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SECTION ONE - BASICS 

1. INTRODUCTION 

The Hellenic world has changed since the Persian invaders were defeated more than 120 years ago and the 

rather inconclusive resolution of the more recent, 27-year-long Peloponnesian War. Yet, circa 359 BCE, the 

political entity the world will come to know as óGreeceô does not yet exist. The Hellenic civilization is divided 

into great number of smaller or bigger city-states that hold a grudge against one another, most especially due 

to unhealed wounds resulting from the Peloponnesian conflict.  

Sparta, defeated at the hands of Boeotia and allies at Leuktra 12 years ago, is a ghost of its former self 

following its victory over Athens in the Peloponnese. Athens has engendered much resentment against herself, 

in othersô eyes becoming haughty and aggressive as Spartaôs glory fades. Chalkidike, Thessaly, Korkyra, 

Eubeoa, all yet hold significant power; the barbarians of Molossia and Thrakia continue to threaten Hellas; 

and even the remnants of Persia in Anatole, the Achaemenid Empire and its disloyal satrapies, still represent a 

considerable threat. And now, emerging from defeat at the hands of the Dardanians, a new power rattles its 

spears: Macedonia! 

Many others yet would taste fame and glory; from seaworthy Rhodos to the nomadic tribes of Enchele, all 

hunger for power. All have secret goals, political and military ambitions; all are eager to plunge the world into 

a war of hegemony that will raise their nation to prominence. 

Who will you lead to final victory? Choose 28 historical nations to demonstrate your leadership skills, military 

prowess, and political genius. The economic, political, military, and social development of the country is 

entirely in your hands! 

History will attest whether statues are raised in commemoration of your leadership, or you fade into ignominy. 

1.1 About the Game 

Imperiums: Greek Wars is an historical 4x turn-based strategy game with elements of grand strategies. All  

economic, military, technological, social, and cultural decisions that will shape the development of your 

country will weight on your shoulders. 

Imperiums: Greek Wars is a game for a wide audience ï history buffs with interest in ancient civilizations, 

fans of strategy games who enjoy complex and challenging games and even those who like to spice the game 

with a bit of adventure on side quests and in encounters with mythological creatures.  

Our goal is to simulate historical reality as much as possible, starting with accurate tile-based maps featuring 

elevated terrains modeled on historical sources, including original settlements; through complex game 

mechanics and small details such as unit composition. The major game mechanics such as various government 

types, diplomacy, internal resource management or scientific advancements affect all aspects of economic, 

political, military and social life within and without the empire. All are intertwined and none is standing alone 

to simulate the real consequences of decision-making. Additional concepts such as loyalty, army morale or 

supply management then increase complexity of the game. On top of that new elements have been added such 

as generals, slaves or myths and quests. 
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Some game mechanics and options can be disabled to accommodate all types of players and levels of 

experience in terms of game complexity and micro-management. For example, you can completely turn off 

the mythological layer if that doesnôt suit your purely historical taste. At lower difficulties you can concentrate 

fully on territorial conquest without paying much attention to complexities. Higher difficulty levels bring on 

new challenges that will demand your attention and thought-out decisions. All decisions are in your hands; 

you have sole responsibility for every action in your empire. 

1.2 Greek Wars Scenario  

The middle of the fourth century BCE sees the Eastern Mediterranean still recovering from the Peloponnesian 

War and myriad of lesser conflicts since. Even after six generations following the shaky coalition that 

rebuffed the Persian invaders, Hellenes still cannot get along; the fleeting alliance that once prevented 

subjugation and perhaps even assimilation, has long since sundered. At the same time, former Persian 

conquests in Thrakia have broken free, and Persian satrapies along the coast of Anatole continue to test the 

empireôs resolve. Finally, barbarian tribes from the Balkan foothills continue to push at the northern 

periphery, threatening the heart of Hellas with their strange ways and gods. 

Indeed, our scenario opens with the defeat of King Perdiccas III of Macedon, who lies dead on the battlefield 

against the Illyrian tribes of Dardania and Enchele, led by King Bardylis; Perdiccasô son is an infant, and thus 

the nobility of Macedonia thrust the crown upon the kingôs younger brother, Philip. 

War for dominance over Hellas and western Anatole has once again begun! 

Twenty-eight playable factions exist in the base game ï even the satrapies of Lydia, Caria, Mysia, and Phrygia 

that are nominally vassal states of the Achaemenid Empire (Persia), can be selected. Dormant factions might 

also appear during the game and form as new states. Celtic tribes might invade in small groups from the north, 

their units behaving as regular AI units, founding cities and taking territories. 

1.3 Where to Find Information  

Information is available in many locations, including this manual, game hints and tooltips, the in-game 

Imperiums Library, and online on Steam forum or Discord channel. 

1.3.1 Manual 

Some are born leaders while others must learn the hard way. Regardless, we recommend that players of all 

skills read this manual carefully, as it provides the necessary knowledge to rule your country, to understand 

your people and their needs, and to navigate the fragile political balance at home and abroad. Even with a 

resourceful manual, however, experience and leadership skills will decide who becomes a celebrated hero and 

who fades into obscurity! 

This manual contains a detailed overview of all aspects, features, and principles of the game, providing all the 

information needed to start playing, and to play well. Each section gives detailed information about the game, 

its mechanics, and rules (see Table of Contents). 

1.3.2 Imperi ums Library  

If you donôt want to spend any more time reading and prefer immediate action, the next best thing is to play 

through the tutorials and refer to the Imperiums Library. This in-game help ï [F1]  or accessible directly from 

https://steamcommunity.com/app/1183470/discussions/
https://discordapp.com/invite/hq9NC5Q
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the main screen by clicking on the   icon in the upper-right corner ï is an extensive source of information 

about all aspects of the game. 

The library is divided into several sections, each dedicated to a certain game feature. Sections are represented 

by tabs on the left; clicking on a tab will reveal a list of links (underlined text) that will help find the 

information you seek. Links are provided to other tabs and reference points for easier navigation between 

different sections of the library. 

× GAME RULES  - dedicated to the most important game mechanics, rules, and principles. 

× MAP AND UI  - overviews navigation, visibility, and major features. 

× SCENARIO - provides historical context to the current game. 

× TUTORIAL  - includes all aspects of the game covered in the Basic and Advanced Tutorials (see 

below).  

× TECHNOLOGIES  - provides links to all technologies available in the current scenario. 

× MAP ITEMS - introduces all map items (e.g. buildings), their basic characteristics and properties. 

× GOVERNMENTS - lists all government types available in the scenario. 

× IMPROVEMENTS  - lists improvements for all map items. 

× LAND IMPROVEMENTS  - explains advanced agricultural technologies that increase food 

production. 

× RESOURCES - provides details about all resources available in the game. 

× ACHIEVEMENTS  - describes technological milestones that have a major impact on state 

infrastructure. 

× RESEARCH TREE - pens a window listing all technologies that can be discovered.  

1.3.3 Tutorial  

So, you think youôre ready to start? You are bold and courageous, but be careful; opponents thirst for your 

blood! 

Whether youôre a beginner or an experienced player of strategy games, we have designed he Tutorial to 

introduce and explain the game as an initiation into your new position of Supreme Leader. 

The Tutorial  can be played for Macedonia on the campaign map only and it provides the most important 

information about the navigation of the map, use of game menus, building infrastructure, resource 

management, and diplomacy. 

A separate section on the tutorials follows: see Tutorial. 

1.3.4 Imperiums Forum 

Although weôve tried to be as thorough as possible, some details might have been overlooked in the manual, 

and we are always updating and improving things. If you cannot find the answer to your question herein, you 

can check with us at the Imperiums Forum or Discord channel. 

Now, we have held your eagerness to prove your worth at bay long enough; itôs time to let you wend your 

way through history. May your reign be favored by the gods, and may your sword wreak havoc in enemy 

lines!  But remember, trust and deceit are two sides of the same coin. 

http://imperiums.freeforums.net/
https://discordapp.com/invite/hq9NC5Q
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2. STARTING A NEW GAME 

This section explains how to get a new game going, including setting all options. 

2.1 Main Menu 

When starting a new game, the first window that appears is called MAIN MENU; it has several tabs. 

Tutorial  is only displayed when you haven't completed the tutorial in the campaign scenario yet. If selected, 

the game sets all settings and options automatically to fit the tutorial requirements. 

Single Player allows you to start a new game with you as the only human player. Once selected, you will be 

lead to choose if you want to start a completely new game or load a previously saved one. 

Multiplayer  allows you to join or invite other players to join either in an online or offline (so called ñplay-by-

emailò) game (see also Multiplayer game). 

Create your Scenario opens a new window where you can start 

creating a new scenario by designing your own map using the in-

game Editor. 

Game Settings displays a list of settings divided into several tabs 

that allow you to modify the appearance of the game according to 

the performance of your PC, your preferences, and game style. 

Settings can be also changed during the game from the Main menu 

and some can changed directly in-game (Main MenuŸ Game 

Settings). For more information see Game Settings.  

Load Mod opens a new window where you can choose to start a 

mod saved on your computer. 

