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1  KEY INFORMATION

Welcome to this  Multiplayer Setup and familiarization guide for owners of 
March of the Eagles [TM].

This document has been created to assist players in understanding:

• How to setup a multiplayer game
• How to join a multiplayer game
• Use the multiplayer specific portions of the interface 

In case you are new to PC multiplayer gaming some definitions are explained 
here for your benefit:

• Host: The player (and their PC) that has initiated the game.
• Client:   Other  players  (and  their  PCs)  that  have  joined  (or  are 

attempting) to join a Multiplayer game hosted by another gamer.
• Metaserver: Paradox's multiplayer matchmaking service.
• Internet Game: A multiplayer game played over the web with a host 

and other players from different locations, towns and cities, and even 
other countries.

• LAN Game: A game played locally generally connected by a Local Area 
Network. 

• Connection  Speed:  The efficiency  by  which  your  PC  is  able  to 
communicate with other PCs in a multiplayer game.  The higher this is 
the better.

• Firewall:  This  is  usually  a  piece  of  software  on  your  PC  that  is 
responsible  for  keeping  bad  things  from  infecting  your  computer, 
from the internet.

• Router: This is a physical piece of kit used to connect your PC to other 
PCs either locally or to the internet.  It may have to be configured to 
allow multiplayer play.

• Game Lobby:  This is an screen within the game where like-minded 
players can join to discuss setting up a multiplayer game.

• Co-operative Multiplayer:  This refers to the ability of  the game to 
allow more than one play to play a specific nation or faction.

• IP Address: This is the method of identification used by the internet to 
send information to and from your computer.

• Ports: The  methods  by which data  is  sent  from a  computer  to  the 
internet, VIA a router.  These may have to be configured to allow play.
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2  STARTING A MULTI-PLAYER GAME 

Once you have mastered the Single-Player campaign, you may seek a greater 
challenge. Then you will turn to this button, and you will learn: what is best in 
March of the Eagles[TM]? To crush your online enemies, to see them driven 
before you.

And this is the place to do it! From this interface, you can host or join a game, 
whether over  Internet or  LAN. You can also join games on the  Metaserver 
from here.  

A  great  place  to  find  others  who want  to  play  multiplayer  March of  the 
Eagles [TM] is on the Paradox Forums at:

http://forum.paradoxplaza.com/forum/forumdisplay.php?674-
March-of-the-Eagles

Go to the forum for March of the Eagles[TM], and you are sure to find others 
eager to try out their skills against a crafty human opponent. When starting a 
multiplayer game, you will first need to establish a connection between each 
of the players’ computers. 
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•

March of the Eagles[TM] supports  multiplayer games with as many as 32 
players;  for  practical  purposes,  you  can  only  achieve  the  necessary 
connection speeds for this many players when all players are on a LAN. If you 
are connecting over the  internet, you will usually obtain the best results if 
you limit the number of players to a dozen or fewer.

One player must act as the host for the session, and all other players will be 
clients. If there are more than a few players, the ideal host will be the player 
with a highest internet connection speed and most powerful system. Due to 
the volume of data being transferred during play, and the continuous-time 
nature of the game, you will not be able to use a conventional dial-up modem 
for multiplayer games.

3  PRELIMINARY REQUIREMENTS

Before launching the game, each player must ensure that his system is set up 
to receive and transmit the necessary data. In the vast majority of cases a 
client will not need to do anything; however, most people now use at least one 
software  firewall program  and  many  people  will  also  wish  to  play  on  a 
computer that is behind a router. 

Most routers also include firewalls that can interfere with communications. 
Depending on your exact combination of hardware and software, this could 
still interfere with communication. A host that is behind a router will almost 
certainly need to enable port-forwarding to establish a connection with the 
clients.

You may need to ensure that your  firewall software permits  March of the 
Eagles[TM] to access to the internet, and that port-forwarding is enabled on 
your router (if applicable). Due to the huge variety of routers and differences 
in  firewall software,  we  cannot  provide  comprehensive  or  fool-proof 
instructions on how to do this on every possible combination of hardware and 
software.  For  legal  and  practical  reasons,  we  also  cannot  automate  this 
process.  Please refer to your  router and  firewall user guides to determine 
how to meet these requirements.

