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'He who draws the sword from the stone...,
...shall be king.'
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BackgroundBackground

W W elcome novice - to this ancient guide for aspiring kings.  Devised 
by the great druids of the Old Faith, it has been written to aid those 
who are to take their first tentative steps on the nightmare journey that 
lies ahead.  

For in King Arthur II – The Role-playing wargame, you will take on 
the role of a hero.  Who must travel through the dangerous lands of 
Britannia.    To  reconquer  and  rebuild  a  fractured  kingdom.   By 
undertaking the most titanic of quests, in order to uncover the sinister 
forces that blight the land.  A force of champions and warriors must be 
rallied,  and  led  against  these  dark,  sinister  and  powerful  foes.   To 
vanquish them.  By sword and magic. From whence they came.    In 
the hope of reviving the shattered domain of the one true king.
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What is King Arthur II?What is King Arthur II?

K K ing Arthur II is a game that perfectly marries three exciting styles 
of gameplay, to deliver a challenging, satisfying and unique experience 
for all gamers.  Set around the time of the Arthurian legend,  King 
Arthur II combines the intense action of RTS (or tactical) battles, the 
calculating  decision-making  of  strategy  games  and  the  immersive 

nature of role-playing elements.  The story is played out within a dark 
foreboding backdrop, that follow the events depicted in the original 
King  Arthur  game and the  stand-alone;  Fallen  Champions.   Every 
significant  encounter  is  narrated  in  a  wonderful  stimulkating  style, 
befitting of such a great tale.   Once you start on your quest  across  
Britannia you will uncover a tale of danger, treachery and bloodshed.  

Ready yourself, for your nightmare is about to begin...
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Intended AudienceIntended Audience

I I f  you have not played the prequel or the Prologue DLC for this 
game, then you may find the rewards of pre-arming yourself with the 
knowledge contained within, a worthwhile exercise.  

This guide has been written to provide an overview of the game, so 
you can get started quickly.  It is intended for new players of King 
Arthur games or those new to the strategy genre.

If  you require any technical  support  or just  want to ask a question 
about the game, you can head to the King Arthur II forum at:

http://forum.paradoxplaza.com/forum/forumdisplay.php
?587-King-Arthur-II 

TutorialsTutorials
When you start a new game, you will be guided through the action by 
a number of quick, basic tutorials.  These explain which buttons open 

which  screens  and 
where information is 
located  in  order  to 
conduct  certain 

actions.  Tutorials can be identified by the large RED highlights on 
parts of the screen, prompting you to perform an action to continue.
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Mastering the ChallengeMastering the Challenge

T T he central goal of King Arthur II is to enable you to enjoy and take 
part in an entertaining story.  You assume the central role of a hero, 
son  of  King  Arthur  himself  –  William  Pendragon.   In  order  to 
complete your quest you must rise to the challenge that lies ahead:

Choose a class for your hero
Manage their morality with every decision made
Undertake interactive adventure quests 
Recruits powerful heroes and units from across the land
Arrange these into armies and manage and upgrade them
Liberate & manage the fiefdoms of Britannia
Engage in diplomacy with non-aligned parties
Research and recruit new powerful unit types
Trade and craft powerful artefacts
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Choosing a PathChoosing a Path

W W hen commencing a new game, you will face a short interactive 
text-based quest.   The answers provided will  be used to determine 
several starting factors.  The most important of these is the type of hero 
your main character will be.  

There  are  three  types  of  hero  to  choose  from.   Each  has  its  own 
particular  strengths.   The  WARLORD  is  a  decent  fighter  on  the 
battlefield, but their strength lies in managing the fiefs (lands) of the 
kingdom.  The SAGE on the other hand is a master of magic.  The 
arcane power they can command is varied in nature, depending on the 
abilities chosen.  The CHAMPION is the hardened solider.  His skills 
best complement the battlefield.  As both leader and warrior.

The  other  important  factors  your  answers  will  help  determine  are: 
additional starting army units: cavalry, archers or infantry, that will be 
added  to  your  starting  army,  before  you  conduct  your  first  battle. 
Your starting morality: good or tyrant and the preference for the type 
of religion your hero: christian or old faith.
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Of Strategy...Of Strategy...

