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11. B

UTHENERFIRBFIEZEN—EPALZENER, FATBEENAERBZL,
TJREARK BFHFEERBRRNBNLANEE, ERE-LEEMANNRNE, K
HREFR, MMBAET ( ERENTME CHE wiki SIERHEMBEERF S, A
HAA, ARXEREBRINEAR (KZBBIACEREHERM mod EEEZH
H), BERTENEE, NIZEEBLIR.

A5, BRANEMRBALARNZER DN, ERAREXREENZEE LA
RBHIR, BAR—ERREAERITE, RABHMRIEEBE-LRIBHNERA, B4
NECXEZEASHNARALANTTHMEERSEEANICE UREBRSXE
FAD AR

12. SEHAZINEA
1.1 Wk OAE ()

T

1.2 Sublime Text
(REH Windows BE#HIEILA, =)&)

(RFELSESHMRE, TINERA Visual Studio Code, BEES WA RE
FHEeRRe, FEVNE, HPEZES HOI4 i mod MY B, TMIRX—T) (R Visual
Studio, EXNEHIRREZRIFRAI ARG C/C++I98 M4, FEAERILREE, mA
FFATH B AR

1.3 FE— I ELHFHNERNRD
(F771& CtrlC CtrlV)
12.1. HOI4 Wiki

I AR https://hoid.paradoxwikis.com/Hearts_of Iron_4_Wiki

th 3R https://hoid.parawikis.com/wiki/%E9%AG%9I6%EI%NAL%B5

(PO ATE, MERNEEHEL, FWAER)
13. FHRZEAER
131. XAHR. BEXHE IS


https://hoi4.paradoxwikis.com/Hearts_of_Iron_4_Wiki
https://hoi4.parawikis.com/wiki/%E9%A6%96%E9%A1%B5

MR MR —ETREEINTH, MTEMZEIRILZI LT BEABRmEEME
<, —HRATERNITERZ ERBRBZBFHETZER .

fEIE: fERR XU BEEALAHITEN, FRRORSREZUNES —K
AT RERHHENENFIRE.

XA IMXFEREEAZE L, MXAMEBMENFBEESEXEN (FLRRM
fEIEER S DULRREE +10%, ExoTE REMAZRN, MEHEL REMELE), Eit
BEREXRVEN, EFEEMNFERL. LNWRERBT —MEKKEZEH
EINER, WaakEmREGHRYN, BEEBEEROIRKEEATITH.

14. ERNXHAE
Mod 4432 T common/characters/E &R AL txt: EZREIAY

(111 BRI, SEERTE. BEAW. AE. BREFHL—DAY, REX
TIEANAY), TTRUERIMAYERST, SEFWRADIEE, Bafhtis NHAMIRT EF
K, BXHBHERTEZH bug ()

common/country_leader/00_AN_traits.txt: EZRITTE/HNEHHE (B mod FHR—
X, ERAR)

common/decisions/E R RAD.txt: ERAIFTE RN

common/decisions/categories/[E & fX#5_decision_categories.txt: EZR BB RN F
(R IUE T T — N RIEH)

common/dynamic_modifiers/E Z fX5_ dynamic_modifiers.txt: EZRMFAMEE (T]IY
FRTENREEMH)

common/ideas/ER &R txt: ER AR &k

common/ideologies/00_ideologies.txt: £RBIRIRFESXMHE (B mod FEHE—X
)

common/national_focus/EZR &R txt: EZ B E KK

common/unit_leader/00_traits.txt: MMAFFEXXHE (B mod FERHB—INHEF, FR
)

events/ R RIB.txt: ERMAESEMH
history/countries/ElZ A5 — ER ZFRixt: EBRMABEEXHF

localisation/english/AN_countries_|_english.yml: EZR &AL SE (B mod {F
AR—X 1, EARAR)

localisation/english/AN_E % X E8_|_english.ym|: E xR EER A AR 4



15. AHHEE—NERNAR
15.1. EHERFREE

A EE— 1MERNARBIREXMH (history/countries/ Bl — ExRZMixt), H
NAEWT:



capital

oob = "SRC Start”

add_ideas = {
SRC_Siracusa_parliament
SRC_high_army_loyalty
SRC_family conflict
SRC_unprofessional_army_1

recruit_character = SRC_Madam_Sicily
recruit_character SRC_middle_man_Milner
recruit_character SRC_Clift _Dorna
recruit_character = SRC_Carnat_Brown
recruit_character = SRC_Leodo_Zener
recruit_character = SRC_Canovis_Jonah
recruit_character = SRC_Familer_Querido
recruit_character = SRC_Infected
recruit_character = SRC_Berito_Hubert

set_research_slots
set_stability = 0.5
set_war_support = 0.4

set_technology = {
infantry_weapons
infantry_weaponsl
tech_recon = 1
tech_support = 1

set_politics = {
ruling party = democracy
last_election 1936, 1,1
election_frequency = 48
elections_allowed = no

set popularities
traditionalism -
democracy = 45
authoritarianism = 10
capitalism = 14
moderatism = 12
socialism = ©
liberalism = 1
occultism = 6
extremism = 7
particular_ideology = @

0 A4, TMNAERBXHRERMUERRNE, REAERATA4SEEN




7E 1. OOB XM FrE B X EHIHE AUERBAMENR XX, 7E history/units/E RS
Start.txt, EERABEREXHFRIFZIESXHRAT (R.txt) . OOB XHMK
RiEfES I https://hoid.paradoxwikis.com/Division_modding.

E 20 ABYE X SUHTE common/characters/E R D txt, HABEEHNREL T,

T 3 EIRFEAMNE X XH7E common/ideologies/00_ideologies.txt, HATERH
BRAHE RAME ideologies XMES TEMMB—ER, RERIRESHNE—H, TUA
AXBEREFBREMBIRESHIFFRILE, I MAEREER/SHFIEREIRF
SHEXFR, MES— "R RESHESTH, types TEMNE— MR RAESNET
%, TERATRERRIBEEANRIRFRS,

AR BRNT:

characters = {
SRC_Carnat_Brown = {
name = SRC_Carnat_Brown
portraits =
civilian = {
large = ""
small = "'

}
army = { #
large = ""

}

country leader =
ideology = paternalistic_dictatorship
traits = { }
expire At ooy s s
id -1
desc = SRC_Carnat_Brown_desc



https://hoi4.paradoxwikis.com/Division_modding

corps_commander =
traits = { politically connected trait_reckless trickster }

skill =
attack_skill = 6
defense_skill = 2
planning_skill = 3
logistics _skill = 3

advisor =
slot political advisor
idea_token = SRC_Carnat_Brown

cost 1e0
removal cost = 9

allowed = {
tag SRC
}

visible = {
tag SRC
} 4

available {
tag = SRC
}

traits = { military_organizer } #

YE 10 ARHLSTHETE localisation U Fr, XHEESR A yml, H A english A —H =2
mod FIRFRIXA, i replace MMNREAETAANRNS . KX HREIINTE
Fr7R:

1 english:

SRC_Carnat Brown:@ " R/R4NFF-71

SRC Carnat Brown desc:0 ""
SRC Canovis Jonah:@ " i
SRC_Canovis_Jonah_desc:@

mm

BT A |_english:, REE—THERE <WNRE>0 "AE, B—17ILHE



— N2, B, BRTXESS (53 SthEEXMNEIS) NBHNRNEM4EEIGEER
Bz, MEHNREBBPAREEIXHS. UIRREEN—22 ABAXHEXRER
UTF-8 with BOM &R\ #t1T4m%5, ELHERTEIRH ]

T 20 ERSHH/BCE o) f94F{EZE common/country_leader/00_AN_traits.txt £, HR
AT EPRR:

leader_traits = {
opposite_of_the_family = {
random = no

stability factor = 0.05
political_power_gain = -0.1

democracy_drift = 0.07

ai will do =
factor = 1

ST 30 BSEYIEES I, common/unit_leader/00_traits.txt, 4058 SE7E ToiE K BIX R HO4F
{E, TTIAZE localisation/replace/r_traits_|_englishym! XM X RABP X H, #EEH
IR FAFAERIEX ID, SIS T ES I
https://hoi4.paradoxwikis.com/Character_modding#Unit_leader_traits

