Manual Dominions 6

lllwinter Game Design (revision 1)

Introduction
A Short History of Dominions
About The Creation of Dominions 4
About the Creation of Dominions 5
About the Creation of Dominions 6
Major Changes in Dominions 6
Authors Note
The Basics
Dominions Random Number (DRN)
Probabilities in Dominions 6
The Interface
Starting a Game
Creating a new game
Choosing an Age
Choosing participants
Disciple games
Creating Pretender
Game settings
Score graphs

Master password

Limited unique artifact forging rate
Limited legendary spell research rate

Renaming
Cheat prevention
Throne game settings
Cataclysm
Throne settings
Game Tools
Playing a multiplayer game
Playing a hotseat game
Playing a network game
Playing the Game
Basic Game Functions
The Map
Province attributes
Terrain
Population
Income
Resources
Recruitment Points
Dominion
Capsule screen
Unrest

Supplies

10
11
12
13
13
13
13
14
14
14
15
15
15
16
16
17
17
17
17
17
17
17
17
18
18
18
18
18
19
19
21
21
22
22
22
23
23
28
23
23
24

Supply Usage
Starvation
Defense
Corpses
Dominion scales
National summary
Magic gem inventory
Forts
Fortress types
Admin
Defense
Supply
Castle Guards and Wall Defenders
Fortress statistics
How forts collect resources
Temples
Laboratories
Magic Sites
Province Defense
Unrest
Mercenaries
Scouting and Scrying
Al Opponents
The Pretender
Creating a Pretender
Physical form
Immortal Pretenders
Immobile Pretenders
Dragon Pretenders
Trinities
Magic
Divine Magic
Bless Effects
Dominion
Scales
The Awakening
Pretender death
Death of Immortal Pretenders
Call God
Automatic Bless Effects
Units
Basic attributes
Special abilities
Unit classes
Additional abilities
XP: Experience points
Heroic abilities
Afflictions

24
24
24
25
25
25
25
25
25
26
26
26
26
27
27
29
29
29
30
30
30
31
31
31
32
32
32
32
32
33
33
33
33
35
36
37
37
37
38
38
38
39
40
41
42
42
42
42



Recruiting units
Recruitment costs
Recruitment restrictions
Army Setup
Garrison units
Squads
Battle position
Battle Orders
General orders
Target orders
Commander orders
Specific orders
General orders
Unit Inventories
Magic gem inventory
Movement
General rules governing movement
Initiation of combat.
Orders
Move
Sneak
Patrol
Defend
Move and Patrol
Blood Hunt
Break Siege
Maintain Siege
Storm Castle
Assassinate
Scale Walls
Mounts
Seduction
Dream Seduction
Corruption
Lure of the sirens
Preach
Pillage
Raid
Reanimate
Manikin Reanimation
Contact Allies
Perform Blood Sacrifice
Capture Slaves
Become Prophet
Instill Uprising
Infiltrate
Hide

Attack Current Province

43
43
43
a4
44
44
45
45
45
45
46
46
46
47
47
48
48
50
51
51
51
51
52
52
52
53
53
53
53
53
54
54
54
54
54
54
54
54
54
55
55
55
55
55
55
55
55
56

Construct Building
Demolish Building
Turn resolution sequence
Combat
Battles View
Battle sequence
Army Setup
Formations
Battlefield movement
Melee combat
Armor defeating hits
Shield destruction
Hit locations
Weapon types
Harassed
Fatigue
Unconsciousness
Repel
Multiple attacks
Multiple weapons
Melee attack resolution
Dancing Weapons
Mounted Units
Hitting mounted units
Mounted units and magic items
Rider skill
Mounted units and morale
Rerecruiting mounted units
Missile combat
Special damage
Fire damage
Cold damage
Profuse bleeding
Poison damage
Shock damage
Acid damage
Rust
Life Drain damage
Paralysis damage
Fatigue damage
False damage
Clouds
Morale and rout
Morale
Morale bonuses
Morale, magic bonus
Rout

Army rout

56
56
56
58
59
59
59
60
61
61
62
62
62
63
63
63
63
63
64
64
64
65
65
65
65
66
66
66
66
67
67
67
68
68
68
68
68
68
69
69
69
69
70
70
70
70
71
71



Morale check
Rout effects
Mindless units
Magic beings and undead
Magic fear effects
Long lasting battles and Twilight
Afflictions
Sieges
Supply during sieges
Storming a castle
Weather
Retreats
Retreating when besieged
Battle Summary
Magic
The Paths of Magical Power
The Schools of Magical Research
Access to Magic Spells
Combined Paths
Empowerment
Indirect Magic
Types of spells
Battle Magic
Interrupts
Battle Magic mechanics
Fatigue
Rituals
Global Enchantments
Dispelling global enchantments
Dispel mechanics
Protection vs global enchantments
Communions
Level bonus
Fatigue distribution
Definition of participant
Communal Chants
Different Communions
Magic Gems
Managing your magic resources
Using magic gems in combat
Research
Legendary Spells
Magic Items
Divine Magic
Alchemy
Dominion
Maximum dominion

Enemy dominion

71
71
72
72
72
72
72
73
73
73
73
74
74
74
74
74
75
75
75
76
76
76
76
77
77
77
78
78
78
79
79
79
79
79
79
80
80
80
80
80
81
81
81
82
82
83
84
84

Increasing your dominion
Dominion over water
Appointing a prophet
Mictlan
Blood Sacrifices
Dominion spread
Preaching the Word of God

Inquisitor bonus
Heretics
Dominion effects
Dominion scales
Effects of Dominion Scales
Heat/Cold scale variability
Extreme heat/cold scales
Pretender and prophet hit points

Dominion victory

Dominion strategy

Special Dominions

The Origins of Nations

Abysia

Agartha

Arcoscephale

Asphodel

Bandar Log, Kailasa, Lanka and Patala
Berytos

Bogarus, Vanarus, and Rus
Caelum

C'tis

Eriu

Ermor and its legacy
Hinnom, Ashdod and Gath
Fomoria and Tir nan'Og
Ind and its successors
Machaka

Man

Marignon

Marverni

Mekone & Phlegra
Mictlan

Na'Ba and Ubar

Nazca

Nidavangr

Oceania, Pelagia, and Erytheia
Pangaea

Phaeacia

Pyrene

Pythium

Ragha

84
84
84
85
85
85
85
86
86
86
86
86
87
87
87
88
88
88
90
90
90
90
90
91
91
91
92
92
92
92
92
93
93
93
94
94
94
94
94
95
95
95
95
96
96
96
96
96



