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Developed	by	a	team	of	experienced	modders	from	the	Paradox	forum,	Darkest	Hour	is	a	stand-alone	Hearts	of	Iron	game.	The	game	features	a	mixture	of	short	and	in-depth	campaigns	set	across	the	darkest	chapters	of	the	20th	century.	Play	from	the	outbreak	of	the	Great	War	up	until	the	onset	of	the	Cold	War.	Darkest	Hour	will	introduce	a	new	artificial	intelligence	that	is	now	able	to	react	to	hundreds	of	different	situations	simultaneously.	It	implements	a	dynamic	diplomatic	system	that	will	allow	the	player	to	have	a	real	impact	on	the	course	of
history.Buy	the	game	at	Amazon	Game:	Darkest	Hour:	A	Hearts	of	Iron	Game	To	the	Empire	Eternal	Part	1	1915-1916	Author:	Electricfox,	published:	2018-11-16	21:51:43,	edited:	2018-11-17	01:38:49	A	British	run	through	of	the	Grand	Campaign	1914-1991,	not	so	detailed	at	first,	but	picks	up	a	bit	more	as	I	get	more	into	it.	Game:	Darkest	Hour:	A	Hearts	of	Iron	Game	A	Long-Lasting	Dream	X:	Sailor's	Tale	Author:	hsiwangmu,	published:	2018-03-07	21:33:00,	edited:	2018-03-08	00:25:25	A	tale	of	an	empire	that	was,	or	could've	been.A	story	about	dreams,
and	waking,	and	death.The	story	of	the	resurgent	Qing	Empire,	but	most	of	all,	the	people	present	within.	OS	*:	Windows	98/	ME	/	2000	/	XP	/	Vista	/	7	Processor:	Pentium	III	800	MH	Memory:	128	MB	Ram	Hard	Disk	Space:	2	GB	hard	disk	space	Video	Card:	4	MB	DirectX-compatible	Sound:	DirectX	9.0c	Compatible	DirectX:	DirectX	9.0	or	higher	Additional:	Mouse	with	scroll	wheel,	keyboard	and	internet	for	multiplayer	*	Starting	January	1st,	2024,	the	Steam	Client	will	only	support	Windows	10	and	later	versions.	Page	2	60[\/*][*]xx5	Bomb	Blitz	attack
cooldown	increased	0.75	>	0.9[\/*][\/list][b]Tack	Shooter[\/b]Middle	Tack	has	always	been	ability	heavy,	so	the	base	tower	damage	is	improving	with	higher	tiers	to	get	more	than	just	the	ability.	Tack	Paragon\u2019s	abilities	on	the	other	hand	are	both	seeing	an	improvement	to	help	support	their	roles	and	highlight	that	strong	ability	use	case[list][*]x4x	Blade	Maelstrom	tack	damage	increased	1	>	2[\/*][*]x5x	Super	Maelstrom	tack	damage	increased	2	>	5[\/*][*]Paragon	Meteor	Impact	ability	cooldown	90s	>	60s[\/*][*]Paragon	Eruption	ability	pierce
increased	60	>	80[\/*][\/list][b]Ice	Monkey[\/b]Someone\u2019s	been	teaching	the	Ice	Monkey	some	new	tricks	because	now	they	can	be	placed	on	either	Land	or	Water!	However	you\u2019ll	still	need	Arctic	Wind	to	support	other	towers	on	water.	Ice	Monkey	value	is	limited	at	low	levels	where	quick	&	spaced	Bloons	are	the	main	trouble,	so	the	cost	for	many	low	tier	upgrades	is	moving	up	to	higher	tiers	instead.	Absolute	Zero	is	also	reducing	in	price	as	we	are	enjoying	its	current	functionality	but	it's	still	a	large	investment	for	a	heavily	support	focus
upgrade[list][*]000	Ice	Monkey	tower	can	be	placed	on	Land	or	Water[\/*][*]000	Ice	Monkey	price	reduced	$500	>	$400[\/*][*]x1x	Enhanced	Freeze	price	reduced	$225	>	$200[\/*][*]x2x	Deep	Freeze	price	reduced	$450	>	$300[\/*][*]xx1	Larger	Radius	price	reduced	$175	>	$150[\/*][*]xx2	Refreeze	price	reduced	$225	>	$200[\/*][*]4xx	Embrittlement	price	increased	$2200	>	$2300[\/*][*]x3x	Arctic	Wind	price	increased	$2500	>	$2750[\/*][*]xx3	Cryo	Cannon	price	increased	$1750	>	$1900[\/*][*]x5x	Absolute	Zero	price	reduced	$19,200	>	$16,000[\/*][\/list]
[b]Glue	Gunner[\/b]Our	previous	crosspath	buff	tipped	favour	too	much	in	the	opposite	direction,	so	Glue	Storm\u2019s	storm	duration	and	glue	duration	are	being	tweaked	to	keep	052\u2019s	total	glue	uptime	the	same	as	before	while	reducing	250	duration.	MOAB	Glue\u2019s	duration	on	MOAB-Class	Bloons	is	being	reduced	as	for	such	a	powerful	slow	it	is	so	easy	to	keep	a	high	number	of	targets	glued	that	the	Glue	Splatter	crosspath	still	doesn\u2019t	feel	necessary	much	of	the	time[list][*]x5x	Ability	Glue	duration	22	>	11[\/*][*]051	Ability	Glue
duration	remains	22[\/*][*]x5x	Ability	Glue	Storm	total	application	duration	reduced	20s	>10[\/*][*]051	Ability	Glue	Storm	total	application	duration	remains	20s[\/*][*]xx3	MOAB	Glue	duration	on	MOAB-Class	reduced	from	24s	>	12[\/*][\/list][b]Sniper	Monkey[\/b]Along	with	its	concentrated	AoE	the	base	impact	damage	for	Cripple	MOAB	now	feels	excessive	and	is	being	cut	back[list][*]5xx	damage	reduced	280	>	140[\/*][\/list][b]Monkey	Sub[\/b]Some	feedback	was	convinced	this	would	be	enough	to	solve	many	concerns,	so	ok	\ud83d\udc4d[list][*]3xx
Submerge	and	Support:	submerge	toggle	cooldown	reduced	1s	>	0.5s[\/*][\/list][b]Monkey	Buccaneer[\/b]Aircraft	Carrier	is	in	a	very	strong	position	right	now	however	it	suffers	from	inconsistency,	so	we	have	increased	the	field	of	view	for	the	Buccaneer	Plane	attacks	so	it	can	spend	more	time	actively	attacking[list][*]4xx	Aircraft	Carrier	mini-plane	field	of	view	increased	60	>	90[\/*][\/list][b]Monkey	Ace[\/b]We	have	shifted	up	top	upgrade	costs	into	Operation	Dart	Storm	to	improve	the	early	game	upgrade	flow	for	Monkey	Ace.	Long	ago	Tsar	Bomba	was
given	normal	damage	type	to	allow	for	more	interesting	2TC	combos	at	the	time,	however	this	no	longer	feels	needed	with	its	current	power	level	so	instead	we	have	lowered	the	upgrade	cost	and	shifted	some	base	bombing	run	damage	into	Ceramic	bonus\u00a0[list][*]1xx	Rapid	Fire	price	reduced	from	$650	>	$450[\/*][*]2xx	Lots	More	Darts	price	reduced	from	$650	>	$550[\/*][*]4xx	Operation	Dartstorm	price	increased	from	$3000	>	$3300[\/*][*]x5x	Tsar	Bomba	bombing	run	25	>	20[\/*][*]x5x	Tsar	Bomba	bombing	run	Ceramic	bonus	8	>	10[\/*][*]x5x	Tsar
Bomba	damage	type	Normal	>	Explosion[\/*][*]x5x	Tsar	Bomba	price	reduced	from	$30,000	>	$26,000[\/*][\/list][b]Heli	Pilot[\/b]In	order	to	improve	potential	synergies,	we	have	finally	decided	to	do	away	with	the	pierce	cap	on	Downdraft.	This	means	that,	yes,	you	can	now	properly	Alch	buff	your	Downdraft	support.	For	improved	quality	of	life	Support	Chinook	has	been	enabled	for	use	between	rounds,	we	have	concerns	with	this	but	will	give	it	some	time	to	see	how	things	settle.	As	its	utility	is	impressive	throughout	the	entire	game	for	the	relatively	low	cost
MOAB	Shove\u2019s	price	is	increasing[list][*]x3x	Downdraft	pierce	cap	removed[\/*][*]x4x	Support	Chinook	can	activate	between	rounds[\/*][*]xx3	MOAB	Shove	price	increased	$3100	>	$3400[\/*][\/list][b]Mortar	Monkey[\/b]Mortar	BAD\/Boss	bonus	was	introduced	to	help	with	some	concerns	that	have	been	more	effectively	solved	through	other	means,	so	as	a	simplification	to	understanding	these	upgrades	we	are	removing	the	bonuses[list][*]x4x	Bonus	damage	to	BAD\/Boss	1	>	0[\/*][*]x5x	Bonus	damage	to	BAD\/Boss	2	>	0[\/*][\/list][b]Wizard
Monkey[\/b]Archmage\u2019s	MOAB	bonuses	are	a	little	overkill	and	being	lowered	so	we	can	justify	a	QoL	buff	with	Dragon\u2019s	Breath\u2019s	scaling	adjusting	to	match	more	crosspath	improvements,	meaning	it	will	now	benefit	from	Archmage\u2019s	range	increase	as	well	as	bottom	path\u2019s	projectile	speed	increase.	As	more	quality	of	life,	Wall	of	Fire\u2019s	startup	delay	is	also	being	halved[list][*]510	Archmage	fireball	MOAB	bonus	reduced	36	>	24[\/*][*]5xx	Archmage's	Dragon	Breath	MOAB	bonus	reduced	10	>	8[\/*][*]5xx	Archmage's
Dragon	Breath	range	increased	40	>	60[\/*][*]x2x	Wall	of	Fire	initial	startup	delay	reduced	1s	>	0.5s[\/*][*]031	Dragon\u2019s	Breath	projectile	speed	increased	125	>	250[\/*][\/list][b]Alchemist[\/b]The	faster	attack	rate	improved	Rubber	To	Gold\u2019s	average	cash	generation	too	much,	so	this	multiplier	is	being	reduced	to	bring	it	more	in	line[list][*]xx4	R2G	gold	cash	value	multiplier	reduced	3x	>	2x[\/*][\/list][b]Mermonkey[\/b]Mermonkey\u2019s	low	tiers	also	have	early	game	trouble	and	are	seeing	a	price	shift	to	improve	this.	Riptide	Champion\u2019s
damage	type	is	being	made	consistent	with	the	rest	of	the	path	to	grant	Mermonkey	earlier	Lead	popping,	and	the	rest	of	the	path	is	also	seeing	a	damage	increase.	For	fun	Echosense	Network	will	now	be	able	to	apply	to	Alchemist	Transformed	Mermonkeys,	and	Alluring	Melody\u2019s	DoT	Detonation	mechanic	can	now	apply	to	any	targets	that	are	already	tranced	although	the	damage	cap	per	detonation	has	been	reduced	to	compensate	for	this.[list][*]Mermonkey	price	reduced	$475	>	$375[\/*][*]1xx	Trident	Efficiency	price	reduced	$250	>	150[\/*][*]2xx
Trident	Swiftness	price	reduced	$300	>	250[\/*][*]3xx	Abyss	Dweller	price	increased	$1300	>	1600[\/*][*]x1x	Sharper	Prongs	price	reduced	$300	>	200[\/*][*]x2x	Tidal	Chill	price	reduced	$400	>	300[\/*][*]x3x	Riptide	Champion	damage	type	Energy	>	Frigid	(Weak	to	White	&	Purple)[\/*][*]x4x	Arctic	Knight	damage	increased	6	>	8[\/*][*]x5x	Popseidon	damage	increased	12	>	15[\/*][*]xx2	Echosense	Network	now	works	with	Mermonkey	converted	by	Total	Transformation[\/*][*]xx3	Alluring	Melody	damage	over	time	detonation	can	now	trigger	on	tranced
Bloons[\/*][*]xx3	Alluring	Melody	DoT	Detonation	damage	limit	reduced	200	>	50[\/*][*]xx4	Symphonic	Resonance	DoT	Detonation	damage	limit	reduced	500	>	125[\/*][\/list][b]Spike	Factory[\/b]This	update	we\u2019ve	finally	decided	to	nerf	Permaspike	by	completely	removing	the	\u2018Far\u2019	target	priority	from	the	earlier	Smart	Spikes	upgrade.	We	know	that	this	loss	will	be	incredibly	painful	to	deal	with	for	the	many	spike	factory	enjoyers	out	there,	so	we	have	also	included	a	couple	other	minor	QoL	adjustments	to	the	Smart	Spikes	upgrade	in	a
hopeful	attempt	to	offset	this.[list][*]xx2	Smart	Spikes	target	priority	list	changed	to:[list][*]Normal,	Close,	Smart	(unchanged)[\/*][*]Automatic:	Attempts	to	directly	target	the	\u2018First-most	Bloon\u2019	in	radius	(whiffily)[\/*][*]Far:	Replaced	with	Set	Target	-	Target	spikes	to	an	exact	location	in	radius[\/*][\/list][\/*][*]xx5	Permaspike	unchanged[\/*][\/list][b]Monkey	Village[\/b]As	a	much	requested	quality	of	life	change	for	Boss	events	the	Call	To	Arms	ability	can	now	be	activated	in	between	rounds.[list][*]x4x	Call	To	Arms	ability	can	now	be	activated
between	rounds[\/*][\/list][b]Engineer[\/b]We	may	return	to	this	again	later,	but	for	now	due	to	the	clear	desire	for	more	Paragon	synergy	options	the	Engineer	Paragon	is	trading	in	some	of	its	main	attack	damage	in	exchange	for	a	new	AoE	Overclock	ability[list][*]Nail	gun	attack	bonus	damage	to	Boss	reduced	500	>	300[\/*][*]New	Paragon	Overclock	ability[list][*]Can	target	other	paragons[\/*][*]Additionally	overclocks	all	towers	in	a	small	area	around	the	target	for	15sec[\/*][\/list][\/*][\/list][b]Beast	Handler[\/b]The	previous	range	reduction	for	Beast
Handler	broke	fun	starting	strategies	that	weren\u2019t	ever	able	to	fully	recover,	so	this	range	is	being	given	back	again.	Shark	latch-on	lifespan	for	targets	that	are	not	1shot	is	being	reduced	so	it	has	to	let	go	and	re-target	more	frequently	as	an	overall	range	reduction,	and	as	Megalodon	is	currently	overperforming	particularly	against	Bosses	its	attack	rate	is	being	lowered	to	match	Orca.	Velociraptor	path	is	too	much	of	an	all-round	powerhouse	so	with	the	larger	range	returning	it	is	also	reducing	in	damage[list][*]000	Beast	Handler	range	increased	50	>
60[\/*][*]3xx	Great	White	latch	lifespan	reduced	5s	>	3s[\/*][*]5xx	Megalodon	attack	cooldown	increased	0.8s	>	1.1s[\/*][*]5xx	Megalodon	attack	cooldown	scale	increased	0.3439s	>	0.38s[\/*][*]x3x	Velociraptor	damage	reduced	9	>	8[\/*][*]x3x	Velociraptor	damage	scale	reduced	18	>	16[\/*][\/list][h1]Hero	Balance[\/h1][b]Adora[\/b]Adora\u2019s	max	level	form	is	intended	to	be	very	powerful	due	to	the	investment	required	in	pushing	her	up	to	that	point,	but	right	now	all	of	the	top	heroes	are	performing	much	stronger	than	the	rest	so	we	are	looking	to	settle
her	around	a	lower	top-end.[list][*]Lv20	Ball	of	Light	damage	reduced	from	20	>	15[\/*][*]Lv20	Ball	of	Light	fort	damage	reduced	from	20	>	15[\/*][*]Lv20	Blood	Sacrifice	max	buff	stacks	reduced	from	40	>	30[\/*][\/list][b]Etienne[\/b]As	Etienne\u2019s	Drone	power	level	is	designed	to	be	lower,	his	starting	cost	is	being	reduced	so	that	he	is	able	to	come	online	earlier[list][*]Etienne	reduce	price	$850	>	650[\/*][\/list][b]Corvus[\/b]As	Corvus	is	vastly	outperforming	other	heroes	his	high-end	performance	is	being	nerfed	in	several	ways	but	with	an	effort	made	to
also	improve	his	lower-end	performance	at	the	same	time.	Mana	generation\u2019s	maximum	potential	scaling	has	been	targeted	as	a	part	of	this	since	it	is	too	easy	to	maintain	high	levels	of	mana,	but	his	passive	mana	regeneration	and	low-mana	bonuses	have	also	been	improved	so	he	also	doesn\u2019t	run	out	to	0	too	easily.	Along	with	this	other	improvements	should	make	him	easier	to	use	in	general.	There	is	a	lot	changing	here,	so	we	have	broken	it	down	into	further	sectionsCorvus	-	Quality	of	Life[list][*]Corvus	can	now	de-activate	passive	spells
between	rounds[\/*][*]Lv13	Overload	spell	can	now	gain	camo	detection	from	external	buffs[\/*][\/list]Corvus	-	Mana	Sustain[list][*]Lv1	Mana	passive	gain	increased	1	>	2[\/*][*]Lv1	Haunt	mana	per	RBE	reduced	3	>	2[\/*][*]Lv8	Spiritual	Balance\u2019s	maximum	mana	bonus	is	earlier	25%	>	10%[\/*][*]Lv8	Spiritual	Balance	minimum	mana	bonus	is	earlier	65%	>	35%[\/*][*]Lv8	Spiritual	Balance	maximum	mana	multiplier	increased	x2	>	x3[\/*][*]Lv10	Dark	Ritual	duration	reduced	12s	>	10s[\/*][*]Lv11	Soul	Harvest	damage	35	>	30[\/*][*]Lv11	Soul	Harvest
ceramic	bonus	35	>	10[\/*][\/list]Corvus	-	Spirit	&	Spells[list][*]Lv1	Spear	projectile	pierce	10	>	5[\/*][*]Lv1	Spear	explosion	delay	0.15s	>	0.3s[\/*][*]Lv12	Spear	projectile	pierce	remains	10[\/*][*]Lv5	Frostbound	Mana	cost	190	>	220[\/*][*]Lv5	Frostbound	Duration	8	>	10[\/*][*]Lv5	Frostbound	Cooldown	50	>	60s[\/*][*]Lv9	Frostbound	MOAB	Pierce	penalty	+4[\/*][*]Lv8	Storm	ongoing	mana	cost	reduced	15	>	12[\/*][*]Lv9	Spirit	damage	reduced	from	5	>	4[\/*][*]Lv14	Spirit	damage	remains	10[\/*][*]Lv13	Overload	damage	reduced	1150	>	700[\/*][*]Lv20
Overload	damage	reduced	2250	>	1400[\/*][*]Lv20	Ancestral	Might	damage	reduced	300	>	270[\/*][\/list][b]Rosalia[\/b]For	consistency	Rosalia\u2019s	Kinetic	Charge	will	now	last	through	1	end	of	round	or	for	60	seconds,	whichever	comes	first[list][*]Lv10:	Kinetic	Charge	drone	projectile	lasts	through	1	round	ending[\/*][*]Lv10:	Kinetic	Charge	drone	projectile	now	lasts	for	60sec[\/*][\/list][h1]Boss	Changes[\/h1]Dreadbloon\u2019s	difficulty	has	been	due	too	much	to	the	Rock	Bloons,	so	their	strength	is	being	reduced	in	favour	of	a	more	linear	speed	increase
on	the	boss	itself.	Also	Tier	1	Normal	Dreadbloon\u2019s	damage	reduction	is	being	removed	as	we	felt	this	hitting	immediately	was	far	too	limiting	to	starting	strategies,	particularly	in	Rush	game	modes[list][*]Rock	Bloon	speed	reduced	22	>	18[\/*][*]Rock	Bloon	Normal	HP:	(300,600,900,9000,22500)	>	(250,500,750,8000,20000)[\/*][*]Rock	Bloon	Elite	HP	(600,2500,9000,22000,45000)	>	(500,2200,8000,19500,40000)[\/*][*]Dreadbloon	Normal	speed	increased	(1.25,1.25,1.25,1.5,1.5)	>	(1.25,1.3,1.4,1.5,1.6)[\/*][*]Dreadbloon	Elite	speed	changed	(1.3,	1.3,
