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This expansion to Europa Universalis III requires
the original EU III game, as well as its past expan-
sions, Napoleon’s Ambition and In Nomine. The ea-
siestway to getall three of those partsis to purchase
Europa Universalis III Complete, which contained all
of them. Thiswill be added on top of those.

This is the expansion which wasn’t meant to
be - there were no plans to produce a third ex-
pansion (hence the prior “EU III Complete” tit-
le!). But many new suggestions were made, and
improvements implemented, and it was felt best
to do an expansion in order to introduce them
all. The timeframe remains 1399 to 1821, as in In
Nomine. There are a couple of new countries, like
the Hansa and Smolensk, but the changes “under
the hood” in Heir to the Throne will mostly affect
realism to a great degree, which is far more im-
portant than those other changes.

Those changes mostly involve a complete
system of Dynasties and Heirs, as well as new
economic and diplomatic options, not just for
countries, but also for “multi-national” institu-
tions, like Trade Leagues, the Holy Roman Empe-
ror, and the Holy See.

This Manual is not a complete guide of eve-
rything in the existing game. This covers all the
changes new to Heir to the Throne, and someti-
mes mentions changes introduced in In Nomine,
because they relate so closely here. For a review
of how to play the game as a whole, I recommend
the EU III Complete Strategy Guide, which is being
produced to cover the original game and each of
its three expansions.

INTERFACE

General Map Improvements

Inthelower right-hand corner of your screen, abo-
ve the Main Menu items, you will find three icons.
The arrow icon still allows you to search for a pro-
vince by name. Clicking on the tall crown centers
your screen on your current Capital, while click-
ing on the squat crown will center your screen on
your National Focus, if different from your Capital
(Focus will be explained ina moment...).

The textures of land and sea have been impro-
ved, and certain buttons have been up-snazzed.

You can now access the Main Menu by hitting
the Escape key on your keyboard, though if you
have open interface windows it will close them
instead the first time you hit Escape.

Improvements have been made to the Mes-
sage Settings window, and the Peace window.

Artificial Intelligence has, of course, been im-
proved from previous versions, which is an ongo-
ing long-term project.

The map has been redrawn and improved in
certain areas, such as central Russia, France and
other places (for example, the city-state of Ham-
burg and the city of London have been given ac-
cesstothe sea.)

New Map Icons

There are now two types of crowns you will see
displayed on the map - one of each type can exist
in each country, and can exist in different provin-
ces, or the same one. The tall crown, of course,
represents your national capital and seat of go-
vernment. The squat, princely band of iron repre-
sents a National Focus.
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Two crowns: The tall crown, on the left, represents
Morocco’s capital, while the short crown on the
right means Fez is the center of National Focus
(explained later, it’s basically an “economic enter-
prise zone”)

gl o

EL ey

e

%-fi'ir .. ;,).. -

: -

N

i .
Russia

New Mapmodes
There are three new Mapmodes for HTTT - Sphe-
res of Influence Mapmode, Revolt Mapmode, and
Colonial Mapmode. The uses of each will be ex-
plained later.

Inaddition, remember there are the In Nomine
Mapmodes for Region and Culture, which some
players may not be familiar with.

The red arrows in the middle of the ocean in Coloni-
al Mapmode represent Trade Winds, which blow in
one direction, aiding naval traffic in that direction.

Sunday 4, July 1776 —
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Southern Baltic Sea

Supply ships reach: 13/9 = Himerpommern
This zeazone haz heen recenily pamrolled, and we do
not expect any pirates 1o come for at least 35 day(s).

EA 1st Navy (Mecldenburg)

EEA 15t Navy (Hinterpommerny)
Effective Distance:
MNawval Range: 130.0

Each seazone in the Colonial Mapmode also inclu-
des a tooltip which shows you (1) the Supply Range
from your nearest base, (2) whether it has been
patrolled recently, and by whom, and (3) what your
current technological Naval Range is.

New Map Tooltips

There is a new tooltip in Terrain Mapmode which
shows what percentage of each province is made
up of which terrain types. This mayimpact move-
ment or combat.
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Wastelands & Permanen
TerraIncognita

The Permanent Terra Incognita (PTI) has been
transformed into a new concept — Wastelands,
which can be discovered, but which cannot be
settled or traveled through. It’s the same thing,
with just a more realistic touch. Regular Terra
Incognita, of course, still exists, and must be ex-
plored before you know what’s there.

New Information Bar Icons

There are some new icons across the Information
Bar (Top Bar) at the top of the screen. They will
be explained in detail later.

Infamy (how despised your ruler is)

Legitimacy (how respected your ruler is)

Magistrates (special agents for the Crown)

New Country Overview Icons
Therearealsonewiconsinthe Country Overview,
which will select new information interfaces.

N

Religions & Rebels

Missions & Decisions

Country Modifiers

There is also a new button in the Country Over-
view Interface, called Country Modifiers. If you
click on this, it will give you an easy-to-read ex-
planation of any modifiers currently applied to
your country’s military, economy, etc. This is a
duplication of the tooltips which still appear if
you hover your mouse cursor over each modifier
symbol.




Military Unit View

The Military Interface, where you can establish
what kind of unit you’re producing for each mili-
tary unit type, has been improved to include the
current Fire and Shock ratings of that unit type.
This helps you see this information at a glance,
rather than having to go into the Ledger. It also
shows your current War Exhaustion.

Province Interface Changes
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Can create Center of Trade

Tax Inenmne i
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Lacal Manpower Mo difler:
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Laeal Colnmka

The primary difference in the Province Interface
is the inclusion of a button to choose the Province
as a National Focus. Each province shows both,
the Capitol Crown and the National Focus Crown.
Either will work to move the respective crown to
that province. If theiconis inside a circle, you have
the option to move it there (either the Capital or
the National Focus). If it is not inside a circle, it
signifies that it already serves that purpose.

1620 | Jam 1 Findshed cnmsmaedon of a1 Conmboase,

| Jam 1 Finihed constraction of a Tax A

1655 | Jam 1 Finizhe d comsauction ol a Level 1 Fo,

1&g | Jan 17 rdoned their old fuith and becams

1780 | Jam 1 w e rnre than 40000 {inkahians.

1709 | Jam 1 wrl, a neal Fhilasnpher heaamn

his work.

A book, to the left of the province name in the Pro-
vince Interface, will allow you to open the Provin-
cial History log for provinces you own.

Holy See Interface

The Holy See Interface exists so you can see the
See, sotospeak. Ithasbeen modified torepresent
the new HTTT functionality, and will be explai-
ned in detail later.



