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 OPTIONS button		  Main Menu

 Directional Buttons 		  Navigate / Speed Controls

 K button		  Construction

 H button		  Close / Select task or squad 

 J button		  Confirm / Select building 

 l button		  Select person 

 Left stick		  Pan view 

 Right stick		  Rotate / Zoom view

 Q button		  Toggle description panel / Centre on event 

 W button		  (Hold) Change Control Mode 

 E button		  Toggle description panel

 R button		  (Hold) Change Control Mode 

 N button		  (Press) Tasks

 Touch Pad button		  —

 B button		  —

Game Controls
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Waterborne

It’s time to get nautical – the future of Tropico lies on its shores! 
Harness the vast potential of the sea by constructing waterborne 
structures around your island. Build brand new off-shore alternatives 
to defence, food, energy, entertainment and even housing – which each 
come with their own set of opportunities and disadvantages.

•	New campaign and story spanning 6 challenging missions

•	9 new off-shore buildings and marine vehicles

•	4 new island maps (also available for sandbox games)

Espionage

The world is full of intrigue and mystery. Even Tropico harbors 
valuable treasures and there is the need to defend tooth and nail against 
the Global Powers. In the new Tropico 5 expansion ‘Espionage’, only 
you, as El Presidente, can keep Tropico safe from enemy spies and foreign 
powers who might try to steal your island’s best kept secrets for their 
own gain.  

•	New campaign and thrilling story spanning 6 challenging missions

•	9 new spy and military themed buildings 
•	4 new island maps (also available for sandbox games) 
•	4 new music tracks

•	4 new avatar costumes 
•	6 new avatar accessories 
•	New sandbox tasks and events to go with the new ‘Espionage’ setting

Content of the 
Complete Collection 
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•	4 new music tracks

•	2 new avatar costumes

•	6 new avatar accessories

•	New sandbox tasks and events to go with the ‘Waterborne‘ setting

DLC Packs

The following 3 DLC packs each have three new single player scenarios, 
three new buildings, three new avatar items as well as three new maps 
and three new pieces of music.

There is also the “The Big Cheese” DLC, which contains a new 
scenario, a new building, a new avatar item as well as a new map and a 
new piece of music.

DLC Pack “Hostile Takeover”

Mad World

Is this madness? No, this is Tropico! Find new ways of disposing unwanted 
opposition to your regime by installing the asylum, including strait 
jackets, isolation cells, electroconvulsive therapy and more!

Generalissimo

Thought the Cuban Missile Crisis was over? Far from it! In this latest 

episode of Tropico 5, history is repeating itself while El Presidente 
prepares for all-out invasion and large-scale warfare!
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Joint Venture

El Presidente is selling out. It’s time for Tropico to start playing in the 
major league of international franchises. Start by inviting investors and 
constructing a chain of Fast Food Restaurants all across the island.

DLC Pack “Paradise Lost”

Surf’s Up!

Come with El Presidente on a journey through time and space in the 
new ‘Surf’s Up!’ DLC. In the not-too-distant future, Earth is under 
threat of alien incursion. The only hope for Tropico lies with the 
wise dolphins of the Pacific Ocean, who hold the power to veto this 
decision through bureaucracy! The Tropicans of tomorrow have asked 
El Presidente to utilise the brand new Dolphinarium building in order 
to attract tourists, make money and save the beautiful sea creatures.

Gone Green

It’s an endless struggle trying to please the people of Tropico – and this 
time El Presidente needs to go green in order to get out of trouble. Of 
course, this is all to protect the funds of his Swiss bank account – which 
are obtained through the simple method of exporting ludicrously large 
amounts of crude oil to competing superpowers. Help El Prez promote 
a better image of the island by building 100% eco-friendly windfarms.

Supervillain 

El Presidente is getting tired of this ruthless dictator image, so he’s 
decided it is time to become the most famous supervillain in the whole 
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Caribbean. Bent on destroying mankind as we know it, El Prez will 
bathe in ultimate evilness! So go all out and build a magnificent lair 
with a giant laser hidden inside!

DLC Pack “Epic Meltdown”

Inquisition

Rumours are that a group of citizens have united to form a mysterious 
cult and have placed a curse over Tropico. A new supernatural 
authority is looking to seize power and you, as El Presidente, need some 
divine assistance to lift the curse. Enter, the Inquisition.

Supercomputer

Knowledge is power. No one knows this better than El Presidente, who 
leaves no stone unturned in his quest to position Tropico as a leader in 
the world of technological progress. Together with the support of 
the brightest scientists in all of Tropico, you must build the biggest and 
most efficient supercomputer in the world in order to research new 
technology faster than your rival nations and find the answer to the 
ultimate question of life, the universe, and everything.

T-Day

There’s no business like show business! In his infinite wisdom, El 
Presidente has decided that our beloved island of Tropico is to be the 
leading cultural influence on the world stage. To do this, you will 
produce a blockbuster movie which outclasses every other Hollywood 
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Game Modes

Tutorial

The Tutorial consists of three shorts missions designed to familiarize 
you with the basic controls and game concepts. Playing the tutorial 
first is recommended, even if you have previous experience with the 
Tropico series.

Campaign

The Campaign consists of 15 missions set on various fictional islands 
in the Caribbean region. Your constructed city and progress on one 
island will be carried to the next missions that you happen to play on 
the same island.
Initially you will be able to choose between two islands – the lush 
Cayo de Fortuna and the arid Bao-Bao. After you complete the first 
campaign mission on one of those islands you will play the second 
mission on the other island. For the third mission you will once again 
be able to choose either island, continuing with your existing city that 
you developed previously and so on. New islands will become available 
at a certain point in the campaign.
The base game campaign is titled “Changing the World”, the 
Waterborne campaign “Lord of the Pearl” and the Espionage campaign 
“The Maltese Toucan”. 

production in existence and sets itself up for endless reboots, sequels 
and director’s cuts in the process.
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Sandbox

Sandbox games are fully customizable, allowing you to select the 
island map, political and economical difficulty, starting resources, 
starting era and disaster frequency. Sandbox games can either be open-
ended or to pursue a specific goal – victory by points, victory by money, 
or victory by construction.

Multiplayer

Multiplayer offers both cooperative and competitive game experiences. 
Quick match will immediately match you with another player of a 
similar skill level to start a game on default multiplayer settings. You 
can also create a customized game for 2-4 players, setting all game 
parameters and victory conditions. Custom games may be visible to 
everyone or only to your friends – this setting restricts who can see 
and join them.

