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WELCOME TO THE ROMAN EMPIRE

Congratulations, Citizen! Caesar has cal'ed upon you to enter into service to Rome. The Emparor is eager to expand
his seftlements anc is sasking qualified executors who can implement his will, The Roman Empire is so vast and
growing so rapicly that even cur divine Caesar cannot hope to rule it alone. He nz2eds capable provincia! govamors,
and that is wherz you come in,

Your goal is to buile a thriving Roman City—a bastion of culture and commerca that refiects the glory of Rome
itself, As you begin your caresr, the lands you administer will be small, but Caesar rewards succass with
promations and mare challenging assignments. AL every level of your career, you select the path you want to
follow. Your choices vary from a peaceful route {sconomic missions] ta a more dangerous route (military missions).
A3 long as you continue to meet Caesar's ever-esce/ating expectations, your fame shall grow. Triumph, and you
will become Rome's next Empercr. In the meantime, take care not to 21l from Caasar's favor, lest your wreath of
laurels be replaced by a gladiator’s helm, or worss, Wisaly command your city's security and prosperity, anc your
fortune is assured.
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GETTING STARTED

Installation

To install Caesar™ IV, place the CD-ROM into your CD-ROM drive. The auta-install should start autematically, I
‘tdaesn’t for some reason, access "My Computer” (hy either double-clicking on the My Computer icon on your
testop or oy going to Start=My Computer i you have Windows®XP} anc double-click an the icon that represents
your CD-ROM drive. Double-click on Setup.exe, and the auto-install will start. After the auto-install starts, follow
the diractions on the screen to instzll Caesar IV,

[Fyou purchased this game via download, simply double-click on the Caesar IV file you just downloadad and follow
the on-sc-een instructions. Nate: you will not need to have a disc in the CO-ROM crive to play,

After launching the game, you will be taken to the Main Menu. From here, you can start a new game, load a saved
geme, launch Caesar IV Online, adjust your vides, audio and interface settings or select Toals to launch e
Scenario Editor,

System Requirements

Minimum Requiraments;

Inte!® Pentium® 4 1.6 GHz or equivalent AMD® Athlen™ procassor or higher & Windows® 2000/Mindows® XP Home
or Professional (including Service Pack 2 or higher) » 512 MB of RAM » 541 video carc (with hardwara T&L
incluging Pivel Shader 1.1 or higher support) e 2.0 GE of fres hard disk spaca e CO-Rom Drive o Direclt® 9.0¢

Starting a New Game

Caesar IV has two styles of play: Career and Scenario. The Career game places you in the role of a governor
assigned to a small aspiring province. Follow Caesar’s orders to complete yaur objectives and move on to your
choice of two naw assignments, with ither an economic or military focus. Beginning 2 career game with the
five-mission “Kingdom Campaign” is recommended for new players. Afterwards, comaleting the “Republic
Campaign” unlocks the challenging “Empire Campaign.”

Choose “Scenario” for stand-alone, sandbex-style play. In a Scenario game, you can ignore the Emperor and set
your own goals. There is no “winning” in Scenario play, bayone satisfying whatever objectives you set for yourself,
nor ara there any Imperial ratings goals to meet. A number of stand-alone seenarios are available at the beginning.
You unlock mors scenarics oy completing the Career assignments.

When starting a new Scenario ar Carzer scenario, select one of three difficu 'ty levels: Easy, Normal ar Hard.
Difficulty level changes the cost of construction, the abilities of encmy soldiers and the degree to which your
pooulaticn becomes unhappy when their neads are not being met.

fou can lose either type of game if yau are defaatad by an invading enemy army or fall out of
Caesar's favor. The Favor rating, which measures Caesar’s currant opinion of you, is affectad by i E

your performance — especially yaur handling of city funds and fulfillment of Rome’s orders |
Caesar may be a stern master, but he Is fair and will giva you the chance to racover if your
favor starts to drop. Learn more by clicking on the Help Buton at any time to access the
in-game help for detailed gameplay information and avaid this unfortunate outcome,
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THE CONTROL PANEL

Construct and monitor every aspect of your city fram the Control Panel. Use this quick raference guide for an
overview of your city controls.

Overlays Button

Hide/Display Interface Button

Options Button
Map Name
Mini Map ———— Zoom In/Out
Reset Camera
Camera View
Advisors Button Empire Map Button
Undo Butten Messages Button
Treasury Month & Year
City Population
Al of the City Building
Buttons
Selected Object

Information Display Area

Game Speed Buttons
Pause, Slow, Normal, Fast
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ROMAN CITIES AND HOW TO BUILD THEM

Welcome to your new domain, Gowernor. It may be a small settlement on the fringes of the
Empirz in the eves of Rome, but it is rich with potential for a clever administrator such as
yourself, Caesar IV is playad entirely on the City Level Map. The Empire Level Map allows you
tor select your new assignment and provides an cverview plus

additional background in‘ormation for your mission. As your ity grows, you can
returm to the Empirs Lavel to open trade routes with other lands. Click the Advisors
Button on aither map to view reports on 21l aspects of your progress.

Controls i ;
Yl can move the camera mund on the City Level Map using the WASD or arrow heys or by moving the mouse cursor to the
edge of the screen, Use your mouse wheel or the straight bracket keys to z00m the vizwpoint in 1and oul . Ho'd down the
right mouse button while moving the mouse forward o back to change the camera's view ng angle, or left and right to rolate
the camera. You can also move the camera by holding down the mouse wheel and dragging the camera over the map.

The Mini Mzp gives you an aerial view of the entire city and lats you jump auickly from one

place to another by lsft-clicking on it where vou want to move, Zoom in anc cut using the =

| and - buttons in the corner of the Mini Map. Click the Arrow Button at the top of the Mini Man

or press the Home key on your keyboard to restore tha viewpoint to a cefau’t angle and distance,

f| Clict the Pause Button to pauss the game. Click it again 1 restore the llow of time, Additionally,
you ean elicy the thiee Geme Speed Arrows to l

select game speed-slow, normal and fast.
Select a building, object or persan either by clicking on it or by clicking and dragging a selection bax
f | around it, Review assignment win conditions by clicking tha Scenario Information Button on the
f Conlral Panel. Take snapshots by hitting the F2 key an your keybazrd.

The Options Butten brings up a menu of options including Restart, Save, Load, New Bame, Quil and Kezp
Playing. You can 2lso choose seftings from here. Clicking the Settings Button allows you to change Vidao,
Audio and User Interface settings. Review previous'y received in-game messages by clicking on the View H
Messages Button on the Control Panel. Click on the Hide Interface Button to hide the User Interface and

click the Show Interface Button to restore it 2zain.

Immigration

Te lifeblood of a ¢ty is its peaple. Your first task as Governor is to attract colonists to
foin your city's population through immigration. Immigrants entar the city at a single
mmigration marker on the map edge. Provide ample housing and employment food,
water, goods and services to satisfy vour citizens' needs, and peaple will eagerly flock
to your city.

Mew immigrants will be unable to join your eity if hausirg is not connected to roads leading from the immigration
marker. Likewise, your city's expansion will halt if there is not enaugh inhabitable housing.
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People emigrate from the city when they ara SCRIBE'S NOTE: STARTING OUT
pihanpy atout their ne.eds nli: being me, One farm & two fields, one Insula, one Prefect & Engineer office,
when homes are destoyed with na new one food market and a well—these buildings will fulfill the bare

flomes a'..r.allablle for rE|UEE!t'°'—' or from minimum of & new colony. Governor, it's all up from here.
death, which, in our colonies, ®ends to be of

the vialent variety. Tend your papulation carafully, and your province will be famed as an ideal cestination for paople
from all walks of life.

Employment

Running a city is, for all intents and purposes, the same as running a business, and the financial health of your
city will be paramount for yaur further advancement in the eyes of Czesar, Supplying gainful emnlayment for
your citizens allows them to provide for themselves just as they provide for the City Treasury and the Empire’s
ongoing neads with their lzbor.

Social Classes

Our benevolent Caesar understards that, for civilization to be maintained, avery strata of sociely must be deall with
fairly. Each social class must be satisfied according to thair needs and given productive
work according Lo their skills. As all wages and salaries are paid out of the City Treasury,

it may nat hurt to considar that lower needs might ba satisfied with lower pay.

M This brings us to the humble Plebeian, the backbone of your city's labor pool.
Plebeians work in all resource-related jobs, from farming and industry to manning
{1 markels and trade depots. Prefects, the police and firs-fighting brigades, and Engineers,
the build ing repair workers, are also drawm from the Flebeian class.
Plebs have modest needs for food, water and household goods and do
not pay taxes.

The middle class, or Equites, provide all city services, staffing
healthcare, aducation, antertainment and religious facilities.
Equites also serve as the city tax collectors and magistrates. Equites have mocerate
needs, demanding higher quality and more variad food, cleaner water and lusun
2oods, as well as basic ilems. Along with Plebeizans, Equites draw salaries from the
City Treasury and pay na taxes.

If your city has reached a certain level of culture 2nd sophistication, it should not be
difficult to attract the noble Patrician class to its most elepant districts. While the
Patricizns do not work, their high requirements for the best your city has to offer will kean
your worsing classes busily employed, especially your Lax collectors, who will assess a
most welzome property tax on the

Patricians’ lavish estates.
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Desirahility

Hovr does a sawwy governor attract the selective upper class to set down permanant roots? When laying out your oy,

be aware that most buildings and cbjacts placed on the map emit a certain level of appzal. Appezl can be negative
or positive, measured by the type of structure, its area of effect and its distance from other objects. Tha fina

| desirability of 2n arez is the sum of all the overlapping appeal effacts on it. For example, a theatar is an appealing
Duilding with a large zrea of positive effect. Placa it next to a factary wilh its large negativa affect, and the area of
overiap will resu't in a moderate desirability for the straet they are bath on.

All houses have minimim desirability requirements, based on
social clzss. Below this level of desirability, the home cznnot o2
oceupied; the current residents may leave and new residents may
not move in. Uninviting homes, such s those plebs occupy, have a
very low minmum desirab lity. This is in keeping with the generally
lowe level of basic Plebeian needs. Patricians will reguire much
highar levels of cesirability to interast tham in staying in your city.
If you provide higher levels of service and facilitiss, the desirability |
of the area wil rise. Civic beautification and attractive servica
buildings generate the greatest appeal.

Household Happiness & Evolution

Remember that a happy citizen is & aroductive citizen. Lay out yaur city so each class has hames located in districts
that reach the proper desirabil ity levels. Once vour families are settled in, he aware that every home hias neads which
the resident family tries to satisfy. Household nesds vary from low to high, based on class, but all citzens need gasy
access to waler, food and goods to be hapy. The oublic also demands reasonable wages and tases. For each class
certain needs influence happiness and others influence the rate 3t which their homes will svolve,

All homes have the patential to evolve t higher levels. Folution zffects how
many workers 2 [ive in the Plebeian or Equitz house o 1he amourt of property (8
taxes paid by Patrician houses. Pleb and Equite houses have three levels of
evolution, while Patrician villas have nine. Encourzgs svelution by giving your
citizens accass to water from fauntains and a larger variety of food, goods and
servicas. Continue a steady supoly of all thesa things once your peaple's hemes
fiave evolved to keep the masses happy and prevent their homes from devolving
back o a lower level. Besides more and varied goods and senvices, Patrician
homes require additional increasing levals of desirability to continue to evolve.
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Crime
Happy citizens with all their needs attended to will work hard and produze greater resulls for your city with their
efforts. Unhappiness leads to crime, protests and violent ricting ovar time. Ecreme unhappinass in the population
will eventually result in a general depopulation of your city, a most unplzasant outcome, indeed. Before your city i
emptied, nay attention to the tell-tale signs of unhappiness. When Flebeizn households ars unhapoy about their
material or financial reeds not being met, beggars will start apnearing on the streets. Caranic unhappiness can
lezd your Plebeians further downwards into a life of crime. Burglars and muggers come from the same abject
nousenolds as the baggar, but the loss of ife and propery thesa criminals inflict upon their neighnars lawears the
city's Security Rating, which can block your assignment abjectivas. Prefects will pursue beggars ard criminals and
arrest them by roughing them up and sending them hame. Good citywide houszhold access to Education facilities
reduces crime, but careful governers attend to the root causes of unhappinass in their population.

