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Upon entering the program you will be brought immediately to the Main page 
 

 
You will notice that you will have 7 buttons at the bottom of the form. 
If you used the Hywar Elite then you will go to the Administrator menu and click Hywar 
Elite Conversion.  This process will go through your Hywar Elite database and select 
each game you created in that program and ask if you want to import that game to Hywar 
Extreme.  Answer any and all the prompts that come through and your Hywar extreme 
will end up having all the data of the Hywar Elite.   
<Note: for a smooth transition please make sure spells in the Hywar Elite program 
characters are separated by a Comma or semicolon. Otherwise the import may not 
contain all the spells for each character> 
    
Note on all Map areas with the application you can zoom into the map by using the 
mouse wheel or by right clicking the map and selecting zoom. 
You can also navigate through the map once zoomed by left clicking and then moving the 
mouse in the direction you wish to navigate to.
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If you do not have any games to import or you wish to create a new game in the program 
then you will click the Create or Delete Game button. 
This will bring up the following screen. 

  
Enter the game number of the game you are creating choose a kingdom from the drop 
down button as to the kingdom you are playing.  Select a start date of the game and the 
current turn you are on in the game.  There is a place to put notes for the specific game 
you are creating but as of yet this note category is not being accessible anywhere in the 
program.  When these fields have been filled out click Create game.  You will notice this 
is also the form to delete a game from your database.  To delete a game you simply enter 
the game number and click delete. 
 
 
Also note that at the bottom of the main form you will have a grid with turn numbers this 
is to keep track of warseason durations learned through prophecy information.  This will 
be specific to each game thus enabling you to keep accurate information to plan by
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Once you have created or imported the games to Hywar Extreme the next step is to ready 
your kingdom for turn entry data.  Click on the button Kingdom/Troops which will open 
the form below.  
 

 
This form will have the Imperial goals and data information of each kingdom.  It has the 
starting map of the kingdom chosen as well as the troop capabilities of the kingdom 
chosen.  You can change whatever kingdom you wish to further view and associate with 
the buttons on the page by clicking the kingdom desired in the kingdom grid.  Also note 
that this page contains a Played by and address boxes to enter who is playing which 
kingdom for this game that you receive from address requests. 
 
I would recommend that you insert your generic Troop raise orders here which will be 
carried over to new turns generated. Click on the troop type you wish to raise first then 
click the Insert troop declaration button.  The program at this time will ask you for the 
amount of troops to raise.  Enter the amount you wish to raise and then enter.  The 
program enters the data to the box below the button.  Continue selecting differing troop 
types and enter the amount raised in the order you wish it to appear in every turn.  If there 
is a turn you do not wish it to appear then you will have to manually change the turn to 
reflect the new raise orders prior to emailing it to RSI. 
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The first thing I would recommend on starting a game that is not the first turn is to goto 
the Provinces button and set up your kingdoms provinces owned.  The reason I 
recommend this first is this will allow the characters form to assign movement and 
rulership for said provinces. 

  
 
The province form will have the province the kingdom owns in the top grid the province 
defense orders below that.  Click Edit  to change and set up the province defense orders. 
<Note. When you change a provinces defense orders the program will ask you if you 
want to add this change to the turn submission. If yes to this declaration it will put the 
order as a Declaration within your turn to change the field correctly. Thus if you are just 
starting a new game and you want to set all your provinces to set piece you would do so 
here and say yes every time you make a change.> 
 
To remove a province from your kingdom you will click the province in the top grid then 
click on the button Lost Province the program will prompt you to which kingdom you 
lost the province too.  Enter the kingdom ID of the new owner.  IE “NEME” for Nemedia 
now owning the province 
To add a new province to your kingdom Select Gained Province this will prompt you for 
the Province ID enter the number of the Province.  <The program will then ask you if 
need to have a province defense orders for the add province.  <Note: if you say yes to this 
option it will add the province defense orders for this kingdom to your turn.  Any changes 
you make to the province defense will be inserted into the provincial defense orders>   
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When you click on the print provinces you get a report like the one below with only the 
provinces for this kingdom represented 

 
When done adding the provinces to be correct for your kingdom exit this window back to 
the Kingdom/Troop window. 
Click on the Army button to launch the Army Window. 