Alerts

A number of new Alerts exist in HTTT, including
one which tells you there are better military unit
types you can select (click on the Alert to be ta-
ken to the correct Interface), one which informs
you when Decisions are available to be made, and
another which tells you which countries have
disputed lines of Succession (see Dynasties and
Heirs).
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The tooltip for Disputed Successions.




EIR TO

Dynasties

Heir tothe Throneintroduces the concept of Dyna-
sties. Every monarch is now a member of a great
noble family, so you will see names like Henry IV
Lancaster. In addition, monarchs can have a legal
heir, representing the next person from the ru-
ling Dynasty in line to the throne. (The legal heir
should not necessarily be understood as the child
of the current monarch; the heir might be an un-
cle, or even a distant cousin.)

Non-monarchies can disregard this whole sys-
tem, except where it may be useful in watching
neighbors’ antics.

Because of the process of royal marriages, a
dynasty may share its bloodlines, and those relati-
ves may come to rule another country, which usu-
allywill help relations between those countries of
the same Dynasty.

When a ruler dies without a clear successor,
it’s possible there will be a Disputed Succession,
and this opens the door for the possibility of a
new house rising to claim the throne, causing a
change of Dynasty.

Other possibilities include that the throne will
be Inherited by a ruler in another country whose
Royal Marriages place them in position to claim
the throne, or else a Personal Union may result.

Eing Barnim ¥I Gryf

A dsministeation

Driplosmacy

Inangurated on 1 January, 1394,

Same Dynasty: S
Eric VII (Sweden)

Eric VII (Denmark)

Eric VII (Morwavy)

O Monarch Death:

Regency for Wartislaw

The familiar Ruler information, but with an expan-
ded tooltip, showing when they ascended to the th-
rone, whether there are other countries controlled
by the same Dynasty, what Heir exists, if any, and
how the Succession will be handled if the current
ruler dies.

Lines of Succession

In each Dynasty, there is one Heir who has a
“claim to the throne” if the ruler dies. The credi-
bility of these claims may be clear, or quite murky.
HTTT rates an Heir’s claims as weak, average or
strong. The Heir (usuallya son or daughter of the
ruler) has his or her age listed with the strength of
their claim, and their predicted statistics as ruler
(Administrative, Diplomatic, Military) are shown
in a tooltip.

Heir: Wartdzlaw Gryf

Lo [1 Claim:

DIP: 5
MIL: 6

£ Court




When an Heir has a weak claim on a throne, a
Disputed Succession may follow the death of the
ruler. Heirs with weak claims will often have a
“pretender” challenge their claim - someone who
believes (or simply pretends) his or her claim is
better than the weak claim of the other Heir. This
maymeana Personal Union, Inheritance, ora Suc-
cession War between the two foremost claimants
(Rulers of other countries) which have a Royal
Marriage and the highest Prestige. Countries
with rival claims will always have a choice as to
whether to press their claims and go to war. The
higher your country’s Prestige, the less likely oth-
er countries will be able to interfere in this way.

Underage Heirs (children below the age of ma-
jority) who do succeed (i.e. successfully take the
throne) will have a “Regency” - a period when an
elder statesman controls the country’s business
while waiting for the Heir to become of legal age.
This is no different from the original EU III, but it
is more clearly noted now.

In HTTT, the diplomatic action Claim Throne
can only be used against countries whose Ruler
has no Heir, or whose Heir has a weak claim. This
makes its use more realistic, and less exploitative.

National Focus

You can select, from the province view, one pro-
vince in your country to be your National Focus.
This may or may not be your capital. Basically, the
National Focus province is the center of your gre-
atest attention in improving your economy, the
population, etc. The chosen province and every
neighboring province within your country gets
certain benefits.

Tax rates will increase, population growth,
colonial growth (if any colonized provinces are
within one province), missionary success ra-
tes, revolt risk, etc. It’s also possible that special
events may occut, centered on the Focus provin-
ce. Youmust set a National Focus before you can
open anew Center of Trade.

You may only move the National Focus once
every 25 years or so. The exact number of years is
dependent upon your Form of Government. This
is true even if you lose your National Focus pro-
vince to an enemy in war.

Having a National Focus along a border with
another country will cause an opposite effect
on the other side of the border (unless both are

members of the HRE). This will cause tension
with that country, up to and including granting
them a Casus Belli against you! If you lose your
National Focus province in war, you will suffer a
significant Prestige hit.

Prestige Effects

With the addition of Legitimacy, Infamy, and
Spheres of Influence (see below), the role of Pre-
stige has changed, somewhat. Prestige hasanim-
pact on the acceptance of diplomatic overtures,
and the likelihood of your benefiting (Personal
Union, Inheritance, etc.) from a Royal Marria-
ge, Succession crisis, etc. It can also make your
country resistant to being negatively impacted
by these issues at the hands of countries with less
Prestige.

You may also “spend” Prestige to expand your
Sphere of Influence (explained in a moment),
though this is a double-edged sword - low Pre-
stige may cause you to lose your Sphere of Influ-
ence.

Infamy

Infamy represents how despised your Ruler is.
You gain Infamy by doing nefarious things, like
declaring war without a Casus Belli, or by forcing
a peace on your enemy which is beyond your rea-




sonable War Aims (explained later). Land grabs
can be particularly harmful to you, as can under-
handed diplomatic or espionage actions like Fa-
bricate Claims.

Infamy can be reduced over time, but also by
performing more noble acts, as well as by increa-
sing your Legitimacy.

0.00 /30,00
Yearly Infamy Change:

Current Euler: -0.!
Controlled Cardinals
Infamy Limit Modifier:
Current REuler: +5.00

Legitimacy

Legitimacyis a measure of how strongly your own
subjects support you (the Ruler). This is diffe-
rent from Prestige, because Legitimacy measures
respect from your own people, whereas Prestige
measures respect from other Rulers. Countries
which do not have a monarch do not have a Legi-
timacy value (the icon will be missing).

Legitimacy impacts Revolt Risk, the chances
of Rebel pretenders, and assists in Infamy re-
duction.

You improve your Legitimacy through De-
cisions, and various other actions which build
Prestige. Royal Marriages, especially, build your
Legitimacy, because it means other countries
respect you enough to want to be linked to your
family. Other things like events may impact this
value, as well as government changes, losing wars
of aggression, failing to meet war goals, etc.

Legitimacy is intimately tied to the strength
of claim of your legal Heir. High legitimacy also
means you’re more likely to have an Heir with a
strong claim, so it’s a self-supporting relation-
ship.

