
Inna nacja 

 

 

 
Gry iŶŶą ŶaĐją poza wikiŶgaŵi są ďyć ŵoże wďrew twoiŵ przekoŶaŶioŵ 
bardzo proste. ;Tylko Ŷie wystraszĐie się ŵałyŵ suwakieŵ przewijaŶiaͿ W tym 

poradŶiku pokaże jak ŵożŶa to zŵieŶić.  

 

Najpierw trzeďa zŵieŶić w ogóle to że jesteśŵy tą ŶaĐją. Idzieŵy do pliku 
player.inc i szukamy fazy 

 

player 0 #PLAYER_TYPE_HUMAN #TRIBE_TYPE_HUMAN_VIKING 

#PLAYER_COLOR_ID_BLUE 

Wy zapewŶe ďędzieĐie ŵieć troĐhę iŶaĐzej Ŷp. kolor. Zmieniamy VIKING na 

ŶaĐję, którą ĐhĐeŵy grać. To jest: 



SARACEN 

FRANK 

BYZANTINE 

EGYPT 

WERESNAKE  - ich nie polecamy 

WEREWOLF   -    ich też 

 

No doďra skoro już jesteśŵy Ŷp. fraŶkaŵi to trzeďa ŵieć ludzi fraŶkońskiĐh, 
nie? 

Idziemy do staticobject.inc: 

sethuman 0 "viking" "woman" 78 83 0 0 

sethuman 0 "viking" "woman" 79 83 0 0 

sethuman 0 "viking" "woman" 80 83 0 0 

sethuman 0 "viking" "civilist" 66 78 0 0 

sethuman 0 "viking" "civilist" 67 78 0 0 

sethuman 0 "viking" "civilist" 67 79 0 0 

sethuman 0 "viking" "civilist" 72 63 0 0 

sethuman 0 "viking" "civilist" 73 63 0 0 

sethuman 0 "viking" "civilist" 73 64 0 0 

sethuman 0 "viking" "scout" 74 77 0 0 

 

Teraz tutaj Ŷa ϭϬϬ% ďędzieĐie mieli iŶaĐzej Ŷiż ja. Ja dałeŵ pewŶą fazę swojego 
pliku. Wasz ďędzie Ŷa pewŶo dłuższy. Szukaŵy Đzegoś podoďŶego w swoiŵ 
pliku. Wyďieraŵy tylko te, które ŵają sethuman 0. Jak jest inny numer np. 

zaŵiast Ϭ jest ϭ alďo Ϯ to Ŷie ďierzĐie tego pod uwagę. To są iŶni gracze. Nas 



interesuje tylko 0. I teraz w polu "viking" zamieniamy je wszystkie na "frank" w 

zależŶośĐi jaką ŶaĐją ĐhĐeŵy grać, Đzyli ďyzaŶtiŶe, saraĐeŶ, fraŶk, egypt. Dalej 
nic nie zmieniamy.  

Teraz jest proďleŵ, ďo żołŶierze określoŶej ŶaĐji Ŷie ŵają wszystkich broni. 

Przykładowo FraŶkowie ŵają tylko długie ŵieĐze i krótkie i długie łuki. Dlatego 
jeśli po zaŵieŶieŶiu zŶalazłeś u sieďie fazę: 

sethuman 0 "frank" "soldier_spear_iron" 238 221 0 0 

usuń Đałą tą fazę, alďo zŵień Ŷa Ŷp.  

sethuman 0 "frank" "soldier_sword_short" 238 221 0 0 

I tak zrób z wszystkimi innymi. Możesz teraz odpalić grę i zoďaĐzyć swoiĐh 
poddaŶyĐh jako fraŶków. Nie ŵożesz się Ŷatoŵiast rozďudowywać 
fraŶkońskiŵi ďudyŶkaŵi. 

Aďy teŵu zaradzić przeĐhodziŵy do ŵissioŶ.iŶĐ i tworzyŵy Ŷowe misje. 

Doďrze, aďy ďyły oŶe Ŷa poĐzątku. Jeżeli twój plik ŵissioŶ jest świeżo po 
koŶweŶĐji przejdź do ŵojego poprzedŶiego poradŶika. 

