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uch is made of the unlikeliness of the triumphs of Great Britain in the 
18th and 19th centuries. Once a continental power that overawed France, 
England fell on hard times by the 15th century. Even the Tudor golden 
age of English power, when Henry defied popes and Elizabeth defied 

Spain, were marked by internal division and religious unrest, and the traditions of 
English freedom were stomped underneath a network of secret informers.

But the greatness of Britain is not entirely surprising. Strong nobles usually pro-
vided a counter to true absolutism, and the salutary example of Charles I served as 
a reminder of the ultimate price of running roughshod over the privileges of the 
English elite. Despite the occasional bloody suppression of northern national spirit, 
the union between Scotland and England proved a powerful combination. English 
merchants had easy access to the trade ports of the Netherlands and a location that 
allowed sailors to take advantage of prevailing currents to the Americas.

Most importantly, Great Britain was spared the scorched earth of the continental 
Religious Wars, and its own periods of disruption were generally shorter and less 
intense than the Deluge of Poland or the Russian Time of Troubles. It helps to be an 
island, with a culture of seafaring and ocean battle.

Rule Britannia is an Immersion Pack for Europa Universalis IV. It is designed to 
deepen the experience of playing England or Great Britain, so most of the changes in 
this pack will heighten gameplay in that region. However, many of the changes are 
more universal, and will be appreciated by a wide range of nations and play styles.
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ritain hasn’t always considered itself a naval power, but the scat-
tering of the Spanish Armada in 1588 was a near miss that showed the 
importance of protecting the English shores. As it expanded its colonial 
empire, trade became the source of British power and the security of 

these sea lanes was the primary military consideration of the nation.
Navies are flexible instruments, but this flexibility does not preclude a specific 

task or focus, whether it be guiding trade, eliminating opposing fleets, or capturing 
enemy ships as prizes.

In Rule Britannia, any nation with a navy can spend money to set a Naval Doctrine. 
A Naval Doctrine will allow your navy to get bonuses to certain naval tasks. There is 
no penalty for adopting a Naval Doctrine, but they are not cheap. Adopting or chang-
ing a doctrine will cost 1 ducat for every 10 sailors needed to maintain your navy.

In other words, a navy whose ships require 1000 sailors will have  
to spend 100 ducats to adopt or change a Naval Doctrine.

Naval Doctrine
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There are four Naval Doctrines available to all powers and one extra doctrine exclu-
sively available to British nations. 

• Fleet in Being: You have a tradition of building and maintaining a strong navy, 
reducing the administrative costs. (Naval Maintenance Reduced 15%)

• Free Oarsmen: Your galleys are manned by citizens, not slaves, giving them an 
incentive to fight. (Galley Combat Ability Increased 15%)

• Merchant Navy: Keep the seas free and open for trade. (Trade Steering by Ships 
Increased 33%)

• Ship Boarding: Enemy ships are prizes to be taken, not targets to be sunk. (Chance 
of Capturing Enemy Ships in Combat Increased 33%)

• Wooden Wall (British Only): Britannia Rules the Waves. (+1 to all combat die 
rolls for British ships fighting by home coastal provinces.)

So, in times of peace, you will usually want to adopt the Merchant Navy doctrine to 
increase your wealth. Larger navies will find Fleet in Being a good way to keep costs 
down. Mediterranean nations at war will find Free Oarsmen a good way to tip the 
odds in galley fights.

You may change your Naval Doctrine at any time, if you can afford it.
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th century inventions like the flying shuttle and the spinning 
jenny revolutionized the production of textiles in Great Britain, leading 
to the development of factories and, in turn, what became known as the 
Industrial Revolution. 

Britain would be the first nation to industrialize. The ensuing mass migration from 
rural areas to the port cities and factories would give the nation a head start in this 
new socio-economic model, making Britain the pre-eminent power in the world for 
well over a century.

Britain’s Industrial Revolution was powered by steam, and this steam was pow-
ered by coal. Coal production in Britain more than doubled over the course of the 

Industrial  
Revolution
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18th century, even though coal mining for most of this period was surface level scrap-
ing. By 1800, coal pits were increasingly framed with timbers allowing the miners to 
plumb deeper.

In Rule Britannia, coal is a new resource available in historic locations, but it is not 
available at the start of the game. Provinces that might spawn coal can be seen on the 
Trade Goods map mode; they are identified with blue diagonal stripes.

