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Introduction

Welcome to the world ofImperium Sine Fine , a premierfantasy 
grand strategy game for Android ƽőĲƖĲШǃŸƨШŉŸƖŊĲШċŰШћEůƓŔƖĲШ
ƽŔƣőŸƨƣШĲŰĬЮќШ9ŸůůċŰĬШǃŸƨƖШũĲŊŔŸŰƚЯШŸƨƣƽŔƣШƖŔƻċũƚЯШċŰĬШƚőċƓĲШċШ
vast, dynamic fantasy realm in an immersive real-time strategy 
experience. Drawing inspiration from the strategic depth ofFate of 
an Empire шAge of War(also by Peter Norberg) and the grand scale 
of Hearts of Iron 4by Paradox Interactive,Imperium Sine Fineoffers 
unparalleled depth and challenge on mobile.

The Fate of an Empire (FoaE) saga started in 2013 with the release 
of Rising Empires(RE) on the Play store. RE was later replaced by 
RE2, released in October 2019. During 2020 a major overhaul was 
done which updated the graphics as well as changed some of the 
main game mechanics. This resulted in FoaE which was released in 
February 2021. The next major update was the move from squares 
to a hexagonal map which was released in August 2022 with the 
name Fate of an Empire шAge of War (FoaE - AoW). With the release 
of FoaE тAoW it was decided to remove the original FoaE from the 
Play store.

Development of the Imperium Sine Finegames started in July 2024 
and the Imperium games was released on Google Play in August 
2025.

Today, RE2 and FoaE тAoW and the Imperium games are available 
on the Play store. The Imperium games consists of Imperium: 
Aeternum Emperor, Imperium: Aeternum Wars and Imperium: 
Aeternum Creation.



Abbreviations

ACB Army Composition Bonus
AGE The age of a leader or an asset
AV Armour Value
cAV combined Armour Value
cMV combined Melee Value
CR Combat Readiness
cRV combined Ranged Value
CV Combat value
DB Defensive bonus
EQ Support Equipment
FoaE Fate of an Empire (2021)
FoaE тAoW Fate of an Empire тAge of War (2022)
GES Global Equipment Stock
GOV Governance
Hits Damage points
HP Hit points
IC Imperial Court
IMI Imperial Influence
ISF Imperium Sine Fine (2025)
LOY Loyalty

MC Movement cost
MP Movement points
MTI Move time In
MTO Move time out
MV Melee Value
NOW The current status
Org Organisation
POP Population
RE Rising Empires (2013)
RE2 Rising Empires 2 (2019)
RES Resources
RLV Relation Value
R&D Research & Development
RV Ranged Value
SEW Support equipment wear
SR Sight Range
TRT Trait
TV Training value
WOC Workshop capacity
XP Experience



Keyboard navigation

For players using a physical keyboard, for example when playing on Google Play for 
PCЯШŔƣќƚШƓŸƚƚŔĤũĲШƣŸШƨƚĲШƣőĲШťĲǃĤŸċƖĬШŉŸƖШŉċƚƣĲƖШŰċƻŔŊċƣŔŸŰЮШÑőĲШŉŸũũŸƽŔŰŊШťĲǃƚШőċƻĲШ
been bound to a function.

Main, Create game and shop screen
Backspace Exits the activity
Escape Exist it exits the activity

Game screen
A Next army, if another view is open this if first closed
Arrow keys Moves the map in the direction of the arrow.
Backspace Exit the view, if no view exist it exits the activity
C Next settlement, if another view is open this if first closed
E Next empire view, if another view is open this if first closed
End Zoom out
Escape Exit the view, if no view exist it exits the activity
Home Zoom in
M Next map mode
Minus Zoom out
Page down Un-pause and decrease game speed
Page up Un-pause and increase game speed
Plus Zoom in
Space Pause/un-pause the game



Creating a new campaign



Difficulty levels

There are four difficulty levels in the game, and the player decides 
the difficulty level when a new game is created. The difficulty levels 
are:

Novice
Å Easiest difficulty level. No bonuses to the AI factions.

Warden
Å A solid challenge.
Å AI factions receive:

Å +2 base loyalty in cities.
Å +5 % manpower/horses from each settlement
Å +10 % support equipment from each settlement
Å +5 % of all other equipment types from each 

settlement
Reaver

Å Aggressive and demanding, requires a lot from the player.
Å AI factions receive:

Å +4 base loyalty in cities.
Å +15 % manpower/horses from each settlement
Å +30 % support equipment from each settlement
Å +15 % of all other equipment types from each 

settlement

Imperator
Å For a truly epic challenge, not for the weak of mind.
Å AI factions receive:

Å +8 base loyalty in cities.
Å +30 % manpower/horses from each settlement
Å +60 % support equipment from each settlement
Å +30 % of all other equipment types from each 

settlement

The bonuses are added after production in each settlement, when 
the produced goods are transferred to the Global Equipment Stock.