Teraz wyďierzĐie z tego poradŶika swoją ŶaĐję, którą roďiĐie i skopiujcie i 

wklejcie do swojego mission.inc : (Od razu mówię, ja Ŷie roďiłeŵ tyĐh ŵisji, 
skopiowałeŵ je główŶie z ŵap BraiŶego, ďo poĐo się ŵęĐzyć, Ŷie Ŷa tyŵ to 
polega): 

 

Frankowie: 

// MissionId_1 

[MissionData] 

debuginfo "farm" 

description -1 

active 1 

 

goal "CheckHumanJob" 0 "collector" 

 

result "EnableHouse" 0 "Viking" "work farm 00" 



result "ActivateMission" 2 // -> MissionId_2 

 

 

// MissionId_2 

[MissionData] 

debuginfo "mill" 

description -1 

 

goal "JobEnabled" 0 "frank" "miller" 

 

result "EnableHouse" 0 "viking" "work mill 00" 

result "ActivateMission" 3 // -> MissionId_3 

 

 

// MissionId_3 

[MissionData] 

debuginfo "well" 

description -1 

 

goal "JobEnabled" 0 "frank" "baker" 

 

result "EnableHouse" 0 "viking" "work well 00" 

 

 

// MissionId_4 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

 

goal "JobEnabled" 0 "frank" "mason" 

 

result "EnableHouse" 0 "viking" "work mason hut 00" 



result "ActivateMission" 5 // -> MissionId_5 

 

 

// MissionId_5 

[MissionData] 

debuginfo "well" 

description -1 

 

goal "GoodProduceable" 0 "frank" "ornament" 

 

result "EnableHouse" 0 "viking" "work mason hut 01" 

 

 

// MissionId_6 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

 

goal "GoodProduceable" 0 "frank" "mead" 

 

result "EnableHouse" 0 "viking" "work hive 00" 

result "EnableHouse" 0 "viking" "work bakery 01" 

result "EnableHouse" 0 "viking" "work brewery" 

// MissionId_7 

[MissionData] 

debuginfo "start2" 

description -1 

 

goal "TimeGone" 0 

 

result "ActivateMission" 8 // -> MissionId_8 

 



// MissionId_8 

[MissionData] 

debuginfo "well" 

description -1 

active 0 

 

goal "GoodProduceable" 0 "frank" "brick" 

 

result "EnableHouse" 0 "viking" "school" 

 

 

// MissionId_9 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

 

 

goal "GoodProduceable" 0 "frank" "tile" 

 

result "EnableHouse" 0 "viking" "work pottery 01" 

 

 

// MissionId_10 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

 

 

goal "GoodProduceable" 0 "frank" "crockery" 

 

result "EnableHouse" 0 "viking" "work pottery 02" 



 

 

// MissionId_11 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

 

 

goal "GoodProduceable" 0 "frank" "herb" 

 

result "EnableHouse" 0 "viking" "work herb hut" 

 

 

// MissionId_12 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

 

 

goal "GoodProduceable" 0 "frank" "wool" 

 

result "EnableHouse" 0 "viking" "work sewery 00" 

 

 

 

// MissionId_13 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

 



 

goal "GoodProduceable" 0 "frank" "coin" 

 

result "EnableHouse" 0 "viking" "work coin mint" 

result "EnableHouse" 0 "viking" "work smithy 01" 

 

 

// MissionId_14 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

 

 

goal "GoodProduceable" 0 "frank" "furniture" 

 

result "EnableHouse" 0 "viking" "work armory 00" 

result "EnableHouse" 0 "viking" "work joinery 01" 

result "EnableHouse" 0 "viking" "work joinery 02" 

result "EnableHouse" 0 "viking" "work joinery 03" 

 

 

// MissionId_15 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

 

 

goal "GoodProduceable" 0 "viking" "bow_long" 

 

result "EnableHouse" 0 "viking" "work armory 01" 

 



 

// MissionId_16 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

 

 

goal "GoodProduceable" 0 "frank" "cart_hand" 

 

result "EnableHouse" 0 "viking" "work joinery 02" 

 

 

// MissionId_17 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

 

 

goal "GoodProduceable" 0 "frank" "ship_small" 

 

result "EnableHouse" 0 "viking" "work joinery 03" 

 

// MissionId_18 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

 

 

goal "GoodProduceable" 0 "frank" "ornament" 

goal "GoodProduceable" 0 "frank" "tile" 



goal "GoodProduceable" 0 "frank" "holy_oil" 

