Valid for Imperium: Aeternum - Favona update.

Changelog

Favona (2025-11-29)
Al

The Al will now seek to always keep the loyalty above 35 in its cities in the hope that this will keep the
population from starting rebellions. When running festivals, they’ll keep them going until the loyalty
reaches 65.

New features
Added the new city project Festival, allowing the governor to hold grand parties in the city to boost
the loyalty among the population.

& 419

>I’RQDUCED! 170 ;
-
Prepucap: 104
7 ==
PrepucdDp: 126

Prepucdp: @

f.’ro'ecfs’ =

W r‘ | s
. X . .
Build Festival i 3 k 3 = - iy 4 e
] workshop . S A B y g - ( [@7-12-@2
" EXPANSION F@cCUS: g - » g % MerRNING

o

& 4.9 & 77

Darvester

(Crty)

ﬁiaius’
[

B NgxT EXPANSION:
=2ipausep

. PESTIVAL:
“=UNTIL LoYALTY Is 1@@.

Soverpor

SHReUD*BeuND
! GUARDIAN

l10@7-12-02

[MeRrNING
| Laareries




Valid for Imperium: Aeternum - Favona update.

THE GOVERNS®R WILL HOLD
A CITY WIDE FESTIVAL T®

INCREASE THE L®YALTY &F

o THE POPULATI®N. LONG

LIVE THE EMPERG®R!

Added the possibility to allow the governor to manage the city instead of the player. This option is
ignored and is not visible if observe game has been turned on for the campaign. The governor will
manage the expansion focus, what projects to execute (incl. the new Festival projects but excl. Raise
armies and Replace governor). It will also assign new workshops to build equipment. All other things,

like garrison size, still need player input.
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Added three new event conditions.

Added two new events: “Bumper Harvest!” and “Banditry!”. The total number of random events are
now 18.

Balance updates

None.

Fixes
In the city list that opens by long pressing the next city button it now shows the loyalty value of the

population in the city. The first number of the current loyalty and the second is the base loyalty. Also
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updated the line about the garrison size to make it fit on one row. Also added information if the city is

managed by the governor.

b4 ﬁeied cly

GUARDIAN

Garrison: 2500/2500
Loyalty: 60,6/60,5
Workshops: 11
Governor controlled!

HARVESTHR
Garrison: 1500/1500
Loyalty: 33,2/33,0
Workshops: 8

SENTINEL
Garrison: 1000/1000
Loyalty: 65,0/66,5
Workshops: 8

In the army list that opens by long pressing the next army button it now shows the experience level of
the army.

New army
2000/2000 troops.
Trained (22 %)
CR:19,8% EQ: 99,2 %

KEEPER oF Vows

5101/5101 troops.
Experienced (45 %)
CR: 100,0 % EQ: 100,0 %

New Army

1000/1000 troops.
Experienced (45 %)
CR: 79,9 % EQ: 99,8 %

Fixed map freeze caused by method drawObjects when the MapEvent object is null.
Fixed crash in Al army method improve when the empire object is null.

Fixed crash in getFactionBadgeBitmap when the data object is null.

Fixed crash in checklfSettlementinRange when the world object is null.

Fixed crash in asset constructor when the world object is null.

Fixed crashes in EMPIRE type events when the asset object is null. Now uses the empire object to get
the faction id. This is also used for method that decides where to center the map when the event

button is pressed.
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Fixed crash in Al settlement method updateNewCycle when the world object is null.

Editor

Added a button for adding and removing rivers on hexes.

Editor optiops
)

Clear || Random Paint
map map size

Terraip feature

Terraip type

Fixed all code to work with the new rebel faction. It’s now possible to add rebel cities and armies to
the map.

Other

Added an Ul icon and map icon for city project Festival.
Added new project Festival to data_projects.csv.

Al settlement methods updateExpansionMethod, assignWorkshop, resourcesForNewWorkshop and
startProject now accepts a settlement object and don’t require the AlSettlement object anymore.
This means that method can be used for when player wants the governor to manage a city.

Moved all timers from AlSettlement and placed them in the Settlement object instead. This means
that they can be used for both the main settlement Al as well as when the player has set the governor
to manage the city.

Updated GameData.dat for the Emperor and Warrior versions.