ìőĲŰШƓũċǃŔŰŊШƽŔƣőШŸĤƚĲƖƻĲШůŸĬĲШŸŰШƣőĲШљƓũċǃĲƖњШŉċĦƣŔŸŰШƽŔũũШŊĲƣШƣőĲШ
same bonuses as the AI factions.



Other settings

Fog of war
When creating a new game, the player can select to play with fog of 
war. This means that the map is hidden for the player empire, i.e. 
ŰŸƣШ fШĲůƓŔƖĲƚШċƚШƣőĲШ fШŔƚŰќƣШƓƖĲƓċƖĲĬШŉŸƖШƣőŔƚШƚĲƣƣŔŰŊЮ

The player will start with all territory within 8 hexes from the capital  
and cities explored and visible. This should allow the player to find 
a suitable site for the initial expansion. 

To explore new hexes the player must scout with armies. All hexes 
within sight distance of an army will become visible. When a city 
expands all unexplored hexes neighbouring newly controlled hex 
will become visible.

The fog of war function is basically a way for the player to increase 
the difficulty level of a campaign.



The Imperial Court
& Diplomacy



The Imperial Court

The Imperial Court represent the seat of power and the 
administration behind it. It can be reached by opening 
the empire screen and clicking on the Imperial Court 
icon.

The most important asset in the Imperial Court is the Sovereign, i.e. 
the emperor. The second most important asset is the Successor, 
i.e. the heir. Bound to become the new ruler should something 
happen to the Sovereign. In the Imperial Court there are also three 
advisors which gives unique bonuses to the empire.

Together, these five leaders, have a major impact on the empire. 
The setup with 3 advisors also makes each court unique, with 
widely different abilities compared to the Imperial court of other 
empires.

Imperial influence
The management of an empire involves everything from basic 
resources of wood and iron, the manufactured goods like swords 
and shields, horses and men to wield the manufactured goods to 
important currency like the Imperial Influence.

The Imperial Influence is a currency that represent the political 
ƓŸƽĲƖШŸŉШƣőĲШfůƓĲƖŔċũШ9ŸƨƖƣЮШfƣќƚШċƨƣŸůċƣŔĦċũũǃШŊĲŰĲƖċƣĲĬШċƣШċШ
steady pace and can be used to initiate diplomatic actions, send

generals for training at the military academy and a range of actions 
within the Imperial Court itself. Many actions require a small cost 
of influence while some, like abdicating the throne, requires a full 
stock of influence to execute.

The maximum amount of IMI that can be stored without 
modifications is 100. The amount can never be lower than 0.

Gaining Imperial Influence
Each cycle 0.2 IMI are gained and added to the Imperial Court. 
When the amount of stored IMI passes 50 the increase each cycle 
will slowly decrease. The minimum amount that can be gained 
during a cycle is 0.01 IMI.

Some parameters influence how I.I. that are generated each cycle:
Å A genius emperor +5 %
Å A genius heir + 2.5 %
Å No emperor -50 %
Å No heir -10 %
Å A corrupt emperor -6 %
Å A disloyal emperor -3 %
Å A corrupt heir/advisor -3 %
Å A dumb emperor -2 %
Å A disloyal heir/advisor -1.5 %
Å A dumb heir/advisor -1 %



Actions in the Imperial Court

Abdicate
Å Leader type: Emperor
Å Requirement:

Å There must be an emperor at full health in the 
Imperial Court.

Å There must be an heir with an age of at least 
12 years in the Imperial court.

Å IMI cost: 90
Å Time: 120 cycles
Å Effect: 

Å The sovereign start preparing for his 
retirement. After 30 days the sovereign 
abdicates from the throne, and the successor 
becomes the new sovereign

Å Empire loyalty decreases with 5.
Assassinate heir

Å Leader type: Emperor
Å Requirement:

Å There must be an emperor at full health in the 
Imperial Court.

Å There must be an heir in the Imperial court.
Å IMI cost: 70
Å Time: 28 cycles

Å Effect: 
Å The sovereign hires an assassin to take care 

of the successor. After 7 days the successor 
is eliminated.