Multiplayer Lobby

After logging in the Multiplayer Lobby, you will see a menu on the left 
side of the screen and a chat panel with several options on the right 
side.

From the left screen menu you can select a dynasty you already have 
played with or create a new one from the Dynasty button. You may 
choose between two types of quick matches (cooperative or player vs 
player), which quickly find an opponent and start a game on a randomly 
generated map with standard settings. By clicking on “Create Game” 
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you can customize your game settings like map, victory conditions, 
starting money, player count and so on. “Browse Games” shows 
currently available games waiting for players to begin and allows you 
to join any such game. Furthermore you may choose “Import Facebook 
Friends”, which sends invites to your Facebook friends to join your 
Tropico 5 friends list.

Next to the chat field on the right, there are various important fields. 
In the first field (“Player”), a list of all players that are currently 
online and not in a game is displayed, with the name of the chatroom 
that they are in (standard setting is your region). If you go to a name of 
a player and press the J button, two options appear with which you can 
either block the player or send them a friend request. The Rooms field 
shows you a list of all available chatrooms. The brackets next to them 
show the number of players in the rooms. The Friends field shows a list 
of all your friends that are currently online in Tropico 5. Under the 
Friends field there is an Invitations field, where any pending invitations 
are shown until they are either accepted or blocked. The last field is 
a list of all players you have blocked. You can unblock them here too.
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Generated Maps

Island Size – The size of the generated island. It is often more 
difficult to play on smaller islands because the building space is 
limited there.

Elevation – Flat islands tend to have more building space than 
islands with higher elevations.
Resources – Determines the quantity of mineral, oil and 
fish deposits. 
Climate – Wet islands have more trees and grassy areas, while dry islands have more deserts and barren land.

When you are prompted to select a map for a sandbox or multiplayer 
game you can create a custom randomly generated map. You may 
customize the following parameters:
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Historical Eras

Tropico 5 takes place over four different historical eras, each 
providing different challenges and opportunities.

Colonial Era

Tropico is but a small colony, dependent on the whims of the Crown. 
You are the colony’s governor and will be removed from office when 
your mandate expires. Most advanced buildings are unavailable and 
the economy depends almost entirely on the production of natural 
resources. Special tasks from the Crown earn mandate extensions, 
population and money as rewards.

Goal: To advance to the next era you must gather support for the 
revolution and declare independence.

Available Factions: Royalists, Revolutionaries

Available Superpowers: The Crown

World Wars

You are the first Presidente of a free Tropico and the trials of the 
World Wars and the Great Depression lie before you. Advanced 
industry becomes available during this era, and rebels appear to 
oppose your regime. Citizens start to demand elections and foreign 
superpowers, such as the Axis and the Allies may possibly invade Tropico.

Goal: There is no specific advancement requirement for the next  
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Era – Tropico must simply survive with you as ruler until the World 
Wars are over. If you research every available technology the 
opportunity to advance to the Cold War era will be presented earlier.

Available Factions: Militarists, Religious, Communists, Capitalists

Available Superpowers: The Axis, The Allies

The Cold War

During the Cold War Tropico is dropped right into the middle of 
the power struggle between the USA and the USSR. There are new 
opportunities for profit, such as the oil industry and tourism.

Goal: To advance to the final era you must first research and then 
build a super project – either a Space Program or a Nuclear Program.

Available Factions: Militarists, Religious, Communists, Capitalists, 
Environmentalists, Industrialists

Available Superpowers: USA, USSR

Modern Times

All buildings are available in the modern era, and the citizens' 
expectations of you as a ruler are very high. New superpowers such 
as Europe, China and the Middle East appear on the foreign political 
scene. New modern futuristic technologies will allow you to realize 
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Tropico’s full potential as a nation.

Goal: Playtime in Modern Times is not limited and there is no next era.

Available Factions: Militarists, Religious, Communists, Capitalists, 
Environmentalists, Industrialists, Globalists, Nationalists

Available Superpowers: USA, USSR, Europe, China, Middle East

Factions

There are 10 different political factions in the game. Citizens 
may support several of them at once, but they can never support 
two factions with opposing views such as the Communists and the 
Capitalists. Factions have leaders that can be identified by your police. 
Beware, affecting a leader or his family member with a Citizen Action 
may change your standing with the whole faction (see Citizen Actions, 
below).

•	Royalists: The Royalists support the Crown during the Colonial  
	E ra. They oppose the idea of an independent Tropico and will try to  
	 stop the revolution at any cost.
•	Revolutionaries: The Revolutionaries are the progressive  
	 citizens that support the idea of an independent Tropico with you as  
	 its leader. They can still make trouble if they ever suspect that you  
	 are too eager to please the Crown.
•	Militarists: The Militarists are all for maintaining a large  
	 standing army and resolving problems with brute force. They are not  
	 a large faction, but because of their close ties with the military it is  
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	 not a good idea to get on their bad side.
•	Religious: The Religious faction is numerous and influential.  
	T heir supporters desire churches and cathedrals and will oppose  
	 shady or corrupt acts.
•	Communists: The Communists stand for equality and social  
	 security, even when they are at the expense of the efficient economy.  
	T hey are one of the most numerous factions and will become rebels if  
	 they are displeased.
•	Capitalists: Capitalists desire wealth and prosperity for the  
	 privileged elite. They support both developing heavy industry and  
	 developing lucrative tourism in Tropico and oppose most  
	 social measures.
•	Environmentalists: The Environmentalists value the preservation  
	 of nature above all else. They start as a small faction in the Cold War,  
	 but grow more numerous in the Modern Times. Although they oppose  
	 industry, mining, and logging, they can agree with a limited tourism  
	 industry, as long as the natural beauty of the island is being preserved.
•	Industrialists: The Industrialists are all for developing heavy  
	 industry and making profits by consuming the raw resources on the  
	 island and processing them to luxury goods. They do not care about  
	 ecology and are always at odds with the Environmentalists.
•	Globalists: The Globalists are a modern faction that advocates  
	 an open society beyond national borders with free movement of people,  
	 goods and ideas.  They see nationalism as a thing of the past.
•	Nationalists: The Nationalists put Tropico above all else.  
	T hey oppose close relationships with any foreign power and policies  
	 encouraging the immigration of foreign citizens on the island.
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Main View – Interface

HUD Buttons

Overlays
To open the Overlay Menu, hold down R and confirm with the 
J button. Most overlays have a colour progression from green to 
red. Green stands for a high value for the statistic being displayed by 
the overlay and red stands for a low value. This field contains the 
following categories:

•	Agriculture: The crop conditions for the different crops that 
can be raised on the island. 
•	Island: Island conditions like tree density and beauty. Also indicates 
pollution, volcano and tsunami danger zones.
•	City:  Displays crime, liberty and the electrical grid's bounds.

