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Install Pax Imperia: Eminent Domain on your comp

Wl“l ||L|'||'N'|Iw- |
Start the gama by selecting the Pax Imperia icon from the Pax 1m|mﬁ i
Menu in your Windows 95 Start menu, For more information, sea p&nﬂ- ;

il ||H h|||]||hl||||l|||u..-

Selm:tSlngle Player Game from the Main Menu. Furmurzrmfum‘st}ﬂ ||lm ]|\||| |||,|||||'|,',|
[l

oo

Choose the species to represent your empire. To select a spaclééj* C
one of the aight tubes in the background. Select the Accept B
accept the species and continue. For more information, ses pa

The opening movie will begin to play. Press the Space Bar if youlw
bypass the movia,

Select New Game from the Game Menu.

From the Game Setup Screen, type the name of your empirg u_r'i' i
Your Empire” and select the Start Button to begin the simulatio
Note: You can configurs your universs, fleet design, Mag, aimd
difficuity from this meni, For more information, see page 18.

You will now enter the Main Control Roam. For more |nfurrr}ﬂ | ||| | il
see page 22, “H I|||I|

Double-click on the highlighted blue star in the Universe "u’_i_h_ .
the upper-center of the screen Lo view your home sector .'|I| ]|]
|
You begin tha game with 1 colonized planet, 2 transports c'a':ﬁ'
culumzmg planets, and 1 scoul shlp capahle of exploring n

patential population. For more information, see page 25.
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Maxt you should calonize @ planet, use the information listed on the
it previous page to make your selection. Once you have decided, click on that
‘ | || | (il Mk planat and select the Colonize Button in the lower right side of the screen.

For mare informatian on colonizing planets, see page 26.
i |U
Always look for Good (green) worlds first. Fair {yellow) and Bad (red)
.|,|| | |||, ] | Elanets_gmw much slower and contribute much less to your empire. Avoid
I

| |I . Here are some quick hints on eslablishing and growing your empire.
it

warlds unless that is all you have laft availahle, or you nead to
‘astablish & refueling point an your path to galactic conquest.

I ||| ||||'|||||||\|||“ Iransports are lost when you colonize a world with them. They are used as
| ' is far the colony itsalf, so you will want to keap a steady flow of

bieing built. At this early pointin the game, expansion is the most

- -_thing for your empira.

nto naw sectors will battar your selection of planets (o
d expand your empire. To begin exploring, send any one of your

Move Fleet button in the lower right panel. The cursor will

g Sand Flaat Cursor, move it over ane of the wormholes in your
¢k, The fleet will start to move to the new destination, Once

b]lshﬂl:i a new colony, he patient with it. Do not try to build
shipyerds right away. Over time the population will climb 2nd

iited| Remember that in order for a fleet to extend its
‘establish colonies along the way. Jump range is the

”"H'iHH |
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A lina will ha drawn in either yellow or red. Yellow indicates sactors that

are within range of the fleet, red indicates sectors that are out of range at
this time, Battar star driva tachnology or colonies along the path can | A | ||
extend fleet range. Also note that a right-click in the starmap give the WAL "'
fleet & new dastination,

|

Also, the default game speed is 4. This speed can be changed in the Eamu. (i I|| | | ||| ||| m “]‘J
Options Screen [ESC], or by using the + and - keys. |
.|||U|||1 |\|'|'|l"-

THE FOLLOWING IS A ERIEF DESCRIPTION OF THE IMPORTANT EEHEEHS
IN PAX IMPERIA: EMINENT DOMAIN:

F1 - Main Control Screen: Use this screen lo survey your entire 'm;rplirlul llMl MNNH |||||||II| |

see page 22 for mare information,
F2 - Sector View Screen: Examine individual planets and control | o6 'I.|i||” mmhlﬂ |||||.|||:.|I,I'|"
movement within a sector. See page 22 or 25 for mora information,

sl o
F3 - Research Screen: Controls which projects your specias is curre ‘ | | i I I
developing. See page 22 or 42 for more information. ' 'T. , ‘ ] | i

F4 - Fleet Command Screen: Inspect flasts or huild navw ghips: at "l r
your shipyards. See page 23 or 37 for more information. | I]“'J

F5 - Domestic Policy Screen: Examine and change the build prafi
all of your planets and aflocate your empire’s treasury
construction, and espionage. See page 23 or 46 for more

F6 - Forsign Atairs Scraan: Control the nature of contact wi
empires. Investigate trade, treaties, and espionage. 3¢
44 for maora information.

F7 - Planetary Surface Screen: Yiew the state of each plann ﬁ
Sew page 23 or 32 for more information. 1

F8 - Ship Design Scresn: Design custom ships for your spaci&'i
24 or 34 for more information, | | l I
i

F9 - Combat Screen: Displays the current combat scane, See | Pﬁ
34 for marg informatian. |
. éill

ESC - Options Screen: Load, save, or quit a game, adjust the v
; | | | (LINLbLE
|||||| | | |||| |||
pill |

Sea page 21 for more information.
Ilu; |||| IV
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Sector View 1285
Controlling Each Interface. .. ....ooveeiiiiions
Planets in Sactor View
Colonizing @ Planet
3111 RO ||| || |
Sactor Governors
Fleat Movement in Sector View

Flanatary Surface View
Directing Construction
Planetary Economic Profile
Construction Point Subsidy

Ship Design
Ship Types
Ship Componants
Utilizing Your Ship Designs

Fleet Command
FlaEtList, oo ivinsivn wamis v+ o doITan
Shipyard List

Combat View
Combat Controls

Reszaarch
Controlling Research

Foreign Affairs
Espionage

.....................................
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...........................
..................................

...........................

Communications
Domestic Policy

Using FilbBrs. .. .o oo cuid iy o i iRTAIEEn il

Prioritizing Planels

Other Planet Information

Multiplayar Pax Imparia. ............o..oo0.
Join Game
Host Game
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Installation E[:nnflgur'.':rnﬁql |

The InstaliShield utility is used to install Pax Imperia: Eminent Domain to.
your hard drive. Follow the prompts to properly configura tha gama ﬁ:r -,zh'ur | l ] “|| || ||
i
d1

own system, choosing from ameng the Normal or Full installation options
for optimal performance.

Choosing the Directory :.l|;||| ]L|l1|m|,||h|,|||||_:|!'-|!"
The installaticn utility allows you to designate the directary where the game L
will be placed, The defaultis C\Pax Imperia. i I|.|| ““ |||||'||||I||||||||.||||||.|'I'-'.'|

Configuring for Win9a i
I your computer is running Win9%s, there is one other l:ﬂTnlelH'l'ﬂ.'l:I-HJ i
installation: '|]|| Il

=
-—?&—

INSTALLING DIRECTX I |||l ‘|||||| I
Wing% users will need to have Direct® 3.0 ar higher mstalled Lo pln'*.l;,i ' ‘ | |
Imparia; Eminent Domain. [ ;

1
If you do not currantly have DirectX installad or are unsure nfwd‘l‘%‘ M\ w]h“” I
version you have, you can install the latest version as part of the f

InstallShiald process. l |
Configuring for Windows NT 4.0 W \||“| nmm'

In order for DirectX to function properly, Windows NT 4.0 LSArE | _' /

have Service Pack 3.0 or later installed on their machines. You'r 4 0
the latest Service Pack through Microsoft's wehsita at:

hitp:/fwww.microsoft com/ntworkstation | ||||m“ ||||| lw || i

Readme File é ]
Ihe latest technical notes are included in the name’s Readme hf i

ORI R MWWWW
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-‘lﬁwﬁg.lhnmg A New bame

l ~ al of Pax Imperia: Eminent Domain is nothing short of total
h| |||| |l I [&{:‘ ~and the complete destruction of all opposition. Your sp;cics
m *"u'fili ‘eompeting on 3 galactic scale for limited resources. Only skillful
mnnagamant of each of the game’s critical components will lead to victory.
waur fellow emperors through galactic warfare or strategic trasties

i |||\h @1 lilnaes,

ame is installed to your hard drive, launch it by double clicking
M\ll’!; BP icon, or by selacting tha Run Option from the Start Bullon

' Browsing to the PAXZ.exe file. The game's title screen appears
&ppaning animation. Fress the Space Bar to bypass any

Ul II IIII|||||I| |]

ngle Player Mode prompts you 1o choosa hatwaen haginning
or loading a saved game. Prior to each new single player

f '!ir_'tg’ﬁr_s_t set the game parametars, many of which influsnce

il Ehl.l’ll‘r

2. Selecting tha Multiplayer Option from the

title screen prompts you to configure for the

Multiplayar mode, using |PX, TCF/IF,

Medem or Serial for the connection. If you

nead halp configuring the game for
Multiplayer mode, refer to the Multiplayer

| section on page 47, or check the Help File

| that comes with the game for the latest

" technical information,
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Species Salm:tiu

Each of the species in the ubes comes wilth a predetermingd =at af
attributas, tandencies, tolerances and aptitudes giving it unique a hw%g'll
{and disadvantages) within the game. Before beginning each new game, a
species can be manipulated using the four buttons on the right-hand side
the screen - Accept, Cancel, Stock, and Custom — in conjunction with !,ha \l |H||||||||||||||
i |\| |

Dialogue Box and the Dalate and Design Buttons on the left, ittt

A Stock Species is selectad by clicking on ane of the eight Spacies r

The selactad spacies will then move inte the central tube on 'thﬁ-,ﬁﬂ l|l| | ||| | | i il | | Il |

Nate: For more discussion of the individual atiributes that

defime sach spacies, see Species Dasign on page 14 |
. oo o o

Species Select Buttons i by i il

ACCEPT BUTTON i '

Accepts the currently selecled species — the ona in the
central tube — as the player’s species.

