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SECTION ONEBASICS

1. INTRODUCTION

TheHellenicworld has changed since the Persian invaders were defeatedhanorE20 years agind the
ratherinconclusive resolution of the more recent;y2arlong Peloponnesian Wav et, circa 359 BCEthe
political entitythewor | d wi | | ¢ o me ddeonotket exisl heaHelledicGivileaicnas @ivided
into great number of smaller or bigger cisyates thahold a grudge againsneanother 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 aitglfosinair self

following its victory over Athens in the Peloponnese. Athensemggenderednuch resentment against herself,

in other®eyes becoming haughty and aggresais® p a r t a fades Ghdlkmlikey Thessaly, Korkyra,
Eubeoaall yet hold sigriicant power; the barbarians of Molossia and Thrakia continue to threaten Hellas;
and even the remnara$ Persiain Anatole, the Achaemenid Empire and its disloyal satrapies, still represent a
considerable threat. And now, emerging from defeat at theshafritle Dardanians, a new powattles its
spearsMacedona!

Many others/et would taste fame and glgrfrom seaworthy Rhodos to timadic tribeof Encheleall
hunger for powerAll have secret goals, political and military ambitipa#t 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? Choos28 historicalnations to demonstrate your leadership skills, military
prowess, and political geniuhe econorit, political, military, and social development of the country is
entirely in your hands!

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

1.1 About the Game

Imperiums Greek Warss an historical # turn-based strategy gaméth elements of grand strategids|
economic, military, technological, social, and cultutatisions that will shape tlikevelopment ofour
countrywill weight on your shoulders.

Imperiums:Greek Warss a game for a wide audiencédistory buffswith 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 wittological creatures

Our goal is to simulate historical reality as much as possible, startingedtiatdile-based maps featuring
elevated terrains modeled on historical souricediding original settlementshrough complex game

mechanics and smaletails such as unit compositiohhe 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 eim@ All are intertwined and none is standing alone

to simulate the real consequences of derimaking. Additional concepts such as loyalty, army morale or
supply managemettenincrease complexity of the gam@n top of that new elements have been dddeh

as generals, slaves or myths and quests.



Somegame mechanicand options can be disabled to accommodate all types of players and levels of
experience in terms of game complexity amdro-managementor example, you can completely turn off
themyto|l ogi cal | ayer if that doAelewerditficulsesyou calyaconcentrapeu r e |
fully on territorial conquest without paying much attention to complexitiggher difficulty levels bring on

new challengethat will demand youattention and thoughdut decisionsAll decisions are in your hands;

you have sole responsgliby for every actionn your empire.

1.2 Greek Wars Scenario

Themiddle of thefourth century BCEsees th&asternMediterranearstill recovering from thé&eloponnesian
Warand myriadof lesser conflicts sincdevenafter six generationgollowing the shaky coalition that
rebuffed the Persian invadeldellenes still cannot get alortipe fleeting alliance that once prevented
subjugation and perhaps eveniaiigtion, haslong sincesunderedAt the same time, former Persian
conquests ifThrakia have broken free, aRersiarsatrapies along the coast of Anatole continue to test the
empirds resolveFinally, 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 Ill cédda, who lies dead dhe battlefield
against the lllyrian tribes of Dardania and Enchielé byKing Bardylis Perdiccasdéd son is
the nobiltyofMae doni a t hrust the crown upon the kingds yc

War for dominance ovetellas and westerAnatolehasonce agairbegun

Twenty-eightplayable factiongxist in the base ganieeven the satrapies of Lydia, Caria, Mysiad Phrygia

that arenominally vassastates othe Achaemenid EmpiréPersia) can beselectedDormant factions might
alsoappear during the ganaed formas new states. Celtic tribes might invade in small groups from the north,
their units behawng as regular Al units, founding cities and taking territories.

1.3Where to Find Information

Information is available in many locatigrincluding this manuajame hints antboltips, thein-game
ImperiumsLibrary, and onlineon Steam forunor Discord channel

1.3.1Manual

Someare born leaders while otheraistlearn the hard wayRegardless, erecommend 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 navitiadragile political balance at home and abr@aen with a

resourceful manual, however, experience and leadership skills will decide who becomes a celebrated hero and
who fades into obscurity!

This manuatontainsa detailed overview of all aspects, ti@s, and principles of the game, providing all the
information needdto start playing, and to play weltach section gives detailed information about the game,
its mechanics, andiles(seeTable of Contenls

1.3.2Imperiums Library

If you dorét want to spend any more time reading and prefer immediate action, the next best thing is to play
through the tutorials and refer to thieperiums Library This inrgame help [F1] or accessible directly from

(13)


https://steamcommunity.com/app/1183470/discussions/
https://discordapp.com/invite/hq9NC5Q

the main screen by cligkg on the? icon in the upperight corneri is an extensive source of information
about all aspects of the game.

The library is divided into several sections, each dedicatadéctain gaméeature Sections are represented
information you seekl.inks are provided to other tabs and reference points for easier navigation between
different sections of thibrary.

GAME RULES - dedicated tahe most important game mechanics, rudesl principles.

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

SCENARIO - provides historical context to the current game.

TUTORIAL - includes all aspects of the gaowveredn the Basic and Advanced Tutoridtee
below)

TECHNOLOGIES - provides links to all technologies available in the current scenario.
MAP ITEMS - introduces all map itenfg.g. buildings)their basic characteristics and properties.
GOVERNMENTS - lists dl government types available in tseenario.

IMPROVEMENTS - lists improvements for athapitems.

LAND IMPROVEMENTS - explains advanced agricultural technologies that increase food
production.

RESOURCES- provides details about all resources availablbhégame.

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

x RESEARCH TREE - pens a windowisting all technologies that can be discovered.

X X X X

X X X X X

X

1.3.3Tutorial
So, you think youébére ready to start? You are bold
blood!

Whether yodre a beginner or an experienced player of strategy games, we have dbsigotatial to
introduce and explain the game as dtigition into yournew position ofSupremeleader.

TheTutorial can be playetbr Macedoniaon the campaign map ondynd itprovides the most important
information about the navigation of the map, use of game menus, building infrastructure, resource
managenent, and diplomacy.

A separate sectioon thetutorialsfollows: seeTutorial.
1.3.4Imperiums Forum

Although wé vtréed to be as thorough as possible, some details might have been overlooked in the manual
and we are always updagimnd improving thingdf you cannot find the answer to your guestion herein, you
can check with us at theperiums rumor Discord channel

Now, we haveheldyour eagerness to prove your worth at bay long endatfghime to let you wend your
way through historyMay 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 saime


http://imperiums.freeforums.net/
https://discordapp.com/invite/hq9NC5Q

2. STARTINGA 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 fiitbgal requirements.

Single Playerallows you to start a negame 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 tgoin or invite other players to join either anonline or offline (sacalledfiplay-by-
e mai | o(bee gsaviulgplayer gamg

A ‘ Create your Scenarioopens a new window where you can start
- MAIN g creating a new scenario by designing your own osipg the in
= gamem

SINGLE PLAYER

hacsaal ,;l ,-,,..-,,,.,A\;;;,{ s | “ Game Settingddisplays a list okettings divided into several tabs

e e o B that allow you tanodify the appearance of the gaaezording to

t CREATE YOUR SCENARIO 1 |

TR A RS | the performance of your PC, your preferences, and game style

LSS OAMBRERNES © ;: Settings can be also chgad during the game from the Main menu
LoRINGD | |M and some cachangediirectlyin-game(MainMe nuY Ga me

A Settings) For more information seBame Settings
ADDITIONAL CONTENT 2|

ANRAS A A SR i R AR

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

iR ) mod saved on yowomputer.
: CREDITS 1

Additional Content opens a new window where you can see all

QuUIT GAME 1 |
R, T G R new mods, scenarios and saves that are publicly available on

Steam for download (see als@w to work with Steam Workshop

This tab is only available wheroy start a game.

Imperiums Library brings you to theforementioned librarywhere you can find all important information
about game rules, mechanics, units, etc. {gbere to Find Information

Credits opens aistof peop e who parti ci pat e danddesetvéaur thpraksremd s dev e
gratitude

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



2.2New Game

Once a Single or Multiplayer is selected, you can choose to start a new game quriadus saver to join
an existing game the case of Multiplayer

New Gameopens a list of games where you can choose whether you want toglkegedinedscenario €.9.
Greek Warsor you prefer to generate a world of your choice (Customized World).