1.3,	1.5,	1.5)	>	(1.25,	1.3,	1.4,	1.5,	1.6)[\/*][*]Dreadbloon	Normal	Tier	1	damage	reduction	reduced	1	>	0[\/*][\/list]Lych\u2019s	speed	is	being	reduced	across	the	board,	also	into	a	smoother	increase	over	time,	as	this	Boss	has	been	very	punishing	without	giving	much	time	to	deal	with	it[list][*]Lych	Normal	speed	reduced	(2.3,	2.3,	2.5,	2.7,	2.7)	>	(2.1,	2.2,	2.4,	2.5,	2.6)[\/*][*]Lych	Elite	speed	reduced	(2.5,	2.7,	2.9,	3,	3.1)	>	(2.4,	2.5,	2.7,	2.8,	2.9)[\/*][*]Lych	Soul	speed	reduced	25	>	23[\/*][\/list]Now	that	BIastapopouIos	is	not	as	effective	at	stunning	towers	its
own	speed	is	also	being	scaled	up	giving	a	steady	increase	through	the	tiers[list][*]BIastapopouIos	speed	increased	(1,1,1,1,1)	>	(1,	1.05,	1.1,	1.15,	1.25)[\/*][\/list][b]Powers[\/b]Time	Stop	will	not	slow	Bloons	as	much	anymore	as	this	Bloon	speed	reduction	was	overall	too	powerful	that	it	caused	a	negative	impact	to	the	powered	freeplay	experience,	towers	will	also	not	be	slowed	by	as	much	to	reduce	the	impact	of	the	nerf[list][*]Time	Stop	slows	Bloons	by	90%	>	70%[\/*][*]Time	Stop	slows	tower	attacks	by	40%	>	30%[\/*][\/list][b]Event	\/	Boss	\/	Relic	\/
Knowledge[\/b][h1]Legends	Changes[\/h1][list][*]New	Artifact	What	In	Tarnation!	-	for	the	Desperado[\/*][*]New	Artifact	Heroic	Specialty	-	All	heroes	are	given	a	tower	class	categorization[\/*][*]x5x	Grand	Sabotage	ninja	monkey\u2019s	damage	is	now	capped	to	a	true	25%[\/*][*]Target	tracking	will	now	take	priority	over	curvy	projectile	travel	pattern[\/*][*]Boomerang	Projectiles	now	have	a	maximum	age	of	5sec	so	projectiles	don\u2019t	last	forever	when	projectile	speed	is	reduced	(It\u2019s	still	quite	lenient)[\/*][*]Stage	Boss	health	scales	up	by	more
with	each	stage[\/*][*]Mini	Boss	tiles	start	off	with	much	less	health,	but	health	scales	up	faster.[list][*]Base	health	300	>	200[\/*][*]Base	shield	health	100	>	65	(for	bosses	that	have	a	shield)[\/*][*]HP	Scale	per	kill	increased	1.1x	>	1.15x[\/*][*]Mini-Boss	base	stage	1	goals	reduced	(10,	25,	35)[\/*][\/list][\/*][*]Mini	Game\/Mini	Boss	tiles	will	no	longer	grant	Account	XP[\/*][\/list][h1]Legends	Artifact	Balance[\/h1][list][*]Mystic	Twister:	Also	increases	projectile	lifespan	by	(50,100,200)%[\/*][*]Malicious	Mauling:	attack	rate	reduction	now	also	increases	ability
cooldown[\/*][*]Explosive	Economics:	Also	reduces	Spike	Factory,	Engineer	Monkey	&	Beast	Handler	placement	cooldowns	by	(1,1,2)[\/*][*]Swiftest	to	Business:	Also	reduces	placement	cooldowns	for	Ninja	Monkey	by	(1,1,2)[\/*][*]Dream	Teams:	tower	placement	cooldown	reductions	(1,2,3)	>	(1,1,2)[\/*][*]Ability	Stacking	cooldown	increase:	(20\/20\/20)%	>	(20,10,0)%[\/*][*]Splody	Darts:	The	Devs	have	remembered	Darts	are	basically	a	type	of	Baguette[\/*][*]Divine	Intervention:	Should	no	longer	be	overridden	by	other	Crit	artifacts[\/*][*]Essence	of
Dreadbloon:	T4	Towers	&	Heroes	of	Lv15	count	as	all	categories[\/*][*]Essence	of	Phayze:	T4	Towers	&	Heroes	of	Lv15[\/*][*]Essence	of	Vortex:	T4	Towers	&	Heroes	of	Lv15[\/*][*]Essence	of	Blastapopoulos:	T4	Towers	&	Heroes	of	Lv15[\/*][\/list][h1]Rogue	Starter	team	changes[\/h1][list][*]Geraldo:	Unspoken	Heroes	>	Extra	Change[\/*][*]Quincy:	Splody	Darts	>	Heroic	Specialty[\/*][*]Obyn:	Enchanted	Rebuttal	>	BB	Gatling[\/*][*]Scientist	Gwendolin:	Frosted	Tips	>	Alchemic	Engineering[\/*][*]Scientist	Gwendolin:	Engineer	010	>	Glue	Gunner	300[\/*]
[*]Fusty	The	Snowman:	Esoteric	Elementalist	>	Frosted	Tips[\/*][*]Kaiju	Pat:	Swiftest	to	Business	>	Duckageddon[\/*][*]Sauda:	x2x	Tack	Shooter	>	002	Monkey	Ace[\/*][*]Brickell:	x3x	Monkey	Buccaneer	>	021	Monkey	Buccaneer[\/*][*]Rosalia:	1xx	Sniper	Monkey	>	2xx	Desperado[\/*][*]Galaxilli:	BB	Gatling	>	Quantum	Leap[\/*][*]Galaxilli:	xx2	Boomerang	Monkey	>	2xx	Tack	Shooter[\/*][*]Psi:	x1x	Mermonkey	>	x2x	Desperado[\/*][*]Lifeguard	Brickell:	Portability	>	Summer	Fun[\/*][*]Lifeguard	Brickell:	020	Ice	Monkey	>	011	Mermonkey[\/*][*]Etienne:
Absolute	Ability	>	Splody	Darts[\/*][*]Etienne:	1xx	Engineer	>	xx2	Desperado[\/*][*]Book	Wyrm	Etienne:	Overwhelming	Synergy	>	Absolute	Ability[\/*][*]Voidora:	Unification	>	Enchanted	Rebuttal[\/*][*]Voidora:	2xx	Glue	Gunner,	x3x	Dart	Monkey	>	2xx	Ninja	Monkey,	2xx	Wizard	Monkey[\/*][*]Dread	Pirate	Brickell:	Full	Broadside	>	What	In	Tarnation![\/*][\/list][b]Looking	Forward[\/b]Many	thanks	to	the	stalwarts	for	reading	this	far.	We're	nearly	halfway	through	the	year	and	there	is	so	much	we	want	to	do	next.	We	just	held	our	mid-year	retrospective	and
one	general	theme	was	refreshing	game	elements.	We\u2019re	taking	it	as	a	challenge	to	look	at	Achievements,	Daily	Rewards,	Challenges,	Trophy	Store,	and	rewards	overall	to	see	if	we	can	make	those	features	more	exciting	and	motivating,	while	continuing	to	build	content	that	players	are	most	excited	about.	We	also	talked	about	better	ways	of	getting	player	feedback,	so	hopefully	a	question	or	two	about	what	you	want	to	see	more	of	won't	be	unwelcome	in	future	updates.But	now	let's	get	right	into	the	latest	news	on	upcoming	development:[list]
[*]Update	v50[list][*]Actually	our	49th	content	update	but	still	an	awesomer	number![\/*][*]Vanilla	Ice	Ice	Hero!	While	ice	powers	tend	to	create	bugs	galore,	the	possibilities	for	fun	gameplay	are	too	compelling.	Start	skating	on	what	you	think	we'll	do	with	this	chilling	new	Hero.[\/*][*]Powers	Pro:	We	had	fun	with	Pros	in	BTD5,	and	we're	keen	to	do	even	more	for	BTD6.	Keys	to	us	are	variability	of	play	and	keeping	Pros	impactful	even	in	late	rounds	and	Freeplay.[\/*][\/list][\/*][*]Update	v51[list][*]Actual	50th	update!	We\u2019re	so	grateful	to	the	awesomer
players	who	have	supported	us	getting	to	this	amazing	milestone![\/*][*]Bossin:	No	names	or	properties	to	reveal,	but	a	new	Boss	is	on	the	way.[\/*][*]Skeletor	Hero	Skin:	Obyn	is	practicing	his	maniacal	laughs	already.[\/*][*]Game	Editor:	stretch	goal	for	this	update.	Major	progress	has	been	made	to	include	almost	every	game	item,	script,	and	behavior.	We\u2019re	focused	on	making	it	powerful,	flexible,	and	accessible.[\/*][*]Social	Goals:	We're	excited	to	add	new	ways	to	play	together,	chase	goals	with	other	players,	and	win	more	rewards.[\/*][\/list][\/*]
[*]Update	v52[list][*]Frontier	Legends:	Already	looking	amazing,	this	western-themed	DLC	will	feature	another	brand	new	way	to	play	BTD,	complete	with	integrated	minigames[\/*][*]Hero	Skin	or	Paragon	-	which	one	depends	on	your	feedback	and	the	art	team\u2019s	bandwidth.	We	lean	toward	new	functionality	for	a	Paragon,	but	between	us	and	the	community	there	are	so	many	great	Hero	Skin	ideas.	Which	would	you	prefer?[\/*][\/list][\/*][*]Console[list][*]Switch	is	making	progress	but	it	is	proving	to	be	a	challenge,	with	several	months	still	to	go.	Switch
development	remains	essential	for	further	Xbox	and	PlayStation	content	updates,	so	those	are	on	the	same	timetable.	We	apologize	for	the	long	wait	for	our	console	players	-	this	is	a	priority	for	us.[\/*][\/list][\/*][\/list]All	of	this	means	a	very	busy	rest	of	the	year,	focused	on	fun	and	invention.	We	hope	you	see	many	things	you	are	looking	forward	to,	and	right	now	we	hope	you	enjoy	the	heck	out	of	Desperado.	We	can't	wait	to	see	your	feedback	and	best	runs!","commentcount":48,"tags":
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[],\"automatically_push_updated_source\":false,\"library_spotlight\":true}","announcement_body":{"gid":"550115608635643970","clanid":"40579353","posterid":"0","headline":"Victoria	3	-	Dev	Diary	#151	-	Charters	of	Commerce	&	Update	1.9	now	LIVE!","posttime":1750169560,"updatetime":1750169560,"body":"[h3]Happy	Tuesday	Victorians![\/h3][p][\/p][p][i]Charters	of	Commerce[\/i],	and	Update	1.9,	are	live	now!	We	hope	you	all	enjoy	your	time	digging	into	the	changes,	improvements	and	other	additions	we	have	introduced	in	this	update	and	mechanics
pack.	[i]Charters	of	Commerce[\/i]	is	available	now	on	[u][url=\"https:\/\/store.steampowered.com\/app\/3450170\"]Steam[\/url][\/u]	or	the	[u][url=\"https:\/\/www.paradoxinteractive.com\/games\/victoria-3\/add-ons\/victoria-3-charters-of-commerce\"]Paradox	Store[\/url][\/u].[\/p][p][\/p][p]The	update	is	called	\u201cLady	Grey\u201d,	and	numbered	1.9.0	with	Checksum	b963.	If	you	experience	freezing	or	crashing	due	to	interactions	with	Windows	versions	or	Intel	Chipsets	then	please	check	out	the	end	of	the	diary	which	has	information	linked	to	best	support
you.[\/p][p][\/p][p]Check	out	the	release	trailer	below:[\/p][p][dynamiclink	href=\"https:\/\/youtu.be\/cM2HjQA6nL0\"][\/dynamiclink][\/p][p][\/p][p][\/p][p]And,	we	have	an	overview	of	the	contents	of	Update	1.9	too:[\/p][p][dynamiclink	href=\"https:\/\/youtu.be\/n2F1CU-p62Y\"][\/dynamiclink][\/p][p][\/p][p][\/p][p]If	you	missed	them	over	the	weekend,	we	also	had	a	series	of	Tutorial	Tour	videos	going	through	the	world	market,	diplomatic	treaties	and	everything	companies	for	[i]Charters	of	Commerce[\/i]	and	Update	1.9	which	you	can	watch	in	this	handy	playlist!
[\/p][p][\/p][p]Of	course,	if	videos	are	not	your	style,	you	can	also	see	a	broad	overview	of	the	Update	and	mechanics	pack	in	these	infographics	below	too:[\/p][h2][img	src=\"https:\/\/lh7-qw.googleusercontent.com\/docsz\/AD_4nXcSKkNH2iaAbsCTv0fCmIs-QTel7M2ZzU8Kz2OJhPxZAnRyv-pX-2JOdT5_2OhHefh1kTO9ggfpaf30D2FKOSt_4E5b02LDH6Ec1jDeRZq3fn8Wgw1q4oF4qyz9LoGIkpzsjRx0uw?key=6xxqVrYbcr85Y6B1uAs-Gw\"][\/img][\/h2][h2][img	src=\"https:\/\/lh7-qw.googleusercontent.com\/docsz\/AD_4nXf-I2mA_8iQijS3-ZrvZmLYFLsmK-
tw5ArDZ4G0mEoSzpwLGmDgYOVu5jJnZChvS2X4PkftWx7zj4nqx0vWFQGA40jMR84Wx-YaxkmcfScfY6mHu0Whq1Zri5-a3bsc8-DFNaTI0g?key=6xxqVrYbcr85Y6B1uAs-Gw\"][\/img][\/h2][p][\/p][h2]What	is	this	about	a	Newsletter	Paper	map?[\/h2][p]Eagle	eyed	readers	amongst	you	spotted	this	line	in	the	changelog	from	last	week:[\/p][list][*][p]Added	a	bonus	paper	map	that	is	free	for	all	who	sign	up	for	the	Newsletter[\/p][p][\/p][\/*][\/list][p]Which	yes,	does	mean	there	is	a	new	paper	map	coming	alongside	this	release	for	newsletter	subscribers	both	new	and
old!	Simply	sign	up	to	the	newsletter	and	the	new	Gazette	Atlas	PaperMap	will	be	added	to	your	account.[\/p][p][\/p][p]Which	looks	a	little	bit	like	this:[\/p][h2][img	src=\"https:\/\/lh7-qw.googleusercontent.com\/docsz\/AD_4nXeqHnk5dlMV91SbIirNHvFUTa9toQKaZ5bfIGAP2Y_YtQKYt_5CuU8gIuSJsDI8AkojHsgPAeg3VZwj45AYkHEIXt6QOywqeYBh63hQW0meAGYg361p_hgpKNLgmVmCByhXfOg97g?key=6xxqVrYbcr85Y6B1uAs-Gw\"][\/img][\/h2][p]That	isn\u2019t	all,	starting	on	the	19th,	so	this	Thursday,	for	a	limited	time	Victoria	3	base	game	will	be	free	to
play!	So,	remember	to	grab	your	friends	and	extol	them	the	virtue	of	Victorian	capitalism	and	how	it's	[i]actually	[\/i]a	good	thing	that	children	should	be	in	the	workplace![\/p][p][\/p][p][b]Then	finally	the	patch	notes	are	below,	which	will	have	a	few	changes	from	the	changelog	posted	last	week:[\/b][\/p][p][\/p][h2]1.9.0	Patchnotes[\/h2][p]The	following	changes	have	been	made	to	the	game	compared	to	1.8.7:[\/p][h2]Features	of	Charters	of	Commerce[\/h2][list][*][p]Added	Company	Charters:	They	provide	new,	different	sets	of	rights	to	the	company	in
question.\u00a0[\/p][list][*][p]Give	your	companies	a	Colonization	Charter	and	profit	from	colonization	bonuses	and	see	the	company	become	a	country	this	way.\u00a0[\/p][\/*][*][p]Investment	Charters	allow	your	company	to	set	up	Regional	HQs	in	other	countries	to	extract	wealth	from	them.\u00a0[\/p][\/*][*][p]Adding	the	Industry	Charter	allows	a	company	to	expand	into	a	new	industry	type.\u00a0[\/p][\/*][*][p]The	Monopoly	Charter	prevents	other	actors	from	constructing	new	levels	of	the	selected	industry	and	provides	a	hefty	discount	to	buying	up	more
levels.[\/p][\/*][*][p]A	country	has	a	number	of	free	Company	Charters	to	hand	out	among	their	companies.	Things	like	laws	or	technologies	can	change	this	limit.	You	can	go	above	the	limit	for	an	authority	cost.[\/p][\/*][\/list][\/*][*][p]The	Trade	Charter	will	be	free	to	use	for	everybody	and	allows	your	companies	to	build,	buy	and	run	Trade	Centers.[\/p][\/*][*][p]Added	Prestige	Goods:	They	are	luxurious	or	high	quality	variants	of	existing	goods,	e.g.	Champagne	replacing	Wine.	They	are	produced	by	companies	that	are	prosperous	and	improve	various	aspects
like	a	higher	Trade	Advantage	on	the	World	Market,	shifting	Pop	spending	if	many	Prestige	Goods	are	available	or	providing	a	throughput	bonus	to	buildings	that	consume	Prestige	Goods.	There	are	about	35	historical	Prestige	Goods	and	15	more	generally	available	ones,	unlocked	by	completion	of	a	Journal	Entry.[\/p][\/*][*][p]Added	Country	Monopolies:	Monopolies	are	not	just	limited	to	companies,	countries	can	hold	them	too.	Just	like	the	Monopoly	Charter,	it	prevents	other	actors	in	the	country	from	building	new	levels.	Monopolies	also	increase	the
market	price	of	affected	goods.[\/p][\/*][*][p]Added	a	number	of	extra	Treaty	Articles	(see	more	info	on	the	general	system	in	the	free	feature	section):[\/p][list][*][p]No	Tariffs	on	Goods[\/p][list][*][p]The	country	is	not	allowed	to	set	tariffs	on	a	specific	input	good	when	trading	with	the	World	Market[\/p][\/*][\/list][\/*][*][p]No	Subventions	on	Goods[\/p][list][*][p]The	country	is	not	allowed	to	set	subventions	on	a	specific	input	good	when	trading	with	the	World	Market[\/p][\/*][\/list][\/*][*][p]Prohibit	trade	of	good	with	World	Market[\/p][list][*][p]The	country	is	not
allowed	to	trade	a	specific	input	good	with	the	World	Market[\/p][\/*][\/list][\/*][*][p]Law	commitment[\/p][list][*][p]The	country	commits	to	passing	a	specific	law.	As	long	as	they	don\u2019t,	their	side	is	not	fulfilled	and	the	other	side	of	the	treaty	is	inactive[\/p][\/*][\/list][\/*][*][p]Non-Colonization	Agreement[\/p][list][*][p]The	country	is	not	allowed	to	colonize	a	specific	strategic	region[\/p][\/*][\/list][\/*][*][p]Grant	Monopoly	to	Foreign	Company[\/p][list][*][p]Establishes	a	monopoly	for	a	company	in	a	different	country[\/p][\/*][\/list][\/*][\/list][\/*][*][p]Added	15
new	historical	companies	to	the	game,	all	with	custom	icons[\/p][\/*][*][p]Charters	of	Commerce	also	unlocks	the	Foreign	Investment	pacts	(now	handled	in	Treaties)[\/p][\/*][*][p]Added	a	new	Power	Bloc	principle	group	focused	on	effects	for	Companies[\/p][\/*][*][p]Added	Character	DNA	for	26	new	historical	executives.	Executives	are	a	new	character	role	that	leaders	of	companies	have.	Executives	can	become	Interest	Group	leaders	or	even	country	leaders	given	the	right	circumstances.	Generic	Executives	are	available	for	anybody,	historical	ones	come
with	Charters	of	Commerce.[\/p][\/*][*][p]Added	a	new	3D	model	for	Regional	Company	Headquarters	building	in	all	cultures[\/p][\/*][*][p]Added	an	East	India	Company	DLC	coin[\/p][\/*][*][p]Added	new	key	art	for	the	Main	Menu	showcasing	some	famous	Executives	and	industry	and	commerce[\/p][\/*][*][p]Added	5	new	Charters	of	Commerce	achievements[\/p][\/*][\/list][h2]Features[\/h2][list][*][p]Completely	reworked	the	Trade	system.	The	old	Trade	Routes	are	gone,	and	instead	there	is	now	a	World	Market	which	acts	as	a	top	layer	above	National	Markets.