CANCEL

Rejects the species in the central wbe, and relums the
game to the title screen. To decline the species in the central tub
returning to the Title Screen, click on a different species Luhé'_ﬂ' ]
species will move to the foreground, '||'| |I

CUSTOM BUTTON
The Custom Button accesses the roster of custom-designed spe
player has previously saved. |'||
Nate: Custom species must be designed before joining & muﬁﬂrp-'

STOCK BUTTON . ||| | ‘l
The Stock Bulton reverts the species selaction to the sight prg il
species that are included in the game,

DELETE BUTTON

roster. Stock Species cannot be deleted.

DESIGN BUTTON
To study each species’ attributes in detail, click on the appropi ate
then click on the Design Button heneath the Summary Wlﬂﬂlﬂ'ﬁ i
species Design Screan. .| |] Ml
!

SUMMARY WINDOW )
The Summary Window indicales any prominant tandancias a 3]
have. More specific information about each species is available

Species Design Screen.



»

- Stock Species

T The eight stock species included are intended to provide balanced play
'|| “ |||i l I I within the game universe. Each has specific atuibutes that are defined
| | | on the 8pecics Design Screen. Computer oppenaents ara salactad al
| i random from smong the eight Stock Species.
AN
RNt
L
L Humans ara the haseline specias in the game, and thus, have no special
i |I'||.- I ||'-. | cultural abilities. They do, however, warrant a 20 percent bonus to all
”!'":"'. | | l|i]||||||'ll ||| \physical characteristics.

SPECIFIC HUMAN ATTRIBUTES

'||||I|H“| ||| Atmospheres One
'||:||| || | (11 'Ph-,rsmni MNone
) Iy Cultural Maone

R eprodustion Characteristic 2
.' Canstruction Charactenstic 2
. llonage Characteristic 2
.Il'.é'_||||!|||||||llll| ||] Wi['E e Characteristic 2
| 'i||I| Temperature Preference Warm
W lgapons Research Level Normal

(i | | Resaarch Charactaristic 2
|'||||||||||||| ||||

il III || |l Il:Itng Research Level Mormal
I||||||| I||| |l[.'1IHu$uamh Lovel Normal
_jumul Research Leval Mormal

gce Rescarch Level Mormal

il

& production from any given resources, they expand very rapidly,

C KAR'TSORAN ATTRIBUTES

05 One
Mane
Builder and Merchant
h Charactenshic -2

i_:lt;an Characteristic 0

Lnnnga Chara ¢tﬂ|‘|5'[||:‘. -3
L]
aturu Preference Cold
Fﬂ}pﬂns Resaarch Lavel Normal
|hq Research Level Normal
MNormal
Hcseamh Lewvel High

MNormal



Gorak

The Gorak are a predatory, aquatic race. They possess the ability to thrive (A i'|"||| l| |
in two diffarent types of atmospheraes, and also have a high rating in terms | ik
A

I

of Weapons Research,
SPECIFIC GORAK ATTRIBUTES

Atmospheres Twao
Physical Predator and Aguatic ll l| | | |
Culwral Warrior SRR DL -"' ||||| l\ml | |
Research Characteristic 0 .
Reproduction Characteristic 1 [ AT = 1wil AN
Construction Characteristic 1 ¥ o '_ f |'.".|
Espionage Characlenstic a0 aliy f Ll 36
Finance Characteristic o
Temperature Preference Very Hot
Waapnns Hesaarch Level High
Shielding Research Level Mormal il L LN e
Ship Resaarch Lavel Normal | || |||
Colonial Research Level Normal I|||| |||||“| | ||||||||||||
Space Resaarch Leval MNormal
, A

'|.=i']|.||\'.'|'.|\|\ 1\|_'|||I|l'|l'l'l||,|!.|'.|' |

Yssla ; |

The Yssla are universal espionage masters who control a vastinteflig ﬁln it || | |
network that they marcilezsly wiald against their opponents. ||| I HJI \K Il l ||||||||| | || ||||

SPECIFIC YSSLA ATTRIBUTES

W,!ul|||1\|\\l nhu\ e

Cultural apy

Research Characteristic ] ! : b Lkt
Reproduction Characteristic -1 BN ?' il i ‘\\\”W\Nl
Construction Characteristic 0 e i el |

Espionage Characteristic 1] | 'h. i

Finance Characteristic 0 | B L T ii | ‘
Temperature Preference Warm | i | |
Weapons Research Level Mormal

Shielding Research Level Normal B | l I \

Ship Research Level Mormal | ||| I\ Il “ “
Colonial Hesearch Leval Normal

Space Research Level Mormal

.lmw\ (8

|'f.-___ '




Tekari

The Tekari are peerless when it comes to scientific research. They
davelop new technologias at the fastest rate in the universe.

|I|I| I E_FEI‘.'IF]I'.: TEKARI ATTRIBUTES
I| || |I || Atmosphares Tiwvo
y Physical Mone
I “” Cultural Scientist
I| |'I\|||||||‘ "|]||I |Resedrch Characteristic 5
‘Reproduction Characteristic -1

Construction Characteristic 0

[ "cinln{;a [:haral::ha ristic -2
i 0
Very Cold

éa ons Research Level High
ng Research Lavel High
weearch Level High
iesearch Lavel High
; High

EGHHEI{I ATTRIBUTES
All
Anaerobic and Subterrancan
al Mona
irch Characteristic 0

Iﬂ'i.‘mtinn Charactaristic n
bietion Characteristic 0

g Characteristic ]
racteristic 0

uire Prafarance MfA
‘Research Level Marmal
k] 'Husnan:h Level Marmal
Marmal
Marmal
Mormal




D'Naren

The 'Naren are raspectad sciantists and builders. Their research skills ara|
comparable to all others in the universe.

||'|'.ii|'|’||ﬂ\l\l\||

i nr

SPECIFIC D'NAREN ATTRIBUTES |
Atmospheres Twvn II||| | l ‘ ‘ | ||
Physical Nane ’

Cultural Builder B g ‘ ||

Ressarch Characteristic 5 lid b W | ||] ||||| | | | | i
Reproduction Characteristic 2 i

Construction Characteristic 0 3 {
Espionage Characteristic -5 i ELom, | 1A |IH'|| | | .| | I | i
Finance Characteristic 0 . L ' || I||||l il | I
Temperature Preference Warm L "

Weapons Research Level High g | |
Shialding Aesearch Level High "l ] l||||| Mh |||I|||“|||-||
Ship Research Level High

Colonial Research Level High it

Space Research Level High

"'!'.!\Hﬁ' | g

Kybus ol "|\ \.'.F'!.'