Use E or Q to switch between categories. 
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Edicts
To open the Edicts Menu, hold down W and confirm with the  
H button. All edicts are sorted into various categories, and some are 
only activated with a new era. The categories are: “General”, “World 
Wars”, “Cold War” and “Modern Times”. You can switch between 
categories with E or Q.

Almanac
To open the Almanac, hold down W and confirm with the l button. 
The Almanac shows the island’s important statistics. You can adjust 
the data in the Almanac by toggling between the categories on the left 
side with E or Q.

The different categories are “Economy“, “Happiness”, “People”, “Politics”, 
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“Dynasty” and “Buildings”. Some of the topics in the categories can be 
selected by pressing the J button. Either a new Overview will open or 
further details about the selected topic will be displayed.

Trade
To open the Trade Menu, hold down R and confirm with the K 
button. In the following categories, you will find possible import or 
export routes: “Agriculture (Food)”, “Agriculture (Other)”, “Mining 
and Clearing”, “Industry Goods”, “Luxury Goods” and “Your Current, 
Active Routes”. You can switch between categories with E or Q. 
When you select a trade route, you will be able to view details about 
the agreement. Press the J button to add a ship to a trade route. Use 
the l button to remove the ship again, so that it can be sent on another 
route.

Constitution
To open the Constitution page, hold down R and confirm with the 
l button. This gives you the opportunity to change the constitution. 
All constitution options are sorted into various categories, which are 
activated with every new era: “General”, “World Wars”, “Cold War” 
and “Modern Times”. You can switch between categories with E or 
Q. Use the directional buttons to select a particular constitutional 
draft and to replace it with a new draft using the J button.
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Research
To open the Research user interface, hold down W and confirm 
with the J button. When a research project starts, it is shown in 
the research queue above. Using the J button, you can add a piece 
of technology to the queue and remove it with the l button. The 
remaining time is displayed next to the technology presently being 
researched. If the technology is displayed in grey, the prerequisites for 
the research are displayed below.

Build
Use the K button to open the Building Menu, where all buildings 
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are sorted into the following categories: “Infrastructure”, 
“Raw Resources”, “Industry (Goods)”, “Industry (Luxury 
Goods)”, “Residential”, “Entertainment & Environment”, “Luxury 
Entertainment”, “Tourism”, “Welfare & Media”, “Research & 
Education”, “Economy & Foreign Relations” and “Military”.

Toggle E or Q to switch between categories. Select a new 
building and press the J button to place it in the view.

Dynasty Members
Hold down W and confirm with the K button to open the dynasty 
member screen. All dynasty members are shown in close up here. Use 
the J button to select a member and adjust its look. You can use the 
N to rotate. As soon as a dynasty member has been selected, all 
information about them is displayed, such as their manager effect and 
global effect. From here you can level up your dynasty members or send 
them into retirement – both options cost money from your Swiss bank 
account, the balance of which you will find at the bottom left of the 
screen. You can find out more information about the dynasty under 
“The Dynasty”. 
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Diplomacy & Espionage
Hold down R and confirm with the H button to open the “Diplomacy 
& Espionage” screen. This is available starting from the World Wars 
era. An overview of all superpowers as well as other players in the 
multiplayer mode is displayed here. Use E  or Q  to switch between 
superpowers. You can invite foreign powers into your island’s embassy 
via this screen or get them to leave your embassy by using the J button. 
You can also acknowledge foreign powers, send out delegations and 
suggest alliances.
In multiplayer matches, the “Diplomacy & Espionage” screen also 
includes various options with which you can interact with other 
players: “Request Money”, “Share Electricity”, “Share Food”, “Share 
All Resources”, “Share Constructors”, “Share and Attack Teamsters” 
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(Please note: you can only attack other players in non-friendly 
multiplayer matches and only if they are not in your team)
If you have built a Spy Academy, you will have a number of new spy 
operations available on your screen. You can send agents into foreign 
lands (J button) or call them back (l button), steal money and 
technology (J button), uncover the dirty secrets of the Superpowers 
(J button) or sabotage other players in multiplayer matches. 

Before starting a game you may be asked to select an existing Dynasty 
or create a new one. The Dynasty is the ruling family of Tropico and 
consists of up to 7 members with customizable appearance. Each of them 
may be appointed as manager of a particular crucial building or elected 
as Presidente. Characters from the Dynasty have various skills that 
grant various bonuses and may be improved over time.

It is beneficial to have a large dynasty – you will take advantage of all 
different global effects of dynasty members (with the global effect of 
the president doubled) and will be able to use extra dynasty members as 
managers of some of the crucial buildings on the island.

You will receive the opportunity to recognize additional dynasty 
members through in-game tasks and events, so always keep an eye on 
them. On the other hand, be wary of sending your key dynasty members 
to do tasks that involve risk and danger, because if they perish, they 
will be permanently lost to you.

The Dynasty
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Leveling up the skill of a dynasty member costs money from your Swiss 
Bank account with increasing cost on higher levels. The cost drops 
dramatically if the character has completed at least one scenario since 
his or her last level up.

Your saved Dynasties persist between games and may be used in all game 
modes, except Tutorial. If you load an older version of your Dynasty 
you will be prompted to save it under the same or different name.

Creating your First Dynasty

The first choice you have to make when creating a new dynasty is to 
pick a family name that all characters of the dynasty will share. Then, 
you will be able to customize your first dynasty member.

At the beginning you will have to select your gender, name, outward 
appearance, face and skill. Most of these options are purely superficial; 
only the skill is really important. While you are selecting a skill, the 
in-game effect of the skill is displayed under the skill. You can also 
look it up in the UI of the dynasty later on. For your first dynasty 
member, you will not be able to select all available skills yet, but the 
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Rebels and Rebel Threat

Violent actions such as kill orders and sending the military to 
quell protests and strikes will increase the rebel tendencies in your 
society. Rebel Threat may also increase due to poor standing with the 
Communist faction, low overall happiness, too much money stockpiled 
in your treasury or a rebel incursion random event during the Cold 
War Era.

As the Rebel Threat grows rebels on the island become more numerous 
and bold. Ultimately they may even attack your palace and forcefully 
remove you from office.