Additional Content opens a new window where you can see all 

new mods, scenarios and saves that are publicly available on 

Steam for download (see also How to work with Steam Workshop. 

This tab is only available when you start a game. 

Imperiums Library  brings you to the aforementioned library, where you can find all important information 

about game rules, mechanics, units, etc. (see Where to Find Information). 

Credits opens a list of people who participated in the gameôs development and deserve our thanks and 

gratitude. 

Quit Game ends the game and returns to the operating system/desktop. 
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2.2 New Game 

Once a Single or Multiplayer is selected, you can choose to start a new game or load a previous save or to join 

an existing game in the case of Multiplayer.  

New Game opens a list of games where you can choose whether you want to play a predefined scenario (e.g. 

Greek Wars) or you prefer to generate a world of your choice (Customized World). 

Load Game opens a window with all previously saved games so you can choose the conquest you want to 

continue. 

Join Game opens a window listing all active multiplayer games that you can join simply by clicking on the 

selected item. 

2.3 Game Settings  

There are several tabs on the left side of the window, each leading to a different set of settings. Changes in 

each tab need to be saved separately. There are three buttons at the bottom of the window to modify and save 

changes: 

Set to default resets the default options in the current tab. 

Cancel cancels all changes made and closes the window. 

Save player options confirms the changes in the current tab. These settings will be saved and used for this 

and all future conquests until changed again. 

2.3.1 Player Settings 

These settings are divided into basic and advanced and are mostly for player preference, some to tweak 

graphics performance.  

UNIT SETTINGS 

× Only enemy actions ï allows you to see only actions of your enemies during their turns (see 

Opponent Actions Panel). 

Á Actions related to me ï you only follow enemy actions directly related to you (not all enemies). 

× Automatic unit selection ï another active unit will be automatically selected once orders are given to 

the previous one. This makes navigation and command of units easier, as all units that can still 

perform an action are queued in a loop (see also Commanding Map Items). 

× Automatic unit de-selection ï unit is automatically deselected once it executes its orders; it can no 

longer perform any actions in the current turn (see also Commanding Map Items). 

× Center on active unit  ï the map is automatically positioned to have the selected unit in the centre. 

× Unit size ï size of all units on the map can be scaled from 1 to 5 (from smallest to largest). Note that 

this applies only for 3D view, not for Topview. 

× Fast unit movement ï all mobile units on the map will move faster. 
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× Action highlight alpha ï defines the transparency of the highlight colors (0 means transparent and 

100 means non-transparent). 

× Automatic city naming ï a name for a new city will be selected from a predefined list if you donôt 

name it yourself by the end of the turn. 

× Automatic unit naming ï new military units receive a randomly selected name from a predefined 

list. 

× Zoom on attack ï camera will zoom in on any attack that involves one of your map items (does not 

apply in Topview). 

MAP SETTINGS 

× Camera movement ï camera focus when unit is moving. 

Á None: camera does not move 

Á Destination focus: camera focuses on the final destination of the current move 

Á Start focus: camera focuses on the starting point of the current move 

Á Move camera: camera focuses on the selected unit and will follow its movements 

× Terrain saturation  ï allows increase or decrease of the saturation of terrain colors. This setting is 

only enabled when the ñAdvanced techniquesò graphic setting is also enabled (see below). 

× Fog density ï allows adjustment of fog density above hidden and invisible tiles. 

× Player color overlay ï toggles a colored overlay where terrain is highlighted according to player 

colors in order to clearly distinguish each playerôs territory (0 means transparent and 100 means non-

transparent). This setting is also available in the Map Menu. 

× Trees in Player color overlay ï the visibility of trees when ñPlayer color overlayò is applied (0 

means fully visible above the overlay and 100 means fully covered). 

× Terrain color overlay ï a terrain-distinctive overlay easily identifies different terrain types (0 means 

transparent and 100 means non-transparent). This setting is also available in the Map Menu. It is only 

available when the ñAdvanced techniquesò graphic setting is also enabled (see below).  

× Territory labels in Top view ï territory names are displayed on the map in Top view (2D view) 

× Country labels in Top view - country names are displayed on the map in Top view (2D view) 

× Territory labels in 3D view - territory names are displayed on the map in 3D view 

× Country labels in 3D view - country names are displayed on the map in 3D view 

× Territory labe ls in Territory view  - territory names are displayed on the map when Territory view is 

activated (see also Map Menu) 

× Country labels in Territory view  - country names are displayed on the map when Territory view is 

activated (see also Map Menu) 
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× River labels ï river names are displayed on the map 

× Sea labels ï sea names are displayed on the map  

× Mountain labels ï mountain names are displayed on the map 

UI SETTINGS 

× Confirm new turn  ï an extra confirmation pop-up appears before advancing the turn, allowing you 

to see the world one last time before visibility is recalculated and some map items or features might 

be again covered in fog of war. 

× Enable game hints ï hints providing basic information about the main functionalities of each control 

displayed at the right side of the screen will be displayed (see also Hint panel). 

× Activate advisor ï hints and suggestions will appear when urgent matters need your attention (see 

Advisor Window). 

× Show my attacks info ï battle results pop-up summarizing your attacks on mobile units (see Battle 

Result Window). 

× Show my conquests info ï battle results pop-up summarizing your conquests of enemy cities, 

resources, and buildings (see Battle Result Window). 

× Show enemy attacks info ï battle results pop-up summarizing enemy attacks launched on your 

mobile units (see Battle Result Window). 

× Show enemy conquests info ï battle results pop-up summarizing enemy conquests of your cities, 

resources, and buildings (see Battle Result Window). 

× Show confederation messages ï reports related to a confederation partner but not necessarily to your 

own territory or map items. 

GRAPHICS SETTINGS 

× Show fog above invisible tiles ï undiscovered map tiles are covered in ófogô (see Map Visibility). 

× Enable ambient animations ï birds, deer, wild boar, fish, and dolphins appear on the map. 

× Show particles ï a wake behind ships is displayed. 

× Show waves ï movement of the sea against coast is visible on the map. 

× Hide trees in Topview ï simplified terrain features without trees in Topview (see Map Menu). 

× Change daylight ï different light is applied according to the countryôs situation (e.g. war). 

GAME  SETTINGS 

× Autosave period ï the number of turns after which the game is automatically saved. If set to 0, the 

autosave function is turned off. 

× Autosave files ï number of autosaved files kept on hard drive. 
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× Autosave with end turn ï game is saved automatically when at the end of each turn 

2.3.2 Multiplayer  

× Turn time limit - allows the owner of the lobby to change the turn time limit during the game  

2.3.3 Graphics 

× Profile ï choose and save graphics settings that fit the parameters of your machine. The chosen 

profile will automatically reset the other graphics settings listed below, however, you can always 

customize the settings manually. 

× Resolution ï sets the game display resolution. 

× Antialiasing ï smooths jagged edges 

× Window Mode 

Á Standard Window ï Standard Window mode  

Á Fullscreen Mode ï Fullscreen mode 

Á Borderless Window ï Borderless Window mode 

× UI scaling ï allows to adjust the size of UI controls (to fit bigger screens). 

× Terrain detail  ï the level of terrain relief detail is scalable from low to high quality (to support low-

end graphics cards). 

× Shadow quality ï quality of shadows in the game is scalable from none (no shadows) to low to high 

(to support low-end graphics cards). 

× Show fog ï ófogô will cover undiscovered tiles or those hidden due to fog of war (rather than shades 

of black and grey). 

× Tree detail ï the level of tree detail is scalable from high to low to support low-end graphics cards. 

Choosing Low setting will decrease the number of vertices; choosing ñNoneò will disable the display 

of trees in the game. 

× Texture detail ï level of terrain texture detail is scalable from high to low 

× Advanced techniques ï a set of graphic features and options such as terrain saturation, terrain color 

overlay, etc., is enabled. 

If you experience performance issues, try the following: 

× reduce antialiasing (Antialiasing graphics option) 

× turn off displaying trees (Tree detail graphics option) 

× lower resolution (Resolution graphics option) 

× lower the quality of shadows (Shadow quality graphics option) 
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2.3.4 Audio 

For a more realistic feel during play, several different types of sounds and an original collection of songs are 

available. All audio settings have slider bar so that the volume of each option can be adjusted separately. 

× Master volume ï allows you to change the volume of all game sounds and music at once. 

× Terrain sounds ï sounds of nature typical for particular terrain types (rivers, wind, animals) will be 

enabled. 

× Terrain sounds volume ï volume adjustment for Terrain Sounds (above). 

× Movement sounds ï sounds accompanying certain moves and actions (footsteps, attacks, 

construction works) will be enabled. 

× Movement sounds volume ï volume adjustment for Movement sounds (above). 

× Music ï toggles music, cycling through a collection of 100+ songs themed for the period (see also 

Game Menu). 

× Music volume ï volume adjustment for music (above). 

× Game sounds ï clicking and UI reactions will be enabled. 

× Game sounds volume 

× Greeting sounds ï units respond when selected or given an order 

Á Simplified greeting sounds ï default greeting sounds are replaced with simple game sounds. 