Load Gameopens a window with all previously saved games so you can choose the conquest you want to
continue.

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

selected item.

2.3Game Settings

There areseveral tabs on the left side of the window, each leading to a different set of s€ttiagges in
each tab need to be saved separaidigre are three buttons at the bottom of the window to modify and save
changes:

Set to defaultresets the default dphs in the current tab.
Cancelcancels all changes made and closes the window.

Save player optionsconfirms the changes in the current.t@besesettings will be saved and used fois
and all future conquests until changed again.

2.3.1Player Settings

These settingare divided into basic and advanced anel mostly for player preference, some to tweak
graphic performance.

UNIT SETTINGS

x  Only enemy actionsi allows you toseeonly actionsof your enemiesluring their turngsee
Opponent Actions Parnjel

A Actions related to mei you only followenemy actions directly related to ymot all enemies)

x  Automatic unit selectioni another active unit will be automatically selected once orders are given to
the previousone This makes navigation and command of units easier, as all units that can still
perform an actiomre queueth a loop (see alsGommanding Map Items

x  Automatic unit de-selecton i unit is automaticallyleselectd once it executgits orders; it can no
longer perform any actions in the current turn (see @somanding Map Itenys

x  Center on activeunit T the map is automatically positioned to have the selected unit in the.centre

x  Unit sizei 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.

x  Fast unit movementi all mobile units on the map will move faster.

(16)



x Action highlight alpha T definesthe transparency of the highlight colors (0 means transparent and
100 means netransparent).

x  Automatic city naming i aname for a new city will be selected fronpredefinedist if you dord
name it yourself by the end of the turn.

x  Automatic unit naming i new military units receive a randomly selected name fr@medefined
list.

x Zoom on attacki camera will zoom in on any attack that involves one of your map items (does not
apply in Topview).

MAP SETTINGS
x Camera movementi camera focus when unit is moving.
A None: camera does not move
A Destination focus: camera focuses on the final destination of the current move
A Start focus: camera focuses on the starting point of the curoar m
A Move camera: camera focuses on the selected unit and will follow its movements

x  Terrain saturation 1 allows increase or decreaskthe saturation of terrain colorghis setting is
only enabled when th#&dvanced techniquégyraphic setting is also ebied (see below).

x Fog densityi allows adjustment of fog density above hidden and invisible tiles.

x  Player color overlayi toggles a colored overlay where terrain is highlighted according to player
colorsinordert o cl ear ly di st i ng(0mears transpardnt apd 1@0ymeandrmon t e r
transparent)This setting is also available in tMap Menu

x Trees in Player color overlayi the visibility of trees whefiPlayercolor overlaydis applied (0
means fully visible above the overlay and 100 means fully covered).

x  Terrain color overlay T a terraindistinctive overlay easily identifies different terrain tyg@sneans
transparent and 100 means ficansparent)This setting is alsavailable in théMlap Menu It is only
availablewhen theiAdvancedechniques graphic setting is also enabled (see below).

x  Territory labels in Top view i territory nams aredisplayed on the map Top view (2D view)

x  Country labels in Top view- country names are displayed on the map in Top view (2D view)
x  Territory labels in 3D view - territory names are displayed on the map in 3D view

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

x  Territory labe Is in Territory view - territory names are displayed on the map when Territory view is
activated (see alddap Meny

x  Country labels in Territory view - country names are displayed on the map when Territory view is
activated (sealsoMap Meny



X

X

X

River labelsi river names are displayed on the map
Sea labels sea names are displayed on the map

Mountain labelsi mountainnames are displayed on the map

Ul SETTINGS

X

Confirm new turn T anextra confirmation popp appearbeforeadvancing théurn, allowing you
to see the world one last time before visibility is recalculated and some map items or features might
beagaincovered in fog of war.

Enable game hintsi hints providing basic inforation about the main functionalities of each control
displayedat the right side of the screwiill be displayed (see alddint pane).

Activate advisori hints and suggestions will appear when urgent matters need your at{ee&o
Advisor Window).

Show my attacks infoi battle results pojp summarizing your attacks on mobile units Batle
Result Window.

Show my conquests infd battle results pofup summarizing your conquests of enemy cities,
resources, and buildingseeBattle Result Windoyv

Show enemy attacks infd battle results pojpip summarizing enemy attacks launched on your
mobile wits (seeBattle Result Windoyv

Show enemy conquests info battle results pojip summarizing enemy conguests of your cities,
resources, and buildingseeBattle Result Windoyv

Show confederation messagésreports related to a confederation partner but not necessarily to your
own territory or map items.

GRAPHICS SETTINGS

X

Show fog above invisible tile§ undiscovered maptée ar e ¢ o Vv e r Mag Vidibility)6 f o g 6
Enable ambient animationsi birds, deer, wild boar, fish, and dolphins appear on the map.

Show patrticlesi awake behind shipis displayed

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

Hide trees in Topviewi simplified terrain features without trees in Topview (M Men).

Change daylighti different light is applied according to the coutrgituation (e.g. war).

GAME SETTINGS

X

X

Autosave periodi the number of turns after which the game is automatically s#fveet to 0, the
autosave function is turned off.

Autosave filesi number ofaut@saved files kept on hard drive.

(18)



X

Autosave with end turni game is saved automatically when at the end of each turn

2.3.2Multiplayer

X

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

2.3.3Graphics

X

Profile i choose and save graphiettings that fit the parameters of your machiriee chosen
profile will automatically reset the other graphsettings listed below, however, you can always
customize the settings manually.

Resolutioni sets the game display resolution
Antialiasing i smooths jagged edges
Window Mode
A Standard Window i Standard Window mode
A FullscreenMode i Fullscreen mode
A Borderless Windowi BorderlessWindow mode
Ul scaling1 allows to adjust the size of Ul controls (to fit biggereens3.

Terrain detail 7 the levelof terrain relief detail is scalable from low to high quality (to support low
end graphics cards).

Shadow qualityi quality of shadows in the game is scalable from none (no shadows) to low to high
(to support lowend graphics cards).

Show fogi 6 f o g éovewtndlidcovered tiles tnosehidden due to fog of wardther tharshades
of black and grey).

Tree detail i the level of tree detail is scalable from high to low to supportdad graphics cards
Choosing Low setting will decrease the number of gegtichoosingfiNoned will disable the display
of trees in the game.

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

Advanced techniqued a set of graphic features and options such as terrain saturation, terrain colar
overlay,etc., is enabled.

If you experience performance issues, try the following:

X

X

X

X

reduce antialiasingintialiasing graphics option)
turn off displaying treesT{ree detail graphics option)
lower resolution Resolutiongraphics option)

lower the quality of shada@vShadow quality graphics option)



2.3.4Audio

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

available All audio settings have slidéar so that the volume of each optan be adjusteseparéely.

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

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

enabled.

x  Terrain sounds volumei volume adjustment foferrain Sounds (above)

x Movement sound§ sounds accompanying certain moves and actions (footsteps, attacks,

corstruction worls) will be enabled.

x Movement sounds volumé volume adjustn for Movement sounds (above).

x Musici toggles musiccycling througha collection of 100+ songs themed for the period édse®

Game Meni

x  Music volumei volumeadjustmentor music (above).

x Game sounds clicking and Ul reactions will be enabled

x Game sounds volume

x  Greeting soundsi unitsrespond when selected or given an order

A Simplified greeting soundsi default greeting sounds are replaced with simple game sounds

Thi s

setting

can be used

onl vy

when

x  Greeting sounds volume volumeadjustmentor greeting sound&bove).

2.3.5Keyboard

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.

NnEnabl

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 RightArrowor D
Build inside B Move map up UpArrow or W
Build facility Ctrl+B Move map down DownArrowor S
Heal inside X Zoom in i

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

e

C



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 Ctri+R Player Color Overlay F8

Build field/farm I Terrain Color Overlay Ctrl+F8

Upgrade inside Y Supply Area F9

Pillage Territories CtrlI+F9

Sleep Ctrl+E Quicksave F10

Destroy Bridge Quickload F11

Build bridge Take screenshot F12 (SavedtoY St a
YKube Games
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 SKkip opponen]|Enter

Raid P Skip current animation Spacebar

Build town M St op opponen|ESC

Self-heal Hide Userlnterface Num 3

Recover Hide map tooltips Alt+T

Alert

2.3.6Mouse

X

Mouse sensitivityi allows adjustment of the mouse sensitivity, where 1 is the lowest and 20 the
highest.

