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The	game	controls	are	the	methods	of	allowing	players	to	interact	with	the	game.	Cities:	Skylines	primarily	uses	the	mouse	or	trackpad	motion	to	select	items,	pan	the	camera,	construct	buildings,	and	so	on.	The	game	also	has	key	commands	for	camera	movement	and	quick	access	to	tools.[1]	Mouse	controls[]	The	primary	method	of	playing	Cities:	Skylines	is	through	the	use	of	the	mouse	or	trackpad	motion.	Action	Windows/OS	X	Move	pointer	Mouse/trackpad	motion	Select	item/activate	button	Left	mouse	button	Control	camera	Edge	scrolling	Rotate	camera
Middle	mouse	button	[hold]	+	left/right	directional	mouse/trackpad	motion	Zoom	camera	Scroll	wheelScroll	up	=	zoom	inScroll	down	=	zoom	out	Tilt	camera	Middle	mouse	button	[hold]	+	up/down	directional	mouse/trackpad	motion	Cancel	current	selection	Right	mouse	button	Build	a	road	Left	mouse	button	[click]	+	mouse/trackpad	motion	+	left	mouse	button	[click]	Key	commands[]	Key	commands	allow	quick	access	to	various	tools	as	well	as	additional	camera	controls.	Key	commands	can	be	changed	via	the	Options	menu.	Action	Windows	OS	X	Control
camera	W	/	A	/	S	/	D	keys	Rotate	camera	Q	/	E	keys	Tilt	camera	Home/End	keys	FN	+	cursor	left/right	Zoom	camera	Z	/	X	keys	Exit	current	menu	or	tool	Esc	key	Residential	zoning	tool	[low]	4	Residential	zoning	tool	[high]	5	Commercial	zoning	tool	[low]	6	Commercial	zoning	tool	[high]	7	Industrial	zoning	tool	8	Office	zoning	tool	9	De-zoning	tool	0	Bulldoze	tool	B	key	Screen	capture	F11	(F12	Steam	screen	capture)	Pause	menu	Esc	key	Game	speed[]	Action	Windows	OS	X	Pause	Space	bar	Normal	(x1)	1	1	Fast	(x2)	2	2	Fastest	(x4)	3	3	References[]	↑	"Cities:
Skylines	User	Manual".	Paradox	Interactive.	HowLongToBeatCities:	Skylines	NewsLoad	More	If	you’re	in	the	game	for	a	while	then	you	are	probably	done	with	the	cities	made	of	grids.	However,	it’s	not	easy	to	stop	doing	grids	right	away.	For	me,	it’s	because	Cities	Skylines	grid	layout	is	easy	and	fast	to	build.	Also,	I	have	a	feeling	that	I’m	using	space	in	the	smartest	way.	But	sometimes	at	the	end	of	the	day,	I’m	thinking	that	I	should	have	been	more	creative	and	less	lazy.	So,	that’s	a	Cities	Skylines	city	layout	guide	that	should	give	you	some	thoughts	on
building	a	nice-looking	functional	city	that	is	made	of	not	only	grids.	Your	Cities	Skylines	layout	planning	should	start	when	the	game	begins.	Even	when	you	have	only	one	square	unlocked	you	should	start	thinking	about	what	tile	will	be	unlocked	next	and	why.	You	should	define	your	goals	and	the	sequence	of	reaching	them.	The	map	has	some	anchors	which	will	be	used	by	you	for	this	or	that	object,	zone,	or	district.	So,	what	are	the	factors	you	should	consider	in	the	beginning?	This	highway	connection	defines	the	location	of	your	industries	The	presence	of
the	railroad	line	on	the	nearest	tile	may	tell	you	how	you	will	plan	your	tourism,	industries,	and	transportation	Review	where	your	raw	material	deposits	are	The	highway.	Its	location	on	the	map	defines	how	your	city	will	be	connected	to	the	main	external	arteria.	Don’t	forget	about	the	principle	of	the	road	hierarchy	which	means	that	having	a	plan	for	the	highway	you	should	plan	avenues,	streets,	and	so	on.	Also,	the	location	of	the	highway	is	important	for	defining	where	it’s	better	to	place	your	industries.	Speaking	of	industries,	in	the	beginning,	you	should
figure	out	where	are	the	places	that	have	rich	deposits	of	raw	materials	for	your	industries.	You	shouldn’t	plan	a	residential	area	next	to	a	huge	oil	field.	This	means	you	should	keep	this	in	mind	when	doing	Cities	Skylines	planning	your	future	expansion.	Railway	connection.	You	should	find	where	it	enters	your	city	in	order	to	plan	your	future	railway	junctions.	Keep	in	mind	that	both	cargo	and	passenger	trains	will	arrive	through	the	same	line.	You	need	to	divide	lines	right	after	the	railroad	entrance	and	this	may	need	space.	Also,	you	need	to	think	about
rivers	crossing,	good	places	for	central	stations,	and	how	you’re	going	to	accept	incoming	tourists	to	keep	control	over	tourist	traffic.	Naval	connection.	On	the	vast	majority	of	maps,	you	have	a	waterfront	with	the	ability	to	build	a	naval	terminal.	Pretty	often	it	requires	some	specific	place	to	be	built	and	remain	connected	to	the	line	so	you	need	to	plan	this	well.	Also,	in	most	cases,	you	will	want	to	have	near	your	industrial	zones	and	cargo	railroad.	Thus	hardly	you	will	want	this	next	to	your	tourist	area,	old	town	or	residential	area.	Interesting	landmarks.
Some	maps	have	shipwrecks,	lighthouses,	destroyed	castles,	and	some	nature	landmarks	such	as	rocks,	caves,	and	so	on.	Most	likely	you	will	want	to	have	a	park	there	which	is	better	to	located	next	to	residential,	commercial	and	office	areas.	A	flat	area	for	the	international	airport.	Sure	you	will	want	to	build	one	but	there	are	some	maps	that	don’t	have	too	many	flat	areas.	And	the	airport	requires	serious	connections	to	keep	functioning	properly.	I	usually	place	a	transport	hub	next	to	it,	so	that’s	why	I’m	looking	for	a	place	even	before	building	my	first
structure	in	this	game.	Water	objects	for	the	marina,	parks,	and	channels.	Sure	in	most	cities	you	would	want	to	have	an	elite	waterfront	with	restaurants,	a	promenade,	and	some	unique	buildings.	I	usually	detect	such	places	in	advance	to	avoid	placing	sewage	next	to	this	blessed	shore.		This	shore	is	good	for	a	natural	park	So,	having	a	look	at	an	empty	map	you	already	can	create	a	plan	of	expansion.	Add	to	this	the	following	rules	of	cities	skylines	zoning	layout	and	you	will	have	an	even	clearer	plan:	The	only	kind	of	zoning	next	to	such	industry	is	offices
Industrial	areas	should	not	have	borders	with	residential	zones	and	parks.	The	best	option	is	to	place	offices	between	these.	Residential	areas	also	don’t	like	sound	pollution	so	use	roads	with	trees	and	don’t	place	housing	next	to	ports,	railroad	stations,	and	so	on.	Parks	receive	a	lot	of	visitors	when	they’re	placed	on	the	way	of	numerous	pedestrians.	Basically,	this	means	between	a	residential	and	a	commercial	area.	Don’t	overuse	zones	of	the	same	kind	placed	in	advance.	This	usually	ends	up	with	a	lot	of	shops	that	don’t	have	enough	goods	to	sell	or	lack
workers.	All	this	data	will	let	you	understand	the	future	scheme	of	your	city.	And	sure	you	need	to	decide	where	to	place	your	downtown.	What	are	the	distinctive	features	of	the	downtown?	It’s	a	center	of	interest.	There	you	should	have	the	vast	majority	of	unique	buildings,	parks,	educational	establishments.	As	a	result,	it	has	heavy	traffic.	You	need	to	plan	good	public	transport	and	avoid	industrial	traffic	to	go	through	your	downtown.	Placing	some	hubs	is	advised.	It	has	the	highest	land	value	so	shouldn’t	place	any	structures	that	may	harm	land	value	(e.g.
garbage	processing	plant	and	so	on)	If	it’s	a	map	with	a	shore	then	most	likely	it	will	be	some	nice	part	of	the	coast.	It	shouldn’t	consist	of	too	much	zoning	of	one	type.	Imagine	that	it	consists	of	commercial	districts	only	and	all	of	your	delivery	trucks	are	heading	downtown	to	supply	your	shops.	So,	you	know	what	parts	of	the	map	are	reserved	for	different	districts.	But	how	to	get	rid	of	the	grid	and	build	a	realistic	city?	Well,	I	have	some	advice	here.	Remember	the	anchors?	Your	terrain	has	ones	as	well.	And	so	you	need	to	make	full	use	of	them	as	it	happens
in	real	cities.	Here	are	some	Cities	Skylines	layout	tips	on	what	to	use	as	an	anchor:	Can	make	some	Hollywood	on	these	hills	Hills	are	a	good	place	for	some	elite	low-density	residential	areas	with	curvy	roads.	Remember	that	the	speed	of	vehicles	depends	on	the	angles	of	your	road.	Also,	there	can	be	some	beautiful	road	to	a	landmark	or	park	placed	on	the	top	of	the	hill	with	a	cable	car	station.	Forests	may	be	used	for	industry	or	for	natural	parks.	Keeping	the	default	piece	of	forest,	integrating	it	into	the	city	environment,	and	adding	some	footpaths	may	be
a	good	idea	for	a	part.		Rivers	may	define	the	angle	of	your	roads	thanks	to	the	river	bank	form,	and	sure	every	next	street	may	repeat	the	angle.	A	lake	may	be	surrounded	by	a	ring	road	that	provides	your	citizens	with	access	to	the	waterfront,	fishing	points,	or	a	natural	park	with	kayaks.	Usually,	a	city	is	a	set	of	districts	that	are	often	divided	by	channels,	railroads,	highways,	and	so	on.	Sometimes	it’s	not	a	convenient	place	for	building	but	you	won’t	want	to	leave	it	as	it	is.	Such	lands	may	be	turned	into	parks	with	roads	for	bikes	and	pedestrians	or	simply
get	a	lot	of	trees	there.	Don’t	be	lazy	and	use	different	shapes	of	blocks,	place	curvy	roads,	and	switch	styles.		Accept	that	you	probably	won’t	get	rid	of	the	grid	completely.	That’s	okay,	it	still	exists	in	real	cities	and	probably	is	the	smartest	way	to	utilize	free	space.	So,	it’s	possible	that	you	have	a	grid	on	the	flat	surface	and	some	curvy	patterns	on	the	hills	surrounding	your	downtown.		The	best	way	to	overcome	your	laziness	is	to	get	a	map	with	a	very	limited	amount	of	flat	surface.	You	will	be	forced	to	adapt	and	think	of	how	to	utilize	the	limited	options	you
have.	And	one	of	the	best	Cities	Skylines	city	planning	tips	in	the	end:	don’t	focus	too	much	on	how	your	city	looks	from	above.	It’s	much	more	important	that	it’s	a	functional	city	that	was	built	step	by	step	with	a	creative	approach!	Income	The	basic	and	most	important	income	source	are	TAXES.	Taxes	can	be	modified	in	the	Economy	panel	and	at	the	beginning	they	are	set	at	level	9%.	Their	size	doesn't	have	a	drastic	impact	on	the	amount	or	speed	of	new	buildings.	Taxes	depend	mostly	on	the	size	of	build-up	area	in	the	city.	In	second	order	it	depends	on
build-up	density	(high	density	zones	pay	much	more	taxes).	In	third	order	on	the	level	of	buildings	in	a	zone,	the	better	the	level,	the	more	taxes	they	generate.	Second	income	category	is	tourism	which	generates	income	if	there	is	a	lot	of	unique	buildings	and	commercial	zones	in	the	city.	You	shouldn't	put	too	much	faith	in	it	as	touristic	trends	tend	to	change	often,	but	sometimes	they	allow	you	to	earn	pretty	nice	amounts.	Third	pillar	is	city	communication.	Income	from	tickets	is	nice,	but	usually	not	enough	even	to	pay	upkeep	cost	of	the	transportation	if
you	have	more	than	one	type	of	it.	But	if	penalties	from	traffic	jams	are	very	big,	then	you	should	pay	for	the	transportation.	Expenses	Expenses	are	divided	into	few	categories	and	each	one	of	them	corresponds	to	different	aspect	of	the	city.	In	each	category	you	can	regulate	how	much	cash	you	give	to	a	specific	aspect.	It	can	be	from	50%	to	150%	which	makes	the	efficiency	of	buildings	from	that	category	vary	from	25%	to	133%.	Not	always	it	is	efficiency	in	production,	it	can	also	be	reach	or	the	amount	of	working	cars.	You	should	check	this	tab	from	time	to
time	and	adjust	the	expenses	to	current	situation	in	the	city.	Later	in	the	game	everything	should	be	set	at	100%	and	no	longer	be	something	to	be	bothered	with.	Loans	Loan	is	the	last	resort	-	don't	use	it	unless	it	is	absolutely	necessary.	After	you	take	a	loan,	you	have	the	possibility	to	quickly	pay	it	up	and	you	should	do	it	whenever	you	have	the	opportunity.	You	can	choose	from	three	loans	-	short	term	and	small,	to	finance	a	small	investment,	medium	term	and	large,	and	a	gigantic	one	for	ten	weeks,	which	you	should	avoid,	even	though	it	is	the	cheapest
one	of	all.	You	can	take	all	three	loans	at	once,	but	it	will	have	repercussions	to	your	budget.	Policies	This	panel	allows	you	to	adapt	your	city	to	specific	standards	by	issuing	optional	laws	connected	to	the	way	your	city	functions.	Policies	are	divided	into	services,	city	planning	and	taxation.	In	services	you	will	find	such	policies	like	pet	ban	or	smoke	detector	distribution.	In	this	category	you	will	find	power	or	water	usage	limitation	and	recycling	as	well.	City	planning	consists	of	policies	like	heavy	traffic	ban,	highrise	ban	or	supporting	small	and	large
businesses.	Taxation	policies	allow	you	to	change	their	size	by	two	percents.	Share	—	copy	and	redistribute	the	material	in	any	medium	or	format	for	any	purpose,	even	commercially.	Adapt	—	remix,	transform,	and	build	upon	the	material	for	any	purpose,	even	commercially.	The	licensor	cannot	revoke	these	freedoms	as	long	as	you	follow	the	license	terms.	Attribution	—	You	must	give	appropriate	credit	,	provide	a	link	to	the	license,	and	indicate	if	changes	were	made	.	You	may	do	so	in	any	reasonable	manner,	but	not	in	any	way	that	suggests	the	licensor
endorses	you	or	your	use.	ShareAlike	—	If	you	remix,	transform,	or	build	upon	the	material,	you	must	distribute	your	contributions	under	the	same	license	as	the	original.	No	additional	restrictions	—	You	may	not	apply	legal	terms	or	technological	measures	that	legally	restrict	others	from	doing	anything	the	license	permits.	You	do	not	have	to	comply	with	the	license	for	elements	of	the	material	in	the	public	domain	or	where	your	use	is	permitted	by	an	applicable	exception	or	limitation	.	No	warranties	are	given.	The	license	may	not	give	you	all	of	the
permissions	necessary	for	your	intended	use.	For	example,	other	rights	such	as	publicity,	privacy,	or	moral	rights	may	limit	how	you	use	the	material.	Includes	62	items:	Includes	62	items:	Cities:	Skylines,	Cities:	Skylines	-	After	Dark,	Cities:	Skylines	-	Snowfall,	Cities:	Skylines	-	Content	Creator	Pack:	Art	Deco,	Cities:	Skylines	-	Natural	Disasters,	Cities:	Skylines	-	Content	Creator	Pack:	High-Tech	Buildings,	Cities:	Skylines	-	Relaxation	Station,	Cities:	Skylines	-	Mass	Transit,	Cities:	Skylines	-	Green	Cities,	Cities:	Skylines	-	Concerts,	Cities:	Skylines	-	Rock	City