When a sufficient percentage of unhappy households are of the same social class, Plebeian, Eouite or Patrician, they
may take to the streets to protest their miserable lot. Thase outhursts are fairly civil but, if left unteated, can explode
into mindless and destructive riots. Rioters can do a substantiz! amount of demage to a city before the rict runs its
course, Rioters sometimes use the tarches they cary to commit arson, usually
targeting government buiidings befors homes. A large riot can overwhelm
Prefects for a time bocause they must extinguish the fires it leaves in its wake
in addition to aresting he rioters. Accordingly, soldiers arrest any riotars in their
vicinity, and galehouse and tower guards will attempt to kill any rioters that
come witin their ranga, Note that soldiers do not zrest standard beggars

and criminals.

Successful City Building: Advisors, Ratings & Overlays -

Advisors

Govaming a city is a challenging task. Fortunataly, you have the benefit of resourceful
coursel. Twelve wise Advisors stand ready to report on 21l aspects of your city's prowth
and will assist in implementing your orders when possible.

Principal among them ‘s the Chief Advisor. The Chief Advisor zttends to all the information gatherec by the ather
advisors and summarizes the most impertant points into a serizs of key reports. Reports that display with & red fant
indicate prablems that you should quickly adcress, gither through a visit to znother advisor or thraugh & specific
action on the City or Empire Leval,

The Lahor Advisor notes the number of Plebaians and Equites assigned to the different job sectors ir the city and
their current wages and salaries. He also estimates their annual cost to the treasury. Visit the Labor Adviser to
see staffing problems, priortize which city jobs get filled first and view and adjust the base wages and salaries
paid by Reme

The Finances Advisor lists current property and sales tax rates, provides income and expense ledgers for the past
and current year and imolaments your changes to tax rates.

The Imperial Advisor keeps track of Rome's opinion of your commanc, as indicaled by your Favor Rating.
Accorcingly, he also moriters any requests or demands Caesar has made, his expectations ragarding vour salary
and the cost of any gifts you might use as an attempt to gain favor, See the Game Ratings saction for more

infarmation on Favar. Declare civic festivals through this advisor to 2lso gain a variety of citywide effects. 9
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The Ratings Advisor tracks your progress with each of the four Ratings — Cu'ture, Prosperily, Security anc
Favor - as well as Populztion. Find the Rating goals required to complete the assigrment here and gat advice an
what you can do to improve your current ratings.

The Resource Advisor lists the resources and gonds produced by your city that are availzble by and for trade, Each
item includes curent city stocks and, if 2pplicable, current and potential trade amounts with their import or exporl
prices. Order the Resource Advisor as necessary to regulate the trade of resources, goods and stockpiling or
mothballing.

The Population Advisor provides dzmographic information, including city population, information an food stores
and consumption, funds in the ity treasury, the crime rate, a measure of city sentiment and migration trends
for each class.

The Legian Advisor monitors the readiness of your lzgions and their curreat location, He will implement your orders
1o buy oft invaders when the treasury allows it and he invadzrs are amenanla to such terms. He reports on any
reduests for your coforts” service elsewhere in th Empire and convays any related orders to ther,

The Health, Religion, Education and Entertainment Advisors each list their respective service facilities in the city,
indicating the quality of the services citywidz and noting any related benefits or problems. The Health Advisor also
reports citywide health risk and nutrition, while the Religion Advisor acts a channel for the gods, reporting tha boons
they may bestow at their pleasure. T visit tha Advisors, click the Advisors Buttan on the Control Panel.

Game Ratings

In the Career game, Cazsar will set forth certain conditions that must be achisved to successfully complete your
assignment. Depending on the assignment, there are key Ratings that will hava to be carefully monitared to advance.
View ratings from the Ratings Advisor. The height of each rating column indicates your curent pregrass 1 achisving
the goal for that rating. Clicking the button beneath sach rating column provides zdvice on what can be done ta
improve that rating. While it's often desirable to raise one or several ratings significantly ahove the cthers, the
remaining ratings must always be attendad to sufficiantly, lest the neglect of cne ninder the potential of the others.

First among your ratings is Culture. The Roman Empire is the flower of civilizatian, and the ities you build should
reflect this. lmprove the Culture rating by increasing 1he quality and coverage of Healthcare, Religion, Educatian and
Entertainment in our city,

While: your citizens are enjoying the cuitural cpaortunitias you provide, pay attention to their Security by guarding thair
safety from loca! criminals and marauding barbarians. Make sure to build Prefect Offices in gond supply and use
fortifications, such as Walls and Gate Houses, to surround your city and keep unwanted invaders out, Spend the
resaurces necessary to develop a strong military force, capable of profesting your province to the level it raguires.

Prosperity is certainly ane of the mast srucial rtings. Farsighted Caesar judges the ca oability of nis governors to &
great extent by the size of their treasuries. Your financial history will be closaly watched, so make sure ta turr 2 profit
This rating s detarmined ay two factors: the proportion of city households that fall into 2ach of the three sacial classes
and the average level of household affluence within each social class, as measured by evolution level, particularly of
Petrician homes. A negative treasury reduces the prosperity rating to zerc, Keep taxation and trace orafits up to
1fc(;estall citywide — and parsanal = impoverishment.
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There is no mare noblz goal than to ach eve faver in the eves of Caesar. Your Favor Rating is the opinion that the
leaders of Rame have of you, basec on your record of sarving their interests during your current assignmant. From fime
ta time, you will receive orders and requests from Caesar for quantities of goods, soldiers or manay. You arz axpected to
fuffill all orders on time; failing to co so results in a loss of favor. Requests are nests that Caesar believes you can
help him with and are the best way to build your favor. You will find it d:fficult © complete yaur favar goals by ignoring
our ruler's commands and requests, A negative trzasury balance or taking & salary above the Rank that you have
zarned also lowers your Favor Rating. If your fauor falls too low, the leaders of Rome will promptly remeve vou frem
office. If you lose, click the Replay Assignment Button and try again.

Tz Favor Rating gradually declines over time unless actively supported. Reme's leaders expect governors to play an
ongoing role in supporting the Empire’s interests. Therefore, offering timely Gifts to Rome, drawn from your perscnal
savings, certainly shall increase your favor. Each gift that can be givan is listed on the Imperial Advisar’s screen, 2long
with its cost. The morz expensive gifts provide more favor. Each time a gift is given, it provids less favor than the time
before, especially if given too fraquently. Caesar does appreciate novelty,

The Ratings Advisor lists one lzst piece of information—the wise governor's most important measure of a successful
city. Withaut yaur population, your city is nothing, Your Population is determined by the size of your city, Populztion
goals for your city are used to establish victory conczions in mast campaign assignments. Keep your citizens healthy
and hapay, and you will rever want for a thriving populace or a continuation of your gloriaus caresr.

Dverlays

Keep track of your city's progress oy checking with your Advisors. You will also be able to monitor the city's most
important assels and immeciate risks by using the Overlays Menu. The Overlays are an array of map-based reports,
each focusing on a different ity system, drawn to enhance its most significant details while filtering out nanassential
information for a quick visual overviaw.

To activate an overlay, click on the Cverlays Menu Button on the top of the Control Parel and select one of the overlay
buttons. The Ovrlays Meru Button also displays the name of the currently actve overlay. Wher an overay is active,
you can toggle to a normal view by hitting the keyboard space bar or clicking on the active overlay button. There is also
a Normal overlay button that brings the playzr back to standard city view. The Mini Map o the Control Panel is
color-coardinated with the display of each overlay. Click on it to be taken directly to that part of your city. Some
overlays will have a submanu of cheices to pick from for more detailes inform ation.

| City services that have their own overlays include

| Entertainment, Education, Health, Religion and Law.

d Fach Overall Service overlay reveals how far 4 household

an be positioned from a service facility and still receive that
& service, Roads and homes ara color-coded to show overall
service access to the range of different facility types.
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Crher overlays allow you to oversee critical city conditions, Use the Water overlay to see the buildings and
structures involvad in the delivery of water, the households and buildings that need it and the quality of t72ir
supply. The Risks overlay helps keap track of potential calamities for your city and citizens, ranging from problems
due to lack of road aceess, [abor or raw materials to threats of
e ant building collapse to citywide health emargencies. Track
he storage of resources across your city, as well as potential
a income and actual taxes assassed fram the Commerce
verlzy menu options. Use the Desirahility overlay when
uilding homes to see the positive and negative Appeal from
neighboring uildings and structures and the Desirability

18t results from it.

INFRASTRUCTURE
Caesar has grantec you the freedon to design your ity from the ground up. Before you
Degin to build, click the Build Button Menus in the center of the Contral Pane! (alang the
‘ right side of the sereen) Lo see tha Build Buttons for the buildings and structures within
each of your city's main construction categories. Hold the curser ovar Build Butions to see
brief descriptions of the rale each huilding plays in the game. You'll alse see its cost to build
and if any additional structures must be placed in conjunction with it, Take the lay of the
land, nating zanes of natential resource development and idzal housing placement in
atvance. Plan well beforz you build, and immigrants will flock to your city from all over the Empire.

Housing

Location, lacation, lecation! Citizens immigrate to the cily when there are vacancies in homes that are apprapriata
to their social ¢'ass, in a suitadly desirable \ocation. When starting your colony, begin by building homes to attract
Plebeians, the faundation of your work force, Plebeian houses, or Insula, can be built in areas of lower desirability.
Expant the quality of your city by building Domus for your Equites' housing needs. Domus raquire 2 higher
mintmum desirability to ensure citizens will mave in and be hapay. Patricians demand lurious Villas in the

mast desirable neighborhoods. All citizens can migrate to another house if <heir home is destroyed and anather of
the same social class is available. However, if 2 house has hean recently vacated by dissetisfied tenants, it will be
uninhabitzble for a period of time, until the taint of their unhappiness waars oif.
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Housing of all classes has the opportunity to svelve, ziven a high enough level of citizen hzppiness and increased
dasirability in the surroundings. Insula and Domus can go through three evolutions each, small, mecium and large,
and with each evolution are zble to house a greater number of occupants. Patrician homes can avalve nine times,
from Villas to Estates to grand Mansions. Evolved Villas do not hold a larger number of Patricians but do pey higher
and higher property taxes with each evolution. You will find that it is worth the effort required to please your
Patricians with the best neighborhoods possible—every month after tax collection, that is

To keep track of how close your houses are [o their rext level of sualution, select any
me to view the Selected Object Panel at the bottom of the Control Panel, which

will show its number of accupants and their needs and concems, color-coded fo

happiness. lcons and text at the Lop of the Selected Object Panel tell you if the home

s evalving, devolving or needs something specific in arder to 2volve. For quick

raference, clicking on people in the straet will also bring up a Selectec Object Panel.

It will show your citizen's current activity and display buttons that can ba clicked

to eycle through relatad peaple, usually workers from the same workplace, and to take

you diractly to the home or building that person s from.

allached to the cursor, Positicn the cursor over the ganeral srea where you wart to place the
building. The image of the building is anly disnlayed whan it can be built in the current
Incation; a red shaded area below the building's base indicatas terrain that can't be built
upon. Adjust the cursor until the building appears. All housas must be placed adjacanl Lo a road. If the imags of the
house is grayad-out as you try to place it, this indicates that your house has nat yet connected to a road. The house
can be placed, but it will be uninhabitable until it has proper road access. When a hausa is proper'y placed on
build-able terrain and accessible to 2 road, its image is drawn in color. Click and r2/ease the left meuse buttor to
place it. To change the direction placed uildings face, hold the left mouse button down as you place them znd then
e the cursor to the side of 1ha building that you want it to face. The r key also rolales buildings whils they are
or the curser. The direction a building faces has no impact on gameplay.