Alternative mouse controli allows to adjust mouse control of buttons, actions, default actions, unit
selection and action confirmation.

Map scrolling on edges allows map scrolling by moving the mouse to the edge of the screen where
an orange highlight appears ($8eding Your Way Arounyi

Map scroll speedi the number indicates how fast the map will scroll.
Left-handed mousé allows to switch mouse buttons to kKiitnded mode

Mouse locki the cursor stays within the game window when the dh®cks ticked To move to
another windowAlt+Tab ] will have to be used.

Mouse smoothnes$ smooths movement of the mouse cur3tis should be applied only for
players who experience erratic cursor movement.

2.3.7Language

Here you carchoose froma number ofsupportedanguags.
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2.4 Getting Started

Finally, youe made it to the point where the action starts! Your future depends on the strength of your
armies, your political foresight, and the mgs of your landsChoose wisely the nation you tafke your
own!

Select NEW GAME, and choose betwe®HCIENT GREECEand CUSTOMIZED WORLD; we strongly
suggest the former, at | east until youbve pl ay ¢

The information on té following screes should help youmake a good choice:

The first screelis an introduction to the campaign map, summarizing the historical situation and showing you
the map (it can stay hidden if you wish so).

ANCIENT GREECE

ANCIENT GREECE

The second screen allows you to choose a faction youuldllAll playable factionavailable in the game are
listedat the left side of the scredBy hovering the cursor over the name of the nation or the checkbox next to
it, the tooltip shows you quick information about the courtoyy challengindgts initial situationis (for
newcomers)and the availability o& tutaial for this particular stat& he bar under the faction name indicates
the overall power of the country in comparison to the other players.

Selectonesimply by clicking on the checkbox next toThe information on the right side of the window
provides detadi relevant to the selected natidhyou dord like surprises, you can click your way through all
countriesto gather vital information for the first phase of the game.

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

‘! [ Factions marked with this lock can be simple unlocked by clicking orhédgtmox and confirming the
action. The reason they are not made open is that
recommended. These factican® more difficult and might require deeper understanding of the rules and
mechanics. Still, they could be played if you wish so.

)
21| Factions marked with this lock however, will be unlocked progressively with the hours spent in the
game. They will unloclas part of the Steam achievements.
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! ANCIENT GREECE

ODRYSIAN KINGDOM

Al player difficulty :

N/A - Population

Economy

/\l Her

ﬁpanl
Caria
@ Al - Hard
Rhod
@ Al - Ea While amt neighbor Macedonia rose to the

tensions increased with the great city-state of Athens who. a

Thessaly couple of decades ago. created the second Athenian League in |\
a8 LY a2 B answer to the new threat posed by the Thrakian tribes - the ||/}
// Al - Hard - Odrysian Kingdom's political and military decline continued. ‘: |

x Al Player Difficulty indicates how aggressitiee particulacountrywill be. The difficulty level can be
adjustedseparatelyor each Al player by clicking on the name of the nation (not on the checkbox!) and
changing the difficulty level in the dropdown menu.

x  Population indicateshe number of people inhabiting your landiis is not the same as the Citizens
resource (or Coury Size; see below).

x  Economyshows the economic strength of the country calculated from the size and number of all
resources, buildings, and cities.

x  Powerrepresents your military power (combin&ttack andDefenseStrength of all your military units).
x  Country Size suggests ¢w 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.

x  Map shows the world map, or at leastuacountry and the environs you have already sco@ledk
areas are undiscovered.

x  Text below the magells 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 tutoried.dptyon want to recall
the tutorial checkbox window again, click on the icon next to the selected state.



Game difficulty

The last screen allows you to set game difficulty and speed and disable features you do not wish to have in
game.

X

Game Difficulty suggesthow challenging the game will b& he GameDifficulty level is in general for
the gameand isrit related to the Al Playdifficulty (see above)You can change #hdifficulty level in
the dropdown menu his option affects productidiocationof resources,réquency and impact of
random evers, andhedefault setting of Gameplions (see below).

o Interregnum: A periodof relativepeacds implementedat the start ofa game Its duration
depending omifficulty level andcan vary slightlyfrom gameto-game. Tle peace period
ensures that unfriendly nations will not declare waryou howeveranystates at war with
you by default can and will attacMonetheless his interregnumshould ensure that the
beginning of the game somewhaslower, allowingnewplayeis to get time to map all
foreign relations, plan a strategy, understand the downsides of his econonyittebeit
being overwhelmed by aggressive nations right away.

Game Speeddetermines the pace of the game, which is closely related to tecluabldgvelopment
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 gamé not during the game itself

A Army Moralei morale of armies will change dependingtbe home situation, war outcomes,
and the enemy(ies) it faces (S&e&ny Morale).

A Research TreeHidden i only developed and available technologies will be visible, not the
whole tree.

A Supply Managementi conquering armigs s u p pwillaffett theirestsength and will to fight
(seeSupply Managemet
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A Garrisoned autonomous cities independent cities spawn defenders to protect the city and its
vicinity

A Generalsi special units that can increase General Morale of friendly trpopgpkeunrest in
foreign cities and set out on quests to seek legendary treéseecsis@senera).

A Myths and Legendsi number of mythical creatures appear in the gaaeh with unique effest
on gameplay (both positive and negatiyeSee alsdlyths & Legends

A ResearchTree Mixed i technologies in thResearch Trewill be shuffled to creata unique
researchiree However ,certain logical sequence in technologiadi/ancements must be retained
and this is reflected when a mixed tree is being created.

A RandomEventsi events like earthquake, plagudclimate changes will occur (s&andom
Eventy.

A Territories i controlling whole tetitory results in higher production from mined and land
resources from located in this territory and vice vésse alsd erritories.

A Corruption i simulates the increase in corruption in larger empires that negatively affect its
resource production anbusits whole economysee als&orruptior).

A Heroic Questsi number of unique quests for legendary treasknesvn from ancient mythology
can be pursued in the gaifsee alsdleroicques).

Ités important to note that some options might be automatidisibleddepending omthechoserlevel of
game difficulty

x  lronman Mode - this modecreates 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 led@stitne to get acquainted withelsituation in your
country and with the main controls and mechanics of the game.

2.4.1Hotseat

Hotseat is a local multiplayer when 2 and more players can play on the same co&ipytigrselect more
factions in the selection scre@escribed aboveJach plagr will be able to use his own settings.

2.4.2Multiplayer game

When creating a new multiplayer game, yoe 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 b&tarted from any of the existing scenarios or saves as well as from customized maps.
Game namei allows you give youigame an originditle to be recognized easily in the list of existing games.

Server passwordi you can add a password to protect the s€te your game, howevdt ijs not mandatory.
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D Achaemenid Empire [ Open ﬂ Ready [
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Asynchronous multiplayeri 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 ddninsist on having all human players at the compatéhe same time, you can tick

the box and an asynchronous multiplayer ganiel | be set 4pe nfasiol oc)a.l | ed Apl a

Number of playersi 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

lobhy.

Email addressi this setting is only available for asynchronous multiplayer and by adding your email address
you will be notified when your turstarts

Idle limit T this setting is only available for asynchronous multiplayer and it is a limit of witgcdfiie. no
player takes an active part in the gamaier which the game is deleted from the server.

Game difficulty i it definesthe difficulty for the whole game but you can adjust the aggressiveness of other
factions as well (see below)

Turn time li mit T 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 exceeddtge turn of the current player is skipped and the game moves
on.

Factionsi the table shows all factions that will be on the map.

A Type of player - you can choose which factions are to be lead by Al (Al) and by human players
(Open) by choosing the right tipn from the dropdown menu next to the faction name.

A Difficulty per faction i you can also define the aggressiveness of the particular factisesdoying
a difficulty levelfrom the dropdown menu.

©



A Statusi the checkboxes on the left show whether tiwionis assigned and ready.