Trade	Centers	will	trade	autonomously	with	the	World	Market,	exploiting	price	differences	and	Trade	Advantage	to	make	a	profit.	Instead	of	being	automatically	created,	Trade	Centers	are	now	built	with	Construction	Sectors	and	can	be	built	and	owned	by	Ownership	Buildings	via	the	Investment	Pool.[\/p][\/*][*][p]Reworked	how	large	parts	of	the	Diplomacy	system	work	by	adding	Diplomatic	Treaties.	Set	up	treaties,	equal	or	unequal,	between	two	countries.	Add	articles	like	Alliance,	Trade	Privileges	or	Transfer	Money	and	mix	and	match	between	them.
Other	players	or	the	AI	will	evaluate	the	whole	deal	with	all	components	and	can	suggest	changes	to	it	to	renegotiate.	Alternatively,	you	can	enforce	a	treaty	as	a	wargoal	during	peace	negotiations.[\/p][\/*][*][p]Removed	War	Reparations	war	goal,	replaced	it	with	a	Transfer	Money	enforced	Treaty	article[\/p][\/*][*][p]Reworked	Treaty	Port,	Foreign	Investment	Rights,	Ban	Slavery	and	the	Force	Nationalization	wargoal	to	use	Treaties	instead[\/p][\/*][*][p]Reworked	front	generation	algorithm.	Fronts	that	are	close,	but	not	directly	adjacent	to	each	other	are	now
combined	into	one	big	front.	They	can	skip	a	distance	of	one	state	region	to	do	so.	This	should	heavily	reduce	the	amount	of	front	splitting.[\/p][\/*][*][p]Reduced	armies	shuffling	around	frontlines	by	making	them	more	likely	to	keep	their	current	base	camp	position[\/p][\/*][*][p]Added	a	Military	Access	system.	Players	can	now	invade	states	through	neutral	countries	if	they	have	military	access	through	it	secured	via	a	Diplomatic	Treaty.	This	works	very	similarly	to	a	naval	invasion	where	you	determine	the	armies	to	be	sent	to	open	a	new	front.[\/p][\/*][*]
[p]Low	supply	no	longer	directly	affects	unit	morale	recovery.	Instead,	it	now	applies	a	multiplier	to	the	military	formation's	organization.[\/p][\/*][*][p]Added	bulk	editing	for	formations:	Select	which	formations	you	want	to	apply	it	to	and	you	will	see	the	new	bulk	editing	options.	Added	functionality	for	changing	mobilization	options,	merging	armies,	changing	commander	orders,	mobilizing,	demobilizing	and	raising	conscripts	of	all	selected	armies	at	the	same	time.[\/p][\/*][*][p]Made	the	British	East	India	Company,	Hudson\u2019s	Bay	Company	and	Russian
American	Alaska	countries	that	are	related	to	their	respective	companies	which	are	now	British	and	Russian	respectively.	Adjusted	their	building	ownership	accordingly.[\/p][\/*][*][p]Added	6	free	historical	companies[\/p][\/*][*][p]Added	a	new	unique	Trade	Law	for	Chinese-culture	countries	called	'Canton	System',	which	works	largely	as	Isolationism	but	allows	limited	trade	in	Western	Guangdong[\/p][\/*][*][p]Added	a	new	'Blockade'	order	to	Admirals	which	makes	them	Blockade	any	hostile	ports	connected	to	the	Sea	Node	they	are	present	in.	Blockades
reduce	World	Market	Access,	Shipping	Lane	Efficiency	and	throughput	of	buildings	in	the	Port	hub	at	a	rate	depending	on	the	Blockade	Strength	of	the	blockading	fleet.	We	also	added	blockade	multiplier	effects	to	two	existing	admiral	traits.[\/p][\/*][*][p]Added	event	outlines	for	Journal	Entries,	which	display	possible	effects	for	events	fired	as	a	result	of	a	Journal	Entry	completing,	failing,	or	timing	out.	Event	outlines	are	determined	by	a	triggered_desc	system,	and	so	may	change	depending	on	various	conditions.[\/p][\/*][*][p]After	enabling	it	through	a	game
rule,	it	is	now	possible	to	set	a	custom	RNG	seed	in	the	game[\/p][\/*][*][p]Added	a	new	Minority	Rights	Movement	that	will	draw	from	less	radicalized	minorities	and	attract	smaller	groups	in	particular[\/p][\/*][*][p]Added	5	new	free	achievements[\/p][\/*][*][p]Added	the	game	setting	to	switch	to	Vulkan	or	DX11	as	renderer.	Default	is	DX11[\/p][\/*][\/list][h2]Improvements[\/h2][list][*][p]It	is	now	possible	to	select	renderer	backend	in	the	game	settings.	DX11	is	fastest	and	default	however	you	can	select	Vulkan	if	you	run	into	the	infamous	24H2	startup
crash[\/p][\/*][*][p]The	\"War	Machines	Industries\"	building	has	been	renamed	to	\"Automotive	Industries\".	It	now	produces	Cars	as	its	primary	good	and	Tanks	and	Airplanes	as	its	secondary	goods.	(based	on	the	\"Automotive	Industry	Rework\"	mod	by	indexo4,	thank	you	for	the	inspiration!)[\/p][\/*][*][p]Added	notifications	for	India	to	communicate	the	results	of	the	Indian	Home	Rule	Request	Government	Reform	button	(Pivot	of	Empire)[\/p][\/*][*][p]Companies	can	now	buy	building	levels	that	are	held	by	Financial	Districts\/Manor	Houses,	if	those	buildings
are	of	the	allowed	types	for	the	company[\/p][\/*][*][p]Companies	can	now	be	formed	from	any	mix	of	country-owned	&	privately	held	levels	and	their	initial	building	levels	no	longer	need	to	be	nationalized	first[\/p][\/*][*][p]It	is	now	possible	to	both	privatize	and	nationalize	buildings	that	have	full	collectivization	enabled,	so	that	mixed	cooperative	ownership	economies	are	fully	enabled.	Privatizations	under	full	collectivization	will	result	in	worker	owned	levels.[\/p][\/*][*][p]Company	HQs	no	longer	employ	capitalists	under	Command	Economy	and	Cooperative
Ownership[\/p][\/*][*][p]Many	unique	companies	are	now	heavily	weighted	towards	establishing	their	HQ	in	one	or	several	specific	states	where	they	historically	resided[\/p][\/*][*][p]Risorgimento	annexation	events	are	no	longer	tied	to	radical	population,	but	rather	active	revolutions[\/p][\/*][*][p]Added	a	new	Magnatial	ideology	for	British	and	Polish	landowners,	which	makes	them	more	inclined	in	favour	of	voting	laws[\/p][\/*][*][p]Removed	all	generic	technology	journal	entries	except	for	ones	related	to	art	genres.	The	completion	events	will	now	appear	as
single-fire	pulse	events	instead,	triggered	by	the	journal	entry's	complete	conditions.[\/p][\/*][*][p]Templatised	modifier	values	are	now	based	on	days	instead	of	months,	resulting	in	more	sensible	modifier	durations[\/p][\/*][*][p]Added	a	game	rule	to	toggle	dynamic	naming	of	states	and	cities	(endonyms	vs.	exonyms)[\/p][\/*][*][p]Made	Railway	buildings	care	about	missing	Infrastructure	rather	than	Market	Access	when	determining	if	it	should	auto-expand[\/p][\/*][*][p]Updated	the	\"An	Odious	Debt\"	Journal	Entry	to	tie	the	current	debt	value	directly	to	the
Journal	Entry[\/p][\/*][*][p]London	Conference	votes	are	now	weighted	by	the	prestige	of	the	country	issuing	the	vote[\/p][\/*][*][p]Added	two	new	variants	of	the	Government	Petition	event[\/p][\/*][*][p]Red	Scare	Ark	event	now	has	a	limit	on	the	number	of	pops	that	can	be	deported	(Thanks	to	EldritchPenguingod	on	Reddit	for	reporting	this)\u00a0[\/p][\/*][*][p]Scaled	infamy	cost	for	expelling	diplomats	based	on	the	target	country.	Expelling	Great	and	Major	powers	remains	at	10	infamy.	Minor	powers	and	Unrecognized	Major	powers	go	to	7.5	infamy.
Insignificant	powers	and	Unrecognized	Regional	powers	go	to	5	infamy.	Other	unrecognized	powers	go	to	2.5	infamy.	(Thanks	to	ShadowJackal	on	Discord	for	the	idea)[\/p][\/*][*][p]Changed	Risorgimento	buttons	to	contribute	Activism	to	applicable	movements	rather	than	spawning	radicals[\/p][\/*][*][p]Enabled	Italian	states	to	annex	Italian	minor	nations	if	they	are	the	sole	Italian	unification	candidate	and	have	Friendly	or	above	relations	with	the	relevant	country[\/p][\/*][*][p]Made	it	impossible	to	get	the	Cosmopolitan	achievement	just	by	starting	as	certain
countries.	It	now	requires	to	start	with	3	or	fewer	accepted	cultures.[\/p][\/*][*][p]\"War	Wounded\"	Journal	Entry	and	associated	events	should	fire	correctly	and	have	been	rebalanced[\/p][\/*][*][p]Gold,	Rubber	and	Oil	rushes	will	now	happen	far	less	frequently,	have	had	their	effects	rebalanced,	and	now	have	new	options	to	hide	future	events	and	apply	the	chosen	effects	automatically[\/p][\/*][*][p]The	Open	Market	wargoal	is	now	once	again	available	even	if	you	have	Sphere	of	Influence\/Charters	of	Commerce,	as	Investment	Rights	no	longer	auto-opens
markets[\/p][\/*][*][p]The	pro-slavery	movement	now	supports	Local	Police[\/p][\/*][*][p]Many,	many	events	have	had	their	cooldowns	drastically	increased,	to	reduce	instances	of	seeing	the	same	event	repeatedly[\/p][\/*][*][p]Changed	supply	routes	to	end	at	the	current	position	of	the	army[\/p][\/*][*][p]All	political	movements	will	now	use	the	red	ideology	icon	variant	for	their	core	ideology[\/p][\/*][*][p]Added	a	custom	tooltip	to	option	c	in	spooky_halloween_events.3[\/p][\/*][*][p]Added	tooltip	to	the	Readmit	the	Secessionist	States	JE	to	clarify	completion
conditions[\/p][\/*][*][p]Made	Alaska	a	releasable	nation[\/p][\/*][*][p]Removed	instances	of	duplicate	Liberal	ideologies	from	the	Path	to	Liberalism	completion	tooltip[\/p][\/*][\/list][p][\/p][h2]AI[\/h2][list][*][p]The	AI	now	has	a	much	better	understanding	of	what	is	required	to	form	unique	companies	and	is	able	to	pursue	specific	construction	strategies	to	try	and	do	so[\/p][\/*][*][p]Fixed	a	bug	where	the	AI	wouldn't	enact	a	law	even	though	they	should	when	the	supporting	movement	was	having	a	neutral	stance	towards	a	law[\/p][\/*][*][p]Added	a	missing	OR
statement	which	required	the	AI	to	have	completed	Meiji	and	Russian	Serfdom	JEs	before	they'd	try	to	get	out	of	Traditionalism[\/p][\/*][\/list][h2]Balance[\/h2][list][*][p]Reduced	Company	throughput	bonuses	as	it	is	now	easier	for	Companies	to	get	more	building	levels[\/p][\/*][*][p]Canal	Companies	now	provide	a	free	company	slot	as	part	of	their	prosperity	bonus[\/p][\/*][*][p]Removed	the	free	Company	slot	from	Laissez-Faire	economic	law[\/p][\/*][*][p]All	development	buildings	(such	as	Construction	Sectors,	Railway,	Ports	etc)	now	have	a	base	employment
level	of	1k	per	level.	The	cuts	to	employment	were	generally	in	the	lowest	paying	jobs,	so	universities	no	longer	have	one	groundskeeper	per	teacher	etc.[\/p][\/*][*][p]Halved	innovation	from	universities	to	balance	against	reduced	workforce[\/p][\/*][*][p]Reduced	tax	rates	somewhat	to	balance	against	reduced	expenses	from	lower	employment	in	government	buildings[\/p][\/*][*][p]Reworked	\"A	Modern	Conservative\"	event	into	\"The	Anti-Corn	Laws	League\".	The	event	now	spawns	a	Petit-Bourgeoisie	Market	Liberal	agitator	rather	than	a	Landowners	Market
Liberal	agitator,	and	may	strengthen	Liberal\/Modernizer\/Orleanist	movements.[\/p][\/*][*][p]Increased	the	amount	of	oil	available	in	the	world,	particularly	in	regions	that	haven't	gotten	resource	passes	in	recent	updates[\/p][\/*][*][p]Made	Nihilists	favour	Council	Republic	over	other	form	of	republics[\/p][\/*][*][p]Added	a	baseline	drift	factor	to	the	Unstable	Raj	that	seeks	to	drift	towards	the	lower	bound	of	High	stability	(Pivot	of	Empire)[\/p][\/*][*][p]Prosperity	now	goes	from	0-100,	and	companies	become	prosperous	at	100	prosperity,	activating	their
prosperity	modifier.	They	lose	prosperous	status	if	it	drops	below	75	again.[\/p][\/*][*][p]Prosperity	now	has	a	target	value	(based	on	multiple	factors)	that	it	drifts	towards	over	time,	with	the	drift	speed	based	on	how	many	staffed	building	levels	the	company	has	(larger	companies	gain	prosperity	faster	and	lose	it	slower)[\/p][\/*][*][p]Company	productivity	is	now	compared	to	average	productivity	of	their	owned	building	types,	scaled	by	the	number	of	levels	they	own	in	each,	when	determining	impact	on	prosperity[\/p][\/*][*][p]Added	a	Construction	Efficiency
penalty	of	20%	to	unincorporated	states[\/p][\/*][*][p]Ports	are	no	longer	level	capped,	and	Natural	Harbors	and	equivalent	traits	now	increase	port	throughput	instead	of	port	max	level[\/p][\/*][*][p]Gave	natural	harbour	state	traits	and	their	flavoured	variants	a	MAPI	bonus	(thanks	to	u\/rit_cs_student	for	the	suggestion)[\/p][\/*][*][p]Penalties	for	low	organization	are	now	much	more	severe,	with	up	to	75%	penalties	to	offense\/defense[\/p][\/*][*][p]Buildings	that	are	entirely	missing	an	input	good	will	now	suffer	up	to	75%	input	shortage	penalties[\/p][\/*][*]
[p]Unique	companies	now	generally	require	fewer	building	levels	to	form,	with	most	companies	only	requiring	only	5	levels[\/p][\/*][*][p]Bolstering	or	suppressing	a	Movement	now	also	adds	a	base	value	to	the	movement	pop	attraction,	this	should	make	both	actions	feel	much	more	impactful[\/p][\/*][*][p]Enabled	the	use	of	Annex	Country	diplomatic	plays	against	countries	with	a	rank	of	Insignificant	Power	or	below[\/p][\/*][*][p]Financial	Districts	and	Company	HQs	now	provide	5	Urbanization	per	level[\/p][\/*][*][p]Livestock	Ranches	now	have	more	efficient
PMs	with	higher	base	profit	margins[\/p][\/*][*][p]Grain	Farms	now	have	slightly	less	efficient	late-game	fertilizer	PMs[\/p][\/*][*][p]Pops	now	prefer	to	consume	non-grain	food	sources	over	grain	and	should	generally	consume	more	meat	where	available[\/p][\/*][*][p]Military	buildings	now	gain	and	lose	input	shortages	much	quicker,	since	there	is	an	additional	lag	time	on	the	impact	on	supply[\/p][\/*][*][p]Military	units	can	now	be	recruited	and	PMs	requiring	a	supply	of	a	specific	good	activated	if	that	good	exists	in	the	world	market	and	can	theoretically	be
imported	by	the	relevant	state[\/p][\/*][*][p]Modernizer	movements	now	support	Proportional\/Graduated	Taxation	and	Public	Schools[\/p][\/*][*][p]Reduced	the	malus	to	abolitionist	movement	support	in	slave	states	for	non-USA	countries[\/p][\/*][*][p]Reduced	the	minimum	infrastructure	value	for	Paved	Roads	to	appear	from	1000	to	500[\/p][\/*][*][p]Replaced	and	moved	around	a	number	of	effects	on	Trade	related	Power	Bloc	Principles[\/p][\/*][*][p]Reduced	the	innovation	cap	increase	on	Advanced	Research	3	from	10	to	5	(Sphere	of	Influence)[\/p][\/*][*]
[p]Reduced	the	Cohesion	restriction	for	using	Regime	Change	in	Ideological	Union	Power	Blocs	from	25	to	10	(Sphere	of	Influence)[\/p][\/*][*][p]Increased	the	Cohesion	cost	for	using	the	Subjugation	power	in	Sovereign	Empire	Power	Blocs	(Sphere	of	Influence)[\/p][\/*][*][p]Added	a	bonus	to	the	Economy	of	Scale	cap	to	the	Transportation	3	principle	(Sphere	of	Influence)[\/p][\/*][*][p]Added	a	5%	birth	rate	increase	to	Religious	Convocation	Power	Blocs	(Sphere	of	Influence)[\/p][\/*][*][p]Reduced	authority	gain	from	the	Vassalization	principles	(Sphere	of
Influence)[\/p][\/*][*][p]Added	Oldenburg,	Hamburg	and	Bremen	to	the	Zollverein	so	that	their	economic	setup	makes	sense[\/p][\/*][*][p]Added	a	throughput	penalty	to	devastation.	At	maximum	devastation,	the	penalty	is	50%.[\/p][\/*][*][p]Made	devastation	decay	a	lot	slower.	It	now	takes	about	3	times	as	long	to	recover.[\/p][\/*][*][p]Cultural	Minority	Movements	will	now	attract	radicals	more[\/p][\/*][*][p]Changed	Equality	for	All	criteria	to	require	average	acceptance	over	60	for	Afro-Americans,	rather	than	base	acceptance[\/p][\/*][*][p]If	Haiti	has	a
successful	revolution,	the	revolter	will	now	inherit	the	indemnity	payments	associated	with	the	Odious	Debt	Journal	Entry[\/p][\/*][*][p]Opium	now	has	a	lower	base	weight	for	pop	consumption,	but	a	much	higher	chance	of	becoming	an	obsession[\/p][\/*][*][p]Decentralised	nations	will	no	longer	tax	their	populations[\/p][\/*][*][p]Made	Trade	Unions,	Rural	Folk,	and	Industrialists	less	likely	to	form	unsustainable	parties	on	their	own[\/p][\/*][*][p]Internal	Trade	and	Market	Unification	Principles	no	longer	give	bonuses	to	company	throughput[\/p][\/*][*][p]External