If you decide you do not want the building you just placec, press the Unda Button before it becames grayec-out to
correct vour mistake. Be quick, as you hava limited time to undn.

Water

Next to having a roof over their heads, therz is nathing more important for your citizens than a reliable source of

watar, Pure water raduces health hazarcs, besides being more nlzasant to drink. You can raise the happiness and

g evalution level of vour paople, as well as incraass AR -

your Cultura Rating, by providing higher quality

B water throughout your city. Plebeians and Equites
| will be satisfied at first with simple Wells. Wells

must be adjacent to roacs so citizens can fetch

| water from ther,

13
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While well water helps reduce the risk of disease, it is rather unsavary compared to clean watar fram Fountains,
Equites ard piebs will desire water fram fountains with raad access to propery evolva.

The pure water that fountains provide is drawn by Pump Houses, which must be built on the

T shores of lakes or rivers. Water flows from [
pump houses though Agueducts that
cennect to Reservoirs in the city, You can
add onto existing Aqueduct lines by

§ starting new lines where old lines end or

branching new lines off of existing lines.

4 Reservoirs are ahle to supporl mulliple
lines of Aqueducts at & time. Pump Houses and Resarvoirs are staffed by Equites, but unlike
ather city buildings, do nat need to be aciacent to roads to get workers. Staffed reservoirs pina
clean water Lo nearby Fountains anc Bathhouses. Villas should have a direct connaction to

" rasarvoirs as well. Patrician households that 2w not close to warking reservoirs must fetch
their water by road, but do not believe thesa gantle nobles will welcome such menial lzbor

for long. Give your upper ¢ ass wnat befits them—the latest in indoor plumbing,

o Use the Water Overlay o see the buildings and structures involved in the delivany of water, the households
and auildings that need it and Uhe quality 2nd quantity of their supply. Al of the Build Buttuns for the
buildings and siructures assceiated with water delivary can be found under the Water Build Menu Button
on the Coniral Panel,

Roads

Building a netwerk of reads is as important for the health of your city as a netwark of water pipes is for 1h2 health of
your citizens. Without access to work and services, your population will be unable to function. Most citizens orly travel
on roads sa it is important that you build them wherever citizens need to go. Laborers pushing zarts, in particular,
will anly retrieve the resources they can reach by road. Farmers and resaurce gatharers neadl to reach their farms and
camps by reads, but then move cross-caurtry to toil in rearby fielcs and mines. Prefects and Engineers patral city
roacs but can ga cross-country when necessary to quickly rzach auildings in jeopardy. Soldiers march cross-country
to engage their enermies in battle but need roads to allow them to take position in towers and guard housss.

Most buildings must be adjacent to roads, or they will be unable to aparate. Households must be adjacent to roads
for neoole to live in them and to access the city services that they require. Pump Housas only need to be adjacent to
water, but Trade Ports must be adjacent to hoth water and a rozd. Forts do nal need to be placed next to a road, hut
- allother military support buildings requive roac access. The user interface for building placement takes all of this
into account and will show you what can and can't be placec. Roacs are the lifeblood of a thriving metrapulis,

so plan well.

| 1o build a road, click on the Road Build Button. Hold the cursor over the spat whers you want to begin a
10ac and click and halc the left mouse butten. Hold the mouse button down and mave the curser in the
4 direction that you wish to extend your road. Note thal rceds can't be built on certain types of terrain.
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Roads have a neutral level of appeal but can ba improved toraise the desirability of an arza. Select the Plaza Build
uttons uncer the Beautification Build Menu Button on the Conrol Panel. Plazas are beautifiec roads,
nctizning exactly like roads but radiating more appeal. Thers are three sinds of plaze you can lay down,
ut all have equal costs and appeal. Plaza may only be placed over 2«sting road. A plaza is permanent
erice placed over & road and cannot be deleted separately fram it Plazas have an excellent effect on your city's
desirability, if you have the denarii to spend.

If you have placed a road or any other structure that you decide must be remaved, or if rubble and treas block your
randest building schemes, use the CGlear Land Tool to open your patn. To destroy buildings or clear
ubble, trees anc roads, click the Clear Land Button. The maus cursor will change to the Clear Land
gol. Yellow shading indicates the vulnerability of buildings and structures when the Clear Land tool is
held over tham. Click and fold the left mouse button dovin while moving the curscr to highlight an area for clearing
1 or a building or structure for deletion. Areas of terrain or buildings that have bean flagged for clearing
will naw display with red shading. Let go of the mouse hutton while the item is highlightad red, and the
object will be cleared. Build Road and Clear Land costs depend entirely on the amount of land covered or
clearad, Quickly use the Unde Button to corract mistakes with the Clezr Land Tocl before they become final.

Bridges
Riverfrant property is always & boon to your city, both “or its beauty and the trade possibilites t represants. Life
goes on both sides of the river, though, so provide access frem one bank Lo the olher with bridges.

Two types of bridges can be built on the City Level to span narrow bedies of water: low bridgas anc snip bridges.
Low Bridges are less expensive than Ship Bridges, but trade ships cannct oass bereath them. Unlike ship bridges,
lovs bridges have no minimum required lengh for placement, though the terrzin of the skoraling may still invalidzte
some possibilities. Ship bridges provide the sama utility to citizens as low bridges, allawing them to crass, but their
spans are high encugh above the water for trade ships to pass safely undarmeath. A savwy goverror will accept the
exira expense to bulld them, if trade will provide a lucrative compensation.

Bridges serve as roads for all intents and purposes. In
particular, servce access extands over them, Bacause most
citizens anc all workers only wialk on roacs, both sides of
any bridge must be cennactad to roads befare most

f citizens will walk over them, The bases of fridges must

be near the watar's edge and not too far above the water's
surface, Bridges can be placed in any direction; they

aren't limitad to 45 and 90 dzgree angles.

Build bath types of bridge by clicking the Water Build Menu button and then selecting the Buile Button far the

z Low Bridge or Ship Bridge. Next, hold the cursor over the sharzling on cre bank and, when you sez it |it
by a green light, click and hold the left mouse button down while dragging the cursor to the shareline

| on the other bank. Note that when the bridge graphic has stretched sufficiently to rzach the ather shore,
that shore is lit by the same green [ight. Heaning the cursor placed sc that bath shores remain lit,
adjust its position to change the angle at which the bridge crosses the water and then release the eft mouse
button when satisfied.
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Fire & Collapse
The Empire is aternal, but your city is perishable. Without a fire brigada and crack teams of
repairmen, your buildings will 52 under constant threat of collagse, especially i certain
dissatisfied elements choose to riot or your tokens of goodwill are feolishly refused by the local
savages, Construct an effectiva network of Prefect and Engineering 0ffices to ensure the
safety of your valuable cify structures and increase your Security Rating.

Besides policing the city streets for criminal activizy, Prefects are always 2t hand to put out fires.
Engineers maintain upkeep on city buildings, praventing them from collapsing due to structural
problems. Prefects and Englneers patrol city roads but can go cross-country when necessary to
quickly reach buildings in jeopardy. As they go about their usua! patrol path, they are constartly
checking the safety and soundness of your uildings. The mare fraquently they can patrol their assigned
neighborhoods, 1e fewer fire and callapse incidents on their beal. For this reason, it is important to keep a
tight layout of Prefect and Enginaering offices. The less 2rea your security foraes must cover, the more thorough
they will be.

Build Prafect and Engineering Otfices by clicking the Government Build Menu Button on the Control
Pane! and then the app/isable Build Button, Held the cursor cver the location where you want to build
the office and click agan. Their offices employ plebs and must be adjacent to roads to get workers.

Somelimes Prefects and Engineers are not able to reach buring and collapsing builcings in 1ime to orevent their
destruction. Cher times, invading enemy forces or marauding rioters overwhelm defenders 2nd destroy some
auildings. Select and click on the rubble that remaing and view its Selected Object Panel to see what type of
building it had been.

Use the Fire and Collapse Risk Overlays, from the main R sks

{ Overlay Button, to easily see buildings at risk for fire znd collapse,
| any that have alrezdy been damaged, tha offices of Prefacts and
Enginers and their patrols. The Fire Risk overlay reveals buildings
Lhat are vulnerable to fire, any that are already burming, Prefects
and their offices. Buming buildings are color-coded according fo
accumu/lated fire damage: the redder the color, the closer the
building is to being completely consumed. The Callapse overlay
reveals buildings or structures that are vulnerable to collapse, any that have alveady started to crumble, Engineers
and their offices. Collapsing buildings are colur-coded according to accumulated structural damage; the redder
the color, the closer the building is to ruin. In the long run, & well-organized cily safety force saves your treasury
from ruin too.

Beautification and Decorative Items

Once a city has achievad a certain level of prosperity, a governar wishing to advance his or ker name in Rome will
ungerstand true fortune is achieved by fame. Adorn your city so that its beauty is praised from the four corners of
the Empire. You will atiract wealth to your treasury as well as praise from Caesar when your city mirrars the glory of
Rome itself.
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On a practical (evel, the beautification of residential areas to imarove their Desirability is
important for s2veral rezsans. All citizens prefer living in attractive locations over ugly
ones, and governors who make use of decorative objects to improve the appearance of
residential araas find that thay have much more control over wherz peaple chose to live

= than the governors wha don't. In adction, Yilla property values ara constrainad when Eheir
surroundings are net sufficisntly desirzble, undermining their potential to generate significant revenue from
property taxes.

e Plzce decorative objects such as Bushes, Trees, Garcans, Plazas ard Statues by clicking the
Bzautitication Menu Button on the Gontrol Panel and selecting the appropriats Build Button henzath
it. Use th2 Desirability Overlay to see how the intensity and range o the nostive Appeal created by
diferent types of decorative objects vary from one to another. Note that same statues are made
from marble, which may have to be imporled.

FOOD, FARMING & INDUSTRY

Food

Your people cry for bread. ..and vegetanles and meat, Will there evar be encugh food to feed the hungry masses?
There will be with careful planning and management. Plant fields to grow grain and vegetables and pasture cettle
for meat, dut be aware of the ferrain. Food must be grown on fertile land or else imported at 2 cost Lo your treasury.
Different classas begin with different food needs, but, soonar or later, all will nesd to be affered mare cheices if
you wish to see your citizens evolve. At first, plebs neec grain, which they make into bread, and some wel water

to be satisfied, while Zquites require bread and vegetables to start. Fventually thev will need &/l three types of food
to evolve their households to the maximum level. Of course, Patricians demand breed, vegetanles and meat a
once — and plenty o it, Food 's sold in Faod Markets, which will need 7o be conveniently accessible 1o your
citizens by roads.