GameOptions i this setting allows you tenable/disableertain game mechanics (38ame Optionk

Friend only i 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 ganee the lobby is open you can invite your Steam
friends to join.

2.4.3Customized World

The AncientGreecescerario offers many nations that you can lead, different difficulty lesida variety of
challenges to spice up your victegup.But t her e ar e

t h e . Foresach adventurers we created a NEneratorso that you can discovaninfinite number of

worlds customized to your wishes.

al ways

t hose

You cancreate a new map when you click ons@mized World in the Main MeniNewGameMenuY
Customizeahorld).

Country Random o

MAP SIZE - MEDIUM

Thi

BALANCED

f water and land is

MAP TYPE

The

he land is fragmented

MAP CLIMATE - STANDARD

Different types of terrain cover the

land. some fertile and others barren

OPPONENTS - DISTRIBUTED

A higher number of players is
distributed relatively close to each

8 other

DIFFICULTY - MEDIUM
Opponents are more challenging but

their actions are still predictable

DEVELOPMENT - GIVILIZED

e a
Fnl‘ Independent cities
J o Set government

P U Overall victory
3 (,l_ Military superiority

bl Starting turn

Turn duration

> 2l Game speed
|
§ O

Game balance

Player advantage

3 @* ] Resources abundance
2 L

Players' resources abundance

Diplomatic relations

Technological dominance

Country development

Low

Low

Low

Low

@
¢

| Game Options \[ Reset H Cancel ‘\‘ Ok
| L}

Ironman mode |

500 BCE

1 year(s)

High
High
High
|||g||
High

High

wh o

There are a number of settings that can be adjusted taosumipseferencesit the top of the screen you can
select the nation you will lead from a dropdown mehwou prefer to change the name of the state, you can
do so as well in the upper right part of the window in the Nan@oohtry textboxHere you carmlso choose
if you want to play in an Ironman moghis mode doesn't allow you to reload previous or current save).

W a

You can use a humber of settings to define the size and look of the map as well as the resource abundance,
fairness, etc.

X

Map Sizedetermines how big the map will bEhoose from a very small to an extaage mapThe 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 determins how the world will physically loaKThere are five options varying from one large
mass of land to a world fragmented into many small islahis setting also affects the pace of the game
and level of conflict, as it is relatively easy to meet othdtlizations 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 humafgain, choose from five options ranging from a
world of plenty with an abund&e of resources and regions suitable for human settlements, to a world
where fertile land is scarce and areas that would support growing populations verhigesetting will
affect how aggressive the game is; in a world where everybody initially d@sddivelihood 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.

Opponentssets the starting distance between civiliaati(not the number of players!yhese five
options vary from a small number of players settled relatively far from each other to a crowded world
where unoccupied space is limitétaso affects the pace and aggressiveness of the game.

Difficulty defines howaggressive the computer players are, and how multifarious their adtiengve
options range from an easy level suitable for beginners, all the way to very difficult, recommended in turn
to only to very experienced players.

Developmentfixes the garting 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, wetleveloped urban infrastructure, and fair progress in scemdeesearch.

Starting Turn indicates in which year the game starts.

Turn Duration determines how many years one turn will Nete that this has no impact on theceof
the game described above!

Game Speeds close related to technological deymteent.Low speed means slepaced game
simulating the historical reality, whereas higher speed allows for faster development.

Game Balancedecidesf all players start on a similar level or if some players will be more advanced than
others The difference will bén the amount of territory they occupy, number of cities and military units,
etc You can use a scroll bar whdi@wo means very unbalanced, afdgho means very balanced

starting conditions.

Player Advantageadjustsyour position compared to the computplayersif you set the scroll bar to

fi dwo, you will be disadvantaged against tle whereadi igho means that you will have better starting
conditions Player Advantage and Game Balance are interlinked, and ultimate equilibrium is derived from
both hese settings.

Resource Abundancesets the number of mineral resource depo§itsd, Iron, Stone,Coal) on the map
fiLowo means there will be few of these resources, wheétdgho means there will be plenty of mines
and quarriesThis setting affects theompetition for resources.

Pl ayer 6s Resoa@gerlceec tAsb utnhdea nacreount of resources you
wherefi dwo value of course means less resources fialghho gives you moreThis setting together with
Game Balance determiméhe final amount of resources for each player.



x  Diplomatic Relations determines mutual relations between players at the beginning of the Daime
only applies for players who have already met (they have a mutual bdfdet)tofi dwo relations will
be unfriendly and prone to open conflict, wher@dgho indicates you prefer peaceful relations for the
game start.

x Independent Citiesadjusts the number of independent cities at the beginning of the gao.means
t her edl | be f ew @ ighdinearss morérhishsetting alsa depends/on ¢he Development
setting (if any urban infrastructure is s@lpte that if you enable the Garrisoned autonomous cities
feature inGame Optionsthese independent cities wills spawn defenders so taking them won't be easy.

x  Set Governmentdetermines if all players start with the same government or if this will vary depending
on which types are already available to them

x  Victory Conditions allows you tochoose whiclVictory Conditionsshould be activated in the game

Game Optionsallow you to turn on/off a number of optional game features@sare Options

Resetbutton 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 logitngberiums:Greek Warswe recommend that all players go
through the tutoriallnformation 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 fearthough apart from dry information and explanations of the most basic game features, it will also
bring on some actiorsincethe best learning is done through practice!

3.1 Starting the Tutorial

When you click on the Tutorial tab in the M&@ame window, the game jurs@utomatically into the tutorial
setup.

Select country

TUTORIAL + E» MACEDONIA

| @ Macedonis \/ Al plover dculty
SINGLE PLAYER 1 - NA ©
Mysia

2A. e A1 ISTVICINCT ST CASERT o |
MULTIPLAYER : | @ Medu "
h

GAME SETTINGS
RS ERFUESUIL) LI U T LV CE FURST —
LOAD MOD

ADDITIONAL CONTENT

IMPERIUMS LIBRARY

|
LA il \ N - Herd Macrdoria s » large hingdom ot the periphery of the region
domunated by the Hellenic city-states. yet occupying o strategic
the Gulf of Therma with access to the ses and |~

CREDITS

T T S

QUIT GAME

CEITESTTITTITY STIICE ITTILEITEY




Another way to do it is to go through the Player Select¥dhen you seled¥lacedonia on the left side the
PlayerSelectionWindow, a popup appears where you can choose if you want to play the tutdiick on
the checkboxext to the options to activate them.

If you need to recall the window with tutorial option, click tluen Q next tofactionname.

3.2Running Tutorial

TheTutorial will start automaticallyi if checked; see aboveafter loading a newyame Popup windows will
thenexplain everything you need to know about the current situatipouncountry The instructions and
information in the tutorial windows will direct your attention to the basic controls and mechanics of the game
and, througta set 6tasks, teach you to use them.

This tutorial will take you through the basio§ mapnavigaton; content of the game menuwgty and resource
managementountry infrastructureunit actions foreign politics and warand so on.

This is a sandbox tutorial, which means that duttiygu 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 tutorialStikgou are
free to check the interfacall 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 somafidrthation only,
you can do so in the Imperiums Library under the Tutorial tab.
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3.4 Tutorial Panel

Thetutorial can be controlled throughTaitorial Paneldisplayed above the Mdg@enu on the left side of the
screen.

4. HOW TO &VE AND RELOAD

No one can last without food and proper rest and your senses and rationale must be sharp to avoid unnecessar
mistakes!You can save and reload the gaang time

4.1 Saving Games

The game can be saved over an existing file or into a newsing a default or custom nan@pen theSave
windowthrough the MairMenu in the upper right corner

( Mai n MenuY.Thagamne wiB bersavgd in the
defaultlocation below and you will be returned back to the

NEW FILE (I)II/\llI I NAMI)

ysenis S, SR game:DocumentiMy Gamedimperiums GreekVarsaSaves

NI \V I ILE (CUSTOM NAMI)

_AUTOSAVE snnwm 973 BCE mnnmx f Any of the saved files can be deleted in $ave Game

AUTOSAVE SITHONIA - 973 BCE X1 window by clicking thisX buttonnext totheitem

/\ll I()\/\VI lYI)I/\ \I RIN( S)l Ii( E lNl)x % 5 3
S Auto-saveis a function that automatically saves the game at

AUTOSAVE LYDIA - SPRING 354 BCE 3311} TS 2
T g R T W g R the beginning of the turiThe 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 Seftiida i n MenuY Game SettingsyY
periodandAutosave files)

Quicksaveallows you to save the game simply by pres§ii@] . The file will be named by default
iQui cksavedo, and any nhew quicksave will over write

4.2 Loading Games

Continue a game that you previously sabgdoading it fromthe MainMenu selecing Load Gameopensa
list of previously saved gameSlick on the saved gany®u want to continue playing anklet 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 MenMain MenuY Laoaad Game)

|R( )NMAN |IR( INMAN | EST |

IRONMAN IANCIENT GREEGE] Quick load allows you to instantly reload a Quicksave file

AUTOMAVE Srionia. 973 b m““mx (saved by using Quicksave functionabové by pressing

TR S SR | [F11].

