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Everybody loves games, movies, cartoons... we grew up on them! And when we really love a series, we want to dig into it as much as possible. That's exactly what you'll find here on FandomSpot. We're a pop culture site writing about every series on the planet. Fun lists, factoids, gaming how-tos and gift guides full of collectibles for the true fans out
there. Have a look around and see what you like. Browse The Blog Name a game series and [ bet we've covered it, or at least we really want to! Movies, TV shows, anime, cosplay, we cover anything in pop culture that brings you joy. Toys, plushies, cosplay, collectibles and rare memorabilia... for every series you can imagine. All our latest content on
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Simmers, and Ravasheen is one of them. This creator has an enormous [...] Read More What’s not to love about the ‘70s? It was a time of change and experimentation, in every facet of life. [...] Read More This may be a bold statement, but Paranormal may just be the best stuff pack we’ve gotten. It’s the most [...] Read More Sims can live in all sorts of
places in this game. But coastal lots may just be among the most [...] Read More The Christmas season has many different traditions. And to most people, a good number of those traditions revolve around food. [...] Read More Fun content on everything pop culture. Video games, movies, TV shows, cartoons, anime, toys, comics, and so much more. ©
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IIDeveloper(s)Paradox Development StudioPublisher(s)Paradox InteractiveDirector(s)Henrik FahraeusProducer(s)Johan AnderssonDesigner(s)Henrik FahraeusChristopher KingProgrammer(s)Henrik FahraeusJohan LerstromFredrik ZettermanArtist(s)Fredrik TollComposer(s)Andreas WaldetoftPlatform(s)Microsoft Windows, OS X,
LinuxReleaseMicrosoft WindowsFebruary 14, 20120S XMay 24, 2012LinuxJanuary 14, 2013Genre(s)Grand strategy, role-playingMode(s)Single-player, Multiplayer Crusader Kings II is a grand strategy game developed by Paradox Development Studio and published by Paradox Interactive. Set in the Middle Ages, the game was released on February
14, 2012, as a sequel to 2004's Crusader Kings. On October 18, 2019, the video game became free to play.[1] A sequel, Crusader Kings III, was released on September 1, 2020.[2] Crusader Kings II attracted a wider audience than Paradox's previous games, contributing to the growth of the company.[3] The game is a dynasty simulator in which the
player controls a medieval dynasty from 1066 to 1453. Players are able to start at any date between September 15, 1066, to December 31, 1337.[a] Through the strategic use of war, marriages and assassinations, among many other things, the players work to achieve success for their dynasty. The game depicts or mentions numerous historical
figures, including William the Conqueror, Charlemagne, Genghis Khan, Harold Godwinson, Robert Guiscard, Robert the Bruce, Harald Hardrada, El Cid, Constantine X Doukas, Harun al-Rashid, Alexios I Komnenos, Richard the Lionheart, Ivar the Boneless, Alfred the Great, Baldwin I of Jerusalem, Boleslaw the Bold and Saladin, but allows for the
player to choose less-significant figures such as minor dukes and counts, and for the creation of entirely new characters with the use of the Ruler Designer DLC. Success is defined solely by the player. The only in-game objective is to obtain as many prestige and piety points as possible in order to surpass the various historically relevant European
dynasties in a fictional prestige ranking system (the three most prestigious ones being the Capetian, the Rurikid and the Habsburg dynasties). The game ends when the player's current character dies without an heir of the same dynasty to succeed him/her, when all landed titles of the count rank or above are stripped from all members of the player's
dynasty (including themselves), or when the game reaches its end in 1453 (unless the player is in "observer mode", at which point the game will continue onwards). The game employs a genetics and education system, through which children inherit many traits, culture, religion and skills from their parents and guardians. This adds an additional layer
of strategy to marriages, such that a player will attempt not only to form beneficial alliances, but also to select marriage partners with strong heritable traits to maximise the quality of offspring and thus strengthen the dynasty. This requires balancing sometimes conflicting interests; for example, while one possible marriage might allow some
desirable alliance to be formed with another ruler, it may also require marrying a spouse with some undesirable traits. Such a trade-off can occur in the reverse as well: one possible spouse could possess highly desirable traits but yield no new alliances for the player's dynasty.[4] While the player can choose to play as any noble with at least a county
in their possession, there are some government types that are unplayable without modding the game. These include theocracies (such as The Papacy), holy orders, mercenaries, and republics. The merchant republic government type, however, is playable with The Republic expansion. In addition, all non-Christian characters are unplayable without the
purchase of the DLC that unlocks them, including Muslims, Jews, Hindus, Buddhists, Taoists, Zoroastrians, Jains, Zunists and various pagans. Name Release date Accompanying Patch Description Sword of Islam 26 June 2012 1.06 Sword of Islam allows the player to play as most Muslim rulers. Focuses on making Sunni and Shia characters unique to
play as with a new UlI, story events, traits, government types and decisions. The game map was expanded into the Mali region.[5] Legacy of Rome 16 October 2012 1.07 Legacy of Rome focuses on the Byzantine Empire, adding new events and game mechanics. It also adds the "Retinue" mechanic, allowing the player to maintain a standing army.[6]
Sunset Invasion 15 November 2012 1.08 Sunset Invasion's main focus revolves around a story event in which Europe is invaded by a fictional, more technologically advanced version of the Aztecs. They can appear later in the game and have a new religion and culture unique to them.[7] The Republic 15 January 2013 1.09 The Republic makes naval-
based merchant republics playable, with their own unique playstyle centering around wealth and elections. It also adds new casus belli options as well as events concerning Republican politics and familial feuds.[8] The Old Gods 28 May 2013 1.10 The Old Gods adds a new AD 867 start date and makes most pagans playable with their own unique
mechanics. Also adds new viking mechanics, revolt mechanics, adventurer claimants and a way to reform religions.[9] Sons of Abraham 18 November 2013 2.0 Sons of Abraham gives further depth to the three Abrahamic faiths: Christianity in particular, but also added some content for Muslims and the Jewish faith. Also adds Holy Orders for all faiths
alongside new Events.[10] Rajas of India 25 March 2014 2.1 Rajas of India makes Hindu, Buddhist and Jain rulers playable. Expands the map as far east as Bengal. With Patch 2.8, Taoist rulers were also added by this DL.C.[11] Charlemagne 14 October 2014 2.2 Charlemagne unlocks several improvements to narrative aspects of the game, custom
kingdoms and empires and vice royalties. The 769 start date was also added focusing on the life and death of Charlemagne, with many events tailored around this.[12] Way of Life 16 December 2014 2.3 Way of Life improves role-playing and immersion by letting the player influence more directly the type of story events that may happen, rather than
relying solely on personality traits or randomness.[13] Horse Lords 14 July 2015 2.4 Horse Lords allows the player to play as most nomadic characters. Overhauls the nomadic government with clan politics and events.[14] Conclave 2 February 2016 2.5 Conclave improves interaction with your vassals, gives power to the council and overhauls the
system of education for children.[15] The Reaper's Due 25 August 2016 2.6 The Reaper's Due improves game mechanics related to the plague, epidemics, minor diseases, prosperity and interactions with your court.[16] Monks and Mystics 7 March 2017 2.7 Monks and Mystics adds societies, artifacts and relics, new councilor jobs and the ability to
give commands to allied armies.[17] Jade Dragon 16 November 2017 2.8 Jade Dragon adds interactions with China, new Chinese artifacts, new Casus Bellis and new Rally Points, along with making the Tibetan Plateau a playable area of the map.[18] Holy Fury 13 November 2018[19] 3.0 Holy Fury allows the player to "design" pagan religions upon
reformation, introduces new Crusade mechanics and events, mechanics for coronations, sainthood and bloodlines and also includes shattered and random maps.[20] Expansions timeline2012Sword of IslamlLegacy of RomeSunset Invasion2013The RepublicThe Old GodsSons of Abraham2014Rajas of IndiaCharlemagneWay of Life2015Horse
Lords2016ConclaveThe Reaper's Due2017Monks and Mystics]Jade Dragon2018Holy Fury Aside from the official expansion packs, third-party mods are available on sites such as the Steam Workshop.[21] When a Crusader Kings II (CK2) game is launched, Paradox servers collect information about the game setup such as game version, single player or
multiplayer, and what mods are in use.[22] Data collected on 23 April 2017 showed that at least 42% of users on that day had activated at least one mod.[22] Data also reveals that multiplayer "cheat mods" are popular, too, as are graphics or GUI mods. A few accuracy and realism mods have also been produced by fans, such as Historical Immersion
Project and CK2+.[23] A large number of total conversion mods are also available: A Game of Thrones, based on George R. R. Martin's A Song of Ice and Fire fantasy novels, released in May 2012,[24][25][26] which "has long been the most popular CK2 mod".[22] After the End, which is set in the 27th century in a post-apocalyptic North America, the
most up-to-date version of the mod however goes by the name After the End Fan Fork.[27] Elder Kings, based on Bethesda Softworks's The Elder Scrolls video game series[28][29][30] Middle Earth Project, based on the works of J. R. R. Tolkien.[23] When the World Stopped Making Sense, set in the Dark Ages.[31] Witcher Kings, based on Andrzej
Sapkowski's The Witcher series of novels, as well as CD Projekt Red's video game series.[32] Paradox actively encourages modding, and the developers regularly tweaked the game in order to make modding easier, furthermore there exist in-depth guides on how to mod in the Crusader Kings II wiki.[22] ReceptionAggregate
scoreAggregatorScoreMetacritic82/100[33]Review scoresPublicationScoreGameSpot8/10[34]IGN8/10[35]PC PowerPlay7/10[36] A demo was released on February 4, 2012, which featured four playable characters over a 20-year span.[37] A marketing campaign for the game featured light comedy videos on the concept of the Seven Deadly Sins.[38]
The game, based on the Clausewitz Engine, was met with generally positive reviews and has attained a metascore of 82 at Metacritic.[39] GameSpot reviewer Shaun MclInnis stated: "Through a complex system of diplomacy and backstabbing, Crusader Kings II makes every power struggle an engrossing one" and he lauded the gameplay while noting
the "lackluster tutorials".[34] IGN summed up their review by saying "an intense learning curve, but a unique strategy experience".[35] IGN rated the gameplay and "lasting appeal" a 9/10.[35] A reviewer for Rock, Paper, Shotgun wrote that Crusader Kings II was "probably the most human strategy game" he ever played.[40] Rob Zacny of PC
PowerPlay, who gave the game a 7/10 score, called it a "brilliant treatment of feudalism in terms of strategy and story" but also stated it "requires major investment to overcome information overload".[36] Kotaku named the game as one of their game of the year nominees.[41] By September 2014, Crusader Kings II had sold more than 1 million copies,
with the expansion pack and DLC sales totaling over 7 million units. This makes it Paradox's most successful release prior to the debut of Europa Universalis IV.[42] According to Paradox Interactive, the game was played by an average of 12,500 players every day, with an average playtime of 99 hours per player.[43] Hearts of Iron IV Stellaris
Imperator: Rome Crusader Kings III ©~ the Charlemagne DLC allows players to start as early as January 1, 769 ©~ "Crusader Kings 2 is now free-to-play". PCGamesN. 17 October 2019. Retrieved 2021-05-03. ©~ Mass, Edward (May 14, 2020). "Crusader Kings 3 - Release Date, Gameplay Features, Trailer and More!". Strategy Gamer. Archived from the
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Kings 2 mods". Rock Paper Shotgun. Retrieved 2018-01-19. ©~ Plunkett, Luke (28 May 2012). "There is an Awesome Game of Thrones Video Game. You Can Play it Right Now". Kotaku. Retrieved May 31, 2012. ©~ Adam Smith (May 28, 2012). "A Mod Of A Game Of Thrones: Crusader Kings II". Rock Paper Shotgun. Retrieved 2012-10-21. ©~ Savage, Phil
(April 8, 2013). "Crusader Kings 2's Game of Thrones mod update lets you feast on new scenarios". PC Gamer. Retrieved 2013-04-21. ~ Livingston, Christopher (August 14, 2014). "Mod of the Week: After the End, for Crusader Kings II". PC Gamer. Retrieved May 31, 2020. ©~ Savage, Phil (April 19, 2013). "Elder Kings mod brings The Elder Scrolls to
Crusader Kings 2". PC Gamer. ~ Livingston, Christopher (August 11, 2013). "Mod of the Week: Elder Kings for Crusader Kings II". PC Gamer. ™ Caldwell, Brendan (3 July 2018). "Crusader Kings 2 mod that turns world into Elder Scrolls is now easier to play". Rock Paper Shotgun. ©~ Mass, Edward (March 31, 2020). "The Best Crusader Kings II Mods".
Strategy Gamer. Archived from the original on July 14, 2020. Retrieved July 15, 2020. ~ Walker, Alex (May 31, 2018). "Mod Adds The Witcher to Crusader Kings II". Kotaku. Retrieved July 15, 2020. ~ "Crusader Kings II for PC Reviews". Metacritic. 2012-02-14. Retrieved 2013-04-21. ™ a b Shaun McInnis (February 16, 2012). "Crusader Kings II
Review". GameSpot. Retrieved September 6, 2012. ™ a b ¢ Eric Neigher (March 5, 2012). "Crusader Kings II Review". IGN. Retrieved September 6, 2012. ™ a b Zacny, Rob (1 May 2012), "Crusader Kings II", PC PowerPlay, no. 203, Australia: nextmedia, p. 52 © "Crusader Kings II Demo". Fileplanet.com. Retrieved 2013-04-21. ~ Gonzalez, Christina
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so human they mean all the much more and this is probably the most human strategy game I've ever played. If it doesn't wind up being among my very favourite games of the year, spectacular things will occur in the next ten months. ©~ Plunkett, Luke (4 January 2013). "Why Crusader Kings II Should Be Game Of The Year". Kotaku. Gawker Media.