16. FARSERNER

HAER—1TERVERHNXHE (common/national_focus/ElZR ZFR.txt), HARL
™


https://hoi4.paradoxwikis.com/Character_modding#Unit_leader_traits

focus_tree = {
id Siracusa_start_focus

country = {
factor = 0
modifier =
add = 20
tag = SRC

default = no
continuous_focus_position = {

F 1 5 ERNERWE LEEFRTRH—NE S focus_tree HARY, EERE—KZ
— MNERWNEIMEKRREEE —) focus_tree AR R, A, HHIEEE, RS

EFFE R focus_tree HREERER, REREE—ITERRZFAE— focus_tree
B, ESRBEREX— "MHETESHNATRAE. factor EEHNEFRRRKINME, R

G4 modifier (IR A g 215X focus_tree B FEZALRL A SRC ($UH) B
EZRKIHEM 20 5. BA, WMRZHHMEFHKER, BAXNFRALE, XA focus_tree
B®E 203, HEHfhfocus tree 3RRHF 04, FrIXESHEIX focus_tree BRI A INE
EARNLH B E R

HHZ— focus_tree 1, BRTEIPHAMNXERNRIN, REBZNREE—ITERERE
A&, B—PERNEFRRRE LB~ focus 2R, REIZAT:



focas = {
id = SRC_agenda_infrastructure
icon = GFX_focus_unfinshied
x = 10
y =1

cost =

ai_will_do = {
factor = 2

allow_branch = {
NOT = {
has_country_flag = {
flag = SRC_consultative_conference_explosion
value > 0

prerequisite = { 4B &, W
focus = SRC_agenda_economy_advancement

mutually_exclusive = { i
focus = SRC_advocate_east_threat

available = {}

cancel_if_invalid = yes

continue_if_invalid = no

available_if_capitulated = no

select_effect = {

E 1 BRIDhAERMAIEFR, ERIFTNOREME D XSG (KFIHAH
SRC_agenda_infrastructure), ERAEIAX VAR E ID G0 L desc” (KBl A




SRC_agenda_infrastructure_desc) . ER&F{FHERKBIEAFIS.

2 BRONEFRNRFTEEALIRR, £EAK (00), xBABEES, yi#X
HET, REZNELE, BEOWIER, xNHERSE2, My NEEKSE L

E 3 IARERNE ALEFIERMESER, B ERERMNIE—F, BEMEE,
RINARRFH TIZEETUER, BFEX, AIREFTTEATI—ER.
4T Ak iR AR E RN B RA9 7T

16.1. MRRFEANTE—BRERZE, HA-LHOEK, FERIHEREH
HR

(ZATNO), FART MIERERERMMAEARRH focus_tree TRe, ARFBITHE
country RV EBUERBFAEN IR ERA . EMRERWNTTNE ERE—TEKHNN

RANLE load_focus_tree = <E ZERERKA ID>, X, EAEREE—TERKRE, #
SHBANEHHNERN,

16.2. MERFEAFHFERKNHIE, HARARBEFHER

KEBECHTEHRBEFEAIIXEHM allow_branch &4, allow_branch XM RAPEE
SREMNKSH REREXEEXGXIMERSSHII, SURSBEREERX (ERAE
STE). XENEAE, XNMEERRIASEFENMERE—R, AT SMEK
MERN, MREZEEFRATHIHILIEREERESZEI, FRFEERFENM
E N _E mark_focus_tree_layout_dirty = yes IX—3IR ., USRI EMNER A, FIEH
EXRD AR, REZMLE—MBROERT—MBRAERFISHI. B, T—
MERAIE SR AT allow_branch ZHEEE—MTEM flag, REEL—MEBREEMNER
% BiXA flag, FEIN_E mark focus_tree_layout dirty = yes IX—3 R, X#, T—
MBEMERASBRHI, fL—MEBHNERBASER.

