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Foreword

By Curt Sibling. December 2004.

Hark!

A scout has reached the gate, bringing news of war - In a fortnight they'll be here, legions of the ancient fear,

Our king he cannot lead, our king is growing old - With a courageous cry, a young man rises from the fold,

“The answer we seek lies in the frozen wastes - I leave at dawn with haste against the...

…AXES OF EVIL!” 

(adapted from a song by 3 Inches of Blood)
Welcome again, to the island of Bitterfrost!

Much is the same, and much is very different from the MGE version.

But this is time I have recreated the scenario from scratch for Test of Time. While some may ask why have I changed my scenario efforts to this problematic version of CIV2, I merely am attracted to the CIV platfrom that allows me do what I wish to do, and gives me funky results. With crazy bitmap graphics, unique units and sounds, along with tons of development space, I would be hard-pressed to bring BF2 to life on the older CIV versions. This is the sum of my best work to date, along with the golden assistence of some bloody amazing people in the CIV-community. This is the result of a meeting of many talents, not least of my peers online.

While there may not be legions of players for the CIV game in these evil times, and perhaps many less so for ToT, I care not! This is a labour of love, this scenario-crafting. I make these creations for my own amusement, like a cruel Lich King resurrecting his servants! And the fact that you now (presumably) are about to dive in and while away some hours of your life with this scenario makes it even more special. I made this just for you!

But listen not to this mad old beggar! Let us dive right in!

To begin, here is an except from the Granite Tome of the Histories:

In the years of cold, the empire was witness to a large island erupting through the waves of the northern sea.

The magelords were convinced this island was the one spoken of in old tomes, sunk during a meteor strike many ages past. Now the promise of rich minerals and meteoric iron has prompted the Imperion to send representatives from his vassal provinces. Each has the grand task of creating a strong colony in the name of the empire...No matter the hardships. The ultimate reward is to be the leader of a new glorious nation.

But you will not be colonising in peace. Evil has plans for survival, and they will not tolerate your presence!

Now you stand at the docks, but you had best check to see if you have all you need!

Do you have CIV2 Test of Time?

Do you have the 1.1 Patch and the ToT No-Limits Patch?

Have you all the scenario zips? Are they installed correctly?

Have isolated the SPR files or have Catfish’s animation lockout files? 

(For the above, a file is included – called Resource.spr)

Check out: http://users.tpg.com.au/jpwbeest/ to get this and other killer ToT add-ons!

If the scenario loads and runs OK, then make a tea/coffee, find a comfy chair, and play on!

What wonders and terrors await you in this land of snow, ice and stone?  

It's time to find out...Let's get on the boat and set sail for Bitterfrost!

Scenario Aims

Bitterfrost2 is an empire building fantasy scenario, taking place on a huge giga-map island populated by maniac creatures, pirates and far worse. Your mission is to pick one of the powers and build a colony into a kingdom, and then a nation. Were you born to be a king? Is your destiny is to be the dominant ruler of Bitterfrost island?

Or maybe your fate is that of a mindless, re-animated skeleton in the service of the Lich Lord? 

Perhaps you will end up a pile of ashes, contemptuously stamped on by purple-skinned fiends?

Well! Let’s take a look at the factions and see who we will be meeting in the scenario.

Factions

The mighty Imperion has sent three colonising forces from the mainland:

The Crusader Kingdom:

Righteous, grim, and some might say prudish, the Crusaders are warriors and seek to unite Bitterfrost with faith, or failing that, with cold steel! They have little time for magic-users, and may even go on a crusade without warning! Their emphasis is on honour, battle and grabbing as much land for their deity as possible!

Good for building and conquering players.

The Bursar Council:

High in the favour of the Imperion, the Bursars could probably buy Bitterfrost island. Gold is what their greedy eyes are on, and there is much of this and other minerals in the mountains of their colony area! Bursars are heavily into commerce and have a vested interest in maintaining their lead in the high lord’s esteem. 

Good for players who like having a trade advantage.

The Coven:

Some call them pagans, or heathen spellwrights, but they call themselves the Coven. They are users of magic and are ruled by noble, druidic families. But these people from the wooded realms are no meek mages, they also excel at the arts of war. This has led to the formation of spell-slinging warriors like the Guardians.

Good for sneaky players, due to their Witch (spy) unit.