Retrieved 10 August 2013. ~ Zacny, Rob (September 20, 2014). "How Crusader Kings 2 caught Paradox by surprise". PCGamesN. Archived from the original on September 22, 2014. ©~ Graft, Kris (September 18, 2014). "Aiming for the 'niche' pays off for million-selling strategy game". Gamasutra. Archived from the original on November 10, 2014.
Official website Official wiki for Crusader Kings II Portal: Video games Retrieved from " Commands with which you can add or remove features are listed below. If the character ID is not entered, the attribute will be assigned to the character for which you are currently playing. Cheats on character traits in Crusader Kings 2 through events To activate
the event, use the command event [identifier] . 242 to the death of the ruler 100% 270 Gets the Brave trait 271 Gets the "Coward" trait 271 Gets the Irate trait 273 Gets the Patient trait 1001 to obtain the moderate/glutton trait 1003 Gets the Greedy/Generous trait 1004 Gets the Zeal/Lazy trait 1005 Gets the "Good/Envious" trait (Women) 1006 Gets
the "Good/Envious" trait (Men) 1008 to receive the "Arrogant/Modest" trait 1009 Gets the Insidious/Honest trait 1011 Gets the Shy/Sociable trait 1012 Gets the "Ambitious/Moderate" trait 1013 Gets the "Samodur/Fair" trait 1014 to receive the Pious/Cynical trait 1016 Gets the Paranoid/Trusting trait 1018 Gets the trait "Lustful/Chaste" (w) 1029
Losing the "Chaste" line 1030 Losing the “Moderate” trait 1031 for the loss of the Glutton trait 1032 Losing the Generous trait 1033 Losing the Greedy Trait 1034 Losing the Zealous Trait 1035 Losing the Lazy trait 1036 to lose the "Good" trait 1037 Loses the Hanging Trait 1038 Loses the Patient trait 1039 Losing the Angry Trait 1040 Losing the
Humble Trait 1041 for the loss of the trait of "Arrogant" 1042 Losing the Lustful Trait 1043 Loses the Honest Trait 1044 Losing trait "Insidious" 1045 Losing the Brave trait 1046 for the loss of the "coward" trait 1047 Loses the "Sociable" line 1048 Losing the Shy trait 1049 Losing the Satisfied trait 1050 Losing the “Ambitious” trait 1051 for the loss
of the "Fair" trait 1052 Losing the Samodur trait 1053 Losing the Pious Trait 1054 Losing the Cynical trait 1057 Losing Paranoid Trait 1058 to lose the "Good" trait 1060 Gets the Lustful/Chaste trait 1980 Gets the homosexual trait 1985 Losing the “Homosexual” trait 3202 gives 0.25 health, eliminates gluttony and drunkenness. You can upgrade. 3520
Turns Off the Vow of Indifference 5002 Gets the Scholar trait 5003 Gets the Mystic trait 5024 Gets the Torture trait 5025 to get the Gardener trait 5032 Gets the "Beginner Poet" 5033 Gets the Beginner Duelist 5036 Gets the Poet trait 5037 Gets the duelist trait 5041 to receive "Beginner Falconer" 5042 Gets the Beginner Hunter 5045 Gets the
Falconer trait 5046 Gets the Hunter trait 5070 Gets the Hedonist 39211 for the loss of the trait of "Killer Relatives" for gold among Catholics 65145 Loses the "Freak" trait, there is a chance to get the "Attractive" trait with a low chance Cheats on character traits in Crusader Kings 2 through teams add _trait [Trait ID] [character] adds a trait to the
character. remove_trait [Trait ID] [character] removes the trait from the character. amateurish plotter gives the line Conspirator Delitant: +1 to intrigue -1 to management flamboyant schemer Conspiracyless Conspirator: +3 to intrigue -1 to management intricate webweaver Artificial Scam: +1 military +6 intrigue +1 diplomacy -1 management
elusive_shadow The Elusive Shadow: +2 military +9 intrigue +2 diplomacy -1 management naive appeaser gives the line Naive Peacemaker: -1 Military +1 diplomacy underhanded rogue Backstage Wretch: -1 Military +3 diplomacy + 5.0% fertility charismatic negotiator Brilliant negotiator: -1 Military +1 intrigue +6 diplomacy +1 education + 10.0%
fertility gray eminence Gray Cardinal: -1 Military +2 intrigue +9 diplomacy +2 education + 10.0% fertility indulgent wastrel gives the Trajir trait: -1 diplomacy +1 management thrifty clerk Lean Officer: -1 diplomacy +3 management + 5.0% fertility fortune builder Creator of his fate: -1 diplomacy +6 management +1 military +1 education + 10.0%
fertility midas touched gives the line With the gift of Midas: -1 diplomacy +9 management +2 military +2 education + 15.0% fertility misguided warrior Failed commander: +1 military -1 education +0.50 health +1 combat skills tough soldier Weathered warrior: +3 military -1 education +0.50 health +1 combat skills skilled tactician gives the line
Skillful tactician: +6 military +1 intrigue +1 management -1 education +0.50 health +1 combat skills brilliant _strategist Brilliant Strategist: +9 military +2 intrigue +2 management -1 education +0.50 health +1 combat skills +1 leadership traits detached priest Priest: -1 intrigue +1 education martial cleric gives the line Submissive Servant of the
Church: -1 intrigue +3 education +10 Zeal scholarly theologian Scientist Theologian: -1 intrigue +6 education +1 management +1 diplomacy -5.0% fecundity +20 Zeal mastermind theologian Outstanding theologian: -1 intrigue +9 education +2 management +2 diplomacy -5.0% fertility +30 Zeal haughty gives the trait Haughty: This child is proud
and conceited, convinced of his superiority. May develop into arrogant, petty or cruel. +1 Military Skill affectionate Affectionate: This child is kind and quick to show love and affection. Can develop into Trusted, Kind or Satisfied +1 diplomacy timid Timid: This child is shy and usually avoids open conflict. May develop into a humble, shy or coward. +1
education rowdy gives an exuberant trait: This child is loud and lively and usually prefers gross physical activity. May develop into a muscular, honest, or stupid. +1 Military Skill willful Strong-willed: This child is stubborn and strong-willed, and does not obey or is easily inferior. May develop into ambitious, courageous or stubborn. +1 intrigue
brooding Thoughtful: This child is a thinker, often sitting inside in deep thought, as others play outside in the sun. May develop into a fair, angry or addictive +1 intrigue indolent gives the trait Idle: This child really does not like any tension, whether mental or physical. May develop in a generous, lazy, or gluttonous. +1 intrigue playful Playful: This
child likes to engage in fun and games, almost always turning any activity into an excuse for the game. It can develop into sociable, insidious and (rarely) crazy +1 diplomacy conscientious Conscientious: This child is extraordinarily scrupulous and responsible, rejoicing in completing any tasks and tasks to perfection. May develop into a diligent or
moderate +1 management fussy gives the line Finicky: This child is very specific in details that seem trivial to others. May develop into a patient, greedy or paranoid +1 management curious Curious: This child has a curious character, he constantly asks questions and is looking for new and interesting things. May develop into Insightful, cynical or
empathize with other religions. +1 education idolizer Impressive: This child is easily impressed and also has an ardent desire to seek the truth. May develop into a devout, scholar, or frail +1 education hedonist Hedonist: +1 intrigue +2 diplomacy + 20% fecundity -5 relationship with Christ Church scholar gives the line Scientist: +3 education
gardener Gardener: +2 management +1 education mystic Mystic: +1 management +2 education impaler Spinner: +2 intrigue +1 education + 10% attacking morale duelist gives the line Duelist: +3 military craft +5 combat skills hunter Hunter: +2 military craft +1 diplomacy + 20% prosecution seducer Master Seducer: +2 intrigues +1 diplomacy
+50 sex drive/disgust seductress Master Seductress: +2 intrigue +1 diplomacy +50 sex drive/disgust administrator gives the trait Administrator: +3 management + 10% movement speed architect Architect: +1 military craft +2 management + 20% siege strategist Strategist: +2 military craft +1 management + 20% defense socializer Social activist
+3 diplomacy +10 sex drive/aversion schemer gives the line Master Intriguer: +3 intrigue theologian Theologian: +1 intrigue +2 education gamer Game Master: +1 military craft +2 diplomacy + 30% narrow flank celibate Celibacy: -1000% fertility +1.00 increase in piety (Monthly) +5 relationship with Christ.Church poet gives the line Poet: +1
diplomacy falconer Falconer: +1 diplomacy lustful Lustful: -0.25 increase in piety (monthly) +1 intrigue + 20% fertility -5 Christian church relationship gluttonous Glutton: -2 management -5 clergy attitude -15 sex drive/aversion greedy gives the line Greedy: + 10% national taxes -1 diplomacy slothful Lazy: -1 military craft -1 diplomacy -1 education -1
intrigue -1 management -5 attitude of vassals wroth Envious: +2 intrigue -1 diplomacy -15 suzerain attitude envious Angry: +3 military craft -1 intrigue -1 diplomacy proud gives the line Arrogant: +0.50 increase in prestige (Monthly) chaste Chaste: +0.50 increase in piety (monthly) +1 education -15% fertility +5 attitude of the Christian church
temperate Moderate: +2 control +5 clergy attitude charitable gives the line Generous: +3 diplomacy +5 clergy attitude diligent Diligent: +1 military craft +1 intrigue +1 diplomacy +1 education +1 management +5 vassal attitude kind Good: -2 intrigues +2 diplomacy +5 attitude of vassals patient Patient: +1 intrigue +1 diplomacy +1 management
+1 education + 20% defense humble gives the line Modest: +1.00 increase in piety (monthly) deceitful Insidious: +3 intrigues -2 diplomacy honest Honest: -2 intrigues +3 diplomacy craven Coward: -2 military craft -1 fighting skill -20% fighting spirit of the defenders -5 ratio of vassals brave gives the line Brave: +2 military craft +1 combat skill +
10% morale of the defenders +5 vassal relations shy Shy: -2 diplomacy gregarious Sociable: +2 diplomacy +5 sex drive/aversion +5 vassal attitude ambitious Ambitious: +2 diplomacy +2 military craft +2 management +2 education +2 intrigue -25 relationship because of ambition content gives the line Satisfied: +0.50 increment of piety (monthly) -1
intrigue +25 suzerain attitude arbitrary Samodur: -2 control -1 education -5 attitude of vassals just Fair: +2 management +1 education +5 vassal attitude cynical Cynical -0.20 increase in piety (monthly) +2 intrigue -5 clergy attitude zealous gives the line of the Pious +1.00 increase in piety (monthly) +2 military craft +5 clergy -25 attitude of the
Gentiles paranoid Paranoid: +2 intrigue -1 diplomacy trusting Trusting: -2 intrigues +1 diplomacy cruel Cruel: +1 intrigue -1 diplomacy + 10% morale of the attacker -5 ratio of vassals erudite gives the line of Scrabble: +2 education +5 clergy attitude stubborn Stubborn: -1 diplomacy +1 management -5 attitude of vassals master of flame Dragon
Path: + 20.0% Attack Morale + 20.0% Damage logistics_expert Dog’s path: -50.0% Army starvation +30 Supply days + 20.0% Center attack levy coordinator gives the Tiger Way + 30.0% Movement Speed + 20.0% Retreats + 20.0% Attack from the flanks sapper Leopard Path: + 50.0% Siege + 20.00% two battlefields (Forest and Hills)
light foot leader Infantry commander: + 20% Light infantry heavy infantry leader Heavy infantry commander: + 20% heavy infantry cavalry leader gives the line Cavalry Commander: + 20% cavalry inspiring leader Inspiring to win: + 15% morale attacking + 15% morale defenders trickster Unpredictable commander: + 30% unpredictability
organizer Organizer: + 20% movement speed + 10% retreat defensive leader gives the line Defense Commander: -10% damage + 25% defense experimenter Center: + 20% center attack flanker Dodgy commander: + 20% flank attack aggressive leader Aggressive commander: + 25% pursuit + 10% damage -10% defense siege leader gives the trait
Siege Leader: + 40% siege flat terrain leader Plain Expert: + 20% on the Plains battlefield + 20% on the Arables battlefield + 20% on the Steppe battlefield rough terrain leader Crossing Expert Terrain: + 20% on the battlefield "Forest" +20 on the battlefield "Hills" mountain terrain leader gives the trait Highland Expert: + 20% on the "Mountains"
battlefield desert terrain leader Desert Expert: + 20% on the Desert Battlefield holy warrior Holy Warrior: + 30% Damage to Enemies of Faith unyielding leader Persistent: + 20% defending morale + 10% defensive narrow flank leader gives the line Defense Master: + 50% narrow flank war elephant leader Elephant Master: + 20% Attack Morale
+ 20% Elephant War jungle terrain leader Jungle Expert: + 20% on the Jungle Battlefield winter soldier Winter Warrior: +4.00 winter supply + 50% winter fights excommunicated gives the line Excommunicated: -5 diplomacy -15 attitudes of co-religionists pilgrim Pilgrim: +0.10 increase in piety (monthly) +5 ratio of co-religionists (Made a great
pilgrimage) on pilgrimage Pilgrim +0.20 increase in piety (monthly) +5 attitude of co-religionists (Currently made a pilgrimage hajjaj gives the Haji trait +0.10 piety growth (monthly) +1 management +5 Muslim opinion on hajj On Haji +0.20 increase in piety (monthly) +10 Muslim opinion faqgih Fakih +3 education +5 opinion of vassals hafiz gives