This setting can be used only when ñEnable greeting soundsò is turned on. 

× Greeting sounds volume - volume adjustment for greeting sounds (above). 

2.3.5 Keyboard 

The list of default key bindings for the most important functions and actions in the game is displayed here, 

and can be changed to suit your preferences. 

Next Unit  Spacebar  Encourage Oem comma 

Next idle city Ctrl+Spacebar Provoke uprising Oem minus 

End Turn Enter Resources breakdown Tilda 

Go to G Move camera farther Ctrl+[minus] 

Cancel Move Q Move camera closer Ctrl+[plus] 

Attack T Move map left LeftArrow or A 

Wait E Move map right RightArrow or D 

Build inside B Move map up UpArrow or W 

Build facility Ctrl+B Move map down DownArrow or S 

Heal inside X Zoom in + 

Repair Ctrl+X Zoom out - 

Train V Imperiums Library F1 

Improve Ctrl+V State Window F2 

Emergency aid Z Trade Overview Ctrl+F2 

Fortify F Foreign Relations Window F3 

Load unit H Strategic Overview Window F4 
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Unload all Ctrl+U Reports List F5 

Unload U Objectives Map F6 

Unload attack Ctrl+T State Decisions Window Ctrl+F6 

Build road R Map Item Detail Window F7 

Build route Ctrl+R Player Color Overlay F8 

Build field/farm I Terrain Color Overlay Ctrl+F8 

Upgrade inside Y Supply Area F9 

Pillage  Territories Ctrl+F9 

Sleep Ctrl+E Quicksave F10 

Destroy Bridge  Quickload F11 

Build bridge  Take screenshot F12 (Saved to: Ÿ Start 

ŸKube Games Ÿ 
Screenshots 

Repair bridge  Next music track Ctrl+RightArrow 

Change research  Previous music track Ctrl+LeftArrow 

Change government  Stop music player Ctrl+DownArrow 

Change capital city  Start music player Ctrl+UpArrow 

Sell L Topview TAB 

Destroy unit  Switch default action Ctrl 

Change specialization N Center on unit C 

Destroy road  Skip opponentsô moves Enter 

Raid P Skip current animation Spacebar 

Build town M Stop opponentsô moves ESC 

Self-heal  Hide User Interface Num 3 

Recover  Hide map tooltips Alt+T 

Alert     

 

2.3.6 Mouse 

× Mouse sensitivity ï allows adjustment of the mouse sensitivity, where 1 is the lowest and 20 the 

highest. 

× Alternative mouse control ï allows to adjust mouse control of buttons, actions, default actions, unit 

selection and action confirmation. 

× Map scrolling on edges ï allows map scrolling by moving the mouse to the edge of the screen where 

an orange highlight appears (see Finding Your Way Around). 

× Map scroll speed ï the number indicates how fast the map will scroll. 

× Left -handed mouse ï allows to switch mouse buttons to left-handed mode 

× Mouse lock ï the cursor stays within the game window when the checkbox is ticked. To move to 

another window [Alt+Tab ]  will have to be used. 

× Mouse smoothness ï smooths movement of the mouse cursor. This should be applied only for 

players who experience erratic cursor movement. 

2.3.7 Language 

Here you can choose from a number of supported languages. 
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2.4 Getting Started  

Finally, youôve made it to the point where the action starts! Your future depends on the strength of your 

armies, your political foresight, and the richness of your lands. Choose wisely the nation you take for your 

own! 

Select NEW GAME, and choose between ANCIENT GREECE and CUSTOMIZED WORLD; we strongly 

suggest the former, at least until youôve played the tutorials (see below). 

The information on the following screens should help you make a good choice: 

The first screen is an introduction to the campaign map, summarizing the historical situation and showing you 

the map (it can stay hidden if you wish so). 

 

The second screen allows you to choose a faction you will rule. All playable factions available in the game are 

listed at the left side of the screen. By hovering the cursor over the name of the nation or the checkbox next to 

it, the tooltip shows you quick information about the country, how challenging its initial situation is (for 

newcomers), and the availability of a tutorial for this particular state. The bar under the faction name indicates 

the overall power of the country in comparison to the other players. 

Select one simply by clicking on the checkbox next to it. The information on the right side of the window 

provides details relevant to the selected nation. If you donôt like surprises, you can click your way through all 

countries to gather vital information for the first phase of the game. 

Note that some factions might not be directly accessible and some might be completely locked. 

  Factions marked with this lock can be simple unlocked by clicking on the checkbox and confirming the 

action. The reason they are not made open is that you havenôt played the tutorial yet which is strongly 

recommended. These factions are more difficult and might require deeper understanding of the rules and 

mechanics. Still, they could be played if you wish so. 

  Factions marked with this lock however, will be unlocked progressively with the hours spent in the 

game. They will unlock as part of the Steam achievements. 
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× AI Player Difficulty  indicates how aggressive the particular country will be. The difficulty level can be 

adjusted separately for each AI player by clicking on the name of the nation (not on the checkbox!) and 

changing the difficulty level in the dropdown menu. 

× Population indicates the number of people inhabiting your lands. This is not the same as the Citizens 

resource (or Country Size; see below). 

× Economy shows the economic strength of the country calculated from the size and number of all 

resources, buildings, and cities. 

× Power represents your military power (combined Attack and Defense Strength of all your military units). 

× Country Size suggests how big your country is, in geographical terms (as opposed to Population, above). 

The dashed line cutting through the bars represents an average taken from the starting position of all players.  

× Map shows the world map, or at least your country and the environs you have already scouted. Black 

areas are undiscovered. 

× Text below the map tells a bit about the country, its history and current situation. 

Use the checkbox to select a country you want to play and to select the tutorial options. If you want to recall 

the tutorial checkbox window again, click on the icon next to the selected state. 
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The last screen allows you to set game difficulty and speed and disable features you do not wish to have in 

game.  

× Game Difficulty  suggests how challenging the game will be. The Game Difficulty level is in general for 

the game, and isnôt related to the AI Player Difficulty (see above). You can change the difficulty level in 

the dropdown menu. This option affects production/location of resources, frequency and impact of 

random events, and the default setting of Game Options (see below). 

o Interregnum:  A period of relative peace is implemented at the start of a game. Its duration 

depending on Difficulty level and can vary slightly from game-to-game. The peace period 

ensures that unfriendly nations will not declare war on you, however, any states at war with 

you by default can and will attack. Nonetheless, this interregnum should ensure that the 

beginning of the game is somewhat slower, allowing new players to get time to map all 

foreign relations, plan a strategy, understand the downsides of his economy, etc., without 

being overwhelmed by aggressive nations right away. 

× Game Speed determines the pace of the game, which is closely related to technological development. 

You can choose from five options in the dropdown menu; Realistic is the slowest (simulating real, 

historical pace), Brisk the fastest. 

× Game Options allow you to customize several game features that can be changed only at the start of a 

new game ï not during the game itself. 

Á Army Morale ï morale of armies will change depending on the home situation, war outcomes, 

and the enemy(ies) it faces (see Army Morale). 

Á Research Tree Hidden ï only developed and available technologies will be visible, not the 

whole tree. 

Á Supply Management ï conquering armiesô supply lines will affect their strength and will to fight 

(see Supply Management). 
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Á Garrisoned autonomous cities ï independent cities spawn defenders to protect the city and its 

vicinity  

Á Generals ï special units that can increase General Morale of friendly troops, provoke unrest in 

foreign cities and set out on quests to seek legendary treasures (see also General). 

Á Myths and Legends ï number of mythical creatures appear in the game, each with unique effects 

on game play (both positive and negative). See also Myths & Legends. 

Á Research Tree Mixed ï technologies in the Research Tree will be shuffled to create a unique 

research tree. However, certain logical sequence in technological advancements must be retained 

and this is reflected when a mixed tree is being created. 

Á Random Events ï events like earthquake, plague, and climate changes will occur (see Random 

Events). 

Á Territories ï controlling whole territory results in higher production from mined and land 

resources from located in this territory and vice versa (see also Territories). 

Á Corruption ï simulates the increase in corruption in larger empires that negatively affect its 

resource production and thus its whole economy (see also Corruption). 

Á Heroic Quests ï number of unique quests for legendary treasures known from ancient mythology 

can be pursued in the game (see also Heroic quest). 

Itôs important to note that some options might be automatically disabled depending on the chosen level of 

game difficulty.  

× Ironman Mode - this mode creates only one save of the current game which is constantly rewritten as 

you continue playing which means that you cannot go back and reload any of the previous saves. 

You have now chosen which nation you want to lead; itôs time to get acquainted with the situation in your 

country and with the main controls and mechanics of the game. 

2.4.1 Hotseat 

Hotseat is a local multiplayer when 2 and more players can play on the same computer. Simply select more 

factions in the selection screen (described above). Each player will be able to use his own settings. 

2.4.2 Multiplayer game 

When creating a new multiplayer game, you are basically setting up a lobby where others can join you. You 

will be the owner of the lobby and your computer will act a server. 