But lo! The island has gained the attention of other non-human factions…

Zatarn Tribe:

The tribal Zatarn are somewhat like the Amazons of our own world, except the Zatarn are grey skinned. Not to mention, more brutal, fanatical and numerous. For a long time they lived on small forest communities, battling their enemies, the Urzit. Since the island's appearance, they have flocked there to build a tribal empire. Expanding quickly and butchering foes is the best way to win with the Zatarn.

The Undead:

In the dire East, there has ruled for an age the Undead kingdoms. From this inauspicious realm, fell Spectres have arrived in Bitterfrost and built a keep. Enthroned in black iron, the tyrannical Lich King and his charnel legions will seek to smash all mortal kingdoms and rule the island with skeletal hate. Prepare for war!

Good for those who enjoy playing the villians.

The Urzit:

Infamous for being brigands and pirates in the mainlands, the restless Urzit where thought to have been cleared from the Northern seas many years ago. But as it turns out, their evil Nedlings headed towards Bitterfrost in canoes as soon as it emerged. Under the banner of a charismatic leader, the Urzit might be a real problem!

These are non-playable pests - Due to their event-driven empire, they are there to be a challenge.

The Ancient Empire: AXES OF EVIL! 

Amusingly, in their rush for colonisation, the humans, undead and other races have not paused to wonder why an island the size of continental Europe has suddenly risen after aeons on the sea bed...Raises many questions in your head, eh? A riddle indeed, but even the wise must ask this of themselves:

Why did the place sink anyway? Why did it resurface? What secrets lie inland, and to the deadly North?

And what of the purple-skinned demons that are stammered about by half-mad beggars in the dockyards?
Well, I am not going to tell you!…Unless you hand over a gold drake! Thankee, sir!

There are rumours that the Ancient race that ruled Bitterfrost has something to do with the island's reappearance. Not much is known of these heathens, apart from their odd skin colour and the fact that they reputedly ate their own children for fun, among other bohemian atrocities. The gods hurled a meteor onto their empire and sunk it...A lucky thing, since they had armaments a soldier would soil his armour in fear of!

The Ancients are not intended for play, being perhaps too powerful.

Lore and Research

An entirely new tech tree awaits you as the Humans Kingdoms, which branches into various areas:

Money, Education, Toolcraft, Arts, Rulership, Farming, Ships, and Skills are all categories to explore.

Each will lead to better units, colony improvements, and perhaps even mighty projects to increase your glory!

While some generic techs are for all factions, the humans and ancients each have some special lore 

researchable only by them. All techs are three times harder to achieve than normal CIV2 in this scenario. 

Building Colony Records (library), Laboratory (university) and the Wizard Tower (research lab) will help.

Building Merchants (caravans) or Bursars (freight) will help the march of discovery, as in regular CIV.

The Zatarn are not overly impressed with science, but might trade or steal their way onto the main tech tree.
I will not give too much away, as playing the game is the best (and most fun) way to find out the secrets!

Units, Heroes and Kings

The bit you have all been hankering for: What units are available to build and battle with!

Each faction has a set layout of unit progression, although they may use units with different roles.

Some are buildable and are used in the same way as their CIV2 counterparts, but some 

Special units are only available through quests or feats, and have potent powers!

The way to use your units falls into a similar fashion to CIV2 regulars. Diplo/Spy units do what they usually do, although some units cannot be bribed, and many are insanely expensive to corrupt – Everyone has their price!

Most factions have a defence unit, several warrior/knight units, a cavalry unit and an siege/attack unit.

For Humans, naval units are what you would expect, and better types appear with research. Using your military units require some wise thought. Warriors will be slaughtered if they attack a walled city, filled with defenders. Soften up the foe with a siege unit (high attack/low defence) first. The higher quality the unit, the better defence, don’t soley rely on your peasant pikemen or starting units. The enemy can flatten these with ease!

Some hero units can use the mountains for defence and are very potent – But even these lords can be felled!