the Hafiz trait: +5 Muslim opinion sayyid Sayyid: +5 Muslim opinion (Cannot be used with Mirza) mirza Mirza: +5 Muslim opinion mutazilite gives trait Mutazilite: +5 education ashari Asharit: +1.00 increase in piety (monthly) decadent gives the line Decadedent: -1 combat skill viking Viking: +0.30 prestige gain (monthly) +1 military craft +1 combat
skill +15 ratio of co-religionists (Cannot be applied to the ruler of the seas, the destroyer) ravager gives the line Destroyer: +0.40 increase in prestige (monthly) +2 military craft +2 combat skill +20 attitude of co-religionists (Cannot be applied to a Viking, ruler of the seas) seaking Lord of the Seas: +0.50 increase in prestige (monthly) +3 military
craft +3 combat skill +25 attitude of co-religionists (Cannot be applied to a Viking, destroyer) sea_queen Lady of the Seas: +0.50 increase in prestige (monthly) +3 military craft +3 combat skill +25 attitude of co-religionists shieldmaiden gives the line Defender: +0.10 increase in piety (monthly) +5 opinion of the Gentiles saoshyant Saoshiant: +5
combat skills +10 opinion of Zoroastrians saoshyant descendant Descendant of Saoshiant: +5 opinion of Zoroastrians monk Monk: +0.30 increase in piety (monthly) +5 ratio of co-religionists (male Christ) nun gives the trait the Nun: +0.30 increase in piety (monthly) +5 ratio of co-religionists (Christ woman) muni Mooney: +0.30 increase in piety
(monthly) +5 ratio of co-religionists (Male Jainist) aryika Aryan: +0.30 increase in piety (monthly) +5 ratio of co-religionists (Zheshchina Jainist) bhikkhu Bhikku +0.30 increase in piety (monthly) +5 ratio of co-religionists (Male Buddhist) bhikkhuni gives the Bhikkuni trait: +.0.30 increase in piety (monthly) +5 ratio of co-religionists (Female Buddhist)
sanyasi Sannyasi: +0.30 increase in piety (monthly) +5 ratio of co-religionists (Male Hebrew) sanyasini Sannyasini: +0.30 increase in piety (monthly) +5 ratio of co-religionists (Female Hindus) crusader Crusader: +2 military craft +1 combat skill +15 clergy opinion mujahid gives the line of Mujahideen: +2 military craft +1 combat skill +5 Muslim
opinion valhalla bound Place in Valhalla: +2 military craft +1 combat skill +5 pagan opinion eagle warrior Eagle Warrior: +2 military craft +1 combat skill +15 clergy attitude sun warrior Sun Warrior: +2 military craft +1 combat skill +15 clergy attitude ukkos _shield gives the line Ukko's Hammer: +2 military craft +1 combat skill +15 clergy
attitude nyames shield Shield of Nyame: +2 military craft +1 combat skill +15 clergy attitude peruns chosen Chosen of Perun: +2 military craft +1 combat skill +15 clergy attitude romuvas own Stalker of Dievas +2 military craft +1 combat skill +15 clergy attitude ares own gives the trait Ares Warrior: +2 military craft +1 combat skill +15 clergy
attitude tengri warrior Heavenly Horseman: +2 military craft +1 combat skill +15 clergy attitude shaddai Kanai: +2 military craft +1 combat skill +15 clergy attitude gondi_shahansha Gond-i Shahanshah: +2 military craft +1 combat skill +15 clergy attitude kinslayer gives the line Killer Kinsmen: -3 diplomacy -15 dynasty attitude homosexual
Homosexual/Lesbian: -15% fecundity +30 sex drive/aversion -5 vassal attitude eunuch Eunuch: -5000% fecundity -20 sex drive/disgust blinded Blinded: -6 military craft -2 intrigue -2 control -1.00 health -10 combat skills -10 sex drive/disgust augustus gives the line August: +0.50 increase in prestige (monthly) +10 ratio of vassals peasant leader
Peasant leader: -5 diplomacy -10 vassal relations heresiarch Heresyarch: -15 attitude of the Gentiles +25 relationship of the Gentiles berserker Berserker: +4 military craft -2 diplomacy +3 personal military skills varangian gives the Varyag trait: +2 military craft +1 diplomacy +2 personal military skills reincarnation Reincarnation: "Everything
indicates that this person is the reincarnation of one who is known as the ruler of N" in_hiding Hiding: Increase in prestige -2.00 (Monthly) -5 diplomacy -5 vassal relations adventurer Adventurer: Militia size + 20% +1 Military craft -1 diplomacy +1 personal combat skill + 10% of maximum human resources horse gives the line of Horses: -10 military
crafts -10 intrigues -10 diplomacy -10 education -10 management -5000% fertility -2.00 health -20 sex drive/aversion cannibal trait Cannibal: +3 military craft -10 public opinion +1 personal combat skill lovers pox Sexually Transmitted Disease: -5 Sex Drive/Aversion Skip to content Sign in to edit Traits are distinguishing qualities or characteristics.
Every character in Crusader Kings II has traits, usually several. A person can only have one educational trait (traits 1 - 20), and gets this upon their coming of age (age 16). The Age the character editor to assure balanced customized characters. Icon Trait ID Description Modifier Age "Cost" Amateurish Plotter 1 The Amateurish Plotter has received an
education emphasing intrigue skills. Unfortunately it didn't stick. Intrigue: +1.00 Stewardship: -1.00 0 Flamboyant Schemer 2 Flamboyant Schemers thrive on court intrigue and fancy themselves masters of the trade. However, their lack of secrecy tends to endanger even their best efforts. Intrigue: +3.00 Stewardship: -1.00 2 Intricate Webweaver 3
The Intricate Webweaver is a master manipulator, well suited to a life of intrigue. Martial: +1.00 Intrigue: +6.00 Diplomacy: +1.00 Stewardship: -1.00 7 Elusive Shadow 4 The Elusive Shadow has mastered the art of intrigue and should make a perfect Spymaster - as well as an ideal mentor for prospective schemers Martial: +2.00 Intrigue: +9.00
Diplomacy: +2.00 Stewardship: -1.00 12 Naive Appeaser 5 Naive Appeasers want to be well liked and fancy themselves diplomats. Unfortunately, everyone else just tends to bully them. Diplomacy: +1.00 Martial: -1.00 0 Underhanded Rogue 6 The Underhanded Rogue is a rough but decently effective diplomat. Diplomacy: +3.00 Martial: -1.00
Fertility: +5.0% 3 Charismatic Negotiator 7 The Charismatic Negotiator is an excellent diplomat, impressing dignitaries with elegant dress and persuasive rhetoric. Martial: -1.00 Intrigue: +1.00 Diplomacy: +6.00 Learning: +1.00 Fertility: +5.0% 8 Grey Eminence 8 The Grey Eminence is the epitome of statesmanship having fully mastered the art of
diplomacy. A good choice for Chancellor as well as a tutor for children seeking the best education in diplomacy. Martial: -1.00 Intrigue: +2.00 Diplomacy: +9.00 Learning: +2.00 Fertility: +10.0% 14 Indulgent Wastrel 9 The Indulgent Wastrel was groomed to become good with money, and if good means spending it quickly, the Indulgent Wastrel
certainly is. Diplomacy: -1.00 Stewardship: +1.00 0 Thrifty Clerk 10 The Thrifty Clerk is a dutiful, if not particularly skilled, administrator Diplomacy: -1.00 Stewardship: +3.00 Fertility: +5.0% 3 Fortune Builder 11 The Fortune Builder came out of adolescence armed with a well honed business sense, determined to live a life of luxury Martial: +1.00
Diplomacy: -1.00 Stewardship: +6.00 Learning: +1.00 Fertility: +10.0% 9 Midas Touched 12 This character is truly Midas Touched, never seeming to run out of funds - an excellent choice for Steward and mentor to children destined to become administrators. Martial: +2.00 Diplomacy: -1.00 Stewardship: +9.00 Learning: +2.00 Fertility: +15.0% 15
Misguided Warrior 13 The Misguided Warrior was trained in warfare and the martial arts, but sadly lacks all talent for it, Martial: +1.00 Learning: -1.00 Health: +0.50 5 Tough Soldier 14 The Tough Solder is fearsome on the battlefield, but only a mediocre commander. Martial: +3.00 Learning: -1.00 Health: +0.50 7 Skilled Tactician 15 The Skilled
Tactician is an adept in the art of war - a valiant warrior and reliable commander. Martial: +6.00 Intrigue: +1.00 Stewardship: +1.00 Learning: -1.00 Health: +0.50 12 Brilliant Strategist 16 The Brilliant Strategist has an almost preternatural understanding of all things martial, having the perfect makings for a Marshall or a military tutor. Martial:
+9.00 Intrigue: +2.00 Stewardship: +2.00 Learning: -1.00 Health: +0.50 17 Detached Priest 17 The Detached Priest received a clerical education but displays no talent beyond basic literacy. Intrigue: -1.00 Learning: +1.00 0 Dutiful Cleric 18 The Dutiful Cleric is learned and possessed of beautiful penmanship, but lacks particular interest in theology.
Intrigue: -1.00 Learning: +3.00 2 Scholarly Theologian 19 The Scholarly Theologian is wise and well read, with a deep understanding of philosophy and theology. Intrigue: -1.00 Diplomacy: +1.00 Stewardship: +1.00 Learning: +6.00 Fertility: -5.0% 6 Mastermind Theologian 20 The Mastermind Theologian is recognized as one of the top scholars of the
Faith. Intrigue: -1.00 Learning: +9.00 Diplomacy: +2.00 Stewardship: +2.00 Fertility: -5.0% 11 Stressed 21 This character finds the burdens of work and life almost too much to handle. Intrigue: -1.00 Stewardship: -1.00 Fertility: -10.0% Health: -1.00 -14 Depressed 22 Life has lost its luster to this character. Martial: -1.00 Intrigue: -1.00 Diplomacy:
-1.00 Stewardship: -1.00 Fertility: -5.0% Health: -1.00 -15 Lunatic 23 This character is stark raving mad. -42 Possessed 24 This character experiences frequent violent episodes, speaking in tongues, spitting and assaulting those nearby, as if possessed by evil spirits -7 Ill 25 Illness plagues this character. It could be serious... or just a nasty cold Martial:
-1.00 Fertility: -10.0% Health: -2.00 Pneumonic 26 This character suffers from Pneumonia - a life threatening condition in medieval times. Martial: -2.00 Intrigue: -2.00 Diplomacy: -2.00 Stewardship: -2.00 Learning: -2.00 Fertility: -50.0% Health: -4.00 Has Great Pox 27 This character suffers from 'Lues', the veneral plague, later known as Syphilis.
Martial: -1.00 Intrigue: -1.00 Diplomacy: -1.00 Stewardship: -1.00 Learning: -1.00 Fertility: -20.0% Health: -2.00 -44 Leper 28 Afficted with the horror that is leprosy, this character is experiencing Purgatory on Earth. Hideous and sterile, this character, procreation is most unlikely Diplomacy: -2.00 Fertility: -20.0% Health: -2.00 -66 Wounded 29 This
character has been seriously injured, but the damage should heal, given time. Martial: -1.00 Health: -1.00 -11 Maimed 30 This character has been maimed. It would take a true miracle to heal such an injury. Martial: -2.00 Health: -2.00 -24 Infirm 31 This character is infirm and suffers from a sickly disposition. Martial: -3.00 Intrigue: -3.00 Diplomacy:
-3.00 Stewardship: -3.00 Learning: -3.00 Fertility: -30.0% Health: -1.00 -31 Incapable 32 Due to advanced age, head injury or other mental disability, this character is not fit for any kind of work. Incapable rulers must employ a regent. Martial: -6.00 Intrigue: -6.00 Diplomacy: -6.00 Stewardship: -6.00 Learning: -6.00 Fertility: -30.0% Health: -3.00 -66
Drunkard 33 This character is a drunken sot. Stewardship: -2.00 -4 Has Consumption 34 This character is whacked with the bloody cough known as consumption (i.e. Tuberculosis) Health: -2.00 Has Slow Fever 35 This character suffers from the terrible disease known as the Slow Fever (Typhoid Fever). Health: -3.00 Has Camp Fever 36 This
character is inflicted with the plague known as Camp Fever (Epidemic Typhus.) Health: -3.00 Has the Plague 37 This character has the dreaded Bubonic Plague Health: -7.00 Has Measles 38 This character has contracted the Measles,a fairly dangerous type of pox Health: -2.00 Has Smallpox 39 This character has the dreaded Smallpox, which kills
almost half of those infected Health: -3.00 Crusader 40 This character is a veteran Crusader. Martial: +2.00 29 Bastard 41 This character was born out of wedlock and has not been legitimized - and is thus disqualified from the line of succession Diplomacy: -1.00 Twin 42 This character had the fortune of being born with a twin. Twins like each other
better Legitimized Bastard 43 This character was born a bastard but has been legitimized. Legitimized bastards can inherit, though the stain of bastardy can never be entirely cleansed Diplomacy: -1.00 -1 Pregnant 44 This woman is with child. Excommunicated 45 This character has been excommunicated - excluded from the Church - a terrible stain
on honor and respectability Diplomacy: -5.00 -20 Kinslayer 46 This character is known to have slain a close relative - an unforgivable crime in the eyes of gods and men alike Diplomacy: -3.00 -15 Homosexual 47 This character is a bit queer... Fertility: -15.0% -8 Clubfooted 48 This character was born with a clubfoot - an unattractive disability Martial:
-1.00 -3 Harelip 49 This character was born with a harelip - a less then charming trait. Diplomacy: -1.00 -3 Hunchback 50 This character is cursed with a humpback, which is despised by vassals and ugly in the eyes of he opposite sex Martial: -1.00 -18 Lisp 51 The lisp of this character hurts credibility and is the source of much merriment. Diplomacy:
-1.00 -1 Stutter 52 This character is a stutterer, annoying to friends and enemies alike, and lowering diplomatic skill. Diplomacy: -1.00 1 Attractive 53 This character has a most pleasing physique, most attractive to the opposite sex (named 'fair' in cheat code) Diplomacy: +1.00 16 Ugly 54 This character has a face that brings a tear to the eye...
