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Introduction
Conquest of Elysium 5 is a quick turn based fantasy strategy

game with a touch of rogue-like. The game is full of depth,

details and monsters. There are also a huge number of

factions, each with its own unique gameplay and magic

rituals.

The main focus in the CoE series is that each race plays

differently. We’re not talking about a unique building here

and a unique unit there, we’re talking about completely

different playstyles, with different mechanics and different

goals. Perhaps you’re playing a druid, focused on amassing

a vast forest and jungle empire from which to harvest

ingredients to summon creatures of the woods with no

practical need to conquer mines. Perhaps you’re a dwarf,

who’s only concern is mines and produce units at a set rate

every turn, focused almost entirely on upgrading those units

to survive as long as possible since they are so difficult to

replace. Perhaps you are a Scourge Lord, whoâ��s pyramids

of power drain the very life force from Elysium and channel it

to him and his Heralds. With 24 different factions that alone

is enough to keep your play dynamic as you vie for control of

the map to conquer Elysium.

New for the 5th version of Conquest of Elysium is four

additional planes to interact with, boats and ports which

enables players to travel to islands beyond the main

continent of Elysium, three new factions, new rituals and

summons for the existing factions, new battle maps for

different fortifications, new independent factions that fight

each other, new monsters, more and different random

events, and much more.

The game has ten different planes. There is for instance an

Infernal plane that is the home of the devils and the demons.

So if a demonologist manages to summon a demon lord,

there will suddenly be a dark citadel without its master in

inferno. Banishing a devil will force it back to inferno instead

of slaying it permanently. Although extremely difficult it is

possible to permanently destroy a demon lord by storming

inferno and slaying it on that plane. Although there are many

planes you will only rarely have to visit them. But they

continue to run in the background and make certain actions

or random events more exciting. Among the new planes in

CoE5 is the sky-realm above Elysium. From the clouds flying

armies might descend upon the inhabitants of Elysium, only

to take to the skies and retreat if their losses were

significant. But the clouds are not unattainable. Beanstalks,

rainbows and tall mountain spires allow ground-born armies

to ascend to the clouds.

Most factions start with a random set of rituals, a random set

of combat spells and together with the random map that will

ensure that no two games are the same. More rituals and

spells can be learned during the game if you have the right

resources and find the right locations. In addition to the

aggressive wildlife of Elysium there’s also random events to

contend with, from bumper harvests and bandits, to the very

gates of the underworld opening into Elysium. Your hands

will be full before you even make contact with the enemy.

Winning and Losing

The player that is last left standing wins the game, or in

team games, the team that is last left standing.

A player is eliminated if he either loses all his citadels near

Elysium (the Elysium, Sky or Agartha planes) or if he loses

all his commanders. The elimination happens instantly, so if

you only have a single citadel, make sure to guard it

properly.

Main Menu
When Conquest of Elysium 5 loads, the Main Menu screen

comes up with the following items:

* Start New Game (s)

* Load Game (l)

* Network (n)

* Preferences (p)

* Mods (m)

* Credits (c)

* Read Tip (t)

* Quit (q)

The letter in parenthesis is the keyboard shortcut key that

can be used instead of clicking with the mouse.

Start New Game

The Start New Game option begins a new game of CoE5.

Usually this is the first thing you want to do.

Choose Participants.

Creating a random map begins with choosing the world size

for the game.

Map Size

Choose one of five different map sizes:

* Small (40 x 28 squares)

* Medium (50 x 36 squares) (default size)

* Large (60 x 44 squares)

* Huge (70 x 52 squares)

* Enormous (80 x 60 squares)

While the world sizes may seem small, do not let the

numbers fool you. The relative size of the world will become

apparent during gameplay when you move your troops

around and the larger worlds are exactly as large as

advertised.
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Choose Society

There are six different societies to choose from. The choice

of society affects what kind of opponents and resources you

are likely to find in Elysium. The choice can be random, in

which case you wonâ��t know which society it is until you

have researched the history of Elysium in a magic library.