Here are the full listings of all the unit types and what niche they have in the scenario:

colonial Units

COVEN************************************************

Shrineguard: Standard defenders

Wayfarer: Arrow-slinging scouts

Guardian: Standard warriors

Countess: Elite warriors

Witch Cavalry: Wolf-riding cavalry

Witch: Scout and spy

BURSAR************************************************

Goldspear: Standard defenders

Sharpshooter: Arrow-slinging scouts

Duelist: Standard warriors

Sentinel: Elite warriors

Golden Cavalry: Wolf-riding cavalry

Bursar: Improved trader 

CRUSASER************************************************

Trueheart: Standard defenders

Loyal Scout: Arrow-slinging scouts

Faithsword: Standard warriors

Paladin: Elite warriors

Crusader Cavalry: Wolf-riding cavalry

Missionary: Scout and diplomat
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ZATARN************************************************

Spear Sister: Standard defenders

Huntress: Arrow-slinging scouts

Axe Sister: Standard warriors

High Sister: Elite warriors

Grey Raiders: Lizard-riding cavalry

Shamaness: Spell-casting attacker

Hearth Mother: Settler and worker

WORK/TRADE************************************************

Peasants: Settler and worker

Engineers: Improved settler and worker

Merchant: Trader

Emissary: Scout and diplomat

SIEGE WEAPONS************************************************

Catapult: Basic siege weapon

Battering Ram: Better siege weapon

Ball Cannon: Potent siege weapon

Musket Artillery: Ultimate siege weapon

NAVAL************************************************

Caravel: Modest trade and attack ship

Galleon: Improved trade and attack ship

Frigate: Fast and potent trade and attack ship

Steam Frigate: Ultimate trade and attack ship

Dark Galleon: Dangerous Undead and Urzit vessel

Swimmer: Large creature that ferries Zatarn
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Axes of Evil

UNDEAD************************************************

Skeleton Spear: Standard defenders

Skeleton Sniper: Arrow-slinging scouts

Skeleton Warrior: Standard warriors

Bonebeast: Monster-riding cavalry

Wight: Elite warriors

Wight Lord: Non-buildable hero

Vampire: Non-buildable hero

Spectre: Settler and worker

URZIT************************************************

Nedling: Standard defenders

Bold Nedling: Standard warriors

Troll: Elite warriors

Crippler: Lumbering attacker

Harpy: Maniac mutated scouts

Ice Beast: Monstrous cavalry 

ANCIENT************************************************

Doomguard: Standard defenders

Knight of Prey: Standard warriors

Terrifier: Plasma-spewing attacker

Hateblaster: Colossal siege attacker

Vilebeak: Flying scout and cavalry
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Special Units

OTHERs************************************************

Wizard: Spell-casting siege attacker

Heathen Knight: Elite wandering warriors

Witch Hunter: Mage-hating attacker

Thief: Diplomatic stealer

Diseased Wolf: Savage attacker

Mighty Warriors

The HEROES************************************************

Slode the Slyfoot: 

A infamous underworld figure, Slode has some personality problems, with anger management issues.

Despite his obvious insanity, he is a stealthy type and can move huge distances quickly. 

He can be found in a dungeon North of the Coven area, across the river…

Bhurkis the Mighty:

This character hails from the East, and was chased from his realm for his…Camp nature, let us say.

Do not be fooled by his oiled hair and lisping voice. Bhurkis is one tough cookie.

He can be found to the North-West of the Bursar area, over the mountain range.

Othmok Deepeye:

A nonchalant ranger of great fame. His knowledge of dubious smokable hallucigenic plants is vast.

When he is clear-headed enough to fight, his stealth and prowess with a bow is second to none.

He can be found in the woods North-East of the Coven area.

Hongal Armbreaker:

From the desolate Northern hills of the mainland, Hongal is a well-known wanderer and drunkard.

But he also has a proven talent for defending castles and keeps, a skill he usually boasts of.

He can be found somewhere in the North, near the Urzit area.

Goldfist the Greedy:

From the Vangronian empire, this well-heeled warrior throws cash around like the hammer he wields.

But luxury has not made his armoured fighter soft - Few can survive a hit from ‘his little friend’.

He can be found somewhere to the North-East of the Bursar area – There may be a clue…

Nathnael Sternsteel:

Never will you find a more mighty knight than the lordly Sternsteel. Except that his faith is wavering.

Even though he is having a religious crisis, he can still perform his duty in battle – And then some!

The Crusaders will be visited by this hero when they research The Bitterfrost Church.

Irene the Maiden:

A famed beauty. Why this wealthy witch is being ‘held’ by a troupe of sweaty brigands is anyone’s guess. 

She is more interested in physical, rather than magical experimentation, but can still hurl a deadly spell.

Irene can be found to the North-West coast of the Coven area.