Trade	Principle	now	increases	Trade	Capacity	and	also	increases	Trade	Advantage	when	trading	with	same-power	bloc	countries[\/p][\/*][*][p]Divine	Economics	now	increases	Trade	Advantage	when	trading	with	same	state	religion	countries[\/p][\/*][*][p]Agitators	with	the	Reformer	Ideology	are	less	likely	to	join	the	Reactionary	Political	Movement	due	to	opposing	personal	ideology[\/p][\/*][*][p]Capped	the	amount	of	negative	progress	gained	from	loyalists	in	the	\"Populist	Unrest\"	and	\"Spectre	Haunting	the	World\"	Journal	Entries	at	3[\/p][\/*][*][p]Added	silk
potential	to	Lombardy[\/p][\/*][*][p]Added	a	level	1	lead	mine	to	the	Kanto	state[\/p][\/*][*][p]Adjusted	Australia's	historical	building	setup	to	represent	the	whaling	and	logging	industries[\/p][\/*][*][p]Disabled	assimilation	for	slave	pops	so	that	they	will	no	longer	assimilate	to	other	cultures[\/p][\/*][*][p]Hanover	now	retains	its	Coat	of	Arms	when	the	personal	union	breaks[\/p][\/*][*][p]Reduced	Aristocrats	political	strength	gain	from	\"A	Grain	of	Power\"	event[\/p][\/*][*][p]Reduced	the	liberty	desire	gained	by	Princely	States	upon	refusing	to	establish	a	new
Princely	State	(Pivot	of	Empire)[\/p][\/*][*][p]Reduced	base	Intelligentsia	attraction	to	Radical	parties[\/p][\/*][\/list][h2]Art[\/h2][list][*][p]Added	a	bonus	paper	map	that	is	free	for	all	who	sign	up	for	the	Newsletter[\/p][\/*][*][p]Created	and	added	several	new	outfits	wearable	only	by	Executives[\/p][\/*][*][p]Added	a	number	of	historical	Executives	DNA[\/p][\/*][*][p]Added	a	new	3D	model	representing	World	Market	Hub	ports[\/p][\/*][*][p]Added	a	blockade	entity	for	blockade	dioramas[\/p][\/*][*][p]European	Industrialists	characters	can	now	wear	top	hats[\/p]
[\/*][*][p]Updated	Convoys	icon	and	Port	Building	icon	to	show	the	new	Convoys	icon	within	it[\/p][\/*][*][p]Reworked	some	military	particle	effects[\/p][\/*][*][p]Fixed	a	bug	causing	some	factory	smoke	effect	to	be	rotated	incorrectly[\/p][\/*][\/list][h2]Audio[\/h2][list][*][p]Fixed	a	bug	where	music	eventually	started	looping	indefinitely	when	the	Music	Density	Slider	was	set	to	maximum[\/p][\/*][*][p]Fixed	a	bug	where	dismissing	a	message	notification	sound	was	not	playing	on	right-click[\/p][\/*][*][p]Fixed	a	bug	where	the	shimmering	sound	for	principle
selection	UI	had	a	delayed	start[\/p][\/*][\/list][h2]Content[\/h2][list][*][p]Added	an	event	and	special	decision	to	a	British	East	India	Company	that	successfully	averts	the	Indian	Uprising	in	the	Unstable	Raj	journal	entry	(Pivot	of	Empire)[\/p][\/*][*][p]Added	a	new	character	ideology	called	Modernizer[\/p][\/*][*][p]Added	new	Entrepreneur	character	traits	for	Executives	and	added	Executive	relevant	statistics	to	existing	traits[\/p][\/*][*][p]Added	Albert	Einstein	character	template	and	DNA[\/p][\/*][*][p]Made	the	\"Imperialism	of	Promise\"	Journal	Entry	mutually
exclusive	with	the	British	Raj	(Pivot	of	Empire)[\/p][\/*][*][p]Added	a	Journal	Entry	for	annexing	the	Princely	States	as	an	independent	or	Home	Ruled	India	(Pivot	of	Empire)[\/p][\/*][*][p]Added	Character	DNA	to	4	existing	historical	characters[\/p][\/*][*][p]Added	Ada	Lovelace	character	and	DNA[\/p][\/*][*][p]Added	Florence	Nightingale	DNA,	character	template	and	agitator	event[\/p][\/*][*][p]Japanese	emperors	and	their	heirs	are	now	spawned	correctly	when	the	\"Honorable	Restoration\"	Journal	Entry	is	completed	on	the	historically	appropriate	date[\/p][\/*]
[*][p]Added	two	new	generic	election	events[\/p][\/*][*][p]Added	a	decision	for	Italy	to	move	the	capital	to	Rome	following	unification[\/p][\/*][*][p]Added	historical	trade	centers	based	on	available	1836	commercial	data[\/p][\/*][*][p]An	independent	Siberia	with	Cybernetic	State	government	will	now	take	on	the	name	Cyberia	(Thanks	to	AbsolutelyNotMoishe	on	reddit	for	the	suggestion)[\/p][\/*][*][p]The	\"Honorable	Restoration\"	Journal	Entry	completion	event	will	now	correctly	name	the	emperor	that	you	will	receive[\/p][\/*][*][p]Future	historical	Japanese
emperors	are	now	created	as	heir	when	appropriate[\/p][\/*][*][p]Added	a	new	Utopian	ideology,	to	represent	pre-Marx	socialists	such	as	Charles	Fourier	and	Robert	Owen[\/p][\/*][*][p]Expeditions	now	name	their	leader	and	current	location	in	the	journal	entry[\/p][\/*][*][p]Updated	tutorial	localization	to	reflect	the	changes	to	the	Trade	system[\/p][\/*][*][p]An	independent	Canada	is	now	dark	red[\/p][\/*][\/list][h2]Interface[\/h2][list][*][p]Added	a	relevant	map	mode	selector	to	most	left	side	panels	for	easier	access[\/p][\/*][*][p]Added	unique	icons	for	ALL	Map
Modes[\/p][\/*][*][p]Added	a	Company	details	panel	with	Company	Charters	and	more	in-depth	info	about	a	Company[\/p][\/*][*][p]Added	a	Global	tab	displaying	a	list	of	all	Companies	in	the	world	to	the	Companies	interface[\/p][\/*][*][p]Reworked	the	Battle	Map	Marker	to	show	if	the	Battle	is	Offensive	or	Defensive.	Moreover,	the	Push	of	War	progress	bar	is	now	displayed	on	it.[\/p][\/*][*][p]Improved	how	we	present	War	Goals	and	what	information	they	convey	at	a	glance[\/p][\/*][*][p]Wargoals	now	clearly	show	whether	or	not	they	are	contested	in	their
tooltips,	along	with	the	conditions	required	to	contest	them[\/p][\/*][*][p]Added	a	\"Quick	Select\"	menu	to	the	Transfer	Units	window	to	make	it	easier	to	select	and	transfer	all	Units	from	a	specific	State	or	HQ	to	another	Formation[\/p][\/*][*][p]Added	pinnable	Treaties	to	the	outliner[\/p][\/*][*][p]Reworked	the	layout	of	the	Goods	tooltip[\/p][\/*][*][p]Added	subject	and	overlord	diplomatic	action	tabs	to	the	diplomatic	lens[\/p][\/*][*][p]Made	the	\"All	map	modes\"	list	not	open	or	close	the	Ledger	on	click	to	enable	more	flexibility	in	its	use[\/p][\/*][*][p]The
Diplomatic	Play	panel's	War	Goals	list	has	been	improved	visually	to	distinguish	Enforced	Articles	better.[\/p][\/*][*][p]The	Military	Formation	tooltip	now	shows	small	cards	for	each	Unit	type[\/p][\/*][*][p]The	Military	Unit	Type	thumbnail	image	now	contains	the	Offense	and	Defense	value	for	that	Unit	Type[\/p][\/*][*][p]The	full	Military	Formation	Map	Marker	is	displayed	only	when	highlighted	or	selected[\/p][\/*][*][p]Cleaned	up	the	layout	of	the	Military	Formation	tooltip[\/p][\/*][*][p]Made	the	Mobilization	Options	on	the	Formation	panel	more	compact[\/p]
[\/*][*][p]Advancement	Progress	is	now	displayed	on	the	Front	Map	Marker[\/p][\/*][*][p]The	total	cost	of	your	Military	is	now	displayed	on	top	of	the	Military	panel[\/p][\/*][*][p]Added	\"Transfer	Units\"	to	the	Military	Formation	right-click	menu[\/p][\/*][*][p]Reworked	the	Military	Formations	list	item	to	both	contain	better	information	and	be	slightly	more	compact[\/p][\/*][*][p]Each	Law	option	now	shows	any	Movements	supporting	or	opposing	that	Law[\/p][\/*][*][p]The	Political	Movement	tooltip	now	shows	which	Laws	this	Movement	supports\/opposes[\/p]
[\/*][*][p]The	Queued	Construction	Map	Marker	has	been	hidden	in	the	default	Map	Mode	in	order	to	reduce	map	marker	overlap[\/p][\/*][*][p]Added	Employment	bar	to	the	Construction	Lens	list	items[\/p][\/*][*][p]Added	a	list	of	States	+	Prices	to	the	Goods	tooltip	for	Services,	Transportation	and	Electricity[\/p][\/*][*][p]Changed	text	boxes	so	that	you	can	stop	writing	in	them	by	clicking	outside	of	the	text	box	with	the	mouse	which	allows	keyboard	shortcuts	to	be	used	again[\/p][\/*][*][p]Added	relevant	action	buttons	and	State	Traits	to	the	Building	fancy
tooltip[\/p][\/*][*][p]Improved	the	enactment	button	tooltip	to	better	explain	the	temporary	Approval	changes	for	Interest	Groups[\/p][\/*][*][p]The	Exiled	Agitators	button	now	shows	the	number	of	valid	options,	as	well	as	total	number	of	Exiled	Agitators[\/p][\/*][*][p]Political	Movement	Types	now	have	a	tooltippable	name[\/p][\/*][*][p]Each	Law	option	now	shows	invitable	Exiles	that	would	support	that	Law[\/p][\/*][*][p]Switch	'Peasants'	to	be	the	default	metric	for	number	of	Pops	in	a	State	in	the	Construction	Interaction[\/p][\/*][*][p]Added	a	more	compact
Area\/Piechart	UI	type[\/p][\/*][*][p]The	size	and	behavior	of	Event	and	Input	Shortage	Map	Markers	has	been	tweaked	in	order	to	reduce	flickering[\/p][\/*][*][p]Changed	the	default	tooltip	mouse	mode	setting	to	Timer	and	Action	Lock[\/p][\/*][*][p]Made	sure	the	Building	Browser	building	group	filters	match	the	order	of	the	lens	tabs	for	consistency[\/p][\/*][*][p]Improved	the	layout	of	the	Law	fancy	tooltip[\/p][\/*][*][p]Exiled	Agitators	are	now	sortable[\/p][\/*][*][p]Added	\"R\"	as	a	shortcut	for	opening	your	Country	details	panel[\/p][\/*][*][p]Added	tooltip	for
the	Terrain	value	in	the	Battle	details	panel[\/p][\/*][*][p]Changed	the	default	sorting	for	Companies	to	Productivity[\/p][\/*][*][p]Fixed	a	bug	when	the	guarantee	independence	panel	would	not	properly	show	current	guarantees[\/p][\/*][*][p]Added	a	confirmation	window	when	the	player	declares	bankruptcy[\/p][\/*][*][p]Added	notifications	for	company	prosperity	bonus	activating	and	de-activating[\/p][\/*][*][p]Peasant	levies	law	description	now	shows	the	restrictions	for	unit	types	available	to	conscription[\/p][\/*][*][p]Now	showing	company	profits	and
breakdown	into	revenue	and	expenses	in	the	company	list	and	panel[\/p][\/*][*][p]Made	the	loyalists	and	radicals	trends	backtrack	10	years	instead	of	just	1	year[\/p][\/*][*][p]Added	a	\"Zoom	closely\"	mode	to	the	State	\"Zoom	To\"	button[\/p][\/*][*][p]Added	instructions	related	to	multi-selection	in	the	Military	Formation	Map	Marker	tooltip[\/p][\/*][*][p]Army	and	Navy	HQ's	are	differentiated	in	the	HQ	Map	Marker[\/p][\/*][*][p]Show	number	of	Casualties	for	each	Country	on	the	Front	details	panel[\/p][\/*][*][p]Tooltips	for	innovation	and	literacy	no	longer	use
personal	pronouns	incorrectly.[\/p][\/*][*][p]Added	flags	and	nested	tooltips	for	country	names	and	subject	types	in	the	tooltips	for	decreasing	and	increasing	the	autonomy	of	subjects.[\/p][\/*][\/list][h2]Performance[\/h2][list][*][p]Optimized	Country	war	status	checks[\/p][\/*][*][p]Additional	optimizations	were	added	around	Pops	and	Political	Movements[\/p][\/*][*][p]The	Liberty	Desire	calculations	were	improved[\/p][\/*][\/list][h2]Modding[\/h2][list][*][p]Add	new	triggers	market_trade,	market_imports,	market_exports,	market_trade_reliance,
market_imports_reliance,	market_exports_reliance,	state_trade,	state_imports,	state_exports,	market_production_share,	market_consumption_share,	import_advantage,	export_advantage,	relative_import_advantage	and	relative_export_advantage[\/p][\/*][*][p]Financial	Districts	and	Company	HQs	now	provide	5	Urbanization	per	level[\/p][\/*][*][p]Scripted	Buttons	and	Decisions	now	use	proper	script	values	for	ai_chance,	allowing	for	more	advanced	AI	logic	to	be	scripted	in[\/p][\/*][*][p]Added	new	triggers	company_owned_levels,	company_employed_levels	&
company_is_prosperous[\/p][\/*][*][p]Added	a	new	trigger	entitled	is_company_type[\/p][\/*][*][p]Character	Traits	can	now	be	given	an	executive_modifier,	which	applies	to	all	building	levels	owned	by	the	executive's	company[\/p][\/*][*][p]It	is	now	possible	to	specify	a	parent	type	for	law	types.	Law	types	with	parents	inherit	all	ideological	stances	from	their	parent,	and	cannot	be	given	specific	ideological	stances	themselves.[\/p][\/*][*][p]Made	the	Character.GetBattle	promote	const	and	introduced	a	non	const	version	Character.AccessBattle[\/p][\/*][*][p]Made
the	Battle.GetFront	promote	const	and	introduced	a	non	const	version	Battle.AccessFront[\/p][\/*][*][p]Add	new	trigger	world_market_access[\/p][\/*][*][p]Added	new	effects	add_exports,	add_imports,	remove_exports,	remove_imports,	set_exports,	set_imports[\/p][\/*][*][p]Added	state	scope	link	num_world_market_hub_trade_center_levels[\/p][\/*][*][p]Added	a	new	trigger	called	is_blockaded_by[\/p][\/*][*][p]Added	new	value	links	ai_treaty_fairness,	ai_treaty_value,	ai_market_import_value,	ai_market_export_value,	ai_market_trade_value[\/p][\/*][*][p]Added	new
triggers	has_potential_supply,	world_market_exports,	world_market_imports	and	world_market_delta[\/p][\/*][*][p]Changed	the	country_average_cultural_acceptance	trigger	to	return	the	country's	acceptance	of	the	culture	as	a	whole	if	no	pops	of	the	culture	is	present	in	the	country,	instead	of	returning	0[\/p][\/*][*][p]Add	new	triggers	bureaucracy_usage,	influence_usage,	authority_usage,	relative_bureaucracy,	relative_influence,	relative_authority[\/p][\/*][*][p]Added	new	links	income_transfer_expenses,	income_transfer_relative_expenses,
num_income_transfer_treaty_articles,	num_income_transfers[\/p][\/*][*][p]Added	new	triggers	called	state_to_state_trade,	state_to_state_exports	and	state_to_state_imports[\/p][\/*][*][p]Added	new	triggers	called	market_to_market_trade,	market_to_market_exports	and	market_to_market_imports[\/p][\/*][*][p]Added	a	new	trigger	called	is_world_market_hub[\/p][\/*][*][p]Added	new	text	formatting	tags	\":\"	and	\";\"	which	are	used	like	the	\"+\"	and	\"-\"	tags,	but	colors	numbers	blue\/gold	instead	of	green\/red[\/p][\/*][*][p]Implemented	decentralized_country
script	lists	(	similar	to	random_country,	ordered_country	and	so	on)	to	iterate	through	decentralized	countries[\/p][\/*][*][p]Added	new	trigger	infrastructure_delta[\/p][\/*][*][p]Added	new	on_actions	on_game_started	and	on_game_started_after_lobby[\/p][\/*][*][p]Added	new	trigger	has_law_commitment[\/p][\/*][*][p]Added	the	console	command	ai_evaluate_trade[\/p][\/*][*][p]Moved	scripted	tests	folder	from	the	common	folder	to	the	tools	folder[\/p][\/*][*][p]Updated	the	level	parameter	in	the	create_building	effect	to	accept	variables[\/p][\/*][*][p]Added
\"owning_company\"	which	scopes	from	a	country	to	the	company	owning	that	country[\/p][\/*][*][p]Added	the	remove_owned_country	effect	for	removing	the	scoped	country's	ownership	of	the	target	country[\/p][\/*][*][p]Updated	the	\"owner\"	link	to	be	able	to	scope	from	a	company	to	the	country	owning	it[\/p][\/*][*][p]Added	optional	`custom_completion_header`,	`custom_failure_header`,	`custom_on_completion_header`,	and	`custom_on_failure_header`	properties	to	journal	entries	to	allow	customized	flavor	for	completion	and	failure	states[\/p][\/*][*][p]The
`manpower_max`	property	has	been	removed	from	combat	unit	groups	objects[\/p][\/*][*][p]Military	production	methods	now	specify	a	soldiers	\/	officers	ratio	rather	than	absolute	numbers[\/p][\/*][*][p]The	`max_manpower`	property	has	been	added	to	combat	unit	objects[\/p][\/*][*][p]Added	a	\"cooldown\"	entry	for	\"scripted	buttons\"	(used	by	Journal	Entries)	which	can	be	used	to	specify	how	often	the	button	can	be	used[\/p][\/*][*][p]Renamed	trigger	`is_naval_invasion_stalled_due_to_orders`	to	`is_invasion_stalled`,	removed	trigger	`is_active`	in	invasion
scope[\/p][\/*][*][p]Renamed	links	`naval_invasion_attacker`	to	`invasion_attacker`,	`naval_invasion_defender`	to	`invasion_defender`[\/p][\/*][*][p]Added	link	`invasion`	from	front	scope,	added	link	`front`	from	invasion	scope[\/p][\/*][\/list][h2]Bugfixes[\/h2][list][*][p]Fixed	an	issue	where	British	AI	would	never	consent	to	Indian	home	rule	(Pivot	of	Empire)[\/p][\/*][*][p]Fixed	a	bug	that	blocked	countries	that	start	with	the	\"Slavery	Banned\"	law	from	completing	the	\"Egalitarian	Society\"	objective[\/p][\/*][*][p]Fixed	a	bug	where	a	marginalized	group	could
contribute	to	approval	or	stall	chance[\/p][\/*][*][p]Fixed	a	bug	where	Single	Party	State	was	not	deactivating	properly[\/p][\/*][*][p]Fixed	a	bug	causing	Suppress	and	Bolster	to	not	be	fully	removed	from	all	political	movements	in	the	country	when	Protected	Speech	was	enacted[\/p][\/*][*][p]Indian	revolutions	can	no	longer	form	countries[\/p][\/*][*][p]Fixed	a	bug	when	the	occupation	wasn't	removed	after	a	peace	deal	involving	a	tributary[\/p][\/*][*][p]Fixed	Republic	or	Death	Achievement	requirements	to	show	the	correct	Journal	Entry	name[\/p][\/*][*]