Diplomacy: -1.00 -11 Dwarf 55 This unfortunate character was born a dwarf Martial: -1.00 -11 Genius 56 The character is blessed with a towering intellect Martial: +5.00 Diplomacy: +5.00 Stewardship: +5.00 Intrigue: +5.00 Learning: +5.00 30 Quick 57 This character is brighter than most Martial: +3.00 Diplomacy: +3.00 Stewardship: +3.00
Intrigue: +3.00 Learning: +3.00 15 Slow 58 This character is not exactly blessed with a towering intellect Martial: -3.00 Intrigue: -3.00 Diplomacy: -3.00 Stewardship: -3.00 Learning: -3.00 -15 Imbecile 59 This character is a drooling imbecile Martial: -8.00 Intrigue: -8.00 Diplomacy: -8.00 Stewardship: -8.00 Learning: -8.00 -65 Inbred 60 This poor
character suffers from the effects of inbreeding, leading to disfigurement, mental retardation and probable sterility. Martial: -5.00 Intrigue: -5.00 Diplomacy: -5.00 Stewardship: -5.00 Learning: -5.00 Fertility: -30.0% Health: -1.50 -81 Strong 61 This character is blessed with a powerful physique. Martial: +2.00 Diplomacy: +1.00 Fertility: +10.0%
Health: +2.00 40 Weak 62 This character is scrawny and weak Martial: -1.00 Fertility: -5.0% Health: -1.00 -27 Celibate 63 This character has chosen a life of celibacy - pious but unlikely to procreate. Monthly Piety: +1.00 (monthly) Fertility: -1000.0% -25 Hedonist 64 This character has chosen to lead a life of debauchery and sin. The Church is
unlikely to approve... Monthly Piety: -0.50 (monthly) Fertility: +20.0% 1 Scholar 65 This character leads the life of a scholar, poring over books and corresponding with the finest minds of Europe. Learning: +2.00 12 Gardener 66 This character likes nothing better than to putter away in the garden, growing herbs and exotic fruit trees Stewardship:
+2.00 12 Mystic 67 This character has delved into the mysteries of the occult, treading a fine line between heresy and orthodox approval. Intrigue: +1.00 11 Impaler 68 This depraved character likes to spend the nights in the dungeon, inventing new ways of torturing unfortunate victims. Intrigue: +1.00 11 Duelist 69 This character is a masterful
fencer and duelist - a dangerous lifestyle to be sure Martial: +1.00 11 Hunter 70 This character only feels truly alive when killing God's little creatures. Martial: +2.00 11 Poet 71 This character likes to write poetry and declaim poetry. Diplomacy: +1.00 11 Falconer 72 This character is an avid falconer - a well respected pastime. Diplomacy: +1.00 11
Lustful 73 Lust, or 'Luxuria’, the first deadly sin, enflames this character. These carnal desires are not appreciated by the Church, and might also cause problems out of the marital bed... Monthly Piety: -0.25 (monthly) Fertility: +20.0% -1 Chaste 74 Chastity, or 'Casitas' is the first of the seven virtues, Chaste characters are admired for their virtue and
are unlikely to have extramarital affairs. Monthly Piety: +0.5 (monthly) Fertility: -15.0% 2 Gluttonous 75 Gluttony, or 'Gula’, is the second deadly sin and lacks positive effects. The Church despises gluttons, and so do members of the opposite sex. Stewardship: -2.00 -12 Temperate 76 This character believes in the virtue of 'Temperantia', moderation -
a valuable trait in rulers and stewards. Stewardship: +2.00 7 Greedy 77 The character is infamously greedy. 'Avaritia', the third deadly sin, while not respected, does help squeeze out some extra tax income. National Tax Modifier: +10.0% Diplomacy: -1.00 -1 Charitable 78 This character is famously charitable. 'Caritas' is the third of the seven virtues
and a most chivalrous trait. Diplomacy: +3.00 8 Slothful 79 This character is shockingly lazy. 'Acedia’, the fourth deadly sin, is an altogether negative trait. Martial: -1.00 Intrigue: -1.00 Diplomacy: -1.00 Stewardship: -1.00 Learning: -1.00 -15 Diligent 80 This character is dutiful and diligent, the fourth of the seven virtues - 'Industria'. Martial: +1.00
Intrigue: +1.00 Diplomacy: +1.00 Stewardship: +1.00 Learning: +1.00 15 Envious 81 This character is envious, the sixth deadly sin - 'Invidia'. Intrigue: +2.00 Diplomacy: -1.00 8 Kind 82 This character is kind and full of empathy. The sixth virtue, 'Humanitas', is popular with vassals, but makes for a rather poor Spymaster. Intrigue: -2.00 Diplomacy:
+2.00 10 Wroth 83 The fifth deadly sin is Wrath, 'Ira', and this character certainly has a hot temper. Martial: +3.00 Intrigue: -1.00 Diplomacy: -1.00 1 Patient 84 Patience, or 'Patientia’, is the fifth of the seven virtues and the opposite of Wrath. Patient characters are just a little bit better at almost everything. Intrigue: +1.00 Diplomacy: +1.00
Stewardship: +1.00 Learning: +1.00 9 Proud 85 Pride, 'Superbia' is the seventh deadly sin according to the church. However, proud characters tend to be ambitious and work hard to increase prestige. Monthly Prestige: +0.50 (monthly) 5 Humble 86 Humility, or 'Humilitas', is the seventh virtue and the opposite of pride. Humble characters gain Piety
where the proud gain Prestige. Humble characters tend to dislike prideful ones. Monthly Piety: +1.00 (monthly) 20 Deceitful 87 This character has a manipulative and dishonest nature - an excellent trait for spymasters... as long as they remain loyal. Intrigue: +3.00 Diplomacy: -2.00 -4 Honest 88 Lies do not come easily to this character, who values
truth above all else. It is not a good trait for spymasters and plotters, but is respected among diplomats. Intrigue: -2.00 Diplomacy: +3.00 1 Craven 89 This character is a craven and a coward. Martial: -2.00 -7 Brave 90 This character never shies from personal danger, enjoying the respect of vassals but the envy of cravens. Martial: +2.00 12 Shy 91
This character is shy and reclusive, suffering a penalty to diplomacy. Diplomacy: -2.00 -2 Gregarious 92 This character is gregarious and socially competent. Diplomacy: +2.00 12 Ambitious 93 Ambitious characters work harder, making them better at everything. However, their drive to reach the top means they tend to make poor vassals... Martial:
+2.00 Intrigue: +2.00 Diplomacy: +2.00 Stewardship: +2.00 Learning +2.00 20 Content 94 Content characters are satisfied with their lot in life. They make loyal vassals but are unsuited to intrigue. Monthly Piety: +0.50 (monthly) Intrigue: -1.00 -16 Arbitrary 95 This character could not care less about justice - a character flaw that is not appreciated
by vassals and courtiers. Stewardship: -2.00 Learning: -1.00 -13 Just 96 The character has a well developed sense of justice - a trait much respected by vassals and courtiers. Stewardship: +2.00 Learning: +1.00 13 Cynical 97 This character is a cynical unbeliever, disliked by the clergy but good at intrigue. Monthly Piety: -0.20 (monthly) Intrigue:
+2.00 -4 Zealous 98 This character burns with religious fervor and cannot tolerate heretics, infidels, or heathens. Monthly Piety: +1.00 (monthly) Martial: +2.00 12 Paranoid 99 This character sees enemies in every shadow, unable to trust anyone. Intrigue: +2.00 Diplomacy: -1.00 1 Trusting 100 Trusting characters make poor spymasters, but good
friends. Intrigue: -2.00 Diplomacy: +1.00 -1 Cruel 101 This character is an evil sadist, taking pleasure in the suffering of others. Intrigue: +1.00 Diplomacy: -1.00 -10 Light Foot Leader 102 This character has proven to be a capable commander when leading light infantry into battle. Light Foot Troops: +20.0% Heavy Foot Troops: -10.0% Heavy
Infantry Leader 103 This character is skilled at leading heavily armoured infantry into battle. Heavy Foot Troops: +20.0% Mounted Troops: -10.0% Cavalry Leader 104 This character excels at leading men to war on horseback. Light Foot Troops: -10.0% Mounted Troops: +20.0% Inspiring Leader 105 This character has a way of reaching directly into
the hearts and minds of the soldiers on the battlefield, and not just with a sword. Morale Defence: +10.0% Leading the Center: +10.0% Trickster 106 This character is skilled at misdirection, and will often feint an attack from one direction only to suddenly charge from another. Morale Offence: +10.0% Defence: -20.0% Organizer 107 This character is
a skillful organizer in matters of logistics and in overcoming the challenges of moving a large body of men from one point to another. Movement Speed: +20.0% Retreat: +10.0% Defender 108 This character has a reputation as a stalwart defender, standing like a stone wall alongside the men no matter what force hurls itself against them. Damage:
-20.0% Defence: +10.0% Unpredictable Leader 109 This character is known to be an unpredictable element on the battlefield. The enemy won't see it coming, and neither will you! Experimentality: +30.0% Flanker 110 This character fights best when positioned on the flank of an army, striking deeply at the chinks in the enemy's armour. Flanking:
+20.0% Leading the Center: -20.0% Aggressive Leader 111 This character does not shy away from battle, and will show no mercy to opponents who attempt to quit the field. Pursuit: +20.0% Damage: +10.0% Defence: -20.0% Siege Leader 112 This character is skilled at leading sieges. Siege: +40% Mujahid 113 This character is a veteran of a Jihad.
Martial: +2.00 17 Hajajj 114 This character has made the Hajj - the pilgrimage to Mecca. Monthly Piety: +0.10 (monthly) Stewardship: +1.00 3 On Hajj 115 This character is on a pilgrimage to Mecca. Monthly Piety: +0.20 (monthly) 4 Fagih 116 This character is formally schooled in Islamic jurisprudence. 10 Hafiz 117 This character has completely
memorized the Qur'an. 0 Sayyid 118 This character is patrilineally descended from the Prophet Muhammad's uncles al-Abbas and Abu Talib, or from the sons of his daughter Fatimah - Hasan ibn Ali and Husain ibn Ali. 0 Pilgrim 119 The character has completed a great pilgrimage. Monthly Piety: +0.10 (monthly) 4 Mirza 120 The mother of this
character is a Sayyida (patrilineally descended from the Prophet Muhammad). 0 Scarred 121 Old wounds have left this character visibly scarred. Monthly Prestige: +0.10 (monthly) 1 Eunuch 122 This character has been castrated and is a eunuch. Fertility: -5000.0% Blinded 123 This character has been permanently blinded and cannot see. Martial:
-6.00 Intrigue: -2.00 Stewardship: -2.00 Health: -1.00 Born in the Purple 124 This character is porphyrogennetos - literally "born in the purple." It is an honour bestowed only to children born of a ruling Basileus or Basileia in the Purple Chamber of the Imperial Palace. Their succession claim is stronger than that of older siblings born before their
parents ascended the throne. Monthly Prestige: +0.50 (monthly) Augustus 125 This character is the current ruler of the restored Roman Empire and commands the respect an office of such magnitude is due. Vassal Opinion: +15 Monthly Prestige: +0.50 (monthly) Flat Terrain Expert 126 This character is an expert at leading troops on flat terrain.