There are several ways to lower Rebel Threat, such as winning battles 
against the Rebels, identifying and eliminating Rebel leaders, increasing 
the overall happiness of your citizens and raising your standing with 
the Communist faction.

dynasty members that you receive later on in the game will have more 
skills.

The second step allows you to further customize your dynasty member 
by selecting Costume, Hairstyle and various accessories. All of those 
choices are aesthetic and have no gameplay effect. Don't worry for 
picking the perfect costume just yet, you will be able to change the 
looks of your dynasty members later at no cost from the Dynasty UI.
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Social Unrest, 
Uprisings and Military Coups

Unpopular actions such as denying elections, issuing certain 
controversial edicts and banishing citizens will increase the unrest in 
your society. Unrest will also increase when you ignore the requests 
of protesters.

High unrest may trigger a civil uprising or a military coup. During a 
civil uprising angry mobs will attack your buildings, while a coup leads 
to a split in your military with traitorous soldiers taking up arms 
against your regime. As with rebel attacks, if your palace falls all is 
lost and the game will be over immediately.

Citizen Actions

Citizen actions allow you to influence individual citizens. You can 
bribe them, discredit them or remove them from the island with force. 
To do this, select a citizen and press the l button to open the citizen 
actions menu. In this menu, you can confirm the individual actions to be 
carried out by using the J button.

•	 Kill ($2000): The citizen will be executed. Family members and  
	 bystanders will be angered. Increases the civil unrest. If the target  
	 or the target's spouse is a faction leader this action influences  
	 his faction.

•	 Arrest ($1000, requires a free prison cell): The citizen will be  
	 arrested. Family members and bystanders will be angered. Increases  
	 the civil unrest. If the target or the target's spouse is a faction  
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	 leader, this action influences his faction.

•	 Bribe (variable cost depending on the wealth of the citizen):  
	 Increases the approval of the citizen and its spouse and increases  
	 their family wealth. If the target or the target's spouse is a  
	 faction leader this action influences his faction.

•	 Banish ($1000): The target and his or her family will leave the  
	 island. You may appropriate some of the family wealth. Increases the  
	 civil unrest. If the target or the target's spouse is a faction leader  
	 this action influences his faction.

•	 Discredit ($5000): Fabricate compromising evidence. The target  
	 drops of any island factions. Target's family will be angered.  
	 Increases the civil unrest. If the target is a faction leader, the  
	 faction will lose some supporters.

Elections

Starting from the World War era the population of the island will 
demand free elections every few years. If you do not allow elections, 
social unrest will increase significantly.
When Elections have been scheduled, you will receive up-to-date poll 
information at the bottom of your screen. People are more likely to 
vote for you if you have good standing with the political factions they 
belong to and if their overall happiness is high. Of course, the opposing 
candidate and his family are not likely to vote for you. Personal actions 
such as bribes will modify the citizens' respect and may convince them 
to change their votes.
If you lose an election, you will also lose the game. It is possible to 
arrange an election fraud, but this will increase the unrest on the 
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island, although the increase will not be as great as when elections are 
denied altogether.

Trade, Research, Constitution

Trade

Produced resources are normally exported by freighters at default 
prices that sometimes change as time progresses – for example Oil 
becomes more and more expensive later in the game while the price of 
Gold stays the same.

Once you purchase a trade license in the Colonial Era you will be able 
to establish trade routes to sell or buy resources. To establish any 
trade route you will need an idle trade ship. Several trade ships may be 
assigned to a single trade route. Each dock you have provides one trade 
ship to your trade fleet. Trade routes are exhausted when a certain 
quantity of resources is traded and the assigned ships will be freed at 
this point.

Some trade routes require certain standing with the superpowers to be 
initiated. Others will change your foreign standing as long as they are 
active – a superpower will not be happy when you trade with its rival.
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The Lighthouse allows you to choose from more trade routes. The 
Drydock building decreases travel times for all your trade ships 
and will double the number of your trade ships with the Shipwright 
upgrade.

Research

You can research more than 40 technologies that unlock various 
buildings, edicts, constitution principles, citizen manager traits and 
other dictatorial goodies.

Each technology requires a certain number of previously completed 
technologies as a prerequisite. It is possible to research all technologies 
available in a particular Era. Technologies can be queued - in this case 
research on the next technology in the queue is started automatically 
when the previous one is ready.

Starting the game in a later Era or progressing in the campaign 
will automatically grant all technologies from the previous Eras. 
Advancing to the next Era in the same scenario will not grant any 
technologies.

Constitution

The Constitution becomes available from the World Wars era on and 
only if you have already completed the corresponding Colonial Era 
research. The Constitution consists of a set of fundamental principles 
such as voting rights, citizenship and economy structure. The setting 
of Constitution principles has profound effects on life in Tropico and 
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will greatly influence both the foreign relations and the standing 
with the internal factions. The Constitution can be amended once 
every 5 years or when new Constitution principles become available 
through research.

In addition to their general effect, all chosen constitution 
principles also affect your standing with the Tropican factions 
and the Superpowers. For example, if you choose the "Atheist State" 
constitution principle you will be unpopular with the Religious faction 
but will gain standing with the Communist. Those effects may change 
from one era to another so it is important to keep up with the times – 
while voting discrimination based on gender may be more acceptable for 
some factions during the World Wars, it will be much less supported by 
the same factions in Modern Times. You can review your standing with 
the factions and foreign powers from the Politics page in the almanac.

The Espionage mechanics become available after a Spy Academy has been 
constructed. They are not available during the Colonial Era or during 
missions where the Spy Academy is unavailable.

The Spy academy trains citizens into Agents. Trained Agents may be sent 
to work undercover in foreign countries or they may remain in Tropico 
to act as counter-spies and oppose enemy Agents. If you identify foreign 
agents in your territory, you can neutralize them with citizen actions 
such as “Kill” or “Banish”.

Assigning/recalling Agents and espionage operations are managed in 

Espionage
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the "Diplomacy & Espionage" interface, activated by the corresponding 
buttons. You can initiate the following spy operations with your 
agents sent to foreign countries:

•	 Steal Money: Steal some money and add it to your treasury.  
	W hen another player is targeted in multiplayer the amount stolen  
	 varies depending on his treasury.
•	 Steal technology: Steal a technology that you have not  
	 yet researched.
•	 Expose secrets: This operation can only be initiated against  
	 superpowers. If it is completed successfully you will gain foreign  
	 standing with the rival superpower of your target. For example, if  
	 you expose the secrets of USA during the Cold War, you will gain  
	 standing with the USSR.
•	 Sabotage: This operation can only be initiated against other  
	 players in multiplayer games. If successful, your Agents will destroy  
	 a random production or military building belonging to the  
	 target player.