5 MERMEBLNNERRTHR—IT, BAKTUS:
prerequisite = {

focus = focus_id 1

focus = focus_id 2
}
MRBESMIBERHFALBHE, BARTNS:
prerequisite = {

focus = focus_id_1



prerequisite = {
focus = focus_id_2
}

F 6 MRFELZANERER, NEEEXEEREZER— mutually_exclusive 4
B,

F 7 REFBRREEM, FHENECRTSL

https://hoi4.paradoxwikis.com/Conditions

E 8 BTERMFZ S bypass = {§ 2.

ERNEEZENRTETIR, TEHERR-LEERANIR. (£BHNAREERAEZSNH
https://hoi4.paradoxwikis.com/Effect )

16.3. HHXABERHEA

16.3.1. BREMAMREHZRIRESHASA
promote_character:

EATRA

<A 1D>={

promote_character = yes

}

16.3.2. BHE/BARENAY
recruit_character/retire_character:
RAESCEHEHEEEMANE (BRBEEASA, NENR LHF)
recruit_character = < A#J ID>

16.3.3. 7 game.log FHHFEMNRNE, FHT debug
log:

log = " (EXXEIS, SISHMAMUAHERTTIE—E)
16.3.4. EE—MERPRE—NMFIC (flag)


https://hoi4.paradoxwikis.com/Conditions
https://hoi4.paradoxwikis.com/Effect

set_country_flag:

IRATIRE—ERHENRT (ERRE-—HEERER, BXRXEEREMLS), HX
T

set_country_flag = {

flag = <&#R> (FESHMRZTHR)
days = <FFEXRE> (1B flag MAEFFRE, ELE)
value = 1

}

16.3.5. FEIEEMENME EREHF
country_event:

BT

country_event = {

id = <= ID>

days = <#iF> (R EREEHE)

random_hours = <#(F> (EMEZREZIAE, FEE—REEZEA Ak, &EE
FXEMNHFX AL, FHE)

random_days = <#F> (BLt, RASTEMNAH, FHE)
}

16.3.6. MBUARE/IEERK
add_political_power/add_command_power:

34 add_political_power = <#5F> (E#, TTARE)
16.3.7. MFRERE/ S XHFE
add_stability/add_war_support:

add_stability = <#tF> (/) TUARE)

16.3.8. M=FXH

army_experience/navy_experience/air_experience:



A

army_experience = <#F> (E#, THHMAE)

16.3.9. EMBFERRESHIFE

add_popularity:

A

add_popularity = {

ideology = <EIRFESEBIR> (AFE—RRIRFSEBIR)
popularity = <#F> (/N#t, THHIE)

}

16.3.10. REXTBUAHEXAE (&%)
set_politics:

XA

set_politics = {

ruling_party = <EIRESEIR> (AF—RRRESEIR)
election_allowed = <yes/no> (E&aAiFE2E, JENE)
last_election = <"f.5.8"> (EXE%M(E), JEHE)
election_frequency = < B> (EZHMEK, FENE)
long_name = <A XHRIL> (FTRKBFR, FELE)
name = <A HREE> (IRER, FLE)

}

16.3.11. HEMBFEERMIXER
add_relation_modifier:

<ExRAB> (ERA) ={

add_relation_modifier = {

target = <ExRAKL> (EXR B)

modifier = <modifier fXA%>



}
}

X#¥, EBRANER B HXREMSHE XA modifier, 1X— modifier BIE X7
common/opinion_modifiers/<EZR X8> _opinion_modifiers.txt, ~FIZ0T:

opinion_modifiers =
LAT_Laterano_conflict_SRC = {
value = -40

b

LAT _peace_with_Siracusa_SRC = {
value = 25

F 1 RRBIENRBAXH TS EXNEERHA MU H, modifier RKEGHHEE
AR R,

16.3.12. iILHAERNREERER
declare_war_on:

A

declare_war_on = {

target = <EZRAKRE> (HEHLERAIK)
type = <EKMEAKI> (WNAXHFE common/wargoals X {4k H)
}

16.3.13. HEMAKERH (F—ERRFI)
add_offsite_building:

A

add_offsite_building = {

type = <EITARD> (RARBIY A

https://hoi4.paradoxwikis.com/Building_modding#Types F$# %], EFRETH internal
name X—%I, B&AE X F common/buildings/00_buildings.txt)

level = <#F> (B#, TUARE)



https://hoi4.paradoxwikis.com/Building_modding#Types

}

16.3.14. FZHEMBR, RAREEKIR D BRI E R/ RWEA IR T .
unlock_desicion_tooltip/unlock_decision_category_tooltip:

A

unlock_decision_tooltip = <decision > (RIWEEXRABLTX)

HOM HR I Z B YR BT BRI available FHFIES, MEHNEBSERRR
BEAS, ARMMR—MERZTHEEBHBI -SRI, WFTRETHRERSAEN
RARWHF AT, REEERNSRPINEX—&KES.

16.3.15. EMPFIELR

add_research_slot:

A

add_research_slot = <#F> (%, AR
16.3.16. EXE—FHHNBHHRREINE
add_tech_bonus:

A

add_tech_bonus = {

bonus = <#F> (N, REMREEREBILMNE D)
uses = <#F> (BH, RFXB[FLTUERLK)
category = <R 71> (FIUFE common/technology_tags/+.txt FkZ)
}

16.3.17. IEINFAIREEMH

add_ideas:

BA

add_ideas = <REF#HRIE>HE

add_ideas = {

<R B ARIL>

<R B ARIL>



------ (TTBUES R D)

RERBHAIFRBEREIE .

16.3.17.1. IEHI—/MX A —ER A jE M R iRAE#
add_timed_idea:

A

add_timed_idea = { (X% idea FEIXHE N s)
idea = <R &fEHHR D>

days = <#F> (£3B%)

}

16.3.17.2. EIN— RSN EEMERS—4

IMRANREBHERB AT BR—, WERAZREBHREEE UR
BMRA—E, NERAERAIFHREEH, FEBETRPREBHZEHARRE,

swap_ideas:

A

swap_ideas = {

remove_idea = <R HAEHMRID> (WEBRMRESEH, TR idea FERH s)
add_idea = <REBHARE> (WARNREKE®, 5K idea FEEE s)
}

16.3.17.3. ERELHFEMNRKEW

remove_ideas:

BRA

remove_ideas = < RIEBHRBE>HEH

remove_ideas = {

<R B ARIE>

<R 5w ARIL>

------ (TUES SR EBHRE)



}

16.3.18. HEEFHREHE
add_equipment_to_stockpile:
XA
add_equipment_to_stockpile = {

type = <EHEZIR> (FEEBFHML common/units/equipment/x.txt, —R&fE FHRER
B, ERAZHNEATERRIEERB—R)

amount = <#F> (A 7R bug, —RFBEBZRESEHEBHER)
producer = <ERRIE> (FBELERNESE, FLE)

variant_name = “BSRi" (EHTFIERNMASFTRIEENBIR, FLE)
}

16.3.19. EFRMABBRRENR

add_building_construction:

A

<state 4RfE> = { (ULALTT MUE A random_owned_state, FRAEAEREIHIEE state
RREVIEE—, EATEKMI )

type = <EHAKL>

level = <#F> (E#)

instant_build = <yes/no> (BNEEIZIHE, IRl R FERNTF)
province = <province RG> (BURFEAXBATEFNE) HE

province = {

all_provinces = <yes/no> (& ¥1i% state AT province #PLEZL)
limit_to_coastal = <yes/no> (& RERTIEEH province)
limit_to_naval_base = <yes/no> (@B REHATEZLEFEEMA province)
limit_to_border = <yes/no> (& RiEHATFIBF province)
limit_to_victory_point = <yes/no> (=& RERTHMF =8 province) =HE

limit_to_victory_point >/< <#tF> (REAFMHFSAKT—EEIER province)



level = <#F> (REATEEERFRAELBIIIZEIER province)
id = <province ZRf5>

}

}

BRIbZ Sh, EH LT INERR S P EAAIE:

16.3.20. MRFBEAMFHRRAERZLERRZRER, WEAX—IET
if/else_if/else:

MR

else_if = { (R, XEHEFANZE_ MAZEHE)
limit = {

<>

}

<SHR>

...... (R IEZ A else_if iE4])

else = {
<HR>
}

16.3.21. FHREHAFERIUGIREER (LLMEE. flag. EHF)

hidden_effect:

T INENEH BN REEE— hidden_effect -, XIFRMASER, B2



nERA=HE.
16.3.22. BEHIBE

ENSHFEEHFNNRE —ENRBILME, XHEMA random F random_list iX F
MR, A

random = {

chance = <#tF> (%, 0~100, HFHARKITREHHES)

<HR>

} (XA E D Z chance JLEBRSEN, HANBERERASER
random_list = {

<HF> = { (REMRMREERHE)

<HR>

------ (TAEMB N, REFDMETAEB—MERLEN, HFZNFRET
100)

}
16.4. HEERNREEEH

ERREERGEHRDS AR, —MEEINETERETNRERGH, H—MHUEREE
KH RIEIEH

16.4.1. RiEEWMEN
RIERIGEHX M (common/ideas/EZR & fR.txt) AIRERI T B!



ideas = {
country = {
SRC_family_conflict = {
picture = GFX_SRC famlly confllct 1dea
name = SRC_family_conflict

allowed = {
original_tag = SRC

modifier = {
consumer_goods_factor = 0.05
stability_factor = -0.1

targeted_modifier = {
tag = KRT
attack_bonus_against = 0.1

research_bonus
dd_tech =

equipment_bonus = {
infantry_equipment = {
soft_attack = 0.1

1 BRRBHERASERER PRI name BEXN MR, FEARMLHF
NN ERERBENET, name FEEI N AR desc”, FEAM L4 F 3R HY
EREBEAER.,

x 20 REBHEHENNEMATENEL THNEIRESZIA T,
x 3 HNBEERMELE REARZSN

https://hoi4.paradoxwikis.com/Modifiers#Targeted_modifiers



https://hoi4.paradoxwikis.com/Modifiers#Targeted_modifiers

4 WRFEREMREENELE, EERRMREFEME. HAEANEREE
B, I common/technology_tags/EE T ) XX 14

A5 WARKENEIE, HPFEREIN—MREERTRE, FERBEEEXHNRN
AHITIER

FRNEERBRENNT: FFEEENRAESL

https://hoi4.paradoxwikis.com/Modifiers)

16.4.2. fEIESH

1. research_speed_factor: FAREEEIE, WA/, FHARMREEINR.
2. political_power_cost: BHBUAREUHFEMEIE, WA, EHRFIHFEEN.
3. political_power_gain: SHBUEREIRBUEIE, BN/, EHRRKBUEM,
4. stability_factor: FREEEIE, WA/, BEABDL. (REXFHFER)

5. stability weekly: GEREEEKEE, WAL (KEIIFER)

6. <ideology>_ drift: MIRFASEBAINEXHFE, FEFAEANRRESRERRE
<ideology>, HIN/NEL.

7. production_factory efficiency gain_factor: T 3XZEIBKAEE, HEANELL

8. production_factory_max_efficiency_factor: T EAMZEEIE, BA/NE.

9. production_factory_start_efficiency_factor: T ] RIEERIEIE, BN/,

10. consumer_goods factor: HZEMFTEL, HWAN/NEL,

11. industrial_capacity factory: TR T 4 =%8K, HN/INEL,

12. line_change_production_efficiency factor: 4 =2k AT MURIRE, BN,
13. production_speed_buildings_factor: ERHEE, N/

14. production_speed_<building>_factor: AEEXFNBRNEEREE, TEFEHEN
B ALSER & <building>, HBIA/NEL.