The Kybus species combines the two very valuable cultural attrlgl
warrior and builder. Their broad atmospheric tolarance also r;un
making them some of the toughest foes in the game,

SPECIFIC KYBUS ATTRIBUTES

Atmospheres Four

Physical MNone

Cultural Warrior and Scientist
Raszaarch Characteristic 2

Reproduction Characteristic 1]
Construction Characteristic 7

Espionage Characteristic -1
Finance Charactaristic 0
Temperature Preference Cool
Waeapons Resaarch Level MNarmal
Shielding Research Level Normal
Ship Research Level MNormal
Colonial Research Lavel Normal

Space Research Level MNormal



[l |||||||:|;|,I i

E
i Spm:uas Design
I |i i “ ||" . !nsmad.u’f chuus[ng one of the preset species aptions, you can modify one
|||Iw H]NI"" I of tha aight spacies templates, or even create a new species from scratch.
AL In either case, begin by selecting one of the eight presat specias. Then,
i under the Spacies Summary Window, click the Design Button.
, .
|| |||||‘ \ n||l s If you wish to madify an original spacies, adjust
: ' the various point totals. Additionally, you can
& . select a graphic for your species, and giva it a
new name belore accepting it. Scroll through the
available species graphics by clicking on the
* arrows above the graphic window. Both the
name and description of a species can he

changed by clicking inside the appropriate text
hox and typing ovar the praset information,

usfa all of & Specms proset EtlrII}LItES then mstnbum tha pointz
thraughout the menus on the Design Screen.

ating Points for Attributes

' I ] Ea I}&pumes in the game is defined by a cellection of attributes and
AMTSTETE eatale o5, a5 evidenced by the Spacies Desgign Screen.
il |'|-|||I|||||||l 1||?W|W Il ﬂﬁ'ﬁ v P _

hmed effects of these factors help determine the ovarall difficulty
ma. If your spacies closaly resembles a competitor, you will be
|'| |I | | ||| I |||| ]l||| I ﬁll the same galactic niche, which makes the game hardar,

it | '"hpiwwﬂl lead you to a desirable victory. Designating physical
|||||I ||||| l “lll tics and Tampnrﬂture preferences directly determines which

| ||I|||||||l|||||||| m| f | um I_'otal points thar can he allnrﬂtrd in defining & new species

ve differing effects within the game. Each is zeen as a relalive
g, and thus, each one that is selected counts as two points
our spacies’ total of 10, It you hava aptad for one of the Cullural

ding scale ranging from -5 to 5, and represent further nuances
cles, As such, their final configuration should closely reflect the



Thare are six basic categories of defining attributes on the Species Design
Screen: Atmosphere, Physical, Cultural, Characteristics, Temperature
Preferance, and Hesearch Laval,

i |"'|'|'|'i
.||,|||'||||hl\l ||5“

for your species. Obviously, the more atmospheres your species can ) _
tolerate, the easier it will be to find suitable planets to inhabit. . "|I|||m |n|\|| | ||||||||!'; il
i

ATMOSPHERE (VARIABLE COST)
There are four possible atmospheres for each planet in the game:
Carbon Dioxide, Methane Ammania, Oxygen Nitrogen, and Sulfur Dioxide.

Each species cai automatically breath in ong ::l the four ﬂtmusphﬂrﬁs At “"' | || |||“

PHYSICAL (VARIABLE COST)
Some spnmes possess physical charecleristics thal provide them WIH'I

g

Anaerohic Specias (Cost: 5 Points) can exist regardless of atmosph
even thriving on a planegt in the vacuum of deep space. When th
selected, the stmosphera selactor section of the menu become.

ESpIONAYE :Duntur oparations.

Predatory Species (Cost: 2 Painls) reap the hanafits of their huri[;lﬂ ll
killing instincts, receiving a 25 percent bonus on all attacks.

Aquatic Species (Cost: 2 Points) have evolved in a liquid enviranmer il |

have an innate ability lo judge spatial-relativnships, affording |||||| | | | ||| | ||

parcent ship movement honus and a 20 percent defensive hunus.' ’
L

A species may also exhibit certain cultural tendencies thal cnhlr| '

its SUCCASS.

(e
Warrior Cultures (Cost ? Points) receive a combat bonus, andigp' uralwlm | ||\ \m" ||||| |||| l
equipped with better starship crews that train at an accelarﬂtaﬂ" !

CULTURAL [VARIABLE COST)

discover. This givas tham a 10 percant chance of developing | I'EE& ||| |||

Scientist Cultures {Cost: 2 Points) have an innate ability to Inam,am \['m |||| || \|\|||||||I I
projects spontancously,

Politician Cultures (Cost: 2 Points) quickly develop some aft_ha!? gsl ||'| ||||| |
governors and ministers in the universa, |] | || |

when attempting Esr_tlnnagn missions.



. Builder Cultures (Cost: 2 Points) are efficient and motivated, These
| it | attributes help them to reduce the cost of building all planatary and orhital
“Jm ||||I | structures by 20 percent.

“" Nomad Cultures {Cost: 2 Points) have refined the art of fleet maintenance.
i || |||]||| ] l l i | This task was achieved out of necessity, dus to this culture's wandering
| | |l Il mrluna Their fleets are maintained at 80 percent of the normal cost, which
allows them to receive one transport ship for avery 10-population units
| |g|||||||||.|!|!|]\|l]]] “ quln jn:hgndnmng a planet,
' chant Cultures (Cost: 15 Points) are intensely competitive and frugal in
i stablishment of trade routes. They are able to trade for twice the
I |.'.|I-|.|I||I|I|.|I||]~ [ rlrl-;ﬂ amount an all routes they establish.
[k}

CHARACTERISTICS (VARIABLE COST)

ot's atmnspher& You will natice that if you choose o
g5 suhtai reEnean, tlm lemperalure pmferenca area of the

WEL

ecies to develop new technologies and keep up with its
parch must be conducted in five specific areas: Weapons,
), Colanial, and Space.



T T e

I | !
1L | |||.| |
Rezearch is conducted by expending research peints, which each species
population generates based on its size and the research characteristic. ||| | || || | | |
i ||H l I

they possess (listed in tha uppar right-hand corner of the Spacies |
Design Screen).

i [t !
Note: A planers infrastructure directly influences the pmdumbn:pfi,-ll'. |'| |||| Unu|||il|l|llllllil i
research poinls in conjunction with population and the research (\f | i [\f
charactaristics,

Ul ||||| | []lhl I|I il ( (e[
Tha research point cost to develop new technologies for a SHEEIBE% | ]

controlled by the set of sliding scales in the lower nghl-hand nurnur'b

the Spacies Design Screen.

| ||||| u \I\“hll' {L{EIE
For each attribule, either low, normal, or high levels of ability can h
designated.

il
In all instances, 8 normal research level (a cost of zera) ma'aniﬂll ]1” “ | | | || Il
research is performed with no penalties or bonuses in lerms uf' "
nama’s calculations. il | | | I
n |'|'|||||'|'|H'-
A low research laval (a cost of -1} means that a species will nee: |
expend one and a quarter times the normal amount of reses
accomplish each rasearch task in that area. Prioritizing re
becames much more critical if you opt for any low ratings
Low-rated research disciplines will lag behind tha other ar

Conversely, a high research rating {a cost of 1) maans thafg"
specific area Is performed at a cost of three quarters the usi
puoints. This can be & tremendous advantage.

Shielding: Determines the species’ proficiency at developing i |'| ||!I it
and armor, Dﬁ I |.| i

Ship: Determines development of such items as Star and Taf:l;'
and Sensors. I ||I|\ (it .hhlll,'_;

Colonial: Determines the research development rate partmnh'gg II|I
planatary structuras. lqu H

.||||||.|..|l“||.|.

it |

R |

|||||| h\““l 1U?
N|||||.|I

00

Space: Influences the development rate of items such as 'ﬁ
calonization units and space-borne orbital defenses.
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. bame Set Up

W have selected your species from amang the sight Stock Options,

i i,
i Configuring the Universe

Bl The Configuring the Universe Menu allows you to

v adjust tha difficully of the game directly. The New

i Universe Button allows you to select a new, randomly-

Y chosen univarse.

& game and has a variable effect on the game’s duration.
iy |Iiwn| of the game increases with 1J:|u amount of mmuetltmn

1 ’1 nputer opponents in & small universe can lead to a I'H1atl'|n'ﬂ|'gl'

(it ﬂlhk n.

i ’qppﬂnems wlll be. The difficulty vannhia also impacts your
tir g rssnurnas {hath in nnmhnr of ships and homa wnrlnl

rall bar to cycle through the svailable ship styles for your fleet,
m‘shlp sizes represent different classes of vessels that can be

il
q Your Flag and Naming Your Empire
tﬂl bar to cyele through the available flags, and selact ona to
wour gmpire. Type the name of your empire into the adjacent
jress Start to begin the game.



WHML, '_

.'5

M i
(Onee tha game has begun, you must bagin to colonize planats whlqul.
researching new technologies. Each planetin the player's empire “||| l||||| || ||||||I
automatically begin construction based on successfully resaarchal 1
infrastructure technologies. For more information an infrastructure
tachnelogies, ses “Colonizing A Planet” on pagae 26. (t | i | ]\|| |l|| |||I | | | | |
In order to edvance your species on a universal scale quickly and Bfﬂman ‘I

each newly-colonized planet should immediately build researched :
infrastructure wchnulugres that contribute to pupulaT.iBn and cans ’ l\|||||||||'lil| A
i 1 | | | 141 1

construction points.

Additionally, begin building ships that have the ability to culunr'
Eventually, you will have to protect colonized planets with w
research specific defensive orbilals to keep your l.unquna!s_
hulldmg of ships and, eventually shipyards, is essential to ex
empire. In fact, all other construction on a planel comes o a's
during the construction of ships or orbitals of any kind. Until -,rqu
colonized worlds are well developed, you probably will l1atwﬂh 1
tocus on building shipyards or other orhitals, Use your homa w
shipyard to construct ships for colenization.