Å Empire loyalty decreases with 5.
Gala dinner 

Å Leader type: Emperor
Å Requirement:

Å There must be an emperor at full health in the 
Imperial Court.

Å There must be at least one General being 
trained in the capital.

Å IMI cost: 20
Å Time: 28 cycles
Å Effect: 

Å ÑőĲШĲůƓĲƖŸƖШĦőċŰŊĲƚШƚƣċƣƨƚШƣŸШљ]ċũċШĬŔŰŰĲƖњШ
with the timer set to 28 cycles, i.e. 7 days. 
When the timer reaches 0 the emperor status 
is reset to full health.

Å Empire loyalty increases with 10.



Actions in the Imperial Court

Overthrow emperor
Å Leader type: Advisor
Å Requirement:

Å There must be an emperor in the Imperial 
Court.

Å There must be an advisor at full health with 
the trait disloyal in the Imperial Court.

Å IMI cost: 70
Å Time: 56 cycles
Å Effect: 

Å The advisor starts to plan how to overthrow 
the sovereign. After 14 days the ruling family 
is eliminated. The advisor becomes the new 
sovereign. The trait is changed from disloyal 
to corrupt.

Å The other two advisors are eliminated, and a 
new set of advisors are created.

Å Empire loyalty decreases with 15.
Å When overthrowing the sovereign there is a 

risk for civil war in the empire.

Replace advisor
Å Leader type: Advisor
Å Requirement:

Å The corresponding advisor must be present 
and at full health in the Imperial Court.

Å IMI cost: 30
Å Time: 56 cycles
Å Effect: 

Å The advisor is replaced with another advisor 
after 14 days.

Å If the advisor has the ability Popularity or the 
trait Genius, the empire loyalty is decreased 
with 5.



Treaty types

Translate languages
At the start of a game all factions are neutral to each other. Each 
ĲůƓŔƖĲШċŰĬШƖċĦĲШőċƻĲШƣőĲŔƖШŸƽŰШũċŰŊƨċŊĲШċŰĬШĦċŰќƣШƚƓĲċťШƣŸШĲċĦőШ
other except for very basic concepts.

To engage diplomatically with another empire, one of the two 
empires must translate the language of the other empire. Without 
being able to speak with each other the only action a faction can 
perform against another faction is to declare war, and when at war 
ŔƣќƚШƓŸƚƚŔĤũĲШƣŸШƚĲĲťШƓĲċĦĲШċŰĬШƖĲƣƨƖŰШƣŸШŰĲƨƣƖċũШƚƣċƣƨƚЮ

All other diplomatic actions require that the language of the other 
faction is understood.

Treaty types
There are several types of treaty types that can exist between two 
major factions:

Å War
Å When two factions are at war they can attack each 

other without any limitations.
Å Neutral 

Å Factions that are neutral towards each other may 
attack the armies of the other faction but cannot 
enter hexes that are controlled by the faction.

Å Peace
Å Empires at peace may not attack each other at all 

and cannot enter hexes that are controlled by the 
other empire.

Å Peace with open borders
Å This treaty type is a developed form of peace and 

allows the empires to enter hexes without assets 
that are controlled by the other empire.

Å Alliance 
Å Allied empires have joined forces and will help 

each other in times of need. When being declared 
war upon, all factions in the alliance answer 
against the aggressor. If an empire in the alliance 
declares war itself against a third party the other 
factions in the alliance will stand aside. Alliances 
are defensive in nature. Alliances allow the allied 
empires to enter hexes without assets that are 
controlled by the other empires. Assets belonging 
to allied empire are always considered as sighted 
and when scouted full information will be received.



Diplomatic actions

All diplomacy in Imperium Sine Fine is performed through 
diplomatic actions. These take time to perform and while a 
diplomatic action is being executed the research of an empire is 
paused (no progress is lost). Like what happens with settlement 
expansion when the settlement performs a project.

Only one diplomatic action is possible at the time and changing to 
a new diplomatic action will cancel all the progress already made 
on the previous one. It cost Imperial Influence to start each 
diplomatic action, and the Imperial Influence is removed at the first 
ĦǃĦũĲШƣőĲШĬŔƓũŸůċƣŔĦШċĦƣŔŸŰШŔƚШƨƓĬċƣĲĬЮШfŉШƣőĲƖĲШŔƚŰќƣШĲŰŸƨŊőШ
fůƓĲƖŔċũШfŰŉũƨĲŰĦĲШƣŸШƓċǃШŉŸƖШƣőĲШĬŔƓũŸůċƣŔĦШċĦƣŔŸŰШŔƣќƚШĦċŰĦĲũũĲĬЮШ
Only buttons representing diplomatic actions that the empire can 
afford are shown in the diplomacy view.