These provinces will only spawn the coal resource if they have Development of 
20 or higher and the nation (and that province) have adopted the Enlightenment 
Institution. Coal modifies the state’s maintenance cost by 20% (relative to the size 
of the coal province), and increases goods produced by 10%. It has a base value of 10.

The greatest benefit of coal can be found in its related manufactory. Unlike other 
manufactories, the Furnace does not double the production of goods in the province, 
but increases the production of all goods nationwide by 5%. Owning a lot of furnaces 
can add a lot of commercial power to your empire in the late game.
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hrough the lifetime of Europa Universalis IV, we’ve made a 
number of changes to the technology and idea systems - small things 
like tweaking national idea groups and large things like introducing 
Institutions. The cumulative effect has been to reward forward momen-

tum in research by mostly just avoiding penalties for your nation. If you don’t fall 
behind in Institutions, then you won’t fall further behind. A rich nation can more eas-
ily pay the costs to implement an institution, so technology becomes as much about 
wealth as about how great your monarch and advisors are.

To add a little more incentive to discover new things, Rule Britannia introduces the 
concept of Innovativeness, a measure of how successful your country is at finding 
new knowledge. You can check your nation’s Innovativeness on the Technology tab 
of the national information menu.

Every technology or idea that your nation is the first to unlock adds points to 
your Innovativeness. (“First” is determined by month, so two or more nations can 
be “first”). Every month you lag behind in the discovery of new technology reduces 
your Innovativeness. There is also a bonus to Innovativeness when you are ahead of 
the technological timeline.

Innovativeness is a 100 point scale, with scaled effects that reduce the costs as-
sociated with using monarch power (to a maximum of a 10% reduction) and slow the 

Innovativeness
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decay of your military traditions (to a maximum of +1 annual tradition).
Innovativeness can also be raised or lowered by random events, including events 

connected to the freedom of the press or the legalization of medical dissection of 
corpses.
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ome nations lag behind in adopting institutions, so a potentially 
useful ally could be hobbled by penalties to their technological develop-
ment

Knowledge sharing allows a country to boost the spread of institu-
tions in another country’s capital region. The target must in colonial range of your 
nation, and either independent or a tributary. Countries are more likely to accept this 
diplomatic overture if you are allies.

Knowledge Sharing is a diplomatic agreement found in the Economic Actions of 
the Diplomatic menu. Knowledge sharing adds a +1 bonus to the adoption of the old-
est Institution that has not yet been adopted in the target’s capital region.

You cannot share knowledge with a nation that has adopted every Institution or 
whose capital area has accepted every existing Institution. You may only have one 
Knowledge Sharing agreement active at a time.

In return for Knowledge Sharing, the target country pays the offering nation 10% 
of its monthly income.

Knowledge Sharing deals automatically end after ten years or if the nations in-
volved go to war with each other.

You can share knowledge with your subject nations to get them up to your level, 
but, in this instance, the offering nation pays 10% of its income to the subject state 
since your empire is footing the imperial bill for education. (This applies to ordinary 
subjects like vassals or junior partners, not tributaries.)

Knowledge  
Sharing

S
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his is a new diplomatic option in peace deals that forces your enemy 
to steer their trade towards your trade capital. The defeated nation will 
have all of its merchants redistributed to direct the maximum trade ben-
efit for the victor.

The Trade Steering term, like Transfer Trade Power, cannot be ended while there 
is a truce between the winner and the loser. Trade Steering costs 60% war score be-
cause it is a very powerful tool.

Trade Steering
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he Anglican Church is a unique Protestant faith. In many respects, 
especially in the “high churches”, Anglicanism has a superficial resem-
blance to Catholicism. It has archbishops in finery, elaborate rituals and 
similar sacraments. It is, of course, still a Protestant religion with a belief 

that scripture is sufficient to guide a good Christian and it has no monastic orders. 
Most importantly, the Anglican Church regards the reigning English monarch as 

its spiritual leader. The church was established by Henry VIII’s Act of Supremacy 
in 1534 as “Catholic and reformed”, but it was the reign of his heir, Edward VI, that 
firmly established the English Reformation and the distinct nature of the Anglican 
Church.