Legitimacy is a measure of how legitimate monarchs
are perceived to be by their subjects. Heirs with a weak
claim will have low Legitimacy once they inherit the
throne.

Effects of our current Legitimacy:
MWadonal Revolt Risk: -1.50
Stahility Cost Modifier

Infamy Limit: +2.50

Tolerance of the True Faith: +
Tolerance of hered

Tolerance of heathens

Magistrates
A Magistrate is an all-purpose official who can help
the Ruler execute Decisions - they’re like special
agents. Many Cultural or Provincial Decisions re-
quire the use of Magistrates to accomplish the task
Certain Rulers attract Magistrates faster, and
having Universities helps. Later government ty-
pes gain Magistrates faster.

You have (.27 Magisirate(s)
{currently +0.25 per year)

National, Cultural &

Provincial Decisions

These types of Decisions are not new - they were
introduced in In Nomine - but the way they work
hasbeenrefined and redefined. Many of them re-
quire Magistrates now, or they may work in new
ways. Tooltips will explain all these differences
from previous versions of the game.

Missions
Missions, again, are not new. However, the way
Missions work has been recrafted to make them
more interesting, useful or challenging. If you
cannot fulfilla Mission, you can cancel it fora cost
in Prestige.
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Missions & Decisions

urrent Mission
No Mission

srently hawe no active mission.

MNational Decisions

T hiiringen will no longer be a pan of the Holy Roman
Empire.

Lose presti

Lose Agisirates.
Imperial Authoriry: -1
{Bohernia):

Relation between Bohemia and Thuringia changed
by

Policy Sliders

The Policy Sliders were rebalanced in In Nomine
(and the Religion Sliders were eliminated), but
there is a new change now implemented with
HTTT. Eachslider has a potential cost, or benefit,
or both, but the result is not certain. The tooltip
will indicate for each slider what the percentage
chance of anumber of possibilities is. You should
make your choice according to how lucky you
feel. The result, if any, will be revealed in a pop-up
(Event) box.
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can change policies again on 28 December, 1410,
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Your Diplomatic Interface and your Country Over-
view will both explain not just diplomatic con-
nections, but also existing rivalries with other
countries, as well as who that country feels threa-
tened by.

Types of Casus Belli

One of the most dramatic transformations in
HTTT is with regard to Casus Belli (CB). There
isnolonger just one type of CB - instead there are
many. Each CB has its own way to be triggered,
and its own expected War Aims.

If you qualify for a CB on another country, the
type of CB will determine under which circum-
stances you may act upon it by declaring war, and
it will also restrict you as to how you should con-
duct the war. Tooltips for each will explain these
specifics.

War Aims

Because of the different types of Casus Belli - the
different “ways and whys” of how wars start - it
follows that there are also different types of wars,
and with them come different goals.

4

HRONE.

3

A War with Spain®,

Allied with Great Britain,

B: a and Netherlands.
Has '"Reconquest' Casus Belli
on Austria, Loxrraine and The

Papal State.
Has '"Mationalism' Casus Belli
on Austria, Loxraine, The Papal

You will no longer have to completely conquer a
country in order to get them to give you a couple
of provinces. Some wars have an Aim of simply
imposing a financial penalty (indemnity), or hu-
miliating the enemy. Others may target specific
provinces, or may seek a religious conversion.

Whereas before you had wide discretion as to
what to ask for in a peace proposal, much of this
is now determined by how the war started in the
first place. Going beyond the expected goals for
awar - demanding more than is reasonable - can
now cause you to accumulate Infamy.
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Eeconguest
They hold provinces that are rightfully ours.

Stability Effects:
Good Relations
They are our Yasszal.

They are zubject to Bohemia (38%), which
will protect them.

T[H Reconguest

MNo Casus Bellh

Rathor
Population 15005

Reconguest

- Full Annexation
- Conguest of: Ratibor

Note that the CB being acted upon is for Reconquest of the province of Ratibor. The consequences of the
action are listed, and the target nation’s allies are listed, which warns you that you may end up at war with

them too.

Spheres of Influence

This is a new diplomatic option which is in some
ways an expansion of the old concept of a “guar-
antee.” Rather than simply guarantee the territo-
rial integrity or independence of a neighbor, you
can now expand your Sphere of Influence (SOI)
in order to “put your mark” on another country.
This way, if one of your rivals does anything to
bother this country, they’ve “intruded” into your
Sphere of Influence, and you can have something
to say about it.

This comes in the form of a special Sphere of
Influence Casus Belli, which allows you to go to
war for specific Aims to exact retribution. Even
friendly gestures from another country (i.e. a ri-
val - they’re all rivals, aren’t they?) can qualify as
unwanted interference, and you can choose to
take offense at it.

As noted earlier, there is now a Sphere of In-
fluence Mapmode, showing your existing and po-
tential Spheres. Every country is entirely within
its own Sphere, and is shown in a dull green color
when a province in that country is selected (you
may see other countries’ Spheres by selecting
that country). Other countries which are already
within a Sphere are shown in a brighter green, and
those countries which are “in range” for a Sphere
of Influence (which may be brought into the

"Violated Sphere of Influence' Casus

Belh

Sphere through a diplomatic action) are shown in
a lavender purple. Countries entirely outside of
the Sphere and range are shown in gray.

Your ability to expand a Sphere of Influence
into a province is dependent on its distance from
you, and its relative size to you. It’s possible, over
time, that the “balance of power” may shift, caus-
ing a country to fall out of a Sphere of Influence
because of lowered Prestige. This control may
also be lost through a war result.

Expand Influence is a new diplomatic option,
valid for countries which are within range of your
Sphere of Influence (which generally means adja-




F_-

W

Expand Influence

Do vou wish w add Fobond w our Sphere
# It willl cost ws 200 Prestig
give wd & Casras Delli agaknat any coantry who
meddles with them,

cent or very near you). Be mindful that expand-
ing your SOI may cause tensions with neighbors,
which could eventually bring you into war.

Vassals may not have a Sphere of Influence -
they exist within their master’s Sphere.

Trade Leagues & Other

Merchant Republic Options

New in HTTT is the concept of Trade Leagues.
Merchant Republics have a new ability to form
Trade Leagues (like the Hanseatic League). Coun-
trieswhichareinvited into the same Trade League
willnot usually compete with each other, and they
will tend to conduct all their trade through the
League COT so they can make enormous profits
through their internal systems. Only a Merchant
Republic may invite a country into their League.
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Do vou wizh 1o offer Hesze o join our Trade

{ League? Leagne Members do not compete

with each other, and their provinces tend 1o
trade throngh Leagne CoTs.