[p]Adjusted	unlocking	technology	for	the	Victoria	Terminus	monument	from	Pneumatic	Tools	to	Steel-frame	Buildings	to	bring	it	in	line	with	the	event	for	building	it.	Additionally	removed	the	condition	to	not	be	atheist	in	order	to	build	it.	(thanks	to	Popleop)[\/p][\/*][*][p]Fixed	a	bug	preventing	subjects	that	are	forced	to	join	wars	with	their	overlord	from	joining	wars	when	the	overlord	was	swayed,	as	opposed	to	being	the	initiator	of	a	diplomatic	play[\/p][\/*][*][p]Fixed	acceptance	from	\"little	to	lose	from	enemy	war	goals\"	being	ignored	for	Offer	Support
demanding	the	transfer	of	a	subject,	the	transfer	of	a	state,	the	country	becoming	a	subject,	or	setting	up	a	diplomatic	pact[\/p][\/*][*][p]Fixed	a	bug	where	Arrange	Accident's	success\/fail	probabilities	were	not	being	affected	by	the	Home	Affairs	institution	level[\/p][\/*][*][p]Updated	the	\"Mobilize	all	Armies\"	button	so	that	it	no	longer	mobilizes	armies	that	can't	be	mobilized	individually[\/p][\/*][*][p]The	\"Scramble	for	Africa\"	Journal	Entry	now	also	accounts	for	subjects[\/p][\/*][*][p]Fixed	a	bug	that	caused	the	\"The	Ripper\"	Journal	Entry	to	not	spawn[\/p]
[\/*][*][p]Fixed	an	issue	where	Radical	or	Liberal	revolutions	could	occasionally	spawn	with	the	Council	Republic	law[\/p][\/*][*][p]Fixed	issue	where	turning	Alyaska	over	to	native	rule	would	cause	the	player	to	play	as	a	decentralised	nation[\/p][\/*][*][p]The	Explorer	trait	now	improves	the	chance	of	favourable	outcomes	on	expeditions[\/p][\/*][*][p]Fixed	Hindustan	to	not	start	with	locked	Military	Battalions[\/p][\/*][*][p]The	Peasant	Movement	is	now	correctly	weighted	towards	rural	states	when	starting	a	revolution[\/p][\/*][*][p]Fixed	an	issue	where	the
create_character	effect	would	sometimes	display	\"---\"	as	the	character	name[\/p][\/*][*][p]Fixed	a	bug	where	AI-controlled	countries	would	form	certain	countries	even	when	it	should	not	be	possible[\/p][\/*][*][p]Fixed	an	issue	where	Taiping	generals	could	spawn	with	a	null	HQ[\/p][\/*][*][p]Fixed	a	bug	where	the	Protected	Speech	law	would	mention	suppressing\/bolstering	Interest	Groups	rather	than	Political	Movements[\/p][\/*][*][p]Overlord	can	no	longer	build	in	subject's	states	while	at	war	against	them[\/p][\/*][*][p]Fixed	an	issue	that	caused	the	British
East	India	Company	to	not	put	higher	value	on	building	certain	Plantation	buildings	as	determined	by	the	British	Dictate	JE	(Pivot	of	Empire)[\/p][\/*][*][p]The	Power	Bloc	railway	production	methods	now	work	properly	with	various	pieces	of	content	and	map	graphics	(Sphere	of	Influence)[\/p][\/*][*][p]Fixed	an	issue	where	exiled	Moderate	or	Pacifist	characters	could	choose	an	invalid	ideology[\/p][\/*][*][p]Fixed	an	issue	where	the	London	Conference	could	have	no	outcome	in	the	case	of	a	tie[\/p][\/*][*][p]Countries	can	no	longer	buy	Alaska	from
themselves[\/p][\/*][*][p]The	\"Hartal!\"	event	will	now	only	target	states	in	India	proper[\/p][\/*][*][p]The	`JOB_SATISFACTION_PER_PERCENT_HIGHER_STRATA_QUALIFICATION`	define,	is	now	applied	correctly.	(Renamed	to	`JOB_SATISFACTION_PER_PERCENT_HIGHER_SOL_QUALIFICATION`)[\/p][\/*][*][p]Made	the	Positivist	movement	able	to	fire	organically[\/p][\/*][*][p]Fixed	a	bug	where	units	could	be	conscripted	even	when	there	was	no	supply	of	their	required	goods[\/p][\/*][*][p]Fixed	a	bug	where	heirs	who	become	rulers	keep	their	heir
status[\/p][\/*][*][p]Fixed	a	bug	where	a	military	formation's	organization	oscillates	around	its	target	value[\/p][\/*][*][p]Fixed	government	petition	auto-invalidating	if	IG	requests	a	change	from	the	law	they	hate	to	one	they	are	neutral	about[\/p][\/*][*][p]Fixed	an	issue	with	the	Train	Robbery	event	that	could	result	in	a	NULL_SCOPE	in	option	text[\/p][\/*][*][p]Fixed	a	bug	when	game	would	crash	when	trying	to	create	a	mod	from	the	launcher[\/p][\/*][*][p]Ursus	company	now	cares	about	the	correct	state[\/p][\/*][*][p]Fixed	a	bug	where	the	default	subsidies
flag	in	building	groups	had	no	effect[\/p][\/*][*][p]Fixed	a	bug	that	required	the	player	to	have	an	interest	in	the	Scandinavia	region	instead	of	Finland	if	they	wanted	to	create	the	\"Nokia\"	company[\/p][\/*][*][p]The	first	option	in	the	event	\"Spiraling	Ascension\"	now	correctly	activates	the	\"State	Atheism\"	law[\/p][\/*][*][p]Fixed	an	issue	where	the	timeouts	for	both	sides	of	the	Opium	Wars	were	misaligned,	enabling	them	to	be	completed	in	the	wrong	order[\/p][\/*][*][p]Fixed	incorrect	Russian-American	Company	flag[\/p][\/*][*][p]Fixed	an	issue	which	made
the	\"Spectre	Haunting	the	World\"	Journal	Entry	progress	too	quickly	in	some	situations[\/p][\/*][*][p]Fixed	an	issue	where	\"The	Man	Who	Would	Be	King\"	fired	and	immediately	cancelled[\/p][\/*][*][p]The	event	\"From	the	Heart	of	the	Sea\"	now	checks	that	the	country	in	question	actually	has	a	navy	to	station	its	admiral	on[\/p][\/*][*][p]Fixed	the	auto-cancellation	of	the	emergency	decree	while	at	least	one	condition	is	still	active[\/p][\/*][*][p]Fixed	an	issue	where	Russian	characters	would	occasionally	wear	hats	meant	for	late-game	uniforms	prior	to
researching	Bolt	Action	Rifles[\/p][\/*][*][p]Fixed	wrong	requirements	for	political	movement	support	in	\"Cause	Without	a	Rebel\"	event[\/p][\/*][*][p]Added	a	cancellation	trigger	to	character_events.5[\/p][\/*][*][p]Fixed	nested	tooltips	in	the	country	literacy	tooltip	always	showing	information	about	the	player's	country	instead	of	the	selected	country[\/p][\/*][*][p]Fixed	a	bug	causing	Arrange	Accident	to	not	send	notifications	when	it	failed	to	kill	the	target[\/p][\/*][*][p]Fixed	an	issue	where	children	would	occasionally	get	epaulettes	and	other	accessories	with
the	child	outfit[\/p][\/*][*][p]Fixed	an	issue	where	the	Resignation\/Abdication	tooltips	had	localisation	bugs	related	to	revolutions.	Our	thanks	to	the	Unofficial	Hotfix	Mod	by	Ferrous	for	reporting	this.[\/p][\/*][*][p]Made	the	\"Border	Crossing\"	event	properly	fire	its	followup	event	to	the	relevant	country,	and	fixed	its	mistargeted	infamy	gain	effect[\/p][\/*][*][p]Fixed	an	issue	where	the	URL	for	the	Russian	general	Friedrich	von	Berg	directed	you	to	the	wrong	Friedrich	von	Berg[\/p][\/*][*][p]Added	some	missing	trigger	localization	for	requesting	your	own
market[\/p][\/*][*][p]Name	of	Hudson	Bay	Company	corrected	to	Hudson\u2019s	Bay	Company[\/p][\/*][*][p]Fixed	some	incorrect	country	display	in	the	German	version	of	two	lobby	related	events	(thanks	to	Steinwallen	community)[\/p][\/*][*][p]Fixed	an	issue	in	the	German	notifications	for	granted	foreign	investment	rights	where	the	sender	country	was	duplicated	instead	of	mentioning	the	target	country	(thanks	to	Steinwallen	community)[\/p][\/*][*][p]Fixed	the	spellings	of	Guadalajara	in	Mexico	and	Antioquia	in	Colombia[\/p][\/*][*][p]Fixed	a	number	of
double	spaces	across	all	languages[\/p][\/*][*][p]Fixed	a	typo	in	the	Nation	Formation	concept[\/p][\/*][*][p]Fixed	a	typo	in	the	\"Paraguayan	War\"	Journal	Entry[\/p][\/*][*][p]Fixed	various	other	typos[\/p][\/*][*][p]Partisan	Interest	Group	leaders	no	longer	die	in	the	middle	of	the	Divided	Monarchist	event[\/p][\/*][*][p]\"\\[Country's]	Dignitary	Murdered\"	event	now	only	targets	great	powers	with	interest	in	the	region[\/p][\/*][*][p]\"General's	Misfired	Cannon\"	event	can	no	longer	remove	country's	ruler[\/p][\/*][*][p]\"Obstructionism	in	\\[IG]\"	event	should	no
longer	affect	Politically	Unaligned	\"IG\"[\/p][\/*][*][p]Releasing	Sikkim	and	Bhutan	now	requires	Eastern	Himalayas	state	region[\/p][\/*][*][p]Qualification	growth	mult	modifiers	are	only	applied	when	the	base	qualification	growth	(including	add	modifiers	if	any)	is	positive.	This	stops	positive	qualification	growth	modifiers	from	causing	faster	qualification	loss.	It	also	stops	negative	qualification	growth	modifiers	from	slowing	down	qualification	loss.[\/p][\/*][*][p]Fixed	an	issue	where	Abdication	could	lead	to	an	heir	failing	to	succeed	to	the	throne[\/p][\/*][*]
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{STEAM_CLAN_IMAGE}\/39760201\/531d71f065de19ede6ccbc2108ec8f6c8168efea.png[\/img]\u200bGreetings,Patch	6.2	has	been	deployed	in	Total	War:	WARHAMMER	III!Here	are	some	of	the	highlights:[list][*]	Abilities	granted	by	effects	for	summoned	units	(Summoned	Skink	Priest,	Krell,	and	Summoned	Keeper	of	Secrets)	are	now	properly	enabled.	[*]	Increased	the	Radii	Ratio	of	units	mounted	on	Steeds	of	Slaanesh	(Seekers	of	Slaanesh,	Heartseekers	of	Slaanesh,	Hellstriders	of	Slaanesh,	Hellstriders	of	Slaanesh	(Hellscourges))	to	slightly	reduce	their
performance	by	having	fewer	of	them	fight	in	melee	at	the	same	time.	[*]	Stopped	effects	that	grant	Snipe	from	also	granting	Slayer.	[\/list]...and	much	more!In	case	you	missed	them	yesterday,	you	can	read	the	full	Release	Notes	6.2	[url=https:\/\/community.creative-assembly.com\/total-war\/total-war-warhammer\/blogs\/71]here[\/url].If	you	encounter	any	issues	after	updating	to	Patch	6.2,	please	report	them	in	our	[url=https:\/\/community.creative-assembly.com\/total-war\/total-war-warhammer\/bugs]dedicated	bug	reporting[\/url]	area	so	our	QA	teams	can
investigate.See	you	on	the	battlefield!\u2014	The	[i]Total	War[\/i]	Team[hr][\/hr][hr][\/hr][h1]\u26a0	IMPORTANT[\/h1][hr][\/hr][hr][\/hr]If	you	experience	any	issues	after	downloading	the	update,	please	take	a	moment	to	[b]Verify	the	integrity	of	the	game	files[\/b]	first	to	ensure	there	were	no	issues	when	downloading.	A	step-by-step	guide	can	be	found	in	[url=https:\/\/help.steampowered.com\/en\/faqs\/view\/0C48-FCBD-DA71-93EB]this	article[\/url].If	the	issues	persist,	please	[url=https:\/\/support.sega.com\/hc\/requests\/new?
ticket_form_id=360003117578]visit	our	support	site[\/url]	for	additional	troubleshooting	steps	and	assistance.[hr][\/hr][hr][\/hr][h1]\ud83e\uddf1	MOD	WARNING[\/h1][hr][\/hr][hr][\/hr]Please	note	that	user-generated	mods	may	have	compatibility	issues	with	new	game	updates.	If	you	are	encountering	performance	or	stability	issues	following	a	release,	is	recommended	that	you	disable	any	mods	you're	running.	If	you	continue	to	experience	issues,	please	[url=https:\/\/support.sega.com\/hc\/requests\/new?ticket_form_id=360003117578]visit	our	support
site[\/url]	for	additional	troubleshooting	steps	and	assistance.[code]For	the	latest	news	and	announcements,	drop	by	our	official	social	channels.[url=https:\/\/steamcommunity.com\/app\/1142710\/discussions\/	style=button]Steam[\/url]	[url=https:\/\/x.com\/totalwar	style=button]X[\/url]	[url=https:\/\/www.facebook.com\/TotalWar\/	style=button]Facebook[\/url]	[url=https:\/\/www.instagram.com\/totalwar\/	style=button]Instagram[\/url]	[url=https:\/\/discord.gg\/totalwar	style=button]Discord[\/url]	[url=https:\/\/bsky.app\/profile\/totalwar.bsky.social
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[],\"automatically_push_updated_source\":false}","announcement_body":{"gid":"592899804783187327","clanid":"9703436","posterid":"0","headline":"Announcing	#MODJAM2025","posttime":1750094466,"updatetime":1750094466,"body":"[p][img	src=\"{STEAM_CLAN_IMAGE}\/9703436\/b54408d0f1fbaac4da245307df91ce76a1191691.png\"][\/img]by	MrFreake_PDXHello	Stellaris	Community!We\u2019re	proud	to	announce	that	over	the	summer,	the	Stellaris	Community	Team	will	be	hosting	another	Mod	Jam,	with	the	support	of	our	sponsors	at	Republic	of
Gamers!We\u2019ve	had	some	great	results	from	past	Mod	Jams,	including	last	year	-	where	for	the	first	time	a	modder	who	had	never	made	a	mod	before	placed	in	the	top	three.	This	year,	we\u2019ve	decided	to	take	a	different	tack	on	the	classic	mod	jam	setup:[b]This	year	you	will	be	choosing	the	theme![\/b]From	now	until	June	19th,	you	will	be	able	to	vote	[url=\"https:\/\/forum.paradoxplaza.com\/forum\/threads\/announcing-modjam2025.1784951\/\"]on	the	forums[\/url],	and	[url=\"http:\/\/discord.gg\/stellarisofficial\"]on	discord	[\/url]for	one	of	four
themes,	and	on	June	20th,	we	will	officially	announce	the	theme	of	MODJAM2025	alongside	the	prizes.The	four	themes	are:[\/p][list][*][p][b]Major	Event	Chain[\/b]	-	modders	would	be	asked	to	make	a	major	event	chain	similar	to	the	Horizon	Signal,	that	is	either	associated	with	a	solar	system	initializer	or	planet	type[\/p][\/*][*][p][b]Origins[\/b]	-	we	have	done	origins	before,	back	when	they	were	first	introduced,	but	it\u2019s	been	five	years	and	this	theme	is	a	strong	contender	-	modders	would	be	asked	to	create	one	unique	origin[\/p][\/*][*][p][b]Precursor
Event	Chains	[\/b]-	this	is	another	strong	contender.	With	the	ability	to	choose	what	precursors	spawn	in	the	galaxy	introduced	in	4.0,	there\u2019s	plenty	of	room	for	more	(non-canonical)	galactic	history	to	be	told![\/p][\/*][*][p][b]Crisis	Paths	[\/b]-	since	the	introduction	of	Cosmogenesis	in	The	Machine	Age,	crisis	paths	have	been	moddable,	but	generally	require	a	lot	of	work	to	add	to	the	game	when	it	comes	to	scripting	and	artwork	(which	means	we	might	see	fewer	finished	mods).	Modders	would	be	asked	to	create	one	unique	crisis	path	and	final	objective
-	completing	the	final	objective	should	trigger	the	victory	screen.[\/p][\/*][\/list][p]So	be	sure	to	vote	here	and	stop	by	the	Stellaris	discord	to	cast	your	vote	for	the	theme	for	#MODJAM2025,	and	we	will	be	back	next	week	to	talk	about	prizes	and	the	theme.If	you\u2019re	a	modder,	sign	ups	for	#MODJAM2025	are	open	now	and	will	be	open	until	June	20th!	Fill	out	[url=\"https:\/\/pdxint.at\/3HzRTsn\"]this	form[\/url]	-	and	join	us	on	[url=\"http:\/\/discord.gg\/stellarisofficial\"]discord[\/url]	-	if	you	want	to	participate![\/p][p][\/p][p][img	src=\"
{STEAM_CLAN_IMAGE}\/9703436\/a25a92ccf3b98e6483ef3c789742f3d9e1fa9f8e.png\"][\/img][i]Tentative	timeline	for	#MODJAM2025.	This	is	subject	to	change.[\/i]\u200b[\/p][p]We	hope	you\u2019re	all	as	excited	as	we	are	for	#MODJAM2025,	and	we	can\u2019t	wait	to	see	what	the	modders	come	up	with	this	year![\/p][p][\/p]","commentcount":71,"tags":
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[],\"automatically_push_updated_source\":false}","announcement_body":{"gid":"577137206083196435","clanid":"34861374","posterid":"0","headline":"NAVAL	WARFARE:	NAVY	SUBTYPE","posttime":1750080204,"updatetime":1750080204,"body":"Ahoy,	Captains	and	Commanders!The	theme	of	the	Summer	2025	Expansion	is	Naval	Warfare.	As	you	would	expect,	Naval	Warfare	brings	a	focus	on	the	naval	aspect	of	the	war.	With	the	expansion	release	just	ahead	on	the	horizon,	arriving	18	June	-	it	is	time	to	dive	in	and	see	what	the	Navy	does.	Join	Gummi	and
J\u00f6kull	in	this	video	for	a	brief	on	what	lies	ahead.https:\/\/www.youtube.com\/watch?v=N8o8mwg0MzANaval	Warfare	will	expand	on	what	is	already	in	the	game	and	make	it	more	powerful	by	having	its	own	Navy	subtype	that	enhances	the	ability	and	allows	for	interaction,	allowing	you	to	build	your	strategy	on	the	strength	of	the	Navy.Naval	Warfare	in	KARDS	doesn't	mean	fielding	fleets	on	the	frontline.	In	keeping	with	the	game\u2019s	grounded,	land-based	combat	focus	-	and	historical	accuracy	-	the	Navy	continues	to	be	represented	through	orders