R'lyeh and Atlantis
Sauromatia

Sceleria and Lemuria
Therodos

T'ien Ch'i

Ulm

Ur and Uruk

Vanheim, Helheim, Niefelheim, Muspelheim, Jotunheim,

Midgard, and Utgard
Xibalba
Yomi, Shinuyama and Jomon
Ys
Magic Items
Path Boosters
Battlefield Spells
Summoning Rituals
Global Enchantments
Other Rituals
Nation Index
Arcoscephale, Golden Era
Mekone, Brazen Giants
Pangaea, Age of Revelry
Ermor, New Faith
Sauromatia, Amazon Queens
Fomoria, The Cursed Ones
Tir nan'Og, Land of the Ever Young
Marverni, Time of Druids
Ulm, Enigma of Steel
Pyréne, Kingdom of the Bekrydes
Agartha, Pale Ones
Abysia, Children of Flame
Hinnom, Sons of the Fallen
Ubar, Kingdom of the Unseen
Ur, The First City
Kailasa, Rise of the Ape Kings
Lanka, Land of Demons
T'ien Ch'i, Spring and Autumn
Yomi, Oni Kings
Caelum, Eagle Kings
Mictlan, Reign of Blood
Xibalba, Vigil of the Sun
C'tis, Lizard Kings
Machaka, Lion Kings
Berytos, The Phoenix Empire
Vanheim, Age of Vanir
Helheim, Dusk and Death
Rus, Sons of Heaven

Niefelheim, Sons of Winter

97
97
97
97
97
98
98
98

99

99

99

100
117
119
141
207
216
239
241
243
244
246
248
250
252
254
256
257
259
261
263
265
267
269
270
272
274
275
277
278
280
282
284
286
287
289
291

Muspelheim, Sons of Fire
Pelagia, Pearl Kings

Oceania, Coming of the Capricorns
Therodos, Telkhine Spectre
Atlantis, Emergence of the Deep Ones
R'lyeh, Time of Aboleths
Arcoscephale, The Old Kingdom
Phlegra, Deformed Giants
Pangaea, Age of Bronze
Asphodel, Carrion Woods
Ermor, Ashen Empire

Sceleria, The Reformed Empire
Pythium, Emerald Empire

Man, Tower of Avalon

Eriu, Last of the Tuatha
Agartha, Golem Cult

Ulm, Forges of Ulm

Marignon, Fiery Justice

Pyrene, Time of the Akelarre
Abysia, Blood and Fire

Ashdod, Reign of the Anakim
Na'Ba, Queens of the Desert
Uruk, City States

Ind, Magnificent Kingdom of Exalted Virtue

Bandar Log, Land of the Apes
T'ien Ch'i, Imperial Bureaucracy
Shinuyama, Land of the Bakemono
Caelum, Reign of the Seraphim
Nazca, Kingdom of the Sun
Mictlan, Reign of the Lawgiver
Xibalba, Flooded Caves

C'tis, Miasma

Machaka, Reign of Sorcerors
Phaeacia, Isle of the Dark Ships
Vanheim, Arrival of Man
Vanarus, Land of the Chuds
Jotunheim, Iron Woods
Nidavangr, Bear, Wolf and Crow
Ys, Morgen Queens

Pelagia, Triton Kings

Oceania, Mermidons

Atlantis, Kings of the Deep
R'lyeh, Fallen Star
Arcoscephale, Sibylline Guidance
Phlegra, Sleeping Giants
Pangaea, New Era

Pythium, Serpent Cult

Lemuria, Soul Gates

292
294
296
297
298
299
301
303
304
306
308
309
311
313
315
317
319
321
323
325
327
329
331
333
334
336
338
340
342
344
346
348
350
352
354
355
357
359
361
363
365
367
369
371
373
375
376
378



Man, Towers of Chelms

Ulm, Black Forest

Agartha, Ktonian Dead
Marignon, Conquerors of the Sea
Abysia, Blood of Humans

Ragha, Dual Kingdom

Caelum, Return of the Raptors
Gath, Last of the Giants

Patala, Reign of the Nagas

T'ien Ch'i, Barbarian Kings
Jomon, Human Daimyos
Mictlan, Blood and Rain

Xibalba, Return of the Zotz

C'tis, Desert Tombs

Midgard, Age of Men

Bogarus, Age of Heroes

Utgard, Well of Urd

Vaettiheim, Wolf Kin Jarldom
Feminie, Sage-Queens

Piconye, Legacy of the Prester King
Andramania, Dog Republic
Erytheia, Kingdom of Two Worlds
Atlantis, Frozen Sea

R'lyeh, Dreamlands
Launch Options

379
381
383
385
387
389
391
393
395
397
399
401
403
405
407
408
410
412
414
416
418
420
422
424
426



Introduction

A Short History of Dominions

The world of Dominions took its first insecure steps in 1997
on the road to Santiago de Compostela. We had finished
Conquest of Elysium, a simple yet addictive fantasy game
with a great deal of Nethack-ish unfairness and a multitude
of monsters (a trademark of ours). We were workingon a
space empire game, but decided that Master of Orion 2 had
much of what we liked in such a game, so we quit that
project. Then | went to France and Spain for the summer for
a 1,000-mile walk. It took 72 days and | had a lot of thinking
todo. Several ideas came up, including a bug war with ants,
wasps and other bugs armed with cybernetics and guns.
Some ideas from earlier in the spring evolved, and rudiments
of Pythium, C'tis, Man and Lareaux (a conglomerate of Ulm
and Marignon) came to life.

When | returned from Santiago, we began working on the
bug wars, but soon got bored and decided to make a tactical
fantasy game where you bought an army and pitted it
against your opponent’s army.

Statistics, battle mechanics, and morale are from this era.
The tactical engine was much based upon board games
where commanders give orders to squads. SPQR, Age of
Chivalry and Warhammer Fantasy Battle were inspirational
sources. Morale loss and rout is a feature in all of these. At
first you monitored every single unit, but soon you only
moved your commanders and told them what orders to give
to what squads.

WEB gave us the idea that heroes are fun, but we didn't
want heroes to be as important as they are in WFB. At that
time there were no magic items, spells or monsters, apart
from the hydra.