Invite to Trade League

L |

Mayhe

League membership can also be revoked, if the
Merchant Republic desires.

In the Trade Mapmode, tooltips and cross-
hatching indicate whether a country is in a Trade
League, and which one.

Merchant Republics may also ask for exclusive
Trade Rights with another country, which chan-
nels all of that country’s specific commodity

(whichever was the subject of the deal) through
the League COT, whether or not the country in
question is a member of the League or not.

Axk for Trade Righis

cr Ior eaclisbo

Onefinalreasontobeamember ofa Trade League
is that occasional events may occur which create
a Trade Station in League-member provinces.
These Stations create special trade modifiers. If
the country leaves the League, the Station will
shut down.

Claim Throne
ThisisaDiplomatic Actionwhichhasbeenaround
a while, but it has changed in HTTT. Now, it can
only be used against countries whose dead Ruler
has no Heir, or whose Heir has a weak claim.
These claimants (those who’ve used the Claim
Throne DA) will have priority to form Personal
Unions or to place a new Dynasty on the throne.
A Succession War may result.

Making Peace

New options for making peace have been added
to match the new multiple Casus Belli system.
Tooltips will explain the benefit or consequences
of each. The Peace Interface will explain the end
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result of the proposal being made, if it were to be
accepted by the other party. Thisinterfacehasnot
fundamentally changed - only some options have
been added, and more information is provided.
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Cultural Tradition
This is a new concept which will help you form ¢ o
your country in the way that you want. Cul- | SNRGCSCGE—GG— Paused

tural Tradition increases over time, and you can
“spend” it on what you want, much like Army and
Navy Tradition.

Universities and Fine Arts Academies will help
build Cultural Tradition. It can also be increased
through the successful implementation of Cul-
tural Decisions. Cultural Decisions generally
require the expending of money, Magistrates,
Prestige, etc. in order to increase your country’s
Cultural Tradition. The built up Tradition can
then be expended to hire Advisors.

Advisors

The old advisor system has been replaced with
onethatisfarmoreinteractive. Instead of waiting
for “the lineup” of advisors of various types who
are looking for a job, now you will spend Cultural
Tradition in order to craft (or find, I suppose) an
advisor of the type that you want and need. This
way, by “spending” Tradition (as with hiring Gen-
erals or Admirals), you can mould your own coun-
try’s culture in a direction that you choose.

In the Advisor Interface (part of the Country
Overview), you will see a grid showing a large
number of advisor types. If the portraitisin color,
you are eligible to hire a Great Man of that cate-
gory. Tooltips will explain their benefits, as well
as how much Tradition it will cost to hire them.
Military Advisors may have their Tradition cost
split between Cultural and the military forms.




As mentioned in the Introduction, Heir to the
Throne aims to replace the somewhat feeble and
dysfunctional institutions of the Holy Roman
Empire (HRE) and the Holy See and transform
them into the instruments of awesome power
they could, at times, be. In HTTT, forget being
king. It’s good to be the Emperor. Or at least to
have the Pope’s ear.

The power to Excommunicate a Ruler or to De-
clare a Crusade (Papal powers) were both in-
troduced in In Nomine, but I restate them here
to remind you that they remain some of the top
powers of the Holy See.

The new Casus Belli system has been tweaked
specifically to grant more power to the Holy Ro-
man Emperor to maintain, restore and impose
order within the borders of his subject countries
(i.e. outside interference or interior rebellion
may be dealt with swiftly).

But wait! There’s more...

Imperial Authority

This represents the amount of control the Em-

peror exerts over the princes of the Empire.
Imperial Authority is gained through various

methods, including answering calls to come to

the aid of member countries, or liberating them

from foreign control. The longer a country pos-

The Holy Roman Empire

Imiperial Amhariry Trgeenial B

ool

sesses the Imperial Throne, the more Imperial
Authority that country will get. Likewise, the
higher the current Emperor’s Imperial Authority,
the more likely another Ruler from that country
will be elected upon the Emperor’s death.

Imperial Authority can be “spent” to execute
special decisions called Imperial Reforms (op-
tions listed in the upper right of this interface)
which allow the Emperor to exert control over
the member countries. Imperial Authority can
also be spent to improve relations through the ex-
ercise of Imperial Grace (see below).

Basically, the Emperor gains authority when
he does favors for others, and then gets to ask for
favors in return. Obviously, in order to ask for fa-
vors (Reforms) the Emperor must build up Impe-
rial Authority (i.e. “political capital”) by granting
favors and “taking care of” the members of the
Holy Roman Empire.




Imperial Authority can be squandered by actions
(or inactions!) which are “unbecoming” of an
Emperor - things such as refusing to aid an Im-
perial member state in war. The actions of mem-
ber states can also take away Imperial Authority,
and if other countries successfully annex HRE
members, it damages Imperial Authority. The
Emperor, however, can take actions to make sure
member countries do not stray too far from the
Empire (through the exercise of Imperial Grace
or Religious Unity, explained below), as well as to
make sure outside countries do not interfere with
the Empire and its members.

Imperial Anthority represents the amount of conmol the
Emperor exerts over the Princes of the Empire.
Anthority is needed to enact reform decisions within

Roman Empire.

- Honouring the Calls of members
- Winning defensive wars against foreigh powers
z Religions Unity in the Empire
- Liberating member states
1on-metrber to releaze 2 member vassal
ing non-member o remove a member from their

- Provinces joining the Empire

Lost hy:

- Dishonouring the Calls of members

- Provinces leaving the Empire

- Member statez converting to a false religion

Imperial Reform

Imperial Reforms, as mentioned before, cost Im-
perial Authority,and resultin the various member
countries having a Reform Event, which may have
avariety of effects, explained in tooltips.

Imperial Grace

When the Emperor chooses to “Bestow Imperial
Grace,” he spends Imperial Authority to greatly
improve relations with a country. This can help
keep HRE member countries in line. It is like a
super-powerful equivalent to the sending of gifts
toimprove relations.

Religious Unity

“Enforce Religious Unity” is another special action
the Emperor can take, which also costs Imperial Au-
thority. Thisisaway of requiringa member country
toadopt the predominant faith (i.e.inalmostall cir-
cumstances this would be the Catholic faith).

If the other country accepts the Emperor’s re-
quest, the Emperor gains more authority. If the
other country refuses, the Emperor gains a spe-
cial Casus Belli,and can declare war to enforce his
order.