When the Reformation spawns In Rule Britannia, one of the British nations 
may trigger an event that allows for the establishment of the Church of England. 
Mechanically, the Anglican Church functions like other Protestant denominations in 
Europa Universalis IV. The church accrues “church power” which can then be spent. 
However, where church power for other Protestant churches allows for the adop-
tion of Aspects of Faith, which provide continual bonuses, Anglican Church Power is 

Anglicanism
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spent on specific actions - Anglicanism in this interpretation is less about creating a 
new doctrine and more about demonstrating the power of the monarchical church.

The actions an Anglican monarch can take are:

• Divorce Consort (100 church power):  
Must have no heir and Rights of Man expansion

• Marry Local Noblewoman (100 church power):  
Must own Rights of Man expansion

• Dissolve Monasteries (100 church power):  
Adds 25% of yearly income to treasury

• Grant Monopoly (100 church power):  
Adds 1 to Mercantilism

• Progress of Supreme Governor  
(200 church power):  
Adds 1 to stability
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Anglican nations can develop their provinces for 10% lower costs, and get a 50% mul-
tiplier to all Innovativeness gains.

Historical Missions
We have transformed the mission system in Europa Universalis IV to add more trans-
parency and clarity to what is happening. Though EU4 has always had historically 
themed missions, it was not always clear which missions would unlock others - at 
least not without repeated playthroughs of the same nations or peeking at the game 
files. National missions are now clearly laid out as paths for your country to follow.

In Rule Britannia, the nations of England, Scotland, Ireland and Great Britain have 
new unique mission paths. 
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please visit below about our services and what best fits your issue. 
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tion 2, Europa Universalis IV, Magicka: Wizard Wars and War of the Vikings. 
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END USER LICENSE AGREEMENT

IMPORTANT, PLEASE READ CAREFULLY

BY EITHER REMOVING THE SHRINK WRAP AND/OR JEWEL CASE SEAL OR DOWNLOADING, INSTALLING, COPYING, OR OTHERWISE 
USING THIS SOFTWARE PRODUCT, YOU AGREE TO BE BOUND BY THE FOLLOWING TERMS AND CONDITIONS:

1. END USER LICENSE AGREEMENT.
This end-user license agreement (“EULA”) is a legal agreement between you (either an individual or a single entity), hereinafter 
sometimes referred to as “You,” “End User” or “Licensee,” and Paradox Interactive AB (“Paradox”) for the Paradox software 
product accompanying this EULA which includes video game related software and may include associated media, printed media, 
and on-line or electronic documentation (collectively, “Software Product”).  If you do not agree to the terms of this EULA, you 
should not install, copy, download or use the Software Product and in which case you should contact your vendor regarding its 
return policy.  If you are purchasing this Software Product from a Paradox or third party distributor website (a “Website”) and do 
not agree, click “disagree/decline.”  You agree that your use of the software acknowledges that you have read this agreement, 
understand it, and agree to be bound by its terms and conditions, and that you represent and warrant that you are an adult 
and are either accepting this EULA  on behalf of yourself or on behalf of your child or ward, as the case may be. 

2. OWNERSHIP.
It is hereby understood and agreed that, as between you and Paradox, Paradox, is the owner of all right title and interest to the 
Software Product, regardless of the media or form of the original download, whether online, by disk or otherwise.  You, as Licensee, 
through your downloading, installing, copying or use of this product do not acquire any ownership rights to the Software Product.

3. GENERAL.
The Software Product is licensed, not sold, to you by Paradox for use only under the terms and conditions of this EULA.  The Software 
Product is protected by copyright laws and international copyright treaties, as well as other intellectual property laws and treaties.  
The rights granted herein are limited to Paradox’s and its licensors’ intellectual property rights in the Software Product and do not 
include any other patents or intellectual property rights. The Software Product may contain license management software (also 
known as digital rights management software) that restricts your use of the Software Product.

4. SOFTWARE PRODUCT.
The Software Product, as used in this EULA, means, collectively and/or as applicable:

A. The Software Product package;

B. Any and all contents, components, attachments, software, media, and code with which this EULA is provided and delivered 
via disk or a Website;

C. Any and all game design, characters, images, graphics, photographs, art, art work, clip art, text, fonts, music, sounds, voices 
or other sensory content (the “Game Content”);

D. Related explanatory written materials and instructions, and any other possible documentation related thereto 
(“Documentation”); and

E. Upgrades, modified versions, updates, additions, expansion packs and copies of the Software Product (the “Upgrades”), if 
any, provided to you by Paradox under this EULA.

