The Unofficial Newby’s Guide to Using the Medmod IV
by Wes Whitaker

As a unofficial Guide to Playing the Medieval Mod IV, I would recommend that you familiarize yourself with the readme and spreadsheet as much as possible, then pick a faction that you are very, or most, familiar with to play as.

Go back over the charts and readme for this one faction to pick up all you can, then just take things as they come. Printing out the units’ page of the spreadsheet is really essential for this. If you run into something you don't understand, you should almost always be able to find the answer somewhere in those documents- the comments in the spreadsheet can be very informative regarding odd details. Hit either the Windows or Escape keys to minimize the game if you need to look up something without having to stop the game. Then, you can read up on other factions as you encounter them in battle. There are really only a half dozen or so units who have had their stats altered to the point that their role in the game has changed, and most all of these are non-Catholic units.

Yes, you will be learning the game anew to some extent, but why is that a *bad* thing, especially if most all the new stuff should turn out to be pleasant changes? For me, one of the attractions of games is getting to learn new things and new ways of doing things. And my goal with the Medmod is to polish and perfect what is already a great game, not to turn it into some unfamiliar. So, while the readme and charts may make it seem that the game has been radically changed, they are really a small percentage of the entire game. Most of the changes are subtle, and when you play it I feel confident that you will adjust to the changes comfortably and rapidly, and come to enjoy the game even more than before, as have so many others before you. And as has been pointed out, some of the changes might not seem needed at first, but once you observe the flow of a game with them, their value becomes apparent. Trust me. ;)