When a diplomatic action is finished it will create a diplomatic 
request for the receiving faction. The diplomatic request will be 
active until responded to or a certain number of cycles have 
passed. Failure to respond a diplomatic request will create an 
ignore relation value for the faction originally sending the 
diplomatic action.

 ŸШŸŰĲШũŔťĲƚШƣŸШĤĲШŔŊŰŸƖĲĬв

Break treaty 
Å Requirement:

Å Language translated: Yes
Å Diplomatic status: Peace, Peace with open 

borders, Alliance
Å IMI cost: 25
Å Time: 120 cycles
Å Effect: 

Å When completed the diplomatic status changes:
Å Alliance becomes Peace
Å Peace and Peace with open borders 

becomes Neutral
Å Target (player) is only informed about the new 

diplomatic status.
Declare friendship

Å Requirement:
Å Language translated: Yes
Å Diplomatic status: Neutral, Peace, Peace with open 

borders or Alliance
Å IMI cost: 25
Å Time: 60 cycles
Å Effect: 

Å When completed the target empire gets the 
friendship relation modifier towards the sender.

Å Target (player) is only informed about the action.



Diplomatic actions

Declare war
Å Requirement:

Å Language translated: Yes/No
Å Diplomatic status: Neutral
Å There is a time limit for how long two empires need 

to wait until they may declare war upon each other 
after ending the last war.
Å Time limit: 720 cycles

Å IMI cost: 50
Å Time: 180 cycles
Å Effect: 

Å When completed the diplomatic status changes to 
war with the target empire.

Å When completed the diplomatic status changes to 
war with all allies of the target empire.

Å Target (player) is only informed about the new 
diplomatic status.

Insult
Å Requirement:

Å Language translated: Yes
Å Diplomatic status: War or Neutral

Å IMI cost: 10
Å Time: 30 cycles

Å Effect: 
Å When completed the target empire gets the insult 

relation modifier towards the sender.
Å Target (player) is only informed about the new 

diplomatic status.
Offer peace

Å Requirement:
Å Language translated:

Å Current treaty is war: No
Å Current treaty is neutral: Yes

Å Diplomatic status: War or Neutral
Å IMI cost: 20
Å Time: 60 cycles
Å Effect: 

Å If War, when completed the target empire receives 
the request to change diplomatic status to Neutral 
and can either accept, refuse or ignore it.

Å If Neutral, when completed the target empire 
receives the request to change diplomatic status to 
Peace and can either accept, refuse or ignore it.

Open borders
Å Requirement:

Å Language translated: Yes
Å Diplomatic status: Peace

Å IMI cost: 15



Diplomatic actions

Å Time: 60 cycles
Å Effect: 

Å When completed the target empire receives the 
request to change diplomatic status to Peace with 
open borders and can either accept, refuse or 
ignore it

Open communications
Å Requirement:

Å Language translated: No
Å Diplomatic status: War or Neutral

Å IMI cost: 10
Å Time: 60 cycles
Å Effect: 

Å The languages of both factions are considered 
translated.

Å Target is only informed about the new diplomatic 
status.

Propose alliance
Å Requirement:

Å Language translated: Yes
Å Diplomatic status: Peace or Peace with open 

borders
Å IMI cost: 30
Å Time: 120 cycles

Å Effect: 
Å When completed the target empire receives the 

request to change diplomatic status to Alliance and 
can either accept, refuse or ignore it.

Send large gift
Å Requirement:

Å Language translated: Yes
Å Diplomatic status: Neutral, Peace, Peace with open 

borders or Alliance
Å At least 100 of at least 2 equipment types in stock 

to start diplomatic action.
Å IMI cost: 5
Å Time: 90 cycles
Å Effect: 

Å When completed the target empire receives 50 % of 
all equipment owned by the sending empire.

Å Target is only informed about the gift.
Send small gift

Å Requirement:
Å Language translated: Yes
Å Diplomatic status: Neutral, Peace, Peace with open 

borders or Alliance
Å At least 100 of at least 2 equipment types in stock 

to start diplomatic action.



Diplomatic actions

Å IMI cost: 2
Å Time: 45 cycles
Å Effect: 

Å When completed the target empire receives 25 % of 
all equipment owned by the sending empire.

Å Target is only informed about the gift.



Relation values

The maximum relation value between two factions is 1000 and the 
minimum value is -1000. Relation values are updated the first cycle 
every day. Relation values are only updated for major factions as 
minor factions and neutrals follow special rules.