After a while, fighting was becoming boring, and if the
output is boring, you quit. At this time we were inspired by
VGA-Planets and decided that we wanted a strategic PBEM
game with tactical battles. We started to think about how to
place the tactical engine in a strategic game and still have a
game that was playable by mail. Control over battles was
the solution.

The move from a purely tactical to a strategic game made
the world much more important. Some earlier ideas of an
Ars Magica-like game of magical research and politics were
remade. Random content and magical sites in the provinces
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would increase replayability. Mages of the Order of Hermes
were replaced by competing gods. The magical and divine
auras of Ars Magica gave us the idea of a dual war of armies
and dominions. Mythological and historical paraphrases
came naturally as | have a great interest in the history of
religions.

Several nations had been thought up in the process of
making the tactical engine, but they evolved and changed
over time. Pythium was split into Pythium and
Arcoscephale, Lareaux into Ulm and Marignon.

Magic and research were incorporated in the game. The
eight paths and several dozen spells were there from the
beginning, but research was strange and boring. The idea of
the magic schools made research an important choice, not
just a matter of how rich you were. Global enchantments
were a later add-on inspired by Ars Magica and Master of
Magic.

Since 1997 the game has undergone many changes, but
some things are as they were in the beginning. We still have
old papers from 1997 that tells us how many resources a
plate cuirass costs, and what a mage should cost at a given
skill level. Even though we scribbled down new stats as the
numbers were altered, the papers remained the same, until
work began on Dominions 3 in 2004 and we remade the
armor protection mechanics. Dominions: Priests, Prophets
and Pretenders was released 2001. It got some Usenet
attention and we were glad to get some input. Bugs and
imperfections were pointed out and we tried to fix most of
them. After a half year or so we decided that we wanted to
make a new game instead of making small changes to
Dominions.

We started on several ideas, including a strange 3D version
of Dominions. After a while we returned to Dominions and
decided to make what is now Dominions Il. Our primary
goal was to remake the user interface. Much was the same,
but many ideas that were difficult to incorporate into
Dominions: PPP were now possible to implement. We had as
much time as we wished, no schedule, and no expectations.

During Christmas 2001 | visited my parents and had some
spare days. | accidentally made a board game map and
system inspired by Dominions, but never managed to finish
it. | still have a bunch of papers, a wooden map, and a little
box filled with some hundred wood pieces that needs
painting. Johan Karlsson (the programmer and co-designer)



is more of a finisher than | am. We later
Toadman

scanned the map and used it as our first
Dominions Il map (The Sundering).

Dominions Il was released, and we
started working on the first patch. The
first patch included new themes as well
lots of small changes and bug fixes. The
game and the community grew and we
got positive feedback and inspiration
from fans all over the world. Maps,
mods and other contributions made by
fans kept the community, as well as us,
active.

New content was added in a number of
patches. We still had many ideas
regarding the world, the game, and the  Enter Naphten
future. At first, we were content with

patching the game, but after a while we decided that there
were things that could not be fixed unless major changes
were made to the game engine. We decided to starton a

third version of Dominions.

| had plenty of ideas regarding nations and themes. The first
was Oceania, an underwater nation similar to Pangaea. An
early version of Oceania was included in one of the last
patches for Dominions Il. Sauromatia, inspired by the
Scythians, Amazons and Androphags of Herodotus, and
Bandar Log, a nation inspired by ancient India and Hindu
myth, were two nations | had been dreaming about. Soon,
the numbers of nations increased and we decided to divided
the nations chronologically and alter the theme structure.
Themes were replaced by three ages with somewhat
different characteristics. The concept of Awakening, an old
idea, was relaunched.

Then work slowed down for a while. Work, social life and
other computer games ate up part of our time. We didn't
have a deadline, nor any clear direction, apart from adding
fun stuff and making the game more user-friendly. After a
rather long period of random adding of content and bug
fixes, we decided that it was time to start the beta. In
February 2006, the Dominions 3 beta forum was started,
and almost 7,000 posts later, Dominions 3 - The Awakening
was finished.

That's about it, | think.

/ Kristoffer Osterman, Sweden, Summer 2006

Human

40
/e

Trade & Taint

About The Creation of Dominions 4

After completing Dominions 3 we were a bit tired of making
Dominions, so starting with Dominions 4 then was out of the
question. Also, Johan got a new full-time job at Sony
Ericsson then and got his programming needs fulfilled there.
Many Dominions 3 patches and a long break later we got
inspiration for making a new game again, but we wanted
something different from our earlier projects. So we started
with Trade & Taint.

Trade & Taint was just a preliminary name, but we never
figured out a better one. It was a real time multiplayer
online game, like a MMORPG, but not massive and with no
3d characters. The game took a lot of inspiration from Star
Sonata, a great little game by the way.

The concept was to buy a party of soldiers and donkeys and
then transport goods between villages, making money by
buying cheap and selling were the demand was high. After a
while you would be rich enough to start your own colonies
and create mines there if the place is mineral-rich or maybe
plant fields and sell oats. It was still an lllwinter game, so we
had magic and horrors, too. When you had a colony you
could create a wizard's tower and have your mages perform
magic rituals, craft items, and enchant your surroundings.
We had global rituals too, like meteor storms that made a
meteor crash down on the world every minute or so. The
meteor storms looked very apocalyptic and were
devastating for everyone but the horrors. Performing magic
made the world more tainted and enough taint resulted in
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Enter Rimvad

horrors appearing. First came a few, then came some more,
and finally there was an apocalypse of horrors that
destroyed settlements, player colonies, and eventually the
entire world.

It was, however, a bit too ambitious and it felt impossible to
finish, so it got laid aside. Instead, we decided to make
something easier and that was to create a modern Conquest

of Elysium, because we have always enjoyed that little game.

And now we had some cool horrors from Trade and Taint to
put into Conquest of Elysium as well.

After Conquest of Elysium 3 was finished, working on
Dominions sounded like a fun idea again, so we started to
plan a Dominions 4. We had a few really major changes that
we wanted to see: one was the 3D world map from Trade
and Taint. Here you would get line of sight for armies and
movement speed would be meters per day with exact
distances between cities. Also, you would have changing
terrain and line-of-sight for magic rituals. Another idea was
real-time battles, with everyone moving at once and spells

Trade & Taint

having different casting times. The third idea was team play
with a team consisting of one god and his disciples.