As the planets within your empire continue to develop, tfi__ W
to your domain in terms of research points, construction points
points and, of course, monetary units.

Research Points
Each individual planet contributes research points o your e
an the |evel of rasearch infrastructurs that has been constr
population of the planet in conjunction with research fundin
spacies charactaristics. The production of research point
speed with which new technologies are discovered. Newl
infraztructure and orbital technologies are available for ::'n_u_'
planet in your empire.

Construction Points
Each individual planet's population genaratas construction |
certain number of which must be expended to build any
infrastructure and orbitals on that planat. You can incre

construction on any planet by converting cash into constr
(the CP Subsidy).

Nota: The CP Subsidy ellows you to redirect workers and malens
focation to expedite a task. Without the CP Subsidy, a planet mi
owri infrasiructure lo make improvements. |||||“ \ll|

e
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ge Points

'ulﬂtn}n also produces espionage points, which can be used to
spionage actions of your own or counter espionage actions of
_nl Until you meke cantact with armthur spacias in the game,

8 So, turn the espionage points aspect of your sconomy to zaro by
g the Domestic Policy Interface.

'|| IH]
! ll 'S nnd Ministers

wha will Inok after the affairs of all the planets in that
| SeCtor governor receives percentage adjustments

our crucial areas of sactor developmant: Construction,
onage and Defense.

in to suffer for no apparent reason), go o one of the

‘and press the Replace Button, Tha rostar of currently
overnars will be displayed. You will not have to complete
icess to see if any of your sector governors have heen

(MAMTATAFAEY '|i'|l :DWﬂvnr your ministers are alsu mh}acttn subversion. If

rsactors. if you salam ona of the four manus that should
2r and the small box is empty, it is time to promote one of

i i[|l|

M

l ..|||I|” |.|||.
|
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Game Options Menu (Es[: 3

Game Dptions Menu Screen I Fﬁﬂﬂ’ﬁ If "

il |||| {11
The six icons on the Options Menu Screen will allow you to load the ga I “l'"" [
onto your systam, start, save or quit the game, control the volume withe | I|||||l1 ||\|||||||I !|||||||||I (oLl
game and choose the Game Options Menu.

|

(i 1| A

SELECT THE GAME OPTIONS MENU ICON TO I--" i al . | (M
ACCESS THE FOLLOWING SELECTIONS: | i J Ir_fL '

|- HATETH
Play Surface Animations: Selecting this option |
will allow you to view the daily activity of your |
ampira. You may consider Wwening this option O if |
your computer is experiencing any slow downin
thae Planatary Surface Screen.

Play Movies: This option will play movies at various Limes lhruU;L;
game. If you notice that gameplay becomes slowed or you si_n_miie;'
want to view movies, yau may turn OFf this feature. lil

However, since this featura may slow gameplay, you may choo
Off if it is not needed.

Combat Aute Reselve: \When this option is On, and you have Dnl'g{
players engaging in battle, the battle will instantaneously rBanﬁ
the option i3 wrned OfF, you will need to wait while the battle mﬁiﬁﬁ
This aption has no effect when human game players are m'.'ul'uad

|l I||| |
Combat Key Scroll: Determines how fast you can move the Eam‘&u

by usging the arrow keys. lllll“ {11f1}1

Combat Scroll Speed: Determines how fast you can move the |
Screen by using the mouse. ,.!:I|

Game Speed: Choose fram levels 0-6 to set your gameplay l||1|||||||||l (1AL
il |II||I\|| 1||]l|||||l| I _l|||'|||||:|||'|.|||ll|
A
"I"'ﬁll] il
L "|||||] I

Il “‘I'I'Ih"" L£
"||1|L '
I ]|||||||.
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. Main Gontrol Screen

i, |

e

T x —S g From the Main Control Screen you can survey

{ '|‘l'l|||.||-|.-|'!' - - [ "‘rm.”.“m.'m mmpira by clicking on any of the six

L ks i A 5 twirling icons to open each screen thal contrals

= ] Ll — Pax Imperia: Eminent Domain, As you maove

. '||||'|-I - i - il doeperinto subsequent interface screens, left

I || | | | | I'i L | clicking on the button in the upper right-hand
AR "“'h.. corner of each screen will cycle back one level,

o while nght-clicking on the same button sends

you hack to tha Main Control Screen.

e

i addition, lsft - and right — clicking within each screen has specific

View
g6 View is a component of the Sector View, as well as the
af the Main Control Screen. Double left-clicking an & star in
Wiew brings up the corresponding Sector Display, unless a
L} tly underway in that sactor. If a battle is in progress, the
placed by a round, yellow combat icon. Double left-clicking on the
oi) brings up the Combat View.

1t

i

or View (72

ar splay is accessad by double-

N star in the large central Universe
| Iain Control Screen. The Sector

;Fﬁpce allows you to examine

!.:' _m‘;m and control fleet movement

sgctor, Fleets can also be moved

ch Screen controls which projacts
acias is currently developing. The five
i & gyories are Waapons, Shielding,
onial, and Space. The siiding scale

iliilh:iﬁvs you to control the parcentage

|

il
|




of your empira’s total rasearch points being allocated to each area.

You can 1oggle between Theoretical and Developed Systems 1o see how il
esch area is progressing, and also highlight any ona item to get a brief (I |'| |||1
description. Double-clicking on any of the Theoretical Technologies or

pressing the Research Button in the lower laft designatas it as the current

research project for that area. | ||| m\h | ‘ l ‘
Fleet Command (F4) _ H

The Flaet Command Window lets you inspect each fleat iEREEE e |\ | | | |
and ship, and also lets you initiate ship building al any of

your shipyards. Ships can easily be upgraded with new i
technology as it becomes available. In order to upgrade a lr = i||||||!i=|ill"
ship, you must first create a new design template for that | e - ! s
ship type. Your ship must also be in orbit around a planet

with a shipyard.

Domestic Policy (F5)

The Domestic Policy Screen allows you to carefully

examing and changa the build profiles for all of the

plancts that you have discovered. You can then apply

filters to the list of warlds that you currantly want to

reveal. In general, you will want to view colonized worlds

(to assess their merits and development) and explorad

worlds [with the "Bad” designation toggled off} to decide
which planets are worthy of colonization,

Nets: Double-click on any planet to bring up the Surfaca M'sw
for that planet,

Foreign Affairs (FB)

The Foreign Affairs Screen lets you contral the nature of
your contact with other empires, instigating trade,

treaties and espionage, after you have encountered them.
The Compare Empires Button lets you plot your empire’s
parformanca, in graphical torm, against the competition.

Planetary Surface (F7)

The Planstary Surface Window |ets you view each
indwidual planet, and study the current state of that
planet’s economy. You can also contral the construction
of new infrastructure technologies as they are
researched, and make adjustments Lo the planet’s

CP Subsidy.

Note: Your overall impenial income is reduced &5 you
incraase tha CF Subeidy for specific planats.



Ship Design (F8)

h'” il Each of the ships your specics is capable of

il huilding can be viewed from the Ship Design |

Sereen, allowing you to make modifications as |

|||||| | i || I new technology becomes available. In order to |

“ | bulld ships beyand the ariginal three types, you |
must research betier hull matenals. Larger

||I||||| ~ “\W ||| || 5hips require technological advancements to

| your slar drives Lo move belween seclors.

! | I'ha Zombat Screan displays any comhat

| s

cumrently in progress, Pressing F9 will send

i |||||||II|||]|||\| W w |'|'_||r|[:!1|; r!;rra_ctly to tha currant hattla.

Nata: if no combat is in progress, ihe scresn

e

-I 1 i|I|5|!||:|Im.|!Iqhm.....l..,,_! e
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Sector VIE

Gontrolling Each Interface ||1|1|m|5|m |\|\||W‘{ i
Understanding and properly controlling each of the menu screens fs mm | I il
complicated task, but balancing all of the game's aspects is the kay 1o
succass. Tha following sections review each screen in detail, and a{sﬂ |-| ﬂ'|]||” II I
ilustrate how the game's components work 1l |
together to form the complex universe of Pax
Imperia: Eminent Domain.

The Sector View is usad primarily to examing the
planets in each system where you have explored,
and alzo to move yaour flast within a =ector, and
into the universe beyond. As the interface of
thesa critical actions, the Sector View iz one of
the most important screens in the game. | m

Anything you select in the Sector View {with the exception ochﬂ‘ ili
and Gas Gianls) reveals & specific sel of commands on the six bu
the [ower right-hand corner of the screen. Additional informati
in the vertical window at the far left, cpposite the Universe 'I.I":Hw |

Planets in the Sector View Il\

Each plangt in tha Pax Imparia univarsa is rated with regard tu 111
species’ ability to inhabit it, based on the planet’s atmosphare an
tamparatura. Planets are also rated hased on their intrinsic
value of things that the planet is capable of producing, and the ea
which tha planet suppaorts industry,

To study & summary of gach of the planets in a specific Sﬁﬂif;ﬂl]_
sector’s star in the Sector View. A list of the planets orbiting th
appears on the left-hand side of the screen.