Spy operations are restarted automatically when they are completed 
and are completed faster when more agents are assigned to the target 
country. The chance for success depends on the number of defending 
counterspies.
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Buildings

Construction

Press the K button in the overview to open the Construction Menu in 
order to construct a building. Select the corresponding category with 
E or Q and press the J button to select a building to construct. 
Rotate the building with E and Q, and press the J button again 
to confirm the construction.

Builders that are on duty will head to the site after you place the 
construction. They will usually need at least a few game months to 
finish their work and it will take even longer when you order huge 
projects like an Airport or several constructions at the same time.

Resource Production

The basic resource producing buildings such as plantations and mines 
provide the raw materials for your economy. Those buildings either 
have to be placed on a deposit (mines), near a deposit (fishing wharf) 
or their production depends on the value of an overlay in their area 
(plantations). When placing a building that depends on an overlay, 
remember that green areas represent good local conditions while red 
areas stand for bad conditions.

Produced resources are transported by your teamsters. They are 
automatically exported on nearby docks, unless they are needed 
for your economy. In the latter case, the teamsters will take them 
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to the resource consumer buildings instead. A road connection 
will be required for this. For example, any logs you produce will be 
automatically transported to any connected Lumber Mills.

Advanced buildings such as the Lumber Mill process one or several raw 
resources to produce other resources. The Lumber Mill will produce 
Planks from your Logs.

Electricity

Some advanced buildings will require electricity to function. Your 
power plants will provide an amount of electricity in a radius around 
them, as long as they are supplied with their respective resources 
(e.g. Coal for the Power Plant and Uranium for the Nuclear Power 
Plant). The electrified area can be extended by constructing Electric 
Substations.

When there is not enough electricity, a blackout will occur and some 
electricity consumers will cease to function. To resolve blackouts, 
take care that all your power plants are well supplied and staffed, try 
increasing their budget or constructing additional power plants.
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Edicts

Edicts are special laws that you can issue. They affect the island 
economy, citizen rights and daily life in Tropico. Some edicts have 
one-time effects while others can be toggled on and off. Most one-
time edicts cannot be issued too often and are restricted by cooldowns 
varying from a few months to several years game time. Some special 
edicts can be issued only once.

Edicts are organized in categories with the “General” category 
available from the “Colonial Era” and one other category unlocked in 
each of the following eras. Many edicts require prerequisites such as 
certain technologies or buildings.

Be careful when issuing controversial or unpopular edicts. They 
increase social unrest and in extreme cases will provoke an uprising or 
a military coup against your regime.
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List of Edicts

General

Extra Rations

Effect Increases the food consumption and 
the food happiness of the citizens.

Cost $500

No Free Lunch 

Effect Tropicans will have to pay for their 
food.

Cost $3000

Military Drills 

Effect All military squads will perform 
better for the next 5 years.

Cost $3000 
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Martial Law

Effect Stops elections. Decreases Crime, 
Liberty, tourism and efficiency of 
production buildings. Increases 
unrest when activated and once 
each year afterwards.

Upkeep $40 per month

Disaster Relief Fund

Effect Permanently reduces the cost of 
rebuilding destroyed buildings and 
lowers casualties from disasters. 

Cost $1500 
Upkeep $350 per month

Tax Cut

Effect The cost of this edict depends on 
the number of Tropicans that are 
well-off or richer. Their personal 
approval is increased when the edict 
has been issued.

Upkeep $50 per well-off citizen
$200 per rich citizen
$500 per filthy rich citizen
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Right to Arms

Effect Increases Crime and Liberty. Makes 
infantry units stronger but causes 
more casualties during uprisings.

Cost $1000 

Mardi Gras 

Effect Increases the service quality of all 
entertainment buildings and overall 
Crime on the island.

Cost $2500 

Wealth Tax

Effect Generates revenue based on the 
number of rich and filthy rich Tropi-
cans on the island. Those citizens 
lose wealth and suffer a significant 
loss of respect towards the regime.

Urban Development

Effect Decreases the cost of all residential 
buildings by 50% for the next 2 
years.

Cost $7000 
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Building Permit

Effect Increases the cost of all buildings 
by 20%. Half of this increase is 
added to the Swiss account when a 
construction is finished. 

Cost $1000

Census

Effect Discovers citizens with special skills 
suitable for building managers.

Cost $10000 
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World Wars

Sovereign Debt

Effect Manage the sovereign debt of 
Tropico by issuing and buying back 
bonds. Borrowed money will accrue 
interest.

Prohibition

Effect Stops all rum distilleries, night 
clubs, and Taverns. Increases the 
efficiency of production buildings 
by 5. Significantly increases Crime.

Amnesty

Effect Has a chance to lower the rebel 
threat. The chance is better with 
higher happiness in Tropico.

Cost $5000 
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Paid Healthcare

Effect Tropicans will have to pay for 
Healthcare. The ones that cannot 
afford it will receive no healthcare.

Cost $500 

Smear Campaign

Effect Target faction loses supporters 
depending on the popularity of El 
Presidente. Lose standing with all 
remaining supporters of the faction 
and a bigger drop with the faction 
leader.

Cost $2500 

Early Elections

Effect Schedules elections after 12 months.

Agricultural Subsidies

Effect Increased effectiveness of all 
Plantations and Hydroponic Farms.

Upkeep $600 per month
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Global Research Initiative

Effect Grants bonus research points from 
all superpowers that have high 
standing with Tropico.

Cost $5000 
Upkeep $600 per month

Industrialization

Effect Decreases the cost of all factories by 
50% for the next 2 years.

Cost $10000 

Social Security

Effect Guarantees at least Poor wealth 
level for all unemployed, kids, 
students, and retirees. The upkeep 
cost depends on the number of 
people affected.

Upkeep $10 per unemployed citizen, kid, or 
retiree per month
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Literacy Program

Effect Increases the efficiency of High 
Schools and Colleges, helping all 
students graduate faster. The upkeep 
is based on the total number of 
education buildings.

Cost $500 
Upkeep $100 per month

Mortgage Subsidies

Effect Lowers the wealth required for liv-
ing in all residential buildings. The 
upkeep depends on the number of 
residential buildings.

Cost $2000 
Upkeep $20 per residence per month

Cold War

Secret Police

Effect The Police Station discovers special 
citizens such as Rebels and faction 
leaders faster.