 

result "EnableHouse" 0 "viking" "work temple" 

Saraceni: 

// MissionId_1 

[MissionData] 

debuginfo "farm" 

description -1 

active 1 

 

goal "CheckHumanJob" 0 "collector" 

 

result "EnableHouse" 0 "Viking" "work farm 00" 

result "ActivateMission" 1 // -> MissionId_1 

 

// MissionId_2 

[MissionData] 

debuginfo "mill" 

description -1 

active 1 

 

goal "JobEnabled" 0 "saracen" "miller" 

 

result "EnableHouse" 0 "viking" "work mill 00" 

result "ActivateMission" 2 // -> MissionId_2 

 

// MissionId_3 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

 

goal "JobEnabled" 0 "saracen" "baker" 



 

result "EnableHouse" 0 "viking" "work well 00" 

 

// MissionId_4 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

 

goal "JobEnabled" 0 "saracen" "mason" 

 

result "EnableHouse" 0 "viking" "work mason hut 00" 

result "ActivateMission" 4 // -> MissionId_4 

 

// MissionId_5 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

 

goal "GoodProduceable" 0 "saracen" "ornament" 

 

result "EnableHouse" 0 "viking" "work mason hut 01" 

 

// MissionId_6 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

 

goal "GoodProduceable" 0 "saracen" "mead" 

 

result "EnableHouse" 0 "viking" "work hive 00" 



result "EnableHouse" 0 "viking" "work bakery 01" 

result "EnableHouse" 0 "viking" "work brewery" 

 

// MissionId_7 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

 

goal "GoodProduceable" 0 "saracen" "brick" 

 

result "EnableHouse" 0 "viking" "school" 

 

// MissionId_8 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

 

goal "GoodProduceable" 0 "saracen" "tile" 

 

result "EnableHouse" 0 "viking" "work pottery 01" 

 

// MissionId_9 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

 

goal "GoodProduceable" 0 "saracen" "crockery" 

 

result "EnableHouse" 0 "viking" "work pottery 02" 

 



// MissionId_10 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

 

goal "GoodProduceable" 0 "saracen" "herb" 

 

result "EnableHouse" 0 "viking" "work herb hut" 

 

// MissionId_11 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

 

goal "GoodProduceable" 0 "saracen" "armor_leather" 

 

result "EnableHouse" 0 "viking" "work sewery 01" 

 

// MissionId_12 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

 

goal "GoodProduceable" 0 "saracen" "coin" 

 

result "EnableHouse" 0 "viking" "work coin mint" 

result "EnableHouse" 0 "viking" "work smithy 01" 

 

// MissionId_13 

[MissionData] 



debuginfo "well" 

description -1 

active 1 

 

goal "GoodProduceable" 0 "saracen" "furniture" 

 

result "EnableHouse" 0 "viking" "work armory 00" 

result "EnableHouse" 0 "viking" "work joinery 01" 

result "EnableHouse" 0 "viking" "work joinery 02" 

result "EnableHouse" 0 "viking" "work joinery 03" 

 

// MissionId_14 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

 

goal "GoodProduceable" 0 "saracen" "bow_long" 

 

result "EnableHouse" 0 "viking" "work armory 01" 

 

// MissionId_15 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

 

goal "GoodProduceable" 0 "saracen" "holy_oil" 

 

result "AllowHouse" 0 "viking" "work druid 01" 

result "EnableHouse" 0 "viking" "work druid 01" 

 

// MissionId_16 



[MissionData] 

debuginfo "well" 

description -1 

active 1 

 

goal "GoodProduceable" 0 "saracen" "ornament" 

goal "GoodProduceable" 0 "saracen" "tile" 

goal "GoodProduceable" 0 "saracen" "holy_oil" 

 

result "EnableHouse" 0 "viking" "work temple" 

 

 

// MissionId_17 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

 

goal "GoodProduceable" 0 "saracen" "tool_wooden" 

 

result "EnableHouse" 0 "viking" "work joinery 00" 

Bizantyjczycy: 

// MissionId_1 

[MissionData] 

debuginfo "farm" 

description -1 

active 1 

visible 1 

 

goal "CheckHumanJob" 0 "collector" 

 

result "EnableHouse" 0 "Viking" "work farm 00" 

 



 

// MissionId_2 

[MissionData] 

debuginfo "mill" 

description -1 

active 1 

visible 1 

 

goal "JobEnabled" 0 "byzantine" "miller" 

