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GAME MANUAL

Thank you for buying this product. It is the result of a great deal of
hard work and eareful thought, and we hope thar it will give you many
hours of enjoyment.

We are proud of our games, but we know that they can never be per-
fect. If you have any ideas about how we can improve, we would be
delighred to hear from you. Please take the time to fill out the enclosed
registration card. We can then add you to our mailing list and keep you
informed of new products and special offers as they come out.

Please check the file on your game disc entitled README. T'XT for
information on the changes made and additional features added to

CALESAR 1T after this manuscript went to press.

CAESAR II Copyright © Sierra On-Line, Inc. 1996
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CAESAR Il

1. INTRODUCTIOV

Eoerywhere are gymnasia, fountains, galeways, lenples, factories,
schools... and the world which from the beginning has been laboring

in illness has now been put in the way of health. Gities are radiant

in their splendor and their grace, and the whole earth is as trim as a

Salvel *#

It is the third century B.C. and the Roman Republic is in its infancy —a
mere scattering of semi-autonomous city-states under the nominal leader-
ship of the Roman Senate. Rome is destined to become a shining empire,
embracing the whole of the Mediterranean world under a single govern-
ment. But to fulfill this destiny, the Empire needs leaders with courage,

ambition, will, and vision.

In Caesar I1, you are the Governor of a Roman province. You answer to
the Emperor himself, but you begin as a rather lowly public figure who
may rise and fall in his favor. It is your goal to build, from the ground up,
a thriving Roman province with a glorious capiral city. If you can prove
that you are up to the task, you will be promoted to the governorship of
another, more challenging province. With increased success, your
Tmperial stature will rise. When you have successtully governed enough
provinces and when you have excelled in expanding and glorifying the
Empire, vou will be granted the ultimate promotion: you will become

Caesar — Emperor of Rome!

¥ A typical Roman greeting.

GAME MANUAL

IVSTALLATIONVAND LOADING

Caesar 11 is available for use with Windows 95, DOS, or Macintosh operat-
ing systems. If you are using a version of Windows earlier than Windows
95, you should follow the DOS installation instructions below.

Windows 95 [ustallation

Step 1: Start your computer and make sure that Windows 95 is running,

Step 2: Insert the Caesar 11 compact disc into your CD-ROM drive. The
AutoPlay sequence should begin and ask vou if you wish to install Caesar
1. Select the install opeion and follow the on-screen inscructions to com-
plete the installation.

If the AutoPlay option is disabled on your computer, begin the installation
by aceessing the CD-ROM drive and clicking on the Serup.exe icon.

To play Caesar II after installing, insert the game CD in your CD-ROM
drive to initiate the AutoPlay sequence. Follow the onscreen instructons.
If AutoPlay is disabled, begin the game by clicking on the Cacsar2.exe
icon in the game folder, or by finding the Caesar IT progran listing on the
Windows 95 Sz menu.

DOS lustallation

Step 1: Before starting to install the game, make sure that your computer
is turned on and that the MS-DOS prompt is showing, The MS-
DOS prompt should look like this C:> or like this C:\> (the let-
ter may be different it you are using a different drive). Exit

completely out of any other program you may have running
such as Windows or Dosshell.

Step 2: Insert the Caesar 1T compace disc into your CD-ROM
drive. Change to the drive that holds the disc by typing the
letter designation of the drive, followed by a colon, and
then push the <Enter> key. For example, if the drive is
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your “D” drive, you would type:
D:
and then push the <Enter> key on vour keyboard.
Step 3: Type:
INSTALL

at the drive prompt, and then press the <Enter> kev. Follow the
onscreen instructions to complete the installation.

Step 4; By default, the installation program will create a directory on
vour hard drive called CAESARZ and place all game files in that
directory.

Step 5: To play Caesar 11 after vou have installed the program, change
to the CAESARZ directory on your hard drive by typing:

CD\CAESARZ-
at the DOS prompt, and then pressing the <Enter> key.
Step 6: From the game directory, type
G2

and then press the <Enters key to begin the game.

You may reconfigure your sound setup at any time atter vou have
installed the game. To do so, access your Caesar [1 game directory as

explained above in Step 5, type
SETSOUND

at the prompt, and follow the onscreen instructions.

GAME MANUAL

Macintosh lastallation

Step 1: First, make sure you have at least 15 MB of free hard drive space
for the game installation. If you do not have enough available hard drive
space, you can run Caesar 1I directly from the CD without installing it to
vour hard drive. If vou do so, however, the game will probably run much
more slowly. (To do so, simply open the Large [nsiall folder on the CD,

and click on the Caesar II game icon).

Step 2: Insert the Caesar [1 CD into vour CD-ROM drive. When the CD
is mounted you will see two folders: Swmalf fnstall and Large Instafl. The
small install will occupy about 15 MB of hard drive space; the large install
will occupy about 30 MB of hard drive space. Decide which installation
option is best for you and open the corresponding folder. Inside vou will
see a Caesar Il folder below the words “Divig to hard drive.”

Step 3: This folder contains all the files you need to run Caesar I on
vour Macintosh. Drag this folder to your hard drive and wait for your com-

puter to copy the files (it should take a couple of minutes).

Step 4: When the installation is complete, open the Caesar [ folder on
your hard drive and double click on the Caesar IT icon to begin the game.

You must have the Caesar II CD in vour CDD-ROM drive in order to play

the game.




CAESAR 1]

WHERE DO START? -

To get the most enjovment out of vour new game as soon as possible, we
suggest that you begin by running the on-line tutorial included on the
zame disk. To do this, see the installation card included with your game
package for instructions on how to install and load the game. A few title
screens will appear, followed by a Game Serup screen. Here, select “Run
the Caesar [l Tutorial” and follow the onscreen instructions ro learn

about the game.

This tucorial should tell you everything you need to know to get started
on vour first Gity. (It does not include the game's Province Level. For
information about that, see the Province Level section of this manual,

page 38.) ‘

After you have completed the tutorial, you will have easy access to addi-
tional on-line help and game tips as vou play. T'o access the online infor-
mation, select the Query button (marked with a question mark) from the
Control Panel, and then click on any onscreen feature. As a shorteut to
the Query function, DOS and Windows 95 users may right-click on any
onscreen item, and Macintosh users mav click on any onscreen item
while holding down the <skif#> key on the kevboard (Shift-clicking).

Click on the “Help” burtton for general Help, or the “Tips™ burton for
tips on gameplay. The “History” button will access historical background
information about the selected item. Use the Query button often to get
information abourt your evolving city or whenever you are unsure abour

any aspect of game play.

For a comprehensive online game help, use the Help menu at the top of

YOour screer.

The on-line Turorial and Help should familiarize vou with many aspects
of the game. Consult this Game Manual to gain a deeper understanding
of the game system, concepts, and situations. Feel free to skip around

this manual, and to concentrate on those aspects that vou find most chal-

lenging or-interesting.

GAME MANUAL

THE BASICS

A mouse is required to play Caesar I1. When chis manual or any of the
on-line instructions tell yvou to “click on,” “select.” or “press” something,
vou should click on it with your left mouse button, unless you are specifi-
cally instructed to “right-click” (DOS and Windows 95 users) or “Shift-
click” (Macintosh users.)

Most of the game functions are accessed via mouse-activaced busrons.
Often, when you roll your mouse pointer over a button, a text box on the
screen will tell you what would happen if you clicked on the button your
mouse pointer is currently over, '

The City and Province levels of Caesar Il have a Too/ Box, which consists
of an Overview Map and a Control Panel (see page 24 for an illuscracion).

The Control Panel contains the game’s most commonly used buttons.

Other functions are accessed via “Aofspors,” or areas on the screen that ini-
tiate actions or call up information when clicked on. When you are called
upon to sct a numeric value, you will often do so with arrow buttons. Click
on the up and down arrows to set the accompanying value. Hold your
mouse button down to make large changes quickly

Game play in Caesar II takes place on two “levels.” On the City Level,

vou will closely manage all aspects of your Provinee’s capital city, includ-

ing roads, economy, and housing. The Province Level will place vour city
into perspective. Here, your capital city is just one of many places within

your provincial borders. On the Province Level, vou will build indus-

tries to supply vour city’s markets, lay provincial roads, and manage

your defense.

Note: The designers have included several pre-made cities-in-progress on
this game CD. Load any of the included saved games, just as vou would
load any other game, 1o see several different approaches 1o successful city

PRARGZETENRL,
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SYSTEM OPTIONS DOS GAME SCREEN

Caesar 11 is available for DOS, Windows 95, and Macintosh users. (If . Menu Bar Overview Map
vour computer uses any version of Windows earlier than Windows 95,
you should install and play the game in DOS.)

This manual serves as a game reference for all three operating systems.

As far as gameplav is concerned, the three versions are identical. There

are, however, some minor variations in the onscreen appearance of cer-

tain items and game controls. These discrepancies are noted throughout
this manual where appropriate.

If you see minor discrepancies between the pictures in this manual and
the game as it appears on your computer, it is most likely due to the dif-
ferences between the DOS; Windows 95, and Macintosh versions of the

game.

CALSAR I for DOS'

In the DOS version of the game, each game screen will be displayed

separately — the Citv Level, the Province Level, the Forum screen, City Map Tools Text window
and the Combat screen will each appear, one at a time, as vou choose to

view them. You may switch between them as you wish, but you may direction simply by moving your mouse over the edges of the computer
only view one at a time. screen. 'T'he boundaries of vour domain will be clearly visible — bevond

_ ‘ . them the screen will be black.
In the DOS version of the game, a text window on the Control Panel

will give you information about various game items as your mouse pass- You may also move vour city or province view by clicking directly on the

es over them. Overview Map.

The City Level and Province Level screens are only able to display a
part of your city and province at any given time. T'o view your entire
realm, you may move your view around the city and province maps by

serotfing.

In the DOS version of the game, vou may scroll your view around the
map by moving your mouse pointer just over the edge of your computer

screen. You may scroll noreh, south, east, west, or diagonally in any
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‘ WINDOWS 95 GAME SCREEN MACINTOSH GAME SCREEN

Status Bar

Overview

Scroll
Bar

I Ay 274
\\\ N

Province Level window City Level window  Toeol Box  Status Bar City Level window  Province Level window Tool Box

CAESAR I for WINDOWS 95 dragging and resizing windows (up to a maximum size, not the full size of

the screen), and arranging them as you wish. T'he Windows 95 version of

INTRODUCTION

T'he Windaws 95 version of the game uses the Windows interface to give Caesar I allows you to scroll in the manner described above, but it will
the player control over the placement of the various items on the screen. also include scroll bars on the right side and bottom of your map windows.
Different elements of the game will appear in their own windows, which Click on the arrows to move in the corresponding direction, click and hold
you may resize, drag around the screen, or minimize. In Windows 93, for your mouse button down and drag the sliding squares, or click anywhere
example, you may view the City Level and the Province Level windows on the bar itself to move your map view.

| at the same time. The Control Panel on the Tool Box will change accord- .

2 i ; . ; ’ 5 . In the Wi r i i : 5 s
ing to which level window is on top, or active: when the city window 1s Windows 95 version, you will be able to name your cities.

on top, the City Level controls will appear; when the province window is

on top, the Province Level controls will appear. 'The Windows 95 version CAESAR I for HACIVTOSH
includes a status bar along the bottom of the sereen, which displays infor-
mation about the currently selected item. You also have a Too/izps feature The Macintosh version allows you to customize the game inter-
that can be turned on and off from the Window menu, When Toodips is face to your liking. You can have both the Gity I fe\rél and

on, the names of many game features will appear as your mouse passcs Province Level windows visible at the same time, vou mav

over them. resize them, and you may place them wherever vou want on

) . ; your game screen. The Tool Box can also 4 ‘her
Unlike DOS, Windows 95 allows vou to customize the game screen by ’ be placed anywhere

| R N R
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on the screen and will always remain active and in front of the other the Provinee Level, so keep your eve on both.
windows.
To pause the game at any time, just select pause from the Speed menu on vour

[Like the Windows 95 version, the Contol Panel will change according menu bar, or hit the <P> key on your keyboard. Select pause again, or hit <P>
to which level is active: the City Level or the Province Level. When the again to resume the game. While the game is paused, vou mav still look

/ Tool Box's City or Province burttons are clicked on, the corresponding around vour City and Provinee, and vou may still build structures, clear land,
window will come to the front ' issue orders, and so on.
The status bar, which displavs informarion about the currently selected "T'he following descriptions assume that you have chosen to play a “Full
game feature or tool, is found at the top of your Macintosh screen. Game” (Campaign game) that includes the campaign, or strategic, dimension.
Balloon help can be turned on and off by pressing the H#p button on If you should choose City Building Only next to the Campaign option on
vour kevboard, or by holding down the Command and /4 keys at the same the Game Setup screen (or simply uncheck the Campaign Game option on
time. the Macintosh), your game will consist of only the City Level and will not

- ‘ include combat or the Province Level.
In the Macintosh version, you mayv scroll your city and province maps

by using the scroll bars on the side of each window, or by holding down
the space bar, clicking directly on the map, and dragging it around your GA/”E’OVE{?WW
screen. You may also move vour views by clicking directly on the .
Overview map.

At the very start of the game, the Roman Empire consists of a single province,
As in the Windows version, the Macintosh version allows you to name Latium, with Reme at its center. It is your job to extend the Empire by suc-
your cities. cesstully developing additional provinces. Your first task in the game will be
to choose rthe first province that vou will actempt to transform into a powerful
Note: On some low-performance Macintosh machings, you may anly be able to

£ : . and wealthy extension of Rome.
display one window (City or Provinee) at a time.

INTRODUCTION

Your first province may encompass several small and isolated towns, hostile

AN

independent tribes, and — most importantly — vour capital city. In addicion,

MMWE vour province will have areas of potential farmland and areas suitable for min-

- ing and quarryving, which vou can use to enhance vour ¢ity’s economy.

Caesar 11 takes place in real time: your city and province will begin to You must build your capital city from the ground up, and see that
grow-apd change on their own as soon as you place structures down. It it is healthy; wealthy, and wisely run. On the City Level, you
you build a group of houses, for example, and their neighborhood will provide housing, a water supply, entertainment, safety, and
becomes more desirable in some way, those houses will improve in health. You will also build roads, set tax rates, start businesses,

alitv and size. C raraaly rhew wi i shri 4y eivh- - z : L
quality and size. Conversely, thev will decline and shrink if the neigl organize your laborers, and establish a security force.
borhood drops in value. In this way, vou will watch your city and
province grow, change, or deteriorate in an almost organic tfashion. And You must also tend to “the big picture” on the Province
remember, changes will occur simultaneously on the City Level and Level. On the Province Level, yvou may build roads to con-

nect your city to outlying towns. You may establish farms,

16
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mines, and quarries to supply city businesses, and vou may build ports
and trading posts to buy from and sell to distant lands.

T'he challenge of managing internal affairs is made even more difficult
bv thf ever-present threat of invasion by various types of barbarians. On
the Province Level, you may build forts, command your armies, or even
build massive provincial walls for protection.

Your overall performance, on both levels, will be rated in four arcas:
Peace, Culture, Prosperity, and Empire. When vou have reached a
required minimum rating in cach category, and a required overall (aver-
age) rating, vou will be offered a promotion, and the chance to extend
the Empire by bringing a new province under Roman rule. When you
receive a promotion, vou will be able to choose your next province from
among those adjacent to the current boundaries of the Empire.

The game ends when one of two things happens:

1) You advance successfully through enough provinces that you
achieve the ultimate promotion — Emperor of Rome — and you win
the gamé. The number and difficulty of the provinces required to
reach the level of Caesar (thereby winning the game) depends on

the skill level vou have set:

On Novice level, you will become Caesar after § promortions.
On Easy level, you will become Cacsar after 7 promotions.
On Normal level, vou will reach Caesar after 10 promotions.
On Hard level, you will become Caesar after 15 promotions.
On Impossible level, you will reach Caesar after 20 promotions.

2) You fail to perform up to the standards of the Roman Empire, and
enrage the Emperor to such an extent that he removes you from
office and dispatches you to some undoubtedly ghastly fate. In this
case, needless to say, vou lose,

GAME MANUAL

GAME SETUP

The Game Setup will appear after the game has been loaded and the
introduction sequence has played. The first setup screen will give vou

several options:

#* Start a New Game

¥ Load a Previously Saved Game
#* Run the Caesar L1 "I'utorial

* Exit the Game

Select Start a New Game to begin. The next screen will allow you to set
various game conditions. Here vou may choose from five skill level set-
tings: Novice, Easy, Normal, Hard, or Impossible! These increase in
difficulty with regard rto amount of cash you begin with, the frequency of
certain events in the game, and the number of promotions required to
win. We recommend the Normal setting for basic, balanced game play,
but you may want to experiment a bit to determine your personal prefer-

encae.

The button next to the word “Campaign” allows you to choose either a
full Campaign game (consisting of the Province and City level), or a City
Building only game (just Ciry Level, see page 20).

To enter your name, click on the “Change your Name” button, type vour
new name, and hit the <Enter> key on your keyboard, or if you are play-
ing on a Macintosh, simply type vour name in the box that appears.

Select “Start this Game,”or click on the “OK” button on the

Macintosh to begin.
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C/TY BUILDING OVL ¥ OPTIOV THEMWENU BAR

The Campaign game in Caesar II consists of both a City Level and A menu bar across the top of the sereen will allow you to control several
Province Level (see Game Overview, page 17). These levels are closely game oprions:

connected and demand constant attention. For a simpler game experi- - . )
- - . File: Select Neww Game to begin a new game.
ence, you may choose the City Building Only option.

Select Load (Oper on the Macintosh) to resume a previously saved

While the Campaign game includes both City and Province levels, a game. Choose a saved game from the list that appears.

City Building Only game takes place entirely on the City Level. e .
Select Save to save your current game. Type a name for your game

A City Building Only game will not include the Province Level (and in the box that appears.
1 therefore will not include Barbarian attacks, army management, or coms- Select Ouir to quit Caesar [T without saving your current game.
okt bat) and the player will not be promoted to other provinces. Industry in

Options: Select Music to switch on or off the game’s music, or to set the

City Building Only mode works just as it does in a regular game, except T,

that you will not manage industrial sources on the Provinee level.

