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INTRODUCTION

Who are the Lords ofi Winter?

Welcome to Sword of the Stars II. With its combination of fast-paced
action, dynamic research tree, multi-player support and slick interface,
we hope that Sword of the Stars II provides players with an immense

gaming experience.

Be prepared to be sucked into an titanic conflict spanning a constellation
of galaxies. Where seven fledgling species struggle to survive the
onslaught of the remnants of the Elder races — The Lords of Winter. Get
ready to venture across the vast emptiness of space. To colonize distant
worlds. Take part in devastating battles between large fleets of powerful
starships, armed with weapons of advanced technology, beyond your

wildest of dreams. Dare you become the Sword of the Stars.




WHAT 1s SworD ofF THE STars II — Lorbps oF WINTER?

Sword of the Stars II is essentially a 4X space strategy game set in the

hostile depths of intergalactic space. The basic goals of the game are to:
1) eXplore, 2) eXpand, 3) eXploit and 4) eXterminate. Hence the
acronym 4X.

As the leader of your particular empire you must assume control of one of

six unique galactic species. Your goal is straightforward - take your

species and propel it to their destiny among the stars.

Space: The Last Frontier

The premise is simple. Take control of and manage every aspect of your
empire including: exploration, colonization, research, ship-building,
diplomacy, revenue & trade and warfare. Befriend, annihilate or
assimilate any opposition you meet along the way. Develop and construct
fleets of spaceships to defeat all who stand in your way. Most of all, be
wary of the threat posed by the all-powerful Lords of Winter. Lest they

turn their gaze upon you and destroy your empire in the blink of an eye.




INTENDED AUDIENCE

This guide has been written predominately for first-time players of the
game. Those new to the 4X genre may also find it a useful read. Players
of the original game may also find some sections of use, in terms of
appreciating the basic differences in gameplay, between this game and

it's predecessor.

If you are looking for strategy tips, try to seek them within the
SOTS2 Wiki:

http://www.kerberos-productions.com/forums/index.php

Or on the game's forum hosted at:

http://forum.paradoxplaza.com/forum/forumdisplay.php?
488-Sword-of-the-Stars-11.

You may also wish to read the Game Manual which explains how to
use the interface in more depth, as well as expanding on the core game

features mentioned within this guide.

A Zuul Battleship




GETTING STARTED

Sword of the Stars II games are essentially played as one-off sand-box
scenarios. What this means is that certain aspects of your game can be
configured in a variety of ways, to suit your preferences. Parameters are
set on the Game Set-up Screen, shown below. Once the game begins
these parameters cannot be altered. The values set determine the rivals

and enemies you will face, how the action may unfold and ultimately the
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Game Set-up Screen

journey you will experience. If your preference is for long games then
choose one of the larger maps [Size 7 or 8]. If you like to explore and
colonize without too many interruptions, reduce the number of players
[to 3 or 4]. Those who prefer to get into the action quickly may try
increasing the efficiency ratings [to 100+] and increase the number of
starting colonies and technologies. Players desiring a difficult challenge

can set random encounters and grand menaces to their maximum.




WHAT To MANAGE

In order to emerge victorious players will need to familiarize themselves

with the main aspects of gameplay. These are:

| | Exploration - Take your fleets of ships and navigate
them across space. Travel to and chart every star-system
of the known galaxy.

" | Colonization - Find, identify and land colonists on
planets capable of supporting your species.

' | Revenue - Generate as many credits as possible by

increasing the number of colonies in your empire, and by

trading and mining resources. Reduce your expenditure through research.

' ] Research - Study and discover many advance
technologies. Do so before any enemies can gain an
advantage that proves decisive.

' | Colony Management - Terraform and upgrade colony

infrastructure. Construct and upgrade orbital space-

stations to maximize the capabilities and efficiency of your colonies.

' | Ships & Fleets — Design, commission and maintain the

most advanced fleet of space-faring vessels in existence.

Use them to protect the empire and crush any enemy fleets encountered.

' | Diplomacy & War - Conduct diplomacy and arrange
treaties when at peace. Command and control all available
fleets and defensive installations during times of war.

' | Empire Governance - Ensure that the empire runs as
smoothly as possible by managing fundamental aspects of

your empire's population, morale and territorial boundaries.

[ v 2580




THe CycLE

The phases of gameplay employed in 4x games is demonstrated in the

simple cycle shown below.

iurveying Systemil

y N - 2=
Explore Exterminate
N 4 A 4

Acquiring

Revenue

Exploit

a N
Research
b )

For the most part a balanced approach should govern your overall

strategy during times of peace. It will need to be refined accordingly,
depending on the situation. Research and revenue gathering should be
your priority during every turn. Except perhaps when at war. Especially
if outnumbered or outclassed. Therefore during peace try to acquire as
much revenue as possible, conduct research in non-war tech., construct
civilian stations and colonize as many worlds as you can afford. During

wartime focus on expanding your fleet and building defensive stations.
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THe Race AGaInsT TIME

Tick, tock. Tick. Tock. As the sands of time run down victory or defeat
looms closer. As Sword of the Stars II is a turn-based affair it is wise to
remember that every turn progressed is a step closer the enemy (A.IL. or
other players) takes towards their own goals. More importantly they will
move a step closer to stopping you from achieving your own goals. So as

when playing a game of chess, it pays to plan ahead.

Faces in the dark: Human, Tarka & Hiver

Every action taken could be a waste of resources, assets and time if
nothing is achieved with them. In the back of your mind always consider
how precious time and resources could be better spent elsewhere, on
other tasks or missions. Take heed that proximity to other species will
almost certainly hamper your ability-to expand the empire quickly and
without conflict. The starting configuration of the game may also limit
how successful your empire can eventually become. Such as, a high
number of players on a small sized of the map, will result in each faction

starting on the doorstep of another.

11



Core GoaLs

The premise of the game is fairly straightforward to comprehend. Your
core goals should always be to create and maintain as many Colonies and

Fleets as possible. Without one, the other is not possible.

__| Colonies are the lifeblood of the empire. Their role is vital in
providing the platform for your empire's rise to power. They retain
Resources and Population which form the basis of revenue in Imperial
Credits. Colonies can be upgraded through the construction of Space

Stations which can increase many aspects of productivity and defense.

On Patrol: A Fleet in an Unknown Quadrant

| | Fleets are used for all manner of strategic actions. From colonizing
planets, to defending them from attack. They do so by undertaking
Missions. 1t is important to note that most actions in the game can only
be performed by fleets. So the more fleets at your disposal the more
actions can be performed at any given time and the larger the area that

can be covered. Fleets require a large amount of credits to maintain.

12



| Exploration is the key to early success. Knowing where planets exists
that are good candidates for colonization and uncovering the location of

potential enemies and allies, will allow for a more coherent strategy.