Besides tha hasic household food requirements of your population, certain specizlized services and structures must
have adcitional food to operate. Keep up your scldiers’ morale by providing food for thair Mess Halls. Mess Halls are
usad to stare anc prepare your cohorts faod, ratrieved by the Fort Quartermasters. Mess Ha'ls are stafled ay nlebs
and must be adjacent to roads so their workers can retrisve food fram Markets, Farms, Granarias and Trade Depots
and Tradz Ports. To see thz amount of foad a Mess Hall has in slock, select it and look at its Selected Object Panel.
Tre Trainers Guild, whicn trains wild animals for entertainment in the coliseum, needs a steady supoly of meat for
their ferccious students. Foed is also neaded for certzin citywide Festivals and is fraquerly sent to Rome as gifts or
to fulfill requests. Whataver is left over can often be exparted for profit, so olanning for 2 healthy farm systam is
never a waste, R

| Farms
When initially laying out your oity, sudy the land
{ carefully. One corner of your province may be rocky
and rich in minerals, ready 1o be mingd. Ancther spet might be flat znd barren,
B more appropriate for building forls and training soldiers: whilz a similar area that

i is centrally located could be ideally used for homes, markets and service facilities,
Pay special zttention to valuable fertile land. Feeding your populace is of the

. S5 utmost prionity. Thinking about the potential uses of the different parts of your

provinee in advance will maximize vour city's potential. Fields, pastures, vineyarcs and olive groves canonly be 17
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placed on terrain that mostly contains fertile lanc, When you place one of these structures so that it straddles the
eoge of suitable land, grean shading will indicate arable land, and vellow shading will indicatz an acceptably
smaller zrea of normal terrain. Red shading, as with other ouildings and structures, indicates terrain that can't

be built upon. One grain farm can ideally work two grain figlds. This same ratio applies for all fields and cattle
pastures. For every two fielcs, place a farm to allow warkers to arrive from the markets, guilds, military, frade and
storage Tacilities of the city. Road access is required to farms for thess workers and for farm workers, although once
farmhands reach a farm, they will rot need further ads to go out ta the fields where they toil. When starting a
new colany, place at least ane farm-field system along with the first few Insula. Ensure the alzhs get %ad befare
starvation prematurely undermines their faith in your good governance.

| Raw Material Gathering and Farming
Besides food, Tarms also producs Raw Materials, such as grapes, waol or olives, which can then be processad into
valuable Finished Goods. The fiousenolds in your city need the finished goods Factories create from these raw
= materials almost as much as they need food and water for haopiness and
4 zvolution. Build Farms and Resource Gathering Camps o harvest both food
i | and ravs materials, Gathering resources, farmad or natural, calls for a Farm or
| Camp as a nearby base for its gatherers and for temparary storage. Farms and
{ Camps must be adjacent to city roads to bring in pleb lanarers and provide
acoess for workers from Factories, Warehouses, Granaries, Trade Depots and
{ Ports, Guilds, Markets and Mess Halls to retrieve the resources they slore.
S| Remember that for maximum procuctivity, a balance should be struck sc that
8 trave! time for beth camp laborars and other city workers is minimizec.

Natural resource sites, such as tracts of timber or deposits of gold, iron, clay, sand or marble, provide many of the
raw materials essential to the production of finished goods citizens need. They are easy to spat once Lhe eve knows
what to look for,

To build a Gethering Camp, first locate a suitable rasource site on your lands, Then click the Raw Materials Build
Menu Button on the Control Panel, select the Gathering Camp Bui'd Button for the corresponting resource yau have
targeted, hold the cursor where you intend to place the building and click again. Mines, pits and
quarries are essentizlly bottomless, but trees need time ta grow again after they've been harvested.
As you'd expect, the appearance of natural resource sites changes after thay've been viorked. Mines,
pits and quarries caver once untouched deposits, and stumps remain after forests have baen felled.
Be carelul now you lay out your city's resicential naighborhaods, as aven tha least chaosy among your citizens wil
he unwilling to make their homes near blights such as these. A Plebeian or Eguite is more likely to faver travaling
a longer distanca from home to work than live next 1o a clay pit, aven if thrifty govemnars such as you might orefer
they tae a sharter routa. Finding a perfect balance between efficiency and dasirability is an ongoing challange
for ambitious city planners, especially at highar difficulty levels.
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Industry

As you have gathered raw materials from across your land, provide the next link in your
city’s mighty econemy by building Factories. Factories consuma the avzilable raw
materials to produce Finished Goods to imprave your citizens' quality of life, to

equip your cohorts in battle, for trade scross the Empire and to appease any requests
ar commands fram Rome.

Your city's nged for snecfic finished goods and the availability of the raw materials usad in their production
detarmines the type 2nd number of Factories that should be built. & small, isalated hamlet comprized solely of
plebs has modzst needs for finishad goods, but 2 thriving and cosmapolitar metropolis — with markets, trade
depots and ports hustling with well-to-do shoppers and traders and borders threatenad by barbaric neighbors —
vill be insatizble in comoarison. As a shrewd governor, you will know that providing for the growing needs of your
city will nat go unncticed by Caesar.

Each Lype of Factory requires corresponding raw marzrials as well 2s pleb labor to produce the type of finished
goeds it makes. Factory warkers travel the city's roads to retrieve tha stores of raw materials thet Farms, Gethering
Camps, Warehouses or Trace Depats and Ports have accumulated. Most Factor es need only ane type of raw
material for their wares. However, Armor and Weapens factories require iron plus wool or timber for their output,
Once at the Factary, the raw materials are gradually fashioned into finished gands. Markets, Trade Dapots and
Ports, Guilds, Recruitment Posts and Warehouses send werers along city roads %o Factories 1o retrisve finished
gocds that they need far thair business or that they hava been assigned to storz. Household shoppers must
purchase their goods in markets. An astute govarnor prefers sales tax to factory-direct savings.

To build a Factory, click the Industry Build Menu Button on the Control Pane! and szlect the Build Button that
corresponds 1o the type of Factory you need, Hold the cursor whare you intend to place the building

i and click zgain. Factories must be adjacent to roads to gel viorkers and to enable cart pushers from

Warehouses, Trade Depots and Ports, Guilds, Markats anc Recruitment Posts to retrieve their finished

goods. Select & Factory to see its current inventory of raw materials, finished goods and level of staffing

in the Selected Object Panel.

Warehouses & Granaries

Govemor, your Factories, Farms and Resource Gathering Camps are all producing
et meximum canaclty. Storage facilities are essential to stockpiling items in bulk
and will allow you to direct the efforts of your city's workers more accurately. By
setting storage levels of goads and food across the city, cart pushers will be able
to efficiently pick up only what is necessary, allowing the resources to be shifted
to other facilities that have a greater immediate need.

Granaries are used to storz food, while Warehouses store -aw materials and finished goods.

Granary workers travel city roads to pick up food thet is either locally produced and stored an

Farms or imported from abroad and being temporarily hald at Trade Depots and Ports. Warehouse
workers travel city roads to get raw materials, finished goods and exctic goods from Farms,

1 Gathering Camps, Factories and Trade Depats and Parts. Both Granaries and Viarshouses emplay

plebs and musl be adjacent to a road both for worker access anc to allow cart pushers from Markets, Factoriss,

Guilds, Trade Depets and Ports, Mess Halls and Recru/tment Posts to collect the food and goods they store.
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Give arders an which types of food or resowrces the storage facility
workers should pick up and the inventory levels they should maintain
by clicking cr the Orders Button on the Selected Object Panel, Adjust
the Inventory Control Slider Bar for each fype of food or resource, as
desirac. When slider bars are siid all the way to the left, the Granary or
Warehause will no longsr attempt to ratrieve that item or retain it in its
inventory, allowing workers from other storage buildings to take it
instead. Adjusting the Invertory Control Slider Bar for A1 Foods/all
Resources will adjust the slider hars for all types of food or resources simultanzously,

Mothballing

There ars times when it is orudent to close down some of your city's facilities, as population 2nd
resources ebb and flow. Mathballing temporarily disables all of a building's regular operations.
Enabling a mothballed buiding restores izs normal function.

Viathtzlling a home eviets any current residents, farcing them to migrate to ancther home zppranriate to their
social class {if one nas vacancies) or emigrata from the city. No new residents can mova into 2
mothballed hame. Mothballed buildings lose their labor, stop working and will not send workers
togather or retrieve resources,

Mathball individual builéings by clicking the Mothball/Enabie Toggle Button on their Selected Dbject Panel,

Order Uhe Resource Advisor to mothball or enable all of the same type of Gathering Camp, Farm or Factory by
clicking the Mothball/Enablz Toggle Bulten for the resourse that building provides. Mothball a Warehouse or Granary
by clicking on the Mathbz1l/Enable Toggle Button on its Selectad Object Panel. Mothballed storage Huildings won't
send out cart pushers, but will othenwise work exactly as if they were enabled. Excent for raw materials left in
Factories, resources left in moliballed buildings can be retrieved by other workers until they are used up. Shoppers

- can also shop from mothballed Me kets, and traders can pick up exports from mathballed Trade Depots and Ports
until no goods remain.

MARKETS & TRADE

Markels

A bustling city filled with happy citizens spending the wages they have ezmed on the
bounty your careful planning has aliowed — and enriching the treasury with the sales
tai they pay —is a sight to g adden even stem Caesar's heart. Build Markels to
sat'sfy your people, your treasury and, eventually, your career ambitions in Rome.

Citizens purchase the goods they need for thair households in Markets. Provida for
the neads of your papulaton by keeping siocks of evenything they require. A citizen's
social class detarmines the markets they shop in and how many goods their
fiousehold nezds and wents, The Selected Object Panel for 2 market lists the goods it has in stock and provides
contrils that allow you to determinz which goods it should continue to seek supplies of. The Basic Goods
Market also provides a check hox that, when checked, excludes plabs from shopping there, Must keap out

the riff raff when necessary.
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Al marset purchases charge Sales Tax. The ravenue generzted from sales taxes s initially quite small, but

incrzasas as the population of a city grows. Patricians in particular, the upper class with ceep purses and

fendness for axpensive lunury goads and exotic wares, indirectly provide a respectzble boost to the city's treasury.

Warkats must be regularly assessed oy tax collectors, or the sales taves they menerate will nat be collected. Sales

tax |5 collectad monthly. Visit the Finances Advisor to see the current sales tay ratz and to orcer any changes to it

All citizens become unhappy when the sales tax rate is high, so you will hava to balance their dissatisfacticn by

either caretul taxation management or by subtle tactics of civic distraction, such as a citywide festival or lavish

event in the Circus,

There are four standard markets available for your citizens. The busiest markats in town are, of course, the Food
Warkets. Food markets sell meat, vegetables and grain. All social classes shop hera. Basic Goods Markets sell up
to three basic products from a choice of potiery, olive oil, clothing and glass. Luxury Goods Markets sell up to
three items from a choice of jewelry, furnture, utensils and wine. Exotic Goods Markets sall deluxe merchandise,
up to six choicas, from a long list of imperted geods: incanss, ivory, silk, papyrus, perfume, cosmetics, soicas,
amber, furs, silphium, honey and salt. Up to three basic, three luxury and six axatic goods arz available in each
scenario, so avery market can always sell them all.

Bxotic goods must be imported from abroad, but all other houszhold goods can be manufactured, given the
resaurces, of impaorted, which will often be the case. Luxury goods are more difficult to produce than basic goods.
Their raw materials 2re less comman and more expensive. They are complicated to fzbricate, so each factory will be
less productive, resulting in the need to build them in greater numhars, which may not be practical. Lusury goods
generally are expensive to impart in hign quantities. & balance betwean local production and imparzation will have
to be determined, lest the growth of your city be limited, Thankfully, the Plebeian is & simple sorf withaut tasta for
these refinements, so this quality merchandisz can be reserved for Equites and Patricians alore

Households want & certain number of types of househeld goods, rether than certain specific types. Plebs want food,
water and basic goods. They need wiater and one kind of food to be satisfiad. Two or threz types of food give a
happiness bonus. Fountain water and basic goods are necessary for their hames to evalve. Equites want food,
water, basic and lugury goods. They naed water, two kinds of food and two types of basic goods to be satisfied.

Three fooc types and three basic goods give & happiness bonus, Fountain water and luxury goccs are necessary far
the Equite home to evolve. Patricians want fod, water and all household goods. They nead pive access info their
homes, all foods, three basic and two lusury goods to be satisfied. Three types of luxury goods give tham their
happiness bonus. Exotic gnads are necessary for th Patrician Villas to evolve to the higher levels. Villa evsl ution

is limited by the Patrician’s access to exotic commodities, so plan for 2 healtny rade network ta satisfy thair
cravings for the best the Empire has to offer,
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Trade

We have created an Empire, This ' the glory of Rome, Cazsar's will is to unite 211 peoples under his hanner.