Combat in Plains: +20.00% Combat in Farmlands: +20.00% Combat in Steppe: +20.00% Rough Terrain Expert 127 This character is an expert at leading troops in rough terrain. Combat in Forest: +20.00% Combat in Hills: +20.00% Mountain Expert 128 This character is an expert at leading troops in mountainous terrain. Combat in Mountains:
+20.00% Desert Expert 129 This character is an expert at leading troops in deserts. Combat in Desert: +20.00% Holy Warrior 130 This character fights best against heathens and infidels, but hesitates in battle against those of the same faith. Morale Defence: +10.0% Damage: -10.0% Fighting a Religious enemy: +30.0% Unyielding 131 This character
will stubbornly fight to his last breath, compelling his men to do the same while refusing to yield an inch. Morale Defence: +20.0% Defence: +10.0% Syphilitic 132 This character suffers from Syphilis, a virulent strain of Great Pox brought from across the sea by the Aztec conquerors. Martial: -1.00 Intrigue: -1.00 Diplomacy: -1.00 Stewardship: -1.00
Learning: -1.00 Fertility: -20.0% Health: -3.00 Child of Concubine 133 This character was born to the concubine of a ruler. Children of concubines can inherit but are somewhat poorly regarded by others Diplomacy: -1.00 Peasant Leader 134 This character is a jumped up peasant who revolted against his betters. Diplomacy: -5.00 Heresiarch 135 This
character is the leader of a fanatic and militant heretic sect. Berserker 136 This character works himself into a mad frenzy during battle, charging fearlessly at the enemy. Martial: +4.00 Diplomacy: -2.00 12 Varangian 137 This character is a veteran of the Varangian Guard. Martial: +2.00 Diplomacy: +1.00 Saoshyant 138 This character is the
Saoshyant, the promised savior of the world and a holy icon according to the Zoroastrian belief. Saoshyant Descendant 139 This character is a descendant of the Saoshyant, who was the savior of the world according to the Zoroastrian belief. Viking 140 This character has earned a reputation as a fearsome Viking raider. Monthly Prestige: +0.30
(monthly) Martial: +1.00 16 Monk 141 This man is living out his days in a monastery, disqualified from normal inheritance. Monthly Piety: +0.30 (monthly) Nun 142 This woman is living out her days in a monastery, disqualified from normal inheritance. Monthly Piety: +0.30 (monthly) On Pilgrimage 143 This character is currently away on a great
pilgrimage. Monthly Piety: +0.20 (monthly) Sickly 144 This child was born sickly and might not survive infancy. Health: -2.50 Mu'tazilite 145 This character is an adherent of the Sunni Mu'tazila school of theology, placing emphasis on rationality, reason and free will. Learning: +5.00 Ash'ari 146 This character is an adherent of the Sunni Ash'ari
school of theology, placing emphasis on tradition, revelation and occasionalism. Monthly Piety: +1.00 (monthly) This character will not contribute to decadence in his dynasty Sympathy for Christendom 147 This character, though not a Christian, has a special sympathy and understanding for the Christian faith and its practitioners. Sympathy for Islam
148 This character, though not a Muslim, has a special sympathy and understanding for the Muslim faith and its practitioners. Sympathy for Pagans 149 This character, though not a Pagan, has a special sympathy and understanding for the Pagan faiths and its practitioners. Sympathy for Zoroastrians 150 This character, though not a Zoroastrian, has
a special sympathy and understanding for the Zoroastrian faith and its practitioners. Sympathy for Jews 151 This character, though not a Jew, has a special sympathy and understanding for the Jewish faith and its practitioners. Wicked Priest 152 The personality and habits of this priest are very inappropriate for his position. And what's worse, he has
been unable to hide them from public view. Monthly Piety: -1.00 (monthly) Wicked Caliph 153 This Caliph's personality and habits are very inappropriate for his position. And what's worse, he has been unable to hide them from public view. Monthly Piety: -1.00 (monthly) Unworthy Priest 154 The personality and habits of this priest are very
inappropriate for his position. And what's worse, he has been unable to hide them from public view. Monthly Piety: -1.00 (monthly) Unworthy Priest 155 The personality and habits of this priest are very inappropriate for his position. And what's worse, he has been unable to hide them from public view. Monthly Piety: -1.00 (monthly) Immoral Priest
156 The personality and habits of this priest are very inappropriate for his position. And what's worse, he has been unable to hide them from public view. Monthly Piety: -1.00 (monthly) Unworthy Priest 157 The personality and habits of this priest are very inappropriate for his position. And what's worse, he has been unable to hide them from public
view. Monthly Piety: -1.00 (monthly) Battlefield Terrain Master 158 The character has mastered the craft of finding the perfect terrain for defensive battles. Narrow Flank: +50.0% Brahmin 159 This character belongs to the Brahmin caste. It is the Indian caste of priests and scholars, highest in the caste hierarchy. Monthly Piety: +0.10 (monthly)
Kshatriya 160 This character belongs to the Kshatriya caste. It is the Indian caste of warriors and kings, second in the caste hierarchy. Monthly Prestige: +0.10 (monthly) Vaishya 161 This character belongs to the Vaishya caste. It is the Indian caste of traders and artisans, third in the caste hierarchy. Sympathy for Indian religions 162 This character,
though neither Hindu, Buddhist or Jain, has a special sympathy and understanding for the Indian faiths and their practitioners. Shaivist 163 This character follows the Shaivist branch of Hinduism. Monthly Prestige: +0.50 (monthly) Vaishnavist 164 This character follows the Vaishnavist branch of Hinduism. Vassal Opinion: +5 Shaktist 165 This



character follows the Shaktist branch of Hinduism. Fertility: +20.0% Smartist 166 This character follows the Smartist branch of Hinduism. Monthly Karma: +0.50 (monthly) Mahayana 167 This character follows the Mahayana branch of Buddhism. Vassal Opinion: +5 Vajrayana 168 This character follows the Vajrayana branch of Buddhism. Health:
+1.00 Theravada Buddhist 169 This character follows the Theravada branch of Buddhism. Learning: +1.00 Digambara 170 This character follows the Digambara branch of Jainism. Health: +1.00 Svetambara 171 This character follows the Svetambara branch of Jainism. Vassal Opinion: +5 Decadent 172 Soft living and flagrant debauchery has turned
this character decadent, a living offense to all righteous Muslims. Decadent characters will slowly increase the decadence value of their entire dynasty, which can eventually lead to massive tribal upridings. Reincarnation of [name of ancestor] 173 This character is widely believed to be the reincarnation of [name of ancestor] War Elephant Leader 174
This character has mastered the tactical use of war elephants in battle. Morale damage: +20.0% Jungle Expert 175 This character is an expert at leading troops in the jungle. Combat in Jungle: +20.00% File:Unknown In Hiding 176 This character has gone into hiding to avoid plots against his life. It makes him harder to assassinate, but life in hiding
has its costs. File:Unknown Winter Expert 177 This character has mastered the art of fighting during winter and knows how to turn the fierce elements into an advantage. Combat in Winter: +50.00% Supply in Winter: +4.00 File:Unknown Master Seducer 178 This man is a notorious rake and debaucher who leaves a trail of broken hearts - and
bastards - in his wake. Intelligence +2.00 Diplomacy +1.00 Attraction Opinion +50.00 File:Unknown Master Seductress 179 This woman is a notorious rake and debaucher who leaves a trail of broken hearts - and bastards - in her wake. Intelligence +2.00 Diplomacy +1.00 Attraction Opinion +50.00 File:Unknown Administrator 180 This character is
a devoted administrator who loves order and efficiency above all things. Stewardship +3.00 File:Unknown Architect 181 This character loves buildings, architecture and machinery, particularly anything related to siege warfare. Martial +1.00 Stewardship +2.00 Same trait Opinion +20.00 File:Unknown Strategist 182 This character loves planning
campaigns and analyzing the current state of affairs. Martial +2.00 Stewardship +1.00 Same trait Opinion +20.00 File:Unknown Socializer 183 This character is committed to being well liked, and spends most spare time in the company of others. Diplomacy +3.00 Attraction Opinion +10.00 Same trait Opinion +20.00 File:Unknown Master Schemer
184 This character leads a life of intrigue and manipulation. Intrigue +3.00 Same trait Opinion -10.00 File:Unknown Theologian 185 This character is dedicating his life to religious studies. Intrigue +1.00 Learning +2.00 File:Unknown Game Master 186 This character is renowned as an avid and masterful game player - anything from chess to tabula,
to exotic pachisi. Martial +1.00 Diplomacy +2.00 Same trait Opinion +20.00 Page 2 Sign in to edit Patch 1.06 was released on the 26th June alongside three related DLC's. As well as the usual bug fixes, and balances; new game mechanics were added for Islamic nations. Seven formable empires were also added. Major Changes[] Added new
provinces, titles and history for Mali, Songhay and Ghana Added the province of Aprutium (split off from Spoleto) Added the new creatable Empires of Russia, Britannia, Spain, Francia, Scandinavia, Persia and Arabia Strong and Weak Claim System Overhaul of game text for Muslims Added plots to claim titles Split up the former Kingdom of Khazaria
into many de jure kingdoms Split the Kingdom of Rus into the kingdoms of Rus and Ruthenia Added the duchies of Susa and Latium Revised murder plots completely. No decisions, just events. Heavily revised combat tactics Minor Changes[] Al: Much more eager to join Crusades/Jihads if it has de jure interests in the target kingdom AI: Much more
eager to join Crusades/Jihads if in the same realm as the religious head Al: More stubborn about fighting decadence revolters Al: Tweaked Crusade targetting - will no longer target kingdoms with 0 'holiness' value for that religion Al: Non-Muslims will not accept marriages for female relatives with Muslims, unless they are vassals Al: Now prefers
giving baronies/counties to courtiers with static dynasties rather than creating random characters Al: Vassals of vassals can now correctly revolt to depose their liege AI: DoW now factors in the strength of enemies of enemies Al: Willing to join another rebelling vassal's war for the crown only if they'd like them better as liege AI: Vassals should no
longer start wars (except for revolts) if the whole realm is under attack from outside Al: Caliphs will now be more aggressive with calling Jihads Army Al: Will now assault when appropriate Army Al: Fixed a problem where you could trick Al armies into ping-ponging while it was trying to gather its forces Army Al: Fixed some issues where it would not
count attached units properly Army Al: Better at moving across land without marching together with other armies, causing unnecessary attrition Army Al: Improved attrition check in targetting calculations Army Al: Fixed an issue where it would merge armies to huge sizes by not considering attached forces Invasion Al: Fixed an issue where it would
choose poor secondary targets if the target province was too heavily defended No longer possible to call lieges to war against their own vassals Fixed a bug with the succession message not being shown for the ones who inherit titles Fixed an issue with the de jure law vote message not going away when trying to approve it Slightly increased merc
reinforcement rates Fixed a memory leak with timed opinion modifiers that time out naturally Moved the county of Chalons into Lower Burgundy and Grisons into Upper Burgundy Fixed a bug with the depose liege CB sometimes making the new ruler independent (bug in the effect 'abdicate to most liked by'). Fixed a bug with the effect
'abdicate to most liked by' that would invalidate outside wars Fixed a bug with the 'grant title' effect which would assign the liege to the liege of the granter Fixed a potential infinite loop in war name generation Fixed a bug with the Feudal Elective law being tolerated for Republics If the loser in a war is imprisoned, he is now automatically released
on peace Fixed a bug with created characters sometimes getting duplicate education traits People who avoid imprisonment will now always flee to another realm Added a whole bunch of cleaned up title coats of arms Muslim coats of arms should now use better colors No longer allowed to grant titles to prisoners You can now correctly press the de
jure claims of vassals of vassals Fixed a bug with being able to call vassals of vassals of the enemy into wars within the same realm When winning (enforce or reverse) a war, all prisoners from your realm held by the enemy are now released Added opinion modifiers 'Imprisoned my Child' and 'Executed my Child' No longer allowed to ask to join
outsider wars against your liege Fixed a bug with the depose liege CB in republics and bishoprics Rulers deposed with the 'depose' casus belli no longer get any land from their old vassals to remain rulers Fixed an issue where a ruler could not offer peace to a rebelling vassal if he had holdings occupied by another (loyal) vassal in a separate war
Fixed a bug with the hostility icons for loyal vassals in separate wars with rebelling vassals If a vassal is at war with another vassal who is rebelling, the war no longer ends if the liege wins and the rebellion is crushed Fixed a bug with lieges ending up in two wars if a vassal revolted while a revoke action was pending Blocked excomm wars against
revolters Fixed some issues with succession not being recalculated after certain event effects Peace Offers now make it clear whether it's a demand for surrender, white peace or surrender Cleaned up all CB tooltips The initial Seljuk-Byzantine war is now a full invasion of the de jure kingdom of Armenia Fixed a bug allowing rulers of a hostile religion
to vote for de jure laws even when not de facto vassals Toned down base attribute gain of children from guardians Optimized the CPU heaviest events Fixed a nasty old crash bug with the defection of the Victual Brothers Fixed a hostility bug with allies helping to defend against a revolter Fixed an issue with Gavelkind inheritance in baronies, where
the youngest child would inherit first Fixed an issue with the random seed in delayed events Fixed a bug allowing you to usurp titles from your own vassals Fixed an issue with vassals of vassals gaining independence when you pressed their claims The titular kingdoms of Naples and Trinacria are no longer creatable in-game The Ecumenical Patriarch
will now refuse to excommunicate a character who has repented, even if the Emperor asks Merc navies will now disband when not getting paid Fixed an issue with the lower Crown Authority plot when the liege folds to the ultimatum of a vassal king No longer possible to grant duchies to barons The event effect 'destroy landed title' now gives the
current holder a strong claim on the title The events where the Mongols receive reinforcements no longer trigger if the titles are held by non-Tengri or non-Mongol rulers Fixed an issue with attached units and siege outcomes Fixed a bug with Revokation plot wars against vassals who lose the title to someone else Fixed a bug where a vassal in revolt
against his liege would sometimes have the war end inconclusively when the liege got a new liege Fixed an issue where children would change guardian if they became landed Al spouses of lower rank than you will now always accept education requests- In feudal elective titular realms, all vassals of the appropriate tier are now electors The death of
a spouse no longer makes characters lose their jobs Characters who end up leading the troops of their enemies should now automatically return home The opinion penalties for revoking a title are now applied whether or not the target accepts or refuses If a vassal refuses a title revokation and wins or achieves a white peace, the 'declared war"
