ALCHEMIST [18]

BREWERY [6]

GARRISON [28/14]

CITY WALLS [8/4]

ARENA [40]"

GRANARY [12/6]

\

JAIL [14/7]

KINGMAKER -

THEATER [24/12]

\

BROTHEL [4/2]

Building Progression

Each building costs half if the city has the building immediately
to the left of that building (except for a house — see below).

A

PARK [4/2]

TAVERN [12/6]

Buildings listed on the far left can never be built at half cost. >

NOBLE VILLA [24/12]

ExoTic CRAFTSMAN [10/5]

The numbers in brackets indicate the building cost.

CASTLE [54]

LUXURY STORE [28/14]

\

MANSION [10/5]

TOWN HALL [22/11]

BARRACKS [12/6]

1 - Arena halves the Consumption increase penalty for festival edicts
2 - Cathedral halves the Consumption increase penalty for promotion edicts

3 — Waterfront halves the Loyalty penalty for tax edicts

A

Dump [4/2]

WATCHTOWER [6/3]

TEMPLE [32/16]

\

GRAVEYARD [4/2]

CATHEDRAL [58]2

HERBALIST [10]

MONUMENT [6/3]

\

SHRINE [8/4]

ACADEMY [52/26]

CASTER’S TOWER [30/15]

MiLL [6]

SMITH [6]

TANNERY [6]

LIBRARY [6/3]

MAGIC SHoP [68/34]

TENEMENT [1] >

HousE [3]*

GUILDHALL [34/17]

\

PIER [16/8]

WATERFRONT [90]3

STABLE [10/5]

TRADESMAN [10/5]

% Ahouse does not have it's cost halved, but can be
build over a tenement to replace the tenement.

MARKET [48/24]

BLACK MARKET [50/25]

A

INN [10/5]

\

SHop [8/4]