If  you will  be playing a game where players will  connect directly over the 
internet without using Paradox’s free “Metaserver”  matchmaking service, 
the host will also need to determine his computer’s current  IP address and 
communicate this to the clients.
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4  CONNECTION TYPES

Once you have ensured that you will be able to connect to other computers, 
click the “Multiplayer” button on the Main Game Menu. Type in the player name 
you would like to use for this session in the space provided. This is the name 
that other players will see on their screens and in the game. You must then 
choose between several options of how to establish your connection with the 
other players’ computers:

   4.1 HOST
To  Host a  game,  select  the  “Host”  
button.   This  allows  you  to  Host 
either by a LAN or by direct Internet 
communication.   You  may  have  to 
configure  your  firewall,  or 
specifically open ports in order to do 
this properly. 

You will  be asked to choose a name 
for  your  game  session.   Then  click 
“Host” again  inside  that  interface, 
and  you  will  be  taken  to  the 
Multiplayer Lobby,  where  you  will 
wait for the other players to join the 
game.  It will then display the initial 
multiplayer  “lobby”  that  is  very 
similar  to  the  interface  you  are  accustomed  to  seeing  when  starting  a 
single-player game. The clients may now connect to your game.

   4.2 JOIN LAN GAME
To join a LAN game, first click the “Scan” button on the current interface. The 
Host’s game should appear in the list box at the top of the menu.  Highlight 
the name, and click on “Join LAN Game.” This will take you to the Multiplayer 
Lobby.
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   4.3 JOIN INTERNET GAME
If you will be connecting to a Host directly over the Internet, click on “Join  
Internet Game,” and you will be asked to enter the Host’s IP address, which he 
should  have  supplied  to  you  before  play.   Once  you  have  done  so,  the 
computer will attempt to establish a connection with the Host, and you will 
be taken to the Multiplayer Lobby.  If it cannot find it, wait a moment and try 
again, or contact the Host for more instructions.

   4.4  METASERVER
Paradox  offers  a  free  matchmaking  service  for  finding  Multiplayer 
opponents.   Players  will  meet  in  the  Metaserver  chat  lobby to  arrange 
games.  The Metaserver will help create and join games from there.  Once the 
connection is  established,  the  Metaserver releases  the  Host and players, 
who will play the game just as if they had established the connection directly 
over the Internet.

IMPORTANT:  Port 1642 is used when connecting to the metaserver.
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5  THE MULTIPLAYER LOBBY
The  Multiplayer  Lobby is  where  players  assemble  before  starting  a 
Multiplayer game.   All players have to be present and must choose a country 
to play before the game can start.   This is controlled by the Host.

The Multiplayer Lobby looks very similar to the interface you normally see 
when you begin a single player game. The panel to the right of the map will  
contain a list of each player that has established a Connection to the Host. 

Beside each player’s name is the shield of the country that he will be playing, 
and the name of that nation will be displayed in parentheses after the player’s 
name.

If you are resuming a saved game, the Host should click the Save Game tab and 
load  the  save.   The  file  will  be  loaded  to  the  host’s computer  and  also 
compressed and sent to each of the clients’ computers. 

Each client will unpack and load the saved game so all players are beginning 
with the correct data.  This process could take a few minutes if the save game 
is large or if players have slow internet connections.  All players must have 
the same save loaded before the game can begin.
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When you first connect, you will receive the default  Rebel Flag,  indicating 
that you have not yet selected a country.  Once the starting date is set or a 
saved game has been loaded, country selection is done exactly the same way 
that you normally use for a single player game.  Each player should select a 
country to play; as this is done, the country’s shield and name will be updated 
beside the player’s name.

March of the Eagles[TM] supports “Cooperative Multiplayer” games where 
more than one player selects the same country. If two or more players will be 
sharing a country, each player will have the full range of controls over every 
aspect of that nation.  It takes a bit of practice to avoid accidentally undoing 
something that one of the other players had chosen to do with the realm, but 
this type of  game can be a lot of  fun if  each player is agrees to manage a 
specific area of controls or handle combats in a certain theatre of the world.