Alliance
Å Notes: Fixed value when an empire has diplomatic status 

Alliance with another empire.
Å Requirement:

Å Diplomatic status: Alliance
Å Effect:

Å Fixed value: +200.
Å Automatically set to 0 if there is no alliance 

between the factions.
Border tension

Å Notes: When two empires has cities close to each other 
and the diplomatic status is either war, neutral or peace.

Å Requirement:
Å Diplomatic status: Neutral, Peace and Peace with 

open borders
Å City of the other faction within 10 hexes from a city 

owned by the active faction.
Å Effect:

Å -100. Reset every day the requirements are fulfilled.
Å +2 relation/day. Maximum value is 0.

Broken treaty
Å Notes: Dislike when an empire breaks a treaty. The effect 

differs depending on what treaty that is broken (Peace, 
Peace with open borders, Alliance).

Å Requirements:
Å An active treaty that is broken by the other faction, 

i.e. diplomatic action break treaty is executed.
Å Effect:

Å -180
Å +1 relation/day. Maximum value is 0.

Calm border
Å Notes: When two empires which shares borders, see 
ĤŸƖĬĲƖШƣĲŰƚŔŸŰЯШőċƻĲŰќƣШőċĬШċŰǃШĦŸůĤċƣƚШŸƖШŸƣőĲƖШ
negative issues. The longer time without anything 
happening the more positive this value becomes.

Å Requirements:
Å Diplomatic status: Neutral, Peace and Peace with 

open borders.
Å City of the other faction within 10 hexes (same as 

border tension) from a city owned by the active 
faction.

Å Must be combined with border tension. If no border 
tension the value is set to 0.



Relation values

Å Effect:
Å +1 relation/day. 
Å Reset to 0 every cycle there is a combat between 

forces of the two factions.
Å Reset to 0 if border tension is removed due to 

changes it diplomatic status.
Å Maximum value depends on the diplomatic status:

Å Neutral: 100
Å Peace: 50
Å Peace with open borders: 25

Captured city
Å Notes: Dislike when a faction has conquered a city.
Å Requirement:

Å Each time a city is conquered by the other faction.
Å Effect:

Å -180
Å +1 relation/day. Maximum value is 0.
Å Minimum value is -250.

Court
Å Notes: How the relation value towards another empire is 

affected by the Imperial Court of that empire.
Å Requirement:

Å That the other faction has an Imperial Court with an 
Emperor, Heir and Advisors.

Å Effect:
Å Effect depends on the Court skill of the Emperor 

and Heir of the other Empire.
Å Effect depends on if the other empire has an 

Advisor with the ability Court.
Declared war

Å Notes: Dislike when a faction has declared war with the 
active faction.

Å Requirement:
Å A declaration of war from another faction.

Å Effect:
Å -180 (set value)
Å +1 relation/day. Maximum value is 0.

Declined offer
Å Notes: Created when a faction declines an offer from 

another faction
Å Requirement:ќ

Å A faction has declined a request from another 
faction.



Relation values

Å Effect:
Å -90.

Å Implemented for player declining offers, not 
when AI declines offer.

Å +1 relation/day. Maximum value is 0.
Disliked

Å Notes: When the AI decides to dislike another empire.
Å Requirement:

Å The AI has decided that it dislikes this faction.
Å Effect:

Å Fixed value: -75.
Å Automatically set to 0 if the AI decides to change its 

feeling towards this faction.
Distance

Å Notes: Negative relation value that increases with the 
distance to the closest settlement of the other empire.

Å Requirement:
Å Both empire has settlements allowing for 

calculation of the distance between the factions.
Å Effect:

Å -1 for each hex the empires are distant to each 
other.

Friendship
Å Notes: When an empire has sent a declaration of 

friendship to another empire.

Å Requirements:
Å Diplomatic status: Neutral, Peace, Peace with open 

borders and Alliance.
Å When a declaration of friendship diplomatic action 

is executed.
Å Effect:

Å +100
Å -1 relation/day. Minimum value is 0.

Gift
Å Notes: When an empire has sent a gift to another empire.
Å Requirement

Å Diplomatic status: Neutral, Peace, Peace with open 
borders or Alliance

Å When a send gift diplomatic action is executed.
Å Effect:

Å The relation value depends on the size of the gift:
Å Small: 150
Å Large: 250

Å -1 relation/day. Minimum value is 0.
Hatred

Å Notes: If the AI decides to hate another empire.
Å Requirement:

Å The AI has decided that it hates this faction.