; : WS : 8 : ; I Select Sowunds to switch on or off the ambient sound and speech, or
Rather, vou will receive raw materials in various quantities, which will

; 5 to set their volume levels.

supply your businesses on the City Level.
Select Movies to switch on or off the short 3-1D animations that will

When playing City Building Only, the difficulty level you set will dic- appear occasionally during vour game to illustrate certain events.

tate starting money and frequency of events. Ratings will be calculated

. . . . Select Year End to switch on or oft the Awnual Sunimary and Auro
as usual for Prosperity and Culture, but you will not be rated in Empire S : ; . ; :
: : i : 3 Save features (these are independent menu items on a Macintosh), It

or Peace, as these two ratings involve the Province Level. In this mode, ; .
) - T - turned on, the Annual Summary will appear automatically at the end

vou will have no need for the Centurion (in the Forum) and vou will 5 i . -
’ . S : ol each vear, detailing your population, treasury funds, and rax rates.
not assign Plebs to Army Duty or Provincial Work. Alse, vou will not

Z
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Auto Save automatically saves your game at cach year end, using the

get requests for goods from the Emperor. Ty

REsiod B P ! name LASTYEAR.SAV.

Choose this option if vou want to focus o#/y on city design and manage- Select Census to display the current population and employment
ment, setting your own goals as you go along. There is no way to “win level of vour city. (Census option is under Window menu in

the game” in City Building Only mode. : Windows 95 and Macintosh versions.)

Speed: Select Speed to set the Scroll Speed (available for DOS
and Windows 95 onlv) and Game Speed, from 0 to 10 (10 15
the fastest).

Select Pawse to pause the game, and Aagelerare Time to cause

the game time to pass very rapidly.

Help: lere vou may access Hints and Tips for berrer game

20
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play, Help information about many basic game functions, and some a “wallpaper” design for the game’'s backdrop window. There are sev-
background History about the Roman Empire, Select About for eral designs available to choose from.

THESTATUS BAR

information about the production of Caesar II.

Window (Windows 95 and Macintosh only). This menu allows you to

customize vour Windows game display. “Selecting City Map makes

your City Map the active window, while selecting Province Map The l\j1ucinwsh and Windows 95 versions of Caesar IT include a status bar
makes your Province Map active. that displays useful information throughour your game. The status bar will
| display your city’s population. the amount of Denarii in your Treasury,
Forum displays the Forum window. When the Forum window is the current month and year, and some information about the currently
displayed, all other windows will be inacrive. selected tool or button, The status bar is at the bottom of the Windows 95

. ) game screen, and ar the top of the Macintosh game screen.
Census displays the current population and employment level of

your eity In the DOS version, the same information will be displayed on the menu

. _ bar, and within the text window in the middle of the Tool Box.
Display Tool Box displays the Tool Box Window, which contains the

Overview map and the Control Panel.

Show Toolrips activates an automatic “balloon help” feature that will

passes over it. In the Macintosh version, you may turn balloon help
on and off by pressing the Help key on vour kevboard, or by press-
ing Commarnd-i.

Z

O

I_

\5) display boxes identifying each button or feature as your mouse
.

@)

Z

[~ DuallSingle Window Mode allows you to set your screen to either
Z show both City and Province level windows simultancously, or to
— show only one window at at time. When Dza/ Window mode is set,

both windows will be present on the screen. When you switch

berween City and Province views, the appropriate window will &
jump to the front of the screen, and the control panel will change

accordingly. When Single Window mode is set, only one map win-

dow will be displayed at a time. (Dual window: mode may not be avail-

able on some low performance Macintosh machines.)

Arvange Windows arranges your City, Province, and Tool Box
Windows on vour screen for you, in their defaule locations.

Background Window Preferences (Windows 95 onty) allows you to select
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L THECITYLEVEL

The City Level includes a City Map, and a Tool Box, which consists of
an Overview Map, and a Control Panel. 1f you ate playing the DOS ver-
sion of the game, the Tool Box will be located on the right side of the
screen. If you are playing in Windows 95 or on a Macintosh, the City
Map and the Tool Box will be in separate windows, which you may

place anywhere you like.

The City Map is where much of the action in the game will take place.
Here, vou will build buildings, water systems, and roads. Soon your city
will come to life — vou'll see buildings growing and changing and people

hustling through the streets. Certain areas will thrive, others will wile, and

CITY LEVEL SCREEN

Menu Bar

Owerview Map
~w/ Color Overlay

— Cantrol Panel

City Map

24

‘r

* when the walkers pass.
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don’t be surprised when the occasional emergency pops up at the most
inopportune time!

City development is influenced by three main variables; Land Values,
Limiting Factors, and Roads. These variables will be discussed in detail
elsewhere in this manual, but briefly:

Flucruaring Land Values cause houses and other structures to rise and
fall in qualicy. Land Values will sz if an area contains many desirable fea-
tures, and will £iz// if it contains undesirable features, and will be Zimired if
it lacks some essential component or components.

Most structures you build will either enhance or limit the value of the
land surrounding it. A Temple or a Theater, for example, will raise Land
Values, while a Barracks or a Market will limit Land Values because of
noise and pollution. Land Values determine how much ihe structures in your
ity will grow.

Some buildings. no matter how many positive influences act upon them.
will not rise above a certain qualicy level due to Limiting Factors. A lim-
iting factor for housing might be the lack of a water supply. Even if a
house has access to the best schools, libraries, and theaters, no one wants
to live there if it has no water. Limiting Factors linit Land Values 1o cer-
tain levels.

Roads are the essential connections between buildings. A Marker may be
a stone’s throw from a house, bur if it is not connected by road, it might as
vell be across the sea. This is because many buildings produce “walkers”
who pass benefits and provide services to the areas they pass. They

forge the actual links between your city’s buildings. Markets send

out Traders, Barracks produce Soldiers, Forums produce Forum
Clerks, etc. When your city gets going. vou'll see these busy little
walkers hustling through the city. They need roads to do their

jobs. Of conrse, buildings that are very close to buildings that pro-
duce walkers will enjoy their benefits all the time, and nort just

Note: If your city has no housing, no walkers will appear!
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THE OVERVIEW MAP
& COLOR OVERLAYS

In the upper right corner of the City Level Tool Box is a small map that
gives you an overview of the entire city. The rectangle in the Overview
Map shows vou the area currently displayed by the City Map. Tt will
move as you scroll around the City Map with your mouse. You may also
click on the Overview Map to switch vour view to any point in the City.
The north-pointing arrow on the Overview Map corresponds to the '
north-pointing arrow in the upper right corner of the City Map. You may
rotate the City Map view by clicking on either of the rofate arrow buttons
just below the Overview Map. The Overview Map will not rotate.

Above the Overview map is a menu that will give you information at-a-
glance about all the vital aspects of your city in the form of Color
Overlay maps. Click on the menu, then select one of the Color Overlay

listings.

Color Overlay Maps will show you your city’s Geography, Land Value,
Water Supply, Security, Unrest, etc. When you select one, the overview
map will change to reflect your selection. For a close-up view of the over-
lay, click and hold the mouse burton down on the Legend Square, which
looks like three colored squares and a question mark. A color key will
appear in place of the Overview Map, and the colors will appear on the
City Map to display the information. Solid black areas on overlays indi-
cate a complete lack of the selected feature or service. Map squares that
contain housing will outlined in gray, and other structures (aside from
roads and plazas) will be outlined in black.

Some of the Color Overlay Maps will leave relevant structures visible on
the City Map. The Security overlay, for example, will leave Barracks and

Pracfectures visible.

The Color Overlays are a good way to keep your finger on the pulse of
your city. Check them often — they just may alert you to an impending

GAME MANUAL

erisis in time to take preventive action. Remember to use the Legend
Square to place the Color Overlay on the City Map. You may also use the

: 3
Zoom controls to increase or decrease your map magnification.

Legend Square

Overlay Maps Menu

Overview Map

Rortate Arrow buttons

Setect an Overfay Map
[from the menu to display

A its information on the
Overview Map. Click and
hold your mouse button
down on the Lesend Square
to display the same infor.
mation on the City Map.
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CONTROL PANEL

The buttons beneath the Overview Map comprise the Control Panel.

"The contral panel allows you to perform the following functions:

VIEW COVTROLS

ROTATEARKOWS

These buttons allow you to rotate your Main Map view clockwise or

connter-clockwise.

FLAGS

‘I'he placement of flags on either vour Province or City map allows you to

jump quickly to any flagged location. You may place your own flags for
convenience, or they may appear automatically to indicate danger. You
will only see the flags when you are actually placing them. The following

flags are described as they appear, from left to right.

Set Flags: To set a flag, click on the first (left most) flag button. When
the mouse pointer changes into a flag, click anywhere on eiher your Ciry
Level map, or your Province Level Map to place the flag. You mav set

several flags on either map. To remove a flag, click on the flag again.

To go to the flagged locations in your city, click on the second tlag but-
ton. ‘This is the City Flags button. If you have set more than one flag,
click on the City Flags button multiple times to jump to each location

in succession.

Likewise, click on the third Province Flags button to go to the flagged

locations on the Province Level.

GAME MANUAL

Ared Danger Flag will appear automatically in areas where some kind of

emergency is taking place in your city or provinee (e.g. a Barbarian raid,
fire, djscase). The Danger Flag always indicates the source of the most
recent danger. When an emergency oceurs, a message box will inform you,
and will often give you the option to go to the location immediartely. After
the message box is gone, click on the red Danger Flag button at any
time, and you will be transported to the most recent danger flag,

Go70..

Beneath the Flag Buttons are the following:

Go to City: If you are on the City Level, you're already
there, and this butron is inactive. If vou are on the Province
Level, click here to go display the City Map and the City
Level Tool Box.

Go to Forum: This button takes you to the Forum, your
main center of government, where you may consult with
vour advisors, check your ratings, and implement decisions
(see The Forum, page 68),

Go to Province: This button transports you to the game’s
Province Level. Tt displays the Province Map and the
Province Level 'T'ool Box,

e
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Z00M IV oUT

Zoom In: There are three view levels available in your Main
View. When vou select the Zoom In button, your mouse point-
er will turn into a cross-hair. Click anywhere on the Gity Map to

zoom in on a particular spot, or click on the Zoom In button a
second time to zoom in on the center of the map.

Zoom Out: Click on the Zoom Out button to expand your
Main Map View.

THE QUERY FUNCTIOV

Note: In most cases, the Query button has the same effect as

right-clicking on an item (Dos and Windows 95) or clicking
while holding down the S/ button on your keyboard

{Macintosh).

On the Gity and Province Levels, the Query button is a convenient way
to find our informartion about all aspects of Caesar IL. Simply click on
the Query button, and your mouse pointer will turn into 4 question mark.
Then click on any feature on the screen, and an information panel will
appear. In many cases, the panel will contain butrons that offer Ielp,
Tips. and Historic Background information about the selected item.

On the City Level, the Query button gives you access to many key
pieces of information about your structures. If you have difficulty deter-
mining which buildings are which, just use the Query function to find
out the name of the building, its level of development, its Land Value

(from 0 to 64), etc.

For each structure, the Query button brings up an information panel with

" several buttons. The General button gives you a single statement inform-’

ing you of any pressing problems or deficiencies, or of the general state

GAME MANUAL

Exit

Panel

General Query Detail Tips History
People
Help

of the structure.

The Detail button gives you a list of factors that act either positively or
negatively on land values. Any listing in Red indicates a Limiting Factor
—- a negative influence that is preventing the structure from developing.
To maximize development in vour city, try to eliminate these limiting fac-
tors as best you can. Any listing in Green indicates a need that is satisfied
for the structure. Any listing that is Gray indicates a factor that does not
have any effect on the selected structure.

The Query button also allows you to interact with the People
who work in your city. Just click on or near a walking person. In
the panel that appears, click on the button that looks like a per-
son, and one or more person icons will appear. Select a person
icon to see the person’s name, occupation, and opinion about
some area of his life.
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BUILDING STRUCTURES HOUSIVG

At the start of a game, vour city will consist of nothing but empty terrain. Housing: Peaple will only move into your city and build nice

T'o build scructures:

houses if vou provide pleasant areas for them to live. All housing
will begin as small Hats, which will develop and grow only if

i " ¥ e sIructure you - . .
# Simply select the button on the control panel for the structure you p they get what they need. If you fail to provide for the basic
. : e FrArr - (4 ap where you woul - : . ; :
would like to build, and then click on the City Map where you wou necessities of your housing, your residenrs will pack up and
y like to place the structure. leave. and your houses will vanish. Housing ulso must be

. ’ 1 1 i resent in order for other buildings uce walkers.
*You may also build some structures by clicking on their build burton, P uildings to prod ers

and then clicking and Ao/ding down your mouse buccon, dragging thc‘ As with any structure, in order to build a house on any wooded piece of
mouse pointer across the map. In this way, you can place a I.cngth Ui_ land, the land must first be cleared. You may clear the land manually,
aqueduct, a strip of road, or a block of housing without lm.vn':g torglick using the Clear Area button,or you may simply build the house, and the
multiple times. Using this method, you may only build a limited length land will be cleared automatically, wich the clearing cost automatically
of road, wall, or aqueduct. added to the construction cost.

- y £ sk S land, land must 2 . . . - : 3
Tn order to build a structure on any wooded piece of land, the ‘['here are 32 levels of housing, ranging from Huz to Palace (see Reference,

H . o annally. usi = Clear Are utton oy i ; :
be cleared. You may clear the land manually, using the Clear Area b page 104). The higher-quality housing atcracts more people, who earn

: : SR " bui U and the land will be s . s ;
{see below),or you may simply build the structure anc higher income and pay more taxes, so it is wise to encourage housing to

'ﬁcvclop. The development of housing depends on Land Values (sce Land
Values. page 51).

cleared automatically, with the cost deducted from your savings.

CLEARING LAND
"This function allows vou to demolish structures and roads, and faﬁﬂf

clean up areas of rubble. Select this button ro activate Clear

. ; Road: A good network of roads connecting vour buildines is
- : T 7 ; sLructure on your tAag -t ‘ 23 ES 18
mode. Then click on any previously built stru Yy

vital to your city. Many buildings need to be connected to other
buildings in order for your ciry ro function. Houses must be
Clearing land costs money. While Clear mode is active, the cost dis- connected to Forums in order for your tax collectors to

Main Map to destroy it.

played in the text window is the cost per map square of destruction. To do rtheir jobs. Markers must have roads for their traders
demolish a building, just click on it. T'o clean up the resulting rubble, to travel. Barracks and Towers send out soldiers, and

click once again on each square that contains wreckage while vou are in Praefectures produce vigiles who need roads to patrol.

Clear mode And workers need roads berween housing and their
businesses.

Note: 1f you clear a square that has two structures (i.e. road and aque- .

duer) you will be given the option to either clear both structures or just While many buildings need roads, some do not. Bath Houses,

one.
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Enterrainment scructures, Temples, and Schools are designed to be

accessed on foat, and therefore do #of need road access.

Roads do not evolve, they remain the same as long as they are adequate-
Iy maintained. If you find that sections of your roads are disappearing
spontaneously, check to make sure you have an adequate number of
Plebs assigned to road duty (see Plebeian Tribune, page 77).

The cost displaved for road construction is COSt per map Square of road.
You may place a road square by square, or you may hold y‘oﬁr mouse but-
ton down and drag over the map to lay a length of road. Roads may be
built through walls, under aqueducts, and over rivers to form bridges.

Note: A Plaza serves the same purpose as a road, but it is nicer and has a

positive effect on land values.

FORUMS

Note: This following section refers to the forums you will build

in your city, not your personal Forum, which you will visit to

hear advice, set tax rates, organize Plebs, ete. That one 18

discussed on beginning on page 068.
Forums are your city’s centers of government. Their role is twofold:

Forums act as gathering places for your citizens. This makes the presence
of a Forum a very desirable feature of a neighborhood. In fact, an area

with no Forum access will be limited in its L.and Value.

-

Forums serve as the home base for your tax collectors. Each Forum will

send out forum clerks who will walk the strects collecting taxes from
your population and businesses. In order to collect taxes from any structure, it
must be visited by a tax collector! You can have the most opulent high- .
income housing complex on the European continent, but you will not see
a single denarius of tax money unless it receives a visit from a neighbor-

GAME MANUAL

hood tax collector.

La )
['o ensure that your forum clerks can do their job, make sure that there
are roads connecting each section of your city to a Forum,

A forum also has a square radius in which tax coverage is high regardless
of the clerks. If you do not have adequate forum coverage, taxes may go
uncollected, and vour city will suffer,

To check your city’s tax coverage, select 7ax Coverage from the Map
Reports menu on the Tool Box, and click on the color square to view the
color key.

It is especially important that libraries and hospitals have tax coverage. If
they don’t, they will not function. .

g o : .

I'here are three different classes of forums: Aventine, Janiculan, and

Palatine. Tl adv: : ; . i
1e more advanced classes occupy larger map areas and provide

tax coverage for more territory, but they will be available only afrer vour

city advances a bit and your engineers develop their skills.

Any class of forum will grow visibly fancier if its land value rises, but it
will always remain the same size.
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WATER

For your city to develop, you will need a good water system.

You have four types of water structures at your disposal:

Reservoirs, Fountains, Aqueducts, and Wells.

All areas on the City Level can potentially have two types of water
access: water supply (water that is directly available to the public) and
pipe access (water inside an underground pipe netwark, available indi-
rectly, through Reservoirs to Fountains and Bath Houses).

In order to develop, housing must be in an area with a water supply
from a reservoir or a fountain. Housing can get water from rivers and
wells, but people consider this low-class, so it will be a Limiting Factor,
restricting land values.

Tip: "The Color Overlay Map for water can be a great help to you in
designing your water system. Also, check the Defai/ option on the Query

Panel to check whether or not a structure has a water supply.

Reservoirs: Reservoirs provide the foundation of your city’s water sys-
tem. A reservoir will only function when it is either adjacent to a river or
connected to a full reservoir via an aqueduct. You may create a string of
up to four reservoirs, but the outer reservoirs in the string will be able to
supply water to a smaller range than those closer to the river.

A reservoir creates a water supply in a small radius, and a zone of pipe
aceess in a wider radius. Houses built izside the water supply radius will
have water, and they will be happy. Houses built ousside the water supply
radius (even if they are within the pipe access radius) will not have water,
and will have limited development.

In the latter instance, you can make the houses happy with the construc-

tion of a Fountain.

v .
Fountains: Fountains create the largest area of water supply. A fountain

must be placed within a reservoir’s zone of pipe access. It will then use

GAME MANUAL

A WATER SYSTEM

Fountain

Housing

Aqueduct

Reservoir

River

‘the pipe access to create a usable water supply for the area around ir.

g Multiple fountains can draw from a single reservoir. Building a network of

fountains supplied by reservoirs is a very effective way of supplying your
eity with water. '

Aqueducts: You may place a length of aqueduct by clicking on a line of
map squares, one 4t a time, or by dragging across a map area while holding
your mouse burron down. An aqueduct can only be used to send water
from one reservoir to another reservoir. In this way, you can send water all
over your city. You cannot connect aqueducts to Fountains or Wells.