The terms of this EULA will govern any Upgrades provided by Paradox that replace and/or supplement the original Software Product, 
unless such Upgrade is accompanied by a separate license in which case the terms of that license will govern.

5. GRANT OF LICENSE AND RESTRICTIONS. 
A. Paradox grants you a non-exclusive, non-transferable End User license to install the Software Product on the local hard disk(s) 

or other permanent storage media of one computer, or, on one other game play device (each a “Unit”) and use the Software 
Product on a single Unit at a time.  Licensee may physically transfer the Software Product between Units provided that it is 
used on only one Unit at any given time.

B. Paradox authorizes the End User to make one (1) copy of the Software Product as an archival backup copy, provided End-User’s 
backup copy is not installed or used on any Unit.  Any other copies you make or authorize are in violation of this EULA.

C. Unless provided otherwise in the Documentation, you shall not display, modify, reproduce and distribute any Game Content, 
or portion(s) thereof, included with or relating to the Software Product, if any.  Any such authorized display, modification, 
reproduction and distribution shall be in full accord with this EULA.  Under no circumstances will your use, display, modification, 
reproduction and distribution of the Game Content give you any intellectual property or proprietary rights in the Game Content 
or in any logos and/or trade or service marks of Paradox.  All rights, title, and interests belong solely to Paradox and its licensors. 

D. Except for the initial loading of the Software Product on a hard disk or other permanent storage media for archival/backup 



purposes as provided for above, you shall not, without Paradox’s express written consent:

i. Copy or reproduce, auction, loan, lease, sublicense, gift or transfer the Software Product;

ii. Electronically transfer the Software Product through a LAN (local area network) or file sharing network; or

iii. Modify, adapt, translate or create derivative works based on the Software Product or any accompanying materials.

6. DESCRIPTION OF OTHER RIGHTS AND LIMITATIONS. 
A. From time to time, at Paradox’s sole discretion, Paradox may provide you with support services related to the Software Product 

(“Support Services”).  Paradox reserves the right to alter, suspend, and terminate the Support Services at any time and for any 
reason.  You can contact Paradox for Support Services at support@paradoxplaza.com or www.paradoxplaza.com/support.  

B. Any supplemental software, code, content, or media provided to you in the course of Support Services shall be considered 
part of the Software Product and subject to the terms and conditions of this EULA.

C. You shall not modify, sublicense, assign, or transfer the Software Product or any rights under this EULA, except as expressly provided 
in this EULA.  Any attempt to otherwise sublicense, assign, or transfer any of the rights, duties, or obligations will be void.

7. TERM. 
A. This License is effective until terminated.  Licensee may terminate it at any time by destroying the Software Product with all 

copies, full or partial, and removing all of its component parts.  The term of this EULA runs concurrently with the period during 
which the consumer uses and retains the Software Product.  If the Software Product is transferred (to the extent allowed under 
this EULA), the license is transferred with it.

B. Your rights under this EULA will terminate automatically without notice from Paradox if you fail to comply with any term(s) or 
condition(s) of this EULA.  In such event, no notice shall be required by Paradox to effect such termination.

C. Upon termination of this EULA, you shall cease all use of the Software Product and destroy all copies, full or partial, together 
with all backup copies, modifications, printed or written materials, and merged portions in any form and remove all component 
parts of the Software Product which have been downloaded onto your Unit.

8. INTELLECTUAL PROPERTY RIGHTS.
A. As between you and Paradox, Paradox shall retain all right, title, and interest in the Software Product and to any modifications 

or improvements made thereto, and any upgrades, updates or Documentation provided to End User.

B. You acknowledge Paradox’s exclusive rights in the Software Product and that the Software Product is unique and original 
to Paradox and that Paradox is owner thereof.  Unless otherwise permitted by law, End User shall not, at any time during or 
after the effective Term of the Agreement, dispute or contest, directly or indirectly, Paradox’s exclusive right and title to the 
Software Product or the validity thereof.

C. You shall not attempt to develop any Software Product that contains the “look and feel” of any of the Software Product.

D. You hereby expressly agree not to extract information, reverse engineer, disassemble, decompile, or translate the Software 
Product, or otherwise attempt to derive the source code of the Software Product, except to the extent allowed under any 
applicable law.  In the event that such activities are permitted by applicable law, any information you, or your authorized agent, 
discover shall be promptly disclosed to Paradox and shall be deemed the confidential information of Paradox.