Relation values

Å Effect:
Å Fixed value: -225
Å Automatically set to 0 if the AI decides to change its 

feeling towards this faction.
Insulted

Å Notes: When an empire insults another empire.
Å Requirement:

Å Diplomatic status: War or Neutral
Å Effect:

Å -150
Å +2 relation/day. Maximum value is 0.

Ignored 
Å Notes: Created when a faction fail to answer a 

diplomatic request.
Å Requirement:ќ

Å A faction has ignored a request send by the active 
faction.

Å Effect:
Å -180.
Å +1 relation/day. Maximum value is 0.

No communications
Å Notes: ?ŔƚũŔťĲШĤǃШƣőĲШŉċĦƣШƣőċƣШƣƽŸШĲůƓŔƖĲƚШőċƻĲŰќƣШ

translated each other language. This penalty is removed 
when any of the empires open communications with the 
other.

Å Requirement:
Å None of the empires has executed the diplomatic 

action open communications towards the other.
Å Effect:

Å -50. Reset every day the requirements are fulfilled.
Å +1 relation/day. Maximum value is 0.

Open borders
Å Notes: Fixed value when an empire has open borders 

with another empire.
Å Requirement:

Å Diplomatic status: Peace with open borders
Å Effect:

Å Fixed value: +50.
Å Automatically set to 0 if there is no peace with open 

borders between the two factions.
Peace

Å Notes: Fixed value when an empire has diplomatic status 
Peace or Peace with open orders with another empire.

Å Requirement:
Å Diplomatic status: Peace or Peace with open 

borders
Å Effect:

Å Fixed value: +75.
Å Automatically set to 0 if there is no peace or peace 

with open borders between the two factions.



Relation values

Pillage
Å Notes: Dislike when an empire has pillaged terrain or 

destroyed an outpost.
Å Requirement:

Å Each time an outpost is destroyed, or a terrain 
improvement is destroyed.

Å Effect:
Å -100
Å +2 relation/day. Maximum value is 0.
Å Minimum value is -150.

Race modifier
Å Notes: Fixed value to reflect some differences between 

the races, i.e. not empires/factions.
Strength

Å Notes: When an empire admire the strength (faction 
power) of another empire.

Å Requirement:
Å Diplomatic status: Neutral, Peace, Peace with open 

borders or Alliance
Å Check is made to see if the other empire has more 

faction power than the active empire.

Å Effect:
Å Fixed value:

Å Other empire +50 % faction power: +40
Å Other empire +100 % faction power: +80
Å Other empire + 200 % faction power: +120

Å Automatically set to 0 if none of the above is valid.
War weariness

Å Notes: A relation value towards empires the faction is at 
war with. The purpose is to have a tool that makes the AI 
more willing to sign a peace treaty after a long war. Wars 
should not be until one faction is eliminated, they should 
be for a few cities and then they should sign a peace 
treaty again (starting the build-up for the next war).

Å Requirement:
Å War with the other faction.

Å Effect:
Å +1 relation/day towards all factions the faction is at 

war with.
Å Automatically set to 0 when the war has ended.



Relation values

Weak
Å Notes: ìőĲŰШċŰШĲůƓŔƖĲШŉĲĲũƚШƣőċƣШŔƣќƚШůƨĦőШƚƣƖŸŰŊĲƖШƣőċŰШ

another empire, they might believe that the other empire 
is weak and puny.

Å Requirement:
Å Diplomatic status: Neutral, Peace, Peace with open 

borders or Alliance
Å Check is made to see if the other empire has less 

faction power than the active empire.
Å Effect:

Å Fixed value:
Å Empire +50 % faction power: -20
Å Empire +100 % faction power: -40
Å Empire +200 % faction power: -60

Å Automatically set to 0 if none of the above is valid.



Technology
&

Research



Technologies

Technologies and their effect
Å Agriculture

Å -5 % cycles needed to complete improve terrain 
projects and grow forest projects.

Å Archery
Å +5 % on RV per level

Å Construction
Å -5 % cycles needed to complete outpost 

construction projects
Å Barracks, Camp. Church, Farm, Marketplace, 

Mine, Stable and Warehouse
Å Diplomacy

Å -5 % cycles needed to complete diplomatic actions
Å Field manoeuvres

Å +5 % on MV per level
Å Government

Å +2 city before decentralised empire penalty kick in
Å Guilds (7)

Å +1 workshop per level
Å Leather working

Å +5 % on AV per level
Å Libraries

Å -3 tech levels when calculating the number of 
cycles required for new research projects. 