Wells: A well is a cheap way to create a water supply for a relatively
small arca. Wells do not create any pipe access. They can be buile
._.nnywhere, but they only supply a primitive water supply thac will
limit land values.

Rivers: Rivers can serve as a primitive water supply for people
tlong its banks, but people do not like this, and it will severely
limit land values. —
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The following is a good way to begin to create 4 water system:
1) Place a reservoir next to 4 river. |

2) Click on the pull down menu above the Overview Map, select the
Color Overlay Map for Wazer, and click on the three-colored Legene
Square. You should see a color-coded area of water supply, and a further-
reaching area of pipe access (the smaller area will be purple, because it
contains both types). Make sure that pause is turned off for at least a

moment so that the game can register any changes.

3) Place 4 fountain on the Main Map within the reservoir’s range of pipe
access. Then check the Overview Map again. You should see a wider-
reaching radius of water supply surrounding your new fountain. You may
build housing on any square that is within warer supply range of either the

reservoir or the fountain, and those houses will have water.

Note: Your water system will need a work force to maintain it. If yvou
have created a warter system that appears sound but still doesn’t work
(i.e. empty fountains, thirsty housing, etc.) check to see if you have
enough Plebs assigned to water maintenance. T'o do so, go to the Forum
and consult the Plebeian Tribune.

| @
|

~
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SECURITY

Security un the ity Level s essential for several reasons. A

horde of Barbarians mav raid your city, internal riots may break
out, thieves may strike, and fires may erupt. Security on the
City Level will complement any security you may have on the
Province Level. If a band of barbarians begins to move toward
your city, for example, the best thing to do is send a cohort to
stop it on the Province Level (See Province Level, page 38). If
the band does manage to get into the city, vour internal forces
will be called upon. The following security measures will help
prevent such crises in your city and will enable you to deal with
them if chey do arise:

Walls and Towers: Walls enclose areas to procect them from Barbarians.
You must enclose an arca entirely in order to sceure it For purposes of
enclosure, rivers are equivalent ta walls because Barbarians cannot cross
them withoue bridges. Watch out for breaks in vour walls! Towers
strengthen walls, and serve as posts for soldiers, If invaders enter the city,
soldiers will emerge from your towers to counterattack. T'o build a gate,

just run a section of road through a wall (or vice versa).

Barracks: Barracks send sofdiers out to patrol the city in search of
Barbarians and rioters. Soldiers will take the initiative to attack and kill
any such undesirables. "They will also enhance the security level of any
areas they walk past (within a range ol'a lew mup squares). Ironically,
although Barracks protect and serve the city, residents hate to live
near them, and chev limit land value. Residential areas should ideal-
v have good read aecess 1o barracks, but be at least several squares
away from chem.

Praefectures: Praefectures send out wigides, or watchmen, who
patrcl the city in scarch of rioters and fires. A strong vigile pres-
ence will help prevent riots defore they start (fires may be pre-
vented by assigning Plebs o fire duty, while niots may be pre-
vented by keeping wurest to a minimum). If a fire or a rior does
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break out. the vigiles will take care of it automatically as soon as they dis-
cover the problem. Like soldiers, vigiles will enhance the security of any
areu they walk past. Like Barracks. Praefectures are undesirable to live
near, so they limit land value. Make sure that there is good road access
between your praefecrures and your housing.

If security is too low in areas of your city that contain T'emples, robberies
may occur. Robberies deplete your treasury, which is stored in the
Temples.

Each building in vour city will have one of three security categorizations:
Internal, External, or Maximum. “Internal” security refers to protec-
tion from forces within the city — protection in the form of passing oigifes
(from praefectures) and sofdiers (from barracks). “External” security refers
to protection from forces outside your citv — protection by city wafls. If
a building has both internal and external security, it's categorization will

be “Maximum.”

The security levels in your city relate directly to the city’s levels of wuress
(see page 35). Inadequate security can encourage lawlessness, and raise
unrest. Monitor your cicy's warest levels by using the warest color overlay
(see page 26). The arcas of high unrest are likely to produce rioss, which

will appear in pockers and spread if left unchecked.

If a riot does break out,soldiers from your barracks and vigiles from your
pracfectures will automatically malke for the troubled spot and try to put

down the riot.

You may check the security of your city by consulting the Color Overlay

for security (see page 26).

}
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INDUSTRY

Industry on the City Level consists of Markets and Businesses,
which, in a full game, work in conjunction with industrial sources
on the Provinee Level.

Markets allow commerce to take place in your city. Markers send out
traders who use the city’s road system to seek out potential customers. In
addition to the general business thev do, markets will also sell the goods
produced by dusinesses in the city. Markers will have little colored awnings
thar represent their trade. The busier the market, the more awnings vou
will see around it, so its performance is apparent at a glance. To succeed,
markets need good road access, and a steady supply of goods from city
businesses. Although residents need access, they do not like being so0

close to markets — this tends to limit land values.

Businesses take raw materials from outside the city and use them to pro-
duce consumer goods (see Province Level Indusiry, page 58). A business will
transport its processed wares to a market to be sold. Like markets, busi-
nesses limit housing development. They do need a local work force, how-
ever, so vou may have to build some housing nearby. Walking workers
near your businesses will represent the work force. Businesses will look
for workers nearby in a square radius. The output of a business is repre-
sented by small jars in the “loading area™ of the business building: the
more jars, the more successful the business, "T"he maximum output of a

business is seven jars.

An Example Scenario:

It is easier to explain and understand the game’s industrial system
by sketching an example scenario. Here is how an industrial sys-
temmight work, taking into account both the Province and City
Levels:

On the Province Level, you build a farm not too far from your
city, and decide to grow Grapes (see Province Level Industry,
page 58). After your farm has been operating for a short time,
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vou will need to build a Grape Business, or winery. inside your city. On
the City Level, you click on the {ndustry butron on vour control panel,

GAME MANUAL

* Access: Make sure you have road access connecting business to mar-
kets, and markets to people.

select Grapes from the menu that appears, and place vour new winery. . )
* Demand: In a full game, roads on the Province Level serve as export

- i F s s | @ " 4 ) ; )
When vou build a business on the Ciry Level, vou should make sure thar routes, connecting your city with other Roman Towns, trading posts, and

your city contains enough maréess to sell what the business produces. You ~ ports in your Province. This will improve business.

might want to build a market right next to a business to be sure. You

. ) * . ® ; inesses need ind S
should also be sure that you have a high enough populazion to support the puppiyelnia fll, gunis, businiesses esd indistadl soarusgonitis

. . . 5 : : o g Province Level.

business. You will need a workforce in addition to a customer base. 1f a o

business has a steady supplv of raw materials from a provincial source 17 . e
< acy suppih TR 4k A When you select the Industry button on the City Level, businesses that

(farm, mine, quarry), a large consumer and working population, and ade- | i : ; "
' ' AALERS & EPar are not currently supplied by sources on the Province Level are listed in

quate market access, then it will be profitable. B.3. This does not apply in City Only mode.

M add1r1lon._ R (?ther rowns (t‘*specmlly hj:)rdcr tawrhis)s poits; " Note: If you are playing with “City Building Only,” you will automatically
and trading posts on the Province Level will help businesses. receive raw materials with which to establish businesses, even though you
When a business begins to produce, jar icons will appear next to it, indi- J- ot developingindustrics.on the Provitice Level. Bach cigpwilhive
cating its production. Each jar represents a certain quantity of output. i rrent; suppliesiof various gaads, which censupport:dificrenttypesiof
city businesscs.

If a business does not perform well at first, give it some time.
Remember: goods must first be produced on the Provincial Level, then
transported into the city to be processed, and #en sent to 1 market to be
sold. Also, it may take some time for workers to join the business, If
after a while the business still lags, it mav be because your city papula-
tion is too low, vour road network is deficient, or the economy is in a
slump. In general, markets and businesses will keep pace with your city. 2

The following factors influence the success of business in your ciry:

* Taxes: Make sure vour industrial tax rate is not excessively high.
Overtaxing can stunt your Industrial Growth Rate and shur businesses
down.

.
/

* Population: The larger your population, the greater the demand will

be for whatever goods vou preduce,

* Workforce: Businesses need emplovees. Without workers living near-
by, outpurt is curtailed.
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SANITATIOV

Ji=i4 Good sanitation is a critical part of a successful city. Sanitation
_____ ‘% is maintained by the presence of Bath Houses and Hospitals.

T'he presence or absence of these sanitation structures is
directly related to the idfness levels in your city. Provide adequate sanita-
tion, and /ress will be low; provide inadequate sanitation, and #//uess will
rise. Monitor your city's il/ness levels by using the #//ness color overlay (see

page 26).

Areas with high iness are likely to produce disease, which will appear as a
skull-and-crosshones symbol on your city map. Like riots, disease will
appear in pockets and will spread if left unchecked.

Disease destroys housing and lowers surrounding land values. If disease
occurs, vou can eliminate the immediate problem by clearing the infect-
ed housing, but disease will return if yvou do nor address the larger prob-
lem of poor sanitation. If disease recurs in your cicy, make sure every
house has a water supply and access to a Bath House, and that your

Hospital Cover (see below) is at or near 100 percent.

Bath Houses: Be sure to build Bath Houses in areas that have pipe
access, and are near housing. In addition to keeping i/f#ess to a minimum,
Bath Houses raise surrounding land values, and will raise vour city’s
Culture rating. Bath Houses will develop and improve in appearance as !
their land values go up. A Bath House provides sanitation to certain
radius around it. A larger, more developed Bath House will serve a wider

radius. Bath Houses do not need road access.

Hospitals: Hospitals serve the entire city, and not just the areas near
them. Your city's Haspital Cover is expressed as a percentage, and is dis-
plaved in each building’s Query panel. A single hospital will provide 100
percent coverage for 1,000 people. As vour population grows, it demand
more hospitals. If vour Hospital Cover dips below 100 percent, ilInf.‘.ss

levels may rise, and disease may occur.

The presence of Hospitals can also boost land values and your Culeure
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rating (see page 71). In order to funcrion, Hospitals need road access.
They also must be within areas that have tax coverage by a Forum, so that
Forum officials may administer the hospital.

LIVTERTAINYENT

"The people of the Roman Empire expect more out of life than

just the humdrum essentials. They will not be happy unless
they have access to some kind of entertainment, whether it be
a play ar the theater, a chariot race ac a circus, or a gladiator
fight in the local arena. In order to readly give land values a
boost, an area should be close to all three types of enterrain-
ment buildings: Theaters, Arenas, and Circuses.

Each building in your city will have an Entertainment Rating, from 0 to
9, based on its proximity to the three varietics of entertainment buildings.
For example: if a house is very close to a Theater and very close to an
Arena, but nowhere near a Circus, it would get 3 points for Theater
necess, plus 3 points for Arena access, plus 0 points for Circus access, for
un Entertainment Rating of 6.

‘T'he larger, fancier versions of the entertainment buildings will not be
available to you until after your city is somewhat developed.
v

In addition to raising land values, Entertainment buildings will also
improve your city’s Culture rating.

Each of the three Entertainment buildings is designed to be accessed

on foot, and therefore does not need road access.

Theater: Theateri where plays, operas, and other shows are per-
formed, come in two sizes: the basic Theater, and the Odeum.
T'he two serve the same purpose, except that an Odeum will
reach a larger area than the basic Theater. Theaters and Odeums

do not need road access.

Arena: The arena is a place where spectators come to watch
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staged fights between captured enemies, wild animals, slaves, and so on. EBJCA]YO/V

If a regular arena ceases to adequately thrill your populace, you will

eventually be able to build the more advanced Coliseum, which will be

: 2 Educational buildings raise land value and boost your city’s
accessible to @ wider area.

Culture rating. There are three types of educational centers

Circus: The circus is an oblong track where chariot races are held. 'The i that you can build in your city: the Grammaticus, the Rhetor,
larger Circus Maximus is an impressive building that will draw huge and the Library.

rowds and impact a larger region. Circuses are rectangular in shape. You .. ) ) . ) )
crowas s porRais : — I'he Grammaricus is a school for young children, while the Rhetor is 2

§chool for older students. Housing needs schools to develop — a lack of
Achools serves as a Limiting Factor on development. These structures

may place one in any orientation in your city by using the rotate arrows

on your control panel. "

serve a surrounding radius, so each pocket of housing may need its own

W 01? SH/]D schools,

il libraries, on the other hand, are similar to Hospitals in that they serve the
addit 1di aces of worship, religious buildings N . .. . : ) ;
In addition to providing places of worshif 5 & wntire city rather than just their immediate area. Libraries may not be avail-

- - : > denarii in vour treasury. If vour - 3 q . .
provide secure storage for the denarii in your treasury o ible for construction until your city reaches a cereain size. A Library needs
% ; > ; e as no religious build- . . . - -
city begins to accumulate wealth but has no relig foad access, and like a hospital, it must be within tax coverage range of a
ings in which to secure it, robberies are likely to occur. More

‘orum.
wealth creates a need for more religious buildings. Religious ‘. F
buildings come in three sizes: Shrine, Temple, and Basilica, & All housing will benefit from a Library at any location. This is not to say
which increase in size, cost, and capacity respectively. Since that a single library will be enough for a large city. Library Coverage, like
these buildings store valuables, be sure to build them in Hospital Coverage, is expressed as a percentage. If vour Query panels .
places with high security levels (i.e. near Barracks and indicate Library Coverage below 100 percent, it may be time to build a
Pracfectures) or they may fall victim to crime. new library.

Religious buildings develop based on land values, and on the size of the
city’s population. Placing them is a good way boost land values, and to AMM?]E""
raise your city’s Culture rating. Religious buildings serve a surrounding

radius, and do not need road access. Building Gardens and Plazas will boost land values

by providing pleasant public places for your citizens.
They will also help vou to raise your Culture rating,

Sections of Plaza also serve as scctions of road.
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MONEY

Money is what makes evervthing in the game happen. It pays for con-
struction, labor, and defense, and it appeases the Emperor. The unit of
currencey in Imperial Rome is the Denarius — the plural (and hopefully
you will have more than one) is Denarii. The amount of Denarii you have
in your coffers will be displaved at all times in the upper right corner of
the City Level and Province Level screens (DOS), or on the status bar
(Windows 95 and Mac). Your Denarii will be stored in vour Religious

Buildings, and can be stolen if security is low.
You have two sources of income: Population Taxes and Industrial Taxes.

Population Tax is a percentage of each household’s income. Both popu-
lation size and housing quality determine population tax. Each home’s
land value and number of residents are considered in determining its tax
bill, so that a house with a higher land value will generate more tax

money, even if it houses fewer residents. The higher quality houses con-
\

tain people with higher incomes, who pay more taxes.
You should work to increase your population and develop your housing to
maximize population taxes. Be careful: if vou raise taxes too high, people
will not want to live in vour city, vour population may drop, and the pub-
lic may hold it against you for a long time!

Note: Population is a key component of ciry success. Most of your ratings will
be affected to some extent by your population. Work hard to make your city a
desirable place to live!

Industrial Tax is a percentage of the earnings of your businesses, which
come from output. Each business in your city will have a number of jars
next to it, representing its output. You must maximize outpuc by boost-
ing both supply of raw materials and demand of the population. You should
also try to establish a network of trade routes on the Province Level. If

you raise industrial tax too high, businesses may collapse.

Your expenses will include construction costs, Legion wages, Pleb wel-
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fire, annual tribute, and your own salary.

‘' be successful, yvou must balance vour income and your expenses so
that you earn a profit, otherwise you will be unable to afford to enhance
your city. Your Prosperity rating will only improve if you can consistently
make a profit. A good city will need substantial income from population
iund industrial taxes to prosper.

 POPUIATION

Your city's population will grow or shrink based on the conditions of city
life. Remember, the higher vour land values are, the more vour housing
will develop. Higher levels of development mean more affluent residents
lind more tax revenues (see above).

A hut may only house 2 people, while a large palace can house as many as
500! But be aware, numbers aren’t evervthing. Sometimes an increase in
lind values will actually lower the population. In this case, the increase in

 tix revenues will more than make up for the loss of people.

o5

liver: so, population is kev to your success as a governor — all ratings are
iffected to some degree by the city’s population — and you should do all
that vou can to promote a healthy level of population growth. This means
providing culture, health facilivies, educarion, and other services that
enhance urban life. You should also pay special attention to your popula-
tlon tax rate — a steep tax hike may raise some quick Denarii, but your
citizens will resent it, and thev do not forget easilv.
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LUFPLOYMENT

The employment rate of your city will be an important facror in deter-
mining your population growth rate. An abundance of available jobs will
make people want to move to the city -- a high level of unemployment
will chase them away. You can find out the employment rate of your city
at any time by selecting Census from menu bar, or bv poing to the Forum
and consulting the Treasurer. N

Many of the structures you build on the City level will create employ-
ment for vour populace. A city’'s employment will increase whenever any
of the following structures are built:

Any Forum

Any place of Worship

Bath House

Praefecture

Barracks )
Grammaticus

Rhetor

[Library

Anvy Entertainment structure
Hospirtal

Market

Business

The more advanced the structure is, the more jobs it will creare. More
jobs mean more people; more people mean more tax dollars; more tax
dollars give you the ability to develop vour city and raise Land Values.

High Land Values are the key to a thriving and successful ciry!

GAME MANUAL

LAND VALUES

lund Values determine the extent to which buildings in vour city (hous-
fng, in a particular) will develop or decline. Each map square will have a
vilue ranging from 0 to 64. [t is very difficult to achieve a Land Value rat-
ing of 64 for any map square -- this rating requires /eza/ living conditions.

'=\:I‘hc higher the Land Value of an area, the more advanced any structure

un it will be. As Land Values rise, the quality of housing will improve.
Higher quality housing means a more affluent population, which means

more tax dollars for vou.

Sometimes an advance in Land Values will actually decrease the number
of people living in a house. As people become more well-to-do, they

desire more space. In this case, even though you have fewer people, you
will be collecting more tax revenues. The increased taxes will more than

make up for the resulting population dip.

I'here are manv ever-changing influences which will overlap and work

- with or against each other to raise or limit the land value of any given

square. In other words, it may not always be casy to figure out exactly why

uny given square’s value is higher or lower than another’s.