Then we made a list of all the little changes we also wanted
to make and it got very long. So long that we thought it was
enough with that list to make a new game. So we scrapped
some of the major ideas that had the potential of making
Dominions 4 a worse game than its predecessor. Thus, we
decided against the 3D map and the real-time battles. We
have experienced a few games that got worse with their
updates and we didn't want that with Dominions 4. Maybe
with a Dominions 5. We kept the team play idea though,
because it fits well with the current Dominions system. Also
we really enjoyed the team play in the War of the Ring board
game and wanted the same feeling in Dominions. For those
who haven't played it, there are fixed teams: Sauron and his
ally Saruman on one side, and all the good ones on the other.

When development of Dominions 4 started, the GUI system
from CoE3 was imported. Then the network system, random
map generation and some 3D stuff from Trade & Taint was
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imported too. Sprites were imported from both games, so

we got some new horrors and new item pictures from Trade

& Taint, where there are sprites for
every mundane weapon and piece of
armor in the game. Some monsters like
the gelatinous cube from CoE3 were
also imported. In an effort to get the
sprites sorted in a more logical way as

well as redrawing the ugly ones,
Kristoffer decided to rearrange all the
§ spritesinthe game. So for along time

almost all nations had what looked like
random sprites for its units, making it
somewhat difficult to play.

Ouir first test game took place right after
we got the team play working. Many
units still looked funny and you had to
tell Kristoffer that "my scout looks like
an elephant with ared cross oniit," to
have him prioritize that.

During development a multitude of new ideas popped up.

9th Millennium




Some were small and easy to implement, others had more
impact on the game. The Thrones of Ascension was one such
later development that we just had to add, once we came up
with the idea. Some ideas were discarded and others lie
around and might be added in future patches.

Now, a bare month before release and almost 3000 posts in
our beta forum, the game is working well, random sprites are
quite rare and bugs tend to be easy to fix.

We hope that you find Dominions entertaining, regardless
of whether you are new to the series or if you are a
long-time player of our games.

/Johan & Kristoffer, August 2013

Dungeons of Elysium

About the
Creation of

Dominions 5

After finishing
Dominions 4 and
making quite a few
patches too we once
again got a bit tired of
working on
Dominions. When
thinking about what
kind of game we
wanted to work on, we
decided it had to be
something different
and we began to work
on aspace game. It
was going to be a game where you mined and transported

Dungeons of Elysium

minerals in order to build space ships to defeat your enemies
with. It was inspired by the good old vga-planets game.

The game got random planets and some nice mineral
surveys, but it never got far before we abandoned it in favor
of a new version of Conquest of Elysium. We had some good
ideas for CoE like an inferno plane that contained the demon
lords and if you summoned them they would actually be
summoned from that plane. It would then be possible (just)
to kill them permanently by going down there and slaying
them on their home plane. We also had ideas for random
rituals, inaccurate monster descriptions and new combat
mechanics. After about one and a half years and many
additional planes, Conquest of Elysium 4
was released.

After CoE4 we started to play and
develop Trade and Taint again just for
the fun of it. It is a game that we did not
intend to finish, so we could play and
experiment as much as we liked.

After a while we wanted to make a game
we could finish again, but we wanted it
to be something different from CoE and
Dominions. We have played many
roguelike games back in the times, and
recently we had played Tales of Maj'Eyal
too and we had many ideas on how to



make a better roguelike. So we started to make our own
roguelike game called Dungeons of Elysium. It had the same
aggressive wildlife that can be found in Elysium. It also took
advantage of the terrain drawing engine in Elysium that
turned out to be really good at drawing dungeons too.

DoE had a similar class system to TaT where you starton a
random career e.g. a footpad and then the footpad can
advance to smuggler, burglar or grave robber depending on
what trainer you encounter.

We created a few stories, a fun abstract travel system, and a
dungeon editor. Actually, the dungeon editor turned out to
be very useful at creating nice looking encounter maps for
our own pen and paper role playing campaigns. After
canceling DoE we later made the map editor a bit more
user-friendly and released it as lllwinter's Floorplan
Generator, a tool to help pen and paper role-players.

After a few months of DoE we also started to work on our
old 4x space strategy game again. The planets and minerals
were already in place, so this time we added production,
space combat and ground combat. Combat was automatic
like in Dominions, but more colorful with lasers and photon
torpedoes in space.

Production was a bit different from most other games, you
had to create factories for specific spaceship models in
order to produce it efficiently. So you were encouraged to
not redesign your spaceship models too frequently as you
would have to build new factories for them as well.

By now many years had passed since we released Dominions
4 and we felt inspired to do a Dominions 5. Realtime combat
was going to be the major change for the new Dominions,
but we had a quite a few other ideas too. One idea that
didn't make it was The Council of Immortals, where you got
to vote for divine laws and titles and got influence from your
claimed thrones. Another idea was for mounts to have
separate stats, so you could kill either the mount or the
rider. Kristoffer had ideas for a ton of new nations as usual,
some of them made it into Dominions 5 and hopefully a few
more will make it in future updates to the game.

When the development of Dominions 5 started we imported
the GUI system from CoE4 that gets rid of the fuzzy looking
font and the 3D engine was updated to use the one from
Trade and Taint. After many years of incremental updates
the 3D world in Trade and Taint was both faster and better
looking than the one in Dominions 4, so it would be stupid
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not to use that one instead. At first we also used the particle

effects on magic items that we had in TaT and that made the

items sparkle or burn with blue flames. But it didn't feel right
in Dominions and it was removed.

When writing this the 3D castles are still not finished, some
units of Rus only looks like a few red letters and many
descriptions remain to be written. But the game plays well
and it feels realistic that it will be finished in a month when it
is supposed to be released.

We hope you will enjoy the game!

/Johan & Kristoffer, October 2017

About the Creation of Dominions 6

After finishing Dominions 5 and patching it quite extensively
we got some inspiration for Conquest of Elysium and started
creating the fifth version of that series. CoE 5 now got two
new planes, the sky and heaven, as well as much more
interesting battlefields where the terrain features had stats
and could e.g. start burning if hit by a fireball. The Cloud
Lord was also added as the class that would start on the sky
plane.

While working on Conquest of Elysium we collected and
wrote down ideas for Dominions. After about a year of
Conquest of Elysium we felt like implementing some of our
ideas for Dominons, most notably by remaking how the
mounts worked. The mounts in Dominions 5 have always
been a bit strange, sometimes they use the rider as the
target and you have to kill the rider and cannot hit the horse.
Sometimes if the mount felt important you had to kill the
mount first and then maybe it transformed into a lone rider
afterwards. It was not logical, and we wanted to change this
so that both rider and mount had stats and both could be hit
by attacks. And an area attack like a fireball should be able
to hit both the rider and the mount at the same time.