G G eneral play is conducted during the strategy phase.   The strategy 
phase is a turned-based affair.  The turn sequence consists of four re-
occurring  turns,  each  of  which  represents  the  seasons  of  the  year. 
During Spring, Summer, Autumn, heroes and armies can be managed 
and  moved  across  the  map  of  Britannia.  They  can  take  part  in 
Adventure Quests and fight in RTS battles.  Fiefdoms can be managed 
and diplomacy conducted with various factions.   In Winter,  armies 
cannot  move,  but  research  for  stronger  units  can  be  started. 
Upgrading locations under your control can also be conducted.
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… & Tactics… & Tactics

D  D  uring  the  course  of  game,  there  will  be  occasions  where 
diplomacy and tact cannot deflect you from the pull of the battlefield. 
Once  two  armies  from  opposing  sides  meet  at  a  location  or  an 
adventure quest ends in conflict, a tactical battle commences.  

Before combat ensues, you will be afforded the chance to examine the 
make-up  of  the  enemy  army.   Once  combat  begins,  you  will  be 

allowed  to  deploy  your  forces  within  a 
fixed  perimeter  and  survey  the  battlefield 
terrain,  before  committing  your  forces  to 
the  battle.   Victory  is  achievable  through 
the clever use of the environment, making 

best use of different unit types, setting appropriate battle formations for 
units, and using magic to demolish any and all that stand in your way.
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The Campaign MapThe Campaign Map

T T he Campaign Map is the screen where all the non-combat action 
takes place. Most of the time will be spent here. On the map you will 
find armies, locations and quest markers for you to interact with.

The map is made up of counties commanded by allied or unaligned 
nobles.  Or those standing against William Pendragon.  Armies can be 
managed from here and moved around the map to specific locations, 
in  order  to  complete  the  key  objectives  of  the  story.   Adventure 
Quests are also be initiated from the map, by moving an army to an 
adjacent position.  When played through these reveal some important 
aspect of the story.  Some of these quests lead to RTS battles, which 
can be tackled by the player or auto-resolved if preferred.  The status 
of relationships with the nobles of the land can be assessed and actions 
taken, to keep these powerful lords on the side of good and right.
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Story ObjectivesStory Objectives

I I n King Arthur II, the main story is separated into five 
distinct  chapters.  Each  chapter  contains  a  number  of 
adventure quests  which must  be undertaken in order to 

reach the conclusion of William Pendragon's story.  Progress through 
each of these chapters is shown in the Objectives screen which can be 

accessed by clicking the icon 
above.   The  Objectives 
screen provides  a  break-

down of known quests by chapter (as seen above). Each chapter has a 
set of mandatory and optional quests.  The sequence and current status 
of each of these is also indicated (right).  

This information will enable you to keep 
track of the adventure quests that remain 
uncompleted, in order to reach the climax 
of  the  story.   In  addition  to  a  short 
narrative explaining the background of the 
quest,  a  list  of  possible  rewards  granted 
upon achieving victory is also shown.
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QuestsQuests

T T here are two distinct  types of quest.   Adventure quests  unravel 
major elements of the main story.  These are the most important quest 
type and must be completed in order to progress.  Adventure quests 
occur as a series of  narrated events, after which a number of possible 
actions are  presented for selection.  Your choices  determine which 
path  the  quest  will  take  and  how the  ultimate  resolution  will   be 
reached.   Some options will  affect  your hero's  Morality,  others  the 
situation at the start of a 
battle.  Diplomacy quests 
are  shorter  and  require 
the  resolution  of  a 
dilemma, in terms of the 
hero's  relationship  with 
other nobles and groups.
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ArmiesArmies
Without a strong and powerful army, your hero will not venture far 
into their adventure.  Armies are made up of a combination of hero 
and various army units.  The composition of armies can be customized 
to  your  preferences.   Increase  cavalry  for  a  more  mobile  force. 
Recruit  additional archers  to attack in greater  numbers from range. 
The trick is to gain a balance of troops that suit your particular style of 
tactics.  In the army roster (seen below),  individual heroes and units 

can  be  inspected  and 
selected.   From  this 
screen,  skills  and 
abilities  can  be 
upgraded.  Additional 
replacements  for  any 
losses  can  also  be 
purchased.   Any 
surplus  of  troops  can 
be sent to the reserve 
roster.   Moving  the 
army to a castle allows 
any active units to be 
exchanged with those 
held in reserve.
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HeroesHeroes