15. training_time_factor: BZEFMBEEIBRAUIZRASE, NN

16. training_time_army_factor: FEZEEBRAIIZLE ], A/, IEERIRIIZ M 8] IE
N

17. army_attack_factor: FEEEHIEIE, BA/NE. (B5HE#A defence)
18. army_core_attack factor: [FEZEHEROI T FHREFBE, WM, (FEE#HR


https://hoi4.paradoxwikis.com/Modifiers

73 defence)

19. army morale: FEFEREEZILE, WAEE.

20. army_morale_factor: FEEWRELLFUEE, TN/, HBRAB L.
21. army_org: FEEALZEIE, WAEL,

22. army_org_factor: FEEFEHALZELLHUEE, WAN/INE, HERAIEILE,
23. army_org regain: FEEAREREEE, WM

16.5. PR R ENEH

ANBRIEMELIEHNELE, ERNXAHFES-PZBIREKGH, s MUER
BREURY R RAB . BRI RS T B

ideas = {
hidden_ideas = {

SRC_agenda_infrastructure_construction_idea =
modifier = {
production_speed_infrastructure_factor = 0.25
production_speed_rail_way_factor = 0.6

B RS 1 E X IE ideas BRFREESI A hidden_ideas i, —iAEEHMBAR, R
FSESPHEENEARNERT ., A SXETIUEE, RARBHRERHASE
~, BRNRBREMNREBHE—BRREELRN, NRRSEBIREBHENNE
B, MREEARMAE, WRESHEIIER— B (EXHETAR), RS
T

£, EEHEHEEFRANS).

17. REEHF

N HESRIA G (events/ERA.xt), EFHASIEFFR:



add_namespace = focus_krt

country_event =
id = focus_krt.18
title = focus_krt.18.t
desc = focus_krt.18.d = .
picture = GFX_report_event_Evening_of_river

is_triggered_only = yes
fire_only_once = yes




option = {
name = focus_krt.18.a
ai_chance = {
base

custom_effect_tooltip = focus_krt.18.tt.1
hidden_effect = {
random_list = {
50 = {
country_event = { id = focus_krt.19 days

country_event { id = focus_krt.20 days

option = {

name = focus_krt.18.b
ai_chance = {
base = 30

1
J

custom_effect_tooltip = focus_krt.18.tt.2
hidden_effect = |
random_list = {
80 = {
country_event = { id = focus_krt.19 days
}
20 = {
country_event = { id = focus_krt.21 days

E L1 B4 ID A IHIXEE namespace ARLEIER, X HNIFF A B EE XXt
namespace.

E 20 B R AET A R ARRLR H A A S R A RD.



A3 BHARMAE, —MEEAN, HEXHEEIMANES F—TUER
RBIHENRMANES (WEK. AUEF). RENEINER, XZHEHETE
K, FAtARTHRXREMAN—KIEX. MRBBFMIRIAL, WITNSE
https://hoi4.paradoxwikis.com/Event_modding FAIAZR, BT trigger KA ESEHEE
BEEA A, R/FWIT mean_time_to_happen RIZHITE S 14 & I SFAHIT R Bt 4 .

E 4T BB METAIEER 2 A —E X 100,

F—METUE T PUIR— trigger 3R, REHEHPHIIE FAHZIET A 88 B I FH It

= .

KLt

18. ZHERIY

I common/decisions XL EH, —MNRN—EBTRENEXT], ™7l
7t common/decisions/categories X EH , RIUKRIX AT ME R

SRC_military_construction = {
icon = saf_anti_colonialist_crusade

allowed = {
original_tag = SRC

|
}
visible = {
OR =
is_debug = yes

AND = {

has_completed_focus SRC_military_prospect
NOT {
has_country_flag =
flag = SRC_military_finished_recycling
value > 0