and	countermeasures,	not	unit	cards.	After	all,	it	would	be	difficult	to	reconcile	a	Tiger	tank	trading	fire	with	the	USS	Missouri.	(What	stats	would	you	even	assign	her?)While	the	Navy	is	not	present	on	the	battlefield,	it	will	still	have	a	BIG	impact	on	the	game,	deck	building	and	strategies,	shaping	the	battlefield	with	precision,	disruption,	and	devastating	support.	It	influences	tempo,	counters	enemy	plans,	and	supports	land-based	operations	in	a	distinctly	naval	way.[h1]NAMED	SHIPS[\/h1]In	line	with	previous	releases	you	will	continue	to	receive	cards	with
named	ships.	These	are	ships	with	a	rich	and	colorful	history	that	add	a	personal	aspect	to	your	games	of	KARDS.	Prefixes	have	been	added	to	all	ships,	although	traditionally,	only	the	Royal	Navy,	US	Navy	and	Polish	Navy,	commonly	used	them.[list][*]HMS	-	His	Majesty\u2019s	Ship	(British)[*]USS	-	United	States	Ship[*]KM	-	Kriegsmarine	(German)[*]IJN	-	Imperial	Japanese	Navy[*]RM	-	Regia	Marina	(Italy)[*]ORP	-	Okr\u0119t	Rzeczypospolitej	Polskiej,	Warship	of	the	Republic	of	Poland[\/*][\/list]In	general	it	is	these	cards,	named	ships	with	these	prefixes
are	those	that	have	the	Navy	subtype,	unless	otherwise	stated.[list][*]See	-	Semper	Fi,	22nd	Marines	and	40	Royal	Marine.[\/*][\/list][img]{STEAM_CLAN_IMAGE}\/34861374\/748cd3d954221aab3d0bbfcde9e66790f78377e2.png[\/img][h1]NAVY	AND	NATIONS[\/h1]The	Navy	aspect	will	affect	Nations	very	differently	and	focus	on	those	who	relied	heavily	on	their	navies	for	fighting	the	war.[h2]BRITAIN[\/h2]Rules	the	seas.	At	the	onset	of	World	War	II	the	Royal	Navy	was	the	largest	navy	on	the	oceans.	It	protected	the	British	islands	and	the	Empire.	It	has
large	warships	and	relies	on	a	huge	merchant	navy.	It	has	a	long	history	and	strong	traditions.	However	with	interests	all	around	the	globe,	it	is	strained	to	be	everywhere.[h2]HMS	FORMIDABLE[\/h2][img]{STEAM_CLAN_IMAGE}\/34861374\/dead5b5edb72416b7304bcd69d6e8dec0a843477.png[\/img]Order	-	costs	5	kredits	-	Change	the	attack	of	a	friendly	unit	to	be	equal	to	its	defense.	It	Fights	all	enemy	units	in	random	order.[h2]GERMANY[\/h2]After	World	War	1	Germany	was	not	allowed	to	have	a	large	navy.	Before	World	War	II	Germany	built	a	small
but	modern	fleet.	Initially	their	focus	was	on	the	big	guns	and	Bismark	and	Tirpitz	are	the	pinnacle	of	that	program.	Once	it	was	clear	that	surface	ships	were	hard	to	operate	against	the	might	of	opposing	navies,	the	Germans	turned	their	focus	to	submarines.[h2]KM	PRINZ	EUGEN[\/h2][img]{STEAM_CLAN_IMAGE}\/34861374\/747de716cbacc9e71b1cd3246d37a0c8f944db27.png[\/img]Countermeasure	-	costs	4	kredits	to	activate	-	When	the	enemy	deploys	a	unit,	put	it	on	top	of	their	deck	and	Convert	it	into	PRODUCTION.[h2]JAPAN[\/h2]Imperial	Japan	had
been	building	up	its	fleet	in	anticipation	of	a	naval	war	in	the	Pacific.	It	has	trained	their	carrier	pilots	to	be	among	the	best	and	has	the	biggest	battleships	ever	constructed.	It	has	ambitious	plans	for	expansion	and	conquest.[h2]IJN	AKAGI[\/h2][img]{STEAM_CLAN_IMAGE}\/34861374\/5b6a1dc52c6c349793d49de303c17bed15c265ab.png[\/img]Order	-	costs	4	kredits	-	Shuffle	your	hand	into	your	deck,	then	draw	3	cards.	They	cost	2	less	to	deploy	this	turn.[h2]UNITED	STATES[\/h2]The	United	States	Navy	started	the	war	with	a	large	fleet	but	many	old
battleships.	After	the	Japanese	attack	on	Pearl	Harbor	the	United	States	Navy	was	quick	to	learn	the	ropes	and	after	only	6	months	had	stopped	the	Imperial	Japanese	Navy	at	Midway	and	from	there	went	from	victory	to	victory	emerging	as	the	world's	strongest	naval	power	at	the	end	of	World	War	II.[h2]USS	YORKTOWN[\/h2][img]{STEAM_CLAN_IMAGE}\/34861374\/38edb579cd7295da9d645132ae5d937a600c9912.png[\/img]Order	-	costs	6	kredits	-	Add	four	BREWSTER	F2A	to	the	battlefield,	in	the	frontline	if	possible.[h2]REGIA	MARINA[\/h2]The	Italian
fleet	is	the	pride	of	the	nation	and	the	ambition	to	see	a	new	Roman	Empire	over	Mare	Nostrum	-	Our	Sea,	meaning	the	Mediterranean.	After	the	fall	of	France,	Italy	is	the	only	power	with	a	home	base	in	the	Mediterranean.[h2]Poland[\/h2]At	the	start	of	World	War	II,	Poland	had	a	modest	navy.	Yet	despite	its	small	size	their	navy	was	involved	in	several	notable	actions	and	has	its	place	among	the	other	navies.[h1]CARDS	FROM	PREVIOUS	RELEASES	WITH	NAVY	SUBTYPE[\/h1]The	concept	of	Naval	Warfare	has	always	been	part	of	KARDS,	even	if	the	Navy
subtype	comes	as	a	new	feature	with	the	Naval	Warfare	Expansion.	Several	cards	from	previous	expansions	will	have	the	Navy	subtype	added.	Here	is	a	list	of	cards	that	will	be	upgraded	to	Navy.[list][*]HMS	Illustrious[*]HMS	Hermes[*]KM	Bismarck[*]KM	Admiral	Hipper[*]U-16[*]U-48[*]U-375[*]IJN	Yamato[*]IJN	Shinano[*]ORP	Orzel[*]ORP	Blyskawica[\/*][\/list][img]{STEAM_CLAN_IMAGE}\/34861374\/cfd118907a5f8055679d8ef990b63fabf89df9bc.jpg[\/img]The	Naval	Warfare	expansion	isn\u2019t	just	a	theme	-	it\u2019s	a	strategic	evolution.	With	the
Navy	subtype,	players	gain	new	ways	to	command,	disrupt,	and	support,	all	while	staying	anchored	to	KARDS'	historical	authenticity	and	tactical	core.Prepare	your	decks,	Commanders.	The	tide	is	turning.","commentcount":12,"tags":
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{"gid":"544485372295382850","clanid":"44897639","posterid":"0","headline":"Patch	#09:	New	cards!	New	achievements!	Quick	restart!","posttime":1749864633,"updatetime":1750107593,"body":"[p]Patch	#09...	had	to	be	a	cool	update	right?	Brace	yourselves	for	some	new	content,	folks.[\/p][p][\/p][h3]Steam	Reviews:	Your	Feedback	Matters[\/h3][p]We've	been	reading	through	all	your	Steam	reviews,	and	we	appreciate	the	feedback	we've	been	receiving.	We'd	love	to	continue	seeing	more	of	your	thoughts!	It	helps	us	know	what	to	focus	on	for	each
upcoming	patch.	[\/p][p][\/p][p]List	of	changes	([b]0.7.81[\/b]):	[\/p][p][\/p][p][b]NEW	CONTENT:[\/b]	[\/p][list][*][p]14	new	achievements	are	now	available.	[\/p][\/*][*][p]A	cool	achievement	screen	is	now	in-game	(track	your	progress,	admire	your	shiny	gold	medals)[\/p][\/*][*][p]New	card:	[b]Gigantify	[\/b](Rainbow	Tome)[\/p][\/*][*][p]New	card:	[b]Echoform	[\/b](Rainbow	Tome)[\/p][\/*][*][p]New	card:	[b]Haste	[\/b](Rainbow	Tome)[\/p][\/*][*][p]New	card:	[b]Temple	[\/b](Rainbow	Building)[\/p][\/*][*][p]New	card:	[b]Ogre	[\/b](Rainbow	Troop)[\/p][\/*][*]
[p]Added	a	credits	screen	(there's	a	lot	of	people	we	needed	to	thank)	[\/p][\/*][\/list][p][b]QoL:[\/b][\/p][list][*][p]Added	a	quick	restart	button	(you	asked,	you	got	it)[\/p][\/*][*][p]Added	more	volume	levels	for	audio	customization[\/p][\/*][*][p]Navigation	issues	during	Perk	selection	on	computers	with	peripherals	should	no	longer	occur[\/p][\/*][*][p]Smoother	intro	transitions	[\/p][\/*][*][p]Faster	transitions	(Prophet	screen,	Stat	screen)[\/p][\/*][*][p]Skippable	Prophet	text[\/p][\/*][*][p]UI	visual	tweaks[\/p][\/*][*][p]UI	is	becoming	keyboard\/controller	friendly
(WIP)[\/p][\/*][\/list][p][b]Fixes\/Balancing:[\/b][\/p][list][*][p]Fixed	a	localization	issue	that	caused	severe	lag	in	some	systems	(sorry!)[\/p][\/*][*][p][b]Spores[\/b]	from	[b]Mycelium[\/b]	now	properly	inherit	buffs	from	[b]Blacksmiths	[\/b]and[b]	Beacons[\/b][\/p][\/*][*][p][b]Flametower[\/b]	is	now	properly	getting	movement	speed	boosts[\/p][\/*][*][p][b]Earthworking[\/b]	a	level	3	[b]Concabulator[\/b]	will	give	you	2	[b]Concabulators[\/b]	and	1	[b]Broken	Cabulator[\/b]	again[\/p][\/*][*][p][b]Trappers[\/b]	now	gain	a	bit	of	attack	speed	when	leveling	up[\/p][\/*][*]
[p]Fixed	a	conflict	caused	by	ending	a	run	during	an	animation[\/p][\/*][*][p][b]Re-enchant[\/b]	now	properly	works	with	[b]all[\/b]	enchantments.[\/p][\/*][*][p]Improved	[b]Executioner[\/b]	targeting	system[\/p][\/*][*][p]Fixed	visual	display	of	ranged	projectiles	(they	would	randomly	be	invisible)[\/p][\/*][*][p]Damage	pop	ups	now	always	display	actual	damage	output	of	melee	troops[\/p][\/*][*][p]Fixed	a	glitch	that	charged	30	gold	whenever	using	[b]Explore\/Earthworks[\/b]	during	Endless	Mode	[\/p][\/*][*][p]HOTFIXED:	The	Dispenser	now	processes	attack
speed	properly	again[\/p][p]	[\/p][\/*][\/list][p]After	downloading	the	patch,	[b]please	start	a	new	run[\/b],	as	your	previous	run	won\u2019t	have	the	updates	stored	and	they	may	cause	conflicts.	If	you	experience	any	issues,	please	email	us	at	[url=\"https:\/\/report@sadsocket.com\"]report@sadsocket.com[\/url].	We're	looking	forward	to	watching	you	check	out	what	the	new	stuff	does![\/p][p][\/p][p]UP	NEXT:	We	are	posting	a	full	road	map	next	week,	so	you	know	exactly	what	to	expect	from	us.	We're	working	hard	and	we	can't	wait	to	share	all	our	new	ideas
with	you.	We've	also	been	reading	all	your	requests.	Know	we'll	address	a	lot	of	them	in	the	next	weeks!	[\/p][p][\/p][p]Please	join	us	on	[url=\"https:\/\/discord.gg\/VQwqwaH5Y3\"]Discord[\/url]	and	[url=\"https:\/\/www.reddit.com\/r\/9Kings\/\"]Reddit[\/url].	You	can	also	find	the	9	Kings	[url=\"https:\/\/wiki.hoodedhorse.com\/9_Kings\/Main_Page\"]wiki[\/url]	page	here	for	information	on	the	game!	Love,	Sad	Socket	teamLove,Sad	Socket	team[\/p]","commentcount":119,"tags":
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[],\"automatically_push_updated_source\":false}","announcement_body":{"gid":"640187601178857939","clanid":"43753943","posterid":"0","headline":"Our	Tips	to	Fix!","posttime":1749821518,"updatetime":1750084654,"body":"[p][\/p][p][img	src=\"https:\/\/lh7-qw.googleusercontent.com\/docsz\/AD_4nXfu35Q_r5ZzDlM0_BUVRVhmAU68hRBf6datVl2LOM-L0I0dSZAuwogse5mZSApLO3W1zbB5jlNgHl8DWh_wZmLhNPc_CXADxx4nWiPqXR6PpB_wA-uoJOBAoOfzQNjJRKihrHtD6Q?key=8nBlm8fvAVYncG8BeXLQMQ\"][\/img][\/p][p]Hello	Mayors![\/p][p]We\u2019ve
seen	many	people	sharing	that	after	the	latest	Quays	&	Piers	update	(1.3.3f1),	they	are	now	unable	to	load	and\/or	play	the	game.	We	have	investigated	this	and	wanted	to	share	some	things	that	we	hope	will	help	if	you\u2019re	in	this	boat.If,	after	reading	and	following	the	steps	below,	you\u2019re	still	stuck,	we	would	greatly	appreciate	it	if	you	could	create	a	ticket	on	our	[url=\"https:\/\/forum.paradoxplaza.com\/forum\/forums\/cities-skylines-2-bug-reports.1162\/\"][u][b]Bug	Reporting	Forum[\/b][\/u][\/url]	so	that	we	can	gather	all	the	necessary	information
to	replicate	your	situation.[\/p][p][\/p][h2]The	storefront	didn't	appropriately	apply	the	game	update[\/h2][p]Please	[url=\"http:\/\/bit.ly\/VerifyIntegrity\"][u]Verify	your	Game	Files	(Steam)[\/u][\/url],	or	[url=\"https:\/\/support.xbox.com\/en-US\/help\/games-apps\/troubleshooting\/troubleshoot-games-windows-10\"][u]Verify	and	Repair	(Microsoft	Store)[\/u][\/url].	Sometimes,	when	Steam	updates,	it	might	not	apply	the	patch	or	update	properly.	It\u2019s	always	good	to	verify	after	a	larger	update	like	this.	Unfortunately,	this	can	be	more	common	for	players	in
areas	with	less	than	stellar	internet,	but	it's	not	a	bad	habit	for	most	players	to	get	into	in	general.[\/p][p][\/p][h2]Broken	mods[\/h2][p]Launching	with	code	mods	disabled	may	not	be	helpful	in	some	cases,	as	certain	mods	leave	files	in	locations	that	cause	them	to	still	be	loaded.[\/p][p]Many	mod	creators	have	been	given	early	access	and	have	been	able	to	work	on	their	mods	ahead	of	time;	however,	they	may	not	be	able	to	update	them	immediately.	[b]Please	be	patient	with	the	creators[\/b]	of	the	mods	you	use.	Everyone	has	a	personal	life	and	might	be
unable	to	update	a	game	mod	immediately	at	launch.	[b]Do	not	bug	creators	to	update	their	mod[\/b],	they	will	get	to	it	as	soon	as	they	are	able.[\/p][p]You	can	always	launch	the	game	without	code	mods	via	the	launcher,	or	by	adding	either	[b]--disableModding[\/b],	which	removes	access	to	PDX	Mods	entirely,	or	[b]--disableCodeModding[\/b],	which	just	disables	mods	but	you	can	still	access	PDX	Mods	and	change	playset.[\/p][hr][\/hr][p][\/p][p]Here	are	three	things	to	test	that	we	have	found	to	help	many	of	the	players	who	have	had	issues	over	the	last	two
days:[\/p][h2]1.	\u201c[b]Cannot	Find	Central	Directory[\/b]\u201d	Issue[\/h2][p][\/p][p][img	src=\"https:\/\/lh7-qw.googleusercontent.com\/docsz\/AD_4nXeTMCAWfI_Z59zVnytjQdo6f5miDN58yrBKLTB4dFvNzxUFSxnKG9CG-ghpl1DaRF8A-sFtOsUV_uVMhNOlJgduDxgF2CiddkKrRIsaY6JEdvs7M3GHgV2QmWaC2GNxzCIBIuWTtw?key=8nBlm8fvAVYncG8BeXLQMQ\"][\/img][\/p][p][i]The	error	message	looks	something	like	this.[\/i][\/p][p][\/p][p][img	src=\"{STEAM_CLAN_IMAGE}\/43753943\/bf352ca2709d4fb83d0ae1d661b71e9662dbe52f.png\"][\/img][\/p][p]
[i]In	some	cases	the	game	shows	no	error	message,	instead	the	sky	and	ocean	can	be	shown	and	no	UI	is	displayed.[\/i][\/p][olist][*][p]Open	%LocalAppData%Low\\\\Colossal	Order\\\\Cities	Skylines	II\\\\Player.log	using	Notepad.[\/p][\/*][*][p]Find	\"Cannot	find	central	directory\"	or	\"Error	occurred	creating\",	which	will	include	the	file	path.[\/p][\/*][*][p]Go	to	the	specified	folder	and	delete	both	the	.cok	and	.cok.cid	files	with	the	same	name	mentioned	in	the	log.[\/p][\/*][*][p]Repeat	this	for	each	\"Cannot	find	central	directory\"	or	\"Error	occurred	creating\"	log
entry.[\/p][\/*][*][p]Restart	the	game.[\/p][\/*][\/olist][p][\/p][h2]2.	\u201c[b]Fix	broken	local	files[\/b]\u201d	Issue:[\/h2][olist][*][p]Go	to	C:\\\\Users\\\\\\[your	user	name]\\\\AppData\\\\LocalLow\\\\Colossal	Order\\\\Cities	Skylines	II.[\/p][\/*][*][p]Either	rename	the	Cities	Skylines	II	folder	or	move	it	to	another	place	on	your	computer.	If	you	delete	it,	be	aware	that	your	local	saves	will	also	be	deleted.[\/p][\/*][*][p]Start	the	game	again.	If	you	had	broken	files	locally,	you	should	be	able	to	get	into	the	game	now.[\/p][\/*][*][p]To	recover	your	local	save	files,	go	to	the
initial	folder	that	you	either	renamed	or	moved	to	a	different	location,	and	locate	the	Saves	folder.	In	there,	there	is	a	folder	with	a	bunch	of	numbers.	Open	that	folder,	and	you	will	find	your	local	saves.	Copy	the	.cok	and	.cok.cid	file	for	the	save	you	want	to	use	and	paste	it	into	the	new	Cities	Skylines	II	folder	that	was	created	when	you	started	the	game	in	Step	3.[\/p][\/*][\/olist][p][\/p][h2]3.	\u201c[b]Recover	your	Steam	Cloud,	as	the	broken	files	might	be	stored	there[\/b]\u201d	Issue.[\/h2][p][i]This	is	very	unlikely,	so	please	try	everything	above	first.[\/i][\/p]
[olist][*][p]Go	to	[url=\"https:\/\/store.steampowered.com\/account\/remotestorageapp\/?appid=949230\"]https:\/\/store.steampowered.com\/account\/remotestorageapp\/?appid=949230[\/url]	while	logged	into	the	same	account	used	to	play	CSII	with[\/p][olist][*][p]Download	all	the	files	that	the	user	wants	to	preserve	to	a	safe	location	outside	of	the	game	user	folder.	Like	C:\\\\SteamCloudBackup	or	just	their	Downloads	folder	if	they	are	not	too	precious	saves.[\/p][\/*][\/olist][\/*][*][p]Reset	the	Steam	Cloud;	this	may,	unfortunately,	reset	some	achievement
progress	tracking.	Additionally,	Paradox	login	and	friends	of	Chirper	entitlements	will	be	reset	if	owned.	It	will	be	necessary	to	log	in	to	the	Paradox	account	again	to	re-unlock	them.[\/p][olist][*][p]Start	the	game	with	the	command	line	toggles	[b]--developerMode[\/b]	[b]--qaDeveloperMode[\/b]	(game	properties>General>launch	options)[\/p][\/*][*][p]In	the	main	menu,	press	Tab	and	navigate	to	Platforms.[\/p][\/*][*][p]Expand	Remote	storages	and	press	Wipe	data	under	the	Steamworks	entry	(this	will	irreversibly	delete	all	the	content	on	the	Steam	Cloud,	so
