
RS T00=] - T J TSRS SRR 1

FUN WIEN FIAGS. ...ttt 2
D=0l ] o] (o]0 TSRO P TPV PTPRPROPPPPPPN 2
LIS L ST (U o PRSP PPPPPROPPN 4
o] o]0 [0 T g 17 L= TSRS 4
Lo o T USSR 4
JLIE: (01 ST PRSP 4
o [0 1o T | PSSR 5
[0t - PR PR 5
LT ESY o] (T o 1] (0] Y USSP STSP 5
TRANK YOU ..ot b ettt b et §)

Story

Well, to be honest there is no story. Just Cursed Ravine adjusted for Fun With Flags.

Scenario

You must build a town that is better than those of your opponents. Like in a hotel rating, there
are symbols that indicate certain achievements in your town. For the symbols, flags will be
used.

Once you've overstepped a certain limit, tourist become interested. Keep that interest for 3
minutes and you will win the race.

The catch is, every flag can only be awarded to one person. But as soon as one of your
opponents surpasses you, you will lose this flag and the opponent gets to hold it. There are 15
categories where a flag is awarded, each category aims at different aspects of town
development. The number of flags you must hold in order to win depends on the number of
players on the map.

There is another catch: the provinces declared that they do not wish a civil war because of all
that mess and the difficulty of cleaning blood from coarse stone roads, so the city center of
each town must not be entered by military units. Enter your opponents area and the king will
arrest and put them to death. However, the central valley is not pacified, so you can play war
there. This means, you cannot win the match with military forces only. But you are very
likely to need them to get the upper hand in the central valley.



Fun with Flags

This is the name of the game mode - Fun with Flags

Description

In order to win, you have to collect certain achievements which are called Flags. As soon as
you own the majority of flags, a countdown will be started. If you don't lose your flags until
the end of the countdown, you win the match. The countdown length is 3 minutes.

The flags are not physical things on the map, but achievements like for example 'have the
most timber'. As long as you have more timber than your opponents, you will own this flag.
If one opponents produces more timber than you have, you lose the flag and the opponent
gets it. The amount of timber is called ‘flag score’, because it's the score that decides who
owns this flag.

There are 15 flags. The amount of flags you need to win depends on the number of players. If
there are only 2 players, you need 10 flags, whereas with 8 players you will only need to hold
5 flags in order to win.

There will be 4 classes of flags which behave differently:

o Future Flags (5 total):
These flags are locked at the beginning of the game and will be unlocked after a
certain amount of time, for example 20 minutes. As soon as the match time reaches
the 20 minutes, this flag will be given to the person with the highest flag score.
Everybody can fight for these flags, so if your opponent out-scores you, you will lose
the flag and he will win it.

o Fact Flags (4 total):
They behave like the future flag, except that they are not unlocked at a specific time,
but only as soons as the first person reaches a specific flag score. So if the limit is 200
for the timber flag, it will be given to the player who has 200 timber. We will still
hold it if he falls below the 200 timber, but we will lose it as soon as another player
has more timber than he has atm.

o First Flags (4 total):
They behave like fact flags, which means they are unlocked as soon as one player
reaches a certain limit. But you cannot fight for these flags and you cannot lose it. So
the first player gets this flag and owns it for the rest of the match, even if he again
falls below the limit or other players outrun him.

« Final Flags (2 total):
These are personal flags, so you don't fight with the others for these flags, but you
fight with the limit. If you reach the limit, you will own this flag. If you again fall
below the limit, you will lose it. This flag can exist more than once, so all 8 players
can own this flags at the same time. You can't steal this flag from others.

It is possible to form teams. Each player still competes on the flag for his own, but the
number of flags is summed up and take as the score of the team. So it is even possible to play
mixed teams/single players. However, final flags only count as 1 flag per team, regardless of



the number of flag holds in that team. As long as the team has at least one holder of a final
flag, the team will have the score of 1 on this flag.

Wooden Leg (fact flag, starting at: 50)

The number of wooden weapons minus the number of iron weapons produced.
Restaurant (fact flag, starting at: 360)

It's basically the number of food, weighted for nutrition. Each wine gives 3, each
bread 5 and each sausage gives 7 flag points. There is no fish on this map. I plan to
add a multiplier which takes into account the number of inns, maybe give 10 extra %
per inn.

