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CURRENT
CATEGORIE

CATEGORIES

of that category, from where they

can be selected for construction.

If you move the mouse pointer over

a catcgory icon, all the buildings within

the category will appear as small buttons around the category button and
they may be dircetly accessed, without clicking on the category button.
While nav%atmg, the current category | is shown by a large 1con in the
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Military — contains military structures: Weapon Shop, Blacksmith,
Wooden Tower, Gate, Stone Tower, Archery Range, Stable and
Barracks.

Food Production — contains food producing structures: Wheat
Farm, Bakery, Pig Farm, Butcher Shop, Fisherman Hut and Vineyard.

Support — contains support and maintenance structures: Trade Post,
Pier, Gladiator School Prefecture, and Herbalist Shop. Also contains
buttons for constructing roads and removing roads and decorations.

Basic — contains basic structures: House, Well, Warehouse and
Slave Shelter.

Aesthetic — contains decorations and bridges: a variety of Statues,
Gardens and Trees as well as a sinall and a large bridge.

Public — contains important cominunity structures: Altar, School,
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PICK
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ACTIVE
TABLETS

You can choose when to take on a new task by picking a new tablet. To
do so sinply click on the Pick a Tablet button 1n the Tower left portion
of the sereen. You can cven take on more than one task a time ifp you feel
up to it. By default you can draw up to 3 tablets at once. However on
somie unique missions you will be able to draw more or less tablets.

There are five types of tablets:

Objectives - these are mandatory tasks you must complete in order to
win the mission.

Optional Objectives - these are optional tasks which you may
complete or skip. If you complete the objective successfully you will be
rewarded. To slgip an optional objective you must click on the discard
button in the tablet window.

Hints - these tablets describe special mission conditions or give pointers



COMPLETE

GO TO ISCARD
LOCATION THE TABLEIﬁE TABLET

tion in the right portion of the screen.
You can draw additional tablets by clicking on the "2" button.
Each tablet may contain one or more of the following buttons:

Complete \ OK - used to resolve an active tablet. This button will
be inactive until the objective stated in the tablet is complete.
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appears when a structure or unit
1s selected. It contains basic
information about the selected
structure including resource
materials, production, workers
and upkeep. In the case of a unit
it shows the units occupation,
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The History Mode consists of 16 missions arranged in a single timeline.
Only 3 of these missions are available at first - Rome 509 BC; Rome

146 BC and Pompeii 70 BC. To unlock any of the remaining missions in
History Mode you must first complete all prerequisite missions. Mission
requirements are visualized on the timeline window as lines that link the
different missions. For example in order to unlock the Moguntiacum
mission you must first complete both the Tarraco and Rome 146 BC



The score is calculated in the following way:

75 points for each happy citizen
25 points for cach content citizen
150 points for each Villa house
75 points for cach Domus house



The Wealth score equals the current amount of Denarii in your
treasury, but no more than 50,000 points.

The Population Wealth score equals the total wealth of all families in
your city.

10 000 points if you have built a Coliseun

10 000 points if you have built the Circus Maximus



goods, or providing services.

To order the construction of a
building, access the Build Menu
by right-clicking anywhere on the
screen. You can1place a building
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Although houses do not provide goods or services of any sort, they too
have an area of etfect. The inhabitants of a house will try to find a job
only in the area of effect of their house. This area also shows all buildings
from which the house may benefit.

Some structures increase the prestige of buildings in their surroundings.
Prestige areas of effect function in a similar fashion but are marked by a
: 1









Master Citizen needs:
Bread (food)
Sausages or Fish (food)
Wine (food)
Cloth (product)
Bath (structure)
Temple (structure)
Theater (structure)















Block formation - the Hastati take half damage, but imove
very slowly

Wedge formation - the Hastati deal double damage against
demoralized eneinies

they prefer to attack archers.



Bow Maidens: The barbarian archers are vulnerable to
Equites but effective against Hastati. The Bow Maidens
have longer range than the male barbarian archers.

The barbarian archers are vulnerable to Equites but effective
against Hastati. The attacks of the male barbarian archers
demoralize their enemies.

Barbarian Swordsmen: These barbarian warriors are armed



Altars are places of worship where citizens make offerings to the deities.
Regardless of their stature, every citizen makes use of the altars on a
regular basis.

The Altar raises the prestige of all nearby houses. If you have a
Philosopher Academy, all Altars may satisfy the greatest need of their
visitors in addition to their normal functionality. The chance for this
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The Forum may be upgraded up to level 8 and each upgrade provides
new benefits to the city.

(level 1) Starting level. Provides 30 slaves to the city.
(level 2) 2 Altars ave built in the Fornm (cost: 100 Denarii)
(level 3) 20 additional slaves (cost: 400 Denarii)

(level 4) Grants 100 Denarii to the wealth of each family
(cost: 1000 Denarii)

(level 5) 2 Temples ave built in the Forum. Allows Temples
(cost: 1000 Denarii)

(level 6) Provides a Fountain of Neptune and attracts settlers.
Allows Theaters (cost: 2000 Denarii)

(level 7) Provides a single slave to each Villa house
(cost: 2000 Denarii)

(level 8) Every construction cost in matevials is halved.
(cost: 2000 Denarii)

You can tax your citizens once at every Forum level.

You must have at least 10 Magaha houses to upgrade your Forum to level

10 Casas to upgrade it to level 3, 10 Domuscs to upgrade it to level 6
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The Stables are the structure in which Equites squads are trained. Each
Stables can train a single squad of up to 24 soldicrs.

A squad of Equitces has to be supplied with Tron Weapons and Wooden
Weapons.

Equites are not citizens drafted from the population - they live and
train at the Stables.


















F7 - Load

Esc = Main Menu

H - Place Houses

R - Build Road

[ - Next Barracks

] - Previous Barracks

A - Move Squad

P - Pause

Spacebar - Show first Notification

* - Toggle Time Flow
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