Radio,	Cities:	Skylines	-	Content	Creator	Pack:	European	Suburbia,	Cities:	Skylines	-	All	That	Jazz,	Cities:	Skylines	-	Industries,	Cities:	Skylines	-	Country	Road	Radio,	Cities:	Skylines	-	Parklife,	Cities:	Skylines	-	Synthetic	Dawn	Radio,	Cities:	Skylines	-	Campus,	Cities:	Skylines	-	Deep	Focus	Radio,	Cities:	Skylines	-	Campus	Radio,	Cities:	Skylines	-	Content	Creator	Pack:	Modern	City	Center,	Cities:	Skylines	-	Downtown	Radio,	Cities:	Skylines	-	Sunset	Harbor,	Cities:	Skylines	-	Content	Creator	Pack:	Modern	Japan,	Cities:	Skylines	-	Coast	to	Coast	Radio,	Cities:
Skylines	-	Content	Creator	Pack:	Train	Stations,	Cities:	Skylines	-	Content	Creator	Pack:	Bridges	&	Piers,	Cities:	Skylines	-	Rail	Hawk	Radio,	Cities:	Skylines	-	Sunny	Breeze	Radio,	Cities:	Skylines	-	Airports,	Cities:	Skylines	-	Content	Creator	Pack:	Vehicles	of	the	World,	Cities:	Skylines	-	Content	Creator	Pack:	Map	Pack,	Cities:	Skylines	-	On	Air	Radio,	Cities:	Skylines	-	Calm	the	Mind	Radio,	Cities:	Skylines	-	Content	Creator	Pack:	University	City,	Cities:	Skylines	-	Kpop	Station,	Cities:	Skylines	-	80's	Downtown	Beat,	Cities:	Skylines	-	Financial	Districts,	Cities:
Skylines	-	Content	Creator	Pack:	Map	Pack	2,	Cities:	Skylines	-	African	Vibes,	Cities:	Skylines	-	Content	Creator	Pack:	Africa	in	Miniature,	Cities:	Skylines	-	JADIA	Radio,	Cities:	Skylines	-	Content	Creator	Pack:	Sports	Venues,	Cities:	Skylines	-	Content	Creator	Pack:	Shopping	Malls,	Cities:	Skylines	-	80's	Movies	Tunes,	Cities:	Skylines	-	Pop-Punk	Radio,	Cities:	Skylines	-	Content	Creator	Pack:	Mid-Century	Modern,	Cities:	Skylines	-	Content	Creator	Pack:	Seaside	Resorts,	Cities:	Skylines	-	Shoreline	Radio,	Cities:	Skylines	-	Paradise	Radio,	Cities:	Skylines	-	Plazas
&	Promenades,	Cities:	Skylines	-	Content	Creator	Pack:	Heart	of	Korea,	Cities:	Skylines	-	Content	Creator	Pack:	Skyscrapers,	Cities:	Skylines	-	Content	Creator	Pack:	Brooklyn	&	Queens,	Cities:	Skylines	-	Content	Creator	Pack:	Railroads	of	Japan,	Cities:	Skylines	-	Content	Creator	Pack:	Industrial	Evolution,	Cities:	Skylines	-	90's	Pop	Radio,	Cities:	Skylines	-	Piano	Tunes	Radio,	Cities:	Skylines	-	Hotels	&	Retreats,	Cities:	Skylines	-	Content	Creator	Pack:	Mountain	Village,	Cities:	Skylines	-	Content	Creator	Pack:	Map	Pack	3,	Cities:	Skylines	-	Alpine	Tunes
RadioShow	less…	Show	more	Page	2	Meta's	Bounty	to	check	out	and	unlock	them![\/p][p]Release	Time:	After	the	maintenance	on	June	18	(PT)[\/p][p]The	new	Ecological	Assessment,	Humanity's	Foe,	Master	Builder,	and	Dimensional	Traveler	bounties	have	been	added	under	the	Exploration	category!	Become	a	true	expert	on	Nalcott![\/p][p]New	Inverted	Trail	and	Alien	Convergence	bounties	have	been	added	under	the	Commemoration	category!	Time	to	complete	the	season![\/p][p][img	src=\"
{STEAM_CLAN_IMAGE}\/42949884\/dd2ba7ef739e9aa50e990333bdadec75b854d983.jpg\"][\/img]Upcoming	Theme	Packs[\/p][p]\"Only	the	fully	prepared	hold	the	power	to	speak.\"[\/p][p]Release	Time:	June	25	(PT)[\/p][p]A	cosmetic	DLC:	the	Ascend	Daily	theme	pack	(Epic)	comes	to	Steam!	40%	off	for	a	limited	time	during	the	Summer	Sale![\/p][p]The	workplace	is	a	battlefield,	and	the	meeting	room	is	its	frontline.	This	is	the	art	of	elite	combat.[\/p][p][img	src=\"{STEAM_CLAN_IMAGE}\/42949884\/ad722c45965e18f823f985022abb34728ebc03f1.jpg\"]
[\/img][\/p][p]The	Double	Agent	theme	pack	will	also	be	available	in-game,	with	a	limited	22%	discount	for	two	weeks![\/p][p]A	mysterious	ghost-like	figure	emerges	from	the	shadows.[\/p][p][img	src=\"{STEAM_CLAN_IMAGE}\/42949884\/cd523dda80535439069042f63320e68a701f4842.jpg\"][\/img]Check	the	theme	pack	interface	for	more	information![\/p][p]Upcoming	Shop	Updates[\/p][p]Release	Time:	June	26,	6:00	AM	(server	time)[\/p][p]\"Floral	patterns	mark	the	passage	of	time.	They	carry	the	familiar	flavor	of	countryside	meals.\"[\/p][p]The	Green	Bites
territory	furniture	pack	(Rare)	has	arrived.[\/p][p]The	secret	to	happiness	is	a	full	stomach![\/p][p][img	src=\"{STEAM_CLAN_IMAGE}\/42949884\/1a60b7d0dfac52cbb8a70dfc3df7e6ae468098ad.jpg\"][\/img]Optimizations[\/p][p]Once	Human:	RaidZone	-	Early	Access	Optimizations[\/p][p]1.	Reduced	the	melee	lock-on	angle	for	daggers,	swords,	and	batons,	decreasing	their	tracking	performance.[\/p][p]2.	Optimized	the	rewards	for	Main	and	Side	Story	Tasks	to	provide	a	smoother	experience.	If	you	have	already	completed	the	affected	tasks,	the	updated
rewards	will	be	automatically	sent	to	your	Backpack.[\/p][p]3.	Reduced	the	Memory	Chip	and	resource	rewards	from	Journey,	Commissions,	and	Scenario	Challenges.	We've	noticed	that	previous	task	rewards	were	overly	generous,	allowing	some	players	to	quickly	gain	an	advantage,	while	disadvantaging	players	who	joined	the	server	later.	Hence,	we	have	made	these	changes	to	ensure	fairness.	We	will	continue	optimizing	the	game	based	on	your	feedback	and	gameplay	data.	Thank	you	for	your	understanding	and	support.[\/p][p]Endless	Dream	-	Early
Access	Optimizations[\/p][p]1.	Scenario	Challenges[\/p][p]1)	Adjusted	the	Scenario	Challenges	descriptions,	changing	all	\"Nightmareling\"	to	\"Deviants	spawned	from	Nightmare	Tube.\"[\/p][p]2)	Changed	\"Use	5	Reality	Resetols	in	the	Dream	Zone\"	to	\"Use	2	Reality	Resetols	in	the	Dream	Zone.\"[\/p][p]3)	Changed	\"Absorb	the	explosives	produced	by	the	flammable	source	and	defeat	1	Light	Dreamer\"	to	\"Absorb	the	unstable	energy	produced	by	Nightmare	Specs	-	Explosive	and	defeat	a	Deviant	spawned	from	Nightmare	Tube.\"[\/p][p]4)	Changed	\"Craft
100	Reality	Resetols	in	total\"	to	\"Craft	10	Reality	Resetols	in	total.\"[\/p][p]5)	Changed	a	Scenario	Challenge	task	description	from	\"Defeat	one	Fear\/Sorrow\/Pain	Deep	Dreamer	each\"	to	\"Defeat	one	Fear\/Sorrow\/Pain	Elite	each	in	the	Dream	Zone.\"[\/p][p]2.	Combat	Stats[\/p][p]1)	Reduced	the	HP	of	Lv.	10\u201340	Deviants	to	reduce	early-game	difficulty.	Increased	the	HP	of	Eternal	Dreamer	and	Manibus,	the	Nightmare.[\/p][p]2)	Adjusted	the	multiplayer	difficulty	scaling	for	Manibus,	the	Creepling,	Eternal	Dreamer,	Deep	Dreamer,	and	Light	Dreamer
challenges.	Challenges	with	fewer	players	are	now	easier,	while	challenges	with	more	players	are	harder	than	before.[\/p][p]3)	Slightly	increased	the	progress	rate	when	defeating	Deviants	in	high-level	Deep	Dreamer	challenges.[\/p][p]3.	Increased	the	vision	range	of	players	when	affected	by	Nightmare	Specs	-	Evernight	in	the	Airplane	Ancient	One	event.[\/p][p]4.	After	choosing	your	Birth	Point,	the	Teleportation	Tower	of	the	nearest	Neutral	Settlement	will	be	automatically	unlocked.[\/p][p]5.	Game	Mode	Rewards[\/p][p]1)	Restored	Crystals	to	Loot	Crates	in
the	wilderness.	Restored	Stardust	Source	and	completed	weapons	to	dungeon	drops.[\/p][p]2)	Light	Dreamer:	Increased	Energy	Link	drops	by	10%	and	Reality	Fragment	drops	by	50%.[\/p][p]3)	Deep	Dreamer:	Increased	Energy	Link	drops	by	40%	and	Stardust	Source	drops	by	20%.[\/p][p]4)	Eternal	Dreamer:[\/p][p]a)Added	Energy	Link	drops.	Removed	Reality	Fragment	and	Stardust	Source	drops.[\/p][p]b)Divided	the	final	rewards	into	two	categories:	Basic	and	Full.	You	must	expend	Reality	Fragments	to	obtain	the	Full	rewards.[\/p][p]c)Reduced	Reality
Fragments	by	50%	and	replaced	Reality	Resetol	with	Lumen	and	Lightning	Orb	in	the	first-defeat	and	server-wide	mail	rewards.[\/p][p]5)	Manibus,	the	Nightmare:[\/p][p]a)	Divided	the	final	rewards	into	two	categories:	Basic	and	Full.	You	must	expend	Reality	Fragments	to	obtain	the	Full	rewards.[\/p][p]b)Removed	Reality	Fragment	rewards.	6.	Optimized	the	rewards	for	Main	Story	Tasks	to	provide	a	smoother	experience.	If	you	have	already	completed	the	affected	tasks,	the	updated	rewards	will	be	automatically	sent	to	your	Backpack.[\/p][p]6.	Optimized
Nightmare	Specs'	DMG	values	against	vehicles	and	buildings.[\/p][p]7.	Adjusted	the	Reality	Resetol	crafting	formula,	replacing	Refined	Detoxident	with	Poly	Detoxident.[\/p][p]8.	Improved	the	Dark	Corrosion	visual	effects.[\/p][p]9.	In	response	to	player	feedback,	we	will	implement	the	following	optimizations	in	the	Version	2.0	update	on	July	2	(PT):[\/p][p]1)	Removed	Dream	Zone	restrictions	on	dungeons	and	Teleport;[\/p][p]2)	Significantly	improved	Main	Story	Tasks	to	provide	better	early-game	guidance;[\/p][p]3)	Adjusted	the	HP	of	Deviants	in	dungeons	to
align	with	Manibus	and	The	Way	of	Winter,	ensuring	a	consistent	experience	across	scenarios.[\/p][p]Stay	tuned	for	more	optimizations	beyond	these	announced	changes![\/p][p]*	Due	to	adjustments	to	Reality	Fragment	distribution	in	some	game	modes,	and	because	some	rewards	now	require	Reality	Fragments	to	acquire,	we	will	[b]issue	1,200	Reality	Fragments	as	compensation	to	all	players	currently	in	open	Endless	Dream	servers[\/b].	Thank	you	for	your	understanding	and	support.[\/p][p]Visional	Wheel[\/p][p]1.	Increased	the	drop	rate	of	gear	pieces	in
Star	Advent	Loot	Crates.	It	is	now	easier	to	obtain	Gravity	Tide	gear	pieces	from	Star	Advent	Loot	Cates.[\/p][p]2.	Combat	adjustments:[\/p][p]In	response	to	player	feedback	regarding	the	combat	features	in	Visional	Wheel:	Starfall	Inversion,	we	have	adjusted	their	trigger	conditions	and	numerical	values.[\/p][p]Adjusted	content:	Gravity	Tide	Set,	Downstar	suffix,	Starfall	Crocodile	Skin,	Starfall	Fox	Skin,	Starfall	Down,	Starfall	Cowhide,	Starry	Pudding,	Layered	Galaxy,	and	Starry	Bubble	Tea.[\/p][p]For	more	information,	see	the	[\/p][p][\/p][p][dynamiclink
href=\"https:\/\/store.steampowered.com\/news\/app\/2139460\/view\/832716485248947451\"][\/dynamiclink]Combat[\/p][p]1.	Adjusted	the	display	method	for	blueprint	fragments	of	armor	belonging	to	sets.[\/p][p]2.	Removed	collision	between	hostile	players.[\/p][p]3.	Combat	balance	adjustments:[\/p][p]In	the	May	21	(PT)	update,	we	focused	on	balancing	the	damage	output	of	single-target	builds.	However,	weapons	such	as	Doombringer	and	Predator	are	still	underperforming,	so	we	will	make	further	adjustments	as	follows.[\/p][p]Planned	adjustments:
Unstable	Bomber	(keyword),	Doombringer,	Predator,	Bullseye,	and	Rapid	Sniper	(Blueprint).[\/p][p]For	more	information,	see	the	[\/p][p][\/p][p][dynamiclink	href=\"https:\/\/store.steampowered.com\/news\/app\/2139460\/view\/832716485248947451\"][\/dynamiclink]To	continuously	improve	the	gameplay	experience,	we	plan	to	implement	a	fixed	schedule	of	monthly	balance	updates.	Weapon	balance	adjustments	will	be	based	on	community	feedback	and	the	usage	rate	of	different	builds	across	various	combat	situations.	We	will	balance	builds	through	stat
changes,	suffix	adjustments,	or	full	reworks.	After	each	adjustment,	we	will	continue	monitoring	the	build's	effectiveness	and	usage	rates	to	assess	whether	further	adjustments	are	necessary.[\/p][p]Monetization	Experience	Optimizations[\/p][p]1.	You	can	now	display	weapon	skins	on	Weapon	Racks	and	related	facilities.	Removing	a	skin	will	revert	the	weapon	to	its	default	appearance.[\/p][p][img	src=\"{STEAM_CLAN_IMAGE}\/42949884\/78fe235cf629a84e89d61f4d73e15694b5b183bc.jpg\"][\/img]2.	Improved	the	Actions	interface	and	added	sort	and	filter
functions.[\/p][p]3.	Optimized	the	dynamic	appearance	of	certain	outfits.[\/p][p]Permanent	Servers[\/p][p]Optimized	the	permanent	server	(non-shutdown	server)	infrastructure.	The	player	capacity	of	permanent	servers	has	been	increased.[\/p][p]Events[\/p][p]Removed	the	carousel	display	of	current	Wish	Machine	prize	pools	from	the	Events	window.[\/p][p]Item	Drops[\/p][p]Removed	Controllers	from	the	Stronghold	Conquest	drops.[\/p][p]Construction[\/p][p]PC	players	can	now	dismantle	buildings	and	facilities	during	placement	preview,	without	returning	to
the	previous	screen.	Not	applicable	in	Once	Human:	RaidZone.[\/p][p]Eternaland[\/p][p]Optimized	the	Eternaland	spawn	locations.[\/p][p]Other[\/p][p]1.	Optimized	the	click	prompt	at	the	entry	point	to	the	Scenario	Progress	screen.[\/p][p]2.	Added	a	Track	indicator	to	tasks	in	the	Scenario	Challenge	category	tab.[\/p][p]3.	Optimized	some	visual	effects	in	the	Scenario	Challenge	interface.[\/p][p]4.	Reduced	the	loudness	of	the	player's	own	footsteps.[\/p][p]5.	Optimized	the	appearance	of	the	full-screen	pop-up	in	the	new	player	tutorial.[\/p][h3]Bug	Fixes[\/h3]
[p]Endless	Dream	-	Early	Access[\/p][p]1.	Fixed	an	issue	where	the	task	\"Defeat	5	Nightmare	TVs	in	the	Dream	Zone\"	could	be	completed	by	defeating	Morphic	Crates.[\/p][p]2.	Fixed	an	issue	where	the	Eternal	Dreamer's	domain	shield	would	suddenly	disappear.[\/p][p]3.	Fixed	an	issue	where	recalling	Deviations	or	using	tactical	items	such	as	drones	or	the	Portable	MG	Turret	resulted	in	explosions.[\/p][p]Events[\/p][p]Fixed	the	issues	in	Stargate	Rush	where	Floating	Aerogel	could	not	be	used	and	Gravity	Absorber	did	not	take	effect.[\/p][p]Visional
Wheel[\/p][p]Fixed	an	issue	affecting	the	base	color	of	Starfall	Fox	Skin.	Standardized	the	colors	of	Starfall	Inversion	animal	hides	in	Star	Advent	Loot	Crates.	Previously	obtained	animals	will	not	be	affected.[\/p][p]Deviation[\/p][p]Fixed	an	issue	affecting	the	displayed	morphed	status	and	level	of	certain	Deviations	in	the	Transit	Storage	on	mobile.[\/p][p]Eternaland[\/p][p]Fixed	an	issue	where	custom	images	were	not	displayed	on	Eternaland's	Island	Namecards.[\/p][p]Other[\/p][p]1.	Fixed	an	issue	where	the	displayed	Durability	did	not	update	in	real	time
when	using	Hotbar	items.[\/p][p]2.	Fixed	an	issue	affecting	the	sound	effects	when	walking	on	stairs.[\/p][p][\/p][p]Once	Human	Development	Team[\/p][p][\/p][p][\/p][p][\/p][p][\/p][p][\/p][p][\/p][p][\/p]","commentcount":47,"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][\/*][*]