Å Logistics
Å +10 % on storage capacity for equipment per level

Å Manufacturing
Å +20 workshop capacity per level

Å Marching
Å +1 movement point per level (max level 3).
Å Only affect land movement, i.e. not embarked 

armies.
Å Military academy

Å +1 army per level (max level 3)
Å Stone working

Å -5 % cycles needed to complete city wall projects



Research

Time to complete research projects
Each technology has a basic time in number of cycles to complete. 
The time to complete increases for each research level that is 
completed as well as how much the empire expands:

Å For each technology level completed the time to 
complete the next research project increases with 5 %.

Å For each city constructed, excl. the capital, the time to 
complete the next research project increases with 10 %.

This means that it will take longer time to complete research 
ƓƖŸŢĲĦƣƚШċƚШƣőĲШŊċůĲШƓƖŸŊƖĲƚƚĲƚЮШfƣќƚШƓŸƚƚŔĤũĲШƣŸШůŔƣŔŊċƣĲШƣőĲƚĲШ
penalties by researching Government and Libraries.

Research is paused, like the city expand project, each time the 
empire select to perform a diplomatic action. The progress already 
made on the technology is not lost and the research will continue 
when the diplomatic action has been completed.

Saving research
If no research project has been selected and there is no other 
diplomatic action being done up to 60 cycles of research can be 
stored. When the empire selects a new research project this 
amount will be removed from the cycles needed to complete the 
research and the saved research buffer will be emptied.



Economy



Economy & resources

There are two types of material: resources and equipment. 
Resources are collected by cities and can be used in workshops to 
produce equipment. Some resources, like manpower and horses, 
are used as they are.

fƣќƚШŔůƓŸƖƣċŰƣШƣŸШƨŰĬĲƖƚƣċŰĬШŔŰШƽőŔĦőШƣŔůĲШċŰĬШĬċƣĲШƣőċƣШƖĲƚŸƨƖĦĲƚШ
are collected, and new equipment is constructed:

Å Collecting resources
Å Morning, every day

Å Workshop construction
Å Night, day 30 each month

Å Re-filling the GES
Å Night, day 30 each month

Å Reinforcing armies
Å Night, day 30 each month

Å Equipment degradation
Å Night, day 30 each month

Resource types
Å Manpower 

Å One manpower equals one citizen that can be used to 
recruit a single new troop.

Å Horses
Å Horses are used when building support equipment and 

when recruiting cavalry troops. One or more horses are 
needed to recruit a single new cavalry troop.

Å Iron 
Å Iron is mined from the depths or the earth and are used 

as raw material for building weapons and armour.
Å Leather

Å Leather is an important raw material used mainly for 
crafting armour and support equipment.

Å Wood 
Å Wood is used both as fuel to heat the workshops and for 

building equipment.



Resources

Resources are generated directly from the hexes that are controlled 
by each city. They can be used for production of new troops, or they 
can be used to produce equipment.

ÑĲƖƖċŔŰШŉĲċƣƨƖĲƚЯШĲƚƓĲĦŔċũũǃШŔŉШŔƣќƚШċШĦŸċƚƣċũШőĲǂЯШŔŉШƣőĲƖĲШŔƚШċШƖŔƻĲƖШŸƖШ
the infrastructure has been improved, gives bonuses to the 
resource output:

Type Manpower Horses Iron Leather Wood
Coast 2 2 0 2 0
River 1 2 2 2 2

Improvement 1 2 2 2 2



Equipment

Equipment are manufactured goods and is stored in the global 
equipment stock. Production of equipment is done in cities by 
workshops.

Requirement to produce 1 equipment:

Equipment types
Å Armour

Å Forged in the heart of your workshops, armour provides 
vital protection to your warriors, deflecting blows and 
safeguarding against the myriad dangers of the 
battlefield. Its effectiveness is enhanced through skilled 
leatherworking.

Å Melee weapons
Å Crafted with precision from iron and wood in your 

settlements' workshops, these instruments of close 
combat are essential for your troops to engage the enemy 
in fierce hand-to-hand engagements.

Å Ranged weapons
Å From bows to other projectile launchers, ranged weapons 

allow your forces to strike foes from a distance, raining 
down death upon advancing armies and defending your 
strongholds. Their potency can be increased through 
advancements in archery.

Å Support equipment
Å This broad category encompasses all the crucial gear and 

provisions that sustain your armies in the field. From 
logistical supplies to specialized tools, support 
equipment is vital for maintaining an army's combat 
readiness and enabling them to undertake prolonged 
campaigns and projects.