.-.-:-

Enforce Religious Unity

A fuenlly thar prays o geidser soys ogedser! Do
yue wish & demand that they changr ibwis
meligion m e Coe Tree Fabhls!

Imperial Ban

The Emperor can issue an Imperial Ban against
a non-member country which owns provinces
which are part of the Empire. This createsa Casus
Belli which can be exercised by any HRE member
country. This only becomes available after cer-
tain Imperial Reforms are implemented.

Papal Influence

While the power of individual countries to direct-
lyinfluence the election of Cardinals, and thereby
the Holy See, has been cut back, the powers of the
Holy Seeitself, which can be wielded by those who
have the most direct influence upon the Pope, ac-
tually have increased powers in a wider variety.

Instead, every Catholic countryhasanamount
of Papal Influence that increases the chance of
getting a cardinal elected in the first place. This
reduces micromanagement while still allowing
players to attain control of the Papacy by choos-
ing the right national ideas, being narrowminded,
maintaining good relations with the Papal State,
etc.

These Papal Influence values are reset when
the Pope dies and a new one takes office. When
anew Cardinal is elected from your country, your
Papal Influence is reduced, because it’s assumed
you used some of it to get him elected.
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There are more Cardinals now, but the Holy See is
less open to intentional manipulation by interested
parties (i.e. no more bribing). Cardinals are more
likely now to come from ecclesiastical states (i.e.
from Theocracies and Bishoprics), or from the
country which is Defender of the Faith.

Papal Controller

One last point on the Papal Controller. Whoever
is Papal Controller now has the ability to break
their own Royal Marriages without a Stability

penalty.
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Military Tactics

This is a new concept which rebalances the way
combatis performed in EUIII. If an army is prac-
ticed in Military Tactics, it decreases the amount
of damage taken by that country’s army in battle.
This reasonablybalances combat between armies
of similar tech levels, so that there is not a great
disparity between battles of one era and another
(i.e. battles tended to get bloodier over the centu-
riesin “vanilla” EU III).
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Battles in HTTT will be far more decisive,
partly because armies with no Morale will surren-
der (this should avoid long-term ping-ponging).
Armies which meet in battle will be forced to fight
for at least 12 days before anyone is allowed to re-
treat, which means the battle will go through two
fire phases and two shock phases - this, again,
will balance things, prevent ping-ponging, and in-
crease the number of armies which surrender.

An army whose forces include more Infan-
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try than Cavalry will have their Tactics value
increased. Infantry and Artillery always have
at least a minimal Fire value now. Cavalry is no
longer faster than Infantry (this is a balance is-
sue, and besides, with following supply trains this
is more historically accurate), and suffers more
from adverse Terrain.

Pirates & Privateers

Pirates spawn less often, but are stronger, so be-
ware. However, they do not “retreat” to another
seazone after battle - they will be destroyed if de-
feated.

Every fleet now has a patrol range, and
seazones within that range are considered “pa-
trolled” when the fleetis nearby. You canincrease
your naval range through technology.

Provinces whose coastlines are not patrolled
will have a financial penalty, reflecting the pres-
ence of smugglers and other criminal activity
which avoids taxation and tariff efforts.

Blockades can prevent patrols, so during war-
time if you don’t maintain naval supremacy, the
pirates may make a comeback.

Revolt Risk Mapmode

The new Revolt Risk Mapmode will show what
the Revolt Risk is in every province, as well as in-
dicating what type of Rebel would likely show up
in that province if there were a Revolt.

Colonial Range Mapmode

Asnoted, this Mapmode will show the range from
the nearest home port, along with the maximum
range technology will allow your nation’s ships
to travel. It also records the most recent patrols,
and whether they are likely to deter piracy and for
what period of time.

Trade Winds are shown in the Colonial Map-
mode with red arrows in certain seazones, which
speed naval traffic in the direction the arrows
point. Ships will take these Trade Winds into ac-
count when selecting a path to travel.




A new train is rolling here at Paradox, and this
one has ”Heir to the Throne” painted on in big
Gothic letters. This is the expansion we did not
intend to make, but over time (and a few beers)
the good ideas just kept piling up. Although, with
the game already labeled “complete”, we were in
a bit of a pickle. So we asked you, our loyal and
steadfast peons, ah, players, if you could stomach
yet another EU3 expansion. It seemed you could,
so now everybody is a winner! See how well these
things always turn out? Now, since I am the Pro-
curator of Paradox Expansions (or ’POPE”), I'll
be writing these dev diaries.

While this expansion is titled ”Heir to the Th-
rone” (more on heirs and dynasties in a later
entry), perhaps the most central feature is the
concept of war aims, which should make wars
more interesting and counteract ”blobbing”.
Casus Bellis are no longer generic, but divided
into many different types, each one allowing
a specific set of peace conditions. The resul-
ting war will be named after the CB, so you will
have the ”Swedish Reconquest of Gotland”, etc.
Thus, while anation mayhave sent youaninsult,
that does not really justify demanding half their
country as recompense in the peace negotia-
tions. (You still can, but it will give you mucho
infamy/badboy.) Instead, taking gold or having
them revoke core provinces will yield more pre-
stige. Moreover, there are no longer any special
stability rules for declarations of war; everyth-
ing is now consolidated into proper (and easily
moddable) Casus Bellis.

”What?”, you say, ”I want more land! Only pro-
vincesmatter!” Well,ifyouwanttoexpandrapidly,
there are Casus Bellis for you too, like Imperia-

lism”, ”Nationalist Unification” and ”Holy War”.
These are typically not available at the start, but
require a certain level of government technology
oranationalidea. However, prestige willbe not be
anything to scoff at in ”Heir” (another thing for a
later dev diary.) In line with this, a new peace op-
tion hasbeen added: ”Concede Defeat”. Thisis an
alternative to White Peace which gives a prestige
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That’s all for now. I shall leave you with some
screenshots to inspect and ponder. o
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Have you ever been annoyed by people who
do not seem to understand the concept of perso-
nal space? Maybe some relative with zombie hali-
tosis? In international politics, this type of thing
is common. Big countries like to stand much too
closetosmall countriesand, preferably,bossthem
around. If you think Aunt Josie is bad, you have
not had a hug from Tsarist Russia... This brings us
to anew concept in ”Heir”; Spheres of Influence.
Atthe cost of some prestige, powerful nations can
extend their Sphere of Influence over weaker na-
tions by means of a new diplomatic action. This is
similar to a guarantee of independence, but any
form of meddling (offers of alliance, guarantees,
militaryaccess, etc) by an outside power will yield

a Casus Belli. A sphere of influence can normally
only be reduced by force (peace option) or if the
balance of power shifts enough. The system pro-
vides a new use for prestige and a reason for the
great powers to go to war with each other.