[p]The	\"Purveyor	of	Progress\"	Journal	Entry	no	longer	has	a	hidden	requirement	that	the	player	own	Bombay[\/p][\/*][*][p]The	Deccan	Riots	can	no	longer	select	a	null	scope	for	their	event	target[\/p][\/*][*][p]Fixed	several	improperly	configured	random_lists	in	\"The	Duel\",	\"Rumor	Has	It\",	\"A	Scandal	in	\\\\\\[state\\\\]\",	and	\"\\\\\\[name\\\\]	Thought\".[\/p][\/*][*][p]European	heirs	will	no	longer	mix	top	hats	with	military	uniforms[\/p][\/*][*][p]Fixed	conflicting	clothing	for	South	American	generals\/politicians[\/p][\/*][*][p]Fixed	a	bug	where	the	UI	was
flickering	at	the	game	start	in	the	Main	Menu[\/p][\/*][\/list][p][\/p][hr][\/hr][p][\/p][p]For	those	that	have	games	in	progress,	[b]your	save	game	will	not	be	compatible	with	the	new	Update[\/b],	so	please	back	up	your	save	if	you	want	to	continue	it	by	backpatching	to	the	previous	patch	(1.8.7)![\/p][p][\/p][p]If	you	encounter	any	issues	after	today's	update,	[b]please	first	disable	all	mods	and	ensure	you're	playing	on	a	fresh	save	file[\/b].\u00a0[\/p][p][b]For	those	encountering	computer	freezing	introduced	by	interactions	Windows	or	consistent	quick	crashing
introduced	by	interactions	with	Intel	Chipsets[\/b],	this	post	for	Update	1.9	contains	information	on	some	common	workarounds	for	these	issues,	as	well	as	Known	Issues,	which	we	will	update	with	subsequent	patches.	As	always,	please	report	any	issues	or	bugs	to	our	[u][url=\"https:\/\/forum.paradoxplaza.com\/forum\/forums\/victoria-3-bug-reports.1114\/\"]official	bug	reporting	forum[\/url][\/u].[\/p]","commentcount":78,"tags":
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{STEAM_CLAN_IMAGE}\/4649813\/affd954299eddb8cacadbec8c1b2d9cfc9fdd5f4.gif[\/img]One	of	the	new	Squadron	Vehicles	arriving	in	the	Leviathans	major	update	is	the	advanced	Draken	of	the	Danish	Air	Force![h2][b]Saab	F-35:[\/b]	A	Squadron	Vehicle	Jet	Fighter	for	Sweden	at	Rank	VII[\/h2]At	a	glance:[list][*]	AIM-9N	air-to-air	missiles[*]	RWR[*]	Up	to	4500	kg	of	bombs[*]	New	sight	with	ballistic	computer[*]	No	radar[\/list][b]Vehicle	History[\/b][i]In	the	late	1960s,	the	Danish	Air	Force	decided	to	replace	the	aging	F-100D,	needing	a	versatile	fighter
capable	of	effectively	operating	against	both	air	and	ground	targets.	The	choice	fell	on	the	Swedish	J35F	Draken,	however	the	base	model	did	not	meet	Danish	requirements,	so	a	modification	called	the	Saab	35XD	(designated	as	the	F-35)	was	developed.	This	new	variant	had	reinforced	wings,	increased	ammunition,	two	30	mm	cannons,	reinforced	landing	gear,	a	large	internal	fuel	supply	and	the	ability	to	mount	external	fuel	tanks.	The	radar	equipment	was	considered	unnecessary	and	dismantled,	as	the	focus	was	on	strike	capabilities	and	transforming	the
design	to	the	needs	of	a	tactical	aircraft.In	the	1980s,	Danish	F-35s	underwent	modernization	under	the	WDNS	(Weapon	Delivery	and	Navigation	System)	program,	which	aimed	to	install	a	modern	sighting	and	navigation	system.	These	new	fighters	received	a	new	sight,	a	laser	rangefinder,	and	an	AN\/ALR-69	RWR.	The	final	stage	of	modernization	was	completed	in	1986.[\/i][img]{STEAM_CLAN_IMAGE}\/4649813\/d0b7fd2ad8c137df48d9f44fb240b8030e4a9183.jpg[\/img][h2]Introducing	the	Saab	F-35![\/h2]The	Danish	Saab	F-35	multirole	fighter	is	coming
to	the	game	in	the	Leviathans	major	update	as	a	new	Squadron	Vehicle	for	Sweden\u2019s	aviation	tree!	This	aircraft	has	an	advanced	RWR,	close	range	air-to-air	missiles,	and	a	wide	range	of	ground	attack	capabilities.	Let\u2019s	take	a	look.[img]{STEAM_CLAN_IMAGE}\/4649813\/507387619d8efec3aab21891942044b177847300.jpg[\/img][img]{STEAM_CLAN_IMAGE}\/4649813\/08506f7ff94565217af36663a1def90f83cd464c.jpg[\/img]Danish	Drakens	were	upgraded	under	the	Weapon	Delivery	and	Navigation	System	(WDNS)	program	with	modern
electronics.	Inside	the	nose	cone	is	an	AN\/ALR-69	RWR,	which	provides	you	with	comprehensive	information	about	the	current	combat	situation	and	immediate	threats	with	clear	identification	on	the	display.	In	the	cockpit	is	a	new	Sikte	S-7B	sight	with	a	ballistic	computer.	Since	the	Saab	F-35	was	primarily	intended	for	ground	attacks,	this	aircraft	has	no	radar.	However,	despite	this,	it	does	have	two	AIM-9N	Sidewinder	air-to-air	missiles	for	air	combat!	These	missiles	have	quite	good	overloads	and	controlled	flight	time,	but	acquiring	the	target	is	only
possible	in	the	rear	hemisphere.The	Saab	F-35	is	the	most	attack-oriented	Draken	in	Sweden\u2019s	aircraft	tree.	The	reinforced	wing	allows	for	up	to	4,500	kg	payload,	including	250,	500	and	1000	lb	bombs,	FFAR,	CRV7	and	Hydra-70	rockets.[img]{STEAM_CLAN_IMAGE}\/4649813\/130f79c5dd80e1c269221ff9e417a21b5144789a.jpg[\/img][img]{STEAM_CLAN_IMAGE}\/4649813\/1a3689d7f39a1bada6d8f88b951eee2385c30b9b.jpg[\/img]Like	other	Squadron	Vehicles,	you	can	get	the	Saab	F-35	through	acquiring	enough	squadron	activity	points	or	buying
it	straight	away	with	Golden	Eagles.	The	Danish	Draken	is	a	neat	addition	to	several	lineups	for	Ground	Battles,	and	its	exceptional	maneuverability	and	high	maximum	speed	will	come	in	handy	in	Air	Battles![img]{STEAM_CLAN_IMAGE}\/4649813\/f5dca3837d5f33eff15a2226bab0c5ab5b851fbd.jpg[\/img]That\u2019s	all	for	now!	We\u2019re	finishing	up	the	Leviathans	major	update	\u2014	it\u2019s	coming	soon![i]Please	note	that	this	vehicle\u2019s	characteristics	may	be	changed	before	it	is	added	to	the	game.[\/i]","commentcount":137,"tags":
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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":78,"tags":
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[p]During	our	visit	to	SOLUTRANS	last	year	(a	major	transport	and	logistics	expo),	our	friends	at	Renault	Trucks	kindly	invited	us	on	a	special	tour	of	their	Engine	Plant,	which	we\u2019re	excited	to	share	with	you	today!	Join	Nemiro,	our	PR	&	Marketing	Manager,	and	Patrice	Berger-Perrin	from	Renault	Trucks'	Corporate	Communications	team	as	we	begin	with	a	visit	to	their	historic	museum,	located	in	one	of	the	company\u2019s	oldest	buildings,	designed	and	constructed	in	1916.	The	museum	showcases	the	rich	timeline	of	Renault,	highlighting	the
vehicles	and	innovations	that	have	shaped	the	brand	for	over	a	century.Following	the	museum	visit,	the	tour	continues	into	the	heart	of	the	production	line,	where	we	explore	how	Renault	Truck	engines	(and	others)	are	built,	from	the	initial	stages	of	assembly	to	the	final	quality	checks.	Along	the	way,	Patrice	shares	valuable	insights	into	the	workforce,	the	assembly	process,	the	structure	of	the	production	lines,	and	the	technology	used	to	create	each	and	every	engine.[\/p][previewyoutube=\"KRNY6vTrA2o;full\"][\/previewyoutube][p]A	big	thank	you	to	the
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captained	by	the	master	of	the	tundra,	a	truck	capable	of	taming	the	harshest	terrains	and	weathers,	the	[b]2007	Toyota	Hilux	Arctic	Trucks	AT38[\/b].	Made	by	Renault\u2019s	high-performance	division,	the	[b]2016	Renault	Clio	R.S.	16	Concept[\/b]	is	here	to	get	your	vote!	[\/p][p][img	src=\"{STEAM_CLAN_IMAGE}\/40722422\/2df8755f237424da7264fb34b8352406aa7d37af.jpg\"][\/img][\/p][p][b]The	2019	Ford	Ranger	Raptor[\/b]	combines	the	classic	endurance	and	resistance	of	the	Ranger	pickup	truck	with	Ford\u2019s	performance	upgrades	to	create	an
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[],\"automatically_push_updated_source\":false,\"library_spotlight\":true}","announcement_body":{"gid":"577137206083195482","clanid":"45074709","posterid":"0","headline":"Ford	hits	the	Field!	Plains	&	Prairies	Pack	Now	Available!","posttime":1749825877,"updatetime":1749825877,"body":"[previewyoutube=BXeY2SuJZRg;full][url=https:\/\/www.youtube.com\/watch?v=BXeY2SuJZRg&t=2s]Plains	&	Prairies	\u2013	Launch-Trailer[\/url][\/previewyoutube]Welcome	Ford	to	Farming	Simulator	25	\u2013	a	pioneer	of	industrialization.	The	Plains	&	Prairies
Pack	brings	two	classic	Ford	tractors	to	the	game,	alongside	legendary	machines	like	the	Versatile	1080	\u201cBig	Roy\u201d,	the	modern	Fendt	Rogator	900,	and	more.	It's	available	now	-	and	included	in	the	Year	1	Season	Pass.[b]3	New	Brands	&	21	Machines[\/b][img]{STEAM_CLAN_IMAGE}\/45074709\/f767ed44b292617f48167c2ebc090ef662af2e20.jpg[\/img]With	over	20	vehicles	and	implements,	you\u2019ll	farm	the	open	plains	and	vast	prairies	in	style.	Especially	with	two	legends:	the	Ford	976	&	1156	Versatile	-	two	iconic	agricultural	vehicles
produced	between	1988	and	1993,	that	remain	loved	and	reliable	today.[img]{STEAM_CLAN_IMAGE}\/45074709\/b4a46a824b58d9c388e45e9f3591818b543742ad.jpg[\/img]The	Plains	&	Prairies	Pack	features	three	new	brands	-	Ford,	GEA,	and	Trout	River	-	alongside	returning	favorites	such	as	Brandt,	Fendt,	International,	Salford,	V\u00e4derstad,	and	Versatile.[b]More	Highlight	Machines,	Big	Ones	Too[\/b][img]{STEAM_CLAN_IMAGE}\/45074709\/5adb448dae65b9ca267710aa50e7a7942ce9fd60.jpg[\/img]More	highlights	are	marked	by	the	formidable
Versatile	1080	\"Big	Roy\"	and	the	cutting-edge	pneumatic	sprayers,	the	Fendt	Rogator	900	and	Salford	Independent	Series	1260.[img]{STEAM_CLAN_IMAGE}\/45074709\/7807d6b9d7a598569ab8caed97186f7b28b940fa.jpg[\/img]Attention	to	detail	is	improved	as	well:	Pneumatic	sprayers	allow	farmers	to	spread	solid	fertilizer,	trailers	have	realistic	moving	covers	to	protect	harvested	crops,	and	functional	lift	axles	increase	maneuverability,	especially	when	towing	the	largest	manure	tanker	in	the	game:	the	GEA	STR	447.[b]List	of	Machines[\/b][list]
[*]Brandt	-	2500	DXT[*]Fendt	-	Rogator	900	Series[*]Ford	-	1156	Versatile[*]Ford	-	976	Versatile[*]GEA	-	EL48-6D-4800[*]GEA	-	EL48-8D-7900[*]GEA	-	STR	447[*]International	-	LT	Series[*]Salford	-	Independent	Series	1260[*]Salford	-	9620	Air	Boom	Applicator[*]Trout	River	Industries	-	Live	Bottom	Rear	Lift	(LB-RL)	[*]V\u00e4derstad	-	PD	1000[*]V\u00e4derstad	-	Seed	Hawk	84[*]V\u00e4derstad	-	Tempo	K	24[*]Versatile	-	1080	\"Big	Roy\"[*]Versatile	-	1156[*]Versatile	-	976[*]Versatile	-	DeltaTrack[*]Versatile	-	MFWD[*]Versatile	-	Nemesis[*]Versatile	-
V7[\/list][img]{STEAM_CLAN_IMAGE}\/45074709\/6bcf84a4491ef9444c4c7d8418eff88d72fc1410.jpg[\/img]","commentcount":38,"tags":
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eFootball\u2122	matches	featuring	the	mightiest	clubs	from	countries	around	the	world![\/p][p]Special	Login	Bonus[\/p][p]Keep	logging	in	during	the	campaign	period	and	get	the	following	reward	in	total![\/p][p]Period[\/p][p]06\/12\/2025	02:00	(UTC)	-	06\/26\/2025	01:59	(UTC)[\/p][p]*Login	bonuses	refresh	every	day	at	02:00	(UTC).[\/p][p]Details[\/p][p]\u30fb	320	eFootball\u2122	Coins[\/p][p]Free	Chance	Deals[\/p][p]Log	in	during	each	reward	period	and	get	a	Chance	Deal	every	time	for	an	exclusive	Special	Player	List![\/p][p]Period[\/p][p]06\/12\/2025
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other.[\/p][p]Clear	the	League	Event	to	advance	to	the	Knockout	Event.[\/p][p]Get	your	Dream	Team	in	gear	following	the	Event	guidelines,	then	take	home	the	crown![\/p][p]Campaign	Objectives[\/p][p]Club	International	Cup[\/p][p]Take	part	in	eligible	Events	and	eFootball\u2122	League,	and	aim	to	complete	all	Objectives![\/p][p]Period[\/p][p]06\/12\/2025	02:00	(UTC)	-	06\/26\/2025	01:59	(UTC)[\/p][p]This	Objective	will	be	added	on	06\/19\/2025	02:00	(UTC).[\/p][p]After	the	addition	of	new	challenges,	you	will	be	able	to	complete	all	Objectives.[\/p]
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[p]Special	Themed	Event[\/p][p]Worldwide	Clubs[\/p][p]Receive	rewards	by	completing	challenges	while	playing	PvP	matches.[\/p][p]Complete	all	Challenges	and	earn	1	Random	Booster	Token	and	20,000	Exp.	in	total	each	campaign	period.[\/p][p]Period[\/p][p]06\/12\/2025	02:00	(UTC)	-	06\/19\/2025	01:59	(UTC)[\/p][p]06\/19\/2025	02:00	(UTC)	-	06\/26\/2025	01:59	(UTC)[\/p][p]Special	Daily	Game[\/p][p]During	the	campaign	period,	advance	50%	more	spaces	than	normal	after	the	penalty	kick.[\/p][p]Period[\/p][p]06\/12\/2025	02:00	(UTC)	-	06\/26\/2025	01:59
(UTC)[\/p][p]Notes[\/p][p]*The	schedule	and	details	are	subject	to	change	without	prior	notice.[\/p]","commentcount":18,"tags":
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{"gid":"498322216088241322","clanid":"25160263","posterid":"0","headline":"Announcing	Odyssey	and	update	1.6!","posttime":1749657401,"updatetime":1749923837,"body":"Hey	everyone,	it\u2019s	time.	We\u2019re	thrilled	to	announce	RimWorld\u2019s	fifth	expansion,	[i][b][url=https:\/\/store.steampowered.com\/app\/3022790\/RimWorld__Odyssey\/]RimWorld	-	Odyssey[\/url][\/b][\/i]!Odyssey	enriches	the	world	and	expands	your	adventure	beyond	a	single	map.	Build	a	gravship	-	your	flying	home	-	to	travel	across	the	planet.	Settle	in	new	biomes	filled
with	diverse	landforms	and	exotic	wildlife.	Go	on	quests	to	hunt	the	alpha	thrumbo	or	raid	ancient	cryptosleep	bunkers.	Launch	into	orbit	and	scavenge	tech	from	space	stations	and	asteroids.	But	out	in	the	void,	an	ancient	machine	mind	stirs\u2026[url=https:\/\/store.steampowered.com\/app\/3022790\/RimWorld__Odyssey\/][img]{STEAM_CLAN_IMAGE}\/25160263\/757f254d300d7eda2e00879eceb022b1c5f4a7cf.jpg[\/img][\/url]	The	[b]free	1.6	update	for	the	base	game[\/b]	will	also	launch	at	the	same	time	as	Odyssey!	1.6	includes	big	performance
improvements,	quality	of	life	changes,	better	tools	for	designing	bases,	caravan	improvements,	greater	variety	in	maps,	flying	chickens,	and	more.	If	you\u2019d	like	to	test	update	1.6,	it\u2019s	currently	available	on	the	[u]unstable[\/u]	Steam	beta	branch.	(See	the	section	\u201c[b]Update	1.6[\/b]\u201d	at	the	bottom	of	this	page	for	details.)	Odyssey	releases	in	one	month!	In	the	meantime,	we\u2019ll	be	posting	weekly	teaser	blogs	with	deep	dives	into	the	new	content,	so	watch	this	space.[h2]ABOUT	ODYSSEY[\/h2][h3]Build	your	own	gravship[\/h3]Build