A new game can be started from any of the existing scenarios or saves as well as from customized maps. 

Game name ï allows you give your game an original title to be recognized easily in the list of existing games. 

Server password ï you can add a password to protect the access to your game, however, it is not mandatory. 
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Asynchronous multiplayer ï leaving the checkbox empty, you will set up an online multiplayer game that 

requires all human players to be playing at the same time. On the other hand, if you prefer to play over longer 

time period and you donôt insist on having all human players at the computer at the same time, you can tick 

the box and an asynchronous multiplayer game will be set up (so called ñplay-by-emailò). 

Number of players ï you set a max number of human players that can join the game. The game then starts 

automatically when this number is reached or it can be started manually even before by the owner of the 

lobby. 

Email address ï this setting is only available for asynchronous multiplayer and by adding your email address 

you will be notified when your turn starts. 

Idle limit  ï this setting is only available for asynchronous multiplayer and it is a limit of inactivity (i.e. no 

player takes an active part in the game) after which the game is deleted from the server.  

Game difficulty  ï it defines the difficulty for the whole game but you can adjust the aggressiveness of other 

factions as well (see below) 

Turn time li mit  ï you can set a limit for a player to make his actions in his turn which can range from 

minutes to an hour, however, you can also leave it without any limit at all. This setting is mainly designed for 

online multiplayer. If the time limit is exceeded, the turn of the current player is skipped and the game moves 

on. 

Factions ï the table shows all factions that will be on the map.  

Á Type of player - you can choose which factions are to be lead by AI (AI) and by human players 

(Open) by choosing the right option from the dropdown menu next to the faction name.  

Á Difficulty per faction  ï you can also define the aggressiveness of the particular factions by selecting 

a difficulty level from the dropdown menu. 
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Á Status ï the checkboxes on the left show whether the faction is assigned and ready. 

Game Options ï this setting allows you to enable/disable certain game mechanics (see Game Options). 

Friend only ï this checkbox allows you to limit the access to your game to Steam friends only. Leaving the 

checkbox empty means that everyone can join the game. Once the lobby is open you can invite your Steam 

friends to join. 

2.4.3 Customized World 

The Ancient Greece scenario offers many nations that you can lead, different difficulty levels, and a variety of 

challenges to spice up your victory soup. But there are always those who want to discover what lies ñbeyond 

the seaò. For such adventurers we created a Map Generator so that you can discover an infinite number of 

worlds customized to your wishes. 

You can create a new map when you click on Customized World in the Main Menu (New Game MenuŸ 

Customized world). 

 

There are a number of settings that can be adjusted to suit your preferences. At the top of the screen you can 

select the nation you will lead from a dropdown menu. If you prefer to change the name of the state, you can 

do so as well in the upper right part of the window in the Name of Country textbox. Here you can also choose 

if you want to play in an Ironman mode (this mode doesn't allow you to reload previous or current save). 

You can use a number of settings to define the size and look of the map as well as the resource abundance, 

fairness, etc. 

× Map Size determines how big the map will be. Choose from a very small to an extra-large map. The size 

of the world affects the length and pace of the game; around two hours will be required to conquer a very 

small world, days for a very large map. 
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× Map Type determines how the world will physically look. There are five options varying from one large 

mass of land to a world fragmented into many small islands. This setting also affects the pace of the game 

and level of conflict, as it is relatively easy to meet other civilizations on one large continent, but rather 

challenging to discover and conquer a world made of hundreds of tiny islands. 

× Map Climate sets how suitable the world is for humans. Again, choose from five options ranging from a 

world of plenty with an abundance of resources and regions suitable for human settlements, to a world 

where fertile land is scarce and areas that would support growing populations very few. This setting will 

affect how aggressive the game is; in a world where everybody initially has a good livelihood and plenty 

of living room, wars will come later, whereas in a realm where resources are precious, the fight for 

survival will form a necessary part of your strategy from the beginning. 

× Opponents sets the starting distance between civilizations (not the number of players!). These five 

options vary from a small number of players settled relatively far from each other to a crowded world 

where unoccupied space is limited. It also affects the pace and aggressiveness of the game. 

× Difficulty  defines how aggressive the computer players are, and how multifarious their actions. The five 

options range from an easy level suitable for beginners, all the way to very difficult, recommended in turn 

to only to very experienced players. 

× Development fixes the starting point of human development, from a world with no human settlements 

and only a few units roaming the world, to a world where civilizations are already established with 

advanced units, well-developed urban infrastructure, and fair progress in science and research. 

× Starting Turn  indicates in which year the game starts. 

× Turn Duration determines how many years one turn will be. Note that this has no impact on the pace of 

the game described above! 

× Game Speed is close related to technological development. Low speed means slow-paced game 

simulating the historical reality, whereas higher speed allows for faster development. 

× Game Balance decides if all players start on a similar level or if some players will be more advanced than 

others. The difference will be in the amount of territory they occupy, number of cities and military units, 

etc. You can use a scroll bar where ñlowò means very unbalanced, and ñhighò means very balanced 

starting conditions. 

× Player Advantage adjusts your position compared to the computer players. If you set the scroll bar to 

ñlowò, you will be disadvantaged against the AI , whereas ñhighò means that you will have better starting 

conditions. Player Advantage and Game Balance are interlinked, and ultimate equilibrium is derived from 

both these settings. 

× Resource Abundance sets the number of mineral resource deposits (Gold, Iron, Stone, Coal) on the map. 

ñLowò means there will be few of these resources, whereas ñhighò means there will be plenty of mines 

and quarries. This setting affects the competition for resources. 

× Playerôs Resource Abundance selects the amount of resources youôll have at the beginning of the game, 

where ñlowò value of course means less resources, and ñhighò gives you more. This setting together with 

Game Balance determines the final amount of resources for each player. 
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× Diplomatic Relations determines mutual relations between players at the beginning of the game. This 

only applies for players who have already met (they have a mutual border). If set to ñlowò, relations will 

be unfriendly and prone to open conflict, whereas ñhighò indicates you prefer peaceful relations for the 

game start. 

× Independent Cities adjusts the number of independent cities at the beginning of the game. ñLowò means 

thereôll be few cities without an owner, ñhighò means more. This setting also depends on the Development 

setting (if any urban infrastructure is set). Note that if you enable the Garrisoned autonomous cities 

feature in Game Options, these independent cities wills spawn defenders so taking them won't be easy. 

× Set Government determines if all players start with the same government or if this will vary depending 

on which types are already available to them. 

× Victory Conditions allows you to choose which Victory Conditions should be activated in the game. 

Game Options allow you to turn on/off a number of optional game features (see Game Options). 

Reset button allows you to discard all changes made and return back to your original choices. 

3. TUTORIAL 

To get to grips with the main features and logic of Imperiums: Greek Wars, we recommend that all players go 

through the tutorial. Information and suggestions included there will help you understand the complexity and 

depth of the game, as well as how different game mechanics interact and affect the situation in your country. 

Never fear though; apart from dry information and explanations of the most basic game features, it will also 

bring on some action, since the best learning is done through practice! 

3.1 Starting the Tutorial  

When you click on the Tutorial tab in the Main Game window, the game jumps automatically into the tutorial 

setup.   
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Another way to do it is to go through the Player Selection. When you select Macedonia on the left side in the 

Player Selection Window, a pop-up appears where you can choose if you want to play the tutorial. Click on 

the checkbox next to the options to activate them. 

If you need to recall the window with tutorial option, click this icon  next to faction name. 

3.2 Running  Tutorial  

The Tutorial will start automatically ï if checked; see above ï after loading a new game. Pop-up windows will 

then explain everything you need to know about the current situation in your country. The instructions and 

information in the tutorial windows will direct your attention to the basic controls and mechanics of the game 

and, through a set of tasks, teach you to use them. 

This tutorial will take you through the basics of map navigation; content of the game menus; city and resource 

management; country infrastructure; unit actions; foreign politics and war; and so on. 

This is a sandbox tutorial, which means that during it you will not be able to perform certain actions and fully 

control units and objects on the map; this is in order to avoid conflicts with other tutorial tasks. Still, you are 

free to check the interface, all game menus and control panels, as you wish! 

If you need a break to digest all the information, simply save the game and return to it later. 

3.3 Replaying Tutorial  

You can play the tutorial as many times as you wish, however, if want to check some of the information only, 

you can do so in the Imperiums Library under the Tutorial tab. 
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3.4 Tutorial Panel  

The tutorial can be controlled through a Tutorial Panel displayed above the Map Menu on the left side of the 

screen. 

4. HOW TO SAVE AND RELOAD 

No one can last without food and proper rest and your senses and rationale must be sharp to avoid unnecessary 

mistakes! You can save and reload the game any time. 

4.1 Saving Games 

The game can be saved over an existing file or into a new one using a default or custom name. Open the Save 

window through the Main Menu in the upper right corner 

(Main MenuŸ Save Game). The game will be saved in the 

default location below and you will be returned back to the 

game: Documents\My Games\Imperiums Greek Wars\Saves\ 

Any of the saved files can be deleted in the Save Game 

window by clicking this  button next to the item. 