 

result "EnableHouse" 0 "viking" "work mill 00" 

 

 

// MissionId_3 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

visible 1 

 

goal "JobEnabled" 0 "byzantine" "baker" 

 

result "EnableHouse" 0 "viking" "work well 00" 

 

 

// MissionId_4 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

visible 1 

 

goal "GoodProduceable" 0 "byzantine" "ornament" 



 

result "EnableHouse" 0 "viking" "work mason hut 01" 

 

 

// MissionId_5 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

visible 1 

 

goal "GoodProduceable" 0 "byzantine" "mead" 

 

result "EnableHouse" 0 "viking" "work hive 00" 

result "EnableHouse" 0 "viking" "work bakery 01" 

result "EnableHouse" 0 "viking" "work brewery" 

 

 

 

// MissionId_6 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

visible 1 

 

goal "GoodProduceable" 0 "byzantine" "brick" 

 

result "EnableHouse" 0 "viking" "school" 

 

 

// MissionId_7 

[MissionData] 



debuginfo "well" 

description -1 

active 1 

visible 1 

 

goal "GoodProduceable" 0 "byzantine" "tile" 

 

result "EnableHouse" 0 "viking" "work pottery 01" 

 

 

// MissionId_8 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

visible 1 

 

goal "GoodProduceable" 0 "byzantine" "crockery" 

 

result "EnableHouse" 0 "viking" "work pottery 02" 

 

 

// MissionId_9 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

visible 1 

 

goal "GoodProduceable" 0 "byzantine" "herb" 

 

result "EnableHouse" 0 "viking" "work herb hut" 

 



 

 

// MissionId_10 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

visible 1 

 

goal "GoodProduceable" 0 "byzantine" "coin" 

 

result "EnableHouse" 0 "viking" "work coin mint" 

result "EnableHouse" 0 "viking" "work smithy 01" 

 

 

// MissionId_12 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

visible 1 

 

goal "GoodProduceable" 0 "byzantine" "furniture" 

 

result "EnableHouse" 0 "viking" "work armory 00" 

result "EnableHouse" 0 "viking" "work joinery 01" 

result "EnableHouse" 0 "viking" "work joinery 02" 

result "EnableHouse" 0 "viking" "work joinery 03" 

 

 

// MissionId_13 

[MissionData] 

debuginfo "well" 



description -1 

active 1 

visible 1 

 

goal "GoodProduceable" 0 "byzantine" "bow_long" 

 

result "EnableHouse" 0 "viking" "work armory 01" 

 

 

// MissionId_14 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

visible 1 

 

goal "GoodProduceable" 0 "viking" "bow_long" 

 

result "EnableHouse" 0 "viking" "work armory 01" 

 

 

// MissionId_15 

[MissionData] 

debuginfo "well" 

description -1 

active 1 

visible 1 

 

goal "GoodProduceable" 0 "byzantine" "holy_oil" 

 

result "AllowHouse" 0 "viking" "work druid 00" 

result "EnableHouse" 0 "viking" "work druid 00" 

 



Egipt: A Egiptu nie ma. 

OĐzywiśĐie wszystkie te ďudyŶki jakie ďędzieĐie ďudować są ustaloŶe przez BraiŶego, więĐ 
saŵi ŵożeĐie je ŵodyfikować w dowolŶy sposóď. Np. ďędąĐ SaraĐeŶaŵi ďudować ďudyŶki 
FraŶków. Na podstawie tego Đo teraz powiedziałeŵ ŵożeĐie soďie zroďić EgipĐjaŶ. 

To raĐzej tyle. WięĐ podsuŵowująĐ trzeďa: 

ϭ. )ŵieŶić Viking Ŷa Ŷazwe ŶaĐji którą ĐhĐeŵy grać 

2. )ŵieŶić wszystkie jedŶostki wikiŶgów, które roďiliśŵy podĐzas ŵapy, Ŷa te którą roďiŵy 
nacje. 

3. Ustawić ;skopiowaćͿ ďudyŶki do ďudowaŶia. 

Proste. Większość to kopiowaŶie. 

Maŵ Ŷadzieje, że poŵogłeŵ. PoradŶik dla CulturesŶatioŶ.pl zroďioŶy przez 
Jozenkow 

 

 

 

 

 

 

 

 

 

 

 

  