Captain Lopaz:

The Imperion’s own champion. Surely all warriors aspire to the lofty heights of this glorious soldier?

Sadly, he has fallen from the Imperial favour, and has been sent to Bitterfrost as a punishment.

He is moping somewhere to the East mountains of the Bursar area. 

These heroes, coupled with a few of the non-buildable units can be formed into a sort of ahem...'fellowship', who can carry out quests and wars. To kill of some of the evil factions, you must capture their main city, so trying to battle towards these well-defended keeps will be akin to a race against time, while their evil attack units give your colonies a proper pasting!

Glorious Leaders

KINGS************************************************

Queen Zexxa:

The evil leader of the Ancients, recently awoken from several thousand years frozen in deadly ice. This purple she-fiend is a sorceress of immense power, incredible beauty and hideous egotism. Self-obsessed and ever-ready to carry out any act of shameless exhibitionism, Zexxa wishes to return the Ancients to their previous stature. It is said she creates her warriors from some form of magical birth, how she does this is unknown.

Lich King Ralk:

A powerful Lich Lord, but bored with the competition in the Eastern doomlands. Ralk petitioned Kharon the Shadowmaster to grant him the chance to conquer Bitterfrost. The ageless necromancer agreed, but failure would mean Ralk’s ‘unbinding’…So the Lich king sent a group of spectres to construct a dank keep in the North of the island. With his career at stake, Ralk knows Bitterfrost must be turned to the undead!

Shamaness Sageera:

Becoming the leader of the Zatarn is no mean feat! The amount of killing, duels and betrayal in their ranks makes any attempts to gain leadership a very risky business! Nevertheless, Sageera has managed to wade through a river of blood (luckily it was all that of her rivals) to wrench the bone-wrought crown of chief shamaness from the dying, agonised grip of the previous owner. Now she seeks to conquer Bitterfrost.

Lord Zilas:

The greatest economist of the age, the wily Zilas is the perfect man to run the Bursar's fortunes. A consumate trader, diplomat, parton of the arts and high culture of the mainland. Behind this golden veneer, though, lurks a ruthless nature. The warning that Zilas is 'not a man to be trifled with' holds no mere myth...He is not above 'removing' bold business rivals or troublesome enemies...

Deacon Zameestal:

The current head of the Crusader Church and defender of their faith. He is known for his more expansive mindset. He is rather tolerant when compared to the more fanatical forebears that ruled before him. A pragmatist Zameestal also knows religions need to be paid for in some fashion, so he is eager to found many money-spinning concerns in Bitterfrost, and to defend them too!

Priestess Galeena:

The Coven's aristocrats have found a real leader in Galeena, they had found a noblewoman who at the same time could beguile with her smouldering beauty and also could intimidate with the cold steel of her withering glare. This dominant sorceress has fire in her blood and allows no nonsense. Galeena is absolutely determined to make the Coven supreme among the realms on the island. And who would argue with her?
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Improvements

No matter what Bitterfrost kingdom you choose to play, there are improvements that can be built to enhance the colonies that you will be growing. Some improvements are restricted to certain factions, but some are available to all. Here is the full list, including the various treasures/wonders that can be gained.

Palace – The nerve centre of the colony. 

Barracks – A place to house, heal and train troops 

Colony Stores – Helps famine be avoided, as only half the food is used when a colony grows.

Heroic Monument – Commemorates a great deed or event in the colony, makes two people happy.

Market – Increases trade and luxury in the colony.

Colony Records – Increases wisdom and lore in the colony. 

Bailiff – Helps fight corruption and theft in the colony. 

City Walls – Stout walls to protect the colony.

New Houses – Enables the colony to expand beyond size 8.

Merchant Guild – Increases trade and luxury in the colony.

Crusader Church – Provides contentment to Crusader colonies.

Laboratory – Increases wisdom and lore in the colony.

Food Tariff – Eliminates pollution caused by population.

Theatre – Three unhappy citizens are made content. 

Iron Works – Increases resource production in colony by 50%.

Manufactor – Increases resource production by an additional 50%.

Sorceress – Protects everything within three spaces of the colony from evil attack.

Waste Furnace – Decreases the pollution caused by Iron Works. 

Mining Guild – Increases Iron Works output by 50%.

Alchemy Guild – Increases Iron Works output by 50%, it might explode!

Bursar Guild – Increases tax and luxuries output by an additional 50%.

Grand Houses – Enables the colony to expand beyond size 12.