Forechecking (fact flag, starting at: 5)

It's the number of demolished (already fully built, not only planned) enemy buildings.
Fighter (fact flag, starting at: 60)

Each killed enemy unit gives a certain flag score. Militia & bowman give 1 point. Axe
fighter and lacer carrier give 2 points. Crossbowmen, pikeman and scouts give 3
points. Swordfighters give 5 points and a knight gives 7 points.

Comfort (future flag, starting time: 15min)

The number of produced tree chunks plus coal plus straw.

Luxury (future flag, starting time: 30min)

Number of gold plus wine plus sausage.

Vegetarian (future flag, starting time: 45min)

The number of bread plus the number of wine minus the number of sausage.
Sightseeing (future flag, starting time: 60min)

The number of barracks plus schools plus stables plus towers plus markets plus gold
and iron mines minus (minus!) coal mines. Marketplace is not available until 30
minutes from the beginning and will be unlocked with this flags. However, weapon
trades are forbidden - tourists don't need to buy weapons, do they?

Commander (fact flag, starting time: 75min)

It's number of living soldiers plus the number of killed soldiers minus the number of
lost soldiers. Fights are possible in the central valley of the map, you can move your
troops there.

City (first flag, score: 25)

The number of finished buildings divided by a spreading factor. If you have the same
number of buildings of each type, the spreading factor will be 1, so the number of
buildings will be one. On the other extreme, if you have a city consisting of say 1000
towers and nothing else, the spreading factor will also be 1000, so the overall score
will be 1 (despite the 1000 buildings).

Iron fetish (first flag, score: 150)

It's the number of iron plus the number of leather (the actual resources, not the
armors) produced.

Variety (first flag, score: 38)

You need to have 1 building of each type and 1 living unit of each type to get this flag
= 38 units+buildings in total (market and fisherman are not required).

Strategist (first flag, score: 5)

You need to equip 5 soldiers of each type to get this flag.

Population (final flag, limit: 160)

You have this flag, as long as you have 160 citizens. Recruits are citizens, military
troops are not. So if you levy an army, it's possible to lose this flag. Also each starved
civilian gives you a permanent malus on this score.



o Knighthood (final flag, limit: 20)
You'll own this flag as long as you have 20 living knights.

Team Setup

As the name already suggests, this map is intended for team matches. It is important that
bases 1+2, 3+4, 5+6 and 7+8 are connected. They MUST be in the same team, as there are no
forbidden zones protection thoses bases from each other. This means, a setup with random
teams like a 1+5 vs. 2+6 vs. 3+7 vs. 4+8 will end in a mess. Don't do that unless you know
what that means and you want to try Fun with Flags without protected bases.

Forbidden Zone

The entry of each pair of locations is protected by a forbidden zone, that covers the whole
entrance. You will see the beginning of the forbidden zone marked by wall ruins. The king
explicitly wished to have no civil war. So if any of your troops cross the wall, they will be
punished - by death penalty. No mercy on that, troops have to stay inside the valley!

The forbidden zone works exactly like in Cursed Ravine Two. Your troops won't die when
they enter the forbidden zone of any teammate. But they will still die if they enter any
opponent's base.

Peace Time

Fun with Flags is designed in a way that it does not interfere with peace time. So you can
play with or without peace time. Just remember: during peace time the fighting flags are not
accessible because, well, there is no fighting in peace time obviously. Plus: there is a chance
that players will build dozens of towers during peace time.

Recommended peace time from the author: set peace time to 30-40 minutes - this prevents
campy matches but also does not throw out players who expanded into the valley when they
encounter the first opponent militia.

Tactics

Mainly two promising tactics emerged: either you go for an early valley control or you go for
high amount of food. If you go for early valley control, be sure to protect your coal mines. If
they are attacked and you cannot defend them, you're out of the match within minutes
because you won't manage to get a gold protection. So take care if you plan to expand into
the valley - or play with peace time then!