Each planet s listed beneath its specific economic modifier, w
game uses to compute that world’s manatary contributions to
Beside each planel’s name is its potential population, and & smal|

THE FACE ICON ;
Tha face icon is the most direct measure of 8 planet’s ahility o) wan
to your empire, Planets are rated either Good, Fair or Bad {:;:‘tlﬂ,h
rid), indicating the sase with which vour species can mhal:utthat

& green fece means that all of the economic benefits your smg

derive, in terms of money, research, construction and espionage points) ; Ld
contributed on & one-for-one basis. || | i
R
il N i

-..|.||||li ||||-|



WBCARIR I ALY
o A yellow face means that the maximum planetary culput you would axpact
|l ”] i l | | . will be cutin half, due to the additional resources needed for the planat’s
fu I -‘,‘|¥|||| |"ph_|':!lﬂaﬁnn o survive on a marginally habitable world, Additionally, the
il .~ population growth rate is 50 percent that of a “good” planet.

:-' ;:I Wl I .
I ||I||,||||l|||l|:|||||‘t‘| ] “‘ A red face means that the living conditions on that planat are so adverse,
I

ECONOMIC MODIFIER
dition ta'the planets atmosphere and temperatura, thera is one other
|:l'lzicttu cansider when expanding your empire, the planet’s overall

re given an Economic Modifier based on their resources. A

ale multiplier appears parenthetically after the plant’s

Eﬂ' arile, Poor, Normal, Abundant, Rich, or Opulent, Tha higher
i in Lthe parentheses, the more maney the planet will be able to

your empire.

ilical infarmation is a planet's population potential, The
planet can sustain, the more productive it can be. As the
25, lechnologicsl sdvancemants will help to increase the
the planets that you contral,

Planet

iew, you can select each planst individually. If a ship
zing tha planat is present, the option to colonize the warld

and your domain, you must continue to build ships capahle
olonization units. As tha game begins, anly the transport is
arry 4 colonization unit. Each ship which colonizes a
I in the process.

Hith
H )Eih‘as bzen colonized, the population begins to graw, and
ally begins to work on constructing the infrastructure

your ampire, hut each planet must construct each new
‘technology as research is completed.

s|ve infrastructure technelogy allows the planat to devalop
'_l:_l!uﬁng increasing amounts to your empire’s ability to



The five areas of infrastructure include: Population, Construction, Finance,

Espionage and Research. It
| | |

Population infrastructure allows your number of inhabitants to grow quickly,
and mxpands your overall population level,

Construction infrastructure allows your planet to accumulate more
construction points, which gives you the ability to build faster. These points
will help you increase your defenses - i.e. ships, orbitals, eto., as well as all |||
other structures on your planet. i I|| ||| |

i i
(G
T
S | , Il \ ‘\
Finance infrastructure is accumulated in accordance with the degree of
infrastructure your planet has in place, The more money your planet “ ||
generates, the greater ability it has to convart the monaey into copstny ction,| I| | |||h || I
espionage and research points, .
e
espionage infrastructure is cresled and espionage modifications dra | | .
researched, it will benefit offensive espionage missions, counter-ops and

other defensive maneuvers. | 1
. :u'I'I|||'|||H “||||||||||I|

Espionage infrastructure supports your planet’s defense system, When

Research infrastructure points are needed Lo further research and exiand
all of the other areas of infrastructura, As you build research Infrastrietlre,
you will accumulate the necessary research peints to develap -,.rum plangt ] |

in the other araas. it '|T|| |||.]\ H |

i |1|1|||J|I|.||JIII!I] ||: = . x l1l|l||-|d|'|h|_ |.
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Orbitals

Orbitals are constructs in space that may be built near colonlzed plﬂl‘lﬂtﬁ. Il ||I|]MI‘ M””“
There are six distinct types of orbitals. When you select a colonized planet
in the Sector View, the option to build an arbital will appear an one l_.'-_f i | |

burtons, if you possess any orbital technology. i ||n || ||\| ||||||I| I ||

Opting to build an orbital will activate between one and six of the buttons fil
1 {l |
\ m'||!-||.lll|.| M

on the Sector View Screen, one for gach of the orhital subtypes: L'a‘_f!';l |
of the orhitals in the game can be developed through five levels of |||
technological upgrade.

Alternatively, orbitals can alse be deconstructed, one level of devels
al a time, should you find that supporting a certain space atructi'.l
much of a financial burden on your empire.

FIGHTER BASES/MISSILE BASES
Fighter bases and missile bases house two of your best fightamu
per lavel of devalopment, |'l| W

BATTLESTATIONS
A battlestation houses two of your best non-missile weapons,
davalopment. 'I'Fm

MINEFIELDS il
Minefields are a very effective planetary defense against eng
incursions, requiring that any invading ships must pass throu
of space mines. Even when ships are capable of targeting the
advanced technalagy, the time it takes to claar a path throug
gives your other planctary defense systems an opportunity ta'i
damage upon an enamy fleat. {

-"'_“L

The shipyard is the easiest type of orbital to construct from
standpaint. Each successive level of development can build
and cheaper (in terms of the construction point cost). To b
your shipbuilding efforts, make sure that worlds with sh:mrarﬂs_;_
receiving the maximum CP Subsidy that you can affard.

When you begin to gear up for starship battlas, you will wan '

fleet academy with your shipyard worlds, so that the crews ca
#% you construct your warships.

FLEET ACADEMIES |||
By placing a starship in orbit around a planet with a fleet acader
ship's crew can be trained. There are seven levels of pmﬂnwr;lirﬂ}i
starship crew may exhibit: [ ||||1

Raw, Green, Adept, Veteran, Expert, Elite, and Legendary



i

[l
Whila in orbit near a fleet academy, a crew will train to the adept lavel of

proficiency. Thereafter, only practical comhbat experience will serve to

HJH'W” || | increase their ahilities past the adept level of development.

| ||||||| \ i Sector Governors
| | H\ ‘ | i B'l,r clicking the Governor Button in Sector View, you can access the

governor managing that sector of your empire. Al of the percentage
il |||||‘|| hlhm -ﬂ‘rﬂ'llfﬂrs for that governor apply to all the planets in that sector,
il

If the governor's percentage modifiers are

_ | . | negative numbers, the governor has been

, ||| ||| I e | subverted by one of your enemias through an
espionaga action, The governor must be fired.

A sector governor's efficiency increases with

| time, as reflected by the climbing percantage

" modifiers. |f one of your ministers, in floet

Hﬂl u ! command, research, foreign affairs, or domastic
L 1&1 Huhfuartud or assassinated, you may promote one of your sector

|T’ 5 Lo Lizke his placa.

wll Hﬁement in the Sector View

hr starshlp fleets is the other primary function of the Sector
g on a ship icon, a listing of the ships in that fleet appears
li Btun tha left-hand side of the interface.

' ‘ d flnnt also activates several of the butlons in tha lower-right
glscreen;

et Accesses the Fleet Command Screen,
Allows you designate a destination for the flaet.
i Fleat: Allows you to assign & target for the flest,

it h Fleet: Allaws you to put the fleet on guard at a eertain
then attack any anemy ships which arrive.

at have the intardict arder active are displayed in the Sector
rpajff shield ican next to the fleel icon.



| || | || h”

Right-clicking on another fleet, under your control, will mergae the two, |.| “ M M || | l.| (i
fleets.

Right-clicking on a planet will move the fleaet into orbit.

[ || ||||||I|||||I|I
Right-clicking on a neutral or allied fleet will move the fleet to that sg i
positian.

Note: A maximum of 21 ships are allowed in any one feat

Right-clicking on an enemy lest will initiate an attack.

that any movement path you attempt to assign utilizing the Llnl'n.ﬁﬁ e Vie

is highlightad.
g §1| |
i
A red path means thet the destination sector you are proposi
the range of the fleet you have selected. You must either t:ql_g
warlds in that direction, so thal vour fleet can refuel en muta‘,l
new technology which gives your starships increased ran

A yallow path maans that the destination sactor 18 within ran
{considering that it must also be able to return to a sector of
you have already colomzed in order to refuel).

WORMHOLES
Wormholes provide the only means of moving your fleet fr
another. Each trip through a wormhale is considered one
have different jump renges based on the current level of &l
To explore beyond the range of your engines, you will haw
planels to use as refueling stations along your route.