AUI()\AVI SIIH()NIA )/i I$( E

/\UHMVI LYDIA - SPRING 354 BCE 'Nnx | Deterministic mod allows players to load a saved file and,

AUTOSAVE LYDIA - SPRING 354 BCE x1 by executing the same sequence of actions, to duplicate a

certain resultTo use this function holpCtrl] key and click
on the saved file you want to reload.




5. MAP

The main map represents the wonldere the game kas place. You rule over one part of it but sooner or
later you will have to interact with all peoples dwelling hérige map islivided into tiles which, accreted
together, create territoriedow to navigate the map and the characteristics and propefrtiééerent terrains
are described below.

5.1 Finding Your Way Around

The map is a canvas on which the alternative histofsnperiums:Greek Wargplays out The map is
therefore not only where you, the player, interact and execute your @sikhlso thevindow through which
you can observe the major events taking place.

Moving and changing the map view can be done in many ways:
x  Left mouseclick i click anywhere on the map and the view will center on that point

x  Mouse wheeli click and hold the mouse wHhegé@ you have one) and drag the map to where you want it
centered.

x Map edge scrollingi move the cursor to the edge of the screen where an orange highlight will appear;
the map view will shift in that directio his option can be turned off Bame Settingé Mai n Menu Y
Game S e Mouséh Nlap¥crolling on the edges)

x  Arrow keys andWASD keysi press any of those keys to move the map view up, down, right, left.

x Mini-mapi click anywhere in thenini-map or drag the whitguadrangle shape around the mimp to
shift the map view to the area you want to see dtseEMap Meny.

x Zooming in and out either witlthe mouse wheel or the zoeim and zoorrout buttons in the MamMenu

/= or by using + and keys.

x  Topviewi themap 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 Top\iatton @ at the bottom of the Map
Menu éeealsoMap 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
beendiscovered byour worldly travelers and itinerant merchanBy exploring new regions and forging

closer relations with other nations, yihaliscover new lands and come intantact with other civilizations.

There are three levels of visibility in the game:

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

and infrastructureAll map items have a scalled visibility range where full visibility applieResource mines

have a default visibility range of 0, whidel | ot her map .if&ammapdein ispasitiogesl onas 1t
hill, its visibility range increases by +1



The vsibility range of all units, cities, and some buildings can be permanently increased by a further +1 with
t h Bcoui® 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 (sé&éutual Treatiek

Fog of War i Areas that havieeen explored already but lie outside the visibility range of any of your map

items are hidden in the fogof w&@i t i e s , mi nes, and buildings that Yy
through the fog, while units and new permanent structures will recasicealedT his might result in your
seeing enemy units attacki ng.lIndatt, tliee mp mapdemton thaetilieh i d d «
thais hidden from viewTo make the tile (and whateweron it) again fully visible, yaii need to pogion

one of your map itemsr 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 &se).

Unknown i Areas that yoive not yet explored and for which there is no previous knowledge among your
people are obscured by ttegal darkness of the unknown.

5.3 Terrain

Life in ancient times was almost wholly dependent on.l&edtile lowlands produced enough food for larger
populations and faster urban development, while secluded hilly and wooded regions provided some safety
from aggressive neighbonsutit limited population growthWar strategies and battles needed to be carefully
plannedas adverse terrain can thwart even the best schemes.

Imperiums:Greek Wardeaturegenterrain types, and while each naturally has a different look, they also
boast varied properties such as resource yields; bonuses for attack and defensentmesgiogons;
accessibility (mountains, water); and utilization for urban infrastruetndeagriculturaimprovements.

Plainsi Flat terrain thats very suitable for urban development and agriculipleéns that lie within a city
range produc€ood am small amounts diVood, and can be further cultivated féelds andrarms.

Grassi Open, very fertile terrain suitable for agriculture and building citjesssland tiles lying within a city
range produc€ood and candutilized as Fields and Farms.

Woodlandsi Wooded areas that are the sourc€asfd(e.g., from hunting and gathering mushrooms, nuts, et
al.)andWood in limited amountsBoth areobtained only from those tiles that lie withirtiéy range

Woodland can beut down completely to create arable land (plaiBs)lding a city on avoodstile will use

most of the land for buildings, and the tile will no longenduce any resources (ddarvested Resources
Movement throughivoodlandss more difficult, and thusequires moréction points andime.

Foresti Dense woded areas, while obviously being a main source of lumber, also produce small amounts of
Food. Forestgan be cleared and utilized for agricultuFaick treecover and undergrowth severely limits
unit movement.

Hill T Elevated areas produce small amountg/oibd, but their value is mostly defensivtlls aresuitableto
set up your defensgsincethey create a natural barrier against invading aridesementuphill is not easy,
and thus also takes mo#etion Points and timeadditionally, attacking defensive positions in hilly areas is
more challengingFinally, units stationed oa hill acquirea longervisibility range, and so hills provide a
good vantaggoint.
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Deserti Generally flat, dry terrain not suitable for building city infrastructidesert tiles do tgporoduce any
resources, and further restrict unit movement. This can be used to adyastiéigan slow the advance of
invading armies.

Mountain T Impenetrable regions that are inaccessible for most units, and so create a good defensive barrier
against foreign armiedountains ared@ suitable for building any permanent structures, andigoonduce

any vital resourcesSettler andNomad units witha fiMountaireerd improvemencan 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

Scrubi Semtarid flatlands suitable farity developmentSteppes lying within a cityange produce small
amounts of bod.

Swampi Wetlands not suitable for urban development or agriculithieydond produce any resources, and
movement through them is very slo8wamps can be drained to creaésier terrain (grassland) that can be
further utilized.

Water 1 Seas and lakes can be only accessed using naval @utsstal areas lying within a city range
produceFoodin good quantities

5.4 Terrain Features

Apart from natural terrain, other featureslamprovements play extremely important roles in battle tactics
and in the overall development of a staténiperiums:Greek Wars

Rivers i Represent majarivers permanent featureghich can cut through any type of terrafcity built on
arivertleact s as a fAibridgeodo, and units can cross here
built on a tile through which a river flows only if you build a bridge there. fBgtiges can be built bgettlers

(only) to provide a natural crossing pofat all units.

Riversfurthercreate a natural barrier that restricts free movement of units, and should be carefully considered
when planning an incursion into another country or when positioning deégmssts Crossing a river is
always slowyet some units cannot cross rivers at all (8v@rriors) unless a bridge is available (see above).

Most units need two turns to cross a river (they usaaibn Points to enter the tile where the river flows,
and then must wait until next turn to movetffer) Once a unit is oariver tile, itts very vulnerable; it has no
Action Points left to run, and that lowers ®ondition Attacking such a unit does not require that the
attacking unit also mogento the river tile It uses itsAction Points in theattack,andif it wins, it doesidt

move onto the river tile but stays on its current posifioriess it hasny Action Points lefand wishes to
proceedl

This important terrain feature cae Yery effectively used for defensive purpastgew unitsstationed on a
riverbank can stop or at least slow a foreign invasion.

Riversalsohave a significant effect on your ability $applyyour units on the other side unless, again, a
bridge (road) connects the two banks.