Auto-save is a function that automatically saves the game at 

the beginning of the turn. The number of turns after which the 

game is saved and the number of saved files that will be kept 

on your hard drive can be changed in the Game Settings (Main MenuŸ Game SettingsŸ PlayerŸ Autosave 

period and Autosave files). 

Quicksave allows you to save the game simply by pressing [F10] . The file will be named by default 

ñQuicksaveò, and any new quicksave will overwrite the previous one.  

4.2 Loading Games 

Continue a game that you previously saved by loading it from the Main Menu; selecting Load Game opens a 

list of previously saved games. Click on the saved game you want to continue playing and the game will load. 

You can resume playing at the point you left off. 

While playing, you can access the Load Game window 

through the Main Menu (Main MenuŸ Load Game). 

Quick load allows you to instantly reload a Quicksave file 

(saved by using a Quicksave function, above) by pressing 

[F11] . 

Deterministic mod allows players to load a saved file and, 

by executing the same sequence of actions, to duplicate a 

certain result. To use this function hold [Ctrl]  key and click 

on the saved file you want to reload. 
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5. MAP 

The main map represents the world where the game takes place. You rule over one part of it but sooner or 

later you will have to interact with all peoples dwelling here. The map is divided into tiles which, accreted 

together, create territories. How to navigate the map and the characteristics and properties of different terrains 

are described below. 

5.1 Finding Your Way Around  

The map is a canvas on which the alternative history of Imperiums: Greek Wars plays out. The map is 

therefore not only where you, the player, interact and execute your will, itôs also the window through which 

you can observe the major events taking place. 

Moving and changing the map view can be done in many ways: 

× Left  mouse-click ï click anywhere on the map and the view will center on that point.  

× Mouse wheel ï click and hold the mouse wheel (if you have one) and drag the map to where you want it 

centered. 

× Map edge scrolling ï move the cursor to the edge of the screen where an orange highlight will appear; 

the map view will shift in that direction. This option can be turned off in Game Settings (Main MenuŸ 

Game SettingsŸ MouseŸ Map scrolling on the edges). 

× Arrow keys and WASD keys ï press any of those keys to move the map view up, down, right, left. 

× Mini -map ï click anywhere in the mini-map or drag the white quadrangle shape around the mini-map to 

shift the map view to the area you want to see (see also Map Menu). 

× Zooming in and out either with the mouse wheel or the zoom-in and zoom-out buttons in the Map Menu 

/  or by using + and ï keys. 

× Topview ï the map view can be switched to 2D (Topview) for a better overview of the map, units, and 

other items by pressing the TAB key or by clicking on the Topview button  at the bottom of the Map 

Menu (see also Map Menu). 

5.2 Map Visibility  

The ancient people had only limited knowledge about the world apart from regions close to their homeland. 

When you start a new game, you will see your own territory and probably some other regions that may have 

been discovered by your worldly travelers and itinerant merchants. By exploring new regions and forging 

closer relations with other nations, youôll discover new lands and come into contact with other civilizations. 

There are three levels of visibility in the game: 

Visible ï Full visibility means you can see terrain and its properties, resources, cities, units, improvements, 

and infrastructure. All map items have a so-called visibility range where full visibility applies. Resource mines 

have a default visibility range of 0, while all other map itemsô range is 1 tile. If a map item is positioned on a 

hill, its visibility range increases by +1.  
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The visibility range of all units, cities, and some buildings can be permanently increased by a further +1 with 

the ñScoutsò improvement.  

You can also increase the visibility of other regions through number of diplomatic treaties, such as Tile, Unit 

or City visibility or Map exchange (see Mutual Treaties). 

Fog of War ï Areas that have been explored already but lie outside the visibility range of any of your map 

items are hidden in the fog of war. Cities, mines, and buildings that you have ñseenò once will stay visible 

through the fog, while units and new permanent structures will remain concealed. This might result in your 

seeing enemy units attacking an ñemptyò tile hidden in the fog of war. In fact, there is a map item on that tile 

thatôs hidden from view. To make the tile (and whateverôs on it) again fully visible, youôll need to position 

one of your map items or units, so these areas are within its visibility range. 

You can peek through the fog of war with the help of a Seer, special building that allows to see what is hidden 

under the fog on selected tiles (see also Seer).  

Unknown ï Areas that youôve not yet explored and for which there is no previous knowledge among your 

people are obscured by the total darkness of the unknown. 

5.3 Terrain  

Life in ancient times was almost wholly dependent on land. Fertile lowlands produced enough food for larger 

populations and faster urban development, while secluded hilly and wooded regions provided some safety 

from aggressive neighbors, but it limited population growth. War strategies and battles needed to be carefully 

planned, as adverse terrain can thwart even the best schemes. 

Imperiums: Greek Wars features ten terrain types, and while each naturally has a different look, they also 

boast varied properties such as resource yields; bonuses for attack and defense; movement restrictions; 

accessibility (mountains, water); and utilization for urban infrastructure and agricultural improvements. 

Plains ï Flat terrain thatôs very suitable for urban development and agriculture, plains that lie within a city 

range produce Food and small amounts of Wood, and can be further cultivated for Fields and Farms. 

Grass ï Open, very fertile terrain suitable for agriculture and building cities; grassland tiles lying within a city 

range produce Food and can be utilized as Fields and Farms. 

Woodlands ï Wooded areas that are the source of Food (e.g., from hunting and gathering mushrooms, nuts, et 

al.) and Wood in limited amounts. Both are obtained only from those tiles that lie within a city range. 

Woodlands can be cut down completely to create arable land (plains). Building a city on a woods tile will use 

most of the land for buildings, and the tile will no longer produce any resources (see Harvested Resources). 

Movement through woodlands is more difficult, and thus requires more Action points and time. 

Forest ï Dense wooded areas, while obviously being a main source of lumber, also produce small amounts of 

Food. Forests can be cleared and utilized for agriculture. Thick tree cover and undergrowth severely limits 

unit movement. 

Hill  ï Elevated areas produce small amounts of Wood, but their value is mostly defensive. Hills are suitable to 

set up your defenses, since they create a natural barrier against invading armies. Movement uphill is not easy, 

and thus also takes more Action Points and time; additionally, attacking defensive positions in hilly areas is 

more challenging. Finally, units stationed on a hill acquire a longer visibility range, and so hills provide a 

good vantage point. 
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Desert ï Generally flat, dry terrain not suitable for building city infrastructure. Desert tiles donôt produce any 

resources, and further restrict unit movement. This can be used to advantage, as it can slow the advance of 

invading armies. 

Mountain ï Impenetrable regions that are inaccessible for most units, and so create a good defensive barrier 

against foreign armies. Mountains arenôt suitable for building any permanent structures, and donôt produce 

any vital resources. Settler and Nomad units with a ñMountaineerò improvement can cross the mountains, and 

Settlers with such an improvement can even build roads in this terrain, which then makes it accessible for all 

other units. 

Scrub ï Semi-arid flatlands suitable for city development. Steppes lying within a city range produce small 

amounts of Food. 

Swamp ï Wetlands not suitable for urban development or agriculture. They donôt produce any resources, and 

movement through them is very slow. Swamps can be drained to create easier terrain (grassland) that can be 

further utilized. 

Water ï Seas and lakes can be only accessed using naval units. Coastal areas lying within a city range 

produce Food in good quantities. 

5.4 Terrain Features  

Apart from natural terrain, other features and improvements play extremely important roles in battle tactics 

and in the overall development of a state in Imperiums: Greek Wars. 

Rivers ï Represent major rivers, permanent features which can cut through any type of terrain. A city built on 

a river tile acts as a ñbridgeò, and units can cross here with no movement penalty. However, buildings can be 

built on a tile through which a river flows only if you build a bridge there first. Bridges can be built by Settlers 

(only) to provide a natural crossing point for all units. 

Rivers further create a natural barrier that restricts free movement of units, and should be carefully considered 

when planning an incursion into another country or when positioning defensive posts. Crossing a river is 

always slow, yet some units cannot cross rivers at all (e.g. Warriors) unless a bridge is available (see above).  

Most units need two turns to cross a river (they use all Action Points to enter the tile where the river flows, 

and then must wait until next turn to move farther). Once a unit is on a river tile, itôs very vulnerable; it has no 

Action Points left to run, and that lowers its Condition. Attacking such a unit does not require that the 

attacking unit also moves into the river tile. It uses its Action Points in the attack, and if it wins, it doesnôt 

move onto the river tile but stays on its current position (unless it has any Action Points left and wishes to 

proceed). 

This important terrain feature can be very effectively used for defensive purposes. A few units stationed on a 

riverbank can stop or at least slow a foreign invasion. 

Rivers also have a significant effect on your ability to supply your units on the other side unless, again, a 

bridge (road) connects the two banks. 

Finally, rivers affect resource production; Food yields from a river tile are twice as high as usual for the 

particular terrain type. Conversely, while mines increase their production when they are close to cities and 

blacksmiths, if a mine is located directly on the tile where the river flows, its production is not affected. 