Note: Jump ranges need to be calculated as a “round trip”, .I
ranga of §, will take you thraa areas out and three araas han .l
I
REFUELING STATIONS I |
Some sector contains no planets that you would like to colon ize far
purposes of development, but the sector's position in the |
necessitates that you travel through it as your fleet expl

In such a case, you may want to colonize a planet in that sec
colonized planet scts as a refueling station, even if its atmes|
temperature are unacceptable to your species. Your fleets will
automatically refuel when passing through the sector.

| |“

i "'3|
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. Planetary Surface View

N “lanetary Surface View allows you to menitor each planat's

| i | ||T|i|ih|l | . "Ipmm progress, and control the currant construction project.
I -II. ||! il .'m |JI ik

| R

N | || |_| recied to construct the advancements that allow your spacias to axpand

your universal domain.
(it i Illllllﬁ' TN

T Each individual planet can be assigned a
' schama far prioritizing construction of each
|| new rescarch development, either choosing
| the quickest available project to complete, or
& | focusing instead on one of the key areas that
=t further yaur universal expansion goals:
= "'"-'i|| population, canstruction, research,
P espionage, or finance.

kest First, located in the window abave the small orbital
5 just that. As new technologies are researchad, the
'Lﬁmnus which project can be completed most quickly, and
ction,

the planat will default back to the projact that can be
fastest.

| i_t‘.“'anu&nlratn on manufacturing new construction technologios
ecome available through research, defaulting back to the
il‘.éjunt oice all canstruction technologies hava heen built,

5 the projects that the planat will undertake, in order, as

the prioritization indicated in the box above {quickest first,
Blo.)

d like to change any of the prioritization profiles, the lists can
‘from the Game Options Contral: Edit Planetary Profiles.

| “'”;!.‘.‘H J‘.{“il .
A

)
UL



Planetary Economic Profile

The right-hand side of the Planet Surface Screen shows the particular

planet’s current state of devalopment, including not only population and

income, but also the game-specific measurements of research, aspionage

and construction points that contribute to your domain's overall vitality. Il |||

Uze the directional arrows above the right-hand screen, you can scroll
through all of the colonized warlds in yaur empire,

Construction Point Subsidy

In order to increase the construction rate an any planat, you can spemnd ||,| | || |l \ l |||
money via the CP [construction peint) Subsidy. The subsidy lets you turn | l | | | | | |

cash into additional construction points at the rate of ane point par $20,

While this is expensive, it lels you accelerate the construction procoss, || |
thus, providing a significant advantage aarly in the gama. ||\| ”
By concentrating your CP Subsidy exclusivaly an developing worldslater H| ] | | |
in the game, you can rapidly accelerate their growth as contributors gl ||||| “lm ||||H | ||
Yaur ampira,

new vessels can be constructed.

Alzo, subsidizing worlds with shipyards incresses the spesd with Wh!ﬁi‘l | 'I | M l\||||||||||l]||| |[[| '||-

L T Iilrlﬂul'“
I'|l1
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. Ship Design

i Designing the templates for the various ship types in your fleet is a
| relatively basic task, though it allows for some creativity once you bagin
[

bt . i
it
” |||Hl”||l||!. to make various technological advanzemants,
N IIII" . +
IR i lil The straight-forward aspect of ship design is the simple act of upgrading
n \ |l|l| ||||1||I|"". ‘Bach ship's component pieces as new technology becomes available,
Il ||' (L This is easily accomplished by deleting the current design for 3 certain

i i ship type. Then, using the Design and Auta Buttans to configure each
|||||“lu m \ NW" particular class of ship with the newest impravements.
!
WeldEl |

Building ships, a5 opposed to creating your awn ship design, is done fram
M | il il Tha Fleet Command Interface, or by highlighting a planet with an arbital
||||||N|H~ \U ‘ ‘||||'|$lllp*.!;qrd-r_n the Sector View, indicated by a small ship icon floating next Lo
IR that planet, and clicking on the build option.

HITEHLY '-I.' WUEE | e
|i|i|li'-|'|||‘|||5.|]|W ]||i|':§ ip Types |
1| SRR et (114 Fe six distinct classes of ships that may comprise your fleet. As the
TS | Iga’ml bieging, you can build only three; the scoul, the destroyer, and the
:!Iiill I||||| |||H |§fml it Each ship type is capable of accommodating a certain maximum
| il !I (i1 |, |'|| L i % lcomponant systems, as determined by the size of the ship and
<k th of each installed system.
S A
Hild I.'||||'||\h lﬂﬂ:ﬁ
IR <

LI LTINS IR IRISTTEN

_ '!gfé]uatmaL recon ships that help
00 youlnvestigate the surrounding star systems. |
- |'|||'||||i| | NIIEI\ 5#’ hetter Star Drive technology allows |/l
. |'|||I||||\| | | c0uts to Liaval great distances, they can, at
' ~ best, hald ore decent primary weapan, Thus,
it

e

.ﬁiﬁéf_qine gg s limited to "scouting” for

0

'fiﬁﬂn:hf the game.

oits are the method by which you
28 new planets, As fast as you can build ||
s carly in the game, send tham offto ||

A
(i

U| |||| | || ; Ibagin to develop new Star Drves, |
i . Rave to colonize at least one planetin |

' \ it "|.| ‘systam so that you can explore adjacent
| || \ B ol c&n also use transporis as 3 make-shift carrier. Gi
\“l' l sl lls and good shields, and a couple of your earliast fighter-types.
il H lgh such a ship comes apart pretty easily during combat, being the

I



DESTROYERS

Destroyers are the musela of your fleel garly in the

game, though their usefulness wanes as tachnological
advancas allow the construction of larger, more
impressive combat ships. Hopatully, bafore you get
involvad in a serous conflict with another species, you
will have developed the ability to build and equip Cruisers.

CRUISERS

The cruiser is probably the ship you will use most whan it
comes to assambling large fleets of warships. They have
room for several different weapons systams, while still
accommodating the latestin targeting, shield, and
electronic counter measuras.

CARRIERS

Carriers are meant lo ferry your fighter squadrons into
battle. With that in mind, you should provide them with
geod shields and hull materials, and equip them with
fighters, as apposad to weapons systems. Let your
cruisers and battleships do the heavy fighting, and
kaep the carriers off the battlefield.

BATTLESHIPS

The biggest ship in any flaet, the battleship iz a
hehemath of destructive pewer. There is plenty of
room for weapons, not just in the primary slot, but
also at every arc of fire. If you can draw an enemy’s
attention with an advanced wave of cruisers, and
then mix in @ battleship or two while that first wave
i5 still the object of the opponent's aggrassion, you
ara well an your way to 2 decisive victony.

Ship Components

As new technology bacomes available for your fleet, incorparating I‘lﬁ,' '
latest advancements via ship desion or the upgrade option in/Rleeti i)
Command is essaential in keeping your fleet on par with the ﬂﬂmﬂﬂtmbﬂ

Each type of ship has a preset capacity, which is the number tothal rm:m'l
of the slash at the top of the design window. Each component systam

the ship takes up a certain amount of that space, and so the total nfiha |
camponents must fit under the ceiling for that ship type betare the| dﬁsl

can be accepted.

DRIVES
Star Drives are for use in travel between star systems. Each Star Dilve| il
a different Jump Range for travel through Warmhales (ses Jump Hangé-'"
note undar Wormholes on page 31).
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”‘ .|f| it WEAPONS

I il Each ship has, at most, four arcs of fire: primary, port, starboard, and point

| ‘ ‘ | |‘||| ||!i-:!i:i_nf}i__l_nau. Each of these arcs can be outfitted with its own independent

‘ IR t_|':" 2apons system. Additionally, the targeting computer is considered a part
I ||'|| |

L
| WY X

of t_ﬁ@g-sul_:systam.
[ BEsenise
i Defensive systems consist of the ship's armor and shielding, and any
(11 | | | | | i ,F';I:i measures designed to throw off the targeting attempts of the
pil A |||| || || || | anemy. The point defanse weapon system is an essantial component
P , at close range, it can be employed no matter what angle the
attacking from, in addition to attacking enemy mineficlds.

i
i
il I:"|i|5|‘||'||l| ‘ il 7 {
Ll | vole: Minesweeping weapons are only effective against enamy minefislds
e i pﬂ:ha Point Dafanss,

sifin is accepted, it becomes ona of the options when you
Rip. Initiating the ship building process can ba done by
netin the Sector View that has s shipyard in orbit, or

et Command Screan.
Ul | ] '
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Fleet Enmmand

The Fleet Command Screen allows you to monitor :
tha current status of the ships in all your Tleets, | :H | ||I||| ||
and to properly assemble large fleets of ships | |

wilh ease. Additionally, the Fleet Command :
Serean lets you build and upgrade ships at any [ ' ‘|| ||||||I|| ||

of your shipyards, with the newest technelogies. [ ik TIVRRC: ”-

Fleet List \

The Fleet List Butten shows all of the starship floets
currently under your control. The composition of each individual fleet
appears at the right of the screen when the fleet name is hlghhghtt; ;
the laft-hand manu. ODoubla-clicking on any of the fleets on your| Ilsi-. il
take you to that fleet in the Sector View, b