make	sure	to	have	downloaded	the	things	you	want	to	backup).[\/p][\/*][*][p]Remove	the	launch	options	from	properties,	or	at	least	[b]--qaDeveloperMode[\/b]	as	it	exposes	some	dangerous	operation	that	can	wipe	data	unnecessarily.[\/p][\/*][\/olist][\/*][*][p]Restart	the	game,	and	confirm	the	game	works	locally.[\/p][\/*][*][p](optionally)	The	downloaded	save	games	from	step	1	that	are	not	broken	can	be	recovered.[\/p][olist][*][p]Close	the	game.[\/p][\/*][*][p]Copy	the	cok	files	of	the	desired	saves	to	the	Cities	Skylines	II	user	folder	(it	can	be	at	the	root,	and	the
file	will	remain	read-only,	or	into	Saves\/,	where	it	will	behave	like	a	local	save).[\/p][\/*][*][p]Start	the	game,	load	the	desired	save	game,	and	save	to	Steam	Cloud	again.[\/p][\/*][*][p]Broken	files	that	show	an	error	with	reads	out	of	bounds	or	missing	central	directory	are	unfortunately	completely	broken,	and	these	can	not	be	recovered.[\/p][\/*][\/olist][\/*][\/olist][p][\/p][hr][\/hr][p][\/p][p][b]Again,	if	you\u2019re	still	stuck	after	reading	and	following	the	steps	above,	please	create	a	ticket	on	our	[url=\"https:\/\/forum.paradoxplaza.com\/forum\/forums\/cities-
skylines-2-bug-reports.1162\/\"][u]Bug	Reporting	Forum[\/u][\/url]	so	that	we	can	gather	all	the	necessary	information	to	replicate	your	situation	and	assist	you.[\/b][\/p]","commentcount":349,"tags":
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2025","posttime":1749757731,"updatetime":1749757731,"body":"[img]{STEAM_CLAN_IMAGE}\/29087962\/3d978d42e2c779c8e72336d5ab7905514046b006.png[\/img]Summer's	here	and	so	is	a	new	Neowsletter!	We're	out	enjoying	the	sun	during	the	day,	and	killing	the	night...	during	the	uhh..	night	(that	was	a	Nightreign	reference).	Anyways,	it's	true-	we	were	not	part	of	Summer	Games	Fest	:(	But	that's	okay.	As	a	small	team,	it's	quite	a	bit	of	work	to	put	together	a	trailer,	do	press	stuff,	and	coordinate	with	event	organizer	folks,	so	we	try	to	keep	that
stuff	to	a	minimum.However,	these	announcements	are	quite	exciting.	Mina	the	Hollower	getting	a	release	date	is	cool.Okay,	let's	talk	about	a	known	but	returning	mechanic,	Events	in	Slay	the	Spire![h3]Event	Rooms[\/h3]Sometimes	when	you	enter	those	question	mark	looking	rooms	on	the	map	you'll	find	yourself	in	an	event!	We've	made	them	more	dramatic	by	having	the	event	image	take	up	the	whole	screen,	and	some	of	the	events	will	have	cute	animations,	particles,	and	glowing	effects	too.[img]
{STEAM_CLAN_IMAGE}\/29087962\/3c90482226b92cab32f5f2a564449e40d63bae7b.gif[\/img]This	time	around,	we're	trying	to	avoid	having	any	options	where	you	simply	do	nothing	and	pass	through.	[img]{STEAM_CLAN_IMAGE}\/29087962\/8ba7697a3fdc5df67b8e3c9683a68bbe5dac83ff.gif[\/img]But	not	all	of	these	events	are	beneficial.	The	types	of	events	vary	between	Acts,	what	state	you're	in,	and	they	don't	all	have	positive	choices	for	the	player!	Don't	just	seek	the	unknown.	Sometimes	it's	better	to	take	down	enemies	in	order	to	strengthen	your
deck.[img]{STEAM_CLAN_IMAGE}\/29087962\/4d313f84c4fd6ef4cc924a2dfc2f145ace3e9dae.jpg[\/img]There	are	50+	events	in	[i]Slay	the	Spire	2[\/i]	so	far	and	they're	balanced	to	provide	difficult	decisions	each	time	you	enter	them	just	like	before.	We're	always	experimenting	with	what	may	or	may	not	be	interesting	so	sometimes	the	artwork	or	writing	is	in	a	rough	form	for	a	good	while.We	hope	to	share	this	experimental	process	with	you	all	once	we	hit	Early	Access.	Repy	needs	you.[h3]Q&A	with	C&A[\/h3][b]Faely	asks:[\/b]	do	you	plan	to	collab	with
Vampire	Survivors?	I'd	love	to	hunt	vampires	with	the	Ironclad![b]Casey:[\/b]	I	haven't	played	Vampire	Survivors	in	a	while,	but	this	question	reminds	me-	are	there	actually	any	vampires	in	the	game??[b]Uitle233	and	a	bunch	of	other	people	ask:[\/b]	Are	there	plans	to	launch	the	sequel	on	the	upcoming	Nintendo	Switch	2	platform?[b]Casey:[\/b]	If	the	console's	popular	and	there's	demand	we'll	port!	I	want	the	game	to	be	playable	on	a	lot	of	different	platforms.	This	is	not	a	true	confirmation,	just	my	general	philosophy.[b]sol	asks:[\/b]	if	there	are	gonna	be
multiple	options	for	starting	decks	for	classes	or	is	it	just	gonna	be	strike	and	defences	again[b]Casey:[\/b]	There	are	no	different	starting	decks	as	players	would	just	choose	the	best	one	and	they	could	lean	too	hard	towards	specific	archetypes.	Instead	we're	messing	about	with	more	choices	at	the	start	of	the	run	(i.e.	with	Neow)[b]Jacob	Delaney	asks:[\/b]	Will	Grand	Finale	return	for	The	Silent?	It	was	my	favorite	card	in	Slay	the	Spire	:)[b]Casey:[\/b]	We'll	bring	it	back	for	you,	Jacob.[b]Ratman	asks:[\/b]	Will	we	see	more	stuff	about\/involving	Mazaleth?	He's
by	far	the	most	interesting	character	in	the	lore	to	me.[b]Casey:[\/b]	yes[b]Zachray2K	asks:[\/b]	Slay	the	Spire	features	some	monsters	inspired	by	real-world	animals,	like	Jaw	Worm	and	Louses.	Personally,	I	don\u2019t	find	them	very	cute\u2014so	I	wonder	if	Slay	the	Spire	2	might	introduce	some	cuter	animal-based	enemies.[b]Casey:[\/b]	First	of	all,	I	think	the	louse	is	cute	so	you're	hurting	its	fuzzy	feelings.	Either	way,	our	art	director	Marlowe	is	VERY	adept	at	drawing	cute	things;	it's	actually	a	minor	problem.	If	you	don't	find	enough	cute	things	in	Slay
the	Spire	2	I	would	be	shocked.	SHOCKED	I	tell	you.[h3]Q&A...	with	Anailis	and	Bruce![\/h3]Demi	the	CM	here!	If	you're	interested	in	hearing	more	about	how	the	art	of	[i]Slay	the	Spire[\/i]	came	to	be,	check	out	[url=https:\/\/www.moregamesplease.com\/art-in-boardgames\/2025\/5\/27\/anailis-dorta-amp-bruce-brenneise-slay-the-spire-art-in-board-games-76]More	Games	Please's[\/url]	interview	with	StS1's	dedicated	artists	Bruce	Brenneise	and	Anailis	Dorta	(the	latter	of	whom	is	also	working	on	StS2,	as	seen	in	the	event	art	above)!![h3]Spire
Spotting[\/h3]It's	time	to	spot	some	Spire-dwellers!!	First,	a	recap	of	last	month's	shadow	monster:[img]{STEAM_CLAN_IMAGE}\/29087962\/92194ed1eba73f7586a6655bd2cd07fe4c1b9d35.gif[\/img]Our	research	has	concluded,	and	we	can	now	share	the	results	of	your	hypotheses...[img]{STEAM_CLAN_IMAGE}\/29087962\/616130f98dd869f3f3692ccb06827f940e1bd5bc.jpg[\/img]The	award	for	most	Defect-ive	goes	to	\u5520\u4e2abeaker!	This	seems	to	be	a	recurring	theme	amongst	some	of	the	guesses	each	month...[img]
{STEAM_CLAN_IMAGE}\/29087962\/674b16eee072f338c21ee799f63969d497036c14.jpg[\/img]The	award	for	least	correct	has	to	go	to	Funguy,	who	definitely	lives	up	to	their	name	at	least	:)[img]{STEAM_CLAN_IMAGE}\/29087962\/7d5641decfb2ae98623df0b2fe206996dca2e8e1.png[\/img]While	many	different	researchers	captured	different	elements	of	the	creature,	Szybarek	seems	to	have	come	the	closest	overall--congrats!Thank	you	to	the	other	fine	artist-scientists	who	contributed	this	month:[img]
{STEAM_CLAN_IMAGE}\/29087962\/4dd0ad24cff4de26071d4cba249e9cf12646ea96.png[\/img]Credit	from	left	to	right:	WildSamich,	Coquillette,	Teh	Quiper,	Cannoliy,	Syrupybug,	Colin,	jangjorim,	someitoj,	JellyfishLightning.So	what	does	this	mysterious	being	look	like	anyways?[img]{STEAM_CLAN_IMAGE}\/29087962\/9ecaeb7076ec3594f0522601d69697e929add56b.gif[\/img]KELP!!	...I	mean	HELP!!	This	seaweedy	ball	of	spite	is	currently	being	referred	to	as	a	\"seapunk\"	internally--but	our	taxonomists	are	prone	to	changing	their	minds,	after	all.	Now,
with	that	out	of	the	way...[img]{STEAM_CLAN_IMAGE}\/29087962\/2a530a09991c204a1ca52be965c5786e460b5392.gif[\/img]Another	shadowy	menace	has	appeared	before	our	very	eyes!	If	you	have	any	ideas	as	to	what	it	could	be,	be	sure	to	submit	them	via	fanmail@megacrit.com	or	in	our	[url=https:\/\/discord.gg\/slaythespire]Discord's[\/url]	fanart	channel![h3]Pride	with	Friends![\/h3][img]{STEAM_CLAN_IMAGE}\/29087962\/610df4898a6bc3916b23ea58d419dc85de02350a.png[\/img]The	third	annual	Pride	with	Friends	charity	streaming	event	is
happening	on	[b]June	27-29[\/b],	hosted	by	[url=https:\/\/www.twitch.tv\/panacea108]Panacea[\/url]	on	Twitch!	There	will	be	competitive	seeded	runs,	speedrunning,	and	casual	[i]Spire	with	Friends[\/i]	co-op	runs,	all	of	which	YOU	can	sign	up	to	participate	in	now!	There	will	also	be	trivia	and	guest	appearances	from	the	dev	team	(including	me,	Demi,	hi!)	All	proceeds	from	donations	will	go	towards	the	Trevor	Project,	so	be	sure	to	tune	in	and	support	a	great	cause!	Check	out	more	info,	including	the	schedule	and	sign	up	form,
[url=https:\/\/www.reddit.com\/r\/slaythespire\/comments\/1l3lcli\/pride_with_friends_community_event_competitions\/]here[\/url]!	Credit	for	the	cute	event	art	goes	to	[url=https:\/\/x.com\/okureito]@okureito[\/url]	[\/b][\/p][p]Over	time,	many	Summoners	have	requested	Monster	Storage	expansions	to	manage	their	Monsters	and	decks	better.[\/p][p]However,	since	stored	Monsters	retain	their	equipped	Runes	and	Artifacts,	such	expansion	posed	server	load	risks,	which	held	us	back	from	opting	for	expansions	to	satisfy	the	needs.[\/p][p][\/p][p]To	address	this
issue	while	enhancing	the	usability	of	Monsters	in	battle,	we	plan	to	introduce	changes	to	the	Normal	Monster	Sealed	Shrine,	where	Monsters	are	stored	without	any	engraved	Runes	or	Artifacts,	so	that	these	Monsters	can	be	used	in	battles\u2014allowing	the	Sealed	Shrine	to	take	on	some	of	the	Monster	Storage's	role.[\/p][p][\/p][p][b]1.	The	Monster	Storage	UI	will	be	improved	to	let	you	store	and	move	Monsters	more	easily	from	Sky	Island,	Monster	Storage,	Summoned	Monster	Sealed	Shrine,	and	Normal	Monster	Sealed	Shrine.[\/b][\/p][p][\/p][p][img
src=\"https:\/\/hive-fn.qpyou.cn\/hubweb\/contents\/1_1749706768.%EB%AA%AC%EC%8A%A4%ED%84%B0%EB%B3%B4%EA%B4%80%EC%86%8C_%EC%98%81%EB%AC%B8_1749706768.png\"][\/img][\/p][p][\/p][p]Currently,	only	Monsters	on	Sky	Island	can	be	stored	or	withdrawn	through	the	Monster	Storage	interface.[\/p][p]After	this	update,	you	will	be	able	to	choose	the	storage	location	from	the	dropdown	menu	as	above.[\/p][p]We	expect	this	change	to	make	it	easier	to	move	unused	Monsters	from	the	Monster	Storage	to	Sealed	Shrine,	helping	you
manage	your	Monster	Storage	slots	more	effectively.[\/p][p][\/p][p][b]2.	Temporary	Rune	and	Artifact	engraving	feature	will	be	introduced	to	let	you	use	Monsters	in	the	Sealed	Shrine.[\/b][\/p][p]Currently,	to	use	Monsters	in	the	Normal	Monster	Sealed	Shrine	in	battle,	you	have	to	take	them	out	of	the	shrine	and	engrave	Runes	and	Artifacts	before	using	them	in	battle.[\/p][p]We	believe	this	is	not	the	most	convenient	process	and	hinders	battle	availability.[\/p][p]To	improve	this	experience	and	increase	the	accessibility	of	Monsters	in	the	Sealed	Shrine,	we
plan	to	add	a	Sealed	Shrine	tab	under	the	Monster	Storage	and	implement	a	temporary	engraving	feature.[\/p][p][\/p][p]Let's	walk	through	how	this	works.[\/p][p][\/p][p][b]Step	1.	Press	the	Monster	Storage	icon	on	the	battle	preparation	screen.[\/b][\/p][p][\/p][p][img	src=\"https:\/\/hive-fn.qpyou.cn\/hubweb\/contents\/2_1749706923.%EC%A0%84%ED%88%AC%EC%A4%80%EB%B9%84_%EC%98%81%EB%AC%B8_1_1749706923.png\"][\/img][\/p][p][\/p][p][b]Step	2.	Press	the	new	Sealed	Shrine	tab	added	under	the	Monster	Storage	menu,	and	select	the
Monster	to	use	in	battle.	In	this	example,	we	selected	Bernard	stored	in	the	Sealed	Shrine.[\/b][\/p][p][\/p][p][img	src=\"https:\/\/hive-fn.qpyou.cn\/hubweb\/contents\/3_1749707083.%EA%B7%B8%EB%A6%AC%ED%8F%B0_%EC%98%81%EB%AC%B8_1749707083.png\"][\/img][\/p][p][\/p][p][b]Step	3.	Press	the	new	temporary	engrave	icon	added	to	the	Monster	info	screen	on	the	battle	preparation	screen.[\/b][\/p][p][\/p][p][img	src=\"https:\/\/hive-
fn.qpyou.cn\/hubweb\/contents\/4_1749707206.%EC%9E%84%EC%8B%9C%EA%B0%81%EC%9D%B8_%EC%98%81%EB%AC%B8_1749707206.png\"][\/img][\/p][p][\/p][p][b]Step	4.	Among	the	Monsters	displayed,	select	the	Monster	to	load	its	Runes	and	Artifacts.	In	this	example,	we	selected	Tiana	(roaming	Sky	Island	or	stored	in	the	Monster	Storage)	and	temporarily	engraved	its	Runes	and	Artifacts	on	Bernard	for	battle.[\/b][\/p][p][\/p][p][img	src=\"https:\/\/hive-
fn.qpyou.cn\/hubweb\/contents\/5_1749707340.%EA%B7%B9%EC%A7%80%EC%97%AC%EC%99%95_%EC%98%81%EB%AC%B8_1749707340.png\"][\/img][\/p][p][\/p][p][b]\u200b[\/b]\u200b===================================================[b]\u200b[\/b][\/p][p][\/p][p][b]\\[Temporary	Engraving	Feature	Details][\/b][\/p][p][\/p][p][b]-	This	feature	will	be	initially	available	in	asynchronous	PvP	content	such	as	Siege	Battle,	Arena,	and	Arena	Interserver	Battle.[\/b][\/p][p]:	We	plan	to	gradually	expand	to	other	content	like	ToA	and
Tartarus'	Labyrinth	after	verifying	stability	and	demand.[\/p][p][\/p][p][b]-	During	battle,	the	original	Monster's	Runes	and	Artifacts	are	considered	unequipped.\u00a0[\/b][\/p][p]:	In	the	above	case,	Tiana	will	temporarily	lose	its	Runes	and	Artifacts	while	Bernard	is	in	battle.[\/p][p][\/p][p][b]-	If	the	target	Monster	has	a	different	attribute	or	type,	unmatching	Attribute\/Type	Artifacts	will	stay	on	the	original	Monster.[\/b][\/p][p]:	For	example,	temporarily	engraving	Byungchul's	Runes	and	Artifacts	on	Galleon	will	load	the	Type	Artifact	(HP),	but	the	Attribute
Artifact	(Wind)	will	stay	on	Byungchul.[\/p][p][\/p][p][b]-	After	battle,	Runes	and	Artifacts	will	return	to	the	original	Monster,	and	the	target	Monster	will	return	to	the	Sealed	Shrine.[\/b][\/p][p]:	In	the	above	case,	Tiana	will	have	its	Runes	and	Artifacts	back	and	Bernard	will	be	stored	in	the	Sealed	Shrine.[\/p][p][\/p][p][b]-	Temporary	engraving	will	cost	300,000	Mana	Stones.[\/b][\/p][p][\/p][p]\u200b===================================================\u200b[\/p][p][\/p][p][b]3.	You	will	be	able	to	store	marked	or	locked	Monsters
in	the	Sealed	Shrine.[\/b][\/p][p]We	aim	to	lift	unnecessary	restrictions	to	improve	the	storage	function	for	more	Monsters.[\/p][p][\/p][p][b][\/b][\/p][p][b]1.	World	Arena	Rune	Save\/Load	Slot	Expansion[\/b][\/p][p]The	World	Arena	has	a	wide	range	of	modes,	from	standard	battles	to	2vs2	Team	Battle	and	4\u2605	Battles.[\/p][p]To	better	support	various	setups,	additional	slots	to	use	the	Save\/Load	Runes	of	All	Monsters	function	will	be	provided.[\/p][p][\/p][p]For	example,	you	will	be	able	to	keep	a	default	Rune\/Artifact	setup	in	Slot	1	and	utilize	Slot	2	to	save
and	load	alternate	Rune\/Artifact	setups	for	other	modes,	offering	more	flexibility	and	strategy	across	various	World	Arena	modes.[\/p][p][\/p][p][b]2.	Mentor	Level	Requirement	Raised	to	Lv.	100[\/b][\/p][p]For	more	suitable	Mentors,	the	minimum	level	requirement	for	Mentors	will	increase	from	Lv.	50	to	Lv.	100.[\/p][p]This	adjustment	will	disable	all	Mentor-Mentee	relationships	involving	Lv.	50	-	99	Mentors	after	the	v8.7.5	update.	Please	prepare	in	advance	if	you	are	currently	using	the	Mentor\/Mentee	system.[\/p][p][\/p][p][\/p][p]That	wraps	up
today\u2019s	Developer\u2019s	Preview![\/p][p]We	hope	these	improvements	will	give	you	more	freedom	and	convenience	in	managing	your	Monsters,	and	make	Monster	collection	and	battle	strategy	more	enjoyable.[\/p][p][\/p][p]We	are	hard	at	work	to	prepare	the	v.8.7.5	update	for	late	June,[\/p][p]and	will	share	additional	implementation	details	and	screenshots	in	a	follow-up	notice	soon.[\/p][p][\/p][p]We	will	continue	to	refine	small	details	to	make	your	Summoners	War	experience	more	fun	and	engaging.[\/p][p][\/p][p]Thank	you	as	always	for	your
continued	love	and	support.	Please	look	forward	to	more	exciting	updates!\u200b[\/p]","commentcount":2,"tags":