However, if the mine is located on the side opposite the city and/or blacksmith, even if it is within the required 
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distance, it does not benefit from this connection unless a bridge/road is built. See Mined Resources. 

5.5 Land Improvements  

Land improvements such as cultivation and better communication lines support the economic and military 

infrastructure in the country. 

5.5.1 Roads 

Roads played an important role in the general development of early civilizations. Similarly, in Imperiums: 

Greek Wars, they allow units to move faster over all terrains; increase the resource production from resource 

mines; and reduce costs of trading exchanges (think of this ñoverheadò as losses due to accident/predator 

incursion, spoilage, pilferage, etc.). 

Virtually all mobile units can move over most terrains with some restrictions; e.g., naval units cannot travel 

across land; units need a ñMountaineerò improvement to be able to cross mountains; etc. 

There are two types of roads: 

× Dirt roads  are basic paths with a moderate impact on unit mobility, resource production, and trade. 

× Surfaced roads are an upgrade of dirt roads that can only be built on tiles where a dirt road already exists. 

Roads in general allow for faster movement of units through all types of terrain, and so play an essential role 

in territorial expansion. The default mobility of different unit types on different terrains without roads is 

summarized in the overview of Unit Properties. 

Roads also improve the production of resources from mines that connect cities and blacksmiths (see Mined 

Resources). 

As mentioned, developed road networks also decrease the overhead costs of trading. Every exchange of 

resources is burdened with these expenses, calculated from the type of trade route used for the exchange; e.g., 

a trade route leading over large hilly and forested areas incurs higher overhead costs than one through flat 

terrain with paved roads. For more details see Trade section. 

Roads can be built on all terrains (except of course water) by Settlers. There are two actions that command a 

Settler to build a road: Build Road and Build Route. 

5.5.2 Fields and Farms 

While weôve explained that Food is obtained from grasslands, plains, scrub, forest, woodlands and water tiles 

lying within a city range, and that these yields can be increased by cultivation (not in the sea, however!), there 

are two types of agricultural improvements: 

× Fields use basic cultivation techniques to increase Food resource production on tiles within a city range 

by 200%. 

× Farms are upgrades of Fields that can be built only on tiles where a Field already exists; they increase 

Food yields by 300%. 

A summary of Food harvested on different terrains can be found in Harvested Resources section. 



 

36 

Fields and Farms can be built by Settler units only. The action button is the same for both: Build Field/Build 

Farm. These improvements might not be available from the beginning of a given game, depending on a 

nationôs level of technological development. 

Weôve learned how Food can only be obtained from tiles that lie within a city range; thus, building Fields and 

Farms outside this range will not grant anything (until/unless a city is built nearby or grows large enough). 

You can utilize tiles that are not suitable for agriculture such as woodlands, swamp, and forest, by cutting 

them down or draining them. Fields and Farms cannot be created on tiles already occupied by resource 

mines/quarries. 

An overview of Food production can be found in the Resource Usage Map. 

5.6 Territories  

The map in the Greek Wars scenario is divided into territories. These territories allow for pockets to be closed 

when conquering foreign territories and they also affect resource production.  

Controlling the whole territory increases production of all mined and land resources as well as Local 

Happiness within and vice versa. However, not controlling the whole territory equally means that there is a 

penalty in production of all those resources. The penalty depends on the size of the area of the territory you 

control. However, the final calculation might be further affected by other factors, such as selected game 

difficulty.  This adds a new item on the list when planning a military 

campaign. 

You can switch the map view to Territory view by clicking on this 

icon  in the Map menu.  

At the same time, hovering with a cursor over a tile, the tooltip 

shows you if there is a penalty in resource production as a result of missing tiles in your ownership. 

This feature can be disabled at the start of the game in Game Options. 

6. MAIN SCREEN 

The whole responsibility for your nation and empire is weighting on your shoulders. Making important 

decisions is not possible without great amount of information but keeping all that information in your head is 

a superhuman task.  

The game is quite complex, and so to make it easier to get a grip on all the game controls and mechanics, the 

interface is designed to provide instant hints and extra information. 

The Main Screen is divided into game menus located in the corners of the screen, plus several control panels. 

Each contains different information, but all are useful sources of data. 
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6.1 Window Controls  

Many functions in the game are commanded through in-game windows. Itôs important to stress that only one 

window is active (viewable) at a time even if more are open. Depending on the size of the previously opened 

window(s), others might be hidden in order not to obscure the view of the map, but can be recalled by closing 

the currently active window or by using the back button. 

  Back button in the upper right corner closes the currently 

open window and takes you back one step. Alternatively, press 

[Esc]. 

  Imperium s Library  button [F1]  in the upper left corner 

will take you to the Imperiums Library and the tab related to the 

topic. When this button appears in the game window, it takes you 

to a contextual help. 

  Back to State Window button in the upper left corner 

closes the currently active window and takes you back to the 

State Window. 

 Close button in the upper right corner will close all currently open windows. A simple left click 

anywhere outside the window accomplishes the same. If the window doesnôt contain a back button, you can 

again use [Esc]. 

Cancel button at the bottom of the window closes it without saving any changes. 

OK in the lower right corner confirms changes and closes the window. 

Be aware that not all windows contain all buttons; this depends on the nature of the information provided. 

6.2 State Menu 

Located in the upper left corner of the screen, this menu contains the most important tools to steer your 

country.  
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The State Menu consists of several parts: 

State Window [F2]  ï the large button represented by the national symbol leads to a State Window that 

contains the main tools of state administration, a quick summary of the current standing of the empire 

amongst the other states, and an overview of available resources (for details see State Window). 

Resource Panel summarizes available resources with consumption, production, and maintenance costs of last 

turn(s). A left-click on the Resource Panel takes you to the Resource Usage Map, while right-click opens the 

relevant tab in the Imperiums Library. 

The arrow at the right side of the Resource Panel allows you to see changes in the resources stockpiles 

compared to previous turn. 

 Build Facility  opens a list of available buildings that can be constructed (see also Build Facility 

Window). 

 State Decisions opens a list of all State Decisions. Tooltip will give you a quick info about what State 

decisions are currently available. 

 Objectives Map opens a map window explaining different Objectives related to land and territory (see 

also Objectives Window. 

Research Progress Bar shows the currently researched technology and time until completion. If no 

technology is currently being explored, this progress bar is not displayed. Left-click on it takes you to the 

Research Tree Window, and a right-click takes you to the relevant technology tab in the Imperiums Library 

(see also Research). 

6.3 Map Menu 

The Map Menu in the lower left corner is designed to help with orientation and navigation around the map.  
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Mini -Map is a small representation of the whole world including undiscovered parts. Colored areas indicate 

other nations, while dots represent cities. The white quadrangle shows where the main map is focused. You 

can re-center it simply by clicking on any location in the mini-map, or by dragging the quadrangle around the 

mini-map. 

The map menu contains several elements that allow a quick access to key information and a number of 

options that allow you to work with the map. 

   Strategic Overview [F4] leads to a Strategic Overview window where you find a summary of all your 

units and cities, plus buildings and mines and their improvements. 

  Political Map button [F3] opens the Political Map of the world where you can see the web of yours 

and opponentsô foreign relations. 

  Trade Overview [Ctrl+F2 ] opens a Trade Overview window listing all ongoing trades, including a 

summary of traded goods and possible trading partners. 

 Interim Government icon indicates that the government is undergoing upheaval, and until a new one is 

full in power, an interim government is in place. During this period resource production is lower. 

 Country Name ï left-click on the country name in the Map Menu allows you to change the name of your 

empire. Right-click opens the State Window. 

  Zoom buttons [-/+] at the bottom of the Map Menu can be used to zoom the view in and out.  

 Center button [C] re-centers the map to the currently selected map item or the capital city if no other 

map item is selected. 

 National Banner [F5] ï left-clicking the national banner recalls the Report Panel on the left of the screen. 

The state of the banner indicates the general level of Happiness in your country; e.g., when Happiness is 

dangerously low, the banner will appear torn. 

When youôre part of a union of states, the banners are combined to show who is the ñmasterò in the 

relationship. 

  Settings Panel on the right side of the Map Menu contains a number of settings that allow you to 

change the appearance of the map by using various overlays and display important information. The panel can 

be folded and unfolded using these arrows. 

 Game sounds toggle allows you to turn on or off all game sounds, including music, movement and 

terrains sounds, etc. 
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 Topview [Tab]  switches between 3D and 2D views. Topview (2D) is a fully functional view of the game 

which provides a clear overview of the map and all map items. Although some features and options are 

disabled in this view, the game can be played in Topview otherwise the same as in 3D. 

  

 Player Color Overlay [F8] changes the display of national borders. You can toggle colored borders 

showing the territorial limits of states while leaving the rest of the terrain fully visible, or you can apply the 

Player Color Overlay where the entirety of states is highlighted in national colors. The latter makes state 

territories more distinct but partially obscures terrain details. 

   

The transparency of colors and the visibility of trees through the overlay can be modified in Game Settings 

(Main MenuŸ Game SettingsŸ Player SettingsŸ Advanced SettingsŸ Player color overlay alpha and Trees 

in Player color overlay). 