So we put CoE 5 on the shelf for a while and started to work
on Dominions 6 instead. At first it was only the mount
system that was being changed, but pretty soon a new magic
path was added as well, the path of Glamour. With the
addition of this path we could separate the nations that are
good at hurling lightning bolts from the ones that like
illusions and thus diversify the nations a bit more.

Work on Dominions 6 continued for about a year, before we
decided that we wanted to finish up CoE 5 instead. The work



on CoE included even more planes, a new map system, boats
and more classes. Eventually we reached a stage where we
felt it was ready enough and it was finally released in the
summer of 2021.

Somewhere in between we also continued on our game
Trade & Taint. We probably mostly played it, but some
development got done as well. E.g. we fixed the invisible
guard towers that were ambushing people traveling in the
forests. A limit of 50000 units of a single type was also
implemented, as the giant ants were going rampant and
overwhelmed the game occasionally.

After we had released CoE 5 and as well as a few content
patches for it we returned to Dominions 6. There was still a
lot of work to be done on the reformed mount system and
several times we wondered if it was worth the amount of
work it meant, but with the game finished we are confident
it was indeed worth it. There was also a lot of stuff related to
the addition of glamour magic that had to be addressed
including new sites, spells and rebalancing.

Apart from the changes to mechanics there are several new
nations, and a few in the works that will be released in some
of the first content patches. One of the new nations is
Muspelheim, a nation that we have intended to make for a
very long time. With some new mechanics our vision for that
nation was made possible.

Many of the improvements of CoE 5 were related to
gameplay and a better Ul and we probably learned a bit in
the process. Dominions 6 has more changes to QoL and Ul
than any previous iteration of the game and we believe that
the gaming experience in Dominions 6 is improved
compared to earlier versions.

Finally we have added a server lobby for multiplayer games.
This is also a lesson learned from the CoE5 development.
Hopefully it will help people to find and start multiplier
games.

/Johan & Kristoffer, January 2024

Major Changes in Dominions 6

There are too many new changes between Dominions 5 and
Dominions 6 to mention them all in the manual. But hereis a
list of the most important changes to the rules and
mechanics that make up the world of Dominions. This might
be useful if you are already familiar with how the world of
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Dominions 5 works.

Glamour
A new magic path called Glamour. Glamour deals withillusions,
dreams and luck and fits in among the sorcery paths. Blood
Magic is no longer part of sorcery and is a path outside the

traditional elemental and sorcery paths.

Mount Stats
Mounts now have stats of their own that are tracked
separately from the rider. Soin a battle it is possible to hit rider
or mount, or maybe both in the case of an area of effect hit. If
the mount is killed the rider can continue to fight on the
ground. There can also be mounts with multiple riders like

elephants or the other way around, carriers with a single rider.

Battlefield Terrain
There are now bushes, rocks and other obstacles to be found
on the battlefield, all with their own stats that can be affected
by e.g. area of effect attacks in the vicinity. These terrain
obstacles can easily be crushed by large monsters, but smaller

ones might have to navigate around them.

Assassination Locations
Assassinations now usually take place in confined areas
appropriate for the target, e.g. a mage might be assassinated in
the library and an ordinary commander might be assassinated
while visiting the local tavern. Local bystanders might be also

be dragged into the assassination if they happen to be present.

Hidden Map
The map is hidden from the start and has to be explored in

order to find out what kind of provinces are available.

Multiple Planes
The map can now contain multiple planes that can be

discovered and conquered.

Alterable Map Terrain
The terrain type of provinces on the world map can now
change. This is a quite rare, but can happen if a province is
under the influence of an extreme Dominion scale for a long
time or if the province is targeted by a high level ritual that
affects the terrain.

Legendary Spells
Research level 9 now contains legendary spells. Legendary
spells are usually very powerful, but can only be researched
one at atime. You have to choose carefully which one to

research first once you reach that level.



Extreme Dominion Scales
Pretender Gods can usually only choose Dominion Scale values
between -2 and 2. But some Pretenders or Nations can add to
this limit to make it possible to pick more severe scales. Scales
at values 4 and 5 are known as extreme scales and usually

comes with some special effects that are not necessarily good.

Larger
The scale has increased. Dominions 6 is able to handle many
more units than before, both population and armies are now

about 50% larger for more epic battles.

Of course there are also many new nations, monsters, magic
items, spells, magic sites, bless effects and random events
that were not present in the world of Dominions 5.

Authors Note

The Dominions 6 manual is based on the previous
Dominions 5 manual that was written by Bruce Geryk. It has
since been updated by us at lllwinter Game Design to be
suitable for Dominions 6. We hope you will like it!

The layout of this manual was created with the help of
lllwinter's PDF Typesetter, a newly created program that
might be released to the public later on. It has an easy to use
markdown-like syntax, but creates ready for printing
multi-column documents with floating pictures and tables.

/Johan & Kristoffer, March 2023

The Basics

Dominions Random Number (DRN)

Most Dominions game mechanisms use something called
the Dominions Random Number (DRN). When a random
number is called for, the number used is actually a DRN.
This is a roll of two six-sided dice (2d6) but with an
additional bonus: if any individual die roll is “6,” one is
subtracted, and then that die is re-rolled and added to the
result. Thisis referred to as an “open-ended” 2dé6 roll.

Example: The game calls for a DRN. Two dice are rolled and
they come up 2,6. Because one of the dice was a “6,” one is
subtracted from the total (making 7), and the die is rolled
again. But this dieis also a 6. So one is subtracted from the
total (now up to 12) and a die is rolled again. Itisa4. The
final result for this DRN is 16.

Note that if both original dice came up as 6, both would be
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re-rolled and added as above. If a die keeps coming up 6, it
keeps getting re-rolled and added, which can very
occasionally lead to large numbers.

Dominions has a lot of situations where something is very
unlikely to happen, like a militia soldier hitting an ethereal
monster. However, in the real world of Dominions, very few
things are actually impossible. To model this fact as closely
as can be, the Dominions Random Number was created.
With it, it is always possible for such an event to occur,
which would not be the case if the roll was not open-ended.

In some rare cases, there may be only one six-sided die
rolled. Itis still open-ended, but in this case, the rules refer
toitasadrn, in lower-case letters.