opinion modifier is now cleared (meaning the liege does not get a 'free' title revokation) There is no longer a cooldown for calling allies to war who accepted a previous call Primogeniture: more heirs should now be listed Gavelkind: fixed a glitch with grandchildren Removed impassable terrain between Kartli and Albania Fixed unit position in the
Irish Sea Made Sviatopolk Rurikovich (count of Zaozerye in 1066) a legit bastard Heretics and infidels are now barred from inheriting anything that the religious head holds The portraits for undiscovered murderers should now be hidden in the event window Mercs and Holy Order commanders should no longer be shown in the quick marriage window
Now always allowed to attach your units to your lieges' units Added an event where a ruler converts to the native culture Adjusted and improved the events where provinces change culture Reactivated the lifting FoW for allies in wars Doubled regular assassination costs The "Arrange Marriage" button now shows random courtiers if there are too few
interesting women around There is now a slight chance of a random education outcome Fixed some issues with war invalidation for banishment of landed characters Can no longer banish mercs, holy order heads, or religious heads Attached units that are not in the same province as the master unit are no longer hostile to the master unit's enemies
The spouse will now get a message on divorce Fixed some historical issues with Chios and Lesbos The liege should now get pressed claims on _all titles of characters who declare independence If an ally could legally call you into a war, you should always be able to ask to join as well Battle Death should now show the unit owner rather than the unit
commander Vassals of lieges who are fighting their liege will no longer revolt Holy War CBs are now valid for Catholic vassals of Orthodox lieges, etc Added automatic county conversion events for Muslims (35500 and 35501) Pathfinding now prefers friendly territory to enemy territory Vassal vs Liege wars should now end with a mutual truce For
Modders[] Exported inbreeding trait gain factors to defines Exported most relevant files under common to their own folders, so they can be broken up into multiple files Added 'immortal' flag to traits; stops aging, character will not die of age or poor health Added 'pilgrimage’ flag to traits; the character is away and needs a regent, but can still be a
guardian, etc Added 'name tier' to landed titles, so that empires can be called kingdoms, etc Added 'pass_effect' to decisions and laws, which is not run by automatic functions (useful for setting opinion modifiers when passing laws.) Added event target 'fromfrom' Added trigger 'in_revolt' Added 'divine blood' flag to dynasties, which allows full
consanguine marriages and tells the Al to prefer keepin' it in the family Added 'founder named dynasties' to cultures Can now script marriage consanguinity rules in religions Added a 'potential' trigger to Job Actions Added 'dismiss trigger' to job titles Added a 'potential' trigger to traits Added trigger 'num of realm counties' Added effect
'vassalize or take under title' Added trigger 'death reason' Added event target 'killer' Added event effect 'objective succeeds' The trigger 'can_be given away' is now more restrictive. Checks occupation or sieges of constituent Holdings, contestation in wars, etc. Added history command 'conquest_culture' Added trigger 'plot power contribution'
Added trigger 'any potential tribal county' Added effect 'any potential tribal county' Added effect 'random potential tribal county' Added 'new' target in effects ( character = new ) for newly created characters Added death reason 'death hashshashin' Added effect 'make primary spouse' Added trigger 'has strong claim' Added trigger

'has weak claim' Added effect 'add weak claim' Added effect 'add weak pressed claim' Added trigger 'has regent' Added trigger 'is_contested' Added event effect 'any spouse' Added event effect 'random spouse' Added trigger 'any spouse' Added trigger 'is main spouse' Added a 'distance' trigger Page 3 Sign in to edit Faction System Characters
can have both a Plot and an Ambition Retinue System support for the Legacy of Rome DLC Orthodox and related religions have Autocephalous Patriarchs and the Pentarchy Rebalanced Combat, with more focus on leaders and their traits. More leader traits. Liege levies. You only raise levies from your direct vassals, and they are not directly
connected to Holdings. A number of self improvement Ambitions for characters New religions: Miaphysite, Nestorian, Monothelite Two new Bookmarks: The Alexiad and The Latin Empire Al: Improved military AI Major speed optimizations Greatly reduced graphics memory load Plugged some memory leaks New events for characters with the lunatic
trait Spymaster's Discover Plots job has been renamed to Scheme, and now also affects faction membership New icons added to all decisions Launcher now remembers DLC and Mod settings Very large savegames can now be sent to clients in multiplayer Now always allowed to move capital back to the traditional capital of your primary title (even if
you've moved capital once already) You now always need at least two kingdom titles to create an Empire Fixed several bugs with Gavelkind and Primogeniture succession Fixed some issues with the Supply Limit and attrition rules It's no longer possible to place councillors in grayed out provinces Many, many changes and fixes to the history database
Character View: Selecting an ambition now auto-updates the window Added ticking war score to Claim All wars Made the Seljuks pre-mobilized in 1066, like the English contenders Added portrait tooltip about a character's religious head Added code for locking Constantinople to the Emperor better Adjusted the colors of some duchies and kingdoms,
mainly in Eastern Anatolia Fixed the ship unit position in Lake Malaren Added "Foreign Conqueror" opinion modifier Ormond is no longer a republic Improved some trigger and event target tooltips Fixed some issues with the "change succession law" CBs against secondary kingdoms No longer allowed to press Muslim women's claims against anyone
No longer allowed to press other women's claims on any titles against a ruler with Agnatic succession Fixed a problem with law triggers in decisions All casus belli event effects are now also initialized properly, so they can refer to laws Characters in feudal realms will not flee to republics or theocracies when exiled In republics, courtiers who are
heirs to foreign titles can no longer be elected Gave William the Conqueror three more castles at game start and adjusted the initial armies of all three contenders The liege is now imprisoned when losing his or her primary title in a claimant war When creating a new higher tier title in the game, your current laws will be copied (if it's not Duke-to-
King) When creating a new higher tier title that has never had a holder before, its holder history will be copied from your current title Plot View: Fixed an issue where Vassal Decisions could be listed twice Plot View: Fixed a bug with the tooltip on the Start Plot button Fixed the tooltip for effects 'remove title' Fixed the tooltip for effects

'give_job title' Fixed some bugs with the 'spawn_unit' tooltip Portraits: All characters are now bald if they wear the chain mail hood Adjusted the traits of the main Saxon lords to like Eadgar the Aetheling a lot The end game screen now shows the correct Komnenos dynasty shield Added proper claims and ruler history for Tostig Godwinson The loser
in an invasion CB is now imprisoned by the winner if he becomes a vassal of the winner Made the Varangian Guard better Added tooltips to the Flank Leader selection view Fixed a bug where children of Western ethnicity would not look it if of another culture Fixed some bugs with graphical culture type of characters not correctly falling back to
Western The Golden Horde now receives slightly fewer reinforcements in the second event Fixed a bug with the opinion penalty for destroying a title Combat events no longer happens the first few days anymore The Ambitions to have a son or daughter now increases fertility Tweaked fertility effect on impregnation Religious wars and Jihads/Crusades
now reduce the Decadence for all successful participating Muslims Tweaked some default message priorities You now only get a Weak Claim on titles that have been revoked You are no longer allowed to usurp titles from others in the same realm unless you have a Strong Claim Fixed a bug where you could ask to join the wars of your liege's enemies
Muslim Invasion CB outcomes now also affect Decadence Fixed a bug with the "Weaken Fellow Vassal" Plot, where the target could go independent when losing his last Duchy Fixed an assymmetric hostility issue vs revolters of an ally of someone you're attacking The "No Ambition" alert should no longer appear if there are no valid ambitions to pick
Fixed a bug with white text showing in some event windows Fixed a bug where the Al could ask to educate children of vassals who were actually 'employed' by the vassal's Spouse Fixed a bug in the portrait tooltip, where it did not always list the highest title a character was heir to Fixed some issues with the wrong event frame being shown for some
Knights of St John events- A liege no longers retains any imprison or revoke title reasons against rebel vassals when losing a civil war Decadence revolts now only disband the earmarked regiments when they end- Fixed a bug making Holy Orders theocracies Added missing clergy clothes for other graphical cultures Fixed a bug with dead character
portraits not looking correct when loading save games Many new CoAs, courtesy of Txini Fixed some glitches with the inheritance of Councillors Fixed a rare bug with wars ending "inconclusively" just before they ended normally Added more war invalidation explanations to the message Slightly toned down the size of Decadence revolters Pressing
the claim of a dynasty member will now always vassalize him or her if possible Fixed a bug with the tooltip for normal AND triggers Titles are now also considered contested if a title de facto above them is contested Tweaked Title Creation and Usurpation tooltips Fixed a bug where revolters could remain in an ongoing uprising even after no longer
being part of the realm Crushing a major revolt now gives all direct vassal rulers a +25 opinion modifier of you for 10 years When you White Peace revolters, they now get a 'Spared after Rebellion' opinion modifier of you, +25 for 10 years Fixed a bug where a legitimized bastard would hate the parent for doing it The Mongol reinforcements no longer
arrive if the Horde has already been completely defeated Fixed some issues with characters getting opinion modifiers of themselves Added beard portrait scripts Added missing string about not being able to revoke the last Temple Holding off your own religious head Fixed two bugs with landless Mongols not declaring war Claimant Wars: if the
claimant is a bishop or mayor, those titles are now lost on success Wars over titles are now more likely to give the title capital to the claimant No longer possible to declare depose liege, or claimant wars on liege while the liege or above is himself in revolt Fixed a bug where vassals could nominate successors for secondary duchies or below Made the
basic "Recently Conquered" tax penalty more severe, so it cannot be offset by tech, etc A ward who is at war with his or her guardian now automatically returns home Fixed an issue with the automatic removal of inappropriate scripted traits from underage historical characters Independent kingdoms with a king that controls their entire de jure area
can now break out of de jure empires No longer possible to employ Holy Orders while excommunicated Fixed a bug with the tooltips for triggers 'lower tier than' and 'higher tier than' You no longer pay maintenance for Holy Orders if you're in a justified war, even if you're also in another type of war Fixed an issue where you could not grant titles to
vassals which you could not formally create Gave most mercs and holy orders a base culture Ensured that merc and holy order leaders are always of the right culture and religion Slowed down event '39500' which automatically converts counties to Islam Fixed a bug where you could move your capital again after a reload Fixed a bug where a landed
spouse who is the councillor of another ruler would not give you that attribute bonus The Excommunicate diplo action is no longer shown for excommunicated characters Fixed an issue with granting titles including lower not fully working if the target becomes independent from you through the action Blocked Agnatic-Cognatic succession for Hordes
Horde type culture rulers cannot have Cognatic or True Cognatic succession laws Improved kingdom division on inheritance kingdom split Fixed a bug with characters not knowing of their own plots Fixed a bug with the de facto liege of titles after revocation Fixed a bug with the succession bethrothal icon not showing Fixed a bug allowing you to
assign too many wards to a guardian Boosted the effect of the Chancellor's Improve Diplomatic Relations job Corrected many spelling mistakes Added a notification event when a character is killed in battle Both sides in a siege now see the effects of triggered siege events The event where a vassal offers guardianship now shows which child will
become the vassal's ward Fixes to the Christian and Muslim tournaments Famous Muslims who join your court now have dynasties and improved stats Scottish names are now English instead of Gaelic, whereas before they were a mixture of both Russian duchies are now called grand principalities, and their rulers are referred to as grand princes
Fixed the event where the Hashshashin go after the Mongol leader Revised Combat tooltips Muslim Heavy cavalry now use CoA colors on their flags rather than the christian flag Revised cultural building modifiers Added a global supply limit modifier that increases with tech Ruler Designer now handles culture different from ethnicity Loading
screens and flags now look a bit better Fixed issue with special characters in find title box Flanks will now pick tactics even if they have no leader You are no longer allowed to build in settlements held by someout outside your realm or by someone you are at war with Fixed some trigger tooltips that looked bad Added the winners of the AAR contest as
characters in the game Al: Smarter about heir nomination when having multiple kingdoms (to keep them together) Al: Fixed bug with silly Muslim handing out of titles Al: Baron tier and landless characters now get a complete AI when they have raised units on the map Al: Fixed an issue where it could spam a player asking to become a vassal Al: Holy
Orders should no longer run off to help others if they are already "hired" Al: Will always accept guardians for childen offered by the Regent (and won't have them replaced on its own) Al: Improved passing of demesne laws Al: Should now want to revoke a Castle Holding when the primary holding in a County is NOT a Castle Al: Prevented some stupid
placing of the Chancellor to fabricate claims Al: Vassals will no longer spontaneously declare war on their liege to depose him or take a title off him (these things are now faction based.) The only time they might declare war on their own is to create a succession crisis. Al: Improved handing out of counties if it's over the demesne limit AIl: Will now
execute "vassal decisions" (like blinding and castrating prisoners) Al: Will now switch Guardian for children if appropriate (wrong religion or culture) Al: Will not disband free galleys (from event effects) Al: Fixed some bugs with turning betrothals into marriages Al: More careful with title usurpation and the cost in gold Diplo Al: Fixed a bug with