N  N  o  fantasy  adventure  would  be  complete  without  a  myriad  of 
heroes or anti-heroes to duel against each other.  King Arthur II is no 
different.  Champions for both good and evil  reside across the four 
corners of the land, ready to join the cause or oppose it.

Heroes possess the same abilities as normal rank-and-file units, though 
on most occasions they are considerably stronger in certain disciplines. 
They also possess spell-power and mana which directly impacts the 
strength of magical skills and/or spells.   One other difference is that 
some characters are also afflicted by traits (as seen above.)  These can 
have a  positive effect on the hero (green).  Other traits can impact the 
hero's  capabilities  in  a 
negative  way  (red).   Heroes 
can  also  be  equipped  with 
artefacts  found  or  purchased 
across the land.  These can be 
exchanged  through  the 
character's inventory panel.
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UnitsUnits

A A rmies are made up from dozens of different unit types.  Each units 
has at least one basic attack method with which to inflict damage on an 

opponent.  Some units also possess a secondary attack ability: such as 
archers who can switch to hand-to-hand combat or others may possess 
the ability to cast potent spells.  Formations play an important part in 
combat.  Every unit can assume at least 
one  formation  type.   Formations 
provide  bonuses  during  combat 
depending  on  factors  as  such  whether 
the unit is attacking or defending, or is 
on  the  move.   Units  have  a  manpower  limit  which  cannot  be 
exceeded.  After  taking  casualties  in  combat  these  numbers  can  be 

replenished  by  buying 
replacements  with  gold.   All 
units  gain  experience  points 
and  level-up  gaining  new 
abilities and sometimes skills.
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Skills & AbilitiesSkills & Abilities

EE  very  hero  and  unit 
possesses a basic set of abilities 
and  skills,  just  like  normal 
units.   Depending  on  their 
class, their ability scores will be 

higher in some disciplines than in others.  Perhaps the most important 
ability is WILL TO WIN, which determines their capacity to remain 
in combat and not break and flee.  Every time a hero or unit gains a 
level of experience, they can assign additional ability points to their 
current stats.  Heroes can rise up 
beyond the level cap of normal 
units.   Every  few  levels  units 
also  gain  a  new  skill,  up  to  a 
limit  of  five.   Heroes  on  the 
other  hand  can  increase  their 
repertoire of skills considerably. 
They  can  become  immense 
entities  of  power,  the  more 
battles that are fought and won, 
and the greater progression that 
is made through the main story.

1919



The EnemyThe Enemy

T T hroughout the course of your journey across Britannia, you will 
meet many different types of enemy.  Many will be human in nature, 
other  will  not  be. 
During  the  course  of 
your  adventures,  you 
will encounter and face 
the might of the sinister Formorians.  Little is know of these monstrous 
creatures,  other  than they appeared when the rule  of  Camelot  first 

began to wane.  Their arrival is more 
than  simple  co-incidence.   For  the 
appearances  of  these  inhuman beasts, 
has increased on a par, as the strength 
of the great King Arthur continues to 
fail, with each passing day.  Nor have 
remained a benign force,  for as  each 
season passes, they cajole, recruit and 
conquer  the once loyal  counties  that 
once swore an oath to Camelot. 