Aim to achieve secondary goals whenever possible. Doing so will allow

you to make hard decisions a little more quickly and a lot more easily.

| Research (R&D) is the conduit from which all aspects of the empire
can be improved. There are 14 tech trees, many with multiple branches
to be discovered. Technologies greatly enhance all manner of capabilities
including: fleet combat, R&D breakthrough speed, colonization efficiency,

to intelligence gathering or even diplomacy.

| Trade & Commerce greatly enhances your empire's revenue income.
Freighter fleets can be sent out to establish trading routes with friendly
planets, within your empire and those belonging to neutral or allied rivals.
Mining vessels can be sent to exploit the rich resources of the galaxy's
planets and asteroids. These options require some research before they

can be called upon.

| Imperial Credits must be acquired throughout the game. Your ability
to undertake any actions will be impaired or blocked without these. The
Empire Manager provides a breakdown of expenditure and revenue. Most
game actions deduct varying amounts of credits from the Treasury.
Remember that revenue can only be generated in a limited number of

ways. Expenditure on the other hand can easily race out of control.
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| Intelligence is mainly a by-product of exploration. Though through
research and the construction of space-stations, a galactic sensor grid can
be compiled to monitor the movements of rival fleets. Fleets can also be

used to patrol explored star-systems.

| Diplomacy becomes important once contact is made with rival
species. More so if your game has many different factions in play. The
options available in diplomatic exchanges are dependent on the
technologies researched. Chances of successful negotiations can also be

increased through research.

The circumstances for achieving victory vary ( Last Side Standing ]
depending on the Victory Conditions. They || Last Capital Standing ]
are set up on the Game Set-up Screen at the || Star Chambers l
start of the game. There are seven types 1 e cadsimicns |
each requiring a different approach to the 1 T |
strategy employed. Only one can be set % :l:: _JJ
active at a time. Once set it cannot be

changed for the duration of the game. So Victory Conditions

choose carefully.

Some objectives require a focus on certain aspects of the game over
others. However for the majority of play a balanced approach should be
adopted. Land grab for instance requires colony expansion over research.
Yet in order to attain enough planets to win, the planets must be protected
from harm. To ensure your empire remains intact, research advanced

technologies so you can upgrade fleets in line with those of rival empires.
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StrATEGY & TAcTICS

Sword of the Stars 11 is played in Turns. There are three phases to each

turn.

The Strategic Phase which is followed by an Automated Phase, and then
by the Combat Phase. The first and last phases are played on their own

screens, the Galaxy Screen and the Combat Screen.
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The Galaxy Screen

[ The First (Strategic) Phase is where overall planning is conducted and
the empire managed. Strategic Actions are initiated through this screen.
Additional support screens for aspects such as research, empire
management, colonies and ship building are all accessed from here.
Actions are not actually performed during this phase. Instead they are
gqueued ready to be conducted during the next phase. Once you are happy
with any actions you have initiated, pressing the " END TURN

End Turn button, commences the second phase.
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" | The Second (Operational) Phase is automated. Action initiated during
the previous phase are performed by the game engine and the results
calculated. Once these have been completed, the final Third (Combat)
Phase of the turn begins.
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The Combat Screen

| | The Combat Phase occurs when at least one encounter takes place
between rival species. A list of star-systems for potential battles is
presented to the player. Players can either choose to initiate or bypass
combat. The option of simulated hands-off combat, where the action is
summarized and the results shown, can also be chosen. Command of
fleets can be initiated to attempt to achieve victory by your own hand. If
the latter option is chosen, play is switched to the Combat Screen which
starts as a tactical map. Once two opposing forces meet, control your
fleet of ships against the enemy forces and installations. If no battles take

place, play returns to the Strategic Phase and a new turn starts.
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First STEPS

The first step in any strategy is to determine what goals need to be
accomplished immediately. Then to prepare for the goals that must
follow. Look to develop a list of priorities and plan how best to achieve
them, with the resources at your disposal. Every faction starts the game
with equal amounts of assets, planets and resources. Actual quantities

are determined by the parameters set on the Game Set-up Screen.

System Homeworld

The HomeworldSystem is the seed of all things during the early stages of
the game. It is can be seen on the Galaxy Screen as the system with the
Corona Civica (Oak leaf crown) surrounding it, as seen above. Lose this
system early and you will struggle to propagate your domain and leave
your empire open to conquest. Ensure that you take immediate steps to
protect the Homeworld by upgrading any Naval Stations and building
additional Cruisers, at least until you are able to research better ship

enhancing technologies.

17
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Mission Priority: Surveying

Exploring the unknown star-systems in the immediate vicinity of your
homeworld should be another urgent priority for players. Doing so
provides a two-fold benefit so new planets for potential colonization can
be discovered and any potential threats identified. Select the starting
Survey Fleet, located at your Homeworld and send it to the nearest
unexplored system within its range. Afterall threats cannot be dealt with

if their nature or location remain undetermined.

Another urgent priority should be the colonization of unpopulated planets

located in star-systems within range of the empire. These systems can be

Faces of the Morrigi
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assessed for suitable candidates by
selecting a system on the Galactic Map
and then the Planets tab. Identify an

unclaimed world and decide whether to

colonize it. Note the color of each

planet. Those colored green are easy to

settle. While those in red may be

colonized only if the required

technologies are researched at a later

date. Planetary Bodies

Another immediate concern should be to decide upon an efficient research
program. There are 14 different branches to research, each with a varying

amount of technologies to uncover. Deciding those technologies to

prioritize will' help focus and not waste E |/7\'L|
any effort on unnecessary subjects. I |
I.e. Focusing on ballistic weapons may E

0 L

provide an immediate advantage in

that area, but rivals may possess
shields impervious to those weapons,
meaning those efforts to gain -an
advantage have been in vain. So
remember to prioritize the technologies Psionics

you research as circumstances dictate.
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MissioNs

Most actions are conducted through the use of Missions. They are
initiated on the Galaxy Map, during the Strategy phase of the turn. They
are always performed on a star-system, near some object within its
space; such as the orbit of a planet, star or asteroid field. The Mission
Menu is displayed by right-clicking upon a target star-system on the map.
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Missions: Step 1

Conducting a Mission is a multi-step process. First right-click on the
target star-system on the Galaxy Screen. From the menu select the
mission you wish to perform. Missions such as Survey, Colonize,
Relocate, Patrol, Interdict, Invade or
Strike will bring up a sub-screen to select
which fleet is to conduct the mission,
and the target planet of the mission.