Probabilities in Dominions 6

Most die rolls in Dominions 6 involve one player rolling
higher than another player using the DRN system. To give
players some idea of how likely something is to happen, here
is a table that shows the difference between two values on
the left, and the chance of beating that value using two
open-ended dice on the right.

Difference Chance

-10 3%

=) 5%

-8 6%

-7 8%

-6 11%
=5 14 %
-4 18 %
=3 24 %
-2 30 %
-1 38%
0 46 %
1 54 %
2 62 %
3 70 %
4 76 %
5 82%
6 86 %
7 89 %
8 92%
9 94 %
10 95 %

What does this mean? It means that if you have a Jotun
Moose Rider with attack skill 9 and your opponent has an



Dominions 6
of the

MainMenu Ta ‘; LA
Abysian Infantry with defense skill 10, your chance of Sometimes the manual will state that a given effect requires
beating him with two open-ended dice (and thus scoring a a morale check (or some other ability check) “against” some
hit) is 38%. If the values were reversed, your chance of number. This is simply a way of saying that a unit’s morale
success would be 54%. Why the seeming disjunction? (or other ability) + DRN is compared to the stated number +

Because the “zero-point” is only 46%. Remember - the table DRN. So if a unit has to “take a morale check against 12,”
shows the chance of beating your opponent. Thus, if you are this means the unit’s morale + a DRN is compared to 12 +
evenly matched, you need to roll higher than he or shedoes  DRN. If the unit has a morale of 10, the chart above would
on the same type of dice, and thus your chances of doing so indicate that the chance of this unit passing the check is
are less than even. 46%, to be exact. 30%.

The Interface

Starting a Game

Game creation and game playingin
Dominions 6 are separate things. In
order to start a new game, you must
create it under Create World. When
you return to a game you have already
created after the first time you play it,
you choose Continue Old Game.

Creating a new game

To create a new game, click on Create
World in the opening menu screen.
You'll be asked to choose a map, which
can be a pre-made map or arandomly

Cancel

Choose Map Menu created one. The map will be generated




once you have made all your choices for the game. The next
step is to give the game a name. This generates a folder with
this name in the "savedgames" folder so you can find the
files easily. You can access this from the Tools & Manuals
menu under Other / Open User Data Directory.

You can start playing the game immediately from the
creation menu. Once a game has been created and you have
quit out of it for some reason, you can play it again by
choosing Continue Old Game from the same menu, and
selecting the appropriate one.

Choosing an Age

The next choice will be whether to play in the Early, Middle,
or Late Ages. This determines the nations available. In
general, Early Age nations have weaker troops and stronger
mages.

Choosing participants

Once you have selected an age, you can select the nation
you and the Al player(s) will represent. The default is

Nation

Random

Random

Marignon, Fiery Justice
Na'Ba, Queens of the Desert
Random land nation
Random water nation

<Add new player>

0 Disciple Game (advanced)

Player

“Random” which will choose from the available list of
nations. You can choose a specific nation by clicking on the
word “Random” which will open a window listing the
available nations for that Age. Then click on the nation you
desire. Nations cannot be duplicated - there can only be
one of each in a given game. You can also set the Al players
to specific nations in the same way. To add another player
(either Al or human), click on “Add new player.” To remove a
player from the game, click on the name of the nation (or on
“Random” if you have not set a nation) and click on the word
“None” at the bottom of the list of nations.

Disciple games

At the bottom of the Choose Participants screenis a
checkbox for "Disciple Game." This is a special type of game
that will be explained below. Once you check this box, two
additional columns will appear: one for Team and one for
pretender/disciple. You will not be able to click "Ok" (the
choice will be greyed out) until each team has one and only
one pretender (and any number of disciples). There is no
requirement for balance among teams, or equal numbers of

Al type

Human
Normal Al
Difficult Al
Mighty Al
Easy Al
Easy Al

Random
Aggressive
Aggressive
Random
Random

Ok

Cancel

Choose Participants Menu




disciples, or having disciples at all. You can change teams
and pretender/disciple status by clicking directly on the
team number, or on the word "pretender" or "disciple."

The disciple game is a team game which allows players to
play in teams, but preserves the true nature of the world of
Dominions, which is that it is all about pretenders aspiring to
godhood. And there can only be one god in the end. So one
player takes on the role of the pretender. All other players
on his team (if there are any - there is no requirement for all
pretenders in a disciple game to have disciples) play the part
of his disciples.

Disciples do not create pretenders, they create disciples. A
player has 400 points (rather than the usual 450 for
pretenders) to create a disciple. Furthermore, disciples have
no dominion or scales. They only choose physical form and
magic paths. They also cannot choose whether they are
awake or not from the beginning of the game. They awaken
in half the time of the pretender God, so only awake gods
start with awake disciples. After all, it is they who are
heralding the entrance of the pretender god. The temples of
disciple players spread the dominion of their pretender god.
The disciple unit itself does so, too, but as a prophet (the
equivalent of one temple check). Disciple units also get
increases in strength, hit points, and magic resistance when

they are in their pretender god's dominion, just like
prophets. In disciple games, no one can appoint prophets,
neither the pretender player or the disciple players, since
the disciples act as prophets. Prophets can only be
appointed by pretenders that have no disciples.

Creating Pretender

After choosing which nations will participate in the game,
you will be taken to the create pretender screen for each of
the human players. Here you will create the Pretender God
that will be in charge of your nation and possibly capture
enough Thrones of Ascension to acquire full godhood.

Creating a pretender is an involved process that is described
in the Pretender chapter of the manual.

Pretenders created here can be saved by clicking ctrl-s. By
saving it you can load it into other games later by pressing
ctrl-lin the pretender creation screen. In the Game Tools
menu, there is also a pretender creation tool that can be
used to create and save pretenders for future games.

Game settings

The last issue is the game settings. These control the
makeup of the world, as well as some options for renaming
commanders, showing score graphs, and various other
options.

The options are straightforward and are described by
tooltips that appear when mousing over the different
categories. Players can choose to make gold more or less
available, change the frequency with which magic sites will
appear, adjust the strength of independents, and many other
things which will give the game a unique character. This is
largely up to the players’ taste. For example, a game with a
high independent strength will slow players’ expansion
while they build larger armies to conquer adjacent
provinces, and will
prolong the time
before enemy nations
come into contact.
Increasing magic
(either sites or
research) will hurt
nations which have
weak magic to begin
with, because more
magic-oriented
nations will be able to
start using more
powerful magic faster.
You'll eventually get a
feel for what works for
you.