Farmer Guild – Allows squares in the colony's radius with the "farmland" improvement.

Work Tariff – All squares in the colony's radius with roads produce 50% more trade.

Wizard Tower – Increases wisdom and lore in the colony.

Trebuchet – Units in colony are doubled on defense against air units.

Sea Fortress – Units in colony are doubled on defense against shore bombardment by enemy ships.

Saw Mill – Increases Iron Works output by 50%.  

Fishing Quay – All ocean squares in the colony's radius produce one extra unit of food.

Mainland Port – All ocean squares in the colony's radius produce one shield.

Tenant's Pact – Decreases unhappiness caused by troops away from colony by 1.

Dockyards – Colony produces veteran naval units. Repairs sea units who stay for a month.

Hoard Treasure – Turns production into trade.

Wonders and quests

Many are the glorious rewards for daring deeds and victory against your foes! All over Bitterfrost are dungeons, guarded by evil curs, and awaiting a bold player to storm the depths and win everlasting fame and other, more tangible profits! The red cities are the owned by the barbs, and taking these cities can only lead to good things, regardless of your faction. Anything from a useful hero to mighty artefacts that can tip the balance! These quest wonders are instantly awared to a major colony, unlike normal buildable wonders! So gather up the doughty warriors and some seige engines and liberate those caves!

Here are all the wonders available to build or quest for!

Fertility Festival 

Many cultures in the old world celebrate the harvests and good fortune with festivals, the Coven being a famed patron. In the colonies, there are many people who miss the good old days back in the mainland, when young bucks and pretty wenches would dance, and the folk would all meet and swig ale. Perhaps these fine festivals could be begun in Bitterfrost too?

Vobilus the Bard

The famous bard from Steelheight in the mainland. He has played for pretty wenches and haughty queens alike. It is said he travelled to Bitterfrost to gain inspiration, but not much has been heard of him since. Where is he?

Meteoric Iron Monopoly

If one of the kingdoms gained full rights to the Meteoric Iron seams in Bitterfrost, the riches would 

soon flow afterwards...But as yet, the Imperion has not decided to reward a kingdom with this boon.

Admiral Casphasto

This sea dog is well known in the ports of the mainland. At various times a pirate, commander and hero, the Imperion holds him in esteem, and sent him with a pardon to deal with the Nedling-funded privateers in Bitterfrost. Admiral Casphasto has not been heard of in recent weeks though...

Lich King

Ralk was once a mere necromancer in the service of the Shadowmaster. Countless wars and campaigns followed, and eventually he was elevated from undead revenant to demi-lich and finally to full lichdom. Once the black crown of dire command was placed on his head, he sought to gain ever-lasting infernal glory by conquering Bitterfrost as his own evil kingdom.

Heroic Tale of Lopaz

A tale that is being written right now. Lopaz is one of the most heroic soldiers in the Imperion's armies. While he has done much on the field of battle, the machinations of court life are where he failed. Due to jealous types in the Imperion city, he is no cashiered to the Bitterfrost garrison. Perhaps a new adventure here will gain him notice again?

Blade of Magick Steel

Many are the magic artefacts in the world. But none are so sought after than the mighty swords of enchantment. Mages are convinced there is a glorious blade of power hidden in a dark islet city to the East of Bitterfrost.

Meteoric Armour Smithy

Meteoric Armour is rated among the best protective gear that can be made by the human realms. It can be found worn by noble high knights of the Crusader Kingdoms, or shaped around the gracious curves of a Coven Countess. Only the most well-heeled of warriors march to battle with Meteoric Armour.

Vast Abandoned Mines

The Ancients and their enemies marched to war in ranks that would stun the mind of a warrior of the current day. The also deployed huge war engines of the most impressive kind. These war efforts needed vast amounts of productive smelting and forge work. So the learned minds think that there must be vast mines in the depths of Bitterfrost. Obviously, finding and using one of these great workshops would benefit the owner greatly.

Tirus the Talker

This man is famous for wandering the world, and of his telling tales about what he has seen. 

A useful person to have around, they say...

Crusader's Armour


The Crusaders have long searched for the fabled suit of plate armour that supposedly belonged to the original knight whom the base their faith around. Many rumours say the great knight may have visited Bitterfrost…

Mysterious Schematics

Many are the mysteries of the Ancients. Among their lore, rare plans and blueprints are much sought for.