Type Horses Iron Leather Wood Workshop 
capacity

Armour 0 4 12 2 4
Melee 

weapons
0 10 2 3 5

Ranged 
weapons

0 1 2 6 3

Support 
equipment

2 2 4 8 3

Workshop capacity is how much effort that it requires to construct 
1 item. A lower value means that each workshop produces 
equipment faster.

The base capacity for a workshop is 200. If the city has enough 
resources one workshop can, for example, construct 40 melee 
weapons (40 x 5 = 200 workshop capacity).



Equipment & Global Equipment Stock

Note about support equipment
Support equipment is used when recruiting new troops for cities 
and armies. But support equipment differ from the other types of 
equipment since the support equipment used to recruit a troop is 
transferred to the army and used as equipment by the army. When 
an army does any type of action, like training, moving or working on 
a project, support equipment will be consumed, and the combat 
readiness of the army will decrease.

This means that there will always be a need for support equipment 
even when no new troops are recruited and there is peace in the 
empire.

Global Equipment Stock
All equipment owned by a faction is stored in the GES. Two of the 
resources, manpower and horses, are also stored in the GES. The 
storage capacity is limited, and the capacity differ for the resources 
and equipment that can be stored in the GES.

Basic storage capacity:
Å Manpower 250
Å Horses 50
Å Support equipment 500
Å Armour 250
Å Melee weapons 250
Å Ranged weapons 250

fƣќƚШƓŸƚƚŔĤũĲШƣŸШƚƣŸƖĲШůŸƖĲШƖĲƚŸƨƖĦĲƚШċŰĬШĲƕƨŔƓůĲŰƣШƣőċŰШŔƚШũŔůŔƣĲĬШ
by the capacity, but the surplus material will be badly managed, 
and an amount of the surplus material will be lost. This is called 
material degradation and happens after reinforcement of armies 
and garrisons.

Material degradation of surplus material:
Å Resources 75 %
Å Equipment 35 %

The storage capacity can be increased by building outposts 
dedicated for storing equipment, for example warehouses.



Reinforcement & Recruit level

Reinforcement priority and recruit levels can be set in the Empire 
laws screen:

Recruit levels
fƣќƚШƓŸƚƚŔĤũĲШƣŸШċĬŢƨƚƣШőŸƽШũċƖŊĲШƓŸƖƣŔŸŰШŸŉШƣőĲШƓŸƓƨũċƣŔŸŰШƣőċƣШ
becomes available as manpower each month by adjusting the 
recruit level. The benefit of having a low recruit level is that more 
manpower is available to work in the workshops which gives a 
bonus to the workshop capacity, the drawback of having a high 
recruit level is a lack of workers in the factories which decreases 
the workshop capacity. There are three recruit levels:

Volunteering (low)
Å In times of peace, it is often enough to recruit 

volunteers to the manpower pool. The empire is 
better served by having all strong bodies working in 
the workshops and out in the fields.

Å Effect
Å -20 % manpower each month
Å +10 % workshop capacity



Reinforcement & Recruit level

Conscription (medium)
Å Often, the empire needs a strong military to face of 

hostile neighbours and keep all borders secure. The 
manpower is filled with a mix of volunteers and 
conscripts.

Å Effect
Å None

Impressment (high)
Å In times of war, when the empire is in danger of 

being overrun by evil enemies, all must help in the 
defence. Every man, and woman, who can hold a 
spear must be recruited to the manpower pool. 
ìőŸШŔƚШũĲŉƣШƣŸШƽŸƖťШŔŰШƣőĲШƽŸƖťƚőŸƓƚеШìőŸШťŰŸƽƚв

Å Effect
Å +10 % manpower each month
Å -20 % workshop capacity

Reinforcement priority
Reinforcement of armies is handled in two steps. These are: 

Å Replenish support equipment in armies. Support 
equipment is taken directly from the GES.

Å Reinforcing troops to reach the wanted troop number of 
each type (priority set by player):
Å Prioritise infantry first
Å Prioritise cavalry first
Å Prioritise garrisons first

Infantry recruiting priority:
Infantry, H. Infantry, Marksmen, Cavalry, H. Cavalry, Siege engines 
and lastly garrisons. 

Important note:
Armies participating in combats will not receive any new troops 
during the reinforcement phase.
All reinforcements and equipment needed to recruit new troops are 
taken from the GES. The reinforcement phase is at the end of each 
month after settlements have constructed equipment and 
transferred it to the GES.



Leaders