Finally, rivers affect resource productiofood yields from a river tile are twice as high usual for the
particular terrain typeConversely, while mines increase their production when they are clogie$oand
blacksmithsif a mine is located directly ohée tile where the river flows, its production is not affected
However, if the mine is located on the safgpositethe city and/or blacksmith, even if it is within the required

(s4)



distance, idoes nobenefit from this connection unless a bridge/road if.feeMined Resources

5.5Land Improvements

Land improvements such as cultivation and better communication lines support the economic and military
infrastructure in the country.

5.5.1Roads

Roads plagdan important role in the general developmerganfy civilizations Similarly, in Imperiums:

Greek Warsthey allow units to move faster over all terrains; increase the resource production from resource
mines; and reduce costs of trading exchanges (tifittkisfi o v e r ds éoseddae to accident/predator
incursion, spoilage, pilferage, etc.).

Virtually all mobile units can move ovenostterrairs with some restrictions; e.g., naval units cannot travel
across land; units needil ountaireeid improvemento be able to cross mountains; etc.

Thereare two types of roads:
x  Dirt roads are basic paths withmoderate impact ouanit mobility, resource production, and trade
x  Surfacedroads are an upgrade of dirt roads that can only be built on tiles whereraatiralready exists

Roads in general allow for faster movement of units through all types of terrain, and so play an essential role
in territorial expansionThe default mobility of different unit types on different terrains without roads is
summarizedn the overview olUnit Properties

Roads also improve the production of resources from mines that connect cities and blacksniitime(see
Resources

As mentioned, eveloped road networkdso decrease the overhead costs of tradimgry 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 ovenktsathan one through flat

terrain with paved road&or more details seEradesection.

Roads can be built on all terrains (excefptoursewate) by Settlers There are two actions that command a
Settler to build a roadBuild Roadand BuildRoute

5.5.2Fields and Farms

Whi |l e wedve Feodipdbt@mined feoth griamds plains, scrub, forestyoodlandsand water tiles
lying within acity range and thathese jeldscan be increased by cultivation (not in the sea, however!), there
are two types of agricultural improvements:

x  Fields use basic cultivation techniques to increBsedresourceproduction on tiles within a city range
by 200%

x Farmsareupgrads of Fields thatcan be built only on tiles whereReld already existghey increase
Food yields by 300%

A summary ofFood harvested on different terrains can be fanridarvested Resourcegction




Fields and=arms can be built bettler units only The action button is the same for bdguild Field/Build
Farm These improvements might not be available from the beginning of a given game, deperading on
n at ilevel @ echnological development.

We 6 v e | e &aodcandnlytheohtained from tiles that lie within a city randbus, hilding Fields and
Farms outsidehis range will not grant anythin@ntil/unless a city is built nearby or grows large enough)
You can tilize tiles that are not suitable for agriculture suchvasdlands swamp, andorest by cutting
them down or draining therfrields and=arms cannot be created on tiles already occupied by resource
minegquarries

An overview ofFood production can bi®undin theResourcéJsage Mip.

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 allediand land resources well as Local
Happinessvithin and vice versa-However,not controlling the whole territory equally means that there is a
penalty in production of all those resourcEse penalty depends on the size of the area of the territary yo
control. However, the final calculation might be further affected by other factors, such as selected game

P S s SRS LR N difficulty. This adds a new item on the list when planning a military
£ Yields < +0.45 @ +0. campaign.

W* Territory production pcndhv 34%

B Woodkmds (rbver Sharoe) | You can switch the map view to Territory vidoy clicking on this
® Position x-23 y-25 || icon€ in the Map menu

Y Terraindefense bonus +20%

At the same time, hovering with a cursor over a tile, the tooltip
shows you if there is a penain resource production as a result of missing tiles in your ownership.

This feature can be disabled at the start of the gaiBaine Mtions

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 informdiigirkeeping all that information in yohead 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 menustiedan the corners of the screen, plus several control panels
Each contains different information, but all are useful sources of data.



6.1 Window Controls

Many functions in the game are commanded througiame windowsltés important to stress that ordye

window is activgviewable)at a time even if more are opéyepending on the size of the previously opened
window(s),othersmight be hidden in order not to obscure the view of the map, but can be recalled by closing
the currently active window or hysing the back button. |

f@ Back button in the upperight corner closes the currently
open window and takes you back one shdfernatively, press
[Esc].

PEaa : ‘ CD Imperiums Library button[F1] in the upper left corner

W S T R T MR will take you tothe Imperiums Libraryand the tab related to the

@ st g Dicin B topic. When this buttorappears in the game window, it takes you |
to a contextual help. *

e F@T‘ Back to State Windowbutton in the uppeeft corner

closes theurrently active windowrad takes you back to the

State Wndow.

ﬁ Closebutton in the upper right corner will closél currently open windowsA simple left click
anywhere outside the window accomplishes the sHrtiee window doesd containa back button, you can
again usgEsc].

Cancelbutton at the bottom of the window closewithout saving any changes.
OK in the lower right corner confirms changes and closes the window.

Be aware that not all windows contain all buttdhgs 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 #veral parts

State Window[F2] i the largebuttonrepresentetly the national symbdéads to a Staté/indow that
contains the main tools of state administration, a quick summary of the current steritiemgmpire
amongst the other statemnd an overview of available resources (for detailsSsae Window.

i
Resource Panesummarizesavailable resources with consumption, production, and maintenance costs of last
turn(s) A left-click on theResource Panghkes you to th&esource Usage Mawhile rightclick opens the i
relevant tab in thémperiums Libray.

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 availableuildingsthat can be constructed (sssoBuild Facility
Window).

Z;E—\‘ State Decisionopens a list of albtate DecisionsTooltip will give you a quick info about what State
decisims are currently available.

g Objectives Map opens a map windowxplainingdifferent Objectivesrelatedto land and territory (see
alsoObjectives Window

ResearchProgressBar shows the currently researched technology and tinti completion If no
technology is currently being explored, this progress bar is not displagftalick onit takes you to the
Research Tre®/indow, and a rightlick takes you to the relevant technology tab inlthperiums Library
(see alsdresearch

6.3 Map Menu

The Map Menu in the lower left corner is designed to help with orientation and navigation around the mapl.




Mini -Map is asmall representation of the whole world including undiscovered.i2otered areagidicate
other natios, while dots represent citieBhe white quadrangle shows where the main map is foc¥eed

can recenter it simply by clicking on any location inet minimap 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 &trategic Overviewvindow where you find aummary of all your
units and cities, plus buildings and mines and their improvements.

" 5
=== Political Map button [F3] opens the&Political Mapof the worldwhere you can see the web of yours
and opponents6 foreign relations

@ Trade Overview [Ctrl+F2] opens &rade Overviewvindow listing all ongoing trades, including a
summary of traded goods apdssible trading partners.

I7 Interim Government icon indicates that the government is undergoing upheaval, anc unetiv one is
full in power, an interim government is in plagaring this perid resource production is lower.

Country Name' left-click onthe country name in the Map Meallows you tochange the name of your
empire Right-click opens the State Window.

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

(% 'Center button[C] re-centes themap to thecurrently selected map itean the capital city if no other
map item is selected.

MI National Banner [F5] i left-clicking the national banner recalls tReport Panebnthe left of the screen
The state of the banner indicates the general lewghppiness in your country; e.g., whidappiness is
dangerously low, thbanner will appear torn.

When youre part of a union of states, thebas®er e combi ned to show who i s
relaionship.

q E Settings Panebn theright side of theMap Menucontains a number of settings that allow you to
change the appearance of the map by using various overlays and display important information. the panel
befoldedand unfolded using these awrs.

..h Game soundgoggle allows you to turn on or off all game sounds, including music, movement and
terrains sounds, etc.



C Topview [Tab] switches between 3D and 2D viewpview (2D) is a fully functional view of the game
which provides a cleasverview of the map and all map itenddthough some features and options are
disabled in this view, the game can be played in Topview otherwise the same as in 3D.

2 Player Color Overlay [F8] changes the display of national bordefeu can toggle colked 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 stasdsighlighted in national colorg he latter makes state
territories more digtct but partially obscures terrain details.

The transparency of coloesd the visibility of trees through the overlgan be modified in Game Settings
(Main MenuY Game S&ting¥t AdvamcsdSettihys®ayerrcolor overlayalphaandTrees
in Player color overlay)

EEl[ Grid toggles a map grid which makes the game tiles more distinct.