Th/crc are, however, some basic rules to keep in mind when trying to

‘manage land values.

Bvery structure that vou place down will have a radius within which it
hoosts land values. However, some types of structures will also have
the effect of capping, or limiting the value of the land around it
Land Value will be limited also if an area lacks a needed service or

utility, such as a water supply.

The T.and Value of an area will be limited if any of the following

conditions exist::

Lack of a water supply, primitive water supply only, no Forum

nccess, no market access, close to a business, not near Baths,
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low or no Entertainment, near Barracks, lack of Security, close to City
Walls, close to Gity Gate, low Hospital Cover, lack of Grammarticus or
Rhertor, close to a Praefecture, close to Market, low Library Cover.

Note that some very vital structures, despite their importance, are unde-

sirable to live near and will thus limit land values. Barracks, Pracfectures,
Markets, Businesses, Walls, Gates, and Towers will limit surrounding

Land Values. While these structures are necessary and positive for vour

city, they just don't make good neighbaers. k-
The only influences that will actively reduce land values are rubble, fire, -
and disease. You would be wise to eliminate these as soon as possible. -

Other structures — Bath Houses, Forums, Temples, Entertainment cen-

ters, Hospitals, Schools & Libraries, and Amenities — will have only pos-

itive effects on land value. These structures provide valuable services

To view your city’s population and indus-

il

and are a pleasure to live near. _ . )

trial growih rates, right click on any struc-
In addition to the radius of influence that structures exert, somk struc- ture and click on the Detail button.
tures also produce wadéers, which patrol the streets and provide benefits

to any areas they walk past.

S GROWTHRATES

Praefectures, for example, send out Vigiles which pass a security bonus to

nearby buildings, Markets send out Marker Traders, and Barracks and

. o Your city will have both an Industrial Growth Rate and 2 Population
Towers send out Soldiers. All walkers pass their benefits to any buildings ’ ’ P

e 3 : 2 A Growth Rate, which indicate the trends for development in the city. To
within a range of three squares of their path. Keep this in mind as you . )
. . . theck your growth rates, just query any structure on the City Level . You
design your road system. Areas thar receive much road traffic will have i . 4

) : should strive to keep both rates as positive as vou can.
the highest potential land values. ’

; i ' : w Industrial Growth Rate is determined primarily by vour Industrial
Each building that produces walkers will send out a new one periodical- . ) :
! ‘T'ax rate. The higher your Industrial raxes, the lower your Industrial

ly, but each walker will only walk a limited distance before “quitting

_ yis s ; (irowth Rate will drop. In addition, any sharp increase in
time,” when he will disappear from the screen.

‘Industrial taxes will cause lingering damage your Industrial
(Growth Rate.

You should always strive for a healthy industrial economy: pro-
ductive and well-staffed provincial industrial sources feeding
[aw materials to the businesses in your city, which in turn sell
their wares at busy markets,which serve vour population.
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Experiment with various Industrial Tax rates to find one that will bring
tax revenues into vour city, while at the same time allowing for a healthy

level of Industrial Growth.

In a City Building only game, you will not have to worry about provincial
industrial sources. Your Industrial growth rate will depend on City Level

factors only: markets, businesses, demand for goods, etc.

v
Population Growth Rate is based on vour Population Tax Rate, your
level of employment (see page 50), and on the inherent temperament of

the people in your Province.

People will always be more likely to move to a city with a low Population
Tax rate, and a low unemployment rate. Once these rates begin to rise,
people may leave your city. You will have to carefully balance population

growth with vour need to collect tax money.

Another factor that will influence population growth is the temperament
of the people in vour Province. The more difficult provinceg contain peo-
ple that have an established hostility toward the Roman Empire. These
people may be reluctant to move to vour city unless you set the
Population Tax at a very low level. Tt is vour job to convince such folk
that it is a privilege to be a part of the Roman Empire! You can ger an
idea of a population’s temperament from the description given when you
first select its province on the Empire Map.

A healthy population growth rate will also improve land values, which
will draw even more people into vour ciry.

GAME MANUAL

UVREST

liven if you are very careful to provide for all the needs and desires of
yuur population, you should always monitor the level of discontent, or
[Wrest, in your city. Unrest is the measure of vour citizens’ satisfaction (or
iissatisfaction) with you and the way you are governing. Left unchecked,
Inrest can lead to riots. which can cause serious damage to VOUr City.

Unirest is based on population tax, conscription rates, and unemployment,
Au each of these increase, there is a chance that Unrest will worsen.
Niturally, your people will resent high taxes and high conscription rates,
und will demand a healthy economy with an abundance of jobs.

lnrest is also affected by your city’s securisy. Do vour best to sce that each
ilea of your city is parrolled by soldiers from a barracks, or from a praefec-
Hire. Such patrols can prevent riots, and will quash then if they do break

nue,

Population tax, conscription, unemployment. and security will work in
tonjunction ro derermine Unrest. A worsening of one can be offset by an
Improvement in another. A hike in the population tax. for example, might
ot heighten Unrest if it is offser by a lowering of vour conscription rate
(wee 7he Centurion, page 74).

i
You may moniror your city's level of Unrest by selecting [Murest from the
pull-down menu at the top of the ol box. Click on the legend squa and
View your city map to see which areas show unrest.

Il conditions favor unrest, it will appear in packers in your city, and
It will spread. The color overlay will display vellow, orange, and
ted spots on the city map to indicate low, medium, and high lev-
els of unrest.

' . . .
T'o reduce Unrest in vour city, pay close attention to your con-
scription rate, population tax, and emplovment level, Can vou
ifford to reduce raxes? Can your Legion bear a reduction of

the Conscription rate? Can you build more job-producing
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structures in your city to boost employment (see Employment, page 50).

If vou tend to all of the above factors and your city still has an alarming
level of Unrest, you may reduce Unrest by building Barracks and
Praefectures. Their presence alone will reduce Unrest in the areas sur-
rounding them, and the soldiers and vigiles they send out will cut Unrest
for every house they pass by while on patrol.

v

As a last resort, you always have the option to destroy any house that
turns up red nnder the Unrest display. Sometimes it is better to “elimi-
nate” troublemakers before they can do any real harm.

If unrest leads to a riot, soldiers from vour barracks and vigiles from your
¥ | = Y
pracfectures will automatically move to the troubled spor and try to put

down the rior.

LLLINVESS '

[Like unrest, illness can appear in pockets throughout your city if condi-
tions favor it. Moniror the illness levels in vour city by checking the /-
ness color overlay, which highlights areas of low, medium, and high ill-

NESS.

Ilness levels relate directly to the quality of your ¢ity’s sanitation (see
page 44). "T'o minimize illness, you must provide sanitation in the form of
Bath Houses and Hospitals. Areas of housing with no access to a Bath
House are more likely to have high levels of illness, and a hospital cover

lower than 100 percent can worsen illness throughour your city.

If illness levels become too high, disease will break out. Disease appears
as skull-and-crossbones symbols on your city map. If left unchecked, dis-
case can spread. Disease will destroy housing and can seriously damage

surrounding land values. .

GAME MANUAL
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/]/ waﬁoVIYVCE[EVEZ uind will be used to produce glass. The finished product will then auto-
&

g’ﬁutically be transported to the city’s Markers, where it is sold 1o the resi-
lents. Successful businesses generate more Industrial Taxes, which mean a
The Province Level places vour city in its actual surroundings, and puts ';‘?nulthicr city.
you in charge of an entire region of the Roman Empire. When you first

: L . ) s Iindustrial sources on the Province Level must have road access to vour
begin to govern a new province, all of its inhabitants may not appreciate In y

). 2 5 Fiss s . : ’ T g
the power and glory ot Rome, and nulff:\;cn resist your rule. Tois your 'ﬂw- I'hey must also have Warehouses and, in some cases, Work Camps adja-
o Lo 7 i ' . i - _
job to bring the entire province under your control, and to create in ita 3 nf to them. W '-’”f‘”?‘”“-m store g'oods until they are elth»ﬁf consumed bgj a
ingl ized economic and social system lisiness on the City Level or given to the Emperor. Woré Camps provide
single organized ec and social sys :

uVIng quarters for the site's Plebelan work force.
Your view controls on the Province Level are the same as those on the

City Level. To move from the Province to the City Level, you may use _Maw: As you grow your Province Level economy, you must make sure to
the Go To City button, or vou may right-click (o7 Skifr-clict on a Mlocate sufficient Pleb labor to Provincial Work (See Plebeian Tribune, page

J - 3 b il i (LB

e SN .

Macintosh) on the city itself on the Province map.
On the Province Level, vou may build farms. mines, quarries, ports, and Necuriy is also a c.onccm on the Province Level. You m?‘iY blll.J‘d PMU?‘MM/
trading posts. Each of these will complement your city’s economy in Walls to keep out invaders, and Forss to house vour soldiers. If a hostile
some way. For example, if you build a Saud Quarry on the Provincs furce heads toward your city, you must have a strong Legion of soldiers to

- : ; tinsh Il ‘he lercept it.
Level, vou will be able to build a Glasswords inside your city, where the ! In 1%

}&wll around your Province Map and Query the features you see. In addi-
PROVINCE LEVEL SCREEN

tion to your city, you may see mountain ranges, grasslands, farmlands,
‘M. Bie uirry/mine areas, and other settlements. Roman Towns are triendly settle-

ments that will grow if you build roads berween them and your city. 7ribes

e hostile communities thar are resistant to Roman rule. To bring a tribe

Overview Map inider control, you must send a Cohort to subdue it by force.
_ Overview M T

Il your Province is bounded by water, a white arrow on the far ed ge of
sich seaward side of the Province Map indicates the trade opportuni-
iy that lies in that direction by sealane.

— Control Panel '{hc Tool Box on the Province Level works just like the Tool
Hox on the City Level, except that the Control Panel has differ- j
wnt features. These are:

Province Map
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PROVINCIAL ROADS

You may build roads on the Province Level the same way you

build them on the City Level: simply click on the Roads icon,

and place or drag road sections square-by-square.

There are no “wallcers” on the Province Level, but it is vital that most
buildings you build be connected to your capital city via roads. A good
road system will do wonders to bring your Province rogether. When you
connect your city to small, isolated villages, you will most likely see them
grow and develop as they enhance your city’s trade economy. On the
down side, roads also allow invading Barbarians to travel faster. You may
build roads through Grasséands and Waodlands, but not through Mountain
Ranges, Farm or QuarryMine Land, or on top of Towns.

You may build 4 gate on the Province Level by simply building a road
through a provincial wall (or placing a wall over an existing road). If you
do this, however, any provincial source that is outside your wall will seri-
ously reduce its output of raw materials. All provincial sites want to be

protected -- they do not like to be on the outside of a protective wall.

Commerce will pass through towns and other structures, but Cohorts will

notc.

SECURITY

FPROVINCIAL WALLS

Provincial Wall construction works in the same way as Ciry Wall construc-
tion on the City Level. You may enclose all of vour Province's exposed

borders, or you may enclose only part of your Province.

You may build gates through provincial walls by simply building a wall

GAME MANUAL

uver an existing road, or building a road through an existing wall.

Wit be aware: if you separate economic sources (Farms, Quarries, etc.) or
lwns from your city with% wall, their output will be diminished. All sites

Wilnt to be protected, so you should avoid dividing your province.

LORTS

_Q‘i}]_l may build as many as ten Cohort Forts in vour Provinee, anywhere

#xtept on mountains and atop other settlements. Each fort creates a
Lohort, or army, that you command. A Cohort will appear on your Province
Lievel map as an army beneath a waving battle standurd, or banner. The
litst Cohort vou organize will be your Prima Cokors (First Cohaort), and
pieh additional one will have its own name, makeup, and ever-changing
moinle. The forces of your Legion (your entire armed forces) will be divid-
#il evenly among the forts you build, so that the more forts you have, the
Aaller each Cohort will be. You will manage your Legion in your Forum
Wee The Centurion, page 74).

@

TRADING POSTS

Trading Posts allow you to do business with lands outside your
Province. Goods will be sent to Trading Posts by border towns
in your Province. ‘T'he closer a border town is to a Trading Post,
the easier it is for you to trade with that town. By building
Trading Posts near these towns on the edges of your

Province Map, you will receive valuable goods from each

direction. You will also increase the demand for exports
in your city, To see which goods a border town will

~ send to a Trading Post, go to the Forum, and consult
with the Merchant. Any Trading Post must have a
Warehowuse adjacent to it, and must have road access to
the capiral city. "T'rading Posts do #os need Work
Camps.
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PORTS

Ports provide trade access to lands overseas. When you build a

port, it may do business with the province indicated by the
white arrow on its side of your Province Map. A Port needs a
Warehouse, but does not need a Work Camp. Goods brought into
the port will remain in its Warehouse until it is either used by

GAME MANUAL

INVDUSTRIES

All industries operating on the Province Level need a supply of
Pleb labor. Make sure enough Plebs are assigned to Provincial
Work to meet the demand. All industries in your province will
have an icon above them, indicating the type of goods they are
producing.

a City Level business, or sent to the Emperor at his request. e . :
ae ' P 9 n industrial source calls for a Warehouse or Work Camp, vou must

ach ship you see in the ocean on your Province map carries a specific hmid each structure right next to its source.

5 ad. Ships come into a port, unload their cargo, and leave. You ’ ,
cargo load. Ships co p g Farms can be placed on patches of Meadow, which are represented on

the map by flat, brown and green areas. You will not be able to place a
farm on non-farmland. When you place a farm, you will be given a

may click on any ship to see whart type of cargo it is carrying. When you
build a Shipyard adjacent to a Port, it increases the number of ships ply-

' it and so will boost vour trade. : \ : ; y
Ing your warters, and sc ; ‘ choice of what type of agriculture it should focus on (i.e. wheat, grapes,

cattle, etc.). The types of agriculture available will vary from province
to province. Fagrms must be connected to vour city by roads, and must
be accompanied by botk a Wardhouse and a Work Camp.

‘\\ Quarries and Mines can be placed on Rocky Areas, indicated by rocky
patches on your Province Map. As with farms, mine and quarry options

will vary from province to province. You may choose to mine lead, cop-
per, gems, or iron, or to quarry stone, clay, marble, or sand. A Quarry or
Mine needs road access, a Warehouse, and a Work Camp.

s
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INDUSTRIAL SUPPORT

Warehouses are needed by industrial sources to store excess goods. You
must build a Warehouse directly adjacent to its industrial source. You
mav build as many warehouses adjacent to industries, ports, and trading
posts as you need to store excess goods. You will be prompted to build a
warehouse, if appropriate, whenever vou build an industrial source or

p[')i'[.

Work Camps, like Warchouses, must be adjacent to their industries.
Worle Camps provide housing for the laborers who keep the source run-
ning. You will be prompted to build a Work Camp, if it is needed, when-
ever you build an industrial source on the Province Level.

Shipyards must be built adjacent to Porzs. By producing ships, a Shipyard
will increase the productivity and outpurt of its Pery by building more
ships to trade with the nearest sea lane.

ORDERING COHORTS

This function allows vou to issue orders to any of your existing

Cohorts. You may set and assign patrol routes, send a Cohaort
after an enemy, or to return the Gohort to its home fort. You
may call upon vour armies to deal with several types of ene-
mies (sec page 66).

If your Province contains any Local Tribes, you may send a Cohort to
subdue them. Tribes are communities that have not accepted Roman
rule vet. To reign them in, just set a Gohort route that ends on the tribe’s
location. And make sure the Cohort is up for a fight, because tribes are

fiercely independent.

T issue orders, click on the Order Codor? button on the Province Level.
Your mouse pointer will change to a crosshair. Place it on the Cohort you
would like to command, and click. A panel will appear, telling vou the

s GAME MANUAL

lilimber and composition of the Cohort’s soldiers, its Morale. and a gener-

Wl description of its readiness for battle. Beneath this data are three but-
tons:

Nelect Movement Route to issue movement orders. Over your mouse
Ptlintcr, a marker will appear, connected to your Cohort by a dotted line.
Jlich addicional marker you set by clicking your mouse will set a waypoint
th‘ the Cohort’s patrol route. You may set as many as ten wavpuints.'(llick

e Ijn the final waypoint twice to indicate that vou have finished. If your final
Wiypoint is atop a previously set wavpoint, the Cohore will repeatedly
juitrol this “looped” route. T'o intercept & moving enemy, just set thc' tirst
Wilypoint on top of the enemy. Cohorts can travel on or off roads, but will
Hinyve faster on them.

Nelect Return to Fort to send the Cohort automatically back to irs Fort.

You may use this command to pick up additional troops as they become
Wiined (See The Centurion, page 74).

Nelect Come to Rest to order a moving Cohort to stop and await further
irders

\\ . ~ . . -
I'or more information about Legion and Cohort management, see the
Clenturion, in the Forum section of this manual, and Your Legion in
the Combat section.

|’ [T
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BARBARIANS & OTHER ENEMIES

You will be alerted when hostile troops arg sighted moving within your
Provincial borders. Enemy Armies will look similar to your Cohorts, and
you may get some information about them by querying them. To do bat-
tle against an adversary, just march a Cohort right into the enemy unit
(see Ordering Gohorts, page 64). You may encounter several types of hos-

tile force:

Local Uprisings originate from Tribes within your Province, and will
try to depose you by destroying your city.

Barbarian Raiders come from outside your Province and will try to
take over outlying towns. If they capture one, it becomes a Tribe.
Raiders may also destroy industrial sources if they come across them,

and may try to enter and sack your city. /

Barbarian Invaders also come from the foreign lands outside your
province — they will be larger than raiding parties and will most likely

make straight for your City and try to conquer it.

GAME MANUAL

Empire Invaders are the armies of other advanced non-Roman cultures
T . . - . '
['his type of attack will only come in certain provinces, and represent a

declaration of war against the Roman Empire.

I'here will be many different varieties of enemies that vou will encounter
Iuch as Greeks, Etruscans, Dalmatians, and so on; and each will have dis-
tinet tactical abilities and favored maneuvers in batcle. Afrer vou play

hehaves™

knemies will also have distinct troop types, some of which may prove to

Be quite interesting (scouts have even reported the use of elephants by
enemy cavalries!), )
-

" ou should try to defeat any type as soon as you can, and you must ot let
liny hostile parties enter your capital city. You would also be well advised
to send a strong Cohort to any Tribe (of any size) that is in vour Province.
Iribes often produce Uprisings that try to sack your ciry. -

nvaders themselves come in several varieties, each of which will have its
n style and techniques of fighting.
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1V, THEFORUM .

