Vae Victis 

Development Diary IV:  Missions & Decisions

Ave!

The topic for today is Missions and Decisions!

Players of EU3:In Nomine will already be familiar with basic concepts. New missions are assigned as soon as you don't have one. If you complete a mission, you get a nice reward. However, in Vae Victis you tend to get different types of missions depending on which party controls the senate (if you play a republic); and unlike the forgiving In Nomine missions, you only get a certain amount of years to complete them! Fail the Senate (or Council, or Church, as the case may be), and pay the price...

Decisions work exactly like in In Nomine; they can best be described as events which you can peruse and trigger at your own leisure, rather than semi-randomly firing when their conditions are met. Like events, they are fully scriptable, allowing modders to add whole new features to the game. 

The decisions in Vae Victis include the ability to change government type; an ability that was sorely missing in EU3:Rome. Changing to monarchy from republic or the reverse will not be easy, requiring a progression of government types.