"divine blood" marriage calculation Diplo Al: Does not care about Matrilineal marriage factors if both parties are from the same dynasty Diplo Al: Children in other realms will now still accept education offers from their own parents Diplo Al: Fixed a bug with borked marriage proposals and spamming Diplo Al: Less aggressive about revoking titles
(requires a worse opinion or religious enmity) Diplo Al: Will now break betrothals that won't be accepted anymore Diplo Al: will not revoke titles while under a regency Diplo Al: Early surrender now possible with Muslim invasion CBs. Defender more stubborn. IMPORTANT: Added 'inherit chance' to traits, replacing 'congenital' The 'replace path' bug
is now fixed for real Added 'effect' character history command. It's like an event option that's run for the character at game start. Fixed a bug with 'immortal' traits and sex appeal Added trigger 'leads faction' Added trigger 'faction_power' Added trigger and effect 'any faction backer' Added trigger 'completely controls = [title]' (I or my vassals hold
everything in it) Added trigger 'revolt distance' The 'ai will do' clause in Decisions is no longer binary (the value determines the MTTH) Fixed an issue with law triggers in the 'ai will do' field of decisions Added trigger 'in faction' Added trigger 'war title' Added trigger 'defending against claimant' Added event targets 'supported claimant' and
'supported claimant title' Added 'set parent religion' effect Can now create Lowborn characters with the 'create character' effect Fixed a bug with scripted attributes in the 'create _character' effect Fixed a bug in the 'conquest_culture' trigger Added 'is_conquered' trigger Added event targets 'heir under seniority law' and

'heir under primogeniture law' Added trigger 'any claimant' Added 'from potential' trigger to decisions (vassal and dynasty decisions only) Added event effect 'add spouse matrilineal' Added 'opinion_diff' trigger The event targets 'owner' and 'holder scope' are now the same and work on both titles and provinces Added event effect

‘copy title history' Added event effect 'copy title laws' Fixed a bug with trigger 'is landed = no' Fixed a bug in the effect 'spawn_unit' with the 'match' argument Can now set a specific leader in the effect 'spawn_unit' Fixed a bug in trigger 'de _jure liege or above' Fixed a bug in trigger 'de jure vassal or below' Fixed some bugs with the 'set name'
effect The 'set name' effect can now change the name of titles Added 'capital’ effect Added 'province capital' effect Added effect 'participation scaled decadence' Added trigger 'num of faction backers' Added trigger 'race' Added trigger 'graphical culture' Fixed a bug with event name spaces not working in 'events' fields in On Actions Fixed a bug
with event name spaces not working in 'events' fields in Job Actions Added 'divine blood' marriage opinion modifiers Added more gradual Attrition Defines Added 'secondary graphical culture' to cultures and culture groups (a fallback option, when not having certain DL.Cs) Added trigger 'has earmarked regiments' Added 'earmark' argument to the
'spawn_unit' event effect The 'disband event forces' effect now takes an earmark argument Added trigger 'diplomatic immunity' Added effect 'diplomatic immunity' Exported PORTRAIT MID AGE THRESHOLD, PORTRAIT OLD AGE THRESHOLD, PORTRAIT ADULT MALE AGE THRESHOLD and PORTRAIT ADULT FEMALE AGE THRESHOLD to
defines Exported AGE OF MARRIAGE to defines Ported the last old defines to lua Added SeaZone province text promotion Added PrevPrev text promotion Added trigger 'is_tribal type title' Added trigger 'has horde culture' Page 4 Sign in to edit Patch 1.09 was released on the 14th January 2013. Major[] Merchant Republic gameplay (Duke or higher
tier Republics with a coastal capital) Added a 'Grant Independence' diplomatic interaction Titles can now automatically change name depending on the culture of their top liege The Reign length opinion modifiers are now dependent on how long a character has been the liege of someone, not how long the primary title has been held Added 1241
Bookmark *"The Mongols" Save file transfer now works on Mac Reduced max demesne size from ruler tier, especially for Dukes Reduced the effect of Stewardship on max demesne size (now 15%, down from 25%.) Added a max demesne size bonus (+1) for dukes with more than one duchy Increased the Prestige effects of a rank difference in
marriages by a factor of 5 All merc regiments now grow in max size over time Added more mercenary bands: Finns, Lapps, Abyssinians, Nubians, Lithuanians, Scots, Irish and Alans Added Ultimogeniture succession law Added Tanistry succession law Minor[] Fixed a bug with religions that have become or stopped being heresies not being correctly
reset on reload Sunset Invasion: Slightly increased the arrival strength of the Aztecs Increased the strength of the Timurids Added a hidden event that clears diplomatic immunity from faction members if the faction leader dies while waiting for the liege response to an ultimatum When forming the Roman Empire, de jure assimilation into the
Byzantine Empire is now carried over Fixed a bug allowing you to declare excommunication wars on lieges above your immediate liege (the war would then invalidate) AIl: Will not attach units to allied units unless they are in the war target area Fixed a bug where a king who was also emperor lost the empire title in a civil war, but retained all dukes
as vassals under the kingdom Fixed a crash in the province view Retinues no longer cost maintenance when you are out of money ( since they do not reinforce when you are out of money ) Fixed a rare crash that could occur when a character was exiled from the last existing republic Fixed a bug with de jure withdrawal out of empires where the
counter would reset and nothing would happen Al: Infinitesimal chance that the Al will fold to faction demands from tiny factions Fixed some bugs with the outcomes of the Imperial Reconquest CB Fixed a bug with characters not always returning correctly from foreign courts Fixed a CTD with the GamersGate in-game store API if there was a
network error Forbidding councillors from leading armies is now saved Forbidding councillors from leading armies will no longer lead to an out of sync in multiplayer Fixed issue where a settlement could be awarded to an enemy after a siege was won Character screen no longer moves to front when it updates its data When creating a new unit one
subunit will automatically transfer over if the selected unit has at least two Added a message for when someone takes over as a faction leader Prerequisite building missing text in building tooltip is now localized Fixed issue where character browser was showing some rulers when set to "all characters" and "no rulers" Al: Fixed a somewhat borked
odds calculation vs attached units Army Al: Fixed an indecision issue *will be more determined to hunt down certain armies Army Al: Fixed a bug with splinter armies putting the whole agent into retreat mode Army Al: Fixed a rare collection livelock issue if a splinter army was besieging a holding Army Al: Fixed a glitch with the potential target
province calculation due to moving enemy units Claimant Factions are no longer valid for non-elective titles if the claimant has no claim Fixed a confusing "any demesne title" trigger tooltip Removed the kingdom of Pommerania from the de jure HRE Liege levy maintenance cost is now shared with sub vassals The old liege now only gets weak claims
on members of successful independence factions Fixed a rare crash in Al flank leader unit assignment Fixed an issue that could allow vassals of vassals to launch independence faction wars Independence faction wars are now invalidated if the pre-war liege becomes vassalized himself Fixed a bug where the successor of an Ecumenical Patriarch (or a
vassal Pope) could change religion to the liege's. Vassals of vassals can no longer start claimant factions for claimants in another realm You now correctly gain Piety for granting bishoprics to courtiers Muslim rulers no longer get Piety for creating a random mosque holder Hamburg and Celle now have ports Province of Alexandria adjusted to include
the site of the actual city Gender corrections to certain characters Added missing parents for Roupen I of Armenia Minor Fixed broken House Oitir dynasty Fixed several Mongol characters having the wrong religion Constantine de Hauteville is no longer female Gytha Thorkelsdottir now has the correct deathdate Louis d'Evreux now has the correct
mother Fixes to Vaclav II and descendants William 'Adelin' now has the correct deathdate Miscellaneous database corrections to the de Luxembourg dynasty Miscellaneous database corrections for the Normans and the 1st Earl of Chester Fixed the birthdate of Saint Louis IX of France and his brother Robert of Artois Switched culture for two
characters from Irish to Scottish Fixes to Danish and Norwegian bastards Added the Hvide Bishops of Roskilde The culture of Khwarizm now changes to Turkish at the correct date Updated the Jarls of Vastergotland Fixed various issues with wrong or missing mothers for Frankish characters Fixed the lineage of Erik III of Denmark Added new
Maghreb Wikipedia links Tweaked deathdate of Mubashir, Duke of Mallorca, and made him eunuch Fixed the spelling of the de Cuiseaux dynasty Corrections to the Af Sverker family Fixes to the ruler history of the Perigord and La Marche counties The Pirate King Kyrillos is now correctly imprisoned when captured through event Added dynasty and
descendants to Umar ibn Khattab Fleshed out the the Rassid dynasty of Yemen Additions to the Banu 'Amir dynasty and its descendants Various changes and additions to the Hammudid dynasty Added the Mayzadids of Hillah Updated the Scottish name list Minor changes and additions to the Italian name list The Umayyad and Hashimid now have
Muslim-style Coats of Arms Added some missing Dukes of Brittany Namechanges for several Scottish characters Constantinople is now protected by the Theodosian Walls Some corrections to Swedish kings and their families Links for Hungarian names added Changes to the Baltic pagan setup Corrections to Birger Jarl's family line All Armenian
characters are now Miaphysite Added descriptive texts of all buildings Fixed issue with certain buildings referring to an obsolete Seljuk title Updated the credits Basra and Tigris now have the correct ruler in 1152 Blocked claimant factions for vassals of vassals under Medium or higher crown authority Blocked most factions for vassals of vassals
under Medium crown authority in addition to High and Absolute Fixed a problem with the limit of children for heirs Al: Fixed a bug with it not dismissing liege levies when done with them The pre-spawned 1066 conquest armies in England now suffer normal attrition Event spawned civil war armies now suffer normal attrition Made the bastard birth
event (450) more common If married, women now fool their husbands about the parentage of children born from the bastard birth event (450) Fixed a bug with kingdom adjudication and barony tier titles under lieges with split allegiances Lowered the inheritance chance a bit for most congenital traits Fixed some glitches with the Mongol conversion
events There is now a chance that the Ilkhanate will convert to Nestorianism There is now a small chance that the Golden Horde will convert to Nestorianism Al: Tweaked the effect of the Content trait on the creation and joining of Claimant factions Al: A bit smarter about launching claimant ultimatums Diplomacy View: Fixed a minor prestige tooltip
issue when marrying lowborn characters Al: Vassals of a conqueror's title should not support claimants of another culture DoW Al: Now more aware of the possibility of mercs and the military value of Gold Al: More keen on using mercs if even slightly outnumbered Al: Very rich states are now more likely to use multiple merc regiments if needed
Renamed the merc fleets after sea zones Added a hidden event to disband William's special invasion fleet Al: Lords and their heirs always answer each other's call to wars Al: Fixed a bug that could prevent the passing of laws Al: Smarter about trying to institute Agnatic-Cognatic law Retinues are now correctly passed on to the player successor, not
the primary title successor Fixed a crash bug in the Diplo and Province views with character with a null list of enemies Fixed a bug where characters inherited debts Fixed a minor bug in the effect 'vassalize or take under title' that would allow vassalization of unvassalizable titles like the Hashashin The religious CB now vassalizes lords of your own
religion in the target Duchy Al: Fixed an issue where lords would marry off their councillors matrilineally to lowborn courtiers Fixed a bug with succession law opinions of children not of their parent's dynasty Optimized the line of succession calculation code Al: Fixed some bugs with elective successor choices Fixed (hopefully) a gross bankruptcy bug
with the 'transfer scaled wealth' effect Al: External powers now more aggressive against civil war revolters Various code speed optimizations Fixed another bug with dead character in the Allies list AI: Husband and Wife always answer each other's calls to war Reversed the order of rulers in the Title History View (latest now on top) Invasion Al: Fixed
a bug where fleets were afraid of loaded armies on enemy fleets Army Al: Fixed a brain death issue when under invasion by a Mercenary company whose unit was destroyed Army Al: Fixed an issue where it would not raise its own demesne ships Al: Will tend to hand out the latest acquired baronies rather than the oldest The Traitor opinion is now
inherited by ruler successors Calling someone to war now makes them dislike you by the same amount you will like them for answering Conquerors (rulers of conquered titles) can now call on rulers from back home (Cultural Bonds) while defending against other cultures Fixed a rare crash in the Diplomacy View The 'vassalize or take under title'
effect now correctly restores the taker liege afterward Fixed a bug where certain event effects in CBs could take Patrician titles Fixed a bug with the backend poster not having a HTTP POST timeout Fixed a bug with the random seed in event effect descriptions not matching the actual effect Fixed a bug where rampaging mercs would make an invalid
DoW Fixed a bug preventing you from nominating bishop successors Muslim pulse events are now triggered correctly Fixed misplaced IF in decadence invasion Added additional rulers to Chalkidike in the history database Chancellor event while improving relations is now properly triggered Fixed error in polygamy event Fixed issue with event where
a character tries to free his/her spouse Added missing parents to several Arabic characters Added additional Alan dynasties Fixes to several Welsh dynasty names Some Armenian dynasty names are now Greek as intended Fixed the dynasty of Udalard de Besalu Characters older than 50 will no longer fight in tournaments Fixed pronoun error in
Guardian event Removed superfluous church opinion effect from several Muslim-only event modifiers Fixed issue where the wife of a courtier could suggest a new Lord Spiritual Fixed option effect in event 1009 Added additional Irish and Welsh dynasties and characters For Modders[] The event trigger and effect 'any faction backer' without a
'faction' field now work for the backers of all factions The 'copy title history' effect now also copies de jure assimilation Fixed some bugs with the 'de _jure liege or above' and 'de jure vassal or below' triggers Character event flags are now shown in the portrait debug tooltip The modifier 'assassinate chance modifier' on the acting ruler now has an
effect Added trigger 'is_at _sea' Added trigger 'is_patrician' Added trigger 'is merchant republic' Removed unused on actions 'on_siege won' and 'on_siege list'. Added on action 'on_siege over' which triggers for all characters in the province Exported PATRICIAN CAMPAIGN FUND FACTOR to defines Exported DOGE_SUCC_RANDOM FACTOR to