your	own	gravship	and	travel	across	the	planet!	Land	anywhere	you	want	to	explore,	hunt	for	treasure,	scavenge	forgotten	gravtech,	and	bring	back	souvenirs	like	a	charming	hermit	crab	or	a	gold-plated	charge	rifle.It	starts	small:	just	a	grav	engine,	a	few	rooms,	some	thrusters,	and	a	tank	of	chemfuel	to	get	you	airborne.	But	over	time,	it	becomes	a	home	-	a	mobile	colony	of	bedrooms,	labs,	hospitals,	workshops,	and	everything	else	your	colonists	need.	[img]{STEAM_CLAN_IMAGE}\/25160263\/a97fea8bd91b9d88a35b3c07facf5d9163a12ab9.jpg[\/img]To
expand	your	ship	and	go	further,	you\u2019ll	need	to	collect	gravcores.	You	can	recover	these	glittertech	devices	from	insect-infested	caverns,	ancient	reactors	rigged	with	traps,	crashlanded	space	wrecks,	and	orbital	platforms.Odyssey	is	about	exploration,	adventure,	and	new	ways	to	play.	Live	as	nomads	that	move	with	the	seasons,	and	kidnap	raiders	by	taking	off	while	they\u2019re	aboard!	Embark	on	a	100-day	journey	around	the	world,	and	collect	one	of	every	animal	to	build	your	own	zoo.	Design	the	weirdest,	ugliest,	most	gloriously	unhinged	gravship
and	see	how	far	it	gets	you.	Or,	hunker	down	inside	an	asteroid	and	live	as	long	as	you	can	in	space.	You	can	play	Odyssey	any	way	you	like.	[img]{STEAM_CLAN_IMAGE}\/25160263\/76484cd7d671740814d5a55ce90626af574a2771.jpg[\/img][h3]Explore	new	biomes	and	landmarks[\/h3]Odyssey	adds	several	new	biomes	that	change	how	and	where	you	play.	[list][*]In	the	[b]glowforest[\/b],	bioluminescent	mushrooms	and	psychedelic	spores	glow	in	the	permanent	darkness.	Geothermal	vents	belch	sulfur	that	blocks	out	the	sun,	and	normal	plants	can\u2019t
grow	here	-	you\u2019ll	need	to	survive	on	fungi	alone.	[*]The	[b]scarlands[\/b]	are	the	war-torn	remains	of	once-thriving	cities.	Craters	rupture	the	roads,	vents	release	heat	and	gas,	and	toxic	rain	pours	constantly.	Mechanoids	stalk	the	ruins	and	the	only	surviving	animals	are	dangerous	mutants.	[*]The	[b]grasslands[\/b]	are	a	ranching	cowpoke\u2019s	dream:	endless	fields	of	golden	fertile	land.	While	trees	are	rare	here,	the	growing	seasons	are	long	and	bountiful,	and	strong	winds	guarantee	power	for	your	turbines.	However,	drought	can	strike	at	any	time
and	many	farms	have	been	lost	to	the	raging	brushfires.[*]The	[b]glacial	plains[\/b]	feel	prehistoric:	blizzards	smother	the	land,	herds	of	mastodons	roam,	and	scimitar	cats	prowl	the	frozen	expanse.	Carve	shelters	into	walls	of	ice,	or	seek	refuge	among	the	buried	frozen	ruins	and	live	as	the	old	ones	did.[*]The	[b]lava	fields[\/b]	constantly	change.	Rivers	of	molten	rock	flow	across	the	land	in	sudden	bursts,	swallowing	up	animals,	buildings,	and	colonists	alike.	Volcanic	debris	crashes	down	from	the	sky,	and	thick	ash	makes	it	hard	to	breathe.	Stay	safe	by
building	barriers	to	divert	incoming	lava	and	wear	face	masks	to	protect	your	lungs.	[\/list]	[img]{STEAM_CLAN_IMAGE}\/25160263\/918afe2a85f04964bca66cdd6c17e3ae983beedb.jpg[\/img]The	new	[b]landmarks[\/b]	system	combines	with	these	biomes	to	create	endless	landscape	variation.	Landmarks	have	different	features	that	can	affect	everything	from	map	generation	to	plant	variety	to	rare	resources	like	obsidian.	Some	features	even	add	explorable	underground	maps	-	like	the	insect	megahive!	No	two	landmarks	are	alike.[list][*]Carve	sprawling
tunnels	into	[b]cliffs,	chasms,	crevasses,	and	valleys[\/b]	for	natural	defenses	-	undergrounders	rejoice![*]Settle	near	the	ocean	and	build	quaint	fishing	towns	on	[b]islands,	archipelagos,	atolls,	peninsulas,	and	fjords[\/b],	or	construct	a	whole	town	on	the	water	using	Odyssey\u2019s	new	heavy	bridges!	[*]Take	over	[b]abandoned	colonies[\/b]	and	repurpose	them	for	your	own	base.	Repair	the	walls,	use	the	furniture,	harvest	the	gardens,	and	give	someone\u2019s	old	home	a	second	life.	[*]Raid	[b]ancient	structures[\/b]	for	resources	like	chemfuel,	weapons,
packaged	meals,	components,	minerals,	and	more.	[\/list]	[img]{STEAM_CLAN_IMAGE}\/25160263\/83e793c5169d9e88c84730c8be366acd147eaeac.jpg[\/img][h3]Survive	beyond	the	atmosphere[\/h3]Break	past	the	atmosphere	and	fly	into	orbit	with	your	gravship!	In	space,	you\u2019ll	land	on	wrecked	orbital	platforms,	explore	derelict	satellites,	and	mine	ore-rich	asteroids.	But	look	out	-	rival	space	scavengers	don\u2019t	take	kindly	to	competition.	Mechanoid	wrecks	promise	the	most	advanced	gravtech	and	unique	treasures,	but	murderous	machines	lurk
among	the	frozen	debris.Space	is	harsh:	no	oxygen,	sub-zero	temperatures,	and	a	single	hull	breach	can	be	lethal.	Airtight	walls	protect	your	colonists	and	their	pets	from	the	vacuum	of	space.	Keep	the	power	on,	or	the	oxygen	pumps	will	shut	down.	Build	airlocks	with	vac	barriers	to	prevent	depressurization,	and	equip	spacefaring	colonists	with	vac	suits	before	they	exit	into	the	void.[img]{STEAM_CLAN_IMAGE}\/25160263\/1331da03a14729a163803c0cad9130bd9b9ff7d2.jpg[\/img][img]
{STEAM_CLAN_IMAGE}\/25160263\/c4bfc8057ae5717f300d6c045cfbd7060e152e3b.jpg[\/img][h3]Cute,	terrifying,	and	intelligent	wildlife[\/h3]Odyssey	adds	over	[b]40	new	animals[\/b]	that	can	be	tamed,	trained,	traded,	and	eaten.	You	might	start	your	game	in	the	grasslands	with	a	single	crow	that	steals	your	crops,	but	as	your	story	progresses,	your	gravship	could	end	up	as	an	aviary	filled	with	swans,	peacocks,	flamingos,	and	quail.Animals	can	be	taught	new	skills	that	make	them	cute	[i]and[\/i]	useful.	For	example,	cats	and	dogs	can	now	nuzzle	colonists
more	often	to	lift	their	mood.	Predators	like	wolves	and	big	cats	will	hunt	down	specific	targets	for	you.	Other	pets	may	dig	up	minerals	or	bring	back	foraged	snacks.	Even	animals	that	can\u2019t	normally	be	trained	-	like	the	humble	walrus	-	can	now	be	upgraded	using	a	[b]sentience	catalyst[\/b]:	an	ultratech	injection	that	enables	the	animal	to	learn	new	tasks.	So	now	Wally	the	walrus	can	fight	your	enemies.	Some	species	can	do	more	than	just	bite	and	scratch.	The	mastodon\u2019s	deafening	trumpet	rattles	enemies	and	throws	off	their	aim,	while	the
legendary	alpha	thrumbo\u2019s	roar	is	said	to	send	attackers	fleeing	before	the	first	shot	is	fired.You	can	also	fish!	Different	fish	appear	in	different	biomes	and	bodies	of	water.	Colonists	can	reel	in	meals	like	tuna	and	salmon,	as	well	as	other	strange	catches.	[img]{STEAM_CLAN_IMAGE}\/25160263\/1ab138539a2ec896223068fafe419afa5f1846c5.jpg[\/img]	[h3]Quests	across	the	planet	and	beyond[\/h3]You\u2019ll	discover	new	quests	through	ancient	maps,	passing	travelers,	and	mysterious	signals.[list][*]Track	down	the	mythical	[b]alpha	thrumbo[\/b]	by
following	its	herd	across	the	wilderness.	If	you	can	bring	it	down,	its	priceless,	razor-sharp	horn	is	yours.[*]Raid	[b]ancient	mercenary	crypts[\/b]	where	the	soldiers	have	recently	awoken	from	cryptosleep.	They	guard	glitterworld	supplies,	and	the	gang	leader	owns	a	valuable	weapon	that	could	be	yours.	[*]Abandoned	[b]orbital	platforms[\/b]	and	derelict	[b]satellites[\/b]	drift	through	low	orbit.	They	promise	stockpiles	of	loot,	but	you\u2019re	competing	with	hostile	salvage	crews.	Sometimes	orbital	fugitives	hole	up	in	the	wreckage.	There	are	also	defensive
turrets,	traps,	and	leftover	mechanoids.	[*][b]Asteroid	mines[\/b]	offer	rich	veins	of	plasteel,	uranium,	and	gold,	but	they\u2019re	vulnerable	to	pirates	and	debris	from	space.	Get	in	and	get	out,	fast.	[*]And	more!	[\/list]	[img]{STEAM_CLAN_IMAGE}\/25160263\/ca81a25cf6b79b799bdf3fe2c018f3f2f9aa52c0.jpg[\/img]	[h3]New	weapons,	traps,	and	enemies[\/h3]A	new	unique	weapon	system	lets	you	arm	your	colonists	with	special	weapons	they	find	-	a	sawed-off	shotgun	clears	the	room	in	a	second,	an	AI-assisted	rifle	scope	makes	the	worst	shooter	accurate,
and	a	fully	golden	revolver	just	looks	cool.New	gear	helps	with	new	threats.	Hunter	drones	chase	their	targets	and	explode	on	contact.	Wasp	drones	jab	their	prey	with	paralyzing	needles.	Ancient	sentries	patrol	ruins	with	a	scattergun	to	blast	apart	intruders.	The	cyclops	mechanoid	barrages	enemies	with	shield-piercing	gamma	beams.	And	deep	below,	the	insect	hive	queen	stirs	among	her	chittering	spawn.[img]{STEAM_CLAN_IMAGE}\/25160263\/5525f0fe31000ab8b1d8cb25cb2c4195d4dd0e8c.jpg[\/img][h3]The	machine	hive	mind[\/h3]Far	above	the
planet,	the	mechhive	pulses	with	hate.	Its	mechanoids	reproduce	endlessly,	and	they	will	never	stop	attacking	until	every	human	on	the	planet	is	dead.	When	you	reach	the	inhuman	mind	behind	this	terror,	you	face	a	choice.	Will	you	destroy	it	and	shut	down	every	mechanoid	for	good	-	or	take	control	of	its	power?[i]Odyssey	comes	with	a	brand	new	album	of	music	by	Alistair	Lindsay,	composer	of	the	RimWorld	soundtrack.	If	you\u2019d	like	to	support	Al,	the	OST	will	also	be	available	to	purchase	the	same	day	Odyssey	releases.[\/i][h2]UPDATE	1.6[\/h2]
[b]Update	1.6	is	available	right	now[\/b]	on	the	[u]unstable[\/u]	Steam	branch	for	public	beta	testing!	To	get	access,	go	to	your	Steam	library,	right-click	RimWorld	and	select	\"Properties\",	then	select	the	Betas	tab	and	choose	branch	\u201c[u]unstable[\/u]\u201d.	Restart	Steam	if	your	game	does	not	automatically	update.	[i](Note	that	the	main	branch	that	most	people	play	on	is	unaffected	and	still	on	version	1.5	for	now.)[\/i]This	public	1.6	unstable	branch	should	allow	modders	to	update	their	mods	before	update	1.6	is	released	to	everyone	in	about	1	month.
We	also	have	the	[url=https:\/\/docs.google.com\/document\/d\/e\/2PACX-1vRKE9u5ZW_zG45pxzwNvy4sxvozDeqtxlxpac5jwenOeW6liQCPgmPl9bIbtcMuqL1NPIDHOLFg64M_\/pub]1.6	Modder	Primer[\/url]	document	to	help	with	this	process.	Here\u2019s	the	[b][url=https:\/\/docs.google.com\/document\/d\/e\/2PACX-1vRCjqVtPQDFGu4POiKTUd_8o3U2Asdhx99SOvcgU66ABdYtk3Cgndd53yJ6BC4tZX530pp_m6lf4Z9P\/pub]full	1.6	changelog[\/url][\/b],	or	you	can	read	the	summary	below![b]Performance	improvements[\/b]:	A	major	part	of	update	1.6	is
performance	optimizations,	especially	for	late	game	colonies	that	often	struggle	with	performance.	We	reworked	many	systems	to	spread	out	their	workload.	The	pathfinding	system	is	now	fully	multithreaded	and	batched,	and	the	lighting	system	is	also	multithreaded	to	make	it	much	faster.	There	were	lots	of	optimizations	made	to	caravan	foraging	calculations,	egg-laying	pawns,	alerts,	hauling,	animal	pen	calculations,	as	well	as	fixes	to	several	major	memory	leaks.	We	significantly	reduced	game	launch	times	in	version	1.6!	For	example,	on	our	development
machines	version	1.5	previously	launched	in	18.57s	with	all	expansions.	Now	version	1.6	launches	in	[b]4.66s[\/b]	-	and	that's	with	an	additional	expansion!Note	that	your	startup	times	and	performance	improvements	may	differ	from	our	tests	due	to	bottlenecks	unique	to	your	PC	or	mods.[img]{STEAM_CLAN_IMAGE}\/25160263\/799deaec00f381320f98ea6cabf07e5d8e2e3cf0.jpg[\/img][b]Better	planning[\/b]:	Plans	are	more	versatile	than	ever.	Sketch	out	your	base	using	9	colors	to	differentiate	your	plans.	Use	blue	for	living	quarters	like	rec	rooms	and
bedrooms,	orange	for	production	and	workshops,	red	for	furniture,	and	so	on.	Plans	are	a	lot	easier	to	use	too.	You	can	copy	and	paste	plans,	rotate	them,	and	give	them	names	to	remember	what	they\u2019re	for.	[b]Designator	draw	styles[\/b]:	Designator	tools,	like	placing	walls	and	floors	and	giving	orders,	now	have	different	drawing	styles	-	this	changes	their	pattern	when	you	click	and	drag	them.	Previously,	there	were	only	rectangles	and	straight	lines.	Now,	you	can	choose	from	shapes	like	angled	lines	and	filled	or	empty	ovals.	Great	news	for	builders
who	want	to	add	more	shape	variety	to	their	base!	(No	more	googling	pixel	circle	generators.)	Squares	are	also	easy	to	make	-	just	hold	control	while	drawing	with	a	designator.	[img]{STEAM_CLAN_IMAGE}\/25160263\/3591bb7e128aa47d7239b3b704553b7d4f67bca3.jpg[\/img][b]Caravan	camps	and	quality-of-life	changes[\/b]:	Pitch	temporary	camps	while	travelling	as	a	caravan.	This	creates	a	playable	map	for	your	colonists	to	eat,	stabilize,	and	regroup	when	someone's	bleeding	out,	starving,	or	sick	with	the	flu.	But	don\u2019t	get	comfy	-	after	a	few	days,
enemies	will	close	in.	The	caravan	tab	makes	it	a	lot	easier	to	load	or	unload	items.	And	in	an	emergency,	you	can	order	your	caravan	to	depart	immediately	-	colonists	will	get	out	of	there	ASAP,	leaving	behind	unpacked	items,	animals,	and	even	downed	friends.	[b]Easier	building	upgrades[\/b]:	You	can	now	place	blueprints	over	certain	buildings	to	swap	materials	or	upgrade	them.	This	applies	to	walls,	conduits,	doors,	sandbags,	barriers,	fences,	chairs,	and	beds.	For	example,	you	can	place	a	plasteel	wall	blueprint	over	an	existing	wooden	wall	-	this	means
you	don\u2019t	have	to	manually	deconstruct	the	wall,	wait	for	it	to	finish,	and	then	place	the	new	wall	blueprint	down.	[b]Search	bar	improvements[\/b]:	The	in-game	search	bar	(bottom	right	corner	magnifying	glass,	or	hotkey	\u201cZ\u201d)	is	better	at	finding	things.	It\u2019ll	look	at	your	colonists\u2019	gear	and	any	containers,	and	you	can	use	it	on	the	world	map.	We\u2019ve	also	added	a	search	bar	to	the	save	\/	load	menu	to	find	that	old	favorite	savegame	\u201c[i]asjkdsjkdfs2_final_final2_dying[\/i]\u201d.[b]Map	generation[\/b]:	We\u2019ve