Upkeep $500 per Police Station per month
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Big Brother

Effect Reveals the roles of two thirds of 
the unrevealed citizens with roles. 
Permanently decreases crime from 
residential buildings.

Cost $15000 

Provoke The Rebels

Effect Provoke a conflict with the rebels.
Cost $5000 

Waste Sorting

Effect Reduces pollution from all 
residential buildings.

Cost $1000 

Contraception Ban

Effect Increases the Tropican birth rate but 
decreases Liberty.

Cost $1000 
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Geological Survey

Effect Increases the amount of iron, 
bauxite, coal, uranium and gold in 
all non-depleted deposits.

Cost $10000 

Immunization Program

Effect The campaign takes two years. If 
completed, it raises the efficiency of 
clinics and hospitals healthcare and 
reduces death by bad healthcare.

Cost $10000 
Upkeep $300 per month

Hydraulic Fracking

Effect Increases the amount of resources 
in all non-depleted oil deposits.

Cost $15000 
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Sensitivity Training

Effect All military and police buildings 
reduce liberty less. Upkeep depends 
on total number of policemen and 
military personnel.

Cost $500 
Upkeep 5 per policeman or soldier annually

Tourism Campaign

Effect Increases the tourism rating for 5 
years.

Cost $7000 

Organic Campaign

Effect Stops all Hydroponic and Factory 
Farms. All agricultural goods 
increase base price by 20%.

Cost $7500 

International Summit

Effect Increases all foreign relations by 20 
for 5 years.

Cost $10000
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Modern Era

Same Sex Marriages

Effect Allows gay couples to marry and 
gay tourists to come to the island. 
Increases Liberty and Tourism Rat-
ing. Increases Unrest.

Cost $200 

Nuclear Test

Effect Extort some money from the 
superpowers. All foreign relations 
drop significantly.

Smoking Ban

Effect Stops all Tobacco farms and Cigar 
Factories. Decreases healthcare 
death rate and increases life 
expectancy. Decreases Liberty and 
Increases Unrest.

Legalized Substances

Effect Provides money every year but 
worsens foreign relations. Increases 
tourism.
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Commuting Program

Effect Reduces the number of people that 
use cars.

Cost $3500 
Upkeep $35 per month

Stem Cell Research

Effect All Clinics and Hospitals will 
provide research points but have 
increased budget.

Cost $8000 
Upkeep $200 per month

Social Engineering

Effect Select any faction on the island and 
make it more prominent. Some 
citizens will convert to this faction 
immediately and the faction will at-
tract more members in the future.

Cost $4500 
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GM Crops

Effect People need less food to be fed.
Cost $4500 
Upkeep $200 per month 

Host Olympics

Effect Increases the tourism rating 
proportionally to the number 
of Stadiums on the island. The 
effectiveness of all Stadiums is 
increased permanently.

Cost $10000 

E-Government

Effect Decreases the cost of all edicts by 
25%.

Cost $10000 

IT Education

Effect Increases the retirement age. 
Requires upkeep based on the 
number of people above middle 
age.
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Cost $2500
Upkeep 1  per per Middle-aged or Senior 

citizen per month

Free WiFi

Effect Increases housing quality and hotel 
efficiency on the island.

Cost $15000 
Upkeep $300 per month

List of Technologies

The Sickle Unlocks: Farm Upgrades
Cowboys Unlocks: Ranch Upgrades
The Shovel Unlocks: Mines
The Trigger Unlocks: Military Fort
Foremen Unlocks: Managers with Productivity Skills
Planks Unlocks: Lumber Mill
Paper Unlocks: Newspaper

Colonial Era
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World Wars Era

White Flag Unlocks: Embassy, Praising of Foreign nations in 
Embassy

Legalese Unlocks: Political Rights, Labor Policy and 
Citizenship options in Constitution

Electricity Unlocks: Power Plant
Table Manners Unlocks: Delegation and Alliance options in 

Embassy
Steel Unlocks: Steel Mill
Tanks Unlocks: Army Base
Socialism Unlocks: Social Security, Literacy Program and 

Mortgage Subsidies edicts
The Compass Unlocks: Drydock
Generals Unlocks: Managers with Military Skills 
Accounting Unlocks: Bank
Bribes Unlocks: Customs Office
Shiny Unlocks: Jewelry Factory

Red Tape Unlocks: Census, Urban Development and 
Building Permit edicts

Constitution Unlocks: Voting Rights, Religion and State, and 
Armed Force options in Constitution
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Cold War Era

Oil Unlocks: Oil Well, Oil Refinery
Executives Unlocks: Managers with Entertainment Skills
Democracy Unlocks: Personal Rights, Economy Structure and 

Media Independence options in Constitution
Flight Unlocks: Airport
Naive Foreigners Unlocks: International Summit, Tourism 

Campaign and Organic Campaign edicts
Sliced Bread Unlocks: Supermarket
Flexible 
Principles

Amend the Constitution can be used more often

The Wheel Unlocks: Vehicle Factory
The Peaceful 
Atom

Unlocks: Mining for Uranium, Nuclear Power 
Plant

Space Unlocks: Space Program
Precision 
Bombing

Unlocks: Aircraft Carrier

The Hostile Atom Unlocks: Nuclear Program
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Modern Times Era

Hot Water Unlocks: Spa Hotel, Beach Villa
Inferiority 
Complex

Unlocks: Modern Apartment, Fashion Company

Small Print Unlocks: Digital Rights, Globalization and 
Ecology options in Constitution

Luxury Flight Unlocks: Modern Airport
The Internet Unlocks: E-Government, Free WiFi and IT 

Education edicts
Waterworks Unlocks: Hydroponics Farm
Swiss Future Convert Research points into Swiss Bank 

account
The Future Convert Research points into Money
Future Materials Unlocks: Free Building



54

Voting Rights

Male Citizens Vote Fewer voters, based on chauvinist gender 
discrimination.

Wealthy Citizens 
Vote

Fewer voters, based on reactionary wealth 
discrimination.

All Citizens Vote More voters, based on crazy liberal ideals.

Religion and State

Theocracy Religious buildings lower crime in their 
vicinity.

Secular State Increased Liberty Happiness.

Atheist State Research is faster by 10%. Less religious 
citizens appear in Tropico.

Armed Forces

Militia High-school soldiers. Additional Militia squads 
raised in battles.

List of constitution  
principles and effects
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Conscription No education for soldiers.
Professional 
Army

High-school soldiers. High effectiveness.