 Grid  toggles a map grid which makes the game tiles more distinct. 
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 Supply area [F9]  highlights tiles which are too far to be reliably supplied with food and armaments; 

units will starve if they enter such a tile. Color scale from yellow to red shows how well supplied the tiles are. 

This feature can be disabled at the beginning of the game in the Game Options. Even without the Supply area 

on, you will be provided with this information in a tooltip when hovering over tiles. For details see Supply 

Management. 

 

 Terrain Color Overlay [Alt+F8]  helps distinguish different terrain types while suppressing some 

terrain details. The color scale and transparency of the overlay can be further changed in Game Settings (Main 

MenuŸ Game SettingsŸ Player SettingsŸ Advanced SettingsŸ Terrain Saturation and Terrain color 

overlay). 

   

    Territory view  [Ctrl +F9] changes the administrative view of the map from states to territories. 

This can be quite useful when conquering new areas as divided territories negatively affect resource yields 

from affected tiles (see Territories).  
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 Map labels button toggles on or off all geographical labels visible on the map (e.g. names of mountains, 

rivers, etc.). This is a master switch that overrides related settings in the Game Settings. 

 

 Clouds allows you to turn on or off wisps clouds. They hang in a certain height above the land so in low 

heights they are not visible. 

 

 City labels allow you to hide the city labels and only leave the models of the cities visible on the map. 
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 Trade Routes toggles the display of active trade routes leading to your empire, as well as all active trade 

routes of other states. Trade routes are marked by a dashed line linking the trading cities and a moving line 

indicates an ongoing trading exchange. This provides a quick overview of the trade among different nations 

which can be quite useful should you decide to send your units to raid the trading ships or caravans. For more 

details see Trade section. 

 

 Trees and Fog toggles the display of trees and fog. Map items are more distinct at the expense of 

aesthetics. The display of trees and fog can also be partially further modified in Game Settings (Main MenuŸ 

Game SettingsŸ Player SettingsŸ Advanced SettingsŸ Fog Density and Show fog above invisible tiles and 

Hide trees in Topview). 
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6.4 Game Menu 

This menu in the upper right corner leads to the Main Menu and the Imperiums Library, and contains Music 

Player buttons, as well as a turn indicator. 

   

 Music Player buttons control the music player. Music can be played and stopped; songs can be 

backtracked or fast-forwarded. 

 Imperiums Library [F1]  button leads to the aforementioned in-game help where you can find detailed 

information about different aspects, features and mechanics of the game (see Where to Find Information 

section). 

 Timer [Enter ] ï Left-clicking on the timer ends the turn. 

Period Indicator  next to the timer displays information about current 

year, and the tooltip shows how many turns and the time youôve already 

played and also game difficulty. 

 Main Menu button opens the Main Menu window where youôll find options for saving, loading, ending 

the game, and game settings. 

6.5 Unit Menu  

This menu in the lower right corner includes details about the currently selected map item, its properties, 

improvements, and available actions.  

 



 

45 

The information displayed in the Unit Menu changes depending on the map item selected (i.e., slightly 

different data is displayed for cities than for military units). Each map item has a set of properties that define 

its strength, specialization, and mobility. Every item can have a different set of properties; e.g., like data, 

above, a gold mine has different statistics than a city or military unit. 

     

Model in the middle of the Unit Menu represents the selected map item on the map. It can show signs of 

damage or injury; for example, if a unit has sustained heavy injuries, the model will be dirty and bloody. 

A left-click [F7]  on the model will open a Map Item Detail Window with more information about the selected 

map item. Right-click opens a Map Item Type Window with detailed information about its type. 

 Next unit [Spacebar]  button allows you to click through all your active units that can still perform 

an action. This makes the unit management much easier especially in late games when you command a greater 

number of units. You can also move to the previously selected unit by clicking on the arrow on the left side of 

the button. You can remove a unit from the loop of active units in the current turn by giving it  a ñSkipò 

command [E] . (Note: The color of the crest is in your national color.) 

 Next idle city [Ctrl+ Spacebar] similarly allows you to click through all idle cities, i.e. cities that 

are not building improvements, doing repairs, training units, etc. A loop of your idle cities allows you to go 

through them quickly and decide if you want to leave them idle or initiate any kind of action (for advantages 

and disadvantages see Idle Cities). You can move back in this loop to previously selected idle city by clicking 

on the arrow on the right side of the button. You can remove a unit from the loop in the current turn by giving 

it a ñSkipò command [E] .  

 Alert button allows you to activate all waiting or sleeping units at once without waking them up manually 

one-by-one. 

Name of the map item is displayed in the upper part of the Unit Menu. Naming all map items makes micro-

management and orientation on the map easier. Military units and cities have specific names assigned to them 

automatically, whereas non-combat units (e.g. Settler), buildings, and mines are given generic names. 

Automatic naming of cities and can be disabled in Game Options (Main MenuŸ Game SettingsŸ Player 

SettingsŸ Advanced SettingsŸ Automatic city naming and Automatic unit naming).  

As previously mentioned, the name of any map item can be changed in a Set Name Window, which opens by 

left-clicking on the name in the Unit Menu. Similarly, right-clicking on the name in the Unit Menu opens a 

Strategic Overview Window. 
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Experience is displayed as a red horizontal thin line just below the name of the map item. All units and some 

map items (city, fort, defensive wall, patrol tower) can be attacked even if not all can launch an attack 

themselves. The colored line indicates how battle-hardened the selected map item is, i.e. its Experience. Grey 

line means no Experience, red indicates growing Experience. 

Specialization ï Cities and some buildings (stable and shipyard) function as ñbuildersò, which means they 

can produce new units, and ñservicemanò, which means units can be repaired or healed here. The exact 

specialization indicates what unit type can be built or recruited there. The specialization is displayed under the 

name of the map item in the Unit Menu, and can be changed during the game to allow you to react to the 

immediate needs of your country. City can specialize in several unit types at one time, whereas Stables and 

Shipyards can have only one specialization at the time. 

Left-clicking on the specialization will open a Map Item Type Window particular to the specialization. If a 

map item is specialized in building several unit types, you can see the full list in the tooltip, or use the side 

arrows next to the specialization field to scroll through the list. 

 General Morale of the selected map item is indicated by the curtain on the left side inside the Unit 

Menu. All map items react to home events and foreign affairs, and their morale can decrease if things arenôt 

going well. Low morale means the map item is weakened, does not put up as much defense when attacked, is 

susceptible to desertion, etc. The red-colored curtain and tooltip shows the level of morale of the selected map 

item; grey curtain indicates the maximum level. Left-clicking on the curtain brings you to the Imperiums 

Library tab relative to General Morale. 

General Morale can increase even above 100% as a result of the "Encourage" action used by Generals. In this 

case, the curtain is blue. 

 Loyalty  of the selected map item is indicated by the curtain on the right side inside the Unit Menu. 

All recently conquered map items need time to identify with their new overlord; they are not immediately 

willing to put their life on the line for their new commanders. Loyalty indicates how assimilated the 

conquered city, mine, building, or unit is, and how prepared they are to fight for you. The red-colored curtain 

and tooltip shows the level of Loyalty they feel towards you; grey curtain indicates a maximum level. Left-

clicking on the curtain brings you to the Imperiums Library tab relative to Loyalty. 

 Held Inside - the number of units within the selected map item is represented here. Cities, buildings, and 

some units (naval units, wagons) function as so called ñcontainersò, which means that they can contain 

(transport) other units. For example, boats transporting military units across the sea or a damaged unit entering 

a city to be repaired/healed. A left-click on the small helmet allows you to select the unit(s) inside the 

container. 

 Size ï Cities, mines and Slave Market have the capacity to increase their size, which is indicated by the 

number inside the Unit Menu. 

Attack Strength is displayed at the bottom of the Unit Menu, and indicates the Attack Strength of the 

selected map item. It appears only for units and some buildings (e.g. Patrol Tower) that have an attack ability 

(i.e., cities and most buildings cannot launch attacks). 

 Condition is also displayed at the bottom of the Unit Menu, and indicates the state of the selected map 

item, e.g. if its ranks are full, if it is in need of reinforcements, healing, or if the city is repaired etc. All these 
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factors then affect Condition which has great impact on the defense ability of the map item. Through various 

defense bonuses the Condition can be reinforced. Temporary bonuses such as Readiness bonus are indicated 

by an additional small number below the Condition.  

 Action Points are also displayed at the bottom of the Unit Menu, and indicate whether a unit can still 

perform any action or movement. This applies only to mobile units, as cities and buildings do not use Action 

Points for their actions. 

 Damage Icon ï ñBuildersò can be damaged, and so unable to produce new units, or repair and improve 

existing ones. In such a case the Damage icon appears at the left upper corner of the Unit Menu to indicate 

that you cannot use the builder until itôs repaired. 

 Unserviceable icon in the upper left of the Unit Menu indicates that the selected unit cannot be used to 

execute any action. The main reasons are lack of resources to cover its maintenance (turn) costs, or when it 

has been sold or selected for destruction (ñSellò or ñDestroyò actions), and the process has not yet been 

completed. 