reworked	how	map	features	behave	to	make	the	world	feel	more	organic	and	varied.	Rivers	now	curve	more	naturally	and	carve	walkable	banks	when	running	through	rock	-	larger	rivers	even	form	canyons.	They	also	better	match	their	angle	on	the	world	map	and	can	generate	with	fertile	riverbank	terrain	for	farming.	We\u2019ve	made	rocks	more	interesting!	Coasts	and	mountains	come	in	more	diverse	shapes,	and	the	world	map	now	shows	where	features	like	caves	are	in	the	tile	inspect	pane.	We\u2019ve	also	added	smaller	environmental	flair	like
cypress	trees	that	grow	in	mud	and	marsh,	and	glow	pods	that	always	spawn	by	insect	hives	for	nasty	ambiance.	[img]{STEAM_CLAN_IMAGE}\/25160263\/73bfbe79a8a3b6106188516f6d88259db0708e5d.jpg[\/img][b]Flying	animals[\/b]:	Chickens,	ducks,	and	geese	can	now	fly!	Flying	makes	them	faster,	lets	them	soar	over	obstacles	like	fences,	and	means	they	can	land	or	leave	from	just	about	anywhere.	[b]Scaria	rework[\/b]:	Scaria	got	scarier!	Infected	animals	now	look	the	part	-	mangy,	red,	and	covered	in	sores.	You	really	don\u2019t	want	to	get	close,
because	wounds	from	scaria-infected	creatures	cause	\u201cscaria	infections\u201d	-	these	behave	like	a	normal	infection,	but	cause	full	blown	scaria	upon	reaching	100%.	Humans	turn	too.[b]Room	changes[\/b]:	Colonists	are	happy	with	mediocre	bedrooms,	and	they\u2019re	less	upset	by	awful	ones.	Medical	beds	contribute	less	toward	a	room	becoming	a	hospital	due	to	situations	where	barracks	could	become	hospitals	from	a	single	bed.	Some	production	buildings	now	get	their	best	work	done	when	they\u2019re	in	the	right	room	(e.g.	research	benches	in
labs).	This	makes	it	more	rewarding	to	build	reasonable-looking	bases	with	purpose-specific	rooms,	instead	of	stuffing	everything	into	one	big	hell-chamber.	[b]Armor	and	weapon	changes[\/b]:	We\u2019ve	rebalanced	some	combat	gear	to	make	things	more	useful	and	less	clunky.	Plate	armor	benefits	more	from	high-end	materials.	Advanced	armors	don\u2019t	slow	you	down	as	much.	Flak	jackets	and	pants	offer	better	sharp	protection,	while	flak	vests	no	longer	cover	the	shoulders.	Some	ranged	weapons	are	deadlier.	Sniper	rifles	fire	faster	and	hit	more
often.	Charge	lances	reach	further.	Revolvers	and	miniguns	are	more	accurate.	Pila	hit	harder	and	faster.	Charge	rifles	deal	more	damage	and	reach	further.	LMGs	shoot	faster	with	a	small	damage	boost.[b]UI	improvements[\/b]:	On	the	world	map,	there\u2019s	a	\u201cJump	to\u2026\u201d	gizmo	that	shows	your	colonies,	caravans,	and	quest	locations	so	you	don\u2019t	have	to	spin	the	globe	to	find	them.	There	are	also	special	colored	borders	for	world	objects:	green	for	active	maps	and	yellow	for	anything	you	type	in	the	search	bar.	You	can	rename	bills
and	use	the	new	\u201cmake	default\u201d	button	for	policies.	Plus	many	minor	but	convenient	UI	improvements.	[img]{STEAM_CLAN_IMAGE}\/25160263\/2b96297f8babeca2d96a79fa8b54514ae20a6bf9.png[\/img][b]New	art[\/b]:	Water	is	more	beautiful	-	it	reflects	the	sky	and	ripples	when	walked	through.	There	are	also	new	desiccated	corpses	for	big	birds	and	filth	textures	for	sandbags.	[b]Quality	of	life[\/b]:	Tons	of	little	QOL	changes!	Quests	joiners	now	show	their	best	skill	before	you	accept	them	so	it\u2019s	not	a	total	dice	roll.	Colonists	always
prioritize	burying	people	in	sarcophagi	over	graves,	and	they	won\u2019t	burn	your	medical	supplies	by	default	if	you	have	a	\u201cburn	drugs\u201d	bill.	They\u2019ll	also	move	items	out	of	the	way	before	building	doors.	Plus,	steam	geysers	are	easy	to	spot	when	placing	a	geothermal	generator.	[b]Miscellaneous[\/b]:	We\u2019ve	got	a	bunch	more	small	things	for	1.6	that	are	covered	in	the	full	changelog.	Among	these	changes	are	paintable	bridges,	the	ability	to	dress	other	people	(like	prisoners),	and	toggles	on	special	trees	to	stop	them	from	being
accidentally	cut	down.	[h2]What's	next?[\/h2]Wishlist	[b][i][url=https:\/\/store.steampowered.com\/app\/3022790\/RimWorld__Odyssey\/]RimWorld	-	Odyssey[\/url][\/i][\/b]	and	come	back	for	our	weekly	dev	blogs	showcasing	Odyssey\u2019s	content.	https:\/\/store.steampowered.com\/app\/3022790\/RimWorld__Odyssey\/We\u2019ve	heard	what	you	were	asking	for	and	it	made	sense.	After	10+	years	of	building	RimWorld	colonies	on	a	single	map,	Odyssey	opens	up	an	entirely	new	play	style.	We\u2019re	super	excited	to	see	what	you\u2019ll	do	with	it	(and	all
your	wild,	beautiful,	and	ridiculous	gravships).	Chat	with	us	about	Odyssey	and	1.6!	[list][*][url=https:\/\/www.reddit.com\/r\/RimWorld\/comments\/1l8wckj\/announcing_rimworld_odyssey_and_update_16\/]Join	the	discussion	on	Reddit[\/url][*][url=https:\/\/x.com\/LudeonStudios\/status\/1932830362104734103]X	thread[\/url]	and	[url=https:\/\/bsky.app\/profile\/ludeonstudios.bsky.social\/post\/3lrdruwk7f225]BlueSky	thread[\/url]	[\/list]	If	you\u2019d	like	to	help	test	the	1.6	unstable	build	and	report	bugs,	join	the
[url=https:\/\/discord.gg\/MC6eYAHuPu]RimWorld	Official	Development	Discord[\/url].Thank	you	for	your	incredible	support,	see	you	in	the	skies!-	Ludeon	Studios[url=https:\/\/ludeon.com\/blog\/]Website[\/url]	|	[url=https:\/\/x.com\/LudeonStudios]X[\/url]	|	[url=https:\/\/bsky.app\/profile\/ludeonstudios.bsky.social]BlueSky[\/url]	|	[url=https:\/\/www.reddit.com\/r\/RimWorld\/]Reddit[\/url]	|	[url=https:\/\/www.facebook.com\/LudeonStudios\/]Facebook[\/url]","commentcount":1950,"tags":
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[],\"automatically_push_updated_source\":false}","announcement_body":{"gid":"536604072953777725","clanid":"26623866","posterid":"0","headline":"Community	Tales	#16","posttime":1749569163,"updatetime":1749569163,"body":"[p][img	src=\"{STEAM_CLAN_IMAGE}\/26623866\/5e860c281d34e74f7b913654a15fb023cbb7f565.png\"][\/img]Greetings	warriors	of	Calradia!	Before	we	dive	into	this	edition	of	#CommunityTales,	we	would	like	to	invite	you	to	the	next	official	Multiplayer	event.[\/p][h2]Calradian	War	#15	-	Simo	vs	Captain	Fracas[\/h2]
[previewyoutube=\"n95yY2VsPm0;full\"][\/previewyoutube][p]Come	join	us	this	Saturday	for	the	fifteenth	[b]official	[\/b]large-scale	event	with	up	to	700	players	on	the	same	server.[\/p][p]Two	awesome	folks	you	already	know	will	be	joining	us	-	[b]Simo	[\/b]([u][url=\"https:\/\/www.youtube.com\/@NotSimo\"]YouTube[\/url][\/u])	and	[b]Captain	Fracas	[\/b]([u][url=\"https:\/\/www.youtube.com\/@Fracas-Aventure\"]YouTube[\/url][\/u]).	They	will	lead	their	factions	in	an	epic	showdown.[\/p][p]We	will	be	switching	between	Battle	and	Siege	modes	during	the	event.
Players	are	encouraged	to	form	protective	formations	around	their	leaders	and	follow	their	orders.[\/p][p]Playing	in	the	event	will	also	grant	you	three	times	the	Loot	&	Exp	that	you	would	normally	get.[\/p][p][b]\u2694	Are	you	ready	for	war?	\u2694[\/b][\/p][p]\ud83d\udcc5	Date	&	Time:	Saturday,	14th	of	June,	20:00	CET	\/	2	PM	ET[\/p][p]\ud83c\udfaf	Event	Type:	Siege	&	Battle[\/p][p]\ud83d\udccd	Server	Name:	[EVENT]	Calradian	War	#15	-	Simo	vs	Captain	Fracas	-	3x	Loot	&	Exp[\/p][p]\ud83d\udc65	Players:	Up	to	700	warriors[\/p][p][b]Don\u2019t	miss
it\u2014victory	awaits![\/b][\/p][p]Without	further	ado,	let\u2019s	jump	right	in![\/p][p][\/p][hr][\/hr][hr][\/hr][h2]Artisan's	Atelier[\/h2][p][u][url=\"https:\/\/steamcommunity.com\/sharedfiles\/filedetails\/?id=3466101850\"]Mini	but	mighty[\/url][\/u]	by	2hiei[img	src=\"https:\/\/cdn.taleworlds.com\/upload\/news\/Mini	but	mighty.png\"][\/img][\/p][p][u][url=\"https:\/\/www.reddit.com\/r\/mountandblade\/comments\/1kzqcmm\/some_art_i_made\/\"]Can't	quicksave	during	battle[\/url][\/u]	by	Less-Hedgehog6303[\/p][p][img
src=\"https:\/\/cdn.taleworlds.com\/upload\/news\/Ride	Into	Battle.png\"][\/img][\/p][hr][\/hr][h2]Knightly	Vistas[\/h2][p][u][url=\"https:\/\/steamcommunity.com\/sharedfiles\/filedetails\/?id=3485291609\"]\"I'll	eat	your	liver!\"[\/url][\/u]	by	chuckee85[\/p][p][img	src=\"https:\/\/cdn.taleworlds.com\/upload\/news\/Ill	eat	your	liver.png\"][\/img][u][url=\"https:\/\/steamcommunity.com\/sharedfiles\/filedetails\/?id=3443382093\"]Night	Siege[\/url][\/u]	by	\u265b	\ud835\udd7d\ud835\udd94\ud835\udd88\ud835\udd8d\ud835\udd94	\u265b[\/p][p][img
src=\"https:\/\/cdn.taleworlds.com\/upload\/news\/Night	Siege.png\"][\/img][\/p][hr][\/hr][h2]Crafting	Marvels[\/h2][table	equalcells=\"1\"	colwidth=\",\"][tr][td][p][\/p][p][img	src=\"https:\/\/cdn.taleworlds.com\/upload\/news\/Start	as	anyone.png\"][\/img][\/p][p][\/p][\/td][td][p][u][url=\"https:\/\/www.nexusmods.com\/mountandblade2bannerlord\/mods\/8308\"]Start	As	Anyone[\/url][\/u]	by	Kerem	Adal\u0131[\/p][p]Play	as	any	existing	lord	in	Calradia	from	day	one	-	inherit	their	clan,	relations,	and	holdings.	Fully	compatible	with	many	total	overhauls,	this	mod
seamlessly	integrates	into	Bannerlord\u2019s	systems	to	let	you	begin	your	campaign	as	Rhagaea,	Derthert,	Corein,	or	any	other	established	character.[\/p][\/td][\/tr][tr][td][p][\/p][p][img	src=\"https:\/\/cdn.taleworlds.com\/upload\/news\/Calradia	1403.png\"][\/img][\/p][p][\/p][\/td][td][p][u][url=\"https:\/\/www.nexusmods.com\/mountandblade2bannerlord\/mods\/7727\"]Calradia	1403[\/url][\/u]	by	Comrade_Chicken[\/p][p]Leap	into	the	early	15th	century	with	fully	overhauled	factions	-	Western	kingdoms	field	tank-like	knights	in	near-impenetrable	plate,	while
Khergit	cavalry	swarms	and	Sarranid	anti-armor	weapons	keep	battles	tense.	Its	\u201cKnight	Killer\u201d	update	adds	fragile	but	lethal	hand	gunners	that	can	topple	armored	foes,	rounding	out	a	gritty,	medieval-inspired	combat	experience.[\/p][\/td][\/tr][tr][td][p][\/p][p][img	src=\"https:\/\/cdn.taleworlds.com\/upload\/news\/They	Married.png\"][\/img][\/p][p][\/p][\/td][td][p][u][url=\"https:\/\/www.nexusmods.com\/mountandblade2bannerlord\/mods\/8358\"]They	Married	(Your	Companions)[\/url][\/u]	by	FedRandomNumber[\/p][p]This	mod	brings	more	life	and
immersion	to	your	party	by	allowing	companions	to	form	relationships	and	eventually	marry.	Bonds	develop	over	time,	especially	through	shared	battles.	You\u2019ll	be	asked	to	approve	their	marriage,	with	outcomes	based	on	their	roles	-	family	members	expand	your	clan,	while	wanderers	remain	independent,	with	their	children	appearing	in	taverns	later.[\/p][\/td][\/tr][\/table][hr][\/hr][h2]Chronicles	in	Motion[\/h2][p][u][url=\"https:\/\/www.youtube.com\/watch?v=1v5baGvSCBI\"]I	Played	as	Historical	Vikings	for	100	Days[\/url][\/u]	by	sortnir[\/p]
[previewyoutube=\"1v5baGvSCBI;full\"][\/previewyoutube][p][u][url=\"https:\/\/www.youtube.com\/watch?v=qAnOkI8XiSM&t=257s\"]Fighting	As	A	Legionary	In	BANNERLORD[\/url][\/u]	by	Resonant[\/p][previewyoutube=\"qAnOkI8XiSM;full\"][\/previewyoutube][p][\/p][p][u][url=\"https:\/\/www.youtube.com\/watch?v=vlX6hJy139I\"]Life	of	a	Samurai	Begins[\/url][\/u]	by	Jackie	Fish[\/p][previewyoutube=\"vlX6hJy139I;full\"][\/previewyoutube][hr][\/hr][h2]Chivalrous	Assemblies[\/h2][h3]Bannerlord	Native	League	#7[\/h3][p][img
src=\"https:\/\/cdn.taleworlds.com\/upload\/news\/Bannerlord%20Native%20League.png\"][\/img]The	[u][url=\"https:\/\/discord.gg\/wfqxYCVHRG\"]Bannerlord	Native	League	#7[\/url][\/u]	is	drawing	to	an	end.	The	divisions	will	be	scheduling	their	final	matches,	and	we`re	very	excited	to	see	all	the	teams	from	all	divisions	that	will	come	on	top	this	time	around!Congratulations	to	Imperial	Eagles	and	Destiny	Masters	for	reaching	the	grand	finals	in	Division	A!	Follow	the	tournament	for	the	news	about	the	date	of	the	finals.The	BNL	administration	team	has
done	wonderful	work	with	the	organization	and	maintenance	of	this	tournament,	and	we	hope	to	see	many	more	iterations	of	the	Bannerlord	Native	League.For	those	unfamiliar	with	BNL,	it	is	a	community	skirmish	tournament	where	teams	are	split	into	divisions	-	with	multiple	teams	in	each	division.	Usually,	one	match	is	played	per	week	against	the	other	teams.	This	leads	to	some	epic	competitive	fights	with	teams	on	similar	footing,	with	more	skilled	players	in	higher	divisions![\/p][h3]Bannerlord	Calradic	Campaign	#61[\/h3][p][img
src=\"https:\/\/cdn.taleworlds.com\/upload\/news\/CC.png\"][\/img]The	next	[b]Calradic	Campaign[\/b]	event	will	be	announced	in	the	#announcements	channel	on	[url=\"https:\/\/discord.gg\/mountandblade\"]M&B	Discord[\/url]	server	a	week	before	the	date	of	the	event.	The	date	of	the	fifty-eighth	event	in	their	Bannerlord	series	is	scheduled	to	be	the	21st	of	June.Join	for	some	hack	and	slash	on	their	Calradic_Campaign	server	using	their	[url=\"https:\/\/steamcommunity.com\/sharedfiles\/filedetails\/?id=2933062399\"]Module[\/url].	If	you	would	like	a	quick
overview	of	the	CC	events,	check	out	this	video	-	[url=\"https:\/\/www.youtube.com\/watch?v=VSDJFs24-aI&ab_channel=CoffeeConscript\"]What	is	the	Calradic	Campaign?[\/url][\/p][h3]Bretonnie	Roleplay	Events[\/h3][p][img	src=\"https:\/\/cdn.taleworlds.com\/upload\/news\/BREsundayRoleplay.jpg\"][\/img]The	[url=\"https:\/\/forums.taleworlds.com\/index.php?threads\/bre-sunday-550-slots-roleplay-event-weekly-event.451285\/\"]Bretonnie	Roleplay	Events[\/url]	are	highly	immersive	weekly	multiplayer	community	events	organized	by	the	[b]Le	Royaume	de



Bretonnie[\/b]	\\[BRE]	clan.	Their	next	Sunday	event	is	on	the	15th	of	June	at	20:30	CET.	This	recurring	event	focuses	on	strict	formation	and	roleplaying	rules	in	an	effort	to	re-create	massive	medieval	battles	with	more	than	500	players	on	the	server	at	once.	The	story	continuously	unfolds	and	is	impacted	by	the	results	of	the	battle	events	and	roleplay	scenarios.	This	narrative	is	further	supported	by	the	[url=\"https:\/\/steamcommunity.com\/sharedfiles\/filedetails\/?id=2881567564&searchtext=bre\"]Mod	Pack[\/url]	which	contains	custom	maps	and	items.It