Political Rights

Totalitarian 
State

Elections happen less often. Vote frauds give 300% 
more votes. 50% more Rebels.

Police State Every policeman convinces 1 voter to vote for you.
Democracy Mandatory honest elections that happen more often 

and no uprisings.

Labor Policy

Work For All Child labor and late retirement. Life expectancy 
and job happiness reduced.

Happy 
Childhood

Late retirement. Normal life expectancy and job 
happiness.

Workers 
Paradise

Early retirement. High job happiness.
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Citizenship

Visa Program More educated immigrants.
Immigrants Nation Open borders - easier to immigrate and 

emigrate.
Guarded Heaven Regulated borders - harder to immigrate and 

emigrate.

Personal Rights

Total State Control Reduced liberty. Assassination and Banish 
actions cost less.

Security 
Surveillance

Police discovers special citizens such as Rebels 
faster.

Open Society High liberty. Assassinate and banish are 
limited. Special citizens are harder to discover.

Economy Structure

Planned Economy Buildings with managers gain 10 bonus 
effectiveness.

Plutocracy All Swiss Bank Account gains increased by 
20%.

Free Market Budget impact on building effectiveness is 
stronger.
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Media Independence

Total 
Propaganda

Media provides less liberty. Protests happen less 
frequently.

Subsidized 
Media

Media requires higher budget. Journalists convert 
voters for your cause.

Independent 
Media

Media provides more liberty. Protests happen 
more frequently.

Digital Rights

Total Firewall Less citizens become rebels. Research is slower.
Fight Piracy Increases the foreign aid gained from the EU and 

USA by 20%.
Free Internet Research points generation increased by 15%.

Globalization

Protectionism Increases base prices for Raw Resources by 20%.
Strategic Sector Raises top export price by 20%.
Open Borders Increases the base price for Manufactured Goods 

by 10%.
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Ecology

Economy First Factory effectiveness +10%. Factory pollution 
+50%.

Energy 
Efficiency

Factory budget -20%.

Zero Emissions Factory effectiveness -20%. Factory pollution 
-75%. Tourism boost.
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Technical support and 
customer service

Technical support and customer service

If you have any questions or problems with one of our products, we offer 
you answers and solutions to the frequently asked questions at our 
forums: forum.kalypsomedia.com

You may also reach our technical support team via email at  
support@kalypsomedia.com or phone:

Tel: +49 (0)6241 50 22 40 (Mo - Fr 10am GMT - 4pm GMT)
Fax: +49 (0)6241 506 19 11

International rates may apply!

Before contacting us, please make sure you know the complete product 
name and can provide proof of purchase. Please be as precise as possible 
when describing technical errors and include error messages and any 
other helpful information if possible. Please understand that we are not 
able to answer questions regarding general gameplay and hints via email 
or phone.
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YOUR USE OF THIS SOFTWARE IS SUBJECT TO THIS LIMITED 
SOFTWARE WARRANTY AND LICENSE AGREEMENT (THE 
"AGREEMENT") AND THE TERMS SET FORTH BELOW. THE 
"SOFTWARE" INCLUDES ALL SOFTWARE INCLUDED WITH THIS 
AGREEMENT, THE ACCOMPANYING MANUAL (S), PACKAGING 
AND OTHER WRITTEN, ELECTRONIC OR ON-LINE MATERIALS OR 
DOCUMENTATION, AND ANY AND ALL COPIES OF SUCH SOFTWARE 
AND ITS MATERIALS. BY OPENING THE SOFTWARE, INSTALLING, 
AND/OR USING THE SOFTWARE AND ANY OTHER MATERIALS 
INCLUDED WITH THE SOFTWARE, YOU HEREBY ACCEPT THE 
TERMS OF THIS LICENSE WITH [KALYPSO MEDIA] ("LICENSOR").

LICENSE
Subject to this Agreement and its terms and conditions, LICENSOR 
hereby grants you the non-exclusive, non-transferable, limited right and 
license to use one copy of the Software for your personal use on a single 
home or portable computer. The Software is being licensed to you and you 
hereby acknowledge that no title or ownership in the Software is being 
transferred or assigned and this Agreement should not be construed as a 
sale of any rights in the Software. All rights not specifically granted under 
this Agreement are reserved by LICENSOR and, as applicable, its licensors.

OWNERSHIP
LICENSOR retains all right, title and interest to this Software, including, 
but not limited to, all copyrights, trademarks, trade secrets, trade names, 
proprietary rights, patents, titles, computer codes, audiovisual effects, 
themes, characters, character names, stories, dialog, settings, artwork, 
sounds effects, musical works, and moral rights. The Software is protected 
by United Kingdom copyright law and applicable copyright laws and treaties 
throughout the world. The Software may not be copied, reproduced or 
distributed in any manner or medium, in whole or in part, without prior 
written consent from LICENSOR 

Limited Software Warranty 
and License Agreement
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Any persons copying, reproducing or distributing all or any portion of the 
Software in any manner or medium, will be willfully violating the copyright 
laws and may be subject to civil and criminal penalties. Be advised that 
Copyright violations are subject to penalties of up to $100,000 per violation. 
The Software contains certain licensed materials and LICENSOR’s licensors 
may protect their rights in the event of any violation of this Agreement.

LICENSE CONDITIONS

You agree not to:

(a) Commercially exploit the Software;
(b) Distribute, lease, license, sell, rent or otherwise transfer or assign this 
Software, or any copies of this Software, without the express prior written 
consent of LICENSOR;
(c) Make copies of the Software or any part thereof, except for back up or 
archival purposes;
(d) Except as otherwise specifically provided by the Software or this 
Agreement, use or install the Software (or permit others to do same) on a 
network, for on-line use, or on more than one computer, computer terminal, 
or workstation at the same time;(e) Copy the Software onto a hard drive 
or other storage device and must run the Software from the included 
DVD/CD-ROM (although the Software may automatically copy a portion 
of itself onto your hard drive during installation in order to run more 
efficiently);
(f) Use or copy the Software at a computer gaming center or any other 
location-based site; provided, that LICENSOR may offer you a separate site 
license agreement to make the Software available for commercial use;.
(g) Reverse engineer, decompile, disassemble or otherwise modify the 
Software, in whole or in part;
(h) Remove or modify any proprietary notices or labels contained on or 
within the Software; and