PN

i 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 tif@olor 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 Gpiemsvithout the Supply area
on, you will be provided with this information in a tooltip when hovering oles. For details se8upply

Management

=2 Terrain Color Overlay [Alt+F8] helps disinguish different terrain types while suppressing some
terrain details. The color scale and transparency of the overlay can be further changed in Gamé\&sttings
MenuY Game PhagetSeitntg Advigrsed Settinds Terrain SaturatiorandTerrain 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 yielc
from affected tilegseeTerritories.
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:F" Trade Routestoggles the display aictivetrade routes leading to your empire, as well as all attade
routes of other state$rade routes are marked by a dashed line linking the tradingaittea moving line
indicates an ongoing trading exchanghis provides aquick overview of therade among differemtations
which can be quite useful should you decide to send your units to raid the trading ships or dacavaose
details se@radesection

': Trees and Fogtoggles the display of trees and folylap items are more distinct at the expense of
aestheticsThe display of trees and fog calsobe partiallyfurther modified in Game Settings Ma i n Me
Game Se Players g s tv i Advarsed Settinds Fog DensityandShow fog above invisible tilesd

Hide trees in Topview
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6.4 Game Menu

This menu in the upper right corner leads to the Main Menu aridghexriums Library and contains Music
Player buttons, as well agwnindicator.

Avmimai 359 BCE i
e

mga Music Player buttons controthe music playemMusic can be played and stopped; songs can be
backtracked ofastforwarded.

? Imperiums Library [F1] button kads tdhe aforementioneh-game help where you can find detailed
information about different aspects, fe&siand mechanics of the game (@éeere to Find Information
section.

“ Timer [Enter] i Left-clicking on thetimer ends the turn. &mm@ i e
i : ¢ : | : Current turn: Autumn 359 BCE.

Period Indicator next to the timer idplaysinformation abouturrent This is turn ).

year, and the tooltishows how many turrend the timeyoudve already Current playtime: 0:24 hour(s).

Current time: 19:46.

layedand also game difficult
Py g y Game difficulty: Medium

@MainMenubuttonq)ensthd\/lainMenuwi ndow where youdll find opt.i

the game, and game settings.

6.5 Unit Menu

This meau in the lower right corner includes details about the currently selected map item, its properties,
improvements, and available actions
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The information displayed in the Unit Menu changes depending on the map item selected (i.e., slightly
differentdata is displayed for cities than for military unitSach map item has a set of properties that define
its strength, specialization, and mobiligvery item can have a different set of properties; kkg. data,
above,a gold mine has different states than a city or military unit.

Model in the middle of the Unit Menwepresentshe selected map iteom the maplt can show signs of
damage or injury; for example, if a uhidssustained heavy injuries, the model will be dirty and bloody.

A left-click [F7] on the model will open a Mdgem DetailWindow with moreinformation abouthe selected
mapitem Right-click opens aVap Item Type Vihdow with detailed information about its type.

ﬂ. 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 greate
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 canremovea unitfrom the loopof active unitdn the current turiy giving it a ASkipod

commandE]. (Note: The color of therest is in your national color.)

w 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 Aetoop 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 afdfomdvantages

and disadvantages skete Cities). You can move back in this loop to previously selected idle city by clicking
on the arrowon the right side of the buttoMou can remove unitfrom the loop in the current tuby giving

it a ASkipd commandE].

:".' Alert buttonallows you to activate all waiting or sleeping units at once without waking them up manually
oneby-one.

Name of the map itenis displayed in the upper part of the Unit MeNaming all map items makes miero
management and orientation on the map eadiiéitary units and cities have specific names assigned to them
automatically, whereas nartombat units (e.dSettler), buildings, and mines are given generic names

Automatic naming of citieandcan bedisabledn GameOptions( Mai n MenuY Game Sett i n
Settingy Advanced Settinds Automatic city namingndAutomatic unit naming

As previously mentioned, the name of any map item can be changed in a SaViaioe, which opens by
left-clicking on the name in the Unit Men8imilarly, rightclicking on the name in the Unit Menu opens a
Strategic OverviewVindow.

(23)



Experienceis displayedsa redhorizontal thin line just below the name of the map it&fhunits and some
map items (city, fort, defensive wall, patrol tower) can be attacked even if not all can launch an attack
themselvesThecoloredline indicates how battidardened the selected map item.is its Experience. Grey
line means no Experience, red indicates grovi@rgerience

Specializationi Cities and some buildings (stable and shipyardd nct i on as #Abuil der s o,
canproducenewunits and fAservicemano, which medhesexactni ts cal
specialization indicates what unit type can be built or recruited. thkeespecialization 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 countfyity can speciatie in several unit types at one time, whereas Stables and
Shipyards can have only one specializatibtha time.

Left-clicking on the specialization will open a Map Item TyWedow particular to the specializatidfia
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 spmlization field to scroll through the list.

m General Morale of the selected map item is indicated by the curtain otethsideinside the Unit

Menu.All map items react to home events and foreign affairs, and their morale can decreasedf thiegs 0 t
going well Low morale means the map item is weakened, does not put up as much defense when attacked, is
susceptible to desertion, efithered-coloredcurtainand tooltip shows the level of morale of the selected map
item; grey curtain indicates éhmaximum levelLeft-clicking on thecurtainbrings you to thémperiums

Library tab relative taGeneraMorale

General Morale can increase even above 100% as a result Binttemutagéactionused by Generals. In this
case, the curtain is blue.

m Loyalty of the selected map item is indicated by the curtain orighesideinside the Unit Menu.
All recently conquered map items need time to identify with their new overlord; they anenmedately
willing to put their life on the line for their new commanddrsyalty indicates how assimilated the
conquered city, mindyuilding, or unit is and how prepared they are to fight for ydheredcolored artain
and tooltip shows the level bbyalty they feel towards yowgrey curtain indicates a maximum leviegft-
clicking on thecurtainbrings you to thémperiums Librarytab relative td_oyalty.

5 Held Inside - the number of unitsvithin the selected map iteis represented her€ities, buildings, and
some units (naval units, wagons) function as so0o c.
(transport)other units For example, boats transporting military units across the sedasnaged unit eating
a city to be repairétealed. Aleft-click on the small helmetllows you to select thenit(s) inside the
container.

" Sizei Cities, minesand Slave Markebave the capacity to increase their sigkich is indicated by the
numberinside the UniMenu

/ Attack Strength is displayed at the bottom of the UMienu, and indicates the Atta&krength of the
selectedmap item It appears only for unitand some buildings (e.g. Patrol Towdrat have an attack ability
(i.e., citiesand most buildingsannot launch attacks).

” Condition is alsodisplayed at the bottom of the Unit Mermndindicates thestate of theselected map
item, e.g. if its ranks are full, if it is in need of reinforcements, healing, or if the city is repairéd| ¢hese



factorsthen affect Condition which has great impact on the defense ability of the map item. Through various
defense bonus¢ke Condition can be reinforced. Temporary bonuses such as Readiness bonus are indicated
by an additional small number below the Condition

4

.rz‘ Action Points are alsalisplayedat the bottom of the Unltenu, andndicatewhether a unit can still
perform any action or movemerthis applies only to mobile units, as cities and buildisg®ot use Action
Points for their actions

-‘f"Damage lconiiBui | der so0 can be dama g e dunits ar repgairasdmprovea b | e
existing onesln such a case the Damage icon appattise left uppecornerof the Unit Menu to indicate

that you cannot use the buildentili t 6 s r epair ed.

..r’ Unsetviceableicon in the upper left of the Unit Menu indicates that the selected unit cannot be used to
execute any actiorThe main reasons are lack of resources to cover its maintefiamgeosts, or when it

has been sold or selected for destructio@{o ori D e s t atiamg), and the process has not yet been
completed

, Raidsicon in the upper left of the Unit Menu indicates that the selectedhasibeen ordered taid
foreign merchant caravans or vesselalbactive enemy trade routes within éstionrange.

o A

t’f Vulnerable icon in the upper left of the Unliflenu indicates that the selected unit has been given either
thefSelfHealb or fiRecoveo action order which negativelyaffectsits Condition. If such anit is attacked
during the healing process, it receid®®o (Self-Heal) or-60% (Recover) penaltyseeHealing Unit3.

