All Manors have a Rating.  The basic Rating of the Manor is equal to the Librum profit of the Manor times ten.  Thus, the basic Manor will have a Rating of 60.

Manor (60)

Each year, the owner of the Manor will roll on the following tables to determine the events.

Step 1 – Crops

Since the bulk of the Manor’s income comes from the crops grown by the serfs of the fief, the income of the Manor will vary according to the crop yield.

Table 1 – Crop Yield

01 – 02
Meager Year
-3 £
-3 to Manor Value per successive years

03 – 06
Fair Year
-1 £
-1 to Manor Value per successive years

07 – 15
Average Year
+0 £
No change to Manor Value

16 – 20
Excellent Year
+2 £
+1 to Manor Value per successive years

Step 2 – Manor Upkeep

A reasonable amount of upkeep on the Manor is assumed to be performed without any additional expenditure or cutting into the profits of the Manor.  The Lord of a Manor can choose to forego Upkeep on a Manor in order to turn a greater profit for certain years.  Unfortunately, forgoing Upkeep often has a disastrous long-term affect on the Manor as a whole.  A Lord does this at his own risk.  

Table 2 – Manor Upkeep Choices

Meager Upkeep
+2 £
-3 to Manor Value per year

Fair Upkeep
+1 £
-3 to Manor Value per 2 years

Average Upkeep
None
No change

Exceptional Upkeep
-1 £
+3 to Manor Value per 2 years

Opulent Upkeep
-2 £
+3 to Manor Value per year

Step 3 – Taxes

The Lord of the Manor will be forced to decide during the Winter Phase what level of Taxes to impose upon his serfs during the upcoming year.  This is decided with two factors: Rate and Leniency.  The Rate will determine how much in Taxes the Lord will require from his serfs.  The Leniency factor will determine how much leeway will be given to his subjects if a bad year is encountered.

The Steward making a Stewardship roll resolves collecting Taxes.  This roll is modified by the Leniency of the Lord.  If the Tax Check is successful then the appropriate amount of taxes are collected and the result listed in Table 3a takes effect.  If the roll is failed, then the player would check Table 3d to find the results for the year. 

Table 3a – Tax Rates

Light
+5 to Stewardship roll

Fair
No modifier to Stewardship roll

Heavy
-5 to Stewardship roll

Table 3b – Tax Leniency

Lax
-10 to Stewardship Roll

Fair
No modifier to Roll

Stern
+10 to Stewardship Roll

Table 3c – Successful Tax Results

Light
-2 £
All subjects get a Loyalty (lord) check

Fair
No change
No effects

Heavy
+2 £
All subjects lose one from their Loyalty (lord) Passion

Table 3d – Failed Tax Results

Light
-3 £ 
No effects

Fair
-1 £ 
All subjects lose one from their Loyalty (lord) Passion

Heavy
+1 £
All subjects lose two from their Loyalty (lord) Passion

Step 4 – Fortune

Sometimes good things happen to the Manor.  At other times ill fortune befalls the Lord and his subjects.  This step will encompass whether Lady Luck smiles upon the Lord and his fief.

Table 4a – Fortune Type

01 – 03
Ill Fortune

04 – 17
No Fortune

18 – 20
Good Fortune

Table 4b – Ill Fortune

01 – 04
Drought
-1 £ to income, -5 to Manor Value

05 – 08
Famine
-2 £ to income, -5 to Manor Value

09 – 10
Plague
-1 £ to income, -10 to Manor Value

11 – 13
Disease
-2 £ to income, -10 to Manor Value

14 – 16
Fire
-1 £ to income, -10 to Manor Value

17 – 18
Severe Disaster
-2 £ to income, -15 to Manor Value

19 – 20
Battle
Battle Check, if successful –10 to MV, if failed –20 to MV

Table 4c – Good Fortune

01 – 08
Immigrants
+5 to Manor Value, +1 £ in income

09 – 10
Village Founded
+10 to Manor Value, subjects get Loyalty (lord) check

11 – 13
Trade Route
+5 to Manor Value

14 – 18
“Good Press”
Subjects get Loyalty (lord) check, +5 to Manor Value

19 – 20
Resources
+15 to Manor Value, +1 £ in income

Step 5 – Determine Income

At this point the Lord will determine the income for his Manor.  This is done in two steps.  First, the base income for the Manor is calculated.  This is done by dividing the Manor Value by 10, which yields the base Libra income.  Then, any modifiers from Crops, Upkeep, Taxes, and Fortune are added to this value.  This is the amount of profit the Manor has brought in.

Step 6 – Tallage and Impost

The Lord can also ask for Tallage and/or an Impost.  The Impost will bring in an additional Librum but will reduce the Loyalty (lord) passion of his subjects by one.  Tallage is performed by requesting that your subjects give you more income for a good reason.  First you must request the Tallage, this is done with an Orate check.  Success adds 3 to the subsequent Loyalty (lord) check for your subjects, a critical success adds 5.  Failure subtracts 5 from the roll, and a fumble results in no moneys at all.

The Loyalty (lord) check that follows will determine the Tallage from your subjects.  A successful check will yield d3 Librum while a Critical Success yields d3+3.  Failure provides you with no additional income and a fumble reduces their Loyalty (lord) Passion by one.

Land Improvements
Cost
Manor Value Modifier
Upkeep

Additional Field (approx. 1 acre)
½ £
+1 to MV
None

Barn
12 d
+1 to MV (max 3)
None

Commoner’s Dwelling
3 d
None
None

Fine Church
50 £
+10 to MV (max 1)
½ £ (each)

Large Castle
147 £
+90 to MV
7 £

Manor Hall
2 £
+10 to MV (max 2)
½ £ (each)

Medium Castle
102 £
+65 to MV
5 £

Motte and Bailey Castle
25 £
+15 to MV
1 £

New Village
25 £
+15 to MV
None

Ox Shed
2 d
None
None

Reinforced Motte and Bailey Castle
65 £
+25 to MV
2 £

Small Castle
82 £
+40 to MV
3 £

Small Chapel
8 £
+5 to MV (max 2)
¼ £ (each)

Small Stone Tower
10 £
+5 to MV
¼ £ (each)

Stone Bridge
5 £
+3 to MV (max 4)
¼ £ (each)

Manorial Improvements
Cost
MV Mod
Upkeep

Fire place and chimney
1 £
+1
¼ £

Fish Pond
120 d
None
None

Flower Garden
75 d
None
None

Furniture, Excellent
4 £
+5
None

Furniture, Fine
2 £
+3
None

Furniture, Good
1 £
+1
None

Glass Windows
80 d e
+1 after all windows
¼ £ (for all)

Small Orchard
1 £
+1
¼ £

Tapestries, Excellent
3 £
+3
None

Tapestries, Fine
2 £
+2
None

Tapestries, Good
1 £
+1 for all Tapestries
None

Tile Floor
1 £
+1 per level
¼ £