You can Chat with other players in the Lobby by clicking in the Text Box at the 
very bottom-left  of  the screen and typing your message.   The text will  be 
communicated to all players when you press the enter key on your keyboard 
and will appear in the area immediately above the text box.  There is no way 
to filter this communication to have private conversations with only a few of 
the players, although this is possible once the game has begun.

Once  all  players  have  selected  a  country,  the 
“Play”  button in  the  lower-right  of  the  Host’s 
screen will be highlighted in gold.  The Host can 
then launch the game by clicking the button. 

There will be a brief delay as the necessary data 
is loaded, at which point you will see a display of 

each of the players that is ready.  One by one (depending on the capabilities of 
their systems), each player’s shield will be highlighted in gold.  Once all of the 
players are ready,  the host can click the  “Start” button and the game will 
begin.
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6  THE METASERVER

Paradox maintains a Multiplayer matching service for registered owners of 
March of the Eagles [TM]. When you register your copy of the game, you will 
be  asked if  you  also  want  to  register  for  the  Metaserver.  It  takes  only  a 
minute or two to go through the steps, create a  username and  password, and 
begin using the Metaserver. There is 
no  registration  fee,  we  will  never 
divulge any private information, and 
you will never be charged for using 
the service.  It  is  completely  free to 
all of our valued customers.

Once you have registered,  click  the 
“Metaserver” button on the Connection  
Types menu to connect to our service. 
After  entering  your  user  name  and 
password,  you  will  connect  to  the 
Metaserver’s main  chat  lobby 
where  you  will  see  a  listing  of  all 
other players who are online at the 
moment and might be interested in 
joining a game. 
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After finding a few interested players, you can create a separate chat channel 
where you might discuss who will host the game, and which countries you 
will each play.  Once you’re ready to begin, the player who will host the game 
will click the “create game” button to launch the game’s multiplayer lobby. 

The other players will then see the game listed in the  Metaserver and can 
click on it to join.  The Metaserver will take care of the details of establishing 
the connection.

Because this is a free and public worldwide service that may be used by people 
of all ages, we ask that you remain polite and respectful of all other members 
when using the Metaserver.  It is considered impolite to use inappropriate or 
vulgar  language,  and  etiquette  suggests  that  you  not  join  a  listed  game 
without first discussing your intentions with the Host.

Once players have selected their countries using the same process as detailed 
for the Multiplayer Lobby earlier, the Host will click “Play” to start the game. 
The Metaserver will ensure that all players are correctly connected, and then 
will  hand  off  the  game  to  the  Host. From  that  point  forward,  play  will 
continue just as any other Multiplayer game would.
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7  MULTIPLAYER GAMEPLAY

The Artificial Intelligence designed for use in Single Player games of March of 
the Eagles[TM]  should provide an enjoyable challenge for any player, but 
many crave the incomparable experience of playing against a living, thinking 
human opponent.  For this reason, Multiplayer games are more difficult, and 
present more complex gameplay.

There are very few differences between a singleplayer game and multiplayer 
game.    Although the AI  of  March of the Eagles[TM] is  quite  competent, 
there  is  no  greater  challenge  than  to  pit  yourself  head-to-head  against 
another  human  player.   Large-scale  multiplayer  games  that  involve  many 
players in close proximity to  one another,  all  vying  for  supremacy,  is  the 
ultimate test of your mastery over the game.

Human players tend to seek any opportunity to exploit or gain an advantage 
over one another, but are also able to form more complex informal alliances 
and  detailed  strategies  than  the  AI  will  normally  be  willing  or  able  to 
consider.  To accomplish this, players need to be able to communicate with 
one another in the game.  

   7.1 MULTIPLAYER IN-GAME CHAT
The  major  difference  between 
Singleplayer and Multiplayer is 
that  you  have  a  chat  window 
which  can  be  used  to 
communicate to other players.   

To  send  a  message,  press  the 
“tab”  button on  your  keyboard. 
This will open a small chat window 
at the bottom of the screen with 
player names and shields listed on 
the  left  and  several  special 
channel filter buttons at the top.