Kandvhan's Journey

Few men have the bravery to withstand the hardships of the wildest lands of the world. And fewer still actively seek them out. Kandvhan is such a man, though. He wishes to map the island of Bitterfrost for the glory of the human realms and is seeking sponsorship for this feat. Perhaps an enlightened leader will help him?

Ice Monarch's Palace

Those who become kings in the island of frost should mark the event with a great keep worthy of a monarch. That indeed would give Bitterfrost a famed landmark.

Circus Giganticus

In all the greatest cities of the world, there are the mighty arenas that entertain thousands of people at a time. Mock battles, comedy theatres and all manner of spectacle can be seen in these vast structures. The Imperion usually grants a colony the funds to begin a Circus as a reward when it reaches a certain level of development, but on Bitterfrost he may allow a single massive 'Giganticus' version. That would be the envy of all!

Saga of the Stones

A famed spell-creation book, highly prized by the Witches. It was lost many ages ago.

Imperion's Gift

The mighy leader of the kingdoms will reward his loyal vassals for good service and brave deeds.

Ancient Dark Grimoire

The Ancients were privy to secret lore and technology far beyond that of even the great kingdoms of today. If wise men could gain a peek at any of the dark race's elder books, it would no doubt lead to a breakthrough in technology, or even two!

Obisidan Throne

The fabled black fortress of the Ancients is centre of their kingdom and the 

Obsidian Throne is where the evil queen Zexxa rules her minions.

Bitterfrost Thief Guild

The guild of thieves is a well-known and extensive institution in the mainland. They are known to be seeking a foothold in Bitterfrost too, but would require the backing of a human kingdom first...

Council of Witches

Magic users know they have to stick together, as there are many enemies and fanatics that would easily blame many trumped-up charges of heresy against individual witches and wizards. Perhaps a formal alliance is called for to present a power face to these holy hatemongers?

Verach the Engineer

A great artisan from the mainland. He travels all over the world. His current whereabouts are unknown.

The Great Parley

It would be a good thing if the kingdoms could put aside their differences, and reach diplomatic agreements rather than reaching for steel. Perhaps a great forum for this purpose would help prevent wasteful war and suffering?

Cartographicon

It is said that Zexxa can see the entire island using an infernal device. Her hostile eyes are always watching…

Gem of Hidden Wisdom

A great artefact of elder magic. It is part of the Imperion’s private collection of fabled items.

Grand Oath of Empire

When a realm becomes a member of the Imperion's benevolent family, they are called to speak the oath of loyalty to the Imperial father of the world. It goes thus: "Gods of war I hail thee, my sword is by my side. I seek a life of honour free from all false pride. I will crack the whip with a bold mighty hail. Cover me with death if I should ever fail. Glory, Majesty, Unity - Hail, Hail, Hail"

INSTALLING BITTERFROST.

Here is what to do in ToT to make Bitterfrost work. 

Make sure you have the 1.1 patch!

Make sure you have the Resource.spr file in the zips!

Create a 'Bitterfrost' folder in your ToT game directory. Or where you have your other scenarios.

Then within this new 'Bitterfrost' folder, make a new 'Sound' folder.

The contents of the Bitterfrost-II, Imp1, Imp2, and Imp3 game zip files go into the 'Bitterfrost' folder.

The contents of the Sounds1, Sounds2, and Sounds3 zip files go into the 'Sound' folder.

Now, you are ready! Make a cup of tea, sit back, begin the scenario and enjoy.

And, please feel free to give me any feedback on what you think...

CONTRIBUTIONs , CREDITS - Thanks

Glory to the Brave!

The crown of victory is placed upon the heads of:
Catfish,

Favouredflight,

Fairline, 

Erwan,

William Keenan,

Cyrion,

Jim Panse,

Arthedain,

Harry Tuttle,

Techumseh,

Broken_Erika,

Agricola,

Typhoon,

Boco,

St. Leo,

Exile,

Bebro,

Tanelorn,
Pericles,

Gagliaudo,

Dr Kellogg,

A mighty hail to all the civ2 warriors at Apolyton and evolution games!

Offers of money, jihadist death threats, Jennifer Aniston clones, etc:

curtsibling@fire-bug.co.uk (spamm will be answered with a nuke strike)

I dedicate this Scenario to my pet dog, Max, who died in November 2004.

We shall meet again in the Schwarzwald, old hound!