Score graphs

Score graphs contain a lot of information, and can take over
amultiplayer game as everyone watches who has the most
provinces, who has the biggest army, and thus who is seen as
the biggest threat. It makes for a very different game if
players have to scout for information, and diplomacy
becomes more useful since it’s not immediately obvious that
you have an army twice as big as your neighbor’s. The game
plays very differently in multiplayer with score graphs on, as
the prime objective becomes to not be the leader in any of
the major categories, while not falling too far behind, either.

On the other hand, in solo games, especially for newbies, the
score graphs can be valuable tools for gauging your progress
and evaluating threats to your position. Use them wisely.

Units with the Spy ability give players access to score
graphs, even if they are disabled. They cannot get
information on enemy players unless they are in the enemy
capital, however.

Master password

Setting a master password allows the host to go in and set a
player’s position to computer control (and thus preserve the
flow of the game) if a player drops out and his pretender is
password-protected. For large multiplayer games where
some attrition is likely, consider either setting a master
password, or having a third party collect all the passwords
for the game, to be used only if a player becomes
unreachable.

While the usefulness of the master password is mostly the
ability to give Al control to a dropped player, it does allow
full access to a player’s position.
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Limited unique artifact forging rate

This setting is on by default and limits players to forge a
maximum of one unique artifact per game turn. Unique
artifacts can only be forged once you have researched level
9 in Construction. By limiting the rate to one per turn it will
also be meaningful for players with slower research to aim
for artifact construction.

Limited legendary spell research rate

This is on by default and makes level 9 an epic research level,
where you will only get one out of all the spells available on
that level. You get to choose which spell you want to
research, and it is possible to research level 9 multiple times
to get all the spells if you want.

Renaming

By default it is not possible to rename commanders. This can
be changed with this option. If renaming is enabled you will
be able to rename any commander except Pretender Gods,
Disciples, Prophets and famous heroes. To rename a
commander, inspect his stats and then press 'r' to rename.

Cheat prevention

Cheat prevention will try to prevent people from cheating
and send messages to all players if anyone has been found
doing something that is against the game rules. Cheat
prevention only protects against players other than the host
from cheating. The host must be trusted as he has full
access to the game and can easily rewind turns without
anyone noticing if he so wishes. Make sure to password

protect your Pretender God if playing in an online
multiplayer game, otherwise anyone might look at or alter
your turn.

B Throne game settings

By pressing the "Thrones" tab you will
be able to set up the victory conditions.
Winning by controlling enough Thrones
" of Ascension is the recommended and
default victory condition. This can be
changed to Conquer all if you prefer a
game where you have to eliminate all
other players.

Cataclysm

This is a way to force the game to end



From the tomes of the lore of Dominions

Ragha is a dual kingdom of fire and ice, rage and serenity. Half of the population are Abysian descendants from the isolated colony of

Tur, and half are Airyan refugees from Caelum. Tur was a distant and prosperous Abysian colony founded after a successful military

campaign against the giants of Ashdod. But the war with Ashdod had been taxing and the colony was cut off from the kingdom by an

Arcoscephalean campaign through the fertile lands previously conquered by the giants. For centuries, Tur was left alone and an

independent kingdom formed. Then came the Caelians. A great host of iceclad warriors descended upon the Turan armies on the plain

of Ragha in the middle of winter. The Turan Shah realized that the Tur could not stand up to the Caelians for long. Tur was on the brink

of destruction when the attacks suddenly stopped. Civil war had broken out in Caelum and the campaign was aborted. Instead, Caelian

refugees and deserters settled on the plain of Ragha. Airyan Seraphs approached the Turan Shah and peace was negotiated. When the

Harab Seraphs of Caelum attacked, the Airyas were saved by the gryphon riders of Tur. This sealed the truce and a strange alliance was

formed. Ragha is now a society of two peoples united out of necessity. During winter the Airyas reign and during the summer the

Turans reign. Even faith has evolved to mimic the legacy of the two peoples. Two different groups of beings are adored and worshiped.

But this is starting to change. The One True God has arisen. The peoples of Ragha suffer less from hot or cold climates than the people

of other nations.

after a certain number of turns. The Cataclysm will cause
horrors to appear and start destroying Thrones of
Ascension. (These are very powerful horrors.) Every
Throne destroyed also reduces the number of Ascension
points required, so a winner should appear shortly after the
Cataclysm begins. In the unlikely event that no one owns a
Throne as the last ones are destroyed, the horrors win.

During the cataclysm the magic scale will rise in the world
and the magic ether will become corrupted. Casting rituals,
forging magic items or empowering can all cause horrors to
sense the mage and attack. The more gems used, the higher
the chance of a really powerful horror appearing. The
horrors that appear due to these magic activities will strike
after the activity is finished, so it is possible to sacrifice a
mage in order to forge an expensive item.

Throne settings

Here you can choose how many thrones of level 1 - 3 that
will be on the map. A level 1 throne is worth 1 ascension
point and will only be marginally more well guarded that an
ordinary province. A level 3 throne is worth 3 ascension
points and will be very difficult to take.

You can also set the total amount of Ascension Points
required in order to become the Pantokrator (the true god)
and win the game.
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Game Tools

Dominions 6 has a number of options under this menu to
create new pretenders, as well as manage pretenders you
have already created. There is also a map editor, a tool for
creating random maps with custom settings, as well as a
shortcut to the directory where Dominions 6 stores your
files.

Playing a multiplayer game

The game supports many ways of playing multiplayer:
hotseat play (multiple players on the same computer), online
play (either with a private server or on the official server), or
even play-by-email (PBEM). If you are the only human
player in the game (all other nations are Al) then it is a solo
game and you can skip this chapter.

Because turns in Dominions 6 are resolved simultaneously,
it works very well in multiplayer. Everyone can do their
turns when they want and when everyone is finished a new
turn will be generated.

Playing a hotseat game

Starting a hotseat game is done in the same way as a single
player game. Just add extra human players when choosing
the participants and you are done.

Playing a network game

The easy way to play online is to use the official game server
for Dominions 6. Choose Network and then Enter Game
Lobby from the main menu.