defines Added effects 'embargo' and 'lift embargo' Added trigger 'has trade post' Added event target 'trade post owner' Added event effect 'seize trade post' Added 'attrition’ field to the 'spawn _unit' effect. This is an attrition multiplier. Added 'cuckoo' (impregnation) console command Added 'culture = random' to 'create character' and related event
effects Added 'rep trade posts' Plot type Added define 'ENFORCE ONE OF EACH HOLDING' (Require players to build at least one City, Temple and Castle in each province) Added event target 'plot target province' Added a 'capital holding' event target Added trigger 'num of trade posts' Added trigger 'num_of trade post diff' Added event trigger
'any trade post' Added event effect 'any trade post' Added event effect 'random trade post' Added 'same religion = yes' field to the effect 'vassalize or take under title'. It will only vassalize rulers of the taker's religion Added 'is_patrician' filter to events Increased max demesne size limit for Patricians by 1 (define

DEMESNE MAX SIZE PATRICIAN) Added trigger 'any attacker' (war scope) Added trigger 'any defender' (war scope) Added 'inherit' field to opinion modifiers Page 5 Sign in to edit Patch 1.06b was released on the 4th July 2012. Changes[] The date widget arrows in the lobby no longer stay gone after you've looked at your save games Added a
separate set of Muslim feudal (Iqta) laws Added a separate Muslim invasion CB with longer truce and no taking of all occupied provinces The success chance for kill plots now increases drastically past 100% Plot Power Decadence revolter special troops now disband after the war Empires now cost 400 Piety to create (up from 200) Muslim vassals can
no longer declare Holy Wars on rulers of their top liege's religion Corrected the English regnal numbers to exclude the Saxon Edwards Added harsher creation conditions for the Latin Empire Added proper creation conditions for the Caliphates No longer possible to revoke the last landed title off a ruler with significant vassals The chancellor in West
African cultures is now called Grand Vizier The minor title 'title ruler consort' no longer has separate localization strings - it's now the other gender version of the spouse's ruler title Added separate law message for when muslims pass laws Doubled the opinion penalty for revoking a kingdom Should no longer be possible to get both the Sayyid and
Mirza traits Scripted banned colors for Coats of Arms should now work Removed some duplicate text entries Tech focuses can no longer change when you inherit someone's title Commander traits are now generated for characters created with the 'create character' effect with a martial trait The Jizya tax modifier is now shown with an icon on
Holdings Corrected the religion of Muhammad's ancestors Changed the name of the 'Empire of Spain' to 'Empire of Hispania' Can no longer transfer Duke or King rank vassals to anyone except their de jure liege Buffed the Christian states of Iberia by giving them more holdings, more initial building upgrades and slightly higher tech When moving an
army into a sea zone, it will now prefer loading onto the smallest possible fleet Attached units can no longer lead a siege if the unit they are attached to is also besieging Increased the max number of holdings in many counties in continental Europe, England and the Levantine coast Attached units now move at the same speed Can no longer select holy
orders to play in the lobby Vassals with a weak claim on the liege that they can't currently use no longer get an increased revolt risk Diplo Al: Tweaked "desires better alliance" factor for marriages Added 'decadence' character history command The Seljuks now start at 0% Decadence Fixes[] MP: Fixed an OOS issue between people with and without
Sol. (Unfortunately, this means modders with Sol cannot just script in any number of wives in other religions.) Fixed a serious but simple error messing up the Spanish localization text Corrected a load of German text using ';' in the localization, corrupting the text database The game will no longer crash if you have the African Unit Pack DLC but not
the Sword of Islam Fixed a bug with 'replace path'in mods Fixed a bug that would not actually detract the empire creation Piety cost Fixed a problem with the event effects 'gain_settlements under title' and 'vassalize or take under title' where rebel or revolter occupied counties would not be taken in the peace Fixed a bug where breaking a truce
would not actually cost Prestige Fixed a bug with the event effect 'abdicate to most liked by' that could cause the new ruler of a non-feudal state to become independent when he should not Character modifiers now correctly recalculated when a timed character modifier expires Fixed some glitches with betrothals in the Muslim world Fixed a bug
with Heavy Armor tech level 5 Fixed a bug with the Ramadan events firing at once if war was declared Religion View: The portrait of the religious head should now age correctly Fixed a bug with the tooltip for usurping emperor tier titles Fixed some errors in the Welsh character database Women with 'immortal’ flagged traits no longer grow infertile
after 45, and the AI knows this Fixed an issue with 'immortal' marked traits added in the ruler designer or the history Fixed two bugs with a dynasty's Coat of Arms changing for no reason Corrected event picture for event 75075 Fixed some events using incorrect form 'only capable' Corrected lots of (harmless) errors in the gui files Fixed a bug with
the NTechnology defines and REN PROVINCE not being read Invasion Al: Fixed some deadlock situations that could occur when armies were loaded on fleets belonging to the wrong agent Army Al: Fixed a glitch with attrition avoidance when having attached units Page 12 in the Ledger no longer crashes in "observer" mode When divorcing a spouse,
the "matrilineal" marriage status is now correctly reset Fixed a bug where armies containing Holy Order regiments could be disbanded when the Holy Order itself withdrew its forces for another conflict Fixed a bug preventing a host without The Sword of Islam from hosting MP games with those who do and have selected Muslim rulers Fixed a freeze
bug in the lobby when stepping back through history from an advanced date Fixed a bug with historical scripted non-succession laws being overridden at start Fixed a bug where landless religion heads could be succeeded by ones of the wrong religion Fixed a bug in some combat tactics that would immediately destroy all enemies of a certain unit
type For Modders[] Exported EMPIRE CREATION PIETY COST to defines Added 'creation requires_capital' field to landed titles Added 'title female' custom holder title to landed titles Added event effect 'disband_event forces' Page 6 Fixed an issue with broken portraits and other graphics on certain older graphics cards Fixed a bug with Claimant
Faction wars becoming invalid in Elective Realms Fixed a bug where various Dynasty variables would not be correctly reset on resign, which could even cause crashes Fixed the initial tech levels in the Nestorian and Miaphysite provinces Fixed a crash bug in the religion view that could happen when your ruler's religion changed Fixed a bug with
Gavelkind succession in Empires where the holder also had many kingdoms Fixed an issue where you could become independent by joining an independence faction war in another realm Kurds now have access to the Persian cultural building William the Conquerer no longer set as mother of three Breton characters Fixed the history for ¢ _aprutium
Fixed deathdate of character 161537 Fixes/additions to the Strathearn dynasty Fixes to the counts of Malta Fixed broken de Mello dynasty Various additions/fixes to several English dynasties Various additions/fixes to several German dynasties Renamed duplicate Onega province Added rulers to various Eastern pagan provinces Spymaster can now
use Scheme in provinces belonging to your liege's other vassals Fixed hunting event to correctly apply to barons Fixed an ugly "invalidated war" message showing messy trigger conditions No longer possible to start or join Factions while in revolt against your current liege Fixed an issue where a vassal revolt war could sometimes invalidate on mostly
unrelated other revolts in the same realm Fixed a glitch with the tooltip on the "Start a Faction" button No longer allowed to start claimant factions for female claimants against Agnatic law titles Fixed an issue with Protected Inheritance Reduced size of all event pictures by 25% at no loss of quality Muslim Jihads no longer possible before 1187 The
title is now displayed correctly for Russian Grand Princesses Some changes to the religious setup in the Levant Page 7 Sign in to edit Patch 2.0.2 was released on the 16th December 2013. Major Changes[] Added a "Depose Antipope" Casus Belli Added an "Antiking" faction. The leader usurps the liege's primary title, deposes the antipope and passes
papal investiture. The Pope can be called into the resulting war. Not possible to set up an antipope within 50 years of one being forcibly deposed Fixed bug in Linux where the game became totally unplayable if you ALT+TAB Now possible to play in Ironman mode with the ruler designer and mods (but you won't get achievements) Significantly
reduced the amount of event-spawned troops across the board to better reflect the rebalanced levies Fixed crash bug in the Mac launcher [Fix attempt did not work, sadly, so Mac Steam users still need to disable the Steam community overlay] Fixed religion reformation crash Minor Changes[] West African Pagans can no longer have higher CA than
Low Fraticelli now get investiture laws Waived the non-neighboring rule for theocracy title grants, but made it moddable Now allowed to grant one higher-than-duke tier title to a theocracy Blocked granting away your capital county if you have moved your capital Disallowed revoking and plotting to revoke a title that you just gave to someone
Antipopes now correctly lose the status if they change religion Antipopes now lose their status if their liege is not the same religion Fixed some memory and thread safety issues with the trigger 'check variable' Added a blocker flag to first generation Jewish courtiers, preventing conversion demands Increased the revolt risk for wrong culture and
religion a bit Antipopes now have papal clothes You now have to be independent to create an antipope Added Jewish buildings Added Jewish retinues Fixed a bug with patricians pressing claims Improved the "pagan converts to spouse's/concubine's religion" decisions to work with all heresies Mending the schism is also now possible for Orthodox
heresies that have taken over and become the main branch Tweaked various religious events Lowered the mean time to happen for certain story events Fixed a bug with the de facto liege of primary holdings Now patricians will be picked sometimes when using the random character button Added trait "Battlefield Terrain Master" Fixed bug where
independent characters couldn't be assigned a religious title Fixed issue where liege took barony vassals entire county as capital when he didn't own the county Fixed missed check for unlanded when usurping title Fixed crash bug when looking at religions in game setup Corrected Orthodox patriarch name lists Added missing reason tooltip for why
you cannot make an antipope of a bishop of another religion Added missing crusade names for some heresies Fixed a bug with the ending of the Shepherds' Crusade Fixed some triggers that weren't correctly checking for the Jewish religion group Non-Jewish rulers with Jewish councillors can now get some special technology improvement events
Fixed a very rare crash in combat Marriage, betrothal, and concubinage can no longer be arrange while imprisoned Fixed bug in the Crusade CB where a courtier could not get the king title he deserved There is now automatic peace with rebels if you get a complete victory Fixed bug where the unit reorganization window didn't pop up and split of
troops was not selected Fixed the invasion CB for Muslims so it becomes invalid when the target converts religion Fixed bug where a regiment managed to detach itself from its army completely City and bishopric rulers can no longer get claims through inheritance Corrected several heretic religion descriptions Added some missing Fraticelli college
of cardinal text Added a minimum cap for bottleneck chokepoints Fixed crash when randomly jumping around in history. Reverted back so levy modifier affects galley count The "Holy Smoke" achievement should now work as intended The "And Stay Out!" achievement should now work as intended Fixed a bug when saving a game that has a religion
which has overthrown the parent religion Fixed problem where hordes counted as theocracies in the game setup Fixed flank leaders being reset when loading saves The Ibadi and Hurufi Caliphates and the Yazidi Sheikhdom can now be properly created Fixed a bug where rulers of all religions could ask their religious head to start a crusade If
Catholicism becomes a heresy, "Mending the Schism" is no longer possible Fixed a bug where Muslim invasion wars against other types of Muslims would invalidate immediately Fixed so ironman mode is not locked out if you go back from saved games to bookmarks. Database Changes[] Made sure the Vikings have enough ships in 867 Strengthened
867 starting positions for Rurik, Dyre the Stranger and the Khazars Added Jewish Khazar names Made some minor fixes to male Iberian names Al Changes[] Adjusted succession marriage reasoning Better at calculating odds of victory when attacking Should now be more careful about attacking with inferior numbers Will now re-raise its forces if
current levies are significantly smaller than the potential amount it can raise Will now use the Spymaster to suppress factions Will now use the Chancellor to improve relations with vassal faction members More careful about appointing disgruntled Spymasters Will now always honor the terms of an existing betrothal Fixed a bug where Catholic rulers
would spam the Pope with money requests and bishop nomination requests, spending their Piety Really powerful rulers now sometimes create antipopes, even when they are not excommunicated, depending on papal opinions and the number of church loyalist bishops Interface Changes|[] Fixed bug where province view was toggled when siege ended
Now the checkbox for auto invite plots displays correctly For Modders[] Triggers are now automatically sorted by their computation complexity so modders won't have to think about it Added trigger 'is recent grant' Exported 'matrilineal marriages' flag to religion script (no longer hardcoded for Muslims) Exported 'can_have antipopes' flag to
religions (now decoupled from 'investiture') Added event target 'betrothed' Added history command 'add_matrilineal spouse' Added trigger 'is married matrilineally' Added support for the 'player allow' trigger in factions Added a configuration "mp max lead days" which is defaulted at 7, this prevents the server from progressing more than a week
ahead of the slowest player Added do not disturb character flag to help optimize triggers and lock character availability for journeys, feasts etc Added any claimant effect Fixed error with character and province event effect where they could not trigger cause they missed a trigger Added a new -debugscripts command line option that will output our
internal asserts of the triggers and effects so modders can see what went wrong with their scripts Added EVENT TROOPS SIZE MULT define as a global multiplier on match mult Fixed an issue with namespaces and how delayed event ids are saved Fixed so duplicate entries of a character's ID won't create duplicate characters. Added
BOTTLENECK CHOKE TROOP_CAP in defines which defaults to 300 The 'intermarry' option in religions now works between religion groups as well Retinues are now scripted with a 'potential' trigger rather than simple culture and culture group fields Added has regiments trigger. Page 8 Hotfix patch 2.0.3 was released on the 20th December 2013.
Changesl[] Fixed crash when stepping around in the history Locked date widget when loading ironman saves Fixed crash with ironman saves in a different directory