Dark Ages

Dark Ages is the period of time when man first comes to

Elysium.  Ruins of long-dead civilizations lie scattered

through the realm and dragons roam the lands.  Fairy courts

and dwarven cities are not yet destroyed.  Human influence

is weak and the forces of nature strong.

There are few villages and even fewer cities in these early

times.

Agricultural Period

After the end of the Dark Ages comes the Agricultural Period

when man subdues the wild lands of Elysium.  Cities are

rare, but hamlets and villages lie in every corner of the

continent.  It is a time of heroes, pioneers and cunning

brigands.

Empire

The lands of Elysium have been unified into an Empire,

forged from the colonies of the pioneers.  The Emperor is

popular among the citizens and a great capital city is being

built from which he can rule.  Forests are cut down at a swift

pace to found new cities for the growing population.  New

military units are being developed to hunt down outlaws and

to deal with the remaining aggressive wildlife.  The groups of

brigands that were a scourge of the land in earlier times

have been almost completely eliminated.

Fallen Empire

The waning days of greatness have given way to the

Interregnum.  The Empire has fallen.  Battlefields and ruins

of former imperial glory litter the lands.  Few cities and

villages remain.  Human lands are in chaos and bandits are

free to roam the countryside.  The forces of nature are

growing continuously stronger and have reclaimed much

land from the human inhabitants.  Even worse, great acts of

evil have been performed in the capital, which has been

turned into a stronghold of dark powers.  Only a powerful

leader will be able to rebuild the Empire.

Monarchy

From the ruins of the fallen Empire, a Monarchy has

emerged.  Feudal lords rule their estates from towers of

stone, gathering power and influence in service to the king. 

The land is more peaceful than before and the taxes of

villagers pay for troops to protect them from brigands and to

keep the forces of nature at bay.  There are many fortresses

and towers, but the cities of the empire have yet to be

rebuilt.
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Dawn of a New Empire

Slowly and painstakingly, Elysium is returning to the glories

it knew during the days of the Empire.  Cities are growing

once more and the future of humankind looks bright and

promising.  But the hard years of the Monarchy are not

forgotten and a Council of Elders has been formed to rule

humankind and to keep anyone from proclaiming

themselves king.  The Council rules from the largest city, but

it is not nearly as large as the capital of the old empire.

Advanced Options

Clustered start for allies

Allied players start very close together on the same side of

the map and as far as possible from other teams.

Common cause

A player is only defeated if no one on the team has a

commander or a citadel. In other words, all members of a

team must lose all commanders at the same time or all

players on the team must lose all citadels.

This setting has no effect if there are no teams.

Enable score graphs

When checked, this option allows viewing score graphs

during the game. If not checked, score graphs can only be

viewed after the game is over.

Wilder

This option will make independents much stronger. If the

Wilder option is enabled you will find it much more difficult to

conquer squares and get increased income. Elysium as well

as the other planes are affected by this setting.

Battle reports

Enable this option to get battle reports among the other

messages for any battles that might have been observed.

No battles will be shown as they happen, when this option is

set they can only be viewed afterwards.

Setup Participants

There can be up to a maximum of sixteen players in a game.

All can be set to either human controlled or computer

controlled (AI controlled).

Pressing the n key in the Choose Participants screen adds a

new player. A player can be deleted by clicking the <del>

text on the corresponding row.

The color of each player is listed next to the player slot. If

you want to choose a particular color in the game for a

player, simply click on the color tab next to the player and

choose a color from the palette.

Players can also be assigned to teams of allied players by

clicking on the Team column. The default team for each

player is none, but team numbers 1 â�� 6 can be set for each

player. Allied players have advantages such as sharing map

vision and being able to move through allied map structures

and armies.

The class of each player can be determined randomly

(default) or selected from a list, which opens the Choose

Class menu. There is a short introductory text for each class

available from the <info> button of the Choose Class screen.

See chapter Classes on page 38 for more detailed
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Here you can setup your opponents and form
teams. A team of two or more AI opponents will
raise the difficulty level considerably.