9. EXPORT LAW ASSURANCES.
You may not export or re-export the Software Product except as authorized by United States law and the laws of the jurisdiction 
in which the Software Product was obtained.  In particular, but without limitation, the Software Product may not be exported or 
re-exported (a) into or to a nation or a resident of any U.S. embargoed countries or (b) to anyone on the U.S. Treasury Department’s 
list of Specially Designated Nationals or the U.S. Department of Commerce Denied Person’s List or Entity List.  By installing or using 
any component of the Software Product, you represent and warrant that you are not located in, under control of, or a national or 
resident of any such country or on any such list.

10. DISCLAIMER OF WARRANTIES. 
YOU EXPRESSLY ACKNOWLEDGE AND AGREE THAT USE OF THE SOFTWARE PRODUCT IS AT YOUR SOLE RISK AND THAT THE 
ENTIRE RISK AS TO SATISFACTORY QUALITY, PERFORMANCE, AND ACCURACY IS WITH YOU.  TO THE MAXIMUM EXTENT 
PERMITTED BY APPLICABLE LAW, THE SOFTWARE PRODUCT IS PROVIDED “AS IS,” WITH ALL FAULTS AND WITHOUT WARRANTY 
OF ANY KIND, AND PARADOX AND PARADOX’S AFFILIATES (COLLECTIVELY REFERRED TO AS “PARADOX” FOR THE PURPOSES 
OF SECTIONS 10 AND 11) HEREBY DISCLAIM ALL WARRANTIES AND CONDITIONS WITH RESPECT TO THE SOFTWARE PRODUCT, 
EITHER EXPRESS, IMPLIED OR STATUTORY, INCLUDING, BUT NOT LIMITED TO, THE IMPLIED WARRANTIES AND/OR CONDITIONS 
OF MERCHANTABILITY, OF SATISFACTORY QUALITY, OF FITNESS FOR A PARTICULAR PURPOSE, OF ACCURACY, OF QUIET 
ENJOYMENT, AND NON-INFRINGEMENT OF THIRD PARTY RIGHTS.  PARADOX DOES NOT WARRANT AGAINST INTERFERENCE 
WITH YOUR ENJOYMENT OF THE SOFTWARE PRODUCT, THAT THE FUNCTIONS CONTAINED IN THE SOFTWARE PRODUCT WILL 



MEET YOUR REQUIREMENTS, THAT THE OPERATION OF THE SOFTWARE PRODUCT WILL BE UNINTERRUPTED OR ERROR-FREE, 
OR THAT DEFECTS IN THE SOFTWARE PRODUCT WILL BE CORRECTED.  NO ORAL OR WRITTEN INFORMATION OR ADVICE 
GIVEN BY PARADOX OR A PARADOX AUTHORIZED REPRESENTATIVE SHALL CREATE A WARRANTY.  SHOULD THE SOFTWARE 
PRODUCT PROVE DEFECTIVE, YOU ASSUME THE ENTIRE COST OF ALL NECESSARY SERVICING, REPAIR OR CORRECTION.  SOME 
JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF IMPLIED WARRANTIES OR LIMITATION ON APPLICABLE STATUTORY RIGHTS 
OF A CONSUMER, SO THE ABOVE EXCLUSION AND LIMITATIONS MAY NOT APPLY TO YOU.  