F 1 R MR EER R, EABAXGPED AN NIRE (51D —5)
? (ID_desc) HIREL, HHFES L, FrHlESMmRBXRAKE,

E 2 allowed H AR FANAETT BAEER N, —RRESHMERNFMG
visible RERIWEHNZETN, T UBEEXNMFERRERNZERBEN. —RBE
BETZ NN L is_debug = yes &AF, XFE7E debug R A BEBFI AR, TAFE
B A S B SFAFPIBR .o


https://hoi4.paradoxwikis.com/Event_modding

R B A E B PR

SRC_military_construction =
SRC_government_pay_construction
icon = generic_oppression

allowed
tag

visible

available = { BT DA 35
has_completed_focus = SRC_military_prospect

cost = 80
days_remove = 30

fire_only_once = no
select_effect =

remove_effect =

subtract_from_variable = {
SRC.SRC_military_construction_foreign_infiltra
tooltip = SRC_government_pay_construction_tt

}

clamp_variable = {
var = SRC.SRC_military_construction_foreign_in
min = @
max = 1

1 ARHASHF A ID XA RIGE B AL,

RUEIT visible ZEHERS UM, o PlET available FHHER T T H 2L, =
EENBBRRENS T AEEIZZENNRLTUARE, BEHEFEHAEER remove_effect

modifier,
18.1. TENHEMN
18.1.1. TEMEX

PMAE—RNREES —#, NSEEO 4 YT BETENTLE, TEERDIENER
BRSERR, LT ETEXERYE/ER/state I, MREXEERF, WEE



ZH<ERRIEL> <TBRIR>, MBEXE state Y, N E<state ID> <TEZFR>,
EXZEEREEE A set variable 3R, A

set variable = (<L 2% > = <T2H/HE>} IE

set_variable = {

var = <ZEH>

value = <L E2HZ/1E>

}

XERTUEXHENEE, FESHMTENFEANGER TN EE.

WNFEE, BATUERAEMMENTEEMERITEN, B add_to_variable (f0),
subtract_from_variable (&), multiply_variable (3€), divide variable (&) #0
modulo_variable (BR&%). &4

add_to_variable = (<L E&%> = <TE2H/HE>) HF
add_to_variable = {

var = <ZB#>

value = <ZE8/HE>

}

X, B EEETENHESZFRNNHESHENZTELEREN, FEBX
M EGFHEAENANZE

B, HBMNBITUBEERFE—ETCERN (ka0 0~1ZA), £ clamp_variable 3%

clamp_variable = {
var = <L 25>
min = <Z=H/EE>

max = <ZEBZ/H{E>

}
XA, R var YA TEEHE/NTF min FNOEE, B4 var FENTEREMRSH
B min XN AOEIE, R var FNMNTEEEKRT max SN AEIE, B4 var I

MEEHERSWEAI max WNHEE. min #l max BPMNEDREGFE—D, BFA—
EFTBERNEBIFE.



A, MRFEXNSLTZHTEE, N PIFEA round variable = <T &8>, T2HE
SHWEEREAN,

AHIWTRMRS, TN TEHITHIET, £ check variable &, 1&XaT:
check_variable = {

var = <ZEH>

value = <EE#/HE>

compare = <tbEEKF|>

}

o] YLLK A E14F less_than (/\F), less_than_or_equals (/NF&TF),
greater_than (KF), greater_than_or_equals (KF%TF), equals (5F) M
not_equals (A%F).

AR, TRUEAP<EESR>], FEEFXTFETTENHE. R, 0XR
HEEBNIMENETHTER, TUEAP<EER>|<BIHFR>], BiFHe
(Y FREE), AL (0), NEAE (BT

A%, BRNBMNFEE-LUEBREXNLANITE, MXRFTEHTZMTENES. %
RULATAHECE, BRIMNRIZEREZ N EEXRFHEXEHELE, EE2FK(IBTNEL R
NEEHTIHE, RBFZ2RUL AR A variable 245 4 temp_variable BJ ], X LLii
NEEENTE—IURRZERSBENER, BAUAFTERLCETERERNEA,

RE RTBRMNBCEXHNZEN, BUTEEREAFNBCEXNEE. XEE
Bt PMEMEE—#ER, EERESR

https://hoi4.paradoxwikis.