"ﬁ“ National Banner on the left sidef the Unit Menu represents the owner of the map.itélioking on the
banner opemnthe StateWindow. If you select a foreign map item and click on the p o nkbamer,6/cu will
be taken to the Diplomad¥indow with the opponent.

-

a Improvements are displayed orhe left side of the Unit nu Cities, buildirgs, and units each have
different possible improvements, acquired either througfiBlidd Improvemend action (for cities and
buildings) orfiTraino action (for units)When the map item proves its worth in battle, it can also gain an
improvemeng@s a result

) Number of Turns the map item needs to finish the current task is indicated byutnéer of hammers
inside the Unit Menu.

=t=== NUmber of Attacks icon at the bottom inside the Unit Melmdicates how many attacks can be
launched by the selecteaap itemduring the current turrBy default all military units have one attack per
turn, but yBlitmid ciammp ruosvee nielinebtwid. o I ncr eas e

l"l.. Action Buttons are listedon the left side of the UnKenurepresentingll actionsavailable to the

selected map itensome actions might not be executable at a given time (grayed out), due to reasons such as
lack of resources, insufficiedtction Points etc The number of displayed action buttons is not finite; new

ones appear throughout the game.
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A 6.6 Report Panel
Timewo r | d stamcestlinaddbeing aware of the events happening in all corners of the realm is vital as
) any decision you takbased on these events could change the course of lustorgontinuously At the
b 4 start of every turn you receive a |ist of repor
attention.
b The list is shown in the Report Panel onlifeof the screenThe reports at the beginning of a turn are listed
i according to their importance; distinct colors and fonts are used for different lfypegw report comes in
during the turn, s added to the end of the report list.
P
4
5
“,ﬂ
. Clicking on he report lineshiftsthe map view to the place where the event took pladgeppensa popup
related to the information in the report (e.g., State Decisidinsiow). This applies only if the report can be
’w..ﬁf € viewed in detail ( irn oBAthenshyaosu sctaanrntoetd oc)l.i ck on @A T
The list can be recalled by clicking on the banner in the Map Mfbly and you can scroll down through the
! list using the mouse wheel.
A :
6.7 Tutorial Panel
4
Whena tutorial is active, the Tutorial Panel is displayed at the left efitfee screen.
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There areseveralcontrol buttons:

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

<% Find M ap Itemi This icon highlights the map item which can perform the task at lowlever, it
only works if the task can be executedaayap item (e.g., Change Government is not a task for any map
item, and so clicking on this icon will not-center the map).

* CloseTutorial i This icon will close the tutoriallhe only way to restait is to start a new game and
manually choose the tutorial optiagain.

Completion Tracker i The column on the left edge of the Tutorial Panel shoepthgress through the
tutorial.

6.8 Build Panel

The larger the empire, the more mi@nance it need3 he Build Panel provides a quick overview of all
building activities that keep your buildings and cities bugyoducing units, improvements, etc.

Sparta will finish building of Derkylidas's Army in 2 turn(s)

Derkylidas's Army will be built in 2 turn(s)

Asopos will finish improving its Defense - 11 in 3 turn(s)

Tﬂ Build Panelis displayed on the right of the screen above the Unit Mégou click on it, a list of all
building activitiesappears includinthe numbenf turns needed to completiovioud lalso find information
about ongoing construction, improvement or repair works, and recruitment of new units.

Clicking on any line in th®uild Panelto centerthe map viewon the builder in questiofyou 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, natura) dissistpte
wear and teaiThe Damage Panel provides a quick overview of damaged cities, buildings, or mines
Depending on the extent of the damage filRepaio or iFEmergency Aid action may have tbe used
Damaged objects decrease their production rate with every tuknehely damaged, and cities can even be
completely destroyed.

(a0
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p Gold Mine needs emergency aid
/ j Gythion is damaged and needs repair
lv ! Damage Panels displayed at the right edge of the screen above the Unit Mfeyau click on the icon,
4 a list of all damaged objects will open; click on any of these and the map view will stafioication You
4 can scroll through the panel by using the arrows on top and bottom of the panel.
. 6.100pponent Actions Panel
To make inforned decisions and stay -ip-date with the latest developments in the world, you should keep
an eye on the actions and moves of other playbisit your enemies or allies. '
The Opponent Actions Panel is displayed at the top of the screen whiliaéplayers make their moves
! You can only follow the actions difioseplayets whose statearefully visible to you However, if attacked,
¥ you will see this as well, as the tiles around your map items are fully visible.
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& Title and Bannersin the middleothe panel i ndi cate whose actions
ﬁ Skip animation button [Spacebat allows you to skighecurrent animation (not the playedhd move
to the next one.
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* Focusbutton allows you to shift theamerao the location where the action is takipigce. The camera
will then follow the action automatically as players take their tuvital canalsorelease the focusnd 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 skigheactiors of thecurrent player and move to the next
one.

' Closebutton [Esd closesthe whole panel,e. all the turns obtherplayersare skipped and ygump
right to your turn.

You can adjust whose actions you see in the lodpaime Settings either to see actions of ahemy factions
(Main MenuY Game S&tmg¥t Only gnemyactiBris)aoroely enemy actions directly
relatedtoyoyMai n MenuY Game Seding¥ iActigsselatedtd raey e r

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

6.11Message Panel

Messengers waiting for your answer or envoys offering alliances or collaboration between states are all li *
up in front of your throne at the beginning of each throne.Mégsagédanel lists all important messagéesit E
need youmttentionand decision.

The Message panel contains several buttonsattwat you to find additional information before making
decision to move through the messages or to close the whole Panel.




Title of the message displayed in the middle of the Message Panel telleygattof the note, e.g. trading
offer, diplomatic request, etc.

— Recall Messagéutton 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 originabemegadow
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 statet yfwat the diplomacy
note. When you click othis butta, the map will shift to the location in question.

4 Previous messagbéutton allows you to recall a previous message.

#¥ Next messagéutton on the other hand allows you to move forward to the next message.

x Closebutton Esd allows you to close the whofganel without going through all the messages, however,

by doing so you decline all requests.

6.12Hint Panel

As your decisions decide the future of the empiris,necessary to know where or how to quickly get the
information you need.

The Hint Panel dispiged at the right side of the screen under the Game Menu preddestual
information details about selected map iteamsl hintson how to use game controlSeveral icons are used
for quick navigationhrough the information provided:

% open the Resource usage map
with details about production
and usage of resources.

* open the Help window with
information about this resource.

{1 state of the reserves in the
last two turns.

Scale of how happy people
feel about their well-being,

indicating the potential risk of
revolts or desertions.

b I o~ Mouse Buttons indicate whatappens when you lefor right-click or use the mouse wheel.

E Tooltip Explanation providesdescription of the information contained in the tooltip.

Contextual information provides details or descriptiam summary of the most important information
related to the selected map item or game feature.

|
|
|
|



6.13Tooltip

Tooltip is a dynamically changing panel at the tip of the cursor that displays information related to the tile in
guestion (owner, terrain type, positidist 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 theile owner and territory (e.gthens(Attika)).

=+ Terrain type on the particular tile (e.g. sea); see digorainssection

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

+ Yields shows esource icons and numer#tatindicates what resourceand in what amourdre produced
on the til€s) (e.g. +10.Z00d. See alsdresourcesection.

" ResourceUsageshows esource icons and numer#isitindicate what resourcesd in what amourdre
produced and consumed on this.tildis appliesto resource mines and cities (e:§§.3Food +1.4 Influence.

W Territory production penalty indicates that part of the territory in which the selected gk ik not
yours and therefore the yields from this tile are penalized (sed@ elstories.

< Dirt Road Built indicates that dirt roadhas been built on this tile.

SurfacedRoad Built indicatesthat asurfacedoadhas been built on this tile.

L Agricultural Land indicates thatHis terrain has been cultivated for agriculture (Eagm, Field).

FrozenL and indicates the tile has been affected by suddierate change

Tile Supply shows fow well a unit on this tile is supplied.¢g tile supply 100%)In case of suppliers it
also shows how many units are dependenhisnmapitem SeealsoSupply Management

e City Foundationsshow thatcity foundations on this tile will stand even if the city is destroyedlding
a new city orfoundationds cheaper and faster












































































































































































































































































































































































































































































