is	required	to	participate	with	or	as	part	of	a	clan	to	join	the	event,	so	if	you\u2019re	already	in	one	-	sign	up	with	your	clan	[url=\"https:\/\/forums.taleworlds.com\/index.php?threads\/bre-sunday-550-slots-roleplay-event-weekly-event.451285\/\"]here[\/url].	Still	searching	for	a	clan?	Then	make	your	way	to	the	[url=\"https:\/\/forums.taleworlds.com\/index.php?forums\/the-moot-clans.678\/\"]Clans	board[\/url]	and	find	your	new	home![\/p][hr][\/hr][hr][\/hr][p]If	you	would	like	to	suggest	content	for	the	next	#CommunityTales,	make	sure	to	tag
[url=\"https:\/\/twitter.com\/Mount_and_Blade\"]@Mount_and_Blade[\/url]	on	X	or	[url=\"https:\/\/www.facebook.com\/mountandblade\"]@mountandblade[\/url]	on	Facebook	with	the	#CommunityTales.	Alternatively,	you	can	reach	out	on	our	forums	to	[url=\"https:\/\/forums.taleworlds.com\/index.php?members\/piconi.430312\/\"]Piconi[\/url]	or	[url=\"https:\/\/forums.taleworlds.com\/index.php?members\/dejan.483507\/\"]Dejan[\/url].[\/p][p][\/p]","commentcount":69,"tags":
["mod_reviewed","ModAct_1428110219_1749570436_0"],"language":0,"hidden":0,"forum_topic_id":"595151378385563540","event_gid":"536604072953777724","voteupcount":834,"votedowncount":129,"ban_check_result":0,"banned":0},"published":1,"hidden":0,"rtime32_visibility_start":0,"rtime32_visibility_end":0,"broadcaster_accountid":0,"follower_count":0,"ignore_count":0,"forum_topic_id":"595151378385563540","rtime32_last_modified":1750313539,"news_post_gid":"0","rtime_mod_reviewed":1749570436,"featured_app_tagid":0,"referenced_appids":
[],"build_id":0,"build_branch":"","unlisted":0,"votes_up":834,"votes_down":129,"comment_type":"ForumTopic","gidfeature":"1635292137552252332","gidfeature2":"595151378385563540","video_preview_type":"youtube","video_preview_id":"1v5baGvSCBI","clan_steamid_original":"103582791456145274"}]>	JavaScript	is	disabled	in	your	browser.	Please	enable	JavaScript	to	proceed.	Find	out	where	your	game	saves	are	located,	where	your	games	are	installed,	and	where	your	game	screenshots	and	captures	are	saved.	Starting	a	city	from	starch	or	struggling
to	get	your	town	into	metropolis	status?	?	These	Cities:	Skylines	tips	will	make	you	a	better	city	planner	and	will	help	you	make	the	perfect	city.	The	Cities	Skylines	tips	are:Have	a	Proper	Road	StructureHave	more	than	one	entrance	to	your	sections/districtsHave	a	Proper	Public	Transportation	StructureDo	not	put	public	stops	too	close	to	intersections	Increase	land	value	to	earn	more	moneyUse	the	policies	correctlyDo	not	pause	the	game	unless	you	really	have	toLet’s	go	over	each	Cities:	Skylines	tip	to	see	why	each	of	these	are	important	and	how	they	help
you	get	better	at	Cities	Skylines	and	build	the	perfect	city.	Note:	I’m	pretty	sure	you	do	not	need	any	DLCs	to	follow	these	tips,	but	if	you	are	curious,	I	have	the	After	Dark	DLC,	which	you	can	get	at	Humble	Bundle	for	Steam,	(and	help	charity	at	the	same	time!!),	or	use	a	gift	card	for	Xbox	from	Eneba	($18.51	at	the	time	of	writing	for	a	$20	card.)	The	PS4	addition	came	with	the	DLC.(Some	of	the	topics	mentioned	in	this	post	are	in	the	video	below	along	with	some	other	points.	You	can	watch	this	if	you	like	a	visual	representation	or	skip	past	it	and	continue
below	for	the	rest	of	the	post.)1.	Have	a	Proper	Road	StructureRoad	Structure	is	important	even	at	the	beginning.	If	your	entrance	into	your	city	from	the	highway	is	basic	and	small,	eventually	the	entrance,	exit,	and	the	highway	will	be	clogged	from	outside	and	inside	traffic.	In	the	beginning,	use	a	roundabout	to	evenly	dispute	traffic.In	fact,	it	is	generally	a	good	idea	to	use	roundabouts	in	areas	that	have	busier	traffic,	mainly	busy	junctions.	Roundabouts	generally	allow	traffic	to	flow	better	than	the	basic	junctions.	However,	sometimes,	basic	roundabouts
are	not	enough	but	you	can	add	dual	entry	and	exit	points	to	improve	the	flow,	and	do	not	forget	to	make	the	roundabout	the	priority	road.If	you	need	proof	that	roundabouts	do	work,	check	out	Biffa’s	YouTube	video	where	he	replaces	every	junction	in	a	city	with	roundabouts.	Also,	make	sure	your	intersections	are	not	too	close	to	another.	If	they	are,	it	will	slow	down	traffic.	Think	about	it,	do	you	like	having	to	go	through	a	traffic	light	after	waiting	for	5	minutes,	just	to	be	stopped	at	another	one	30	seconds	later?	Your	citizens	don’t	either	and	it	clogs
traffic.A	great	way	to	avoid	this,	besides	using	roundabouts,	is	not	building	with	the	grid.	Shapes	like	squares	and	rectangles	tend	to	have	more	intersections.	Using	irregular	shapes	when	placing	roads	will	make	the	town	look	more	appealing	with	fewer	traffic	problems.	(It	seems	like	there	were	a	few	mini	Cities:	Skyline	tips	with	that	tip	huh?	Well,	the	more	tips,	the	merrier.	Also,	if	you	want	to	learn	more	about	road	layouts	and	road	hierarchy	check	out	the	“How	to	Start	an	Awesome	Cities	Skylines	City”	post.)2.	Have	More	Than	One	Entrance	to	Your
Sections/DistrictsOnly	having	one	entrance	to	a	district	clogs	up	trafficIf	there	is	only	one	entrance/exit	to	your	district,	your	traffic	will	start	clogging	up	because	the	cars	have	no	choice	where	to	go.	Even	residents	have	to	drive	to	work	so	they	need	a	way	to	leave	their	residential	area	and	enter	the	commercial	or	industrial	districts.	If	there	is	only	one	way	to	go,	they	will	have	to	compete	with	outside	traffic,	like	delivery	trucks,	in	order	to	reach	work.	Not	only	that,	more	than	likely,	your	outside	traffic	is	coming	from	more	than	one	source.	All	that	equals
chaos	with	just	one	entrance.	To	equalize	the	traffic	flow,	you	need	to	add	another	entrance/exit.	That	will	give	your	traffic	more	than	one	way	to	reach	their	destination	and	depending	on	your	placement	of	the	entrances/exits,	they	should	begin	to	use	them.	3.	Have	A	Proper	Public	Transportation	StructureMetro	is	one	of	the	best	public	transportation	options	in	this	simulation	game.Spamming	public	transport	everywhere	isn’t	the	way	to	go.	For	example,	if	you	make	a	metro	station	stop	every	few	junctions	in	your	city,	it	will	take	forever	for	the	people	to
reach	their	destination.	That	will	be	costly	and	inefficient	because	each	stop	costs	money	and	upkeep	and	each	stop	will	only	have	a	few	people	due	to	the	large	choices	of	stops.	However,	if	you	have	a	few	stops	here	and	there,	more	people	will	be	gathered	at	that	one-stop,	earning	that	stop	more	money.Another	thing	you	need	to	think	about	is	the	destinations.	Where	do	the	people	want	to	go?	For	residents,	they	will	want	to	go	to	work	either	in	the	commercial	or	industrial	districts	and	back	home.	For	tourists,	they	want	to	go	to	landmarks,	leisure	spots,	and
the	tourist	district.		Another	question	is	where	do	these	tourists	come	from?Once	you	know	all	of	this	information,	planning	out	the	public	transport	Structure	is	easy.	A	lot	of	tourists	come	from	the	airport	and	the	harbor	once	you	have	them.	Therefore	make	metro	stations,	I	prefer	underground	ones,	at	the	airport,	harbor,	and	the	tourist	district.	Make	one	tunnel	loop	between	the	airport	metro	station	and	the	tourist	district	metro	station.	Then	do	the	same	thing	with	the	harbor	metro	station	and	the	tourist	district	metro	station.Make	the	lines	exactly	the
same	way.	Separating	the	two	lines	will	let	the	metros	flow	a	little	easier	and	reduce	the	waiting	time	for	the	tourists.	After	that,	place	taxi	stands	at	sites	near	landmarks	and	leisure	activities	within	the	tourist	district	since	tourists	prefer	the	taxis.	You	can	use	the	same	mindset	with	the	other	districts	but	with	buses	replacing	the	taxis.	Place	a	metro	station	in	a	residential	district,	commercial,	and	an	industrial	district	and	try	to	keep	them	horizontally	aligned	if	you	can.	Make	the	tunnel	loop	through	all	of	the	stations	and	do	the	same	thing	with	the	metro
line.	Repeat	this	for	all	three	stations	but	go	vertically	this	time,	it’s	okay	if	you	put	the	metro	stations	in	the	same	districts	but	do	it	far	enough	away	from	the	first	districts.		Then	repeat	the	steps	for	the	new	station	but	horizontally.	If	you	did	it	right	the	metro	station	tunnels	will	look	like	a	grip	but	no	line	stops	at	all	the	stations.	This	is	to	reduce	wait	time,	metro	traffic	clogging	and	actually	make	the	people	have	to	go	through	more	than	one	stop	if	they	need	to	go	to	the	other	side	of	the	city,	thus	making	you	money.	Repeat	this	with	the	bus	stops	and	you
should	be	done.	(Whew,	I	hope	I	didn’t	fry	your	brain	with	all	these	mini	tips	inside	of	these	Cities	Skylines	tips.	Tips,	tips	everywhere.)4.	Do	Not	Put	Public	Stops	Too	Close	To	Intersections2	bus	stops	by	the	intersection.	A	big	no	no.Putting	bus	stops	near	intersections	can	cause	traffic	backup	which	can	lead	to	clogged	traffic	throughout	your	city	especially	if	you	have	several	buses	using	that	stop.	If	the	buses	are	close	together	and	one	bus	is	already	using	that	stop	the	other	buses	will	wait	until	their	turn	and	thus	hold	up	traffic.	Now	if	these	stops	are	close
to	the	intersections	and	the	traffic	is	backed	up,	no	car	can	turn	off	or	onto	the	intersections,	decreasing	the	traffic	flow.	See	what	I	mean	now?	Spread	out	the	stops	and	away	from	intersections	to	decrease	the	chance	of	backed	up	traffic.	If	you	still	need	help	with	the	public	transportation	issue,	you	may	want	to	invest	in	the	mass	transit	DLC,	which	will	allow	you	to	have	blimps,	ferries	and	better	transportation	hubs.	You	get	it	from	Humble	Bundle	for	Steam	(and	help	charity!!),	or	again	use	gift	cards	for	the	console	version	from	Eneba.	5.	Increase	Land
Value	to	Earn	More	MoneyLook	at	all	that	green!Higher	land	value	means	higher	income	from	taxes	and	the	ability	for	your	zone	buildings	to	upgrade.		Sometimes,	it	can	make	a	difference	between	gaining	a	profit	and	being	in	the	hole.	High	land	value	is	very	important,	especially	early	in	the	game.	Increasing	the	land	value	goes	hand	and	hand	with	keeping	citizens	happy.	Placing	schools,	parks	and	bus	stops	makes	the	citizens	happy	and	increases	the	land	value.	Making	sure	that	there	is	adequate	service	coverage	like	police,	fire	and	health,	keeps	the	land
value	high.	Keep	residential	areas	far	enough	away	from	industries	to	keep	the	pollution	in	residential	areas	low.	You	can	use	commercial	offices	as	sound	barriers	for	residential	areas	since	they	never	make	noise.	This	will	help	keep	noise	pollution	low,	which	is	another	land	value	variable.	Using	the	waterfront	can	also	greatly	improve	the	land	value	as	well.	Citizens	enjoy	the	view	so	make	sure	to	place	homes	on	the	edge	of	the	water.	Also,	keeping	traffic	low	also	helps	keep	the	land	value	high.Make	sure	to	delete	abandoned	buildings	as	they	decrease	land
value.	Keep	these	mini	Cities	Skylines	tips	in	mind	and	you	will	have	high	land	value.	6.	Use	Policies	CorrectlyUsing	policies	can	greatly	impact	your	city	if	used	correctly.	Some	policies	are	best	used	for	the	whole	city,	while	others	are	best	used	in	some	districts.	They	can	help	regulate	traffic,	increase	land	value,	increase	the	efficiencies	of	the	services,	and	more.	I’ll	give	you	the	lowdown	on	what	I	use	in	my	cities.These	policies	are	what	I	use	for	the	whole	city:RecyclingEncourage	bikingRecreational	useParks	and	RecreationHigh	Tech	housingThese	policies
are	what	I	use	for	my	residential	districts:Old	TownHeavy	Traffic	BanEducation	Boost/	Schools	out	(depending	on	the	type	of	workers	needed	however	education	boost	raises	land	value)7.	Do	not	Pause	Unless	You	Really	Need	ToMy	husband	tends	to	pause	when	he	is	doing	anything	on	this	simulation	game.	I	don’t.	He	saw	my	save	one	day	and	asked	me	“How	do	you	have	that	much	money??”If	you	are	in	the	green	and	making	money,	do	not	pause	the	game!	You	can	make	money	while	you	are	building	roads,	planning	districts,	fixing	traffic,	etc.	If	you	keep
pausing	while	doing	these	things	it	will	take	a	whole	lot	longer	to	earn	money.The	only	time	you	need	to	pause	is	if	you	are	losing	money	and	need	to	figure	out	why	or	you	are	losing	people	and	need	to	figure	out	why.	Following	this	Cities:	Skylines	tip	will	help	you	make	money	faster!!That’s	All	The	Cities:	Skylines	Tips	in	a	NutshellIf	you	read	all	the	major	and	mini	Cities	Skylines	tips	in	this	post	and	apply	them	you	will	be	better	at	the	game,	solve	more	problems	and	earn	more	money.	To	learn	even	more	tips	check	out,	“How	to	Start	an	Awesome	Cities
Skylines	City”.	Pin	me!!!!	Just	for	a	recap,	the	tips	were:Have	a	Proper	Road	StructureHave	more	than	one	entrance	to	your	sections/districtsHave	a	Proper	Public	Transportation	StructureDo	not	put	public	stops	too	close	to	intersections	Increase	land	value	to	earn	more	moneyUse	the	policies	correctlyDo	not	pause	the	game	unless	you	really	have	toIf	you	found	this	information	helpful,	please	share	it	with	your	friends,	and	don’t	forget	to	subscribe	for	updates	and	I’ll	see	you	next	time.	Amber	BordenAmber	is	an	avid	gamer.	The	first	game	she	ever	played
was	Super	Mario	Bros	on	the	NES.	She	has	seen	many	genres	of	videos	games	due	to	her	30	years	of	gaming.	However,	Amber	typically	sticks	to	RPGs,	Sandbox	and	Simulation.Since	she	loves	gaming,	her	first	job	was	at	a	Gamestop.	Also,	she	has	written	guides	for	Gamefaqs.	Amber	was	a	full	time	worker	in	the	retail	world,	but	now	she	is	working	on	this	site	from	home.	No	matter	what,	however,	she	still	plays	her	video	games.Related	Articles	When	starting	up	a	city	in	Cities:	Skylines,	there’s	a	long	list	of	basic	infrastructure	that	needs	to	be	constructed
and	key	services	that	need	to	be	taken	care	of.	If	ignored,	the	new	town	will	decline	and	collapse,	but	if	tended	to,	the	city	will	grow	and	prosper	into	a	bustling	metropolis.	As	the	city	grows,	players	will	unlock	new	policies	that,	as	mayor,	can	be	implemented	to	assist	them	in	their	efforts.	With	such	a	wide	array	of	different	policies	available	to	players,	it	can	be	difficult	to	know	which	are	helpful,	and	which	are	hindrances.	As	such,	here	are	the	best	policies	in	Cities:	Skylines	when	building	up	a	new	city.	9	Power	Usage	Money	is	tight	in	the	early	game,	and