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[],\"automatically_push_updated_source\":false,\"library_spotlight\":true}","announcement_body":{"gid":"498323476114836065","clanid":"45050851","posterid":"0","headline":"Update	Check-In:	June	10,	2025","posttime":1749571669,"updatetime":1750093851,"body":"[p][b][i]*A	quick	update	on	the	release	timing	for	Update	1.2.2:[\/i][\/b][i]	This	is	one	of	the	largest	updates	to	Civilization	VII	since	we	launched,	and	to	ensure	it	meets	your	expectations	and	our	own	quality	bar,	we've	decided	to	move	the	release	date	to	next	week.	Thanks	for	hanging	in	with	us,
and	we're	excited	to	get	Update	1.2.2	in	your	hands![\/i][\/p][p]	Hey,	[i]Civ	[\/i]fans,[\/p][p][\/p][p]Firaxis	devs	here	with	another	Update	Check-In!	We	want	to	take	a	few	minutes	of	your	time	to	share	where	things	are	at	with	[i]Civilization	VII	[\/i]and	what\u2019s	coming	next	in	Update	1.2.2,	which	is	planned	to	go	live	mid-month.\u00a0[\/p][p]This	next	update	is	shaping	up	to	be	one	of	our	most	content-packed	so	far.	We\u2019re	bringing	in	several	long-awaited	features,	including	Large	and	Huge	map	types,	new	advanced	game	setup	options,	Steam
Workshop	support,	and	a	handful	of	other	improvements	pulled	from	a	mix	of	our	own	testing	and	community	feedback.\u00a0[\/p][p]We\u2019re	excited	about	what\u2019s	in	this	next	update,	and	we	also	want	to	be	transparent	about	what\u2019s	still	in	progress.	Some	of	that	work	is	ongoing	behind	the	scenes,	and	we\u2019ll	talk	more	about	it	later	on	in	this	check-in,	and	in	future	check-ins.\u00a0[\/p][p]Here	are	the	broad	strokes	of	what\u2019s	coming	in	1.2.2,	and	we\u2019ll	share	some	context	on	how	these	changes	will	impact	your	next	game	of
[i]Civ	VII.	[\/i]Let\u2019s	dive	in!	[\/p][h2][b]Update	1.2.2	is	planned	for	June	17*	[\/b][\/h2][p]This	is	the	part	where	we	say:	[i]date	subject	to	change[\/i].	That	said,	June	17	is	what	we\u2019re	aiming	for,	and	we\u2019re	currently	on	track!	Many	of	the	changes	in	1.2.2	are	aimed	at	a	high-priority	goal	of	ours	to	give	you	more	freedom	and	flexibility.\u00a0	Let\u2019s	kick	things	off	with	something	we	know	has	been	on	your	wishlists	for	a	while\u2026[\/p][h2]Large	&	Huge	Maps[\/h2][h2][img	src=\"https:\/\/lh7-
rt.googleusercontent.com\/docsz\/AD_4nXe_H4YtWlmj9H8z9VAVc82JhbMJsSb6rMWvpYsmzeVpI7tbCKb-OPiocYUsikmP73rvLOSU0xIvaCi1HTM6vSakoXNkIs2LT-mvJiosyxfHBkK1VsFXsNEMO8NSbB5nSwpxCGo4Cg?key=NuCK8N4wFkuxdZ__ipzlyQ\"][\/img][\/h2][p]Man	the	Scouts,	up	your	Settlement	Limits,	and	get	ready	to	spread	out	\u2013	Large	and	Huge	maps	are	incoming!\u00a0[\/p][p]Just	like	history	in	[i]Civ	VII[\/i],	features	like	this	one	are	built	in	layers.\u00a0	Over	the	last	few	updates,	we\u2019ve	been	steadily	laying	the	groundwork:	resource
generation	got	a	big	overhaul	in	1.2.0	to	make	sure	Yields	stay	meaningful	across	wider	spaces;	Distant	Land	starts	introduced	in	1.2.1	gives	players	more	room	to	breathe,	so	you\u2019re	not	bumping	into	neighbors	in	multiplayer	games;	now,	with	1.2.2,	we\u2019re	ready	for	it	to	all	come	together.\u00a0[\/p][p]A	quick	heads-up	that	bigger	maps	have	bigger	hardware	demands.	On	some	systems,	you	might	notice	slower	turn	times	or	performance	drops,	especially	on	lower-end	hardware.	Large	and	Huge	map	types	will	be	supported	on	PC,	Mac,	Linux,	PS5,
Xbox	Series,	and	Nintendo	Switch	2.\u00a0[\/p][p]As	for	player	count,	both	Large	and	Huge	maps	default	to	10	civs	in	single-player	games,	but	Huge	can	optionally	go	up	to	12	\u2013	even	if	you	only	have	10	civs	(in	which	case,	you\u2019ll	see	some	duplicates).	In	multiplayer	games,	the	player	count	(both	human	and	AI)	remains	capped	at	8	to	help	maintain	stability	and	performance.[\/p][p][\/p][p]We\u2019re	keeping	an	eye	on	how	things	run	and	continuing	to	optimize,	so	let	us	know	how	these	new	maps	feel	for	you![\/p][h2]New	Advanced	Game
Options[\/h2][p][\/p][p]Another	request	we\u2019ve	seen	a	lot:	more	control	over	how	you	start	a	game.	In	Update	1.2.2,	we\u2019re	adding	a	few	new	options[strike]	[\/strike]to	help	with	that,	and	these	should	feel	especially	nice	for	our	players	out	there	who	want	a	more	sandbox-style	experience.\u00a0[\/p][p][\/p][p]Here	are	the	new	options	incoming:\u00a0[\/p][list][*][p][b]Turn	Legacy	Paths	on	or	off[\/b]	-	You	can	now	turn	off	Legacy	Paths,	either	per	Age,	or	for	all	of	them	at	once.	With	this	change,	you	can	now	play	a	[i]Civ	VII[\/i]	game	without	Legacy
mechanics	to	enjoy	a	full	sandbox-style	game.	Or,	if	you	want	to	focus	on	just	one	or	more	Legacy	Paths,	you	can	turn	specific	ones	on	or	off.	This	option	also	includes	the	ability	to	turn	off	Score	Victories.	We	definitely	want	feedback	on	how	this	one	in	particular	feels,	so	let	us	know	in	our	official	Discord![\/p][\/*][*][p][b]Crisis	Picker[\/b]	-	This	lets	you	choose	which	crises	are	allowed	to	show	up	in	your	game.	If	there\u2019s	a	particular	crisis	that	doesn\u2019t	fit	the	kind	of	game	you\u2019re	wanting	to	play,	you	can	simply	disable	it.[\/p][\/*][*][p][b]Custom
AI	Difficulty	-	[\/b]For	all	our	players	that	want	more	or	less	of	a	challenge	from	the	AI,	you\u2019ll	appreciate	this	change!	You\u2019ll	still	have	the	six	standard	difficulties,	but	now	you	can	go	in	and	tweak	individual	systems	like	economy,	combat,	and	expansion,\u00a0	customizing	your	AI	opponents	to	your	liking.	[\/p][\/*][*][p][b]Bypass	Civ	unlocks	[\/b]-	When	you	toggle	this	new	option	on,	you\u2019ll	be	able	to	pick	ANY	civ	from	the	next	Age	during	an	Age	transition,	no	matter	what	you\u2019ve	unlocked	through	your	gameplay	decisions.	This	is
something	we	know	many	have	asked	for,	especially	those	who	want	more	freedom	to	experiment	or	roleplay![\/p][\/*][*][p][b]Independent	Power	hostility	[\/b]-	This	controls	the	initial	hostility	of	Independent	Powers.	You	can	dial	it	down	for	a	more	relaxed	experience,	or	crank	it	up	for	more	heat	\u2013	but	be	warned,	if	you	settle	too	close	to	a	friendly	IP,	it	will	still	upset	them.[\/p][\/*][\/list][p][\/p][h2]Steam	Workshop	Support[\/h2][p][\/p][p]We	know	modders	have	already	been	creating	some	really	amazing	mods	for	[i]Civ	VII[\/i],	and	with	1.2.2,	we\u2019re
making	it	easier	than	ever	to	share	and	discover	these	community	mods	with	Steam	Workshop	support.[\/p][p]To	help	people	get	started,	we\u2019re	including	documentation,	a	few	best	practices,	and	some	simple	example	mods	made	by	a	few	of	us	on	the	dev	team.	You\u2019ll	be	able	to	check	those	out	once	the	update	goes	live	(including	instructions	on	how	to	grab	the	SDK).[\/p][p]This	is	our	first	step	into	Workshop	support	for	[i]Civ	VII[\/i],	and	we\u2019ll	be	looking	at	ways	to	expand	modding	support	in	the	future.	For	now,	we\u2019re	excited	to	see
what	the	community	creates![\/p][h2]New	Town	Specializations	&	Balance[\/h2][p][\/p][p]Okay,	now	let\u2019s	talk	about	some	changes	coming	with	Towns.	With	a	new	Specialization,	a	redesign	of	the	Urban	Center,	and	a	handful	of	balance	changes,	we\u2019re	hoping	to	make	settling	and	building	Towns	more	rewarding.	And	with	these	new	Large	maps,	trust	us,	you\u2019ll	want	to	invest	in	some	Town-building.\u00a0[\/p][p]We\u2019ll	start	with	what\u2019s	new:	[\/p][list][*][p][b]Resort	Town	[\/b]is	a	brand	new	Town	Specialization	aimed	at	players	who
like	settling	in	naturally	beautiful	areas.	It	gives	bonuses	to	Happiness	and	Gold	on	tiles	with	high	Natural	Appeal,	and	on	top	of	that,	Towns	with	this	Specialization	get	a	bonus	to	Yields	on	Natural	Wonder	tiles.[\/p][\/*][*][p][b]Urban	Center	[\/b]has	been	reworked	to	better	reflect	its	name	and	role.	It	now	boosts	Gold	and	Happiness	toward	Building	maintenance	and	unlocks	access	to	key	Buildings	like	the	Library,	Bath,	and	Monument	without	needing	to	fully	upgrade	into	a	City.\u00a0[\/p][\/*][\/list][p]We\u2019ve	also	made	a	few	small-but-meaningful
tweaks	to	improve	variety	and	balance	across	other	Town	types:\u00a0[\/p][list][*][p][b]Fort	Town	[\/b]will	allow	you	to	purchase	additional	walls.[\/p][\/*][*][p][b]Religious	Site[\/b]\u2019s	Happiness	bonus	will	scale	across	[i]all	[\/i]Buildings	in	the	Town	instead	of	applying	a	flat	+2.	[\/p][\/*][*][p][b]Factory	Town	[\/b]will	grant	a	+5	Trade	Range,	making	it	easier	to	connect	distant	supply	lines.[\/p][\/*][*][p][b]Mining	Town	[\/b]sees	a	boosted	Production	output	in	resource-heavy	areas,	scaling	based	on	Improvements	like	Camps,	Clay	Pits,	Mines,	and	Quarries.
[\/p][\/*][*][p]And	for	the	only	nerf	of	the	bunch,	[b]Hub	Town	[\/b]has	been	tuned	down	slightly	to	bring	it	in	line	with	other	Towns	\u2013	providing	a	+1	Influence	per	connected	Town	instead	of	+2.[\/p][\/*][\/list][p][\/p][h2]New	City	State	Bonuses,	Pantheons,	and	Beliefs[\/h2][p]Now	let\u2019s	talk	through	some	of	the	new	City-States	bonuses,	Pantheons,	and	Religious	Beliefs	coming	with	1.2.2.	We\u2019ve	added	24	new	City-State	bonuses,	2	new	Pantheons,	and	a	big	batch	of	14	new	Religious	Beliefs	(across	Founder,	Reliquary,	and	Enhancer	Beliefs)	in
this	update.[\/p][p][\/p][p]On	the	City-State	side,	we	want	to	broaden	the	pool	of	bonuses	available	across	every	Age.	Especially	on	larger	maps	or	with	more	players,	you	might\u2019ve	started	seeing	the	same	bonuses	pop	up	over	and	over.	This	update	introduces	a	wider	spread	of	options,	including	bonuses	that	better	reflect	where	you	are	in	the	game,	like	expanding	Settlement	Limits	in	Antiquity	or	new	yield	bonuses	tied	to	Buildings	during	the	Exploration	Age.\u00a0[\/p][p][\/p][p]On	the	religion	side,	we\u2019ve	added	two	new	Antiquity-Age	Pantheons
and	a	range	of	new	Beliefs,	with	a	focus	on	creating	more	reasons	to	actually	convert	your	cities,	not	just	cities	belonging	to	your	neighbors.	We\u2019ll	be	sharing	these	beliefs	in	more	detail	when	the	update	releases!\u00a0[\/p][p]Religion	still	has	room	to	grow	when	it	comes	to	engaging	gameplay.	This	update	adds	some	variety,	but	we\u2019ve	got	our	sights	set	on	bigger	changes	in	the	future.[\/p][p][\/p][h2]Some	other	items	being	worked	on	for	June:\u00a0[\/h2][p]The	update	notes	will	have	the	full	details,	but	there\u2019s	some	other	changes	we	want
to	highlight	are	also	on	the	way	in	1.2.2:\u00a0[\/p][list][*][p][b]Specialist	Balance:	[\/b]After	our	big	Food	buff	in	1.2.0,	Specialists	were	feeling	a	little	overpowered,	especially	when	their	maintenance	cost	could	be	negated	via	various	policies.	We	rebalanced	the	policies	to	keep	in	line	with	the	new	Food	curve.[\/p][\/*][*][p][b]Treasure	Fleet	Improvements:	[\/b]Treasure	Fleets	are	growing	legs!	These	will	now	be	called	Treasure	Convoys,	and	you\u2019ll	be	able	to	use	them	over	land	and	not	just	the	sea.\u00a0[\/p][\/*][*][p][b]Scout	Dog	is	now	Pettable:
[\/b]Okay,	this	one\u2019s	less	gameplay-impacting.	But	it	does	impact	our	hearts	and	souls.[\/p][\/*][*][p][b]Bug	Fixes,	UI	Polish,	and	Quality-of-Life	Improvements:	[\/b]We\u2019re	always	improving	what\u2019s	already	in	the	game,	and	you\u2019ll	get	exact	details	whenever	the	full	Update	Notes	are	released.[\/p][\/*][\/list][p]We	could	keep	going,	but	we	want	to	leave	some	surprises	for	the	update!	These	items,	and	more,	will	be	reflected	in	our	full	update	notes	when	they	release.[\/p][h2]And	some	we	want	to	mention	are	coming	beyond	June:\u00a0[\/h2]
[p]If	you	didn\u2019t	see	something	covered	in	this	check-in,	that	doesn\u2019t	mean	it	isn\u2019t	being	worked	on!	There\u2019s	plenty	of	other	features	still	in	progress,	like	Auto-Explore.	We're	targeting	July	for	this	feature,	which	will	function	similarly	to	how	it	worked	in	[i]Civ	VI[\/i],	but	possibilities	begin	here.	During	the	Firaxis	Feature	Feedback	Discord	Event,	you	shared	your	insights	into	the	future	of	the	feature	and	voted	on	its	possible	evolution,	taking	the	time	to	help	us	lay	a	few	paths	for	the	system.	Before	we	change	the	system	further,	take
some	time	to	experience	Auto-Explore	in	[i]Civilization	VII[\/i]	and	share	your	thoughts	with	us![\/p][p][\/p][p]We	also	know	features	like	Hotsteat	Multiplayer	are	high	on	many	players	lists,	and	while	we	don\u2019t	have	a	specific	date	for	this	yet,	it\u2019s	something	we\u2019re	actively	scoping.	We\u2019ll	keep	you	posted	through	Check-In	articles	like	these	as	things	come	together.\u00a0[\/p][h2]The	Journey	So	Far,	and	What\u2019s	Ahead\u00a0[\/h2][p][\/p][p]Now	that	we\u2019ve	talked	about	1.2.2	and	the	couple	other	features	above,	let\u2019s	talk
about	where	we	are,	and	where	we\u2019re	heading	next.	Since	launch,	we\u2019ve	been	focused	on	improving	the	[i]Civ	VII	[\/i]experience	by	delivering	highly	requested	features,	cleaning	up	pain	points,	and	responding	to	immediate	areas	of	feedback.	That	work	will	still	continue	in	June,	July,	and	beyond.[\/p][p]But	we	also	want	to	acknowledge	some	of	the	[b]bigger	[\/b]things	players	have	been	asking	about.	With	[i]Civ	VII[\/i],	we	took	some	big	swings	with	many	features	(Ages,	Civ	Switching,	Commanders,	Legacy	Paths,	Legends	&	Mementoes,	Towns,
and	more!).	Our	goal:	move	beyond	static	empire-building	and	into	something	more	dynamic,	where	your	civilization	evolves	and	reinvents	itself	over	time.[\/p][p]That	being	said,	we	also	hear	that	some	of	these	features	haven\u2019t	landed	quite	as	we'd	hoped	in	their	current	implementation.	Specifically,	here	are	a	few	recurring	themes	we\u2019ve	seen	in	player	feedback:[\/p][list][*][p]Age	Transitions	can	feel	abrupt[\/p][\/*][*][p]Game	replayability	needs	more	depth[\/p][\/*][*][p]There's	room	for	improving	the	player's	sense	of	empire	identity	and
continuity	throughout	a	multi-Age	campaign[\/p][\/*][\/list][p]These	are	significant	areas	of	the	game	that	are	incredibly	important	to	get	right,	but	are	more	complex	to	solve.	Addressing	this	feedback	in	a	satisfying	way	will	take	time,	over	the	course	of	several	updates.	That	said,	you\u2019ll	start	to	see	some	smaller	changes	in	July	focused	on	end	of	Age	countdowns	and	improvements	to	Age	Transitions.	For	the	longer-term	and	broader	changes,	we\u2019ll	share	more	detailed	plans	here	when	we\u2019re	ready.	We\u2019re	invested	in	making	these
changes	and	empowering	you	to	enjoy	what	sets	[i]Civ	VII	[\/i]apart.[\/p][p]And	finally,	a	heartfelt	thank	you	from	all	of	us	here	at	Firaxis.	To	the	players	who	have	been	loving	[i]Civ	VII[\/i],	your	excitement,	support,	screenshots,	and	fanart	mean	the	world	to	this	team.	Thank	you	also	to	the	players	sticking	with	us	through	every	update	and	patch.	And	for	those	of	you	that	have	stronger	criticisms	to	share,	thank	you	too.	That	feedback	helps	us	make	better	decisions	as	developers	and	build	a	stronger,	better	entry	for	[i]Civilization[\/i].	All	that	to	say	\u2013
we\u2019re	lucky	to	have	a	community	that	cares	this	much	about	[i]Civ	VII[\/i],	and	we\u2019re	committed	to	continuing	to	earn	that	level	of	dedication.\u00a0[\/p][p]We	can\u2019t	wait	to	get	this	update	in	your	hands,	and	we	hope	you	enjoy	it![\/p][h2]Where	Can	I	Share	Feedback?[\/h2][p]If	you're	looking	to	share	feedback	on	[i]Civilization	VII[\/i],	want	to	stay	up-to-date,	or	are	just	looking	for	a	place	to	talk	with	other	[i]Civ	[\/i]players,	check	out	the	Steam	Discussion	forums	and	our	[url=\"https:\/\/discord.com\/invite\/civilizationofficial\"]official	Discord
channel[\/url]!For	any	issues,	you	can	check	if	it's	an	[url=\"https:\/\/support.civilization.com\/hc\/en-us\/community\/topics\/35818812180371-Civilization-VII\/\"]issue	already	on	our	radar[\/url]	or	submit	a	ticket	through	our	[url=\"https:\/\/support.civilization.com\/hc\/en-us\/requests\/new\"]support	portal[\/url]	(select	[i]Civ	VII[\/i]	in	dropdown).\u00a0[\/p][p]From	the	entire	team	at	Firaxis,	thanks	for	being	the	best	fans	in	gaming![\/p]","commentcount":167,"tags":
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