UPGRADE SHIP
If & ship is in orhit around & planet with & shipyard, it can e upgr
the latest desian for its class by selecting the upgrade hlnmlun

SCRAP SHIP

Oceasionally, a ship may become severely damaged in battle
be made obsolete by technological advancements. Considan
faetors, along with a ship’s accrued mileage, it may be marg
for you to scrap the ship rather than pay its maintenanca 0SS

Shipyard List

The Shipyard List Button toggles the menu of shipyards in ynur
displaying thair currant project (or if they are idle) and the per
completion of that project

With the shipyard list toggled on, you can direct that building J:B "
and monitar the progress of esch project to better coordinate tlﬂ
of large fleets at several different shipyards, I

UPGRADING AND REPAIRING lm]“
Ships will repair themselves after sustaining damage in cumh

of ships will work together to expedite repairs, Adding repair b
ship's design will increase the rate of repairs. 'I|[||\ l| |

Uparading a ship can only be accomplished if the ship is in orbit

planet with & shipyard. As with building a ship, upgrading one hait
construction projects on the planat. l II

(e



FLEET COMPOSITION

| Eﬂlhr i|'| the gal'l‘lﬂ, Your ﬂEElK Hra hﬂ‘llﬂﬂ 1o be one or lwo ghipgi "Eua”?- ]
(AR If transport andfor 3 scout.

As the game progresses, you will begin to switch away from colonization,
and lowards constructing ships with the intention of fighting your
oppanents, therelore, large fleets of destroyers are not uncomman,

i LN
i

1A | .| A Tailor your ship design and flaet composition to suit the current task at
i‘l. m“ H ‘||n|||||'| LIty hhl_ui. You can ascertain the size of an enamy's fleet by clicking on i,
gl | J 1A which will display a list af the ships in that fleet along the left-hand side of
| | the Sector View. The number and type of ships an enemy is using will give
||I|||M~ mmlri.'i:ﬂﬂu'ﬂ goad idea of whether or not your own fleet is going to messurs up to
U the challenge.

!-ﬁ_ﬂ’ﬁii*s Scraan, and see how many ships an opponent has managed Lo
. huild: Before you declare war on an opponent, it is prudent to make sure
Wil

"|'I{!!i|'I|ll||'1_‘_'\|_h Lﬁ* o
e
il i
>
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il IHFN]”WWW \I\‘Hilﬁddmbnail? Veu can examine each contacted species using the Foreign
TN EEH
AR IRLCRIALAA 1 11
¥ b |

are nut hopelessly outclassed.
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Combal in Pax Imperia: Eminent Domain is of
twa distinct types, ship-to-ship and planatary
bombardment. & well-balanced fleet should be
capable of handling hoth, though it is likely you
will design ships with a certain specialty in mind.

Early in the game, the size of your ships and the
size of the componant systams which you install
in them will make it difficult to include high-snd
wrapanry capable of attacking both a ship and a
planet,

Build some of your ships with the idea that they will take out the' planets
defensive systems, and others to bombard the planet surface once'you
have taken cara of any fightars or mines that stand in the way.

mum \||||h|||||\||,|||h|

number selects all ships of that type.

1: Scouts

Combat Controls
The controls that govern combat ara idantical for both ship-to-zhip i l | Hl ||._| “ | |.i |I
planetary bombardment. Once you have chosen to attack a ship or 1[1 |||| |||-||!“|'.'
in the Sector View, or an enemy has attacked one of your own flge it |5
planet with orbital defenses), the icon for that sector in the Universe Misw |LI (e e
changes to the large, yellow combat icon. Double-clicking on the combat | ]l |\||||||||'||'I|||||I||||I|
icon sends you to the Combat View, where your forces await yourorders. |" (A
SELECTING YOUR SHIPS i ||l \ m WI lil I |I|I i
Betore you can give arders to all or part of your fleet in the Comba U’ | | ||| H
you must select the craft that will abey the orders. You can do this by
clicking and dragging & box which encompasses a number of ships, anby I || Il
left-clicking on any craft, then right-clicking on additional craft unti 1l ‘ |||| | ||| | | |
ones you desira are selected. There are also bwo additional methol
selacting groups of ships. The first is the default methad, which assigns 5 | i
aach type of ship to a number an the keyboard. Pressing the uppmﬂ ﬁ I \ .||| “ “N |||~|||||\|

| |||\ \
2. Transports ||||||M “ ||“~ | ||||||\
J: Destroyers
4; Cruisers ll ||
b: Hattleships Iif |||||\| \\ | | | W““
6. Carriers

0: All Ships



| if_[ijl.:ﬂ i
L
i

[l "i!;|.!:i|'|!|i!||;|5i] “ ‘: ..Elmul;r._cumam CONTROLS

When you have the proper group selected, press the Shift Button and
then a number. Now, when you press that number, the grouping will be
re-zalacted,

Note: In single player mode, you may find it helpful to pause the game
vhile selecting ships, organizing them in groups and assigning largets.
U don't pause the game, anemy fleets will be gaining a tactical
dvantage while you are mulling over the options.

hip or several ships selected, there are two primary default actions
mbat View. By right-clicking on an empty area of space, you order
(I | Il et 1o move to that location. By right-clicking an an anemy craft, you
'-'.!""'!”i'!.hl all selectad ships to attack that target,
| i

HOLS
contrals function superimposes a small window in the lower-left
18 Combat View, which you can drag across the main view 1o
ate and evaluate all of the forces engagad in combat.
, 8 sub-manu of eight buttons appears which are used for
6t movement in hoth ship-to-ship and planetary bombardment,

".i n transfers control of your fleet to the computer, and

he enemy. Usually, this is only wise whan you have a clear

you need to do something more than overwhelm tha enemy

il -,fu?ta*:“-imﬁ"“ the engagement yoursalf is highly advisable.
i

i
%f#:ﬁttﬂck Bulton and than an enemy
'tause &ll selected ships to engage

il [

mary target for a ship or ships. This differs from the attack
't_s_hips do not move toward the target, This is useful for
ts or bomharding a planet while attacking an enamy ship.

ps selectad, utilizing the Formation Contrals Button brings
with the formation options, a horizontal line, a vertical ling,
r & diagonal right. Clicking within the Combat View after



FACE
* The Face Buttan allows you to turn a ship or flest to face a particular

target, thereby determining which weapons systems will be fired in [
which diraction.

FIGHTER CONTROLS |
Ships and fighter bases can also direct their fighter squadrons within the I ||II ' ||| |
Combat View, using the Fightar Controls Button to bring up & sub-menu of
commands. Fighters can be ordered to attack or defend a specific targat,
or escort a larger ship, and than be recalled Lo their base through the ||||| | | ||||||||||m~
sub-menu. Fighters can also be auto-launched, allowing the computar to

RETREAT ' I|| | | m m \| |||||||
Dccasionally, you will grossly misjudge the resistance, and decide that

direct their comhat, The fightars will attack the closest target,
dizcration is tha better part of universal domination. The Retreat Buttl:ln \ m “| N|| | || il
)

orders all selected ships to abandon the combat area.

.
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. Research

i
m“{L_

.. Perfurming research is the means by which your
o species makes technological advancements, and

fal
N

il|||w m “ : i expanis your domain across the univarse, Until
111 1S an item is researched, it cannot be constructed.

il o | = T Planets must huild newly researched tachnology
|||||||M~ |1 TR e | individually in order to take advantage of its
il

benefits, but just as the entire society contributes
research points to the discovery process, all

1 I I s i L ] '
i_!| |I|I|-|||~‘|llnm\|ﬁ“ et = siﬂi?iﬁul::‘?g;mﬂss to sach new discovery

wmmmmmm\ Hﬁ@ﬂﬂﬂ?“““ﬂ Research
it ‘nagearch is performed in each of five critical areas: Weapons, Shielding,
! i, Colunial, and Space technologies.

|p4|”WWHI.§wag I

- '!I| Il "l Hfﬂ' bbed manus in the upper left-hand corner of the screen show
(8 the current list of projects, bath Theoretical and Developed, as well as a

i oslin rasearch points,

on produces research points to contribute to the

| I advancement of your species. As now strides ara made in
ﬂ]pf:j:.msaarch tachnology, planets that construct those technologies

i !m_!!étan increasing rata.

fllpw logically appear on the Thecreticsl list of research projects.

||I‘i | I ||||| i ! tachnologies are developed, technological advancements that
| )

- Devaloping different branches of the tachnalogy tree through a conscious
1[13[ | (of the research project may lead to sdvantages later in the

L'.i | I:E’ﬁul’!&ﬂl‘lﬂ!‘l‘l? does not have tima to develop the appropriate
logical response.

il II;'I|'||";".“I|_|||I

il

ETICAL VVS. DEVELOPED TECHNOLOGIES

Thearatical list is the one from which new research projects are

d, and the current project name is highlighted thare. That specific

ekt s progress is recorded in one of tha five research discipline boxes

i1 the right-hand side of the screan.
fil I| I|' | [ _ﬂvednpﬁd technologies ara those currently available for
\ |||i| ! %}_pn-nn your domain’s planets,
1§HE |
L T
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MAKING ADJUSTMENTS TO RESEARCH

Controlling research should be a relatively passive endeaavar. Tha slider
hars beside gach of the ongoing projects let you manipulate the
percentage of your domain's research points that are baing allocatad to
each specific ares. However, iLis rare that you will want to emphasize
one area over another unless you are aggressively trying o develop some
specific technology.