 If  their  influence is  not checked and 
reserved, all of Britannia will fall under 
their control.
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Your DomainYour Domain

B B ritannia is made up of dozens of 
counties (or provinces).  Each county 
has one command location, usually a 
castle.  Once the castle is liberated of 
its  defending  army,  the  county  falls 
under  the  control  of  your  hero's 

faction.   The  mini-map  (bottom-right)  shows  which  counties  are 
aligned to the hero's side (Blue), those that are non-aligned (yellow) 
and  those  which  are  aligned 
against your hero (Red).  Once in 
control  of  a  county  any  other 
locations  in  the  region 
automatically switch allegiance to 
your  hero's  cause.   These 
locations  can  be  entered 
providing  certain  benefits  or 
services  to  your  hero  or  their 
army.  In addition diplomacy can 
be conducted on the nobles that 
rule  these  counties,  to  persuade 
them to join your side.
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LocationsLocations

T T here are dozens of distinct locations littered across each 
county of Britannia.  Some of these are castles, which are 
akin  to  the  capital  city  of  that  region.   Strongholds  are 

larger,  more  defensive  versions  of 
these.  Most counties include a village 
or town, where certain troop types can 
be  recruited  to  bolster  your  army's 
size.   In addition, these locations may 
also add points to aspects of the game 
such as Lore.  The benefits provided by locations can be enhanced by 
building  a  host  of  multiple  upgrades.   These  can  enhance  the 
capabilities of the troops they produce or impact on some aspect of the 
hero, such as increasing the rate at which they gain experience points. 
Location upgrades are customizable by players according to the needs 
of your faction.  They must be purchased with gold and the greater 
capacity they provide, the more turns they take to complete.
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FiefdomsFiefdoms

O O nce the capital location of a county is taken by 
the  hero's  army,  it  can  be  assigned  to  one  of  the 

heroes loyal to the cause.  This is achieved by clicking on the icon (top 
left)  within  the  hero's 
general  character  panel. 
The  provinces  which 
can be assigned appear in 
a  list  (shown  on  the 
right),  once  this  button 
is  pressed.   This  list 
contains all the counties 
currently  under  the  control  of  your  hero's  faction.   Any  currently 
unassigned provinces can be allocated to a hero as long as they have 
enough slots free.  In essence the provinces then become fiefdoms and 
are  assumed  to  be  managed by  that  particular  hero.   Any bonuses 
(through  traits  and  skills)  they  may  possess,  are  transferred  to  the 
locations within those provinces.  These bonuses are afforded to the 
provinces  under  their  command  until  control  of  the  province  is 

relinquished.   Every 
hero  can  usually 
command  a  maximum 
of three at any time.
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MoralityMorality

TT  he  Morality  Chart  is  a  measurement  of  your  main 
character's  ethical  and religious  leanings.  As  you  can  see 

below it consists of four of diametrically opposed points: RIGHTFUL 
vs  TYRANT and OLD FAITH vs  CHRISTIAN.  Depending on 

some of the actions taken during the adventure quests the position of 
your morality will change.  If at some stage it lands upon one of the 
shield markers arrayed around the chart, the special unit or ability that 
is indicated will become available to your character.
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DiplomacyDiplomacy

A A cross the once united lands of Britannia there are many 
feudal  lords  who  once  swore  an  oath  to  King  Arthur. 
These rulers come in many guises. Since the demise of the 

realm, these nobles have resorted to protecting their own lands and 
few now venture far from their  domains.  During the course of the 
campaign  these  lords  can  be 
persuaded  to  accept  numerous 
types of treaty,  through the use 
of diplomacy.  These range from 
peace accords, to trade agreements.  A sample of which can be seen in 
the graphic above.  In addition there are three general factions with a 
hold over large areas of the land.  These other factions are not lords of 
a domain, but possess hidden influence throughout the realm.  Your 
reputation with them may become of vital importance during some 

adventure quests 
you  will  face. 
So  keeping 
these  disparates 
group  happy 

will  stop  them from hindering  you,  or  allowing  them to  join  the 
Formorians.  Furthermore, these factions allow you to conduct certain 
unique actions; such as assassinations against enemy-aligned nobles.
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LoreLore

RR  esearch  is  conducted 
through  the  Lore  screen. 
New superior units can be 
unlocked  by  allocating 
research  to  a  particular 
branch of the military such 
as:  cavalry,  archers,  etc. 
Each separate upgrade path 
opens  up  the  knowledge 
required  to  commission 

these advanced unit types.  Once researched they will appear in the 
Military  Advancement  Screen  (below).   Existing  units  can  then  be 
upgraded or fresh units purchased with gold from across the map.
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