 Raids icon in the upper left of the Unit Menu indicates that the selected unit has been ordered to raid 

foreign merchant caravans or vessels on all active enemy trade routes within its action range. 

 Vulnerable icon in the upper left of the Unit Menu indicates that the selected unit has been given either 

the ñSelf-Healò or ñRecoverò action order, which negatively affects its Condition. If such a unit is attacked 

during the healing process, it receives 50% (Self-Heal) or -60% (Recover) penalty (see Healing Units). 

 National Banner on the left side of the Unit Menu represents the owner of the map item. Clicking on the 

banner opens the State Window. If you select a foreign map item and click on the opponentôs banner, you will 

be taken to the Diplomacy Window with the opponent. 

 Improvements are displayed on the left side of the Unit Menu. Cities, buildings, and units each have 

different possible improvements, acquired either through the ñBuild Improvementò action (for cities and 

buildings) or ñTrainò action (for units). When the map item proves its worth in battle, it can also gain an 

improvement as a result. 

 Number of Turns the map item needs to finish the current task is indicated by the number of hammers 

inside the Unit Menu. 

 Number of Attacks icon at the bottom inside the Unit Menu indicates how many attacks can be 

launched by the selected map item during the current turn. By default all military units have one attack per 

turn, but you can use the ñBlitzò improvement to increase it to two. 

 Action Buttons are listed on the left side of the Unit Menu representing all actions available to the 

selected map item. Some actions might not be executable at a given time (grayed out), due to reasons such as 

lack of resources, insufficient Action Points, etc. The number of displayed action buttons is not finite; new 

ones appear throughout the game. 
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6.6 Report Panel  

Time world doesnôt stand still, and being aware of the events happening in all corners of the realm is vital as 

any decision you take based on these events could change the course of history occur continuously. At the 

start of every turn you receive a list of reports describing the most important events that shouldnôt escape your 

attention. 

The list is shown in the Report Panel on the left of the screen. The reports at the beginning of a turn are listed 

according to their importance; distinct colors and fonts are used for different types. If a new report comes in 

during the turn, itôs added to the end of the report list. 

 

Clicking on the report line shifts the map view to the place where the event took place, or it opens a pop-up 

related to the information in the report (e.g., State Decisions Window). This applies only if the report can be 

viewed in detail (i.e., you cannot click on ñTurn of Athens has startedò). 

The list can be recalled by clicking on the banner in the Map Menu [F5] , and you can scroll down through the 

list using the mouse wheel. 

6.7 Tutorial Panel  

When a tutorial is active, the Tutorial Panel is displayed at the left edge of the screen.  
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There are several control buttons: 

 Last Task ï This button will recall the current task in case you forget what it is or get lost. 

 Find M ap I tem ï This icon highlights the map item which can perform the task at hand. However, it 

only works if the task can be executed by a map item (e.g., Change Government is not a task for any map 

item, and so clicking on this icon will not re-center the map). 

 Close Tutorial  ï This icon will close the tutorial. The only way to restart it is to start a new game and 

manually choose the tutorial option again. 

Completion Tracker ï The column on the left edge of the Tutorial Panel shows the progress through the 

tutorial. 

6.8 Build Panel  

The larger the empire, the more maintenance it needs. The Build Panel provides a quick overview of all 

building activities that keep your buildings and cities busy ï producing units, improvements, etc. 

   

 Build Panel is displayed on the right of the screen above the Unit Menu. If you click on it, a list of all 

building activities appears including the number of turns needed to completion. Youôll also find information 

about ongoing construction, improvement or repair works, and recruitment of new units. 

Clicking on any line in the Build Panel to center the map view on the builder in question. You can scroll 

through the panel by using the arrows on top and bottom of the panel. 

6.9 Damage Panel 

State infrastructure needs constant repair and maintenance due to military actions, natural disasters, or simple 

wear and tear. The Damage Panel provides a quick overview of damaged cities, buildings, or mines. 

Depending on the extent of the damage, the ñRepairò or ñEmergency Aidò action may have to be used. 

Damaged objects decrease their production rate with every turn theyôre left damaged, and cities can even be 

completely destroyed. 
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 Damage Panel is displayed at the right edge of the screen above the Unit Menu. If you click on the icon, 

a list of all damaged objects will open; click on any of these and the map view will shift to its location. You 

can scroll through the panel by using the arrows on top and bottom of the panel. 

6.10 Opponent Actions Panel  

To make informed decisions and stay up-to-date with the latest developments in the world, you should keep 

an eye on the actions and moves of other players ï be it your enemies or allies. 

The Opponent Actions Panel is displayed at the top of the screen while the other players make their moves. 

You can only follow the actions of those players whose states are fully visible to you. However, if attacked, 

you will see this as well, as the tiles around your map items are fully visible. 

 

 

Title and Banners in the middle of the panel indicate whose actions youôre viewing. 

 Skip animation button [Spacebar] allows you to skip the current animation (not the player!) and move 

to the next one.  
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 Focus button allows you to shift the camera to the location where the action is taking place. The camera 

will then follow the action automatically as players take their turns. You can also release the focus and move 

the view to whichever location on the map you want. 

 Library  button [F1] allows you to open the Imperiums Library  

  Skip player button [Enter ] allows you to skip the actions of the current player and move to the next 

one. 

  Close button [Esc] closes the whole panel, i.e. all the turns of other players are skipped and you jump 

right to your turn. 

You can adjust whose actions you see in the loop in Game Settings - either to see actions of all enemy factions 

(Main MenuŸ Game SettingsŸ Player SettingsŸ Only enemy actions), or only enemy actions directly 

related to you (Main MenuŸ Game SettingsŸ Player SettingsŸ Actins related to me. 

Right click - you can also skip just the actual animation with a right-click anywhere on the map. 

6.11 Message Panel 

Messengers waiting for your answer or envoys offering alliances or collaboration between states are all lined 

up in front of your throne at the beginning of each throne. The Message Panel lists all important messages that 

need your attention and decision.  

The Message panel contains several buttons that allow you to find additional information before making 

decision, to move through the messages or to close the whole Panel. 
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Title  of the message displayed in the middle of the Message Panel tells you the gist of the note, e.g. trading 

offer, diplomatic request, etc.  

 Recall Message button allows you to close the current message and go to other windows to find 

information that you might need to make a qualified decision. If you do so, the original message window 

closes but you can recall it again with the Recall button to give your final answer to the messenger. 

 Pin button helps you to localize the place related to the message, e.g. a state that sent you the diplomacy 

note. When you click on this button, the map will shift to the location in question. 

 Previous message button allows you to recall a previous message. 

 Next message button on the other hand allows you to move forward to the next message. 

 Close button [Esc] allows you to close the whole panel without going through all the messages, however, 

by doing so you decline all requests. 

6.12 Hint Panel  

As your decisions decide the future of the empire, it is necessary to know where or how to quickly get the 

information you need.  

The Hint Panel displayed at the right side of the screen under the Game Menu provides contextual 

information, details about selected map items and hints on how to use game controls. Several icons are used 

for quick navigation through the information provided: 

   

 Mouse Buttons indicate what happens when you left- or right-click or use the mouse wheel. 

 Tooltip Explanation provides description of the information contained in the tooltip. 

 Contextual information provides details or description or summary of the most important information 

related to the selected map item or game feature. 
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6.13 Tooltip  

Tooltip is a dynamically changing panel at the tip of the cursor that displays information related to the tile in 

question (owner, terrain type, position, list of units located on the tile, terrain bonuses, etc.); to selected map 

items; or else quick generic information on game controls and mechanics. 

 

A tooltip can contain a great deal of information; much is represented by icons: 

 Owner shows the tile owner and territory (e.g. Athens (Attika)). 

 Terrain type on the particular tile (e.g. sea); see also Terrains section. 

 Position shows the tile coordinates (visible only in Editor). 

  Yields shows resource icons and numerals that indicates what resources and in what amount are produced 

on the tile(s) (e.g. +10.2 Food). See also Resources section. 

 Resource Usage shows resource icons and numerals that indicate what resources and in what amount are 

produced and consumed on this tile. This applies to resource mines and cities (e.g. -1.3 Food  +1.4 Influence). 

 Territory production penalty  indicates that part of the territory in which the selected tile lies is not 

yours and therefore the yields from this tile are penalized (see also Territories). 

 Dirt Road Built  indicates that a dirt road has been built on this tile. 

 Surfaced Road Built  indicates that a surfaced road has been built on this tile. 

 Agricultural Land indicates that this terrain has been cultivated for agriculture (e.g. Farm, Field). 

 Frozen L and indicates the tile has been affected by sudden climate change. 

 Tile Supply shows how well a unit on this tile is supplied (e.g. tile supply 100%). In case of suppliers it 

also shows how many units are dependent on this map item. See also Supply Management. 

 City Foundations show that city foundations on this tile will stand even if the city is destroyed. Building 

a new city on foundations is cheaper and faster. 








































































































































































































































































































