The Forum serves as your main government headquarters. Here you
may:
* Monitor your Empire, Peace, Prosperity, and Gulture ratings.
* Communicate with the Emperor.
# Check your industrial performance.

* Set raxes.

# Manage vour Plebeian work force.

* Manage vour Legion.

* Keep up with many other aspects of your City and Province.

To enter the Forum from either the City or Province Level, click on the
/

THE FORUM

Empire Map

Exit Forum

Personal
Advisor

T'reasurer

Advisor from Rome

Oracle Merchant Plebeian Tribune

Scribe Centurion
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o To Farum button on the Control Panel (or select Forwm from the menu
). Select any of your advisors in the Forum by clicking directly on them

6 consult, receive advice, and issue orders. Your mouse painter will

whange when it is over a hotspot in the Forum.

THE ORACLE

:‘ﬂ-\"""\

'The Oracle on the far left side of the Forum shows you your performance
I the four Ratings: Empire, Peace, Prosperity, and Culture. 1f you want to
[eeive a promotion and advance to a new province you will need to
Athieve a minimum rating in each category @nd a minimum combined
IWerage rating for all four categories. Click on each category’s box for
Itvice on how to boost your ratings.

Empire: This rating measures the status of you and your Province in the
#ontexe of the Roman Empire. If you have spread your influence widely
throughout your Province and beyond, your reputation will grow and your
lmpire rating will rise.

1 increase your Empire rating, vou must establish a far-reaching network
il trade and communication links. Your Empire rating will rise each time

you:
s
* build a road connecting a Roman town to vour city.
** build a road connecting a border town to your city.
* build a farm, mine, quarry, shipyard, trading post, work camp,
warehouse, or shipyard.

Your Imperial favor will also influence your Empire rating. The
%ﬂ_pcror’s opinion carries a lot of weight!

'Phc population of your city will also influence your Empire rat-

(g,

te: The Empire rating will not apply to City Level Only games.

bnee: This rating gauges the safety and security of your
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population. Also, the larger your population is, the greater your peace
rating can become. On the Province Leiq:l, this means having enough
Cohorts to stop any hostile forces quickly defore they can reach your city!
The Barracks and Tower soldiers in your city will deal with riots and/for
invaders, but they will not help your Peace rating.

By the time they are needed, the rating will already have dropped.
Make sure that any rebel or Barbarian activity is dealt with swiftly and
decisively. Keep up a strong Legion and place your forts strategically
throughout your province. The Peace rating will fall when a threat
appears, but will rise if the threat is dealt with promptly.

"The following events will boost your Peace rating;

8

* Conquering a local tribe and bringing it under Roman rule.

N

>
)
s
O
B
L
L
l_

* Keep land values high

* Winning a victory in battle. . *  Spend wisely and strive for long periods. of profitability

— A 2 . r b Peace ratine. Each | . ; ; ’ : -
L'ime will also be on your side with regard to the Peace rating. Eac Iture: This rating measures vour city’s cultural richness and diversity.

month, this rating will rise a little bit. t considers the size of a city’s population as well as the number of “cultur-

il" structures the city has. A high ratio of cultural structures to people in
ur city will give you a high Culture rating. As vour population grows, the
people will demand more and more cultural resources.

The following events will cause your Peace rating to fall:.

* Jnvasions by Barbarians and Enemies
# Local uprisings - _ ) .
# Defeat in battle ilding the following structures will help vou improve your Culture rat-

* Barbarian capture of a Roman town

*  Destruction of any industrial scructure in your Province I - Ty ——
Note: The Peace rating will not apply to City Level Ondy games. : garden and Plaza
ath House
Prosperity: The Prosperity rating is a measure of your financial man- * Grammaticus and Rhetor
agement skills. Tt reflects how well you balance taxation and govern- * Hospital
ment spending with the need to encourage business, industry, and pop- * Library
#*

Religious building (shrine, temple, or basilica)

ulation growth.

To keep this rating high: Vote: The buildings mentioned above will only boost your Culture rat-

o ) ) v if they are administered by (i.e. lie within the tax coverage range of)
* Maintain a large tax-paying population

* Turn a profit each year

70




7.

CAESAR I

THE SCRIBE ~

Consult the Seribe if you would like to take a look at his collection of
graphs illustrating City Populatdion, City Funds, Population Tax
Income, and Industrial Tax Income over the past several years. Click on

the right and left arrows to adjust the time span shown in the graphs.

The Seribe’s records will help you gauge the progress of your eity’s
development.

THE MERCHANT

Select the Merchant to access a list of several available industrial com-
modiries and the status of each in your Province. In a full g;me, the first
column shows the number of awits of each item produced in your
Province. Note that the bottom four listings refer to commuodities avail-
able outside of your provinee, beyond cach of the four sides of the
Province map. A ship icon in the first column indicates that this item is
available via overseas trade, and requires a Port. A caravan icon indi-
cates that the item is available via overland trade route, and requires a
I'rading Post. Building the appropriate structure on the appropriate side
ol the Province map will bring these commodities into your Province.

The second column shows how many units of each commodity vou
have in storage. If you have a lot of stored goods, vou might consider
opening another business — if your popuiation will support it — to
process and sell the excess. You will want to keep some goods in storage
— the Emperor will request things from time to time, and if you fail to
deliver he will be quite angry.

The final column shows the number of facrories, or businesses, in your
ciry that are currently working on the commodity, and the percentage of
the production capacity that is being met. If vou have factories with low
percentages, they mav not be receiving enough raw materials from
provincial sources. Consider building new sources or stepping up trade

GAME MANUAL ‘

1 maximize efficiency. Ideally, vou will want to keep storage fairly low,

supply percentages at 100 percent.

¢: In a City-Level-Only game, only the relevant information will be

sted in the Merchant screen.

The Merchant

The Seribe
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TECEWT”E/O/V Clohort is victorious in battle, and it will fall if it loses a battle.
e

Iyou Demobilize a Cohort,the Cohort will stop receiving new recruits from
Your Centurion is the highest-ranking general of lie training pool. A demobilized Ciohort may, however, lose men if the
vour armed forces, or Legion. Your Legion is com- - flumber of soldiers in your Legion drops.

posed of four different varieties of fighrers: Heavy

) ; i l'or more informarion abou gi 3
Infantry, Light Infanery, Slingers, and Auxiliaries, 3 . : about Legion management, see the Combat sec

) i i lon of this manual, beginnin age 82.
and is split up into Cohorts equal to the number i WS gonpage ie

of Forts you have built on the Province Level (see
page 59).

THE ADVISOR FROM ROME

Different troop types will require different train-

ing periods. Once troops are trained and available i ; g
gp : P il This is the Imperial Representative to your
for combat, they will be added to existing Cohaorts . . =
city. He serves as a link from you to Rome

as the Cohorts return to their forts. In order to add newly trained sol- ;
. _ and the Emperor. He will keep vou abreast of
diers to vour Cohorts, remember to issue the Refurn to Fort dommand . .
) : just how the Emperor feels about you and

(or to move the Cohort over their fort). i o .
. your performance. Click on the Imperial

Select the Centurion to access the Legion Management Pancl. Here Advisor to see your current Awnueal Tridute.

you may set monthly wages and conscription rates, and hire or release "The Annual Tribute is the amount of Denarii

Auxiliaries. On the right side of the panel is a list of each type of soldier that you must send to the Emperor each year.

you have ready and in training, and a description of your-troops’ morale It will rise if his confidence in you falls, and

and battle-readiness. Once troops have become trained, you will need will fall it Imperial favor rises. If you are care-

less with your Denarii, you mav not have

THE FORUM

to add them to existing Cohorts by returning the Cohort(s) to their

. cnough to pay the Annual Tribute. Should

fort(s). Do this via the Order Cohort command on the Province level 5
liis happen, the Emperor will not be pleased.

-4
= ]
b L

(See Ordering Colorts, page 62).

LA

As soon as vou have at least one Cohoret established, A “Legion Has” list- ¢ Imperial Advisor will also let you know what, if anything, the

ing will appear at the bottom of the Centurion panel, accompanied by imperor is currently requesting from you. Rome will request goods
left and right arrow burtons. These arrow buttons allow you to view [0m you occasionally as needs arise.

each of your Cohores individually. ” . .
¥ 3 Loty to butter up the Emperor, vou will always have the option

." ) send him an “extra tribute” (the cynical mighe call it a bribe).
|

Each Cohort display will show the number and type of soldiers the T
ust click on the button, set the amount you'd like to send, and

hien select “Send This Gife.,” A gift will come out of vour per-
onal savings. Of course, you can never be sure it such a gesture

Ciohort has, the moerale of its troops, its combat readiness, and its recruit-
ment rate (Minor, Major, Normal) relative to the other Cohorts (see

page 82). :
Il please or anger the Emperor.

A Cohort will perform beteer if its Morule is high. Morale will rise after a

74 _ _ :
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Your relationship with the Emperor ma}'-vary throughout your game,
and will manifest itself in several different forms:

Imperial Favor: This rating is a general measure of your relation-
ship with the Emperor. Tt considers such factors as how well and how
quickly you fulfill his requests, and how much money you send in the
form of “gifts.”

Annual Tribute; The Annual Tribute is a fee that you pay to the
Emperor each year, just for the privilege of being Roman. The
Emperor determines the amount of the Tribute based on the prof-
itability of vour city, the total amount in your treasury (the more you
have, the higher the tribute), and Imperial Favor. If the Emperor
likes you, he will lower your Tribute. If you annoy him, he will surely

raise it ~

Requests: The Emperor may occasionally request raw materials from
you. When this happens, the best thing you can do is send him what
he asks for — any way you can, This may mean building a port sever-
al months before you had planned to in order to get the Emperor
some sand. If you fail to give the Emperor what he requests, he may
banish you (and end your game!). If you know that it will be a while
before you can grant the request, a generous gift may delay the
emperor’s wrath. But you will still need to fulfill the request -- the

sooner the better!

The lower vour Imperial Favor is, the less patient the Emperor will
be while waiting for a request.

“Gifts”: Gifts come out of your personal savings. They work in a
strange way: on the one hand, a gift (or bribe) can boost your Imperial
Favor (if it is high enough); but on the other hand, once you begin
sending gifts the Emperor will expect you to continue. He might be
perturbed if vou stop! If your gift is not high enough, the Emperor
will be insulted, and the gesture will have a negative effect. How do
you know how much to send? You really don’t, but you caz anticipate
his reaction. In evaluating vour gift. the Emperor will compare it to

" the amount of your Annual Tribute, your Annual Salary, and any gifts

GAME MANUAL

you may have sent in the past,

Imperial Tax: As if the Emperor were not enough of a thom in your
side, he also has the power to tax vour personal savings. The tax rate he

sets depends on your Imperial Favor, and on the size of your personal
savings.

THE PLEBEIAN TRIBUNVE

The Plebs are the working underclass of vour city.
It is their lot to tend to the city’s infrastructure.
Plebs do not live in your housing, and are not con-
sidered part of your population. You may adjusc che
size of vour Pleb work force by adjusting the
amount of Denarii you allocate to Pleb Weifare.

Click on the Plebeian Tribune to access the Pleb
Management panel. Use the up and down arrows to
set your Pleb Welfare allocation, paving close atten-
tion to the Clerk’s estimate of how many Plebs the
udjustment will yield. Keep in mind, though, that this is always a short-
term estimate. More Plebs may come in later months.

‘I'hen assign your labor force using the up and down arrows next to each
task. The column on the right side of the panel shows the estimated num-
i ber of Plebs needed for each assignment. Click directly on the word
"Need” to set the recommended amount. You should consider throw-

ng a few extra workers in any problem areas, or to cover future
“expansion projects. If any Pleb force drops below its recommend-

- ed level, you will receive 4 warning message on your status bar.

Note: When you raise the number of Plebs assigned to a task by
ore than the number of available Plebs, Plebs will be taken

fom the ranks of the nexr listed rask. When that one is exhaust-
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Keep a close watch on your laborTorce as the game progresses. If you
mismanage your work foree, roads may deteriorate, fountains may break
down, and fires may break out. As you build structures on the Province
and City Levels, consider the ways in which vour changes will affect
the work force. Plan ahead: a new road extension will require more road
workers, new farms or mines will call for more provincial workers, and

so forth.

Plebs assigned to Asmey Daty are rained as Slingers. They provide a
quick way to bolster your Legion and, as missiles troops, they can give
your fighting force a significant racrical edge.

Plebs will automartically be assigned to Construction Duty. If your Pleb
Welfare allocation falls so low that you have inadequate construction
labor, you will not be able to build anvthing.

Note: Tf your Pleb Welfare allocation is too low, your work force may
dwindle to dangerous levels, forcing cuts ineity services!

THE PERSOVAL ADVISOR

Your Personal Advisor allows you to set vour own monthly salary. It may
be wise to give yourself a significant salary, and not just out of greed. If
you find your city desperate for funds, you can always grant a donation
out of vour own pocket if vou have the Denarii. T'o do so, just select
Donate to the City, set your amount, and click on Make this Donation. In
addition, any savings you accumulate over the years will stay with you if
you are promoted to another province. It is nice to be able to ride intoa
new city with a large chest of Denarii.

Your personal savings may also be used for “gifts” to the Emperor. It
will also be taxed at varying rates — if you have lots of personal wealth,
the Emperor may try to cut in by imposing a large tax rate!

GAME MANUAL

THE TREASURER

'he ‘Treasurer’s Report lists your city’s income {(marked with a “+") and
penditures (marked with a “-7) for the current vear and estimates the
jpures for the coming vear. Income comes in the form of Population and
ndustrial taxes. Expenditures include Construction and Operating Costs
Army wages and Pleb Welfare expenses). ‘I'he Annual Tribute is paid
tomatically each year to the Emperor.

oy

Ise the up and down arrows to set population and industrial taxes. Taxes
Ie expressed as a percentage of citizen and business income. T'he Average
pure next to each listing shows the average tax bill for the people and
sinesses of the city. Citizen income is based on the number and quality
houses in your city — higher quality housing generates more income.,
Business income is represented by the jar icons shown next to each busi-
1ess in your city.

ligh' population taxes can bring in lots of Denarii, but if the tax rate
limbs too high, vour city may be slow to develop, and people may pack
and leave, Similarly, excessively high industrial taxes may discourage
isinesses from growing. and ultimately reduce your tax income. (see
ph Rates, page 51),

The Treasurer The Personal

Advisor
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THE EMFIREMAP

Select the map at the back of the room in the Forum for a view of the
Roman Empire. In addition to the provinces that you govern, the
Empire will expand on its own through the efforts of the Emperor and
other Roman agents such as the General, Pompous Maximus. Pompous
Maximus marches into new provinces with his army, and seizes them
for the Roman Empire. T'he provinces he conquers will not be available
to you. Each time you receive a promotion, you must choose from
among the provinces along the Empire’s borders that have not yet been
taken by Pompous Maximus.

On the Empire Map, grav areas indicate provinces that are already
under Roman rule. The remaining areas are waiting to be conquered.
Your current Province, your past Province(s), and any Provinces cap-
tured by Pompous Maximus, will be indicated on the Empire Map.

Click on the provinces near Rome to see a brief profile detiling each’s
military strength, attitude toward Rome, neighbors, and industrial
potential. All these factors should be considered when you earn a pro-
motion and must choose a new province to govern.

GAME MANUAL
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V. COMBAT

As peace loving as you and your people may be, if your province is stic-

cesstul. it is likely to come under attack from a wide variety of enemies.

To counter such threats you will have to conduct battles. In the world
of Caesar 1T armed hostility will come in many forms, ranging from

small groups of rebellious locals to fully disciplined armies of hundreds.

To protect your lands, there are many things you can do. Most impor-
rantly. you must raise and organize a military force.

In order to do battle, you must first have built at least one fort on the
Province Level. You must also have formed a Legion through vour

Centurion in the Forum.

GAME MANUAL

OUR LEGIOV

I'he term “Legion” describes your entire force of fighting men. You may

manage your Legion in the Forum through vour Centurion. Your Legion
4 composed of four tvpes of soldiers: Heavy Infantry, Light Infantry,

"ngers, and Auxiliaries.

‘Heavy Infantry are vour best-trained and best-armed professional sol-
™ ‘diers. Since they are career fighters, you will increase their ranks in your
Legion by raising monthly wages. When vou raise wages, more Heavy
Infantrymen will join up, but they will not be available immediately.
-'-H?zwy infantry move a bit more slowly in combat than light infantry,
but they are the tougher and less prone to panic on the bactlefield.
"Thev require the longest training period before they are battle-ready.

Light Infantry are your lesser soldiers, These are not professionals ,
but rather they are ordinary residents who have been conscripted, or
drafted, into the Legion. You may raise more Light Infantrymen by rais-
ing your city's conseription percentage. Conscription allows you ro aug-
~ment your legion for free, but be careful not to conscript toe many.
High conscription can provoke unrest among vour populace, which can
lead to riots. Light Infantry also require a training period. The
Centurion panel will tell you how many have completed training and

- are ready to fight.

Slingers are Plebs who have been assigned to Army duty through the
Plebeian 'T'ribune and trained quickly to hurl rocks with a sling, (The
-~ closer they are to their target, the deadlier they will be.) You may
increase or decrease their ranks through the Plebeian Tribune,
but they require a brief training period.

Auxiliaries are mercenaries from vour Province who will fight
in exchange for money. T'hey may be of a variety of fighting
types. including cavalry, archers, etc. The number, type, and
quality of auxiliary soldiers vary from province to province, as
will their wages. [f vou can afford them, they require no
training. As soon as you hire them, they are ready to fight
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for you. You have a limited number of auxiliaries per province, so use
them wisely.

The Legion is divided into fighting battalions called Cohorts. You will
have as many Cohorts as you have Forts in your Province — each time

you build a fort, a new Cohort will come into existence.

Newly trained Legion forces will be divided evenly among the Legion’s
Cohorts, unless you adjust the recruitment rate of a Cohort individually
through the Centurion (see page 72). To do so, select the Centurion
from the Forum screen, and use the right and left arrows on the panel
that appears to find the information display for the Cohort vou would
like to adjust. A control on each Cohort's display allows you to set the
Cohort’s recruitment rate vo Normal, Minor, Major, or Demobilized.

.

Under the Nommal serting, the Cohort will receive an equal number of
new recruits in proportion to the other Cohorts in the Legion.

Under the Minor setting, the Cohort will receive a slightly lower propor-
tion of new recruits relative t the other Cohorts; and under the Major
setting, the Cohort receives a slightly larger proportion of new soldiers.