 
The Army form contains all the armies your kingdom has.  When you have gained an 
Imperial army click New Imperial which will ask for the Imperial army name.  Name the 
IA in the fashion of IA- or IN- then the number of the new Army.  Do not add PAs when 
you change the ownership of the province the PA will automatically go to that Kingdom.  
When ownership is changed on a PA the original troops are removed. 
The main purpose of this form is to track Imperial Armies their strengths and the ability 
to give orders to said armies.  If starting a game that is not turn 1 notice that you need to 
set the armies defensive status correctly.  If not set correctly the army will either show up 
or not show up on your turn submission.  Also note that if the IA is in Set Piece there is a 
check box for set piece that will either remove or add the army to the turn portion of the 
program. <Note: When you change turns set piece is automatically rest to false>    
You have buttons on this page to change Army status which will enter the change status 
declaration for the army chosen in the left grid.  You have a button to Move IA click this 
after you have changed the to box with the province location you want to move the IA 
too.  This page also allows you to enter in the strength of the IA by adding and removing 
troops.  There is a speed add which will ask you how many of the currently selected troop 
type to add.  This will then duplicate the number you enter into that army.  You can also 
disband and detach troops from this page.  The program will prompt you for specific 
information in this regard.  When Disbanding or detatching you must have the troop type 
selected in the troop in IA grid so the program knows what type. 
When completed with setting up this information exit this form. 
Back at the Kingdom Form click the characters button. 
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This form has all your character information contained on it.  If the character dies edit the 
character and uncheck the alive box.  After you save the character will go to the bottom 
of the list and his font will be red.  If the character is in set piece choose the option button 
for set piece to be T for true.  This will allow the character to be selected in the set piece 
battle portion of the turn submission and will not bring him in to the command orders. 
After you click save this characters font will be in blue. (set piece option automatically 
reverts upon changing turn number) 
You give your characters their command and declaration orders here on this page by 
clicking on the command and or declaration drop down boxes and choosing the desired 
action.  If you hit the letter on your keyboard of the desired action this box will jump to 
the first command starting with that letter.  After selecting the desired action you need to 
click insert for it to be entered into the turn submission.  Also note that the turn number 
needs to be correct for it to be brought over to the turn submission. <this should not be a 
worry if done correctly on the main window. 
 
Once completed entering and updating this form you are ready to begin a turn 
submission.  Exit this window and the Kingdom/troops window to the main window and 
click on Turn button. 
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The Print Characters on this form print the following report 

 
   



When you click on new turn the program will prompt you for information to setup the 
program.  This information will be your RSI name and account number your email 
preferences.  MAPPI is for outlook or outlook express applications.  SMTP is for the rest. 
Of the information that is asked for name and account number are the only fields that 
have to be entered. 

 
 
Once this data is entered you will have to click on new turn again in which the program 
will prompt you for the turn number authentication number and due date.  
Once this information has been created the program will scan your database for orders 
you have given to your kingdom. And create a preliminary turn submission.  You will 
then need to add the extras to the turn that many players desire.  These can be done with 
the various buttons located under the turn grid. 
 



Assorted declarations button contains  

 
Troop assignment, troop raise declarations intents to invade, raid, form and break 
alliance, pay ransom declare gift and tribute.  Once all the data looks good to you in the 
right hand boxes exit from this form. 
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The raid button will open the form to add raid order assignments.  I recommend adding 
everything in your paper turn onto your email turn.  Even if you have a raid that you will 
not assign an Army to I would enter it anyway. 
 



 

 
 
The Invasion button will open the form to add Invasion assignment orders.  I recommend 
adding everything in your paper turn onto your email turn.  Even if you have a invasion 
that you will not assign an Army to I would enter it anyway. 
 



The Battle Orders button will open the form to add battle orders.  I recommend adding 
everything in your paper turn onto your email turn.  Even if you have a Battle order that 
you have no troops in. 

 
First thing you enter is the battle number then the province then the terrain type.  Upon 
exiting the terrain drop down button the form will adjust to the battle formation type.  At 
which point you enter the troop number for the location desired.  You decide the 
disengauge and advance features you desire then you add characters to the Battle.  The 
list of characters you have to choose from are the characters that you put in set piece on 
the character form.  After selection you enter the troop number you want to have the 
character assigned to and click insert character.  This will put the character in the grid 
below it.  In the grid below it you can check box what command position you want the 
character to command.  If the character has battle magic the grid below that will contain 
the character and the spells he can cast.  Put a check next to the spells you want him to 
cast. 
Then lastly choose your loss acceptance. Then click Insert Battle order and it will put the 
chosen selections into the box on the right.  Do this for each battle order in your turn. 
Then click exit. 
 
Back to the main turn page click generate order button this will add data from all the 
different forms onto the actual turn.  Then you can click email or copy the data from the 
box on the right and paste into your email program how ever you wish to submit your 
turn.  When done you can exit this Window. 
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Back at the main form you will notice a characters and province button as well.  These 
buttons differ from the Kingdom/troop window’s character and province button by 
allowing you to change kingdom view while viewing the character or province 
information on the same form. 

 
When you click on the print character button you get the following report 
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When you click on the print province you get the following report which gives you every 
province for the game  



  