If forca must be used, so shall it be. However, 7 is much more pleasant —and ramunerative — to form these

honds with trade.

SCRIBE'S NOTE: BUY LOW. SELL HIGH

& clever gavernor is supportive of the needs of his or her frading
partners. Importing resources from one at a low price, then
re-exporting them to another at a high price will support your
city's treasury most excellently.

Open Trade Routes from the Empire Level
map. The Empire Level allows you to
trada with other provincas, both Roman
and Tareign, o acquire commodities your
city doesn't produce and to se!l goods your

_ ¢ty has in abundance. The Empirz Level is the only sourca for the exatic goods desired by
Patricians. From tha City Level, click the Empire Level Buttan just below the Mini Map cn
the Contral Panel to go to the Empire Level. To open trade with a province on the Empire
_eve/, click on the province on the map. In the panel in the upper right, vou will see
infermation about what goods this province buys nd sells, whether it tradas by land

or sea and the cost to open the route. Glick the different
provinces to see which resources each city is willing to buy
and sell, as well as the quantity of each that they are willing
to trade over the course of a year, Select the provinea you wish
to open 2 trade route with and click the Open Button on the
Empirz Level Control Panel. Click “Open Route” 1o pay the cost
and apen the raute. Select your city and note that the trade
route you just opened is now portrayed on the Empire Level.
Trade routes are usually expensive to open, but well worth it
when rara hut necassary resources are only available by import or when treasury funds can e signifizantly
increased by exporting surplus resaurces. In fact, exporting rasources is imperative for city income in the early
stages of a new colony. in individua! trade route may allow up Lo six resources to be traded over it: three imported
and three exported. The cost ¢f importing a resource and the price you can get from sxporting it may vary over the
course of an assignment, depending upon where your city is located. Chack with the Resource Advisor o see import
costs and export prices. Regu/ate tha valume of imports and exports through orders to your Trace Depots and Ports
and with the Resource Aovisor.

Trade Depots and Ports

After you've cozned a trade route, you will nesd to build a correspond ing Trade Depot o Port, Trade Depots nd

Trade Ports are twa variants of the same building. Foreign traders stop nere to ourchase and pick up resources your

city is 2sporting and to sell and deposit the resources your city is importing. Trade Dzpots ara used by traders who
TR g = carry their geods over land by caravan, while Trade Ports are visited by

fl treders who carry wares by boat. Both Depots and Ports can be built anly

il after the frade route that corresponas to them has been openad on the

Empire Levzl.
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To nlace the Trade Depot or Trade Fort for a newly opened trade route, click the Markets and Storage Menu Button
and then the Build Button for the Dapot or Port that corresponds with the trade route you've just opened. Held the
cursor over the leoation where you want to place the building anc click again. Trade Ports must be built on the
shareling of navigable watenways. When buiding them, use the r key to rotate the building so that its dock is

over the water bafore tving to place it,

Bath Trade Depots and Parts emalay plabs and must be adjzcent to
cify roacs to get workars and to 2llow cart pushers both to bring in
resources 2nd retrieve imported resources from them.

Give Trade Depets and Ports arders to help regulate the flow of
imported or exported goods. To give a Trace Depot or Trade Part
orders, you must first selact it and hen click the Orders Button on
its Selectad Cojact Panzl. Your Trade bui'ding will not start trading
until vou place your first orcler. Note that thare is an Not Buying or Not Selling Button naxt to each of the resources
being imported or exported. Clicking the button toggles the orders to Buying or Selling respectively. When a Trade
Depat or Trace Port has been orderad not to sell a resource, workers from other city bul'dings that can make use of
it will remove that rasource from the Trade Depot or Trade Port’s inventory,

Tothe right of the buttons that determing importing and exporting status fora
resource is the Inventory Control Slider Bar. Slide the button on the bar to the
right to increase the quantity cap on the resource the depot or port will accept
from a trader’s shipment, if imported, or that its workers will attempt to maintain,
if exporting.

The same mothiballing rules apply. Mothball a Trace Depat or Trade Port by clicking the Mothba!Vnaslz Toggle
Butten on its Salacted Coject Panel. A mothballzd Depot or Port won't send out workers o refrieve the goods it
exports, nor will it accept imported goods from traders, Traders will continue to pick up resources from & mothballed
Trade Depot.

CITY SERVICES

Your sitizans require mare than food and shelter if they are to have a chance at eading oroductive, healthy and
content [ives. Madern Roman fouseholds benefit from access to haalthcare, education, enterta nment, religion and
justica. As a progressive city olanner, ensure the welfare and happiness of your citizens by providing them these
civilizing oppartunities, These services are furnished at specialized Tacilities and are staffed by Equites. Househeld
access 1o spacific service Tacilities and the cverall service access each house enjoys contribute to a number of
important bonuses and Ratings.

Servica accass works differently in Caesar IV than some might expect. 1T citizens 2zl they live close enough to a
service building to adecuatey receive its servica wnenever they desira, their house will be counted &s having access
to the provided service. The fewer employeas a service building has, the closer a homa has to be to the building to
consicer the service as providad. People use roads to gat sarvices, so praximity via road is teir deciding factor,
In most cases, ezch of tha different facilites within a service fulfills a specific nousehold need. When different
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facility types serve the same need, they vary in other respects such as size, cost, staffing numbers end access
range. Al citizens, fram pleb to Patrcian, berefit in some way from access to services. For example, citizans
with hetter access go about their activities more quickly than their less forlunate peers; improved household
access to servica facilities accelerates the movement speed of its members and thus ncreases the sfficiency
of zity operations.

Yillas require access to certain service facilizies before they can evolve and incrazse their property values. Without
such access, Villas cannat fully improve. Villa property value and guality go hané in hand, as one increases or
decreases, so too does the other. Increased Villa property values lead to ncreased revenue from property taxes and
play  significant ralz in the calculetion of the Prosparity Rating. Your Patricians shall demand the greatest variety
and excellence of city services. You wil' find that their Villas will not evolve to the highest levels without aguivalently
high levels of every service,

Some of the Advisors provide important reports relating to household service access. They provids details on service
facilities, a measure of citywide heuseho'd access for each savice facility type and related problams and honuses.
Use the different service Overlays for a fitered view of service facilities, households that nave access to services
and places where naw households cen be built and receive the service,

Justice

Villas require access to justice facilities before their property valuas can
increase into the upper levels. Vithout such access, Villas cannot improve
completaly. In particular, Patricians expact justice facilities to be naarky,
fulfilling their need for desirable, civilizad city culture. Increased Villa
progarty values |ead to increased revenue from praperty taves and play

a significant role in the calculation of the Prosperity Rating.

Justice facilities include the Governor’s residences (Villa, Mansion and Estate), Forum and Basilica. Each of the

Forum's four flags represents a different Rating; the height they are flying indicates that Rating's current level.

The number of unemployec plebs end Ecuites sitting around the Forum's periphery increases and decreases as the
s nempoyment rate for plebs and Equites rises and falls. Tha Basilica must be visitec

by Magistrates trained in the Governor's ras danca to provide hausehold access. The

Forum and Basilica must be adjacent to reads Lo get workers and provide household

| access, Tnzse roads will also provide access to the Governor's residence, so

| Magistrates can get Lo work.

To build a Farum, Basilica or Governor's resicence, click on the Government Menu

Buttan an the Contro! Panel and then the Build Butten for the building you wish to

place. Use the Law Overlays to view justics feelitias, justice facility range,

j any ralated problems and justice facilty accass for all current and

prasnzctive househeld locations in the city, Justice, low crima levels

| and proper covarage and effectiveness of Prafects and Fortifications -
especially walls laced around key areas of high desirab /ity — 2l

contribute to an incraase in your city's Security Rating
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Education
Besides directly securing your city'’s safaty with Prefects and fortifications, the
enlightaned governor understands that by improving educational opportunities, the
citizanry will be elevated intzllactually and will have less reason to resort to crime.
Build Schools and Libraries to reduce crime and increase the Culture Rating and
villa property taxes.

Citywide household access to educational facilities plays an important role

in driving the city's Culture Rating. Zducational facilities include Schools

and Libraries, which are staffed by Equites and must he adjacent to roads
to get workers and provide

| household service.

To build Scheols and Libraries, elick on the Education Menu
Button on tha Control Panel and then the Build Button for the

= - building you wish to place. Consult with the Education Advisar
for reparts on aducatioral facilities, citywide coverage and related bonuses. Use the Education Overlays
to view educational zcilities, househa'ds that have zccess to education servicas and olaces in your city
whera new households can be buill to receive education,

Religion
A pious population, humboly serving the gods of Rome, will by extension better serve tha needs of the city as you
see fit. Of course, the tample priests will insist it is the favar of the five
gods - Jupiter, Mars, Mercury, Cerss and Bacchus — that allows your citizens |88
to reap the blessings of the devout. It may not be your role as governor t '
determine the truth of thess teachings, but it certainty is true that a variety
of signifizant benefits can occur when a sufficient percentage of households
nave access to religious facilities for ane or more of the five gods.

As usual, Villas require access to religious facilities (among ather things)
before they can evalve and their property values increase, adding to pronety B

ta revenue and elevaling your Prosperity Rating. & high Cultura Rating relies on many hauszhalds of all
social classes having acress to religious facilities.

Religious facilities include Temples and Shrines. Temples are larger and costlier to uild and operate, but are more
efficient 'n the long run, as they can provid access fo more homes for the same cost as multiple Shrines. There is
a Temple and Shrine for each of the five gods. They are staffed by Equites end must be adjacent to roads to get
workers and provide household access

To bui'd Temples and Shrines, click on the Religicr Menu Butten on the Control Panal and then the Build Button for
y the Temple or Shrine you wish to place. The construction of a Temple requires a quantity of marble.

| Consult with the Re/ gion Advisor for reports on Temples and Shrines, citywice coverage and related

| bonuses and probiems. Use the Religion Guerlays to view religious facilities, religious facility renge,

" any related problams anc cumulative religious facility access for all househald locatians in the city
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When a sufficient number of households
have accass fo the Temples or Shrines
dedicated to a pa-ticular god, bonuses
and benevolences specific to that god ars
bestowed upon the city. Three levels of
Bonuses are possible from each god,

SCRIBE'S NOTE: JUPITER'S WRATH

Jupiter is a jealous god. If other gods are more heavily worshiped
than he, the father of all gods may smite down your city buildings in
his anger. Provide for his worship with Shrines, Temples and
Festivals, and he may smite your city's criminals instead.

which can result in anything from an
increase in tax revenue to increased resource or finished goods production rates to enhancing vour soldiers' fighting
zhility. Check the in-geme help for mora details. The two gods whosa Temples and Shrings provide service to the

| highest percantage of households in the city may also randamly grant the city a Lesser cr Graater Benewalence.
This can make a great impact on your cify's circumstances, as piety is riznly rewarded oy the gods.

| Entertainment
Lif2 in tha city can be stressful, with many chances for your papulation’s confiderce in your leadership to dwindle,
Increase citywide happiness by providing entertainment
2nd amusements to gladden the heart. Lavish
year-round entertainment will have people from every
corner of the Empire eager to come visit, hopefully to
settle. Average househole access to entertainmant
serv.ces, along with class-based unhappiness &
happiness, has a significant influence on the
immigration rate for the three social classes, Good
access to entertainment services increases the
immigratian rate whils poor entartainment nptions wil
certainly decreasz it, especially as expectations for
excellent entertainment grow with the size of your city.

Villas in particular, require acezss to e widest vanety of enlertaimment
facilities you can pravide before they can evclve to their highest lzvels,
Citywide housenold access to enterfainment fzcilities plays an imporzant role
in driving the city’s Culture Rating. Entertainment facilities include Odeums,
Theaters, Arenas, Coliseums and the Circus. Corsult with the
Entertainment Advisor for reports on entertainment facilitizs, cilywide
coverage and related bonusas or problems. Remember to use the
Entertainment Overlays to view additional information on entertainment
facilities and their service access range.