From the game lobby it is easy to set up a game for others to



From the tomes of the lore of Dominions

Ermor is an empire centered on a great city. For centuries it has grown, and has become more and more influential. Traders and

travelers from near and far come to the city. By military campaigns, diplomacy, and trade, Ermor has become a power to be reckoned

with. By adopting local traditions and beliefs, Ermorians posed little threat to neighbors and conquered peoples, but this has begun to

change. A new God is rising. Old syncretistic faiths and spirit worship were banned by a Prophet dressed in white shrouds. The

remnants of his bods and shrouds are buried in the Holy City of Eldregate where the adherents of the New Faith are awaiting the arrival

of the Reawakening God foreseen by the Prophet. The all-encompassing old state cult of the Numinas still survives, but the Pontifices

and Flamen are slowly adopting the New Faith.

Cornelius is the current Pontifex Maximum and the highest ranking priest of the Old Faith. He was the one who performed the high

sacrifices in the capital. But it was also he who let decadence and corruption thrive in the priestly order. He has been blamed by many

for the fall of the Old Cult and its traditions. The Arch Bishops of the New Faith let him remain as a figurehead, but everyone knows that

his influence is limited. Cornelius still commands great religious authority and is a potent mage. Cornelius is old, frail, and rather fat and

rarely ventures far from his chambers.

join, or to join a game someone else has set up. It should be
pretty self explanatory if you are familiar with how to set up
a solo game of Dominions 6.

Note: Remember to add a password to your pretender when
playing online. Without a password anyone will be able to
peek at or alter your turns.

Setting up your own personal game server is also possible,
but more complicated. The recommended way to play
multiplayer in Dominions 6 is via the game lobby. For
instructions regarding PBEM or private game servers you
have to read in the old Dominions 5 manual (free to
download on www.illwinter.com).

Playing the Game

Once you have started a game and are presented with the
main game screen, you'll need to become familiar with the
interface. At first you are viewing your home province, to
view a different province you should right-click on it (this
can be changed to left-click in the preferences if desired).

* To view a different province, right click on the province.

* To select acommander, left-click on his icon and he turns white
(selected).

* To give acommander order to move, you left-click the province

to which you want him to move.

Right-clicking, in many cases, gives you further information.
For example: To get information on a unit in almost any
screen, you right-click on the unit. The same applies when
you want information on magic items or spells.

Basic Game Functions

At the top right of the map screen is a row of buttons that
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are used for most things. These are divided up into five
sections.

The province buttons performs actions for the current
province only. These buttons are (letter in parenthesis is the
keyboard shortcut):

(e) End turn
This ends the current turn. In a single player game this initiates
the host procedure.

(t) Army setup
This is where you can assign your units to commanders, change
formations, and array your forces on the battlefield. See Army
Setup on page 44 for more information.

(y) Army setup at destination
This is an alternative to the regular army setup. Instead of
commanders currently present in the province commanders
that will be present next turn are shown. See Army Setup on
page 44 for more information.

(u) Patrolling army setup
This is an alternative to the regular army setup showing only
patrolling commanders. This is mostly useful in fortified
provinces. See Army Setup on page 44 for more information.

(r) Recruit unit
This opens the recruitment panel for a given nation and shows
the units available for recruitment in the selected province.
This only works for provinces the player controls.

(b) Mercenaries
Players can see which mercenaries are available for hire. You
can bid on these by clicking on the name of the company you
wish to bid on.

(i) Read Province Chronicles
Here you read some information about the province and its
inhabitants as well as all past important events that has
occurred in the province.



The nation buttons are not dependent on the current
province. These buttons are the following:

(m) Read messages
Allows you to read the beginning-of-turn messages.
(s) Send messages
Allows you to send messages, items, or gold to other players.
(F1) Nation Overview
This screen gives a global picture of your units and provinces.
You can buy province defense, or go straight to a province
using this screen. It also keeps track of magic site searches.
(F2) Score graphs
If score graphs are enabled, you can see a running comparison
of the strengths of the various nations in terms of provinces
owned, total dominion, army size, etc. You can also see the
names and status (human or Al) of all pretenders, and whether
or not they are still in the game.
(F3) Hall of Fame
Commanders who have survived the most fights and killed the
most enemies receive a Heroic Ability for entering the Hall of
Fame. This ability continues to improve as long as the hero is
listed here.
(F4) Pretenders
Displays a list of all pretenders in the game unless information
on other players was disabled during game creation.

The magic buttons are the following:

(F5) Research
Takes you to the Research screen where you can access spell
research.

(F6) Global Enchantments
Shows you the global enchantment spells currently affecting
the world.

(F7) Magic item treasury
Shows the magic items you have stored in your treasury.

(F8) Magic item overview
An easy way to see all magic items in your kingdom (both in
treasury and equipped on commanders) and learn where they
are.

(F9) Thrones of Ascension
This displays the Thrones of Ascension active in the game (if
any).
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Province Nation

The game buttons can be used to change settings and to end
the turn.

(Esc) Options
Adjusts music and video settings, and allows you to save, and
quit the game.

(e) End Turn
When you have completed your turn, this button saves your
move to afile in the game folder, or uploads it to the server if
you are playing an online game. You may still go back and
adjust your move, or even start over from scratch. Exception:
In a solo game, hitting End Turn automatically hosts the current

turn.

On the row underneath are buttons for all the planes. These
buttons will be greyed out for any plane that you currently
have no access to. Usually the planes are these:

(1) Pantokrator's realm
This is the overland world where most of the game will take
place.
(2) The realm beneath
The caverns underneath.
(3) The void
The empty space where horrors thrive. Usually you will not end

up here.

You can hide all buttons and commanders by hitting the “h”
key. This way only the map will be visible.

Some buttons may be active (like the Statistics button) but
not yield any information if the score graphs have been
turned off in the game options when the game was created.

The Province buttons refer only to the province you have
selected. They may do nothing if the province you have
selected is owned by the enemy.

Most of these buttons will be discussed in detail in further
sections.




The Map

Maps in Dominions 6 have one
characteristic feature: they are divided
up into provinces. These provinces are
delineated by the greyish lines.
However, the lines are really only for
your visual reference; the game engine
does not use them in any way. Instead,
what is important is which province is a
neighbor of which other province. You
can see this by looking at the yellow
dotted lines, they go between the
neighboring provinces. The yellow lines
should be seen by default, but if it is turned off, hitting the
[Ctr1+8] key to Toggle Neighbors will turn it on again.

The table on this page shows all the display toggles that can
be used to control what you see on the map.

Keyboard shortcuts to control map view

Arrows scroll map

Home go to home province

Ctrl+Home go to Pretender / Disciple

g/# goto province nbr

End zoom x0.5

Insert zoom to cover screen

Delete zoom to fit entire map

Page Up/ Ctrl+Up zoom i<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>