creating	enough	electricity	to	power	the	city	can	be	a	costly	task.	Despite	the	coal	power	plant	being	expensive	and	inefficient,	players	will	be	forced	to	build	it	as	no	alternative	options	are	yet	unlocked.	As	the	town	grows,	so	too	does	its	energy	requirements,	and	constructing	more	power	plants	or	increasing	the	energy	budget	will	quickly	drain	the	player’s	cash.	The	Power	Usage	policy	can	help	by	reducing	overall	power	consumption	by	11%.	This	does	cost	₡5	weekly	upkeep	per	building,	however,	so	it’s	best	used	early	on	when	power	is	in	short	supply	and
buildings	are	not	too	numerous.	A	policy	that	provides	some	useful	benefits	but	is	by	no	means	mandatory,	Recreational	Use	reduces	crime	rate,	and	boosts	tax	income	and	tourism.	The	drawback	is	that	it	raises	the	police	department	budget	by	15%.	This	may	sound	like	a	drastic	increase,	but	policing	and	crime	is	not	a	major	issue	in	Cities:	Skylines,	and	several	police	stations	scattered	around	the	city	should	be	enough	to	control	crime,	even	in	areas	that	aren’t	directly	covered.	As	a	result,	the	budget	hike	isn’t	too	costly,	and	the	increased	tax	income	often
makes	a	nice	little	profit.	Especially	useful	for	those	who	enjoy	making	their	city	as	green	and	beautiful	as	possible,	this	policy	increases	the	land	value	of	areas	around	parks	and	plazas.	This	helps	attract	new	citizens,	and	contributes	to	the	leveling	up	of	buildings.	The	trade-off,	much	like	Recreational	Use,	is	an	increase	of	20%	to	the	parks	&	plazas	budget.	Once	again,	this	hike	in	the	budget	is	not	too	impactful,	as	parks	are	some	of	the	cheapest	services	in	terms	of	upkeep,	and	some	good	value	can	be	achieved	by	dotting	parks	around	the	city	and	using	this
policy	to	heighten	their	benefits.	The	Heavy	Traffic	Ban	policy	allows	players	to	select	certain	areas	and	roads	that	large	vehicles	and	cargo	trucks	will	be	prohibited	from	using.	This	is	useful	early	on	if	players	are	struggling	with	traffic	flow	coming	from	industrial	zones,	or	if	they	want	to	relieve	a	quiet	suburb	from	the	burden	of	heavy	vehicles.	However,	it	should	be	used	with	caution,	as	there	needs	to	be	an	alternative	route	for	heavy	traffic	to	find	its	way	around	the	city,	including	making	deliveries	to	commercial	zones	and	having	access	to	a	highway.	This
policy	is	best	used	to	direct	heavy	traffic,	rather	than	to	avoid	dealing	with	it	entirely.	Similar	to	Parks	And	Recreation,	the	High	Tech	Housing	policy	increases	surrounding	land	value.	The	key	difference	is	that	it	doesn’t	need	the	prerequisite	of	having	a	park	nearby,	and	instead	affects	all	residential	buildings	wherever	they	are	in	the	city.	This	can	be	a	game	changer,	as	it	attracts	tons	more	citizens	and	levels	up	buildings.	Despite	this,	High	Tech	Housing’s	major	downside	is	that	it	has	an	upkeep	of	₡4	per	week	per	residential	building,	which	can	become
really	expensive	due	to	the	sheer	number	of	buildings.	If	players	have	the	money	for	it,	though,	it	can	be	a	powerful	tool	for	city	growth.	A	policy	aimed	at	fire	safety,	Smoke	Detector	Distribution	significantly	reduces	the	risk	of	fires	at	the	cost	of	₡5	per	week	per	building.	This	can	be	particularly	useful	for	industrial	zones,	which	are	prone	to	catching	fire	even	with	nearby	fire	stations.	While	it	is	rather	expensive,	this	policy	is	often	worth	it	to	prevent	sprawling	fires	that	could	cripple	an	entire	district.	It	also	allows	the	player	to	cut	back	a	little	on	their	fire
services,	as	firehouses	can	now	be	spread	further	apart	while	also	retaining	a	relatively	low	fire	risk.	Purely	a	financial-based	policy,	Big	Business	Benefactor	doubles	the	sales	of	all	high-density	commercial	buildings.	This	is	absolutely	massive,	especially	as	the	city	expands	and	more	high-density	commercial	areas	are	zoned	and	constructed.	This	policy	has	a	weekly	upkeep	cost,	but	it	can	be	largely	ignored,	as	in	most	situations	the	increase	in	tax	income	will	more	than	make	up	for	it.	The	version	for	low-density	commercial	zones,	Small	Business	Enthusiast,
is	also	highly	effective,	but	doesn’t	compare	to	the	financial	gain	of	the	high-density	policy.	Education	is	a	very	important	aspect	of	Cities:	Skylines,	as	office	and	commercial	zones	need	a	strong	supply	of	educated	workers	to	run	successfully.	The	Education	Boost	policy	makes	young	adults	prioritize	getting	an	education	rather	than	entering	employment	straight	away.	Players	should	use	this	policy	if	they	lack	enough	highly	educated	workers.	It	can	be	particularly	effective	after	placing	a	university	for	the	first	time,	as	it	encourages	most	eligible	citizens	to	use
the	new	facility.	The	only	drawback	is	an	increase	to	the	education	budget	by	25%,	but	the	additional	costs	are	worth	it	to	build	up	an	educated	workforce.	A	helpful	solution	to	the	ever-present	traffic	problem	in	Cities:	Skylines,	the	Free	Public	Transport	policy	does	exactly	what	it	says	on	the	tin.	It	encourages	citizens	to	use	public	transport	instead	of	driving	on	the	roads,	and	can	significantly	reduce	the	overall	volume	of	traffic.	In	a	game	where	managing	traffic	flow	is	always	important,	this	can	be	an	invaluable	method	of	keeping	the	roads	as	clear	as
possible,	which	in	turn	allows	services	like	garbage	collection	and	emergency	vehicles	to	function	much	faster	and	more	efficiently.	It	will	be	expensive,	so	it’s	important	to	have	developed	a	strong	income,	but	it	can	make	a	world	of	difference	when	it	comes	to	late-game	city	management.	Cities:	Skylines	is	available	for	PS4,	PS5,	Xbox	One,	Xbox	Series	X/S,	Windows,	Linux,	macOS,	Nintendo	Switch,	and	Google	Stadia.	More:	Best	Games	To	Play	If	You	Liked	Cities:	Skylines	Sign	in	to	edit	Mass	Transit	expansion	pack!	28	February	2017	A	new	expansion	pack
has	been	announced	with	no	known	release	date.	This	expansion	pack	is	called	Cities:	Skylines	Mass	Transit	and	features	heavily	on	new	methods	of	transportation,	from	blimps	and	cable	cars	to	monorails.	And	of	course,	this	expansion	pack	also	features	new	hats	for	Chirper!	Looking	for	more	editors	19	October	2016	With	the	upcoming	expansion	pack	Cities:	Skylines	Natural	Disasters,	Skylines	Wikia	is	looking	for	more	editors	to	help	expand	the	wiki.	If	you	are	willing	to	help,	you	can	start	right	now	by	creating	new	articles!	New	expansion	pack	announced
19	August	2016	Natural	disasters	come	into	play!	A	new	expansion	pack	called	Cities:	Skylines	Natural	Disasters	has	been	announced	for	Windows,	OS	X,	and	Linux.	This	pack	features	natural	phenomenon	that	can	destroy	cities,	response	units,	and	of	course	a	new	hat	for	Chirper!	New	patch	to	release	2	June	2016	A	new	patch	is	expected	to	be	release	by	the	end	of	next	week.	This	patch	includes	localization	fixes	and	the	availability	of	the	pre-order	content	items,	such	as	the	basketball	court	and	carousel	park,	becoming	a	part	of	the	base	game.	Canals	and
flood	walls!	Patch	1.4.0-f3	is	live!	22	March	2016	Cities:	Skylines	releases	a	new	free	content	update	that	introduces	landscaping	tools,	new	decorations,	and	water	structures:	canals,	quays,	and	flood	walls.	Read	more	about	patch	notes	1.4.0-f3.	Snowfall	announced	19	January	2016	Snowfall	The	second	expansion	pack,	Cities:	Skylines	Snowfall,	has	been	announced	to	be	released	in	the	future.	This	pack	will	include	the	weather	system,	new	transportation	methods,	snowplow	services,	and	more.	(read	more)	After	Dark	released	24	September	2015	After	Dark
The	newest	expansion	pack,	Cities:	Skylines	After	Dark,	has	been	released	for	Windows,	OS	X,	and	Linux.	For	more	details	featuring	the	expansion,	read	more	here.	New	expansion	pack	6	August	2015	After	Dark	A	new	expansion	pack	called	After	Dark	is	set	to	release	on	September	24,	2015.	This	pack	will	include	a	variety	of	new	gameplay	involving	nighttime	leisure	activities,	increased	criminal	activities,	and	the	day-and-night	cycle	-	the	latter	of	which	will	be	provided	in	a	free	update.	(read	more)	System	requirements	Minimum	OS:	Microsoft	Windows
XP/Vista/7/8/8.1/10	(64-bit)	Processor:	Intel	Core	2	Duo,	3.0GHz	or	AMD	Athlon	64	X2	6400+,	3.2GHz	Memory:	4	GB	RAM	Graphics:	nVIDIA	GeForce	GTX	260,	512	MB	or	ATI	Radeon	HD	5670,	512	MB	(Does	not	support	Intel	Integrated	Graphics	Cards)	DirectX:	Version	9.0c	Network:	Broadband	Internet	connection	Hard	Drive:	4	GB	available	space	Recommended	OS:	Microsoft	Windows	7/8/8.1/10	(64-bit)	Processor:	Intel	Core	i5-3470,	3.20GHz	or	AMD	FX-6300,	3.5Ghz	Memory:	6	GB	RAM	Graphics:	nVIDIA	GeForce	GTX	660,	2	GB	or	AMD	Radeon	HD	7870,
2	GB	(Does	not	support	Intel	Integrated	Graphics	Cards)	DirectX:	Version	11	Network:	Broadband	Internet	connection	Hard	Drive:	4	GB	available	space	Minimum	OS:	OS	X	10.9	(64-bit)	Processor:	Intel	Core	2	Duo,	3.0GHz	or	AMD	Athlon	64	X2	6400+,	3.2GHz	Memory:	4	GB	RAM	Graphics:	nVIDIA	GeForce	GTX	260,	512	MB	or	ATI	Radeon	HD	5670,	512	MB	(Does	not	support	Intel	Integrated	Graphics	Cards)	Network:	Broadband	Internet	connection	Hard	Drive:	4	GB	available	space	Recommended	OS:	OS	X	10.10	(64-bit)	Processor:	Intel	Core	i5-3470,
3.20GHz	or	AMD	FX-6300,	3.5Ghz	Memory:	6	GB	RAM	Graphics:	nVIDIA	GeForce	GTX	660,	2	GB	or	AMD	Radeon	HD	7870,	2	GB	(Does	not	support	Intel	Integrated	Graphics	Cards)	Network:	Broadband	Internet	connection	Hard	Drive:	4	GB	available	space	Minimum	OS:	Ubuntu	12.04	(64-bit)	Processor:	Intel	Core	2	Duo,	3.0GHz	or	AMD	Athlon	64	X2	6400+,	3.2GHz	Memory:	4	GB	RAM	Graphics:	nVIDIA	GeForce	GTX	260,	512	MB	or	ATI	Radeon	HD	5670,	512	MB	(Does	not	support	Intel	Integrated	Graphics	Cards)	Network:	Broadband	Internet	connection
Hard	Drive:	4	GB	available	space	Recommended	OS:	Ubuntu	14.10	(64-bit)	Processor:	Intel	Core	i5-3470,	3.20GHz	or	AMD	FX-6300,	3.5Ghz	Memory:	6	GB	RAM	Graphics:	nVIDIA	GeForce	GTX	660,	2	GB	or	AMD	Radeon	HD	7870,	2	GB	(Does	not	support	Intel	Integrated	Graphics	Cards)	Network:	Broadband	Internet	connection	Hard	Drive:	4	GB	available	space	Facebook	Twitter	YouTube	Twitch	Fanon	portal	Fanon	news	19	September	2015	-	Establishment	Welcome	to	Skylines	Fanon!	Skylines	Fanon	is	the	place	to	share	your	creation	with	the	community.
Show	us	what	you	built!	Whether	you	built	a	city	or	created	a	mod,	share	it	with	the	Skylines	Wikia	community.	Fanon	on	Cities:	Skylines	is	unlike	any	other	fanon.	On	Cities:	Skylines,	we	create	and	build	thriving	cities.	Our	cities	have	different	stories	from	start	to	the	never-coming	end.	As	a	fanon,	we	can	choose	to	share	the	stories	of	our	cities:	the	life	of	your	citizens,	the	tourism,	the	crime,	the	history,	and	more.	You	can	even	build	a	city	based	on	real-life	locations,	such	as	Paris,	New	York	City,	Los	Angeles,	and	more,	and	tell	their	story	like	it	is	in	real	life.
It	is	all	up	to	you.	Show	us	your	creations	on	Skylines	Fanon!	A	policy	is	a	rule	set	within	a	district	to	enforce	specific	actions	within	that	region.	Once	a	district	is	applied,	a	policy	can	be	set	to	enforce	certain	laws.	Each	policy	can	have	a	positive	or	a	negative	effect	on	the	citizens.	Each	district	can	have	different	policies.[1]	Categories[]	Services,	Taxation	and	City	Planning[]	Policies	in	the	"Services",	"Taxation"	or	"City	Planning"	categories	can	be	found	in	the	policies	panel	on	their	respective	tab.	Services[]	Policy	Unlocked	DLC	Effect	Upkeep/Drawback
File:Water	Usage.png	Water	Usage	Worthy	Village	-	Moderately	reduced	water	consumption	(Reduced	by	15%).	Template:Cost/week/building	File:Algae-based	Water	Filtering.png	Algae-based	Water	Filtering	Busy	Town	Template:Icon	Increases	filtering	in	water	intakes	and	purification	level	in	drain	pipes	by	45%.Template:ClearRequires	an	Algae	Farm.	Reduces	algae	farm	production	by	50%.Template:ClearIncreases	water	facility	upkeep	by	15%.	File:Automated	Sorting.png	Automated	Sorting	Big	Town	Template:Icon	Increases	mail	capacity	by	10%
Template:Cost/city	post	service	building	File:Book	fair.png	Book	Fair	Busy	Town	Template:Icon	Increased	happiness	and	entertainment	within	the	Public	Libraries	radius.	Public	Libraries	upkeep	increased	by	100%.	Boom	Town	Template:Icon	Buildings	require	less	energy	for	heating	thanks	to	the	extra	insulation	layer	in	their	walls	and	roof.	Reduction	in	tax	income	due	to	higher	construction/maintenance	costs.	File:Fishing	License.png	Fishing	License	Tiny	Town	Template:Icon	Increases	all	residential	tax	income	by	5%.	Reduces	citizen
happiness.Template:ClearIncreases	crime	by	5%.	File:For-profit	education.png	For-Profit	Education	Big	Town	Template:Icon	All	education	building	upkeep	reduced	by	50%.	Reduces	citizen	happiness.	File:Free	Public	Transport.png	Free	Public	Transport	*	Busy	Town	-	Increased	use	of	public	transportation.	No	income	from	buses,	trams,	metro	vehicles,	local	trains,	or	monorail	vehicles.	File:Free	WiFi.png	Free	WiFi	Boom	Town	Template:Icon	Reduce	mail	accumulation	by	15%	Template:Cost/building	File:Harsh	prison	sentences.png	Harsh	Prison	Sentences
Big	Town	Template:Icon	The	prison	sentences	are	twice	as	long	as	usual	and	the	harsh	verdicts	keep	the	worst	felons	off	the	streets	for	longer,	causing	a	reduction	in	crime	rate.	Double	the	usual	prison	sentences;	uses	prison	space	longer.	File:High	ticket	prices.png	High	Ticket	Prices	Boom	Town	Template:Icon	Raises	public	transport	ticket	prices	by	25%	to	get	more	profit.	This	may	result	in	fewer	passengers.	File:Education	Boost.png	Education	Boost	Big	Town	-	Prioritize	education	over	working	for	young	adults.	Education	budget	increased	by	25%.