These buttons are used to select 
the  players  who  should  receive 
your messages. Click on a player’s  
name to include him in the list of 
recipients.  
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Players  are organized into channels which can contain any of  the players 
involved in the game.  The default channel where ALL players can send and 
receive messages to every other play is called the  General Channel.   This 
should  only  be  used  to  communicate  session  information  for  managing 
problems or deciding when to finish your the game and call it a night.

Creating a Coalition will automatically create a special Coalition channel for 
all players in the coalition.  If you change your mind, click the player’s name 
again to prevent them from receiving your communication.   Any messages 
typed while a particular Channel is open will only be seen by those players 
belonging to that channel.

Typing  /? will  bring up a list of chat 
commands  that  can  be  used  to 
customize your chat channels further.

Use  /create  CHANNEL_NAME to 
create  a  new  channel  and  /invite 
PLAYER in that channel to add them 
to  your  channel.  Remember  that 
channels are  only  visible  if  you're 
invited to them.  So do not forget to 
add  potential  friends  and  remove 
future enemies.

The X next to the channel can be used 
to  leave  that  channel.  /whisper 
PLAYER, sends a message only to that 
player,  clicking  the  players  name  in 
the chat sidebar initiates a whisper to 
that  player.  Whispers are  shown  in 
purple.
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Chat messages are  typed through the  message  box.   Messages  should  be 
typed  and  then  the  “enter”  key pressed  on  your  keyboard.   The  text  will 
appear on the screen and in the history log of all players you have selected to 
receive the message.  They can then reply using the same technique.

Chat messages are also shown as small pop-up texts so that you don't need to 
have the chat window open at all times.  Furthermore the chat window can be 
dragged and placed anywhere on the screen for ease of play.

There are a few rules that you should remember that will affect multiplayer 
games:

• Any special strategies that you have developed to defeat AI-controlled 
nations will probably be known or anticipated by other players. 

• You should not expect human players to behave as AI countries do, 
and should plan accordingly.

• Any player may pause the game at any time he needs a little time to 
react to something; the game may then continue as normal. 

• Any other player can also un-pause a game that another player has 
halted, so it is usually a good idea to discuss acceptable pauses or come 
to an agreement as to how often and how long a player should pause. 
This  prevents  frustration  or  unnecessary  disagreements  between 
players.

   7.2 ENDING A MULTIPLAYER GAME
Since a full game will often require many sessions of play, you will need to  
save and exit the game several times during the course of the campaign.  We 
recommend that prior to each session, all players agree to a time or game date 
when the session will end for the day.  When it is time to stop, the host should 
pause and save the game, and then remind players that the session has ended 
before quitting the game.
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If  a  client  quits  prior  to  the  end,  or  if  a  player’s  internet  connection  is 
disrupted, the other players will be notified that the player has dropped out 
of the game.  It is usually best to pause, save the game, and have all players 
exit and then reconnect to the host to resume play from the point that it was 
saved.  If a country that was previously controlled by a human is not selected 
by a player when the save is loaded, the AI will take control of that nation for 
the subsequent session.

   7.3 WHERE TO FIND OTHER PLAYERS
If you are looking for other players who might be interested in a multiplayer 
game,  you  should  register  at  the  forum:  http://forum.paradoxplaza.com 
and then connect to Paradox’s Metaserver.  We have a large number of users 
scattered across the globe, so there will often be 
other  members  there  who  are  looking  for  a 
game at almost any hour of the day or night.

Navigate  to  the  March  of  the  Eagles[TM] 
multiplayer sub-forum  and  check  to  see  if 
there  are  any  new  games  that  are  being 
organized or any existing games in need of new 
or substitute players.  You can also post a new 
thread to express your interest in finding a new 
game and are likely to receive a response fairly 
quickly.

The  multiplayer forums are also an excellent 
place to get tips from other players, and to get 
help in resolving any problems you might have 
making  multiplayer  connections with  your 
specific combination of hardware and software.

Now it is time to unleash the Eagles...
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