(i) Transport, export or re-export (directly or indirectly) into any country 
forbidden to receive such Software by any export laws or accompanying 
regulations or otherwise violate such laws or regulations, that may be 
amended from time to time.
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THE SOFTWARE UTILITIES
The Software may contain a level editor or other similar type tools, assets 
and other materials (the "Software Utilities") that permit you to construct 
or customize new game levels and other related game materials for personal 
use in connection with the Software ("Customized Game Materials"). In 
the event the Software contains such Software Utilities, the use of the 
Software Utilities is subject to the following additional terms, conditions 
and restrictions:

(a) All Customized Game Materials created by you are exclusively owned by 
LICENSOR and/or its licensors (as the case may be) and you hereby transfer, 
assign and convey to LICENSOR all right, title and interest in and to the 
Customized Game Materials and LICENSOR and its permitted licensors may 
use any Customized Game Materials made publicly available to you for any 
purpose whatsoever, including but not limited to for purposes of advertising 
and promoting the Software; 
(b) You will not use or permit third parties to use the Software Utilities and 
the Customized Game Materials created by you for any commercial purposes, 
including but not limited to distributing, leasing, licensing, renting, selling, 
or otherwise exploiting, transferring or assigning the ownership of such 
Customized Game Materials;
(c) Customized Game Materials must be distributed solely for free; provided, 
that you may contact LICENSOR for a license to commercially exploit the 
Customized Game Materials which LICENSOR may grant or deny in its sole 
discretion;
(d) Customized Game Materials shall not contain modifications to any 
other executable files;
(e) Customized Game Materials must be used alone and can be created if the 
Customized Game Materials will be used exclusively in combination with the 
commercially released retail version of the Software.
(f) Customized Game Materials cannot contain libelous, defamatory or 
other illegal material, material that is scandalous or invades the rights 
of privacy or publicity of any third party, or contain any trademarks, 
copyright-protected work or other property of third parties (without a 
valid license); and

(g) All Customized Game Materials must contain the proper credits to 
the authors of the Customized Game Materials and must indicate that 
LICENSOR is not the author of the Customized Game Materials with 
additional language that "THIS MATERIAL IS NOT MADE, GUARANTEED 
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OR SUPPORTED BY THE PUBLISHER OF THE SOFTWARE OR ITS 
AFFILIATES."

LIMITED WARRANTY 
LICENSOR warrants to you (if you are the initial and original purchaser 
of the Software) that the original storage medium holding the Software is 
free from defects in material and workmanship under normal use and service 
for 90 days from the date of purchase. If for any reason you find a defect 
in the storage medium during the warranty period, LICENSOR agrees to 
replace, free of charge, any Software discovered to be defective within the 
warranty period as long as the Software is currently being manufactured 
by LICENSOR. If the Software is no longer available, LICENSOR retains 
the right to substitute a similar program of equal or greater value. This 
warranty is limited to the storage medium containing the Software as 
originally provided by LICENSOR and is not applicable to normal wear and 
tear. This warranty shall not be applicable and shall be void if the defect 
has arisen through abuse, mistreatment, or neglect. Any implied warranties 
prescribed by statute are expressly limited to the 90-day period described 
above. 
 
Except as set forth above, this warranty is in lieu of all other warranties, 
whether oral or written, express or implied, including any other warranty 
of merchantability, fitness for a particular purpose or non-infringement, 
and no other representations or warranties of any kind shall be binding on 
LICENSOR.
 
When returning the Software subject to the limited warranty above, please 
send the original Software only to the LICENSOR address specified below 
and include: your name and return address; a photocopy of your dated sales 
receipt; and a brief note describing the defect and the system on which you 
are running the Software.
 
IN NO EVENT WILL LICENSOR BE LIABLE FOR SPECIAL, INCIDENTAL 
OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, 
USE OR MALFUNCTION OF THE SOFTWARE, INCLUDING DAMAGES 
TO PROPERTY, LOSS OF GOODWILL, COMPUTER FAILURE OR 
MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, 
DAMAGES FOR PERSONAL INJURIES, EVEN IF LICENSOR HAS BEEN 
ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. LICENSOR’S 
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LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR USE 
OF THE SOFTWARE. SOME STATES/COUNTRIES DO NOT ALLOW 
LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS 
AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR 
CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/
OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO 
YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND 
YOU MAY HAVE OTHER RIGHTS THAT VARY FROM JURISDICTION 
TO JURISDICTION.

TERMINATION
This Agreement will terminate automatically if you fail to comply with 
its terms and conditions. In such event, you must destroy all copies of the 
Software and all of its component parts. You can also end this Agreement by 
destroying the Software and all copies and reproductions of the Software 
and deleting and permanently purging the Software from any client server 
or computer on which it has been installed. 
 
EQUITABLE REMEDIES 
You hereby agree that if the terms of this Agreement are not specifically 
enforced, LICENSOR will be irreparably damaged, and therefore you agree 
that LICENSOR shall be entitled, without bond, other security, proof 
of damages, to appropriate equitable remedies with respect any of this 
Agreement, in addition to any other available remedies.
 
INDEMNITY 
You agree to indemnify, defend and hold LICENSOR, its partners, licensors, 
affiliates, contractors, officers, directors, employees and agents harmless 
from all damages, losses and expenses arising directly or indirectly from 
your acts and omissions to act in using the Software pursuant to the terms 
of the Agreement.

MISCELLANEOUS 
This Agreement represents the complete agreement concerning this license 
between the parties and supersedes all prior agreements and representations 
between them. It may be amended only by a writing executed by both parties. 
If any provision of this Agreement is held to be unenforceable for any reason, 
such provision shall be reformed only to the extent necessary to make it 



67

enforceable and the remaining provisions of this Agreement shall not be 
affected. This Agreement shall be construed under England and Welsh law. 
Leicester, Leicestershire. 

If you have any questions concerning this license, you may contact in writing 
Kalypso Media USA Inc.

KALYPSO MEDIA USA, INC.
45 N. Broad Street, Suite 501
Ridgewood, NJ 07450United States

www.kalypsomedia.com
www.facebook.com/kalypsomediaint



6000604


	Game Controls
	Content of the 
	Complete Collection 
	Game Modes
	Generated Maps
	Historical Eras
	Factions
	Main View – Interface
	The Dynasty
	Rebels and Rebel Threat
	Social Unrest, 
	Uprisings and Military Coups
	Trade, Research, Constitution
	Espionage
	Buildings
	Edicts
	List of Edicts
	List of Technologies
	List of constitution  
	principles and effects
	Technical support and 
	customer service
	Credits
	Limited Software Warranty 
	and License Agreement