While a Cohort is Demobifized, it will receive no new recruits, all new
soldiers will be divided between the mobilized Cohorts in the Legion.
If the overall numbers of your Legion fall, however (if vour population
drops, for example), Denobilized Cohorts will lose soldiers along with
mobilized ones.

FLach Cohort will be further divided into Centuries. In Caesar I1, a
Century is a unit of 60 soldiers of the same type. (In Roman times, the
number varied from 60 to more than 100. The word “century”™ means
100 in Latin, even though a century often had fewer soldiers than that.)
Each Century will be represented by an icon in its Cohort’s informartion
panel. An incomplete icon represents a Century with fewer than 60 sol-
diers.

FEach Cohort will have both 2 Morale rating and a Battle Readiness
status.
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To issue orders to a Cohort on the Province Level, use the Order
- Cohort button (see Ordering Cohorts, page 62).

Morale refers to the spirit and eagerness of the soldiers to fight, It is a
key factor in determining how well your men will perform on the bat-
tlefield. Morale is expressed as a number between 0 {low morale) and
100 (high morale). If a Century’s morale is 0, it will refuse to fight.
Morale is affected by many things -- if a Cohort loses a battle, its
morale will drop; if it wins a battle, its morale will rise.

Different troop types will mainrain different morale levels: Heavy
Infantry, your professional soldiers, are the toughest and most battle-
hardened of the lot. They are least likely to panic, and their morale
will remain higher than other troop types. Light Infantry are not quite
as tough. They will be a bit more likely to panic on the field. Slingers
are the most unreliable soldiers in your Legion. If things go badly,
they will be the first to run. T'he morale ratings of individual units will
only appear during a battle, but are accounted for in the Cohort’s over-
all morale.

The relative strength of the opposing armies will also influence
morale. If your soldiers see that they are outnumbered, their morale
will drop before the battle even begins. Likewise, if the numerical
advantage is yours, the enemy’s morale will drop.

Battle Readiness refers to a minimum number of soldiers (100)
required before a Cohort is strong enough to act as an independent
tighting unit. In other words, a Cohort will only take the initiative to
attack an enemy wicthout your orders if it has at least 100 soldiers. Ifa
Cohort has fewer than 100 soldiers, it can still fight and win (with your
orders), even though it is not considered Battle Ready.
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THE BATTLE SCREEN (DOS)

' BATTLE SCREEN (WINDOWS 95)

Cil%l threat may come from Carthaginians, Greeks, Egyptians, and
E/IZ'/I//ES . aginians, Greeks, Lgyptians, an

There are several varieties of armed incursion that vou will have to deal

with from time to time, ranging in size, ability, and objective. o
GATTIE
J

If your province contains local tribes -- bands that have not yet accepted \

Roman rule -- these tribes are likely to send out laca! uprisings. The size Any of the above threats will have to be dealt with by your Cohorts. You ¢
of a local uprising will depend on the size of the tribe from which it origi- “Will be notified whenever a hostile party is spotted in or near your

nated. *rovincial borders.

Another threat to your provinee’s securicy is the Barbarian raid. Raiders Batcle will take place on the Province Level when you do one of

are invaders from foreign lands who may attack and destroy provincial wo things: send a Cohort to intercept an enemy on the move, or

industries before attempring to sack your city. “send a Cohort to subdue a local Tribe. Before you go into battle

vith a tribe or an advancing enemy, query your Cohort and your

Barbarians may also launch Barbarian invasions, which tend to be larger 1 .
_ nemy on the Province map to compare the two.

and more dangerous than raids.
In addition, any Cohort that is on patrol will automatically
itercept an advancing enemy, provided the Cohort is battle-
eady -- in other words, provided it has ar least 100 soldiers.

‘I'he most extreme military threat comes in the form of an Enenty
invasion, or a regular war. "This type of attack will only appear in certain
provinces, and represents a large-scale attack on the Roman Empire.
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THE BATTLE SCREEN (MAQ)

@ File [dit Dptions Speed lielp
L

|
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The Roman empire has many enemies, both great and small, Sooner or
later, vour growing province will be forced to deal with armed aggres-
sion. Be prepared.

You will encounter many varieties of enemy, including Etruscans,
Dalmatians, Greeks, Huns, etc. Each tribe or nationality will have its
own battle style; some will be as disciplined as your Roman soldiers,
while others may take the chaotic but vicious approach. You will gain a
sense of the various fighting styles with experience.

Warning: Not all enemies that look alike will fight alike!

When your force meets its enemy, a panel will appear, showing vou a
statistical overview of both armies and giving you the choice to either
take control of the battle or to have the results calculated automatically.
If you decline to take control, the computer will calculate che resules
instantly, based on numbers, types of soldiers, and morale, and norify

vou of the results.

GAME MANUAL

vou choose to take control, it will be up to you to command vour forces
hrough the course of the battle:

I'he Battle Screen consists of a bartlefield where the two armies face

yours, just click on the soldiers’ l}éads with your mouse. Map squares
seneath your units will highlight to indicate that they are sefecred, while

e squares beneath enemy units will not highlight. You may use the
Zoom buttons on the control panel to zoom in and out for a better view of
'!‘n batrle field (chere are two magnification levels), and you may rotate
your view using the rotate arrows.

pte: When zoomed out, time is automaticallv paused and you cannot
ve orders to your troops,

onscreen display charts the numbers and morale of both armies. The
ervige Map shows an overall view of the bartlefield, with different col-
red dots to represent your troops and the enemy's.

u will give orders to units of soldiers within your Cohort, At the starc of
the battle, each unit will be separated slightly from the others on the bat-
lefield, and so will be easy to distinguish. To issue orders, you must first
elecr a unit or units to command. To select a unit, juse click on the top half
the unit(s). To seleet more than one unic ac a time, click and hold vour
nouse butron down, and drag it over the units vou would like to select.
lected units will be highlighted. T'o deselect unirs, just elick on any
mpty space on the bactlefield. To select all of vour troops easily, you may
se the “All" button on the control panel.

information display on the screen will display information about

e selected unit(s): tvpes ol soldiers, numbers, and morale. Maorale
expressed as number berween 0 (low) and 100 (high). When a
unit’s morale hits 0, it is routed, and will not fight. You may
select enemy units to display their information, but you may not
select both your units and the enemy’s at the same time. (Note:
in the Windows 95 version of the game, this information is dis-

played along the bar at the bottom of the battle sereen.)
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Anvy positions or formations you set gfore the action starts will happen
instantly, but vou may only move your troops around on your side of the
battlefield.

When you are ready to begin, click on the Stop/Go burtton to

start the action. You may issue orders while the bartle is rag-
ing, or you may stop the action, issue orders, and then
resume the action to watch the results.

Once you have selected a unit or units to command, you may issue any

of the following orders:

FORMATIONS

You mav order your units into a number of formations. You may want to
change troop formations as the two armies move around each other. 'I'o
order a unit into a new formation, select the unit, then click on the
appropriate formation button, and then select a location for that forma-
tion by clicking on the battlefield.

A Line is a row in which each soldier faces the enemy at the

start of the battle. The Line is an attack formation, i.e. troops
ina line formation will have an attack bonus in battle. This

formation is well suited for frontal atcacks.

A Column is a row of soldiers aligned toward the enemy

forces at the srart of the battle. The Column is an attack for-
mation, i.e. troops in a Column formation will have an attack
bonus in battle. The Column formation is well suited for
attacking an enemy’s flank.

A Tortaise is an exclusively Roman formation in which all the

troops on the outside of a rectangle use their shields to form
a protective wall for the whole unit. The tortoise 1s a defen-
sive formation, i.e. troops in this formation will have a
defend bonus in battle. You may want to employ the tortoise

GAME MANUAL

formation when attacking enemy missiles troops - soldiers in
this formartion will receive far less hits from archers or slingers
than soldiers in other formations.

OTHER ORDERS!

If you issue the Pursue command, the selected unit(s) will

break formation and attack the nearest enemies. This tactic
may be helpful in "mopping up" remaining enemy soldiers
atter a successful attack, but remember: as soon as your men
break formation, they become more vulnerable.

Maowve: Ta issue a movement command, select a4 unit or units,
and then click on the Move button. Your mouse pointer will
now control a marker showing the units’ destination. Place
the destination indicator on the battlefield where you would
like the selected troops to go, and click to set the destination.
You will not be able to set a destination on any spot that is
alrcadv occupied by troops.

Aim: If vou have missile troops (Slingers, Archers, etc.),
use the A command to order them to fire. Just select the
missile unie(s), select the Asm butron, and then ¢lick on the
battlefield where you would like the forces to fire. When
the action resumes, vou will see vour missiles flying
through the air, and (hopefully) striking their targets, All

missile-bearing troops have limited firing ranges.
‘The other buttons available in the Battle Screen are as follows:

Turbo: 'I'he T'urbo button switches the speed of the

action between two modes, T'he quick mode speeds
up the action, but may diminish the quality of the bart-
tle animations, Use it to speed through a bartle if

vou're in a hurry.
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Select All: 'This button allows you to select all of your forces
with a single mouse click.

Retreat: Select retreat to withdraw your forces from the bat-
tle. Thev will disperse and regroup at their fort. This will be
a serious blow to morale, but may allow your troops to fight
again another day,

Surrender: If you surrender, your troops will be entirely at
the mercy of the enemy.

Auto: Select this button if you would like to give up control
of the battle, and have its results calculated automatically for
the remaining forces.

Help: Select the Help button for instructions on how the bat-
tle screen works.

GAME MANUAL

VI, APPENDLY

WHATTODO IV CASE OF..
CITYLEVEL

Fire! — After 4 fire has broken out, there is little you can do, directly, to
jtop it. That is up to your Vigides, the little watchmen that come from
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whatever you can to provide them. This could mean building a farm,
mine, trading post, or any other structure to get the goods. If you fail, it
could cost vou evervthing! If you know that it will be a while before
vou can fulfill the Emperor’s request, then sending him a generous
“gift” through the Advisor from Rome may help delay his wrath. In any
case, do whatever you can to satisfy the Emperor as quickly as you can.

Barbarians — You muif stop barbarians and other enemies on the
Province Level, belore they enter vour citv. You cannot send Cohorts
inta vour city. Once barbarians get in, it is up t your soldiers and vig-
iles to deal with them. All you can do is build enough Barracks, Towers,

- . . - g
Walls, and Praefectures to be able to repel an invasion if it does occur..

You can get some information about enemy armies (Army type & size)
by clicking on them with the Query function.

In a City-Building-Only gume, barbarians and enemies will show up
fram time to time, with a frequency based on the skill level you have
set. You will need to prepare your ciry to deal wich them.

FPROVINCELEVEL

Hostile Troop Movement — If you see a band of Raiders, Rebels, or
Invaders moving in your Province, send a Cohort out to stop it. Send a
Cohort that is adequate in number, skill, and morale to beat the enemy
in battle. It is very important that you prevent enemies from entering
vour city. If Barbarians enter your city, there is lirtle you can do. Ar rhat
point, it is up to your city’s soldiers and vigiles to find and kill the
invaders. T'his is why a strong provincial military, and/or provincial walls
are important. In addition, swift defeat of hostile forces will raise your
Peace rating,

Promotion — If a promotion is offered, vou do not fgoe to take it. You
may elect to continue with your current City and Province indefinitely.
[f vou do accept a promotion, you will be prompted to select your next
Province from among those adjacent to the Empire’s current bound-
aries. When you arrive in a new province, vou will take with you any

GAME MANUAL

personal money vou have saved,

Town Captured — If a Roman Town is overrun by a band of Raiders, it
will become a Tribe, which means that it resists Roman rule. In chis
stance, you should treat it as you would any other tribe — send a Cohort
out to subdue it

Destruction — Some enemies will destroy industrial sites within vour
province. If this happens, you will have to rebuild them from the ground
up. You should try to stop enemies. bv wall or by Cohort, before they can
get Lo a site.

\ THE ULTIMATE CHALLENGE

he further you expand your rule, the more challenging the game will

: ecome. 'T'he title of Emperor will be vours after your Empire includes all
of the lands that were historically part of Rome. After that, you may elect
0 take on the “ultimate challenge:” to conquer lands that the Romans
emselves were never able to tame. These eight northern lands will be
extremely difficult, and are designed only for the “hard-core” Caesar 11
_laycr‘ You must play at least at Normal skill level in order to reach these

provinces.
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zens. If your lands are wealthy, powerful, and peaceful, you are on your

way to the Emperor’s throne, Good Luck!

STRATEGY HINTS & TIFS

In Caesar II, vour overall goal is to be promoted. You will care for the _ .
well-being of vour City and Province, and you will want to make lots of Ge”eral St?’ateg‘ié’s
Denarii, but vour true aim is to be assigned to greater, more prestigious,
Please consult the Tips sections of each feature or structure (accessed

and more challenging provinces. Pay close attention to your ratings, and _
through the Query panel) for strategy tips specific to each feature.

compare them with the minimum ratings required for your next promao-

tion. .
* Start your city close to the river; it will be cheaper to supply with water,

and to defend with walls (as a river without bridges cannot be crossed
by enemies).

Maintaining a healthy economy. is the key to achieving the required rat-
mngs and winning the game. The following guidelines should help you

to keep your administration strong: _ .
* T'ry t arrange housing blocks and the structures that they need so that

multiple blocks can take advantage of the same structures.

* Develop your housing. High-quality housing provides more tax

income, is less prone to unrest, has a greater population density, and

* Don't expand too quickly: vou have a limi B .
: ) : X : ve a limited treasury ¢ :
increases land values. Work to create the best environment and the B qd ¥ ¥ ury at the start of

the city, and you should concentrate on spending it to build housing

highest land values for vour housing. Remember that the population . :
and population that can generate MORE Denarii.

tax rate you set is the percentage of cach citizen’s income that is col-
ected by vou. Residents of high quality houses have higher incomes, * ; 2 [ : ;
lec el oL ol lugh quality hou : g - Don’t try to always cram buildings into the smallest space possible.
and will pay more taxes. Leave room for the larger Forums, more expensive forms of

) ) ) . ) ) Entertainment, and other structures that vou can build later |
¥ Build strong businesses. Industrial tax is an important source of ' eI, Reernyhie

X
)
Z
L
(e
(a ¥
<

T i game. In the meantime, you can fill these spaces with garde
municipal income, and businesses are necessary to keep your popula- : Y p gardens to
increase land values.

-‘
&

tion employed. Industrial taxes are paid as a percentage of what is

produced in your city, which is represented by the jars in front of Strive for an even balance of successful housing and income. You can

each city business. get a fair amount of money from either of them, but high ratings

. , s - require vou to have a good mix of both.
* Keep your citizens happy. Avoid over-raxing and over-conscription, 9 ? e

and make sure there are enough jobs to go around. Unrest leads to Invaders and Raiders always come at a province from its neigh-
=

riots, which can do serious damage — avoid them at all costs. And boring regions, which can be either provinces or distant lands

& remember, your population has a memory — unwise decisions may outside the Empire. If you know of a province that is likely to

R el ; ' . ; . ; .
have repercussions far into the future! suffer from raids and invasions from many sides, try conquer-

. . ing its neighbors BEFORE taking it on.
A strong economy will naturally enhance the other aspects of city and & g axing

province management. It will allow you ro build a stronger military, a Try not to send “gifts” to the Emperor unless you are in an

xrensive road nerwork, and more culrural luxuries for vour citi- : - ; ;
more extensive road network, and more cultural Tuxu you emergency situation (such as needing to delay his requests

96
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for goods, because you don't have them yer), or unless you have
plenty of savings. Once you start bribing the Emperor, he will
expect vou to keep it up.

* When you're doing well, be sure to increase your salary, That way.
vou'll be able ro use the profits of one province to help fund the
beginnings of another one. When playing at the harder difficulty
levels, this will be a key to your success.

* Build a Legion right away. It will take a while for your troops to
become trained and ready for battle, and you will surely need protec-

tion sooner or later.

* During combat, set your troops’ formations and positions at the start
of a battle to gain a tactical advantage over the enemy. Use the cor-
rect formartion for the task at hand: a line for frontal assaulrs, a col-
umn for tlanking maneuvers, and a tortoise formation for attacking

missile troops.

Keep vour men in their formations until you are sure you have the
upper hand, then issue the pursue command. When your men are in
pursuit,they break formation and are more vulnerable to counterat-

tack.

98
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DESIGNERS VOTES

The product you now hold in your hands may seem like an obvious
extension to our original Caeser, but you'd probably be surprised by the
heartache and twists and turns we went through to get it to where it is!

One of the hard parts about designing a sequel to a very popular game
is deciding what to change. Change too much, and we might lose the
magic of the original; change too little, and we don’t really offer value to
you, our customer. There were some things which were easy to decide
— we were frustrated by the original interface, so that had to go; SVGA
was now possible, and enabled us to produce the spectacular graphics
before you today, so that, too, was easy. We also wanted to make the
game easier to pick up, with a “gencly” rising difficulty curve that pro-
vides a steady challenge right through to the end. Thar was the easy
part.

The combat in the original Caesar was designed to be a very simple,
quick-to-play element, with added links to the miniatures-game Co/korr
I for those that wanted more detail. Unfortunately, Gokory 11 was not
as strong a game as it might have been, and didn’t provide those “bat-
tle-hungry” customers with the food they sought. So Caesar [T had to
improve on that. The question was — how? We really wanted to focus
on enhancing the game’s city level, so to put too much into the combat
section would have made Gaesar IT a different product. This became
even tougher when the combat came together so well, particularly in
terms of its graphics. Many ideas were generated and put aside — pos-
sibly for furure games — in the interest of focus!

The other major challenge was to enhance the province level. In
response both to user feedback and internal sentiment, we wanted to
better integrate the province level with your city. A large part of what
Caesar added to the city-building genre was its environment, and we

ranted to enrich that so that differenc provinces made greater differ-
ences to how people play the game. The resource model you will face
in Caesar [1 is the result of much deliberation — and concerns lest we
make the game too complex. We don’t want you to have to spend too
much time on the province level... just enough.

GAME MANUAL

And as always, the hard question to answer is “where do you draw the
line?” We are happy with the resulting product — much more so, in fact,
than we were with the original. T hope you agree.