If you have a pronounced advantage or disadvantage parforming ona
particular type of research, you may want to adjust the numbers slightly ta
dampen the high-rated area, or prop up the low-rated discipling.

It makes sense to have all five areas developing at roughly the same
speed, Otherwise, you will wind up with some component pieces af your
technology developing much fastar or slower than others, and that is
rarely beneficial.

LR _‘m.h“l.“,

||' i

"I"I'lll'.!l,l,“_\'.
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 Foreign Affairs

| The Foreign Affairs Screen lats you arrange
| treaties and trade agreements with other
players, and conduct espionage missions

| against your enemiss,

Though you cceasionally will want to form soma
e type of treaty with an opposing force, perhaps to
tacilitate your own fleet movement or to oppose a
my. the espionage aspects of the interface are much more
ant in terms of gamaplay,

LI
| Ually come into contact with an adversary, you can use the
¢ Policy screen to set your espionage sxpenditure to zero. Don't
th back up to 100 parcent as soon as you contact another
avar, or you will leave yourself open to all kinds of nasty
It own counter-ops must be funded to resist the
ivances,

i-l' I
i r']f"‘gnu will be compelled to share information and resources
HEITEIEUE 7 : :
iversal powers, you will use the espionage functions of the
f[fi}t%ﬁ.qmen to undermine thair accomplishments,
i
fitld ; S
lh Brt and sabotage functions all evoke a similar dialogue
tivated. By incrassing the number of espionaga points you
Eﬁ;panm 1%, 2x, or 4x, you can increase the odds of the
0055,

are, in essence, all the nasty espionage projects that don't fall
5‘ ]h'rmpal haadings of steal, subvert or sabotage.

oludes instigating rebellion and assassinating governmant offiials,



Communications
The two commumications modes let you negotiste with your opponant, (ALY [
(LA
SEND MESSAGE |
The Send Message Buttan lets you type in a dispateh to your npponent f Il | ||||||i|||| | | ||.|
{a multiplayer option anly). | '| ||

INITIATE TRADE | ‘
Once you establish a traaty that includes trade routes, you can seleclithe | || | ‘ ‘ “ ]u ‘
niliale trade option, and swap resources with your ally.

COMPARE EMPIRES - .||||I| Wp | ||
The compare empires function lets you toggle through graphical
representations of your domain's resources, comparing them with
your opponent’s resources in the same crucial arcas, | I'I' -|i'| |||||\ m|||m||||||| |||||| |,|! ;
.
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| I]umnstu: Policy

| —— =ciman, 102 Domestic Policy sereen provides a quick,
' Bl conciss summary of all the planels in all the
sectors that you have explored, allowing you to
filter them out by a variety of criteria.

The same information as is included in tha

Planet Surface Screen is summarized here,

il arruwmg you to quickly review gach planet’s

" economic numbers and CF Subsidy, and adjust
canstruction project prioritization,

Biapinignield

main's resources, and also lets you manipulate the percentage of tha
maximum amount being spent in the areas of research, espionage and

” | qunstrucnun If you turn down any of tha three crucial areas, the net
HHi ||'| || j

Il .|| l || “”Mmm\ N.IT'h;? Upper | |left-hand eorner of the screen provides an overview of your

of your empire will grow, as money not being spent is reflected in
the b ttam ling.

lLﬂur \aconomy runs in the red tow long, the percentages to which
cfitical aress can ba funded will be evenly adjustad downwards
anced budget is achieved.

ne five filters, you can selactively view the planets you have
d. Filtaring out the “Bad” worlds is a good place to start. Using
10 show the worlds you have colonized is perhaps the primary

fing function, but you can also examine warlds that you have explored
|||| || | || “ m “h ll ﬁﬂﬂ Jtieate prime candidates for colonization.

Il

||||||| |||||m W i on any of the planat attributes in the far left-hand column, you
. e}’wm move to the far left, and others fnllowmg in dﬂsi..ﬂndlng order to

|||'||| W“ N LLu the soroll bar at the bottom of the screen to see the antire list

\\“ |||||1\ I :. her Planet Infarmation

ata also holds important infarmation. The small ship icon is
the planet supports a shipyard orbital, while the small vertical
{from black to red as a planet's defensive system is upgraded.
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Multiplayer Pax |IT||]EI‘IEI. i

The Multiplayer Mode of Pax Imperia: Eminent Domain is compatible with "I || | \

IP¥ and TCP/IP Serial and Modem connections. It is accessed via tha I'u'!aln
Menu Screen. I you intend on playing over the
Internet, make sure your connection is activa
prior to launching the game.

Selecting the multiplayer option brings up a list l
of the possible connections, and choozing from |
amang those opens up the primary multipiayar
interface, whare you can choose o either join a
game or host one yourself,

Join Game g '!’ ‘.| lil“

The list of games in the upper left-hand corner of the main multiplayer

scraen shows all of the multplayer games you currently have accesstﬂ |||‘ m m h||| |||||||
You can use the Refresh Button to update the information on the smrtir Iist | | |

Highlight each game to view its configuration using tha Universe
Configuration Sereen on the right. II|| |||| |\ l]||||||||||||||||||| i

If any Password is required to join the desired game, it must be enl‘E ll

before selecting the join option. Clicking tha Join Bulton will attempl I,l:lH
connect Lo the currently highlighted game. il |'||“ ||||||\|\ \|||||| ||||||||||| || .
Host Game

Salacting the host game cption allows you to configure @ mui‘tlplh]_-:#" ||l) |||||||||||||||-||.|= (E
using your own system as the server. Other players can then jain ﬂinll\’ Er | | {01
(though you may limit aceess by designating & password.) M
CONFIGURING A HOSTED GAME ||||| ||]\\ l\]|||||| ||\\|||
Similar to the menu that beging each single-player game, a piﬂyar w
decides to host a multiplayer game must configure the universe. Il ||

A |

| th'l\\i\\

in the in the universe, and also the maximum number of computar a
human opponents, as wall as the overall difficulty of the game ﬁtigli@_ilfq_h | m ‘ ‘ ‘ M
there is a Chat Room Option that lets you communicate with nli‘rn_rpla'fh ;',
by typing comments and hitting the Enter Key,

The sub-menu which appears allows you to name yourself, selacta u“
Ul
The game may begin once the host confirms all participating player MH | | l ||| | \

species and flast design. [t also allows you to designate the number ¢
Note: The number of players cannat be changed once the hast has
configurad tha Hniverse.

\ | \I l|| il

| Y i
Finally, you can name your game, and enter a password if you 'I:IHSH‘B [ ..
access. Click the host button once more to begin the game,



LONTROLS GUICK REFERENGE

WINDOW KEYS SPEED CONTROL

[ESE]
[H]
(F2)
[F3]
[F4]
[F3]
[F8]
[F7]
[F8]
[FA]

Option Window + Faster

Main Control ! Sl
Sector View \ Togale Pausa
Research

Fleet Command

Domestic Policy GENERAL

Forelgn Palicy [Alt + X]  Exit Game
Surface View [Alt + N] New Game
Ship Design

Gombat View

LOMBAT CONTROLS -

|

Z
3
4
2
b
|-
0

{Default) select all scouts [ Auto Combat Toggle
{Default) select all destroyers 1} Attack with fighters
(Default) select all transports W Defend with fighters
{Default) select all cruisers E Recall fighters

(Default) select all battleships R Auto Attack with fighters
{Default) select all earriers

Selects that group of ships

delacts all ships

[Shift]+|-9 Assigns selected ships to that group

[SPACE]

— = = 00— 3= = - 5=

P Imperia

: Erd

Center on current selection

Retreat selected ships

Set facing for selected ships WWW nayimneria ron
Artack with salactad shipsp WYY, EI aXi ﬁ?]',}'irl id.COM
Move selected ships

Target with selected ships

Horizontal formation with selected ships

Vertical formation with selected ships

Diagonal Left formation with selected ships TH']
Diagonal Right formation with selected ships ol
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