Extrait des regles de jeu
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Some legacy will be produced by regions with between 1,000 and
2,499 culture points (acquired since the start of the game) and this will
be increased for regions with over 2,500 culture points.

8.1.3. CALCULATING CULTURE
The process of calculating the overall Cultural Value for your nation is:
¢ For each region, the value is culture output of the region
multiplied by the loyalty value (since this can be below 100, it
is possible to gain relatively small amounts of culture from an
otherwise rich region) in the current turn.
¢ Take the average of this value for that region from the past 25 turns.
¢ These two values are combined and then divided by two to give
the culture production in the current turn.

In effect, this will stop a large nation suddenly gaining or losing
substantial amounts of culture in a single turn due to short term events.
But you will immediately lose all the accumulated culture if the region
is captured by another faction.

8.1.4. CALCULATING DECADENCE
Calculating decadence is slightly more complex but basically depends
on the size of your nation, the types of buildings and the age of your
nation (7.6).
The detailed calculation is:
+ Each region generates 1 decadence point:
¢ This is reduced to 0.5 decadence points if the region is part of a
wider province;
¢ Add up gains and reductions of decadence due to the buildings
in each region;
* Newly conquered regions will give extra decadence until they
are pacified;
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¢ Over time your government will ‘age’ and some of this age can
be reduced when you change government type (7.2) or using one
of the decisions (note these rules are slightly different for some
of the Diadochi 7.5.4). If you are “Young’ or ‘Stable’ (7.4.4) then
your age does not count for decadence. If you are Glorious, Old
or Decadent, then government age will be used to calculate part
of your total decadence score;

* Some nations gain short or longer term benefits in terms of decadence
reduction depending on how well they do against particular criteria.

Note that once you reach a glorious state, your decadence might
appear to increase significantly. Equally once you are glorious and in
civilisation level III then your age and decadence will steadily build up
as the only means to reduce this is to use some of the options from the
citizenship decision (12.2).

Some buildings will remove decadence. These are mostly related to
education and justice. In this case they will help offset any decadence
that is earnt by that particular region but will not offset decadence due
to government age for example.

8.1.5. CULTURE/ DECADENCE RATIO (CDR)
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Stable TibalChieldon: Thisis calculated by comparing

the total culture of your nation
with its decadence.

Your nation is then
compared to all the other
states in the game and you are
allocated to one of three tiers.

Foctions in the top tier are coloured in green, those in the middle
a¢ white and thots in the bottom tisr ars brawn.

You can see If the faction has Improved or worsened Its COR in
the last tum. So, for example, Media has shipped 3 places and probably
fost its place in der NIl




Captures d’écran du systeme

de décadence in game
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Ce ratio vous place au rang de 49 parmi toutes les nations, vous étes donc dans le dernier niveau (rangs
52 et en-dessous) et vous pouvez vieillir
Variation de rang ce tour

% de chance de recevoir un jeton de vieillesse
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Age et statut: 16

Progrés et décadence Points d'héritage
Vue d'ensemble Modificateurs Décisions (3/6) Objectifs Traits nationaux

Niveau de civilisation II, Semitique
# Points d'hérits Nous sommes distancés (Meneur: }¥ Sparte)

X Guerres: 1 (Indécis) e ~

@ Alliés: 0 4 1 provinces et l:x--j.;lnn-._ Stable
A 49 citoyens et 45 esclaves, Stable

ﬂ Force de l'armée: 84 (Croissant) - Nombre d'unités = oyentes 77

13 & Marchés d'esclaves: 1

o 3 N

Force de la flotte: 186 (Stable) - Nombre d'unités: 10
el > ; > ) X B Argent: Stable (11% obtenus en 1 tours)
Bl Effectifs: Richissime (52% obtenus en 1 tours)

Force des armées ennemies: Faible .
B Métal: Stable (5% obtenus en 1 tours)

Force des flottes ennemies: Trés faible
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NOTRE NATION DECLINE...

Le Famille Magonide est compose de vieux séniles incapables de faire face aux

problémes actuels. La civilisation de est en déclin (niveau de déclin atteint)