The Build Station option requires the

selection of a target location, where the '|' | . s ' ]
station will orbit. While Upgrade Station | .,.v,;ncohnmmﬁm !

must be conducted upon an existing

station Missions: Step 2

20



Most strategic actions require fleets to undertake a mission. The
numerous missions available, can only be attempted if a particular ship

type is part of the fleet. Missions are shown and described below:

' | Survey missions allow fleets to be sent

[ SURVEY |

_ _ | COLONIZE ]

to map un-surveyed star-systems. The ( BECCATE ]

target system must be in range of the || PATROL |

| INTERDICT |

chosen fleet. [ INVADE |

- ( STRIKE ]

| Colonize missions require fleets with at || BUILD STATION |

least one ship containing a colonizer mission L ]
module. Uninhabited planets with an Mission Types

appropriate level of terraforming can be targeted These planets must also

be in range of the fleet being used.

| | Relocate missions allow fleets assigned to one star-system to be
moved to a different one. This is very useful as fleets can be moved into

the range of unreachable, far off planets.

|| Interdict & Patrol missions allow fleets to be sent to a target star-

system to actively search and engage any threat at that location.

[ 1 Invade & Strike missions allows fleets to offensively target enemy
planets and either occupy them, eliminate the population or destroy the

target planet's infrastructure.

| Build Station & Upgrade Station missions allow space stations to be
created or upgraded. A fleet with a ship containing a construction

module must be chosen for these tasks.

21



Range plays a vital factor in TOTAL MISSIONTIME 11TURNS

TRAVELTIME 4 TURNS 7
the execution of a mission. SURVEY TIME 7 TURNS 7
It is essential to remember COST 0 CREDITS
that every mission can only
be attempted if the fleet is Mission Duration

within Range of its current location, to the target system. Fleets can only
be assigned to a mission if not already engaged on another. Missions in
progress can only be canceled, they cannot be changed. Certain
Prerequisites must also be in place before the order can be given. These
vary depending on the mission. Some examples include: unclaimed

systems, habitable planet or free slots for building stations.

Missions take a certain Length of Duration to accomplish. This number
usually equals the number of turns needed to travel to the target and
back, plus some turns to perform the action in question. Do not always
expect the mission to be completed within that time, as it is an estimate.
Delays are possible. Upon completing the mission assigned to them,

fleets automatically return to the star-system they embarked from.

Before committing to the execution of any mission, you can take the
opportunity to review the Mission Cost in time and money, as provided in
the Mission Briefing Screen. If the mission estimates are not to your
liking, try sending another fleet or send that fleet to an alternate star-

system, or cancel the mission entirely.

22



CoLONIES

These are the vital organs of every empire. They are created by initiating
a Colonize Mission in range of a Colony Fleet. Only unoccupied planets,

capable of supporting life can be targeted for colonization.

Planets have a number of factors which

are explained below:

| | Size indicates the potential capability

in terms of population of the planet. This

is important for factors such as taxation SIZE: 1
TYPE: NORMAL
and trade income. RESOURCES: 3719
BIOSPHERE: 4,722
| Type indicates whether the planet sl o

) MOONS: 0
requires advanced technology to be

settled or can be populated by any Planetary Factors
species.

| | Climate Hazard indicates the ease of which the planet can be
terraformed. The higher the rating, the less suitable it is for sustaining
life. At least for some species. This rating can easily be reduced by
increasing the Terra-forming Slider in the Colony Management Panel.
Over time it can be reduced further through additional colonization

support provided by Colony Fleets.

| Biosphere provides an indication of the maximum population numbers
this planet will be able to support. The higher this number is, the
higher the maximum population that can be housed on this particular

colony.

pAC



| The Civilian Pop count will change depending on the number of
colonists that are present.  Population grows or declines depending on
the circumstances of the planet each turn. The higher this value, the
higher the productivity and the more tax income can be generated from

the colony.

| Resources are the source of income that can be generated from

ownership of the planet.

| Infrastructure represents the level of progress made in all areas of
habitation. Together, the higher these values are, the more income can

be generated from the planet.

| Moons represents the number of small planetoids that are in orbit

around the particular planet in question.

Once a Colony Mission has finished and the colony is constructed,
Additional Support to the fledgling settlement can be provided. This
helps the colony grow at a faster rate. Alternatively you can send the

fleet back to its base. Colony support can be ordered multiple times.

Colony Self-Suffident

Your colony on Slyggia 3 in Slyggia has becom e self-sufficient.
You c@an continue support for this colony if you wish to stimulate
population and infrastructure growth. (Additional Turns: 4)

Continue Support Fnenicoienzing

Colony Support

pL



If you need to find out more information about the planets in a
particular star-system, click on the Star-system icon, on the left.

Here you can see in more detail on the status of each planet that orbits

Star-system Screen

the star. As well as assessing which planets are suitable for colonization,
you can view any colonies belonging to a rival species in this sector. Any
space-stations located in the start-systems can also be seen here. You
can only access this screen if the star-system has been surveyed by at
least one of your fleets or knowledge of its location has been obtained

from another faction.

ANC

Emblems of the Hiver

A
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The Colony Management Screen allows you to monitor and manage the
individual colonies of your empire. You will first see it when your ships

create a colony and later during

. Developed Colony
the game by pressing the Star- S 18,888
. ECONOMIC RATING: 50
system Icon and selecting the LIFE SUPPORT COST: 18,888
_ . INDUSTRIAL O UT PUT: 36
colony you wish to review. Construction Trade
L | J
lony output is represent Y . |
Colony output is represented by TS
the  Construction-Trade  slider. Abandon Colony
Decide how much of your income
: : MORALE
you wish to spend on either or 4 :
G W W
both. = = = = = =
IMPERIAL POPULATION: 105
CIVILIANPOPULATION: 0

You can increase the rate of

Max Civilian Pop. 509 (0 Biosphere)
L J

development above safe limits

with the Over-harvest slider. Ie”afmmmg | 6231
Infrastructure 0.04

Moving the Biosphere slider can {ShipCanstruction l a}
i J

increase the maximum population

size a planet can hold beyond safe Colony Management

limits. This will increase revenue but will likely result in decreased morale

and ultimately planet-wide rioting.

Lastly choose which upgrades to prioritize from the Terraforming,
Infrastructure and Ship Construction sliders. Every point put into one of

these factors, is a point less that can be used to develop the others.
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TecHNoLoGY RESEARCH

The Research Screen can be accessed by clicking on the icon

i

be almost impossible to research every technology in a single game.

seen on the left. The important thing to remember is that it will

RESEARCH DISCIPLINE

o €3 Technology .

0 Medules Installed
—— o R A - p—

Example Technology Tree
Research is pivotal in the development, expansion and most notably
protection of your empire. There are two fundamental research strategies

one can choose to adopt.