It is safe to stay within your base, but sooner or later you will run out of coal. If the opponent
is good, he will put your entrance under siege. Because of the narrow paths, you won't
manage to break out. So don't completely isolate inside your base. You need the valley coal
sooner or later. But you can be quite successful staying inside your base when you build a
proper building with lots of food. There are quite some flags awarded for a good food
production. Use them.

It is tempting to stay inside your base until you have some heavy troops and then enter the
valley. This is a very good tactis, but it can be countered by a player who has early valles
control. If he lays siege to your entrance, you will encounter massive losses. So don't leave
your base too late.



Additional
The number of flags needed to win depends on the number of players.

o 1 player/team - 11 flags

e 2 players/teams - 10 flags

o 3 players/teams - 8 flags

e 4 players/teams - 7 flags

If you have wish a faster match, you may want to add additional Al players to the match.
They won't do any good, but they count as players, too. So the overall number of flags
needed is decreased.

As soon as one player/team has reached enough flags, a countdown will be started. During
the countdown, each the tourists come and leave some money. Expect to gain 1 gold chest
every 30 seconds for each teammate during the countdown. If you lose a flag during
countdown or your opponents catch up with the number of flags, the countdown will abort.
Beware, flags are not shared, not even for teammates. So if your teammate catches up on
score for a flag you have, you will lose this flag and therefore the team will lose this point.

License

The 'Fun with Flags' script was written by Siegfried in 2013 and adjusted for Cursed Ravine
in 2014. It is licensed under GPLV2.

The map 'Cursed Ravine' was made by koczis12. The changes for Fun With Flags were made
by Siegfried, but really all the credit for this map goes to koczis12.

In addition, 'Fun with Flags' uses some extra sounds. Those sounds were licensed under
Creative Commons. Appreciation goes for Freesound.org for hosting those sounds. The
sounds are

o beat.wav: derived from Heartbeat.wav by jobro under Creative Commons CC BY
3.0

o kick.wav: derived from COPLAND DRUM 01.wav by sandyrb under Creative
Commons CC BY 3.0

e begin.wav: derived from Battle Horn.wav by Porphyr under Creative Commons
CCBY 3.0

o start.wav: derived from Deep Kick Cinematic.wav by Benboncan under Creative
Commons CC BY 3.0

e init.wav: derived from 109438 klankbeeld _intro_brass 01-1 (before-after).wav
by Timbre under Creative Commons CC BY NC 3.0

e origin.wav: derived from 62176 Fanfare (before-after)#.wav by Timbre under
Creative Commons CC BY NC 3.0

Version History

e Vv 1.0 public release as Cursed Ravine (FwF)


http://www.gnu.de/documents/gpl-2.0.en.html
http://www.freesound.org/
http://www.freesound.org/people/jobro/sounds/74829/
http://www.freesound.org/people/jobro/
http://creativecommons.org/licenses/by/3.0/
http://creativecommons.org/licenses/by/3.0/
http://www.freesound.org/people/sandyrb/sounds/84337/
http://www.freesound.org/people/sandyrb/
http://creativecommons.org/licenses/by/3.0/
http://creativecommons.org/licenses/by/3.0/
http://www.freesound.org/people/Porphyr/sounds/188815/
http://www.freesound.org/people/Porphyr/
http://creativecommons.org/licenses/by/3.0/
http://creativecommons.org/licenses/by/3.0/
http://www.freesound.org/people/Benboncan/sounds/90672/
http://www.freesound.org/people/Benboncan/
http://creativecommons.org/licenses/by/3.0/
http://creativecommons.org/licenses/by/3.0/
http://www.freesound.org/people/Timbre/sounds/110260/
http://www.freesound.org/people/Timbre/
http://creativecommons.org/licenses/by-nc/3.0/
http://www.freesound.org/people/Timbre/sounds/110317/
http://www.freesound.org/people/Timbre/
http://creativecommons.org/licenses/by-nc/3.0/

Thank you

e Kkoczisl12 - for the map that stands for the KaM Remake like no other map - great
work!

e Lewin - for the game, ideas, support, discussions, promotion and testing

e Krom - for the game, ideas, support, discussions, motivation and testing

o All of you in the TS group and outside that helped me, played testing games and
provided me with translations - | only hesitate to provide the names because I'm sure |
lost count on all of the contributors and don't want to upset anyone by not mentioning
him :)
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