David Lester
Cambridge, MA
August, 1995

We like to think of all the games we do as team efforts, where everyone
involved in the project can give their input into how the final result will
turn out. More than that, the original Caesar was fondly remembered by
many people at Impressions, so we were pleased to receive a special level
of interest and enthusiasm from all areas of our ever-expanding team.
‘T'his excitement for the project (as well as the many suggestions for
refinements and enhancements that came with it) inspired us to work
ceven harder on the final result. Thanks, guys.l

The Caesar 11 team would also like to thank all of the spouses, significant
others, family members and so on who helped keep us sane while this
project came together.

‘Chris Foster

Cambridge, MA
August, 1995

PPN o
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KEVBOARD COUMANDS

A mouse is required to play Caesar 11, but some commands also have
kevboard equivalents that vou may find more convenient to use.

COMMANDS FOR ALL VERSIONVS

=or + or + (keypad) Zoom in, centered on current point

(City, Province, or Battle)

- or - (keypad) Zoom out (City, Province, or Barttle)

3 Go to Furthest Zoom level {City, Province, or Battle) I

2 Go to Medium Zoom level (City, Province), or closest level
(Bartle).

1 Go to Closest Zoom level (City, Province)

< Rorate counter-clockwise

> Rotate clockwise

<spacebar> Cancel current building activity (usetul

for roads, aqueducts etc.)

1 Go to City Level

2 orF Go to Forum

3 Go to Province Level
4 Load game

s Save game

P Pause Game

Y Yes (for Yes/No panels)
N No (for Yes/No panels)
Esc Lixit current screen/panel/menu
A Accelerate Time

G View Census Panel

GAME MANUAL ’

Option-1D

HELDP or CMD-H

COMMANDS FOR WINDOWS 95 OVLY

Enter Place Flag mode
Go to Next City Level Flag
Go to Next Provinee Level Flag

Go to Danger Spot

COMMANDS FOR MACINTOSH OVL ¥

Enrter Place Flag mode

Go t next City Level Flag

Go to next Provinece Level Flag
Go to Danger Spot

Toggle Balloon Help

CONWMNWANDS FOR DOS OVL Y

Enter Place Flag mode
Go to Next City Level IFlag
Go to Next Province Level Flag

Go to Danger Spot
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WATER:
REFFRENCE
: Wells and fountains will develop through the following levels:

Housing will develop or decline along with rising or falling land values. W "
ells:

Development levels for housing are listed, from low to high. below:

HOUSING: | | Simple Well

One Hut Large Insula Maintained Well
Two Huts Grand '[ns-ukt Large Well

I'hree Huts Ir-r.lpcrial Insula Grand Well
Communal Hutes Simple Domus

Large Communal Hut Small Domus Fountains:

Primitive House Average Domus ' Simple Fountain
Simple House Improved Domus Maintained Fountain
Small House Large Domus _ Large Fountain
Average House Grand Domus - - Grand Fountain ‘
Improved House Simple Villa

Large House Small Villa

Grand House Improved \/j}ﬂla

Primitve Insula | Grand V;illa

Simple Insula Small Palace

Small Insula Large Palace

Average Insula

Improved Insula I A

104
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CITY BUSINESS TYPES:

Below is a list of each business type that may be available in vour city.
Next to each listing is the raw material that the business needs from a
provincial or trade source in order to operate:

Bakery (wheart)

Winery (grapes)
Butcher (cactle)

Tailor (waool)

Jeweler (gems)

Lead Works (lead)
Tron Works (iron)
Copper Works (copper)
Pottery Works (clay)
Glass Works (sand)
Marble Works (marble)
Stone Works (stone)
Silk Dealer (silk)
Spice Dealer (spices)
Ivory Dealer (ivory)
Fish Monger (fish)

WALKERS

The following types of people will walk about vour cities for the follow-

ing reasons:

- Forum Clerks come from Forums, and walk around collecting taxes.

- Market Traders come from Markets and walk around to find cus-
tomers.

- Enemies comes from outside the city. and will rry to destrov the city
and depose vou,

GAME MANUAL

- Soldiers come from Barracks and Towers, and provide security and
fight any enemies that mav get into the city.

- Vigiles come from Praefectures, and provide security and watch for and
extinguish fires.

- Workers come from businesses. and find the labor force for their busi-
nesses among nearby housing.

- Rioters rise up from within vour city and will encourage unrest and try

Lo depose you one brick at 4 time.

BARBARIAN TRIBES:

Tribes on the province level will resist Roman rule. Tribes will appear in
the following varieties, increasing in size and strength respectively:

Weak Tribe
Tocal Tribe
Strong Tribe

Powerful Tribe
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TECHNICAL TIFS

We have found that many of the commaon problems our customers
experience with their machines have simple answers. If vou are experi-
encing one of the problems listed below, please try the solution(s) pro-
vided before searching elsewhere for answers.

DOSTIES

1. WHY DOES IT SAY “NOT ENOUGH MEMORY™
WHEN I TYPE THE GAME COMMAND?

This game is a protected mode program which may be incompatible
with some of the other programs that load into vour machine when it
boots up. including memory managers.

There are three ways to deal with this:

A) Press down and hold the <F5> key as soon as you see the words
“Starting MS-DOS” when starting or restarting your machine. This will
bypass vour configuration files, so that you won’t be loading in the
things that you don’t need. If you use this approach, you will need to
manually load vour mouse driver and, if necessary, ?‘?ur VESA driver
(see below); manual loading is usually a simple matter of finding the

device driver(s) and typing their name(s).

B) Make a game/boot disk according to the instructions in the “How do
I make a game/boot disk™ section below.

C) If you are comfortable with editing your configuration files, edit your
config.sys file to create a boot configuration that disables references to
all memory managers, such as HIMEM.SYS, EMM386.EXE, QEMM,
386Max, cre. as well as disk cacheing programs such as
SMARTDRV.EXE or Opticache and anything else you don’t explicitly
need to run the game. Edit vour AUTOEXEC.BAT to create a config-

uration path that removes references to disk caches and all other TSRs

fs<enters” at the C:\ root directory prompt). If not already on

~ dor or manufacturer of your computer or mouse.
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beside your mouse driver and, if necessary, vour VESA driver.

2. WHAT IS A VESA DRIVER?

To access the extended VGA mode used by the game, vou may need to
load a VESA graphics driver to enhance the funcrionality of vour video
card. Consult the manual of your video card to find out whether or not
you need to run such a driver, what the name of the driver is and the loca-
ton uf\i\c on your hard disk or on a floppy.

3. WHY DOESN'T MY MOUSE WORK?
If your mouse does not work at all:

-Is the mouse installed for DOS? Windows uses its own drivers, and
therefore works withour a properly installed DOS mouse driver; For this
reason, you cannot assume rthat because a mouse works with a Windows

system that a mouse driver for DOS programs is currently installed.
)

To find out whether or not such a driver is installed: -enter a DOS appli-
ca&io\n that supports a mouse, such as the EDIT utility (DOS 5.0 or later)
or a DOS word processor (or anvthing else, besides Windows, thar loads
from the DOS prompr and uses a mouse). If the mouse does not respond
at all in such a program, then the DOS driver is not properly loaded.
Check the disk or manual that came with your mouse for instructions on
how to install it.

It the mouse works sporadically (jumping around, not clicking properly,

P etc.):

-You may not have a 100% Microsoft compatible mouse driver (this

has nothing to do with hardware, only software). Check your hard
disk for a file called MOUSE.COM, as some upgrade versions of
DOS include this Microsoft mouse driver (type “dir mouse.com

vour system, such a driver can be obtained from either the ven-
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4. HOW DO I MAKE A GAME/BOOT DISKF? (for CD-ROM)

Format a floppy disk in drive A: by placing a blank disk into A: and

typing “FORMAT A: /S”; follow the instructions onscreen; if an error
message is encountered, be sure the disk is the correct density for the
drive (high density is necessary for current machines). If further errors
are encountered, try another disk. Leave the formarted floppy in drive
A, :

o
At the DOS prompe, type “C:” then press the <enters key. then type
“CID V" and again hit the <enter> key (assume when the following text
says “<enter>” that you should hit chis key). The prompr should now
read: “C:\>",
Start your text editor by typing “EDIT CACONFIG.SYS<enter>" (the
example used in this case is the MS-DOS EDI'T utility that comes with
MS-DOS 5.0 or later; the command to run the editor and the com-
mands to save and exit may be different depending on whart program
vou use, the important thing is to open the editor with the file named
after the example EDI'T command). You should now see the editor
screen, which is 2 blue screen that says “FILE EDI'l' SEARCH
OPTTONS” in the upper left corner of the screen. “CONFIG.SYS”
should be displaved in the center top of the screen.

w5

IFind the line in the file that loads in your Clj'}-ROM device driver. It
probably starts with something like: ;
SDEVICEIIGH=CACDSTUFFA\MYCD.SYS” {this will not be the
actual name of the path and filename. you need to either tigure these
things out or consule the technician or documentation for your G drive
to find the name and syntax of this device driver) and may include more
text on the line. Copy the whole line down on a piece of paper, includ-
ing anv other texc that comes after the .SYS filename; if possible, print
the file out and underline the appropriate text. Exic out of che EDI'T
utility (vou can do this by holding down the <alt> key and typing “f",
then when the file menu drops down, type “x” or, il your mouse is
working, just click on “File” in the upper left hand corner, and then
“Exit” in the file menu).

GAME MANUAL

* Now open your AUTOEXEC.BAT file, by typing “EDIT C:A\AUTOEX-

EC.BAT<enter>".

Find the line in the AUTOEXEC.BAT file that contains the following
letters “MSCDEX"; Again there will probably be more information on
the line than just the program location and name. Either write it down,
letrer for letter, or print it out. Exir the editor and return to DOS.

You must copy vour DOS mouse driver and, if necessary, vour VESA
graphics driver to the boot disk (in drive A:); these drivers might be found
either on your hard drive or on floppy disks that came with your system
for the mouse and video card respectively. The mouse driver may be
called MOUSE.COM, MOUSE.EXE or MOUSE.SYS or something simi-
lar, and the VESA driver, may be called VESA.COM or VESA.EXE or
something similar. If vou do not know how to copy files, consult your
DOS manual.

Change the current drive to drive A: by typing “A: <enter>". The prompt
should now look like: “A:\>". Open vour editor by typing “EDI'T

ANCONFIG.SYS”.
parentheses (“(*and “)"):

Type in the following file ignoring the stuff between

DEVICE=CACDSTUFFAMYCD.SYS /I:drivername

~ (Replace this line with whatever the CID-ROM driver line is in your

CACONFIGLSYS file and remember to include all the information that
comes AF'TER the SYS filename on the line. If anv other informa-
tion is found berween the “DEVICEHIGH” and the “=", it should
be ignored; you may not encounter this, so don't worry if you
don’t.)

(if your mouse driver is a *.sys file, enter the following line as
well:)

DEVICE=A:\MOUSE.SYS
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(remember to alter the filename according to the specific filename of
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5. HOW DO I SET UP MY SOUND CARD?

vour mouse driver) .
Setting sound card parameters:

If the hard drive is configured with auto-compression software, such as

2 ; : 5t iz . Caesar II includes an auto detection program that should set up your
Stacker or DoubleSpace, refer to that package's manual for instructions prog Py

. . . . . sound system upon installation. If you encounter problems with this auto
on loading the driver and include the appropriate line before the CD ¥ F ¥ P

: y ; detection, consult the following section.
driver in this file. : 2

5 pei 3 ey g : To use a sound card with a program, it is sometimes necessary to set a
Once the CONFIG.SYS file is finished, save it and exit the editor. (To program., !

I N . . . number of parameters using the setup utility located in the game directo-
save a file in the MS-DOS editor, either use the mouse, if working, to ¥ Palt LALRE HpL - &

choose the “File” menu, then “Save”, or hold down the <alt> key, type Ty

g s me . the @, % e “Save™). ) .
£ to drop the menu, then “s” to choose “Save™) The significant values are the I/O Address, the Interrupt Request

Channel (IRQ) and the Direct Memory Access (DMA) values of the rele-

Start up the editor again from the A: drive by typing: “EDI'T i S )
vant sound card. Boot from your hard drive (ie. without a special boot

ANAUTOEXEC.BATY, Type in the following file:
disk) and type “SET<enter>" and look for a line that begins with

PROMPT SP$G “BLASTER=" followed by a sequence of letter/number combinations
including: Annn, In, Dn (where n represents a numerical digit); Annn is

- the address, In is the IRQ and Dn is the DMA value.

=4

PATH CGADOS

CADOS\MSCDEX.EXE /D:drivername The setup program allows for specification of the type of sound card as

. . well as the Address, IRQ and DMA values of the installed card; If any of
(you must remember to change the driver name according to the one S

vou wrote down from yvour GAUTOEXEC.BA'T file, and include all ..
the other letters and numbers that come after it on this line)

these are incorrectly set, sound will not work with the program.

If no BLASTER variable is found from SET, consult either the sound
G e AT S COM G ERE e, SRter ety card manual or the technician who installed the device to obtain the
Address, IRQ and DMA values.

C:AMOUSEAMOUSE.COM ;
Sound card emulation:
(alter this line depending on the path and name of your mouse driver
*COM or . EXE file. Refer to the following section on “Why doesn’t
my mouse work?” for more information.)

If you are using a card that is not listed as an option in the setup pro-
gram, it probably emulates something else. It is usually a good idea

to use the oldest version of whatever card your system is emulat-

C ~ ing (ie. choose SoundBlaster over SoundBlaster pro), as the older

cards are usually better documented so that emulation of those

| Save the file and exit the editor. works better.

To boot from this floppy disk, leave it in drive A: and restart the com-
puter. Change to the directory that holds the game, then type in the
command appropriate to run the program (then have fun).

112



114

CAESAR I

6. WHY IS MY CD-ROM GAME RUNNING SO SLOWLY?

CD-ROM drives are much slower than hard drives. When running a
program from a CD-ROM, if vou don’t run a disk caching utility, the
program will probably run slowly. A disk cache program sits between
the physical disk drive and the program, reserving an area of memory
thar stores the informarion most recently read from, or sometimes writ-
ten to, the drive. This speeds the system by keeping data, that a pro-
gram might need to look at more than once, in memory instead of on
the disk; for a computer, looking at memory is much faster than looking
at the disk.

The problem with this for protected mode programs is that disk cache
programs take up much needed RAM. Unless vou have 8 or more
megabyres of system RAM, you will probably run into memeory prob-

lems when running a protected mode program with a disk cache.

Some CD drives come packaged with caching software, but the most
common stuch utility is MS-DOS Smartdrive
(CADOSVSMARTDRV.EXE), which also caches other disk drives. All
versions of Smartdrive that come with or after MS-DOS version 6.2 (file
date 9/30/93) can cache CD-ROM disks.

MSCDEX (CADOSYMSCDEX.EXE) is a program that comes with
DOS and is packaged with some CD-intérface or drive hardware. Along
with a properly loaded CD-ROM device c:lrl\fc:r, it lets DOS see the CD
as a disk drive; without MSCDEX, you cannot access a CD-ROM drive
through DOS or Windows.

To make sure Smartdrive and MSCDEX are set up properly, check
your AUTOEXEC.BAT file. So long as your CD drive has been prop-
erly installed, there should be a line that loads in MSCDEX and possi-
bly a line that loads in Smartdrive, or some other cache program that
might have come with your drive. Make sure the line that loads in the
caching program comes alter the line that loads in MSCDEX; if you
don’t do this, the caching software will not work.

The line in the AUTOEXEC.BAT file that loads MSCDEX looks
something like: “C:ADOS\MSCDEX...”, and usually includes other

-

~ <Crrl> and the <Ese> keys, or check the Windows 95 rask bar to
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things after the “MSCDEX" such as the DOS name of the CID device and
a number of other things; assume all chese things after the “MSCDEX”
are necessary if you are going to cut and paste between configuration files.
The line that loads in Smartdrive should look something like:
“CADOSASMARTDRV.EXE”,

7. MEMORY MANAGERS

Memory Managers like HIMEM.SYS, EMM386.EXE, QEMM, and
386Max are not needed by this program. They may cause conflicts with
the Protected Mode Runtime program. If you experience any problems
running this program, we ask that vou disable any Memory Managers and
then try loading the game again.

WINDOWS 95 71FS

Why doesu’t my sound work?

‘Sound hardware, usually a card of some kind, is required for sound to
worls in the game. 1f you hear sounds in other places in Windows, but
not in the game, it is possible that there is a conflict of resources, where
some other program that is running is controlling rthe card. Make sure the
game 1s the only program running (hold down the <Ctrls and the <liscs
keys, or check the Windows 95 task bar to see the currently running pro-
grams). Make sure your sound drivers are properly installed. If you have
an older configuration, contact the manutacturer of your card for the lat-
est sound drivers.

General problems

Make sure the game is the only program running (hold down the

get o list of currently running programs) as things like screen
savers and runtime virus checkers can sometimes cause problems
with ather programs running at the same time.

Graphics seem ta be in wrong color

This game was designed to run in 256 color mode. Please

D |
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make sure thar vour display is set to this number of colors. In
Windows 95 please do the following: Close anv running applications,
and left click on the Tcon chat savs, “My Compurer”, (unless you have
renamed it, it which case click on this icon instead.) Then click on
the Control Panel folder, followed by the small picture of the monitor
marked “Display.” Select the tab marked Settings, and move the slid-
er bar under Color Palette to 256.

Memory Requirements: '1'his pame is designed to run on a machine
that has at least 8 megabytes of system RAM Installed. If you experi-
ence errors that say “Out of memory” or “General Protection Fault”,
check ro see if you have any other programs running, bv looking at the
Windows 95 task bar, If vour task bar is not visible, vou can display it
by holding down the <Crrl> and <Esc> keys at the same time. If you
see anything other than the game, choose that item in the list and
close the corresponding program.

When things aren’t working:
1. {5 my wideo card set fo a standard 256 color node?

“Video mode” refers to the number of pixels displayed on the monitor
along with the number of colors each pixel can represent. This game
requires a 640x480 pixel 256 color, or better, display mode. If the
video mode has greater than 256 colors, ;‘,(Ju may experience some
slowdown in performance, but othcrwis_c'ait should work fine.

"T'o find out what video mode vour machine is using:

Go to the Display option in your Control Panel (see above), and select
“Settings.” This window will tell you your current Windows settings.
On most systems, this entry will indicate the resolution as something
like “640x480” (this indicates 640 by 480 pixels), and the display as
something like 256 colors.