Guilds arz specialized training facilities for Theater, Arena, Coliseurn and Circus performers, They periodically
send their graduates o parform shows at these entertaimment facilities in order to provide households within
range of the venuz with entertainment. Some guilds require a stock of certain resources ta train and dispatch
entertainers, Guilds employ Equites and must be adjacent to roads to get warkers and to retrieve goocs from

Farms, Granaries, Factories, Warehouses, Trade Depots and Ports.
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Actur Guilds train actors who perform in theaters. Gladiatar Guilds train gladiaters who perform in arenzs and

coliseums. They require a stock of weapans to train and send out gladiators. Trainer
| Guilds train animals who perform in colissums. Thay raquire & stock of maat to train and
send out their beasts. Charioteer Guilds train charioteers who
t perform in Circuses, They require a stock of timber % train and send
out charotears. The Circus is the pinnacle of rousing Roman
d spectacle. Due to its tremendous capacity, a staffed circus provides

access to svery nousshold in the city, and only ona can ha built.

To build Guilds, ¢/ick an the Entertainment Menu Button on the Control Panel and then the Build
Button for the Guild you wish o nlace.

Healthcare
Life in the colonies is fillad with dangers, not just from Lerbaric hordes, but
from Nature hn sclf Safeguard vour cmzenc by Jrcwdmg access (o the
§ : improved cuality of

Fygiene and
{ medical treatment
that nzaltheare
facilities aliow,
d Household access
{10 hygiene facilities
| helns prevant outhreaks of disease, susceptibility to
citywide hezlth crises and the spreacing of infectious
tiseases that may have stricken neighboring households.
Citywide coverage by hygiene facilities has an influence on
whetner many types of health crises happen at all. Disease
prevention is also influenced by househeld nutrition. Access to treatment facilities increases the likelihood that
households survive the health crises that do affect them.

Health service access is provided by two Types of facilities: hygicne
and treatment, Hygiene facilities include Barbershops 2nd
Bathhouses, and treatment facilities are Clinics and Hospitals,
All ara staffed by Equites and must be adjacent to roads to pet
workers and provide housenold access.

To build healthcare buildings, click on the Healthcare Menu Button on the Control Panel and than the Build Button
for the building you wish to place, Note that Bath Houses must be placed near working Resarvoirs to get the clean
water they require for operation. Consult with the City Haalth Advisor for reports on hygiene and
treatment facilities, citywide coverage and related nanefits and problems. Usa the Health Cverlays o
view healtncare facilities, healthcare facility range, any related problems and hygiens and treatment
access for all current and prosnaciive househeld lecations in the city.
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GOVERNMENT

Caesar has placed great faith in you to safeguard the bounty of the land, guiding it fram the earth 1o a more
finished form as a shepherd guidzs his flock from pasture to pen. Insure that its development moves directly into
your city's coffers, for your own good 2s wel as the good of the Empire. If vour treasury is healthy, you will have
opportunities to increase your favor with Rome. If you squander the wealth Caesar has entrusted you with,

beware the consequences, You might find the shepherd has become the lamb—fed to tigars in the coliseunt.

Treasury & Wages

Acity's Treasury is thz primary source of funds governors have at their
dispesal to cover the many expenses a city incurs. Expressad in denarii, the
current Tregsury total is displayed on the Control Panel, just below the
huttons for the Advisars and tha Empire Level. Perhaps vour most crucial
role as governor is o insure a steady balance of funds in your Treasury. As 21l building axpansas and worker wages
come directly from the treasury, you will find that it ¢rains rapidly unless you sxploit all petential sources of income,
from trade to taxation. Goverr wisely, as wagas and salaries greatly affect your citizens’ mood. High wages create
happiness in Plebeian and Equite households. Low wages will bring unhappiness to a class zcross all households.
This will ava more or less of an effect an ind vidual households depending on what other unhappiness they may be
suffering frem. Ore of these cther sourcas of unhappiness cauld quite possibly become the rate at which you will be
abligec to set ity taxas to keep your treasury solvent, Ona challenge as goverror will be to find 2 perfect balance of
taxation and salary so that your citizens will stay happy while vour city funcs remain stable. Heed that the treasury
does not slip into the regative for long. This could cast Czesar’s anger upan you and potentially lose you your
assigrment. An empty treastry is proof 2nough to Caesar that you are unfit for your post, if you cannot find a

way to quickly divert his ire.

Visit the Finzneas Advisor to sae a breakdown of 211 income and expenses for both the previcus year and the current
yzar to date. The Finances Advisor also imolaments your orders to change the property tax or sales tax rates,

Taxation

Taxation is & fact of life in the city for all, from humble Plebeian to grand Patrician, As Goverrer, you must set taxes
to offset city expen'ies The first source of tax income in even a small settlemant is the sales tex. Every citizen pays
| a sales tax on all purchases from the markets. Markets must
02 regularly assessed by tax collectors, or the sales taxes they
zanerate will not be collzcted. Szles taxis collected manthly,
Visit the Finances Advisor to see the current sales tax rate and
o orcer any changes to it. The largar your city, the more sales
tax will accumulate as the growing population shops for 2
greatar variety of wares. Sales tax is paid on evary transaction,
50 encourage your citizens to spend at the local markets. All

{ citizens become unfiappy when the sales tax rate is high.
However, having a wide variety of household goods to chaose
from can incrzase public happiness in turn. A judicious

| governor thus inspiras the papulace to take pride in the

retail fulfillment of its civic cuty.
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You havs provided your Patricians with SCRIBE'S NOTE: TAXES & WAGES

evary service and household nead they Lowering wages by 1-2% and increasing taxes by the same amount
have desired for their hapoiness. Pleasing | can lead to large denarii savings with comparatively little negative
Patricians will encourazs them to impact to your population’s happiness. Comparatively positive
diligantly pay thair monthly assessad impact to your favor with Rome is well on its way.

property tax. Tha higher leva! of evolution
their Villzs have reached, the larger the amount of prooerty tax that will be owed. At the highast levels of evoluzion,
these taxes will make 2 substantial impact on your treasury, so it is always advisable o give your Patricians all thay
expect. Yisit the Finance Advisor to view property tax statistics and set the curent level of property tax, Fatricians
are a picky lot and may refuse to pay their fair share of proarly tax f they are moderately unheppy, so oroviding
them with all tha pleasures of Roman civilization servas a double purposa. Of caurse, only the Patrician meed is
affected by high property taxes, but, in all faimess, Palricians are alsa the cny class untroubled by the petty wage
and salary concems of tha working classes. A governor's work ' never finished whan appeasing the citizens while
augmenting tha treasury,

Hire city Tax Collectors o assess Markets for sales taxes and Vil'as for property taves. Tax Offices employ Equ tes
and must be adjacent to roads to get workers. When a tax colleclor reaches a market or villa or his patrol, he will
assess the avolution level of the villa or the sales volume of the market. The assessment is good for a time, but the
tan collector has to eventually return to reassess the property or market. If the time between assessments is too
long, the building steadily pays less tax until it finzl'y stans paying anything at zll.

IMake sure that all yaur markets and villas are accessible by road so that the tax collectors will ba akle o pay them
their regular collection visits efficiently. Use the Potential Taxes Querlay in the Commer:a Overlay menu to view a
color-codec map of how much tax revenue each Merkat and Villa has the potential to provide. Use the Tax Collection
QOverlay in the Commerce Overlay menu to see a color-coced indication of whether individual Markets or Villas have
been properly assessed by tax collectors, Both ovarlays alsa show all tax collectors and their offices, Taxas are
collected menthly, based on the total due from the villz or markat and how recantly it was ast assassed. With a

fight networs of tax collection offices, the capadlz govarnor insures the most accurate level of taxation across the city.

Festivals

Taration can become ar unpleasant subject in your cify for Plebeian and Patrician alike, causing unhapniness to
rise. Other issues such 25 low morale amongst your cohorts, low treasury funcs or even angar from Jupiter himself
can be temporarily alleviated hy declaring a lavish Festival for your city. Each of the five festivals is dedicated o a
different god and has different costs and benefits—check the in-game halp for more datails on each. Fastival
costs vary In accordance with the number of citizens currently living in the city. Afler a festval has been held, a
certain amount of time must pass before that same festival can be helc again. The Imperial Acvisor is ready to
update you with all the information you will nead to plan your next festival. & careful balancing of lestivals, religious
worship and entertainment schadules in your city's theaters and arenas can provice a constant stream of blessings
and distractions for the masses — and a more peaceful term in office for you.

Player Salary & Personal Savings

As Govarner, you ars antitlec to draw a menthly salary from the city fraasury in proportion ta your rank in the ayes

of Rome. The danarii you a'lot to comoansate your xtraord nary civic efforts are deposited inte a private savings
account. ¥ou can draw upen your personzl wealth 7o provide generous manetary donations to your city's

treasury or to send gifls to Rome to baost your Favor Rating with Caesar in 2 mora direct fashion, 29
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Towers

Governors are entrusted with the power to increase or lower their szlaries as they see fit, out understand that taking
a salary higher than you are entitled to by your current rany may come &t a cost to Favor, Governors who choose to
take salaries lowar than their due mey find such seiflass leadership goes unnoticed by Rome, Still, you may want to
reduce your salary for a time if your city's finances are ailing. Visit the Imperial Advisor to view your current rank
and monthly salary, raise or lower your salary, see your savings, send gifts to Rome or bestow a gitt to the city’s
treasury. In Campaign play, the Governor's savings camy over from cre assignment to the next.

The player can send gifts to Rome by spending maney fram persanal savings. When expenses drain a city's fraasury
to perilausly low levels, & timely Gift to the City of a portion of your personal savings can sometimes buy the time
that’s neaded for income ta become sufficiently robust. Similarly, when unfartunate circumstances or errers in
governance lower the favor with which you are viewsd by Cassar, Gfts to Reme may occasionally buy you the
goadwill that you wers unable to 2arn. Caeser prafers a govamnor who is humble and thrifty, but who knows

how to sing the praises of the Empire in gilded lones when need he,

MILITARY ACTIVITY

Caesaris a friend to all and greatly esteems the ecoromic alliances between his governors and their trading
partners abroac. However, uncouth barbarians, unable to appraciate the advantages Roman friendship brings, will
not be tolerated. If you cannot do businass with this rabble or bribe tam into taking their hostility elsewhere, the
harbarian horde will have to be put down. Especially when selecting a military assignment during your

carger, you will nave to strengthen your city with manpowsr and brck and mortar alike to insure your city's
continued security,

Fortifications

On the City Level, the playar builds walls, towers and gatehouses. Same parts of the uncivilized world are still
quite hostile 7o the Roman way of life and threaten our interests through force of arms when and whers they can.
Accorcingly, most prudent governors accept the necessary expense of raising and keeping an army on the outskiris
of their city to punish raiders, fend off more serious asgaults, attack enemy forces in distant lands or 2id friendly
cities when called upon by Rome to o so.

An additional and relaed expense must ke allotted for fortifying the most valuable parts of the city. Fortifications
thwart raiders, slow more capzble foes and instill Patriciars and Equites with the confidence they need to fully
improve their homes, Protecting the city with fortificaticns also raises the Sacurity Rating, which may be necessary
to complete the assignment.

Walls

Walls stop cavalry and slow the passage of other enemies. Build Walls by
left-clicking the Wall Build Button. Then left-click the location where tha wall
will start and hald down the left mouse button while dragging the mouse fo the
lecation where the wall will end. Strengthen existing walls by adding additional
layers. Walls near staffed towers are patrolled by guards. Since your traops
neec room to manzuver near them, walls cannot be placed directly adjacent to other buildings. Also, placing walls
around residential areas will improve the city’s Security Rating and the desirability of the naighbaorhand

they surround.
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Towers make walls more formidable barriers against the enemies that besiege them through the hallista mountad on
z heir battlaments and the zuards they sand to patrol rezry walls,

owers can only b2 built on 2xisting walls, Build fowers by left-clicking

| tha Tower Build Button, holding the cursor cver wa!'s on the intznded

S8 location znd left-clicking 2gain, Towers employ plebs and must be

adjacent fo roads to get workers. Staffed towers fire bolts from nallista

at enemies and send guards to patrol nearby walls.

Gatehouses
Gatehauses allaw citizens, traders and friendly soldiers passage through walls but lock out enemy soldiers. Build
gatehouses by left-clicking the Gatehouse Build Button, holding the cursor over the area of wall where the gatehouse

will be placed, clicking the r key to rotate the gatehouse so its opening
will allow passage through the wall and then left-clicking again.
Gatehouses are statfed by plebs and must be adjacent to city roads to
et workers. Staffed gatehouses will attack enemies that come within
their range. Staffed lowers and gatehouses spawn wall guards,

who patrol walls contiguous to their home and attzch enemies with
handheld missile weapons. Whether against sma!l raiding parties or
larger armies entering the city, the defendars of your city's
fortifications will respond automatically.

Military Buildings

Forts )

Forts orovide soldiers with a place to live and to form tha coharts in which they serve. Fewever, they should not

be considered homes in the ordinary sense, as they da not need to be ad zcent to ads and are 2'most entiraly
salf-sufficient. Aside fram a reliable source of food and &rms for the Mess Hall and Recruitment Post, respectively,
the solciers within & fort nead nothing from the city and derive no benefit from any of its goods or services.

The four types of Forts — Heavy Infantry, Light Irfantry, Cavalry
Auilia and Missile Auxilia — cormespord to the type of soldier they
house, All four fart types accommodatz 2 single cohorl of up 1o
twenty soldiers who zre recruitad to them from cutside the city, New
soldiers can only join a cohort | there are vacancies and the troops
are properly supplied with food. The fort must also be stocked with
food, and the Recruizment Post must have stocks of weapans and,
when necessary, armar. Saldiers will not immigratz ta

mothballed forts.

The soldiers of a cohort whose fort is destroyed by enerny unils will continue to fight while the enemy is on city lands.
When the battle is over, thase soldiers will subsequently tale up residence in 2 new fort of the same type, proviced
one is available beforz their morale is completaly undarmined by lack of tood. Cohorts with very low more'e will dasert
your city, Laking their weapons and armor with them. The cohort of a fort destroyed by the Governor will depart fram
the city immediately, also taking their weapons and armor.
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| Build forts by selecting the Military Build Button Menu, selzating the Build Butzon for the type of fort
that is needed and lefi-clicking on the area where it is to be built. To see the number of sclciers ina

il “rt’s cohart and its supply of food, szlect the fort and view its Selected Object Panel.

Recruitment Posts
Isewly recruited soldiers requisition weapons and armor at the Recruitment Post before moving inta their forts.
Recruitmant Posts must have a ready supoly of necessary weapans and armor
or nzw recruits will not come to the city, Light Infantry and Missile Auxiliz
require only Vieapans, while Heavy Infantry and Cavalry Auxilia need weapans
and armor. Recruitment Posts are staffed by plebs and must be adjacent lo
roads so their werkars can assemble supplies of weapons and armer from
Factorias, Warehouses, Trade Depots and Trade Parts. To see the number of
weapons and armor 2 Recruitment Post has in stock, select it and |ook at its
Selected Ohject Panel.

Mess Halls

Mess Halls are used to store and arepare food for your hungry saldiers. Mess
Falls are staffed by plebs and must be adjacent to roads so their cart pushers
can retrieve food from Farms, Granaries, Trade Depots and Trade Ports. This
foud s used Lo keep up the morale of your ccharts, so be ready for manly
appatites and a large volume of rasource use. To see the amount of food a Mess
Rall has in stock, select it and [0k at i7s Selected Object Panel.

Drill Yard

Drill Yards arz used to raise and train cohorts to defend the city and, if you wish 7, to serve Rome's intarests in
oreign lands. Recruits are toughened vp in Drill Yards, increasing their
effectiveness before being sent out to hattle. Select a cohort and press
the Train button to get the cofort to go to the drill yard znd train. Drill
Yards are staffed by knowledgeable Equites.

Soldiers

In the dangerous lands you ara to govern, the first arder of busingss is attracting Soldiers to ight for your province.
Mew stldiers and replacements are recruited to forts from outside the city when any existing cohorts with vacancies
are in their forts, the forts have a supply of food, and a Recruitment Post has a supply of weapans for [ight infartry
and missile auxiliary cohorts or weapons and armor for heavy infantry and cavalry auxiliary cohorts. Recruits 2nd
replacaments are not recruited for mothballed forts.

Types of Soldiers

Heavy Infantry legionary require both weapans and armor. Their forts are larger and more expersive than those of
their Light Infantry counterparts, aut thay do more damage and can take more punishment.

Light Infantry legionary raquirz weapons bus do not need armor, Their forts cost less than those of Heavy Infantry,
but they also do lass damage and can take less punishment.

Gavalry Auxilia require both weapans and armer, Their forts are very expensive. They have the acvantage of
additional mobility but do not defand as well &5 Heawy Infantry.
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Missile Auxilia raguire cnly weapons. Their forts are inexpensive, and thei- bows allow them to attzck targets at a
distance. However, they are at & disadvantage in close combat,

Training, Experience and Morale

Introcuce your cily's eager new recruits 1o e wisdom of rigorous Remen military discipline. 8l types of cohorts
bezome stronger as they gain experience in Drill Yards, After an initial course of drilling, they become “Trained.
With 2n additional raining period, they will se classed as “Expert.” All types of cohorts became mere profcient at
killing and sturdier in their morale through the experience they gain in battlz. Cohorts that have fought in ane or
fawar battles ara referred to as “Regular” troops. Those that have fougnt in two or mors battles, whether in the city
or fighting distant foes, are “Seasoned.” Cohorts that are both xpert and Seasoned are consicered "Elite.”

A cohort's morale affects both s willingness and ability to kill. Morale goes up when cohorts are eating regulary
and are in their forts, provided there 2re no invasions underway. Moralz goes down when a cohort takes casualties
and when they go without eating, As a cohort's morale declines, its members become increasingly inapt at inflicting
damazge on tha enemy. The lower morale gets, the greater the Lkelihood of @ refusal t fight or even deserbons.

To see a cohort's current level of training. experience and morale, select the cohort and look at the Selectec Dbject
Pangl. Vsit the Legion Adviser to see troop levels and food stocks in forts and to monitor threats.

For more information on commanding your cohorts in battle and setting battle formations, please rafer to the
in-game heln, As a leader of legions as well as an architect of civilization, your name will be rerdwn throughout
the Empire, Good luck, Governcr — one day may we bow to you as Caesar, commander of zll Rome.
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CAESAR IV ONLINE

You can choose to play Caesar [V competitivaly anline by selecting “Caesar IV Onling” from the Main Menu.

You will be takian to a screen where you must log in or create an account, There is also a button to view the Caesar

IV Online site. To create an account, click on the “New Account™ button to open the registration page. Once you have
an accourt, simply enter your username and password to log in. When Iogzed in, you will be taken o a meny where
you can choose either “Caesar’s Challenge™ or “The Empire.”

Caesar's Challenge

This is the competitive side of Caesar IV Onlinz. Here you will see a list of scznarios for the current season, While
playing & scenario, you are hooked into the Caesar IV Online database, and your results are autematically saved
and compared to those of other players. Your current ranking in ralation o those of other alayars can be viewed oy
clicking the “+" button on the Status Bar located at the bottom of the screen (not oresent for all scenario types).
A rznkings panel will be displayed with the current top 10 govaraors, as well as your ranking and the nearsst 6
governors {if you're not in the op 10). Full rankings and details of the current szason and past sezscns can be
vizwed o1 the Caesar IV Onlinz site. The ultimate goal of Caesar's Challenge is to be a winning governar of 2
seenario during the current season.

The Empire

The Empire is the persistent sice of Caesar IV Cnline, where you can build up and contirually improve upon your
awn personal province. You do so by playing the listed scenarios and then uploading them, which can be done via
the win scrazn or scenario overview screen, Your pravince and its cities are listed on the Caesar IV Online site,
where you can also see the orovinces of everyone else participating in The Empire. The more scenarios you play and
uploac, the lzrger your province becomes! See how close to perfection you can gel with each scenzrio anc become
a oo governor of The Empirz.

THE SCENARIO EDITOR

Design your own Scenario maps with the Scenario Editor. Enter the editor from the Main Menu by selecting Tools,
From here you can create & new scenario or edit existing scenarios. Custom scenarios &e saved o the Scenarios
subfaldar in your Caesar IV folder. The editor is 2 powerful tool that allows you to adjust every facet of a campaign
map, from lerain, to ratings goals to enemy invasions. Note: The editor is unsuoporten.
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CUSTOMER SUPPORT

If you purchased this game via downloac, you will need to contact technical support at tha website you purchased
the game from for all installation, purchase, download issues and refunds.

VU Games Gustomer Support can be reached
in the following ways:

TECHNICAL SUPPORT
Phone: (800) 630-0811
10:00am-8:00pm, M-F (EST)

CUSTOMER SERVICE
Phone: (800) 757-7707
10:00am-8:00pm, M-F (EST)

ONLINE SUPPORT
http:/fsupport.yugames.com

MAIL

YU Games

4247 South Minnewawa Avenue
Fresno, CA 93725

An Important Note Regarding Graphics and Having the Best Possible Experience:

Caesar |V uses some of the most zdvanced rendering techniguas available today for special effects and to achieve
raal-time performance for a great game-playing exparience. The game was largely developed and testad an
NYIDIA® GeForce® FX. 6 Series and 7 Series graphics cards, and the intended asperiance can be more fully

realized on NVIDIA GeForce 7 Series graphics hardware. On a GeForce 6800 or belter, you will 2e able o turn

on all of the KVIDIA snacial effect features at highar resolutions in the game.
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LICENSE AGREEMENT

YOU SHOULD CAREFULLY READ THE FOLLOWING END USER LICENSE AGREEMENT
BEFORE INSTALLING THIS SOFTWARE PROGRAM. BY INSTALLING,

COPYING, OR OTHERWISE USING THE SOFTWARE PROGRAM, YOU AGREE TO BE
BOUND BY THE TERMS OF THIS AGREEMENT. IF YOU DO NOT AGREE TO THE
TERMS OF THIS AGREEMENT, PROMPTLY RETURN THE UNUSED SOFTWARE
PROGRAM TO THE PLACE OF PURCHASE OR CONTACT SIERRA ENTERTAINMENT'S
CUSTOMER SERVICE AT (800) 757-7707 FOR A FULL REFUND OF THE PURCHASE
PRICE WITHIN 30 DAYS OF THE ORIGINAL PURCHASE.

This software program and ary fles thet are provided by Sierra Entzrtainmant, Inc., ta you by on-ling transm ssion

or otherwise to ‘patch,’ 'update,’ or modify the software program, inclusive of “New Materials” as cefined in Section 1
below, as well as any printed materiale, an-line or electronic dosumentation, and any and all copies and derivative
warks of such software program and materials (collectivaly, the “Program”) are the copyrighted work of Sierra
Entertainment, Inc. and/ar, its licansars, licenseas and suppliers (collectively referred to harein as “Licensar”). All
use of the Program is governed fy the terms of the End User License Agraement which is provided below [‘License
Agreement”). The Program is solely for use by end users according to the terms of the License Agreement, Any

use, reproduction or recistribution of the Program not in accordance with the terms of the License Agreement is
gxprassly prohibited.

END USER LICENSE AGREEMENT

1. Limited Use License. Li rhereby grants, and by instaliing the Program you thereby accept, alimited, nen-exclu
siva license and right to install and use one (1) copy of the Program for your use on a home, business or porable
computer. In addition, The Program has a multi-plaver capability that allows users to ulilize the Program over the
Internet via a gaming network designated by Licensor (an “Cn-line Provider"). Use of the Pragram over the Internet
may be subject to your aceaptance of the On-Line Provider's Terms of Lsa Agrezment, which may be upcated or
modifisd at amy tme. The Program may also contain a Gampaign Ecitor {the 'Ed'tor) that allows vou 1o create cus-
tom levels or other materials for your persanal use in connection with the Program {New Materials®). Al use of the
Editor or any Mew Materials is subject to this License Agreement. The Program is licensed, not sold. Your lcense
confers no fitle ar cwnershig in the Program.

2. Owmership. Al title, ownersnip rights and intellectual property rights in and to the Program and any and all copies
thereof (including out not limited 1o any titles, computer code, themes, objects, characters, character names, sto-

rieg, dialog, catch phrases, locations, concepls, artwork, animations, sounds, musical compositions, audio-visual
effects, methods of cpzration, moral rights, any releted cocumentation, and 'applets' incorporated into the Program)
are owned by Licensor or its licensors, The Pragram (s protected by the copyright laws of the United States, inter-
national copyrignt trazties and corventions and alher lzws. Al rgnls are reserved. The Program conlains cerlain
licansad materials and Licensor's licensors may pratect their rights in the event of any violation of this Agresment.
The Program may access websies awned, controllzd by, or operated by licensec affiliates of Licensar, and recaive
patches anddor updates 0 the Pregram from these websites. All patchas, upcates or other downloadaols material
used by, or incorperated into, the Program are the copyrighted aropery of Licensor, who reserves all rights thare-
in, and shall be gevernad by the terms and conditions of this Agraement,

3. Responsibilities of End User.

A4, Subjsct to the Grant of Licanse herginabove, you may not, in whole ar in part, capy, photocopy. reproduce,
translate, reverse engineer, derive source code, modify, disassemble, dacompile, create derivative works based
an the Program, or remove any proprietary notizes or labels on the Program without the prior consent, in
writing, of Licensor

B. The Program is licensed to you as a single product. Its component parts may nol be separated for use on more
than one computer.
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G. You are entitled to usa the Program for vour own Use, but you ara not entitied to:

{1} sall, grart a security intergst in or transfer reproductions of the Program fo other parties in any way, nar to
rent, |2zz2 or license the Program to others without the prior written consert of Licansor.

(i}  exploit the Program or any of its parts for any commercial purpose including, but not limited to, use at a oyber
café, computer paming center or any other location-based site. Licensor may offer a saparate Site Licansa
Agreament to permit you to make the Program available for commercial use; contast Licansor for details;

(i) use or allow third parties to use New Materials for any commercial purpose, including, but not limited to
distriaution of such Naw Materials on a stand-alore basis, and/or packaged with other softwars or hardware
through any and &l distrioution channels, including, but not imited o, retail saes and cn-line electronic
distrinution, without the exprass written censent of Licensor;
host or provide matchmaking services for the Program or emulate or redirect the communication protoccls
used by Licensor in the network feature of the Frogram, through protocol emulation, tunneling, medifying or
adeing componants to tha Program, use of a utility program or any other tachniques now known or hereafter
ceveloped, for any purpese Including, but not limited to network play over the Intarnet, network play utilizing
cemmercial or non-commersial gaming networks or s part of content aggragation networks without the prior
writen consent of Licensor;

(v} create or maintain, under any circumstance, morg than one simultaneous connection to any hosting service
utilized for en-line play. All such connections, whether created by the Program or by othar toals anc utiites, may
only he made through methads and maans exprassly approved by Licensor, Under no circumstances may vou
cennact, or creats tools that zllow you to connect to either Licensor's, or an On-Line Providar's, private binary
irterface or interfaces other than those explicity provided by Licenscr, or an On-Ling Provider, for public usa.

(i'u'

Program Transfer. You may permanent'y transfer all of your rights under this License Agreement, provided the
recipiant aqress to the tarms of this License Agreement and you agree o remove tha Program and any New Materiag
from your home, business or portable computer.

Termination, This License Agreemant is effective until terminated. You may terminate the License Agreement at any
time oy destroving the Program and any Mew Materials. Lcensor may, ab its discretion, terminate this License
Agrzement in tha event that you fail to comply with the terms and conditions contained hérein. In such event, you
must immediately destroy the Program and any New Malerials.

Bxport Gontrols. The Program may not be re-exported, downloaded or otherwise exported into {or to 2 national or
resirlent ofp any country to whizn the 118, has emhargoad gonds, or to anyane on the U.S. Treasury Dapartmants
list of Specially Dasignated Mationals or the U.S. Commerce Department's Teble of Denial Crders. By installing the
Program, you are agreeing to the foregoing and vou are representing and warranting that you are not located in
under the contral of, er a national or resident of any such country or on any such list,

Customer Service/Technical Support, 'Customer Service' as usec herein may be providad to you by Licensor’s rep-
resentatives by telephong andfar oy electronic message (g-rmail). "Technical Support may be providad fo you oy
Licensor by telephone, electronic message (e-mail), or by posting of information related to known tachnical support
issuas on a web site. Unless otherwise statad in the Program's packaging or in the Program's user manug!, noth-

via 3 tolliree t2iephona number for an urlimited period of tims.

Duration of the “0n-Ling” Component of the Program. This Program contains an “on-ling” compenent that allows
you to utilize the Product over the Internat utilizing servers and softwara maimained by Licensar and/or its affiliates.
Licensor may, in its sole discretion, provide the servers and seftware technalogy necassary to utilize the “on-line”
compangent of the Program, o Licensor may license to third pariss the right to orovide tha servers and sofiwars
technology necessary Lo utilize the “on-ling” component of the Pragram. Howsver, nothing contained herein shall be
construzd 5o as to place an obligation upen Licensor to provide the servers and software technology necessary to
utilize the “on=line” campanent beyond the time that the Fragram iz Out of Publizaton. The term "Out of Publication”
as used herein shall mean that the Program 's na longer being manufaciured by Licensor

Limited Warranty. Licensor expressly disclaims any warranty for the Program, any New Materials and Manual(s).
The Program, any New Materials and Manual(s) are proviced "as is" without warranty of any kind, eithar express or
implied, reluding, without limitation, tha implied warranties of merchantabilty, ftness for a particulzr purposs, ar
nor-infringement. The entire nsk arising out of use or parformance of the Program, any New Materials and
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Mznual{s) remains with the Usar, however Licensor warrants up o and including 80 days from tha dzte of yaur pur-
chase of the Program that the media containing the Program shall be free from dafects in matzdal and workman-
ship. In the event that the media proves to be defective during that time period, and upon presentation ta Licensar
of proo® of purchasa of the defective Program, Licensor will at its option 1) correct any defact. 2) provide you with
a product of aqual or lesser value, or 3} refund your money. Some states do not allow the exclusion or limitztion of
implied warranties or liability for incidental damages, so the above limitations may not 2paly to you.

Limitation of Liability. NEITHER LICENSOR, TS PARENT, SUBSIDIARIES, ITS LICENSORS OR AFFILIATES SHALL

BE LIABLE IN ANY WAY FOR LOSS OR DAMAGE OF ANY KIND BRESULTING FROM THE USE OF THE PROGRAM

AND ANY NEW MATERIAL OR AN OM-LINE PROVIDER AUTHORIZED BY LICENSOR, INCLUDING, BUT NOT

LIMITED TD, LOSS OF GOODWILL, WORK STOPPAGE, COMPUTER FAILURE OR IMALFUNCTION, OR ANY &ND

ALL OTHER COMMERCIAL DAMAGES OR LOSSES. ANY WARRANTY AGAINST INFRINGEMENT THAT MAY BE

PROWIDED IN SECTION 2-312(3) OF THE UNIFORM COMMERCIAL CODE AND/OR IN ANY OTHER COMPARABLE

STATE STATUTE IS EXPRESSLY DISCLAIMED. FURTHER, EACH OF LICENSOR, ITS PARENT AND THE DN-LINE

PROVIDER SHALL NOT BE LIABLE IM ANY WAY FOR THE LOSS OR DAMAGE TC PLAYER CHARACTERS,

ACCOUNTS, STATISTICS OR USER FROFILE INFORMATION STORED ON AN AUTHORIZED ON-LINE GAME
PROVIDER. EACH OF LICENSOR, IT'S PARENT, AND THE ON-LIMNE PROVIDER SHALL MOT BE RESPONSIBLE FOR

ANY INTERRUPTICNS OF SERVICE CH OTHER ON-LINE PROVIDERS AUTHCORIZED BY LICENSOR INCLUDING,

BUT MOT LIMITED TO, ISP DISRUPTIONS, SOFTWARE OR HARCWARE FAILURES, OR ANY OTHER EVENT WHICH

May RESULT IM & LOSS OF DATA OR DISRUPTION OF SERVICE. Some states do not allow the exclusion or

limitation of incidental or consequential damages, or allow limitations on how lang an implisd waranly lasts, so the

above limitations may not anply.

. Equitable Remedies. You hereby agres that Licensor would be irreparably damaged if the terms of this Licenss
Agreement were not specificaly enforced, and therefore you agree that icensor shall bz entiled, without bend, other
sacurity, or proof of damages, to appropriate equitabla remedies with raspact 1 breaches of this License Agreement,
in addition to such other remedies as Licensor may otherwise have available o it under epplicatle laws. In the event
any litigation is brought by eithér party in connection with this License Agraement, the prevailing paty n such
litigation shall he entitied to recover from the other party all the costs, attorneys' fees and other axpenses incurred
by such prevailng party in the fitigation.

12. Limitations on License. Mothing in this License Agreement shall preclude you from making or authorizing the
making of ancinar copy or adaptation of the Frogram and any New Materials provided, nowever, that (1) such new
copy or adaptation is created as an essential step in your utilization of the Program and any New Materials in
accordance with the terms of this License Agreement and for NO OTHER PURPOSE; or (2) such new copy or
atlaptation is for archival purposes ONLY and all archival copies are destroyed in the avent of your Transfar of the
Program and any Mew Materials, the Termination of this Agreement or other circumstances undear which your
continued use of tha Frogram and any New Materials ceases to be rightiul.

13, Miscellansous. This License Agreement shall be deemed to have been made and executec in the State of California
and any cisputz arising hereunder shall be resolved in accordance with the law of California. You agree that any claim
asserted in any legal proceeding by one of the parties against the other shall be commenced ard maintained in zny
state or federal court located in the State of California, County of Los Angeles, having subject matter jurisdiction with
raspact to the dispute betwaen the parties. This License Agreement may be amendad, altared or modified only by an
instrument in writing, specifying such amendment, alteration or modification, executed oy both parties. In the event
that any provision of this License Agreement shall be held by a court or cther tribunal of competent jurisdiction to be
unznforceable, such provigion will be enforced to the maximum extant permissible and the remaining porlions cf this
License Agreement shall remain in full force and effect. This Licanse Agraement constitutes and contzing the entire
agresment batween the parties with respect 1o the subject matter hersof and supersedes any prior cral or written
agreaments.
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| hereby acknowladge that | have read and understand the foregoing License Agreement and agree that the action
of Installing the Program is an acknowledgment of my agreement to be bound by tha terms and conditions of the
License Agreement contained herein. | also acknowledge and agres that this License Agresment is the complete
and exclusive statement of the agreement between Licensor and myself and that the License Agreement supersedes
any prier or contemporanaous agreement, either oral or written, and any other communications between Licansor
and myself.

42 43



	scan0001.pdf
	scan0002.pdf