File:Educational	blimps.png	Educational	Blimps	Big	Town	Template:Icon	Switch	advertisements	on	blimps	to	be	educational	posters	to	boost	education	slightly.	No	cost.	File:Helicopter	priority.png	Helicopter	Priority	Busy	Town	Template:Icon	Emergency	services	will	use	helicopters	instead	of	ground	vehicles.	No	cost.	File:No	Electricity	for	Heat.png	No	Electricity	for	Heat	Tiny	Town	Template:Icon	Buildings	can	only	use	heat	produced	by	heating	services.	Reduces	electricity	consumption.	Increases	the	demand	on	city	heating	services.	File:Only	Electricity	for
Heat.png	Only	Electricity	for	Heat	Boom	Town	Template:Icon	Buildings	are	forbidden	to	use	heating	services;	they	can	only	use	electricity.	Raises	electricity	consumption	significantly	during	cold	spells.	File:Parks	and	Recreation.png	Parks	and	Recreation	Tiny	Town	-	Moderately	increased	land	value	around	parks	and	plazas.	Increases	the	Parks	and	Plazas	budget	by	20%.	Tiny	Town	Template:Icon	Increases	Park	Maintenance	vehicles'	shift	length	by	50%.	Template:Cost/Park	Maintenance	Building	Tiny	Town	-	Slightly	reduced	garbage	accumulation.	Slightly
decreased	happiness.	File:Power	Usage.png	Power	Usage	Worthy	Village	-	Moderately	reduced	electricity	consumption	(Reduced	by	11%).	Template:Cost/week/building	File:Prefer	ferries.png	Prefer	Ferries	Boom	Town	Template:Icon	Citizens	prefer	ferries	for	moving	in	the	city.	Template:Cost/ferry	in	use.	File:Prefer	parks.png	Prefer	Parks	Tiny	Town	Template:Icon	Parks,	Plazas	and	Park	Areas	draw	10%	more	visitors.	Template:Cost/Park,	Plaza	or	Park	Area	in	the	policy	area.	File:Recreational	Use.png	Recreational	Use	Boom	Town	-	Slightly	increased	tax
income.	Moderately	increased	tourism.	Slightly	reduced	crime	rate.	+15%	Police	budget	File:Recycle	plastic.png	Recycle	Plastic	Boom	Town	Template:Icon	Recycling	Centers	work	with	+20%	efficiency.	Template:Cost/Recycling	Center/week	File:Recycling.png	Recycling	Boom	Town	-	Slightly	reduced	garbage	accumulation.	Slightly	reduced	tax	income.	File:Schools	out.png	School's	Out	Tiny	Town	Template:Icon	The	citizens	will	prefer	working	over	education	and	only	a	small	portion	of	the	eligible	citizens	will	go	to	study	in	the	university.	Results	in	fewer
highly	educated	citizens.	File:Smoke	Detector	Distribution.png	Smoke	Detector	Distribution	Worthy	Village	-	Significantly	reduced	risk	of	fire.	Template:Cost/week/building	File:Smoking	Ban.png	Smoking	Ban	Tiny	Town	-	Slightly	increased	health.	Slightly	decreased	happiness.	File:Tourist	Travel	Card.png	Tourist	Travel	Card	Big	Town	Template:Icon	The	city	will	receive	8%	more	tourists.	Increases	intercity	bus	network	upkeep	by	15%.	*Only	applies	to	bus,	tram,	metro,	monorail,	and	local	train	fares.	For	district	policies,	only	passengers	leaving	from	that
district	will	get	a	free	ride.	Intercity	trains,	cargo	trains,	ships,	planes	and	taxis	will	still	continue	to	provide	revenue,	regardless.	Taxation[]	City	Planning[]	Policy	Unlocked	DLC	Effect	Upkeep/Drawback	File:Airplane	Tours.png	Airplane	Tours	Big	Town	Template:Icon	Increases	building	plane	count,	entertainment	and	city	attractiveness.	Increases	building	noise	pollution	by	50%.	File:Anti-Slip	Studs.png	Anti-Slip	Studs	Busy	Town	Template:Icon	Increases	the	health	of	elderly	citizens	by	making	them	less	likely	to	slip	on	icy	streets.	Template:Cost/senior	citizen
File:Automated	Toll.png	Automated	Toll	Big	Town	-	Vehicles	do	not	need	to	stop	at	toll	booths,	only	slow	down.	Increases	vehicle	flow.	Reduces	Toll	Booth	income	by	30%	File:Big	Business	Benefactor.png	Big	Business	Benefactor	Small	City	-	High	density	commercial	buildings	double	their	sales.	Template:Cost/week/high	density	commercial	building	Busy	Town	Template:Icon	This	policy	bans	cycling	on	sidewalks.	Bikes	can	only	use	dedicated	bike	lanes	and	bike	pathways.	File:Boost	connections.png	Boost	Connections	Busy	Town	Template:Icon	Outside
connection	traffic	capacity	is	increased	by	20%.	Applies	to	boats,	planes,	trains	and	private	cars.	Template:Cost/week	File:Combustion	engine	ban.png	Combustion	Engine	Ban	Busy	Town	Template:Icon	Reduced	traffic	noise	in	policy	area.	Combustion	Engine	vehicles	cannot	travel	through	policy	area.	(They	may	travel	there	if	it	is	their	destination	or	point	of	origin.)	File:Dolphin-Safe	Fishing.png	Dolphin-Safe	Fishing	Big	Town	Template:Icon	Minimal	dolphin	fatalities	when	tuna	fishing.Template:ClearIncreases	citizen	happiness	by	20%.	Decreases	fish	yield	by
25%.	File:Encourage	Biking.png	Encourage	Biking	Tiny	Town	Template:Icon	When	this	policy	is	active,	most	citizens	will	prefer	bicycles	over	motor	vehicles.	File:Electric	cars.png	Electric	Cars	Busy	Town	Template:Icon	Reduced	traffic	noise	in	policy	area.Template:ClearEveryone	living	in	the	policy	area	must	switch	to	an	electric	car	if	they	own	any	cars.	Template:Cost/Vehicle/week	File:Fast	recovery.png	Fast	Recovery	Busy	Town	Template:Icon	Emergency	Response	Unit	does	not	search	for	survivors;	only	makes	lot	ready	for	re-building.	City	recovers	faster.
Increased	loss	of	citizens	from	disaster.	File:Filter	industrial	waste.png	Filter	Industrial	Waste	Busy	Town	Template:Icon	Industrial	buildings	filter	their	waste,	reducing	the	ground	pollution	they	create.	Template:Cost/Industrial	Building/week	File:Heavy	Traffic	Ban.png	Heavy	Traffic	Ban	Busy	Town	-	Cargo	Trucks	cannot	travel	through	a	designated	district;	highways	are	not	affected.	This	can	be	placed	on	an	entire	city,	but	has	no	effect	on	traffic.	Can	block	deliveries.	File:High	Tech	Housing.png	High	Tech	Housing	Small	City	-	Slightly	increased	land	value.
Template:Cost/week/residential	building	File:Highrise	Ban.png	Highrise	Ban	Small	City	-	Prohibits	construction	of	tall	buildings.	Restricts	the	buildings	from	reaching	their	highest	level.	File:Industrial	Space	Planning.png	Industrial	Space	Planning	Small	City	-	Doubles	goods	from	industrial	buildings.	Template:Cost/week/industrial	building	File:Industry	40.png	Industry	4.0	Big	Town	-	All	industrial	workplaces	are	for	well	educated	and	highly	educated	citizens.Template:ClearIncreased	production	output	by	50%.	No	industrial	workplaces	for	uneducated	or
educated	citizens.Template:ClearReduces	workplaces	by	30%	/	zoned	industry.	File:Lightning	rods.png	Lightning	Rods	Big	Town	Template:Icon	Tallest	buildings	install	lightning	rods	to	lower	the	likelihood	of	them	catching	fire	during	a	thunderstorm.	Template:Cost/week/building	Tiny	Town	Template:Icon	No	loud	noise	in	the	night!	Leisure	specialized	areas	will	close	for	the	night.	Reduces	noise	pollution	caused	by	leisure.	Reduced	income	from	leisure	specialized	buildings	at	night.			File:No	re-building.pngNo	Re-Building	Busy	Town	Template:Icon	Forbid	re-
building	on	lots	with	destroyed	buildings.	Lots	have	to	be	manually	bulldozed	to	allow	re-building.	File:Old	Town.png	Old	Town	Tiny	Town	Template:Icon	Only	residents	and	businesses	can	use	the	area	for	motor	vehicles.	Other	motor	vehicles	banned.	File:Small	Business	Enthusiast.png	Small	Business	Enthusiast	Small	City	-	Low	density	commercial	buildings	double	their	sales.	Template:Cost/week/low	density	commercial	building	File:Studded	Tires.png	Studded	Tires	Busy	Town	Template:Icon	Cars	are	required	to	have	studded	tires	during	the	winter.	This
makes	cars	resistant	to	small	amounts	of	snow,	keeping	the	traffic	smoother	even	if	there's	some	snow	on	the	roads.	Increases	road	maintenance	cost	by	25%.	File:Sustainable	Fishing.png	Sustainable	Fishing	Big	Town	Template:Icon	Increases	citizen	happiness	by	15%.Template:ClearIncreases	commercial	income	from	goods	by	5%.	Decreases	fish	yields	by	10%.Template:ClearIncreases	fishing	harbor	upkeep	by	15%.	Big	Town	Template:Icon	All	shelters	in	policy	area	are	reserved	only	for	citizens	living	in	the	policy	area.	Citizens	not	from	the	area	cannot	take
refuge	in	these	shelters.	File:Workers	Union.png	Workers'	Union	Busy	Town	Template:Icon	Slightly	increase	adult	citizen's	happiness	Reduce	residential	tax	income	by	2%	Campus	(Require	Campus	DLC)[]	Policies	in	the	"Campus"	category	do	not	appear	in	the	policies	panel.	They	appear	in	the	panel	that	appears	when	clicking	on	a	Campus	Area.	Policy	Unlocked	Effect	Upkeep/Drawback	File:Student	Healthcare.png	Student	Healthcare	Big	Town	Increased	student	health.	Campus	upkeep	cost	increased	by	Template:Cost/student	File:Free	Lunch.png	Free
Lunch	Big	Town	Increased	student	happiness.	Campus	upkeep	cost	increased	by	Template:Cost/student	File:Visiting	Scholars.png	Visiting	Scholars	Big	City	Affects	all	Faculties	within	the	Campus	Area.Template:ClearIncreases	Faculty	bonus	by	25%	Affects	all	Faculties	within	the	Campus	Area.Template:ClearFaculty	upkeep	cost	increased	by	25%	File:Universal	Education.png	Universal	Education	Capital	City	Students	don't	pay	any	tuition	fees.Template:ClearIncreases	Campus	attractiveness	by	20%Template:ClearIncreases	student	happiness.	No	income
from	Campus	tuition	fees.	Festival	(Require	Concerts	DLC)	[]	Policies	in	the	"Festival"	category	do	not	appear	in	the	policies	panel.	They	appear	in	the	panel	that	appears	when	clicking	on	the	Festival	Area	constructed	from	the	Unique	Buildings	"Concert"	tab.	Policy	Unlocked	Effect	Upkeep/Drawback	File:Ad	campaign.png	Ad	Campaign	(Concerts)	Tiny	Town	Advertise	the	Festival	to	attract	more	visitors.	Increases	all	band	popularity	by	+1	per	month.	Template:Cost/week	File:Premium	studio.png	Premium	Studio	Tiny	Town	A	Premium	Studio	will	increase	the
chances	of	a	successful	concert.	Template:Cost/week	Industry	(Require	Industry	DLC)[]	Policies	in	the	"Industry"	category	do	not	appear	in	the	policies	panel.	They	appear	in	the	panel	that	appears	when	clicking	on	an	Industry	Area.	Policy	Unlocked	Effect	Upkeep/Drawback	File:Advanced	Automation.png	Advanced	Automation	Tiny	Town	Increase	production	output	by	10%	Increase	buildings	upkeep	by	10%	File:Improved	Logistics.png	Improved	Logistics	Tiny	Town	Increases	the	storage	capacity	of	Extractors	and	Processing	buildings	by	20%	Increase	upkeep
cost	of	industrial	buildings	by	10%	File:Improved	Work	Safety	Supervision.png	Improved	Work	Safety	Supervision	Tiny	Town	Increase	worker's	health	Template:Cost/affected	worker	Parks	(Require	Parklife	DLC)[]	Policies	in	the	"Parks"	category	do	not	appear	in	the	policies	panel.	They	appear	in	the	panel	that	appears	when	clicking	on	a	Park	Area.	Policy	Unlocked	Effect	Upkeep/Drawback	File:Animal	ethics.png	Animal	Ethics	Tiny	Town	Boosts	the	entertainment	effect	of	the	Zoo	buildings	by	20%.	Template:Cost/Zoo	Building	File:Even	more	fun.png	Even
More	Fun	Tiny	Town	Boosts	the	entertainment	effect	of	the	Amusement	Park	buildings	by	20%.	Template:Cost/Amusement	Park	building	File:Celebrate.png	Celebrate	Tiny	Town	Fireworks	daily	after	dark	instead	of	every	week.	File:Fine	for	fireworks.png	Fine	For	Fireworks	Tiny	Town	The	Park	Area	will	not	organize	fireworks	while	this	policy	is	active.	No	fireworks.	Tiny	Town	Mark	the	park	as	the	main	attraction	in	the	city	to	make	it	more	attractive	to	tourists.	If	you	have	several	parks	with	this	policy	active,	they	are	equally	attractive	to	visitors.	File:Night
tours.png	Night	Tours	Tiny	Town	Draws	30%	more	visitors	during	night-time.	Template:Cost/week	File:Recycle	garbage.png	Recycle	Garbage	Tiny	Town	Decrease	garbage	accumulation	by	20%	for	the	Nature	Reserve	buildings.	Template:Cost/Nature	Reserve	Building	Tiny	Town	Draws	20%	more	visitors.	Template:Cost/week	Stadium[]	Unlocked	at	Tiny	Town	monument.	Policies	in	the	"Stadium"	category	do	not	appear	in	the	policies	panel,	but	appears	when	clicking	on	one	of	the	stadiums	constructed	from	the	Unique	Buildings	"Football"	tab	or	the	stadiums
from	the	"Varsity	Sports"	tab	in	the	"Education	and	Campus	Areas"	menu.	Does	not	apply	to	the	level	6	Unique	Building	"Stadium".	Policy	Effect	Upkeep/Drawback	File:Come	one	come	all.png	Come	One,	Come	All	Public	transport	is	free	on	match	days.[2]Template:ClearIncreased	amount	of	visitors	raises	the	odds	of	winning	matches.	No	ticket	revenue	from	public	transport	on	match	days.	File:Match	security.png	Match	Security	Hires	security	personnel	to	keep	crime	low	around	the	stadium.	Template:Cost500/week/stadium	Spending	money	on	training
young	players	increases	the	odds	of	your	team	winning.	Template:Cost9,000/week/stadium	Varsity[]	Unlocked	at	Big	Town	monument.	Policies	in	the	"Varsity"	category	do	not	appear	in	the	policies	panel.	They	appear	in	the	panel	that	appears	when	clicking	on	a	Campus	Area.	Policy	Effect	Upkeep/Drawback	Draws	20%	more	visitors	to	arenas	on	campus.	Template:Cost/week/arena	located	on	campus	File:Fan	Club	Support.png	Fan	Club	Support	Increases	odds	of	winning	home	and	away	games	by	7%.	Template:Cost/week/arena	located	on	campus	Decreased
upkeep	cost	of	campus'	varsity	sports	by	8%.	Billboard	changed	from	varsity	team's	logo	to	sponsor's	brand.	Are	you	ready	to	redefine	the	urban	landscape?	As	a	Mayor,	the	power	to	craft	the	way	your	city	operates	lies	in	your	hands.	In	Cities:	Skylines	2,	setting	policies	for	your	city	is	key	to	effective	management.	From	dictating	the	speed	of	highway	traffic	to	pushing	for	advanced	environmental	standards,	there	are	plenty	of	choices.	This	comprehensive	guide	will	walk	you	through	the	policy	system,	showing	you	how	to	create	the	utopia	of	your	dreams	(or
at	least	avoid	total	chaos).	Step	1:	Getting	Started	-	Navigating	to	Policy	Setting	Before	diving	into	the	world	of	city	policies,	you	need	to	know	where	to	find	them.	Open	the	City	Information	menu	by	clicking	the	round	button	next	to	the	zoning	demand	bars.	Then,	select	the	"City	Policies"	tab.	Here's	where	the	magic	takes	place.	This	is	your	control	panel	for	managing	your	city	at	large.	Step	2:	Decoding	Citywide	Policies	and	Applying	Them	Before	you	go	on	a	policy-setting	spree(which	would	earn	you	the	"Calling	the	Shots"	achievement,	by	the	way),	take
time	to	evaluate	each	policy's	implications.	Policies	like	"Advanced	Pollution	Management,"	unlocked	at	the	Boom	Town	milestone,	can	be	beneficial	for	reducing	industry	pollution	but	might	lead	to	more	garbage	accumulation.	This	trade-off	is	something	to	consider	depending	on	your	city's	needs.	Step	3:	Exploring	the	"District	Creation	Tool"	Now,	let's	turn	our	attention	to	shaping	individual	district	policies.	Fire	up	the	District	Creation	Tool,	unlocked	after	reaching	the	Grand	Village	milestone.	You'll	find	the	icon	-	a	smart	little	white	rectangle	-	next	to	the
zoning	tool.	There	are	no	hard	rules	here;	you	can	create	districts	of	any	shape	and	size.	Step	4:	Fine-tuning	Individual	Neighborhoods	-	Setting	District	Policies	Got	your	districts	zoned	out?	Perfect!	It’s	time	to	draw	up	some	policies	for	these	areas.	To	begin,	click	on	the	district's	name	to	pull	up	an	information	menu	containing	various	policy	icons.	Don't	miss	the	arrow	next	to	these	icons;	it	opens	up	an	extensive	list	of	policies	with	options	to	fine-tune	things	such	as	your	roadside	parking	fee.	Policies	like	the	"Heavy	Traffic	Ban,"	effective	at	rerouting	heavy
vehicles	and	reducing	noise	pollution,	could	be	game-changing	for	maintaining	a	calm	residential	aura.	Or	you	might	opt	for	"Energy	Consumption	Awareness,"	which	lowers	energy	usage	at	the	cost	of	citizens'	free	time.	Remember,	each	district	can	have	its	ideal	combo	of	policies	-	customize	to	your	heart's	content!	Step	5:	Balancing	the	Act	–	Ensuring	Smooth	Traffic	Flow	While	shaping	policies	that	keep	heavy	traffic	away	from	peaceful	residential	areas	can	make	your	residents	happier,	remember	the	cogs	that	keep	the	city	running.	Do	you	have	enough
medium	and	large	side	roads	to	accommodate	the	heavy	traffic	from	industrial	zones?	Keeping	a	balance	is	key	to	preventing	unwanted	traffic	snarls.	Wrap-up	With	this	guide	in	your	toolbox,	you're	well	on	your	way	to	becoming	a	policy-setting	pro	in	Cities:	Skylines	2.	Remember,	your	city	is	unique,	and	it's	all	about	finding	the	perfect	policy	blend	that	suits	your	city's	persona.	Now,	grab	your	mayor's	hat	and	enjoy	the	journey	of	crafting	your	dream	city.	There's	no	place	like	home,	especially	if	you're	the	one	building	it!	JavaScript	is	disabled	in	your	browser.
Please	enable	JavaScript	to	proceed.	Reddit	and	its	partners	use	cookies	and	similar	technologies	to	provide	you	with	a	better	experience.	By	accepting	all	cookies,	you	agree	to	our	use	of	cookies	to	deliver	and	maintain	our	services	and	site,	improve	the	quality	of	Reddit,	personalize	Reddit	content	and	advertising,	and	measure	the	effectiveness	of	advertising.	By	rejecting	non-essential	cookies,	Reddit	may	still	use	certain	cookies	to	ensure	the	proper	functionality	of	our	platform.	For	more	information,	please	see	our	Cookie	Notice	and	our	Privacy	Policy.
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