11. LIMITATION OF LIABILITY.
TO THE MAXIMUM EXTENT PERMITTED BY APPLICABLE LAW, IN NO EVENT SHALL PARADOX, ITS AFFILIATES OR LICENSEES, 
BE LIABLE FOR ANY SPECIAL, INCIDENTAL, INDIRECT, OR CONSEQUENTIAL DAMAGES WHATSOEVER (INCLUDING, WITHOUT 
LIMITATION, DAMAGES FOR LOSS OF BUSINESS PROFITS, BUSINESS INTERRUPTION, LOSS OF BUSINESS INFORMATION, OR ANY 
OTHER PECUNIARY LOSS) ARISING OUT OF THE USE OF OR INABILITY TO USE THE SOFTWARE PRODUCT OR DEFECT IN OR CAUSED 
BY THE SOFTWARE PRODUCT, INCLUDING BUT NOT LIMITED TO COMPROMISING THE SECURITY OF YOUR UNIT, OPERATING SYSTEM 
OR FILES, OR THE PROVISION OF OR FAILURE TO PROVIDE SUPPORT SERVICES, EVEN IF PARADOX HAS BEEN ADVISED OF THE 
POSSIBILITY OF SUCH DAMAGES.  IN ANY CASE, PARADOX’S ENTIRE LIABILITY UNDER ANY PROVISION OF THIS EULA SHALL BE 
LIMITED TO THE AMOUNT ACTUALLY PAID BY YOU FOR THE SOFTWARE PRODUCT OR REPLACEMENT OF THE SOFTWARE PRODUCT 
WITH PRODUCT OF COMPARABLE RETAIL VALUE, AS PARADOX MAY ELECT IN ITS SOLE DISCRETION; PROVIDED HOWEVER, IF 
YOU HAVE ENTERED INTO A SUPPORT SERVICES AGREEMENT, PARADOX’S ENTIRE LIABILITY REGARDING SUPPORT SERVICES 
SHALL BE GOVERNED BY THE TERMS OF THAT AGREEMENT.  BECAUSE SOME STATES AND JURISDICTIONS DO NOT ALLOW THE 
EXCLUSION OR LIMITATION OF LIABILITY, THE ABOVE LIMITATION MAY NOT APPLY TO YOU IN PART OR WHOLE.

12. DEFECTS AND SECURITY WARNING. 
A. WITHOUT LIMITING THE FOREGOING, PARADOX DOES NOT ENSURE CONTINUOUS, ERROR-FREE, SECURE OR VIRUS-FREE 

OPERATION OF THE SOFTWARE PRODUCT.
B. WARNING: BY INSTALLATION AND/OR USE OF THE SOFTWARE PRODUCT, YOU MAY BE INSTALLING INTO YOUR UNIT 

SOFTWARE THAT IS ALLEGED OR MAY BE ALLEGED TO COMPROMISE THE SECURITY OF YOUR UNIT, ITS OPERATING 
SYSTEM AND FILES.  IF AT ANY TIME YOU WISH TO DE-INSTALL THE SOFTWARE PRODUCT BECAUSE YOU BELIEVE THE 
SECURITY OF YOUR UNIT, OPERATING SYSTEM OR FILES MAY BE OR HAS BEEN COMPROMISED, YOU MAY NEED TO 
EXECUTE A SEPARATE ROUTINE TO DE-INSTALL THE FEATURE THAT MAY BE COMPROMISING YOUR SECURITY.  DAMAGES 
YOU MAY RECOVER FOR ANY SUCH ALLEGED SECURITY BREACHES ARE SUBJECT TO THE LIMITATION OF LIABILITY AS 
SET FORTH BELOW. 

13. INDEMNIFICATION.
You hereby agree to indemnify, defend and hold harmless Paradox and its affiliates and their respective officers, employees, 
directors, agents, licensees (excluding you), sublicensees (excluding you), successors and assigns from and against any and all 
liability, costs, losses, damages, and expenses (including reasonable attorneys’ fees and expenses) arising out of any claim, suit, or 
cause of action relating to and/or arising from (a) your breach of any term of this EULA; (b) your violation of any rights of any third 
party; or (c) your use or misuse of the Software Product.  Your indemnification obligations set forth in the immediately preceding 
sentence shall survive the termination of this EULA.

14. GOVERNING LAW.
This EULA will be governed by and construed in accordance with the laws of the State of New York and of the United States of 
America.  This EULA shall not be governed by the United Nations Convention on Contracts for the International Sale of Goods, the 
application of which is expressly excluded.  By agreeing to these terms and conditions, in the event of any claim you may have 
arising from or related to the Software Product or this EULA you agree to the exclusive personal and subject matter jurisdiction 
of the courts located within the New York, New York, U.S.A. for making and resolving any such claims, and hereby waive any right 
to participate in any type of law suit brought and/or maintained as a class action or similar in nature to a class action.  Paradox 
reserves the right to make any claim against you and seek and be granted any legal or equitable remedy against you in any court 
anywhere in the world.  

15. WAIVER & SEVERABILITY.
A failure on the part of Paradox to act with respect to a breach by you or others of this EULA does not waive our right to act with 
respect to subsequent or similar breaches.  If for any reason a court of competent jurisdiction finds any provision, or portion thereof, 
to be unenforceable, the remainder of this EULA shall continue in full force and effect.   

16. ALL RIGHTS NOT EXPRESSLY GRANTED HEREIN ARE RESERVED BY PARADOX.
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