If the “Settings” panel does not clearly state how many colors are
being used, consult the documentation for vour computer to find out
how video resolution can be changed; this should give vou some indi-
cation of how to find out what mode your machine is currently using.
Sometimes a “Set Resolution™ utility can be found that might give a

push button interface to the whole process of display management. If
necessary, call the company that sold you your compurer (a list of com-
puter manufacturers is included later in this document) ta find out this

information.
2. How do I change the video mode to 256 colors?

This game was designed to run in 256 color mode. Please make sure
that your display is set to this number of colors. To change your
video mode in Windows 95, please do the following: Close any run-
ning applicatioﬁ\:;,'“and left click on the Icon that says, “My
Computer”, (unless vou have renamed it, it which case click on this
icon instead.) Then click on the Control Panel folder, followed by
the small picture of the monitor marked “Display.” Select the tab
marked Settings, and move the slider bar under Color Palette to 2506.
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HACINTOSH 7IRS

1. I've noticed strange behaviors or crashing while playing games, what skhould 1
do?

Check the ReadMe file included with Caesar IT for the latest informa-
tion about compatibility issues. If\.é?bu do not find anything applicable,
vou might be experiencing an Extension conflict. There are many third
party Extensions that do not properly work with Macintosh systems,
which can cause any number of problems. To check, go to Control
Panels, located in the Apple Menu, and select Extensions Monitor.
Select "All Extensions off", then click on "Apple CD-ROM" so that it
has a check mark nexr to it. Close Extensions Manager and reboot your
Mac. Launch Caesar II and see if the problem still happens. If it does
nar, then one of the Exrensions vou disabled is interfering with Caesar
L In chis case you will have to figure out which one (see your user
manual for details on "Extensions Conflicts"). If the problem persists,
contact Sierra tech support.

2. The game animation is slow and the interface unresponsive, how can I speed
Hhings upd

We feel that Caesar 11 works acccp}]hly well on 68040 machines and
fast on any PowerPC Macintosh, If"gfour Mac does not have at least
16MB of hardware RAM (not Virtual Memory or other software RAM
enhancements) Caesar 11 might not be getting all the memory it needs.
If you are plaving Caesar 11 on a machine with less than 16MB of RAM,
malke sure you quit all other applications before launching Caesar I1. Tf
memory problems persist, read vour Macintosh user manual for infor-
maticn on how to manage low memory conditions. In general, quic all
other applications, boot with a minimum number of Extensions, or
upgrade vour system to 16MB. Reducing the size of windows will also

reduce Caesar II's memory usage and speed up the game.

GAME MANUAL
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STILL HAVING PROBLEMS?
BEFORE YOU CALL...

In order to allow us to help you more effectively, please try to [ullow
the suggestions below before you call for help. This will assist us in

finding the answer to your problem as quickly as possible, so that you
can begin playing and enjoving vour new game.

Much of the information below applies to DOS users only. If you are
using a Macintosh, you may find information about your system by
clicking on Absui this Macintosh under the Apple menu in the Finder. 1t
vou are using Windows 95, you may find such information by clicking
on the System icon in their Control Panel.

1. (DOS USERS) READ AT LEAST THE FIRST FEW CHAPTERS
OF YOUR DOS MANUAT.

I'he more you know about the operating system that your machine is
running, the easier it will be for any rechnical support to help vou solve
any problems. You should at least be familiar with how DOS com-
mands work, whart disk files and directories are, and what ucilities are
available on vour machine for editing text files.

2. (DOS USERS) FIND OUT AS MUCI AS POSSIBLE ABOU'T
HOW YOUR MACHINE IS CONFIGURED.

Whar version of what brand operating system is running on the
machine? (At the command prompt, type “VER” and hit enter to find
out what version of DOS is running) Whar kind of chip is running your
machine? (*4867 *3867 ‘2867 8086f) How much memory is in the sys-
tem? How much conventional memory is free? How much hard disk
space is free? What kind of video card is in your machine? (SVGA?
VGA? EGA? Brand name?) What kind of sound card, if any, is in your
system? Do you have a CD-ROM drive? Are you using Sracker,
Doublespace or some other kind of disk compression? Are you using
QEMM or some other third parcy memory manager? If Windows 3.1 is
installed on the machine, vou can run Microsoft Diagnostics to find out

GAME MANUAL

some of these things, if you do not already know about them (type
“MSD?”, then hit <enter> at the command prompt). If necessary, call
whomever it was that originally configured your system to answer these
questions. It's also a good idea to print out your CONFIG.SYS and
AUTOEXEC.BAT files (usually in the root directory of C:) and keep the

printouts handy,

3. SET UP THE COMPUTER NEAR THE PIHHONE WITH THE
PROGRAM INSTALLED ON THE HARD DRIVE.

[t is very difficult for technical support to troubleshoot a computer prob-
lem over the phone without having access to the machine in question
while it is running. If this is not an option, list every detail abour the
occurrence of the problem, including all pertinent system configuration
information (such as that described in the previous paragraph), and keep
this list handy when calling tech support.

4. (DOS USERS) DEFRAG YOUR HARD DISK.

Non-contiguous files on a hard disk can sometimes cause strange and
mysterious things to occur. While in the game directory, type “CHKDSK
®+7 “then hit <enters at the DOS prompt to find out if all the game files
are contiguous or not. A hard disk can be defragmented, or defragged, by
using a disk utility program such as SPEEDISK, which is packaged with
Norton Utilities, or DEFRAG, a program included with MS-DOS version
6.0 or above. "T'his reorders disk space, making stored files contiguous. If
a hard drive has not been defragged for more than a month, and has been
used even moderately, it is likely that many of the files on the disk have
become noncontiguous.

5. CHECK FOR VIRUSES.

Viruses can mess up even the most carefully configured system. Use a
memory-resident virus checker (such as VSAI'I, a ucility that comes with

MS-DOS version 6.0 and above) whenever vou insert new disks into

vour machine, and run an anti-virus utilicy (such as MSAV, another utility
that comes with MS-1DOS v.6.0 and above) before vou call.
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THECHNICAL SUPFORT

System Contiguration or installation problems may cause any one of a

number of different error conditions. Refer to the README file in the

game directory for information on error messages and possible solutions.

Direct your inquiries to the T'echnical Support Department if vour

question is about hardware and software compatibility specific to Sierra

games (Le., sound card configuration and memorv management).

T'echnical assistance is available by phone, tax, or mail. In the U.S.,

Sierra’s Automated Technical Support line operates 24 hours a day:

Automated Technical Support Line: (206) 644-4343

United States:

Sierra On-Line

‘I'echnical Support

P.O. Box 85006

Bellevue, WA 98015-8306

United Kingdom:
Sierra On-Line Limited
4 Brewery Court '
The Old Brewery

T'heale, Reading, Berkshire
RG7 5A] United Kingdom

France:

Parc Tertaire de Meudon
Immeuble “Le Neweon™

25 rue Jeanne Braconnier
92366 Meudon La Forét Cedex
France

Main: (206) 644-4343
Fax: (206) 644-7697

8:15 w.m. - 445 p.m. PST
Monday - Friday

Main: (44) 1-734-303-171
Iax: (44) 1-734-303-362
9:00 a.m. - 5:00 p.m.
Monday - Iriday

Main: (33) 1-46-01-46-50
Fax: (33) 1-46-30-00-65
(7 jours sur 7 de Yh a 21h)
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Germany:

Sierra Cokeel Deurschland
Robert-Bosch-Sur. 32
D-63303 Dreicich

Germany

Main: (+49) 0-6103-99 40 40
Fax: (+49) 0-6103-99 40 35
Mailbox: (+49) 0-6103-99 40 41
(Montag bis Freitag von 9-19h)

Spain:

Coktel Educative Multimedia
C/{Tomus Redondo, 1-1" F
Edificio Luarca

28033 Madnid

Spain

Main: (34)-1-764-39-69

Fax: (34)-1-381-08-39

(lunes a viernes de 9h30 a 14h v de
15h a 18h30)

If vou choose to write or fax us with your request, please give derailed
information on both vour computer system and the nature of your prob-
lem. Include your address and telephone number in case we need addi-
tional information.

Sierra Technical Support is also available through:
S@crm UK BBS: (44) 1-734-30-4227

Compuserve: GO SIERRA

Prodigy: (T'echnical Support ID - WBWW355A)
America On-Line: Kevword Sierra

Internet: heep:/fwww.sierra.com

Call Sierra’s own BBS with your computer modem and browse our tech-
nical knowledge database, get game hints online or download game
patches and other files. You'll find the answers to the most commonly
asked questions by selecting index choice #8 from the Main Menu.

Set your communications program to 8 data bits, 1 stop bit, no
parity. {8-1-N).
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CUSTOMER SERVICE

Direct Sales
IFor direct sales information:

[inited States:

Sierra On-Line Direct Sales

P.O. Box 3404

Salinas, CA 93912-3404

Main: (800} 757-7707 24 hours a day, 7 davs a week
[Fax: (408) 644-2018

Disk and Documentarion Replacement and Returns:
Disk/Doco Replacement Producrt Returns:

Sierra On-Line Returns
P.O. Box 485

Coarsegold CA 93614

Sierra On-Line fulfillment
.0, Box 483
Coursegold CA 93614

Hint Line .

For just 75 cents a minute (LL.S.), you can get game hints to get you out
of a jam. You must be at least 18 years of age or have vour parents per-
mission to use this service. The Hint Line phone numbers are:

Canada:
(900} 451-3356 ($1.25 per minute)

Inited States:
(900) 370-3583

France:
36-68-46-50

United Kingdom:
(0) 8-91-66-0660

Spain:
(34)-1-764-39-69

Or, you can order most Sierra [lint Books for just $9.95 to $14.95 cach
(plus shipping) by calling Sierra’s Direct Sales during regular Pacific
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Standard Time business hours. You can also find Hint Books at better
software retailers and select bookstores.

Sierra Hint Books offer you a complete guide for the total Sierra game
playing experience. You'll find out how to get the most out of your pame.
You'll find clues, tips, and inside information with which to expand your
game enjoyment and experience,

The Sierra No-Risk Guarantee

The Promise: We want you to be happy with every Sierra product you
purchase from us. Period. If for any reason you’re unhappy with the prod-
uct, return it within 30 days for an exchange or a full refund... EVEN IF
YOU BOUGHT I'T AT A RETAIL STORE., (Ilardware ordered direct
must be returned within ten days.)

One Condition: We'd like you to tell us why you don’t like the game.
Your comments will help us continue to get better. Send it back to us and
we promise you complete satisfaction. (If vou boughrt it ar a rerail ourler,
please send your original sales receipt.)
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INVDEX
A

Advisor from Rome, 75
Annual Tribute, 75-76, 79
Aqueducts, 37

Arenas, 45

Auxiliaries, 83

B

Barbarians, 39

Barbarians and other enemies, 66,
86, 94

Barracks, 25, 33, 39, 52, 55
Basics, the, 11

Bath Houses, 33, 44, 71
Bartle, 87

Barttle Readiness, 85

Battle Screen, 89

Bridges, 34 )
Building strucrures, 32 \
Businesses, 41, 52

C
Campaign mode, 19
Centurion, 74, 84
Circuses, 46
City building only mode, 20
City Level, 17, 24
Clearing Land, 32
Clohorts, 74, 87

ordering, 64
Color Overlay Map, 26, 36
Combat, 82
Concepts, 48
Conscription, 55, 83
Control panel, 24, 28

Culture rating, 18, 406, 71

D

Demand for goods, 43

" Demobilizing cohorts, 75, 84
Denarii, 48
Derail burron, 31
Disease, 44, 52, 93
Donations to the city, 78

E

Education, 47
Emperor,

requests from, 76
Empire rating, 18, 69
Emplovment, 49
FEntercainment, 43

F

Farms, 63

Fires, 39, 52, 93

Ilags, 28

Formations, 90
column, 90
line, 90

Forts, 59

Forum,the, 68

Forums, city, 25, 34

Founrtains, 36

G

Game Overview, 17

Game Setup, 19

Game time, 16

Gardens, 47, 71

Gares, 39, 52
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Gifts to the Emperor, 75-76, 78, 97
Go to City button, 29
Go to Forum button, 29
Go to Provinee button, 29
Grammaticus, 47
Growth rates,

industrial, 52

population, 54 e

H

Heavy Infancry, 83
Hospirals, 44, 71
Housing, 33

I

Imperial Favor, 76

Industrial Tax, 48

Industry, 41, 63
provincial, 59

Installation, 9

Iﬁt__‘roductiun, 8

K

Kevyboard commands, 102

L

Land Values, 25-26, 50

L.cgion, 83

Libraries, 47

Light Infantry, 83
Limiting Factors, 25, 31

M

Markets, 25, 41, 52
Meadows, 63
Menu bar, 21
Merchant, 72
Mines, 63

Money. 48
Morale, 65, 84
Mouse, 11

@)

Odeums, 45
Oracle, 69
Overview Map, 13, 26

P

Pause, 17

Peace rating, 18, 70
Personal Advisor, 78

Pipe access, 36

Plazas, 47, 71

Plebeian Tribune, 77
Plebs, 77, 83

Pompous Maximus, 80
Population, 42, 49
Population Tax, 48, 54-55
Ports, 62

Praefectures, 33, 39, 52, 55
Promotion, 94
Promotions, 18
Prosperity, 18

Prosperity rating, 49, 70
Province Level, 17, 58
Provincial Walls, 59

Q

Quarries, 63
Query button, 30

R

Ratings, 18, 69
Religious buildings, 46
Reservairs, 36

Rhertor, 47
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Riots, 39, 55
Rivers, 37
Roads, 25, 33
provincial, 60
Robberies, 46, 93
Rocky Areas, 63
Roman Towns, 539
Rotate arrow buttons, 26, 28
Rubhble, 52

S

Sanitation, 44
Schools, 34

Scribe, 72

Security, 26, 39, 59-60
Skill levels, 18
Slingers, 78, 83
Strategy hints, 96

T

Tax collectors, 34

Tax coverage, 35
Taxes, 42, 79
Technical support, 122
Technical tips, 108
Temples, 34
T'heaters, 45

T'ool box, 24
Towers, 33, 39, 52
Trading Posts, 61
T'reasurer, 79
Tribes, 59, 64, 67
Tutorial, 10, 19

U

Unemployment, 55
Unrest, 26, 54, 93

v

Vigiles, 33, 39, 52

\\Y%
Walkers, 25, 52, 106
Walls, 39, 52
city, 60
provincial, 60
Warchouses, 59, 64
Water, 36
Water supply, 36
Wells, 37
Winning the game, 18
Work Camps, 39, 64
Workforce, 42
Worship, 46

Z

Zoom buttons, 30

1T IS ILLEGAL TO MAKE UNAUTHORIZED COPIES OF
THIS SOFTWARE

This sofrware is protected under federal; copyright law. Tt is illegal o make or
distribute copies of this software except to make a backup copy for archival purposes
only. Duplication of this software for any other reason including for sale, loan, renral or
gift is a federal crime. Penalties include fines of as much as $50,000 and jail terms of
up to five vears.

Sierra, as a member of the Software Publishers Association (SPA), supports the
industry’s effort to fight the illegal copying of personal computer sofrware.
Report violations to :

SPA, 1101 Connecticut Avenue NW, Suite 901,
Washington, D.C, 20036
‘This manual, and the software described in this manual, are copyrighted. All rights are
reserved. Na part of this manual or the described software may be copied, reproduced,
translated or reduced to any electronic medium or machine-readable form without the
prior written consent of Sierra On-Line, Inc., © 1995 Sierra On-Line, Inc., andfor

designare trademarks of, or licensed to Sierra On-Line, Inc. All rights reserved.
Bellevue, WA 98007, Printed in ULS.A.
LIMITATIONS ON WARRANTY

ENAUTHORIZED REPRESENTATIONS: SIERRA WARRANTS ONLY THAT
THE PROGRAM WILL PERFORM AS DESCRIBED IN THE USER
DOCUMENTATION. nO OTHER ADVERTISING, DESCRIPTION, OR
REPRESENTATION, WHETHIER MADE BY A SIERRA DEALER,
DISTRIBUTOR, AGENT, OR EMPLOYEE, SHALL BE BINDING UPON
SIERRA OR SHALL CHANGE THE TERMS OF 'THIS WARRANTY.

IMPLIED WARRANTIES LIMITED: EXCEP'T AS STATED ABOVE, SIERRA
MAKES NO WARRANTY, EXPRESS OR IMPLIED, REGARDING THIS
PRODUCT. SIERRA DISCLAIMS ANY WARRANTY THAT THE SOFT'WARE
IS FIT FOR A PARTICULAR PURPOSE, AND ANY IMPLIED WARRAN'TY OF
MERCHANTABILITY SHALL BE LIMITED TO THE NINETY (90) DAY
DURATION OF THIS LIMITED EXPRESS WARRANTY AND) 15
OTHERWISE EXPRESSLY AND SPECIFICALLY DISCLAIMED. SOME
STATES DONOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED
WARRANTY LASTS, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO
YOLU.

NO CONSEQUENTIAL DAMAGES: SIERRA SHALL NOT BE LIABLE FOR
SPECIAL, INCIDENTAL, CONSEQUENTIAL OR OTHER DAMAGES, EVEN
I SIERRA IS ADVISED OF OR AWARE OF THE POSSIBILITY OF SUCH
DAMAGES, THIS MEANS THAT SIERRA SHALL NO'T' BE RESPONSIBLE



OR LIABLE FOR LOST PROFITS OR REVENUES, OR FOR DAMAGES OR
COSTS INCURRED AS A RESULT OF 1.OSS OF TIME, DATA, OR USE OF
THE SOFTWARE, OR FROM ANY OTHER CAUSE, EXCEPT THE ACTUAL
COST OF THE PRODUCT. SOME STATES DO NOT ALLOW THE
EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL
DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY NO'T
APPLY TO YOU.

YOU ARE ENTITLED TO THE USE OF THIS PRODUCT FOR YOUR OWN
USE, BUT MAY NOT SELL OR TRANSFER REPRODUCTIONS OF THE
SOFTWARE, MANUAL, OR BOOK TO OTHER PARTIES IN ANY WAY, NOR
RENT OR LEASE THE PRODUCT TO OTHERS WITHOUT PRIOR
WRITTEN PERMISSION OF SIERRA. YOU MAY USE ONE COPY OF THE
PRODUCT ON A SINGLE GAME MACHINE, COMPUTER, OR PERSONAL
TERMINAL. YOU MAY NOT NETWORK THE PRODUCT OR OTHERWISE
INSTALL I'T OR USE I'T ON MORE THAN ONE GAME MACHINE,
COMPUTER, OR COMPUTER TERMINAL AT THE SAME TIME.
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