Choose to research technologies that take the quickest time, effort and
credits, across a broad spectrum of subjects. Thereby enabling you to
learn more subjects in a specific amount of time. Otherwise focus on
developing your knowledge of a few select branches, choosing to gain a
technological superiority in those fields only. This will give you an

advantage over your rivals, at least until they catch up.

27



When beginning a new game, only certain technologies are known about.
Some of these can be researched immediately. Others may require a

Feasibility Study before any real attempt can made to learn them.

- -
STUDY FEASIBILITY == RESEARCH ITEM

—

Feasibility Studies are completed comparatively quickly compared to
normal research. They provide an excellent indicator as to how efficiently
a subject can be researched. The results are represented by the color of
the lines connecting the nodes, in a technology tree. They can be
interpreted at a glance when looking at the research screen. Each state

is displayed by a different color, as seen in the example below.

Research States

Red denotes techs that are virtually impossible to research. Brown
denotes techs that are not as straightforward, but with some effort are

attainable. Orange denotes techs that can be easily researched. Green

28



denotes techs already uncovered. While Blue denotes unknown techs.
Once the results of a feasibility study are known you can choose whether

to progress with the current project or whether to switch to another.

You can keep el Researching Drone Sattelites —?"'
Progress: 0% (7 turns) "F *

CANCEL RESEARCH

l. on the progress of the
' currently  researched
project by checking the icon on the Galaxy Screen (on the left), or from

within the Research Screen (as seen on the right).

Heavy Plasma Cannon

Feasibility: Unknown

Ea Heavy Plasma Cannon

- =

A triple-barrel rapid-fire version of the 000000 [l /\ |
standard plasma energy cannon. The extra- = —

long barrel gives the weapon a much more oco

cohesive plasma sphere, which translates

. . 1,800 500
into greater range and higher accuracy when gLk ﬂ
Maximum Deviation (deg) e L] L]

mounted in large turrets.

Enhanced Details
Some technologies have detailed information which you can find by

clicking on the Details button to display this additional information. This
extra knowledge is currently limited tor weapon technologies. The extra
information provided should allow you to appreciate which weapons you
wish to mount, onto which ships. The following detailed information is
shown: the Rate of Fire, plus the amount of damage that can be

delivered against Planetary Infrastructure, Population and Terraforming.
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FLEETS

Fleets are the workforce of your empire. Without them very little is

possible. In order to use them effectively you need to know the basics.

Once you have built your ships, they must be assigned to a fleet.
g You can conduct virtually all fleet configuration by clicking the

Fleet Manager icon.

Every star-system has one base where all fleets are said to reside when
idle. This is known as the home-base where fleets are stationed when not
on a mission. When a fleet completes a mission it has been assigned, it
will always return to this base. Fleets can be relocated to alternate star-

systems, at which point they begin operations from this new home-base.

Each fleet must contain at least one ~%hesarve 00—

Empty
Command and Control (CnC) ship.  CnC (Besnishug's )
|
Ships are outfitted with a CnC module in the :
+ ¥ Survey Fleat Shagia g
mission section of the ship's hull. Each one L —
nd.m iral: Kaldo Fen’ Kona
possesses a Command Point (CP) Limit E:e;f;;:u_lz
denoted in the image to the right, by the Boctviatbon None
figure 54. Every ship in a fleet has a CP P& rancorr (1))
b2 Velanvu G|
rating. The current level of ship CPs is 36. b SaakTar (2 )

The total number of ships in a fleet can

Organizing Fleets
never exceed the CP Ilimit. So in this E g

example at any additional ships must have a CP rating of less than 18 to
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be added to this fleet. Only one command ship can be assigned to each
fleet. Adding additional CnC ships will not boost the CP limit of the fleet.
Only the quality of the CnC module fitted, dictates whether a greater

contingent or larger sized ships can be added to any fleet.

The Reserve is a special immoveable fleet where all ships are placed when
newly constructed. Each star-system has a Reserve fleet created once the
first ship is produced in that system. These fleets cannot be given any
orders. They are used to hold any unassigned ships in the sector. You can
only move ships from stationary fleets in the system, to and from the

reserve, as you organize your ships into flotillas you require.

Click on the Create Fleet button to commission a new flotilla. Then

choose an Admiral to lead this new group of ships. Confirm your choice

Is: 7/14 Captured Admirals: 0/7 Enemy Admirals: 0 Sort By: [ None ]IT

Name: Diego Malik L Rin ]
Location: Deep Space
Traits: BlackThumb Birth Planet: Vela 1 I
Age: 39 Years as Admiral: 16
L Ity: 33
Reaction: 15
Create Fleet ion: 74

Assigning Admirals
by pressing the button below your preferred leader. To create a fleet, at
least one CnC ship must be in the Reserve at the location in question.

Once a fleet has been created you can drag and drop groups of classes or
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individual ships, located across the fleets within the star-system.

New fleets can be named or renamed, by right-clicking on the fleet name
in the Fleet Panel on the left side of the screen. One possible naming
convention is to give them a combination of star-system they are based

at and intended , plus a number i.e. Beta- -1.

Once you have assigned the preferred number and
configuration of ships to a fleet and named it, you can set
up its travel formation. First double-click on the fleet name on the left
hand panel. This will place the ships of the fleet in the waiting area
(bottom) of the positional grid. Clicking on one of the formation buttons
selects a position for each ship to assume. These ships can be dragged
and positioned individually across both vertical and horizontal axis and

through three levels of height.

Fleet Formations
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SHip DEsiGN

R

Every game starts with a handful of basic ship designs at your

disposal whatever the faction chosen. Each of these has a

specific role to play through the game from combat, construction,

trading, mining to colonization. Ship design is performed in six phases.

SHIP DESIGN

Ship Designs
Cruiser

LH
ndurance T
s

/" Ship Cost >

240,000
3,00

Construction Cost
,000

Tops
Turning Speect 60 degls
Thrust

Standard Command Armor Fusion Shaped Hyperficld

600 700

WEAPON TEST

Ship Design Screen

3 =

First the ship class (or type) is selected. Choose your preferred class by

selecting from one of the researched classes. There are several types,

Ship Designs

Cruiser

Colonizer
Constructor
Supply

SUBMIT DESIGN

Saved Designs

)

the standard being the Cruiser. Larger classes
consist of the Dreadnought and the immense
Leviathan types. Smaller craft include battle-
riders and drones which are carried into battle
as they have no jump capability. You should
remember to redesign your craft periodically,

whenever research discovers a major new tech.
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Next you must decide upon the specific components that will be fitted for

each of the three core modules for: Command, Mission and Propulsion

modules.
~  Standard Command o Barrage N 25 Fusion S

Armor Rating: 240 Armor Rating: 280 Armor Rating: 320

T:AEmEEm IS LLLLLL] T:MEAmMEmERR

B:MmmmEm B: mEmmmmm B:mMEmmEmmmn

e L LLLL] ~ S:MEmmEmEN : S:Ammmmmmn
Structure Rating: 500 ‘ Structure Rating: 750 ‘ Structure Rating: 900

N Fn EEN
Command Module Mission Module Propulsion Module

This module combines a variety of hull types that sacrifice some of the

turret points for more command capability or extra armor or structure.

This module determines the overall mission capabilities of the craft. The
range of types such as: PEACEFUL - supply, mining, trade, construction &
colonizing, or WAR: armored, drone/battle rider carriers, and a selection

of heavy weapons carrying hull platforms.

This module determines the transport speed and travel mode the ship will
use to traverse the realms of space. For the most part the available
options are restricted by the race being played and the research level of
the propulsion tree in the Research Screen. Research the necessary

technology branches to develop faster moving vessels.
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Once the core modules of a ship have been decided upon, you can begin
to arm the space-craft with weapons across the breadth of it's surface.
The amount of weapon points available will vary, depending on the hull

type, size and command, mission and propulsion modules selected.

— e
N =
Heavy Fusion Cann i :
E ws Gauss Cannon —H—”"l}/—
et 38() rlz 10000+ |3k 0010 (+) i 0.00(+) ]
e T LI [PV T e |

q./

Weapon Mounts

Some hull types have special slots located at key points across the hull of
a ship. Seen as green in the image below. These are used to equip
special  auxiliary modules on the hull of the ship. These special

equipment types enhance various aspects of a ship capabilities.
‘F‘J 1‘“ i ._—f- +
= [ + AR

t_[ -;:f - T
"&" >

Auxiliary Modules
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SHip ProbucTION

Once you are happy with the ship designs created, you will want
to build these in the numbers needed and can afford. In order to
demolish enemy fleets and get the job done. From the Galaxy Screen,

click on icon (to the left) to access the Ship Production Screen.

System: Zenla

Available Designs | ®

Ship Cost 50,000

Cruiser X 'Construction Cost 5,300

Fane Orr B ooo 000)
Velan Vu % ‘,‘-A = .. 2 [1.,.-“ )

Operstionst
Lao Kuum

st

R e S i S
—iZs Designed on turn 000

Protema Destroyed

Top Speed 80 km/s (in 1)
R — 50 degis
Thrust 50 m/s*
ADD TO INVOICE . Design Name Mass 22300 ky
————= Command Section Mission Section Engine Section
Build Queue | New Invoice Financial Details
Fleet Maintenance
i [0 F‘l“.n—'““‘"ﬂ’v':— a Current 51,000
f : ::'I:: :: fortys ‘ Projected Costs 18,000
R VelanVu Velan Vu Total 94,000
R SaakTar ‘Sank Tar !
R SaakTar ‘Sazk Tar Zenla
g Production 6,900
2 / - Income 102,588
Savings Cost 384,300 Ll A || ship Construction 100%
Build Time 6 Turns N ot o
SER__ :
ppE——
-2 DESIGN BAGK

Ship Production

Ships are produced at the star-system level. All colonies within a system
contribute to their construction, depending on the slider settings. When
completed they are immediately assigned to the Reserve Fleet of the

particular star-system. They can be reassigned using the Fleet Manager.

Ships can be built individually or enmasse. They are arranged in invoices.
These can be saved and called upon to build the same group of ships at
different places across the empire where needed. Just remember to

update your invoices with newer designs as they become available.
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SPACE-STATIONS

g Once a colony is established you can construct and upgrade

There are five initial types. These facilities provide a boost to both

space stations using the Station Manager (icon to the left).

empire and colony capabilities in all sorts of ways from: generating

additional taxes, increasing research efficiency, to proving additional

command and defensive capabilities for your settlements during combat.

EEEEgN" .*.I-;_I_tl-l e el L%

e _— R

-

A Space-station : Sector X-91L

INITIAL*CONSTRUCTION

Space Stations can be built at the locations of planets or stars whether
under your control or any unoccupied star-systems within range of your

empire. In order to do so, you

5

@ Diplomatic

™ Civilian || Naval | | Construction Mission.  Select

] must send a fleet on a

the type of station you wish to

build from those available (to

Station Types the left).
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Next you must select the
deployment area around the
target planet where you wish to
deploy to. Finally assign it a
Fleet with a Construction Ship.

In the example (to the right)

there are four zones, where

stations can be deployed to. Station Deployment
Depending on the size of the planet in question, the number of available
locations to place additional stations will vary. Once completed it's nhame

can be changed. Each station consists of a number of module types.

Construct Modules

I*-n > Bastion 517
Once a station has been deployed, ®
@ aud Combat 0/4

you can use the Station Manager to

Dock 1/3

configure its internal modules. Each A 77

<
8]

E |
module increases the capabilities of m o (9 HiverHabitation  0/1 ]
the particular station in question, by [m 1 m EnergyWeapons  0/1 ]

il x| Technoloaylab |
applying a small percentile increase I@ o Eanpedn:::-nim 0/0 l
in some aspect of gameplay such as: ‘B ‘

- ; ; x Y| Warhead Technolo
Research  efficiency,  Diplomatic ERE ]
.- . il - cTechn
capability, or Command capacity for B ER

] ¥ Bio Technology Lab

the star-system they are built in. B © 2R /0 J
. __ & @ Industrial o/0 ‘
Stations have a Module Limit and r_!_!_!ed-nlmub ;

A C3 TechnologyLab  O/0

. 0
once this number of modules has | ¥ i |
been built, the station must be Station Modules
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upgraded before additional modules can be added. Modules are added by

‘Module Queue

.i | Bastion - $60,000 %)

(Dock - $45,000 ®)

I‘ [Dock - 545,000 X

' [Amp - 560,000 ®)

| [Amp -$60,000 X
Cost $384,000
Time To Complete 7 Turns
[ CONFIRM BUILD ORDER ]

Module Construction Costs

selecting them from the

Modules sub-panel. Once you
have selected the modules you
wish to build,

Confirm Build Order button.

click on the

Stations can be upgraded in

one of two ways; by initiating a mission from the Galactic Screen or from

the Station Manager. Either way will require you to choose which station

you wish to upgrade and which Construction fleet will perform the

operation.

station is upgraded in a timely manner.

Having the required funds available will ensure that the

GateStation1 UPGRADE STATION
T |Gatecaster [_ 2SRADESTATION ) Krankor

% Population: 100 Soensor Range

Structure: 1,200/1,200 Strategic: 3+15) by
| Maintenance: 1,568 Tactical: 4.000(+1,500) km
Naval Base
Naval Sector Base Krankor
@ Population: 750 Sensor Range
/‘-"@- Structure: 6,500/6,500 Strategic: Gl+2)ly

—, Maintenanca: 25,000 Tactical: 7,000(+2,000) km

Station Manager
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BATTLE MANAGER

Once your colonies are established you will want to think about defending
them from the warmongering Al or player controlled opponents. The

Battle Manager is perfect for this. It allows for the organization and

Lui :
P L SO
The Battle Manager
placement of one Fleet and numerous Battle Platforms within the vicinity
of your empire's colonies. Each star-system is separated into Sectors as

denoted by the thick black lines. Each system also has a Command Point

(CP) limit for all defensive assets that can be deployed at any given time.

Different types of Defensive Platforms can be researched and built to
defend a star-system belonging to your empire from attack. They can

only be placed within the star-system they were produced in. Once built

x s — == e ——
- —

CP:1 CP: 1 CP:1

w1

Available Platform Queue
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they appear in the Platform Queue (previous page), which also shows the

CP of currently deployed platforms and maximum limit for the system.

Platforms can be selected from the queue and placed on any available

deployment zones - i.e. the black circles (top of previous page).

PLAcING A FLEET

Available Eleets

To place a fleet simply drag and drop one
of the those listed under the Fleets In
System (see picture to left). Make sure
that you choose the most capable fleet, as
fleets currently do not contribute to the
overall CP limit of the star-system it is
assigned to. Active defensive fleets are
denoted with a yellow star, as shown on

the left, by Fleet Def A. Fleets can be

positioned individually, unless it contains a single ship, of its own. Once

positioned the initial facing of each fleet can be changed using the green

directional buttons directly to the front of the icons (See below).

Platforms and Fleet

41



ComMmeaT OPTIONS

Encounter at W'kanda
Encounters:
Whkanda
Furad
_ i
oK ’u"-f-‘!

Combat in Sword of the Stars II comes in two forms: Auto-resolved and
Hands-on combat. Combat occurs when two or more fleets from rival
factions encounter each other at a star-system location. Once engaged,
you can choose to either take part in Hands-on combat or allow the
computer to Auto-Resolve the encounter. If the latter is chosen,
additional options can be set to let computer take the appropriate course
of action. Options consist of: Attack or Peaceful conduct. Remember to
set these actions for all Encounters that are listed for the current turn.

Once combats are concluded, a summary of the results are presented as

shown on the

. Combat - Draw at Griffin
amiami cemies | SCreen to the left,
e . .
o which depicts
Gapt.TC M ic
Total Units Destroyed Units Damage Inflicted Damage Taken d g | f h
O CaptaC [ & W) T () etails o the
$
o — e — damage dealt to
U s and  from the
£ Wonior
Allied Weapon Damage Enemy Weapon Damage SIS bel n g
1 L]
NHOHE Rl %[ fought, and the
weapons used by

Combat Results Screen both Sides,




ComMmeaT CoNTROLS

All the following instructional images contained within this section are taken from the wonderful

pictorial guides made by Elouda. They have been altered to make them fit this format, but are

available in their original size and format on the Paradox Interactive - Sword of the Stars II forum.

The Tactical Combat Screen is seen once non-automated combat is
initiated with an enemy fleet. Upon entering combat, the screen usually

starts in Sensor Mode View, as can be seen in the image below.

The Tactical Selected Ships Movement Orders e Player List
Combat Screen N\ 1 and Timer
e . e &

7 e

Sensor : , =

Range 4

Shown in blue = = —” Friendly

// Planet
—
-— )

Friendly Ny ——— Tactical

Ships

o T "? P : Sector
Ship Control Panel

Weapon Control Panel

Tactical Combat Screen

This mode is seen when a battle at a particular location first begins and
your ships and those of your enemy, are located beyond sensor or visual
range of each other. This view displays the entire system area in zoomed
out form enabling you to direct the ships of your fleet, towards the targets
you wish to engage. Click on the Sensor Mode button in the Weapon
Control Panel to zoom-in battle view once you are in visual range. You will

then be able to see the action close-in and give orders to individual ships.
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Once engaged in combat you can use the Ship Control & Status Panel to

monitor and direct your fleets during combat. These orders can be given

to either one, several or all the ships taking part in the action. Depending

on which individual fleets are present. Stances are set to determine how a

fleet will act against rival fleets.

defensive in nature.

They can be aggressive, passive or

Stance Roll 360 Ship Name o i1 360+ 50 F by
Setting
N N ~
\ v /
LE TERRIBLE 2
ROLL SPIN
e (D
T r
100%d 00°d 00% k 100%83%100%
\ Supply,

Structural Status Energy and

Movement Controls

Ship Control & Status Panel

Ships can maneuvered using the Roll and Spin buttons.

Crew Status

Movement

controls can be used to set the speed of which s ship travels across space.

Upper Combat

Maximum Speed\

ROLL SPIN

.~ Plane

o Wi
Normal d ! Middle Combat
Speed /‘.E Plane

"

Slow Speed/

P "™\ Lower Combat

Stop

Ship Controls

| Plane

Roll Controls

They can also be ordered to
attack from one of three vertical
planes, so as to direct their
attack from a particular direction.
Components of a ship that can be

damaged are represented by the
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Structure & Supply, Energy and Crew Status icons.

The Weapon Control Panel allows you to customize how each ship attacks
during combat. When deciding how to initiate your attacks, you can
choose which Weapons will fire, the Mode they will fire and the ship type

Targeting Priority they will focus their fire at.

Weapon Icon

-Targeting Priority
[OJ [ALL The weapon bank will

Lv || Leviathan

prioritise targets of the
selected category.

Dreadnought

CR || Cruiser

Point Defence

Firing Mode ALL || All Targets

Hold Fire The selected weapon type will hold fire

Selected weapon type will fire as fast as
Free for All §; can reioad and acquire targets

Concentrate Selected weapon type will try to fire all of
its mounts at the same target

Selected weapon type will stagger its shots

+
0@

shots for maximum salvo damage

= 3
Wl Ripple to maintain firepower
Selected weapon type will divide its mounts
'$' S pread between potential fargets
@ Alpha Selected weapon type will synchronize its

Toggle sensor mode
T — ==;‘:T[:gglne hold fire

Weapon Control Panel
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Understanding the status of armor that a ship possesses is key when
deciding whether to withdrawn from battle. All ships possess a certain
amount of armor, while those dedicated to combat, possess more

defensive capabilities. All armor is given a rating, as can be seen in the

Armor Rating: 160 %= Total Armour Strength (Mumber of Cells)
T:- AmEmMm
' E: mEmm - Armour Depth Display {Top, Bottom, Sides)
- S:EmEmEE
Structure Rating: 400 <4+——— Structural Strength
N

Armour & Structural Ratings

image above. Armour Strength represents the total number of individual
armor plating cells that the ship possess. Armour Depth shows the level of
armor any attacks will need to penetrate before hitting the ship proper.

The Structural Strength of the hull is

also shown. This is essentially the

exposed hull of the ship once all

Ingame armour grid display
armor has been depleted from the
Damaged Armour Cell

Intact Armour Cell SEun craft's exterior. The Armour Grid is
Resistance
the visible component of the armor,
Armour
Depth when seen on screen (Green). As
< > each ship is attacked, this grid will
Armour Width

update to show exactly how bad the

Ihe Armor Grid damage being caused is (Red).
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DipLomMACY

You can also engage in diplomacy and espionage from the
Diplomacy Manager Screen, (by clicking the icon on the left.)
From this screen you will be able to undertake a host of actions, limited
only by the resources you need to fund such actions, such as credits,

knowledge, technologies and diplomatic stations.

Dipiomacz (960 GDP)

Available diplomatic currency is shown at the top of the screen (as
above). This value determines what actions can be attempted for all your
diplomatic dealings with rival factions. You can increase this amount in
several ways including: building diplomatic stations, setting sliders in the
Empire Manager and through research.

Technologies that increase your diplomatic capabilities can be found
throughout the technology tree, though the most important are perhaps

Political Science and Psionics.

The range of Diplomatic actions and
Espionage options are arrayed across
four sub-panels which can be navigated
by using the Orange buttons. Each
species has its own set of panels which
are color-coded to match those of the

factions in play. The first of these

provides an Overview of the rival

species including: Race portrait and Diplomatic Overview
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logo, leader name, space travel tech,
and the current relationship between
their empire and yours.

Diplomatic Actions are arrayed in the
next sub-panel. Here you will be able
to conduct any actions you choose and
keep an eye on any previous actions

that may be pending.

INTEL (30 pts)

DECLARE .
REQUEST J

DEMAND |

TREATY

LOBBY

Items Pending |

Diplomatic Options

[ COUNTER INTEL (30 pts)

The next sub-panel contains Espionage
and displays an overview of all
operations and situational intelligence

that your empire's forces have been

OPERATIONS (30 pts) able to gather against each opponent.

Espionage Options

History is the final sub-panel. This
provides an overview of recent events
and interactions concerning the
particular faction being monitored.

As research and stations increase so
will your capabilities and success rate

in both these disciplines.

Recent News

88 Smaller Empire
88 Smaller Empire

88 Smaller Empire +
88 Smaller Empire

88 Larger Empire +.
88 Larger Empire +

Recent Interactions

Intelligence Overview.
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EmMPIRE MANAGEMENT

EMPIRE MANAGER
Income
375,514
Tax Rate: 5
Government Research . . 4
74,089 112,257 Immigration Rate: 5
= e —
-84 H
§2 (%) trism
Security 37,045 Research 112,257 @ @ @
L e —
Operations Current Project o
12,225 e 112,257 @ @
Intel Special Project
12,225 o
Counter Intel Salvage Research
T 12,505 (S °
Stimulus 37,045 Expenses 151,000
N T Colony Development: o
Mining Fleet Maintenan ce: 51,000
[ —1 12,225 Station Maintenance: 100,000 o= ™ / g
Colonization Corruption: (] . o = 8 E
T 12,225  Debtlinterest: o A i o
2 v 2 L 1 = -
Trade f& 3 e E’ A
o 12,595 7
Savings This Turn 39,167
A
Current Savings: 100,000 Population: 2,701,826,177 Colonies: 3
Economy: 1 Provinces: 1
Savings Interest: 1,000 Biosphere: 7,927 Bases: 1
e Trade Income: 0 Fleets: 7
et dll 1S hating Average Morale: 100 Ships: 17

Empire Manager

Accessed by clicking on the Pie-Chart icon on the main Galactic Screen,
the Empire Manager provides an overview of: finances, government
ideology, current tax and immigration rates, as well as the current
Relationship overview for each known rival faction. In addition there are
a number of statistics detailing your empire's current achievements.
Perhaps it's most important function is to show whether your treasury will

increase through savings in the next turn, or if a loss will be made.
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BubpGETING

Everything comes at a price. Whether conducting research, upgrading
colonies, building stations or maintaining fleets. Each action sucks vital

credits from the imperial treasury.

Income
You can see the percentage of funds allocated to each 662,856

sector of the imperial effort by glancing at the

Income Pie Chart on the Galaxy Screen or in the

Empire Management Screen. Each color represents a i

portion of your empire's expenditure. The most Income Chart
important of these are Dark Blue for government/bureaucratic expenses.
Purple represents research. Black shows the amount of credits lost to
system wide corruption. A turn where there is a shortfall will see the

necessary funds taken from treasury savings. Interestis shown in Red.

‘ \Imperial T : 287,389
As the leader of your L :

Gowvernment Resaarch

empire you can manage

tosssome | degreCautE Treasury Barometer
volume of funds are

allocated to which sections of effort. Moving the slider from the Treasury
Barometer, seen below moves the amount allocated to the two core
funding areas of your empire. Most of the time what you spend on
research dictates what the slider is set too. Once you have a number of
established colonies generating credits, consider saving money to build

valuable dreadnought and Leviathan fleets.
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TRADE

If you ever hope to win, you will need to become a master of the
mercantile and fill your treasury with as many Imperial Credits as possible.

The knowledge held by the FTL Economics technology from the

Political Science discipline must be discovered. Once unlocked

several key elements become available, making trading possible.

The Trade Filter becomes active in the Galaxy

[ Trade ]

Screen. You must select this option in order to

see the Trade View (below) and manage your empire's trading.

— PR 1 G(;odsz ®®0000
5 _ r Freighters: A A

Imports: HOOOOOO

Construction Trade
iC J

Trade View.

; Civilian Stations can now be built within star-systems with at
=== . . .
{l‘ ' | least one colony. Once operational, Freighter Ships can be

=) built to transport goods between systems. Each station
provides a limited number of slots (A) for freighters to ship goods from.
When built they are automatically assigned a free shipping slot solely
within that system. The number of Goods being shipped can be increased
by moving the planetary slider from Construction towards Trade. Once
freighters begin shipping Goods, Imports will begin to show automatically
depending on volumes being traded. Access the Empire Manager to view

how many Imperial Credits are being made per turn, through trading.

51



Event HistorY

@ Important events are noted and recorded in the
Event Log. These alerts can be found at the

bottom right of the Galaxy Screen, as they

occur. Though only one event is shown at a

time, you can cycle through all of the events of the current turn in order.

For more details you can consult the Event History Log which can be
accessed by clicking on the icon to the left. Previous events are
stored here in chronological order, grouped into sections by the

turn count during which they occurred. You can consult these logs at any

time you wish, in order to see if you have missed anything of importance.

Most type of game events have their own icon to help scan the list of past

events and identify any that you may be looking for.

Event History

TURN 25

Turn 5 -30

Research complete: Reflective Coating acquired. Your sdentists are

Turni0-5 ready for a new project.

A ship has been constructed at Metaluna.

VRF Systems feasibility: 74% - The chances of succeeding in this
research are good but it is still possible to fail. Your Science Advisors ¢
recommend paying close attention should the project go over
budget.

1st Survey Fleet survey mission to Volans has been completed. G

The Empire's History.
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CREDITS

MARTIN CIRULIS

CHRIS STEWART
ARINN DEMBO

ARINN DEMBO

CHRIS GERSPACHER

JOHN YAKIMOW
RYAN BLANKS
GREG KOLODZIAN
ALLAN MACDONALD

HEROD GILANI

KEN LEE

RACHEL MARKS
ALICE DUKE
JESUS GARCIA

CHENTHOORAN NAMBIAROORAN
JUAN DIEGO DIANDERAS

JOHN NEWTON

ADDITIONAL 2D ART

KERBEROS

JUDITH PAXTON
CHAR REED
NIKOLA MATKOVIC
HOMEROS GILANI

DARREN GRANT

DAVID SALSMAN
WILLIAM GOODALL
DARREN WAINE

ARINN DEMBO
MARTIN CIRULIS

KEN LEE
JOHN YAKIMOW

CHRIS GERSPACHER
CHRIS STEWART

CHRIS STEWART

GLORIA DAVIS

ROB PLOTNIKOFF
GREG SABITZ




PAUL RUSKAY
STUDIO X PRODUCTIONS

LESLEE ACHORN [HUMAN]
TOREN ATKINSON [VARIOUS]
AARON BUSCH [TARKA INTEL]
DOMINIC CHAN [SCREAMER]
TIM CHISHOLM [VARIOUS]
FREYA CIRULIS [LIIR CHORUS]
ARINN DEMBO, [VARIOUS]
HEROD GILANI [VARIOUS]
CAROLINE HARRIES [VARIOUS]
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TAYLOR LATOUR [VARIOUS]
ROBERT LEAF [VARIOUS]
VINCENT PAUL [VARIOUS]

LISA PETERSON [VARIOUS]
SEAN RICCIO [VARIOUS]

PETR SALABA [HUMAN INTEL]
MATTHEW D. SIMMONS [VARIOUS]
NANCY VON EUW [VARIOUS]
ANDY ITHE SULUT YU [VARIOUS]

Sol-Force: The Faces of Humanity.

MARTIN CIRULIS
CHRIS STEWART

PAUL ‘RORSCHACH’ TOBIA

PAUL ‘RORSCHACH’ TOBIA

SHANE ‘SILVARIL' LAZARUS

PAUL AND AMY TOBIA

THE DARKEST OF THE HILLSIDE
THICKETS

FREYA CIRULIS

MOSES CIRULIS

DOUG TRONSGARD

SCOTT FERRIS

THE MCDONALD’S ON MAIN

THE WENDY'’S ON CAMBIE

THE FATBURGER ON BROADWAY
IMPERIAL HOBBIES, RICHMOND
ELFSAR COMICS, VANCOUVER (RIP
2010)

RX COMICS, VANCOUVER
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This Game is entirely a work of fiction. The names, characters, and incidents portrayed in it are the work
of the developers imaginations. Any resemblance to actual persons, living or dead, events, or localities is
entirely coincidental.

Developed by Kerberos Productions. Published by Paradox Interactive AB. The Kerberos Productions logo
and the Paradox Interactive logo are registered trademarks. All other trademarks are properties of the
respective owners.

This product contains software technology licensed from GameSpy Industries, Inc. ©1999-2011
GameSpy Industries, Inc. GameSpy and the “Powered by GameSpy” design are trademarks of GameSpy
Industries, Inc. All rights reserved.

Uses Bink Video, ©1997-2011 by RAD Game Tools, Inc. Microsoft and Windows 95, 98, ME, 2000,

Windows NT, Windows XP, Windows Vista, and Windows 7 are registered trademarks of Microsoft

Corporation. All other trademarks and trade names are properties of their respective owners.
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Customer Support

Paradox Interactive offers many levels of service for our customers and members. To get the best help possible please visit

below about our services and what best fits your issue.

www.paradoxplaza.com/support

Office Address
Paradox Interactive AB. ,&ségatan 108, 11th floor, 118 29 Stockholm, Sweden.

About Paradox Interactive

Since 1999, Paradox Interactive has been a leading global developer and publisher of PC-based strategy games. World
renowned for its strategy catalog, the company holds a particularly strong presence in the United States and Europe.

Its steadily-growing portfolio includes firmly established PC franchises such as the critically acclaimed Europa Universalis,
Crusader Kings, Victoria and the Hearts of Iron series, as well as now encompassing titles on other platforms such as Lead
and Gold: Gangs of the Wild West released in 2010 on PlayStation®Network for the PlayStation®3 and the forthcoming
Defenders of Ardania on iPad as well as PC. 2011 will be Paradox Interactive’s most ambitious line-up of titles to date with
such anticipated releases as King Arthur II, Pirates of Black Cove and Sword of the Stars II. It is also expanding its
presence in the free-to-play arena through Paradox Connect.

Our offices are located in New York, USA and Stockholm, Sweden. We work with renowned distributors world wide and are
present on all major digital download portals.

We share a passion for gaming and gamers and our goal is to provide deep and challenging games with hours of gameplay
to our growing 200,000+ member community.

For more information, please visit: www.paradoxplaza.com e /ParadoxInteractive e @pdxinteractive

LICENSE AGREEMENT

This Software is licensed, not sold, to the User by Paradox Interactive AB and its authorized licence holder and may only be
used under the following restrictions. Paradox Interactive AB reserves all rights not expressly granted to the User.

Copying. This License Agreement allows the User to use the Software on one computer at a time, providing exception for
any network use described in the documentation enclosed with the Software. Copying of the Software is illegal.

Restrictions in User rights. The Software and the enclosed printed! matter are protected by copyright law. The User is not
to recreate the Software’s source code in any way, that it may be apprehended by the User or anyone else. The User may
not change,adapt, translate, sub-let, lease, sell for profit, or distribute the Software, nor may the User store it on a public
network or create derivative products based on the Software or any of its parts. The User may not, in whole or part,
distribute the Software or its printed documentation to others, or to electronically transfer it from one computer to another
over a network.

Rights. The User owns the original CD ROM discs on which the Software is stored, but Paradox Interactive reserves the

rights of ownership to all copies of the actual Software. The Software is copyright protected.
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