That’s it for now. Further morsels next week,
amigos! e
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New week, new diary. Since the last entry,
1,082,875 people have died in the world. Why do I
mention this? Well, granted, I am slightly morbid,
but also, the topic for today is death. And not just
anykind of death, but the death of Kings.

While EU3 is not, and should not primarily be, a
game of characters and noble houses, succession
could be a lot more interesting. Thus, monarchs
now belong to a dynasty. Countries with monar-
chs from the same dynasty get a bonus to their
relations growth and may experience a variety of
dynastic events. Monarchs can also have a legal
heir. To keep things simple, the heir only has a
name, an age, and a strength of claim (weak, aver-
age or strong.) In the tragic event of the monarch
dying, alegal heir will ensure a minimum of fuss.

Long live the King, but should God in his mercy
lift him up to Heaven, the worldly results are now
predictable and shown in a handy tooltip. For ex-
ample, an underage heir will result in a regency.

Sultan Ahmad KEaramanli
Diplommacy  Administration Military

1t pelation: -65

Sultan Ahmad Karamanli
Inangurated on 1 January, 1375.

On Monarch Death:

A Earamanese noble succeeds io the

Allied with Timund Empare.
Has "Trade Daspute’ Casus Bell

on Serbia and Otoman Empire.

Embargoed by Serbia and

An heir with a weak claim might encourage a Pre-
tender to rise up, and the absence of an heir will
cause a change of dynasty, the country getting in-
herited, or the formation of a personal union.

Apart from a more predictable succession, the
new system allows players to manipulate the out-
come. The ”Claim Throne” diplomatic action
has been revised to make more sense: it can only
be used against countries that have no heir or an
heir with a weak claim. Claimants have priority to
form personal unions and dynasty changes. The
downside is that only claimants can get dragged
into Succession Wars... In the absence of clai-
mants, Prestige determines which royal marriage
can cause personal unions and dynasty changes.

Until next week!

Oh, and the court view graphics will get a slight
retouch, sodon’tworryabout the old background.




Today’s diary is about that agglomeration
of states which Voltaire thought was neither
Holy, nor Roman, nor an Empire. Asa Swede Iam
of course bound to concur. Cum Deo et victribus
armis! Even so, the HRE wielded a lot of power,
and in another world, full of little eagles, crowns
and, indeed, Krauts, it might eventually have coa-
lesced into a proper nation. And that’s what we’re
all about here at Paradox; alternate history! Well,
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that and authority, but more on that later.

InHeir tothe Throne, we are adding more featu-
res to the HRE than it had members. Well, maybe
not, but still quite a few. First off, a new concept
called Imperial Authority. Imperial Authority re-
presents the amount of control the Emperor ex-
ertsoverthe princes of the empire. Itcanbegained
or lost in many ways, for example by answering
the call of members under attack by foreign po-
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wers, or by liberating an annexed HRE member.
The main reason for having Imperial Authority
is to execute the special decisions that will allow
skilled Holy Roman Emperors to tighten the reins
on the member princes and eventually unite the
disparate fiefdoms under one banner.

We are also adding at least two new diplomatic
actions: "Bestow Imperial Grace” and ”Enforce
Religious Unity”. The first works like ”Send Gift”,
except it costs Imperial Authority rather than
gold and gives a greater boost to relations. The
second is a demand for conversion. If the errant
princeling accepts, the religion changes and the
Emperor gains more authority. If he refuses, the
Emperor gains a special Casus Belli. (Speaking of
which, in line with the new CB system, princes of
the HRE are now allowed to fight each other wit-
hout incurring the wrath of the Emperor, provi-

0.00 /3000

Yearly Infamy Change:
Current Euler: -0.50
Conmolled Cardinals:
Infamy Limit Modifier:
Current Euler: +5.00

ded they have a valid Casus Belli.)

Finally, we have the "Imperial Ban” Casus Belli,
which the emperor can employ against any non-
member country with provinces that are part of
the Empire. This only becomes available after a
certain reform decision has been taken at the cost
of Imperial Authority. (You will have noticed I've
mentioned authorityalot. That’sbecause at Para-
dox, we like authority; especially Johan.)

Now, while the above systemis essentiallydone,
the HRE window is unfortunately not, so I can-
not provide you with a screenshot of the altered
interface. Instead, I will let you feast your eyes on
another new feature, cruelly allowing your imagi-
nations to run wild until the next diary entry.

Adieu. o
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When you think of a merchant, what image
immediately springs to mind? A fat man in a fur-
lined coat and a funny hat, holding a bag of coins?
Ibet it does, or at least something similar. The fat
man is of course none other than Jiirgen Wullen-
wever, mayor of Liibeck and instigator of the Da-
nish Civil War known as the Count’s Feud, whose
epic failures led to his torture and death in 1537,
signalling the beginning of the end for the Han-
seatic League. (Such is the power of archetypes
that they can survive for centuries almost un-
changed.)

The Hanseatic League as a political entity has
always been problematic to define - especially in
game terms - but as Wullenwever’s example pro-
ves, its senior representatives did not hesitate to
use military force when it suited them. The Lea-
gue may have played a minor role in EU3 but will
enter the limelight in Heir to the Throne, with Lii-
beck and Hamburg merged and forming the core
of the Hanseatic League. Now, there are some
who will object to this, but do read on before you
start convulsing and frothing at the mouth.

The Hanseatic League is of course a Merchant
Republic, and this form of government has recei-
vedaseriousoverhaul. Merchant Republicsdonot
use regular Trade Agreements; instead, they form
Trade Leagues, the members of which avoid in-
ternal competition. The Merchant Republic gains
by this, because league provinces tend to trade
through league centers of trade. The members
also stand to gain, since they use the Republic’s
compete modifiers (if better than their own.) Ad-
ditionally, the league might open Trade Stations
(think Hanseatic Kontors) in member provin-
ces, giving various bonuses. Merchant Republics

can also Propose Trade Rights, which means all
goods of a certain type will trade through its own
centers of trade, with a set compensation to the
giver and some other effects. Lastly, there will be
more events and decisions dealing with Merchant
Republics, like the Hanseatic League trying to
avoid paying the Sound toll. Merchant Republics
can not include each other in their leagues, being
bitter rivals, and it is of course no longer possible
to simply change your form of government to
Merchant Republic: Venice, Genoa, the Hansea-



tic League and Novgorod are it at the start of the
game, each having their own Trade League. Ho-
wever, if you too want the respect that comes with
obesity, garish clothes and oversized jewelry, you
might be able to convert through a special deci-
sion (or a career in gangsta rap; your call.)What
else have I got for you today? Oh yes, all forms of
republic barring tribes now get reduced penalties
from provinces not of their own culture and reli-
gion. (In general, government bonuses are being
redesigned to make them more interesting.) So,
there you have it, there is room for humanists and
democrats in our Paradoxian hearts too (but not
enough that I'will tell you what Magistrates do)! e
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" UHEIR/TO THE THRONE

This week I thought we’d sit back and en-
joy the little things, because that is the secret to
lifelong satisfaction and contentment (also, I
cannot reveal a major feature while the interface
still looks like the demented scrawlings of Abdul
Alhazred!) So, let us kick off with the removal of
the Permanent Terra Incognita. We thought that
those mysterious regions forever hidden under
a lovely shade of blinding white might as well be
explorable: Here be Dragons, but to be honest,
nothing else of interest. That is why most of the
former PTI areas are still considered ”waste-
land”. Wasteland provinces can be discovered,
but are impassable and cannot be settled. This is,
in short, mostly a visual improvement. However,
a few strips of land here and there could actually
be salvaged and turned into normal provinces. In
the process, I found myself annoyed with Russia,
so I grabbed my musket and my tricorne and pre-
pared to march on Moscow, but then I remembe-
red which century it was (see what happens you
spend too much time on our forums?) So, instead,
I gratuitously changed the Russian geography so
it was more to my liking.

Speaking of geography; as the astute among you
have already noticed, other areas of Europe also
look a bit different. However, in this case the mo-
tivation was not only to correct map errors but
also to stop the ungodly Blue Blob before we all
choke on snails and Creme briilée. Yes my friends,
it is time to say non to the menace that is France.
Or, at least, a timid S’il vous plait ne me tuez pas!
Jesting aside, we hope France is now better balan-
ced, with more initial trouble annexing its vassals
and smashing Burgundy.

But enough with the minor map changes. A

proper new feature in Heir to the Throne is the
concept of Legitimacy, which represents how...
well, legitimate, your dynasty is perceived to be.
The value is shown in the top bar for monarchies
and slowly increases or decreases with positive
or negative prestige, number of royal marriages,
etc. Many other events also have an impact, like
a dynasty or government change, losing wars of
aggression and failing to achieve war goals. Much
like prestige, legitimacy has a plethora of effects
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on the state of your kingdom, like revolt risk, pre-
tender rebel chance and Infamy reduction. Legi-
timacy is intimately tied to the strength of claim
of your legal heir: an heir with a weak claim will
lower the legitimacy of your dynasty on succes-
sion. On the other hand, having a high legitimacy
is likelier to produce heirs with a strong claim.
Before we get to the screenshots, which speak
louder than my paltry words anyway, I think I will
round off by revealing what ’Magistrates’ are for.
In our early brainstorming sessions, we thought
that some type of ”focus points” would be a great
way to ensure a proper progression of govern-
ment forms, from primitive to almost modern
(like the ”Constitutional Republic”.) After some
shape shifting, this idea eventually coalesced into
the form of the Magistrate; an all-purpose official
whose chief purpose is to execute decisions, espe-
ciallyat the provincelevel (thisisnotahardcoded
requirement, but simply a scripted effect of the
decisions.) Magistrates are gained much faster
for later government types, allowing quicker de-
cision making. Magistrates should also be welco-
med by our esteemed modding community, since
they can be used in all kinds of clever scripts.
And, as promised, some fresh screenies! o
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In these days of Dawkins, Dennet and Flying
Spaghetti Monsters, it is sometimes hard to re-
member an age before there were ”Brights” and
everyone was dim; when there was no ”Talk like a
Pirate Day” because people spoke that way all year
round... the long centuries when people went to
church and the Church went wherever a certain
arthritic - but very holy - finger pointed; the finger
of that fellow in the funny hat whose current in-
carnation looks a lot like Emperor Palpatine. Of
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course, at Paradox we still remember, and in Heir
to the Throne we are giving the Pontiff of Rome
his due by revising the whole Curia system. While
bribery and cynical manipulation of organized
religions sounds like fun in theory, the Holy See
was a feature that did not see much use in EU3.
Thus, you can no longer bribe cardinals. Instead,
every Catholic country has an amount of Papal
Influence that increases the chance of getting a
cardinal elected in the first place. This reduces
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micromanagement while still allowing players to
attain control of the Papacy by choosing the right
nationalideas, being narrowminded, maintaining
good relations with the Papal State, etc.

Speaking of unpolished features, another
aspect of the game we were never quite happy
with - but for much the opposite reason - is the
advisor system. It lacks interactivity. That’s why
we added a shiny new window where you can play
God by creating an advisor of a specific type out
of nothing. Well, nothing plus a certain amount
of army, navy or cultural tradition. Cultural tra-
dition is a new concept intended to reward play-
ers for playing the game in a civilized manner (i.e.
not throwing tantrums or reloading when things
turn sour.) Like with admirals and generals, the
quality of the advisor is dependent on how much
tradition you have at the time. (The hopefully
Great Man will then be available for hire, as nor-
mal, in the advisor view.) Also to be found in the
new window is another type of decision; cultural
decisions. These are mostly intended to increase
your cultural tradition by patronizing the arts. (I
also like to patronize the arts, but my way does
not cost money...)

Hmm, I believe that will do for today; here are
the requisite screenshots! e




’Tis soon the Season, and us friendly elves
here at Paradox are merrily chiseling away at the
bound-to-be-hailed-as-a-masterpiece EU3 expan-
sion; Heir to the Throne. (Well, some of us are; the
rest of the crew pretend to be working on Victo-
ria 2, but they’re not fooling anyone!) It is time to
reach into Santa’s great big sack and pull out an-
other ribboned feature or two to spoil for you...

Today we shall celebrate the Queene’s Day by
speaking of her (Elizabeth I, bless her soul) en-
terprising servants at sea; the privateers. These
hardy menwho tread the fineline between honest
patriotism and outright piracy (and sometimes
drunkenly swerved across it. Yarrrh!) In fact, for
this diary I think it might be more appropriate to
assume the Spanish point of view and regard them
all as scum who deserved nothing but a shameful
hanging. (Begging her majesty’s pardon.)

A major complaint with pirates in EU3 is the
amount of micromanagement required to keep
the bloody scoundrels in check, cluttering the
outliner and requiring a lot of player attention
even with automated naval patrols. We decided
on a solution that still requires large colonial em-
pires to maintain powerful navies, but does not
increase micromanagement. First of all, every
fleet now has a patrol range, and sea zones within
that range are now marked as *patrolled’ for a cer-
tain number of days when a fleet is nearby at the
start of a new month. The patrol range depends
on your naval technology, and a few fleets alone
can potentially cover the entire Spanish colonial
empire. Of course, if those fleets get blockaded in
a port during a war, they will no longer perform
this duty. We also reduced the spawn chance of
pirates but made them slightly stronger to make

them more challenging. Lastly, provinces on an
unpatrolled coast receive a financial penalty, re-
presenting smuggling and other shady activities

On a salty and somewhat related note, we ad-
ded a new map mode for naval and colonial range,
as well as the new concept of Trade Winds. Trade
winds are shown with red arrows in certain sea
zones where the prevailing wind tends to come
from one direction. For the sake of simplicity, the
strength and direction of trade winds are static,
making certain routes more or less attractive to
fleets.
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Now then, while Heir to the Throne is a veri-
table cornucopia of new and addictive features I
could go onand on about, itis time to stop blathe-
ring and return to the hammer and the chisel! But
don’t be sad kiddies, here are some screenshots
with lots of pretty colors! e




" UHEIR/TO THE THRONE

Apparently, there hasbeen alot of speculation
concerning the two different crowns in the diary
screenshots. Now, while I am not one to need-
lessly spoil a pleasant surprise, it is not my fault
if you actually read these crazy developer diaries.
So, don’t come crying to me when you sit there on
the floor, surrounded by a heap of torn Christmas
paper with a big black void in your soul where all

that magical, glowing anticipation used to be. Are
you still ready to know what the extra crown is?
Itis, of course, the Crown of the North, our pre-
vious masterpiece, where your subjects can enjoy
many hours of unadulterated fun in front of their
screens,lowering the revolt risk in the province at
the cost of less taxes... Pardon mylittle awareness
checkthere;just trying to confuse you with Comic




book style abuse of the bold typeface. No, let us
speak no more of old crowns, but the brand new
one, which is your National Focus. The national
focusis exactly what it sounds like (to me anyway
- to you it might sound like "cheese sandwich”); a
region of particular interest to your country at the
current time. You plunk it down - much like mo-
ving your capital - and then it starts to affect that
province as well as its neighbours. It will increase
factors like tax rates, population growth, colonial
growth, missionary success chance and similar,
as well as having less obvious effects, such as the
chance of special events occurring. The national
focus is now required if you plan to create a new
Center of Trade; a limiting factor to be sure, the
upside being that it will now allow you to create a
CoTinaprovince thatalready trades through one
of your other centers. Can I move the national
focus whenever I wish, you wonder? No, you can-
not. There is a relatively long cooldown, affected
by the administrative efficiency of your govern-
ment type. It is our hope that the national focus

will be an even more successful crown than the
Crown of the North!

I have one more present for you today, before
I go home to relax in front of the fire with a glass
of eggnog and the heart-warming certainty of ha-
ving brought good cheer to our faithful players (at
least, those of you not busy writing us death th-
reats about the Hansa being a playable country.)
Over to Johan:

One of the main problems with balancing com-
bat in EU3 has always been the fact that, as tech-
nology gets better, weapons cause more and more
casualties, meaning that ping-pong and long cha-
ses after retreating armies were very common
early in the game, while battles turned insanely
bloodyin the later part of the game. What we have
done for Heir to the Throne is torebalance the en-
tire concept of land combat by introducing a new
concept for land battles called “military tactics”,
which decreases damage taken. This basically
corresponds to the same level as the sprites are,
and will make the amount of casualties in battles
more even throughout the different EU3 eras.
Now the outcome of battles between armies at a
similar tech level, regardless of the era, are more
like those of the early 17th century. Infantry and
Artillery now also get a basic fire value from the
start. This, together with makingbattleslast forat
least 12 days, with 2 rounds of shock and fire each,
has made battles far more decisive. Also, units
that are caught with zero morale will always sur-
render, no matter the size of the enemy.

Back to me, your friendly POPE. I would only
add to the above that all unit types should now be
of comparably quality to Western ones, as long as
they are of a similar tech level. (So that if you suc-
ceed in westernizing, you will no longer be stuck
with inferior troops.) And with that, I bid you fa-
rewell.

Until next week, compadres! e
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Heir to the Throne isabout to cross the finish
line and there is not much left to reveal. In fact, I
probably should not be wasting time writing this
diary, but I suppose we might still have a few mor-
sels left for you... Let’s see; there is the in-game
history windows, reminiscent of the character
historyview in EU: Rome. You can now peruse the
history of any province, as well as of your whole
country, at will. It mlght not be a major feature,
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but it does help placate your inner historian. (And
you have to admit that guy can be pretty vocife-
rous.)

We have also spent some time improving the
game interface where it was the weakest, like the
message settings window, the peace window and
the list of country modifiers. Then there are the
many little things, like having the game menu ap-
pear when you press ESC. Naturally, many other
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aspects of the game have been touched-up, balan-
ced and improved. The Al has been tightened up,
mainly in the diplomatic and invasion areas. We
have updated many decisions, missions, modi-
fiers and events to make them more sensible and
interesting. We have tweaked colours, textures
and buttons. We have imbued the game with good
cheer and the blessings of the POPE (though we
are still waiting to hear back from the other Pope,
the Dalai Lama and the Ecumenical Patriarch of
Constantinople.)

One of our core design concepts in Heir to the
Throne was to make the various countries feel
more different to play. I have already talked about
monarchies and republics,and while theyhave re-
ceived the most love, tribes have not gone unsca-
thed through the purifying fires of development.
We all know and love the concept of tribal succes-
sion crises for tribes that was added in In Nomine.
Now it gets even more... interesting to play a ma-
jor tribe. You will constantly be prodded into war
with conquest casus bellis from missions. There
are rebel factions lurking in the grass, ready to
pounce and usurp you if you become peaceful
and decadent. There are also bonuses for conque-
ring foreign cities to allow tribes to stay at war for
longer. Westernization and switching to a decent
form of governmentisnowmuchharder. Playinga
horde is might be more challenging, but also more
rewarding for a player wanting to experience so-
mething different.

Well folks, this is sadly the last Dev Diary for
HttT, but never fear: we shall keep you happy with
some swanky developer AARs in the time before
release. Farewell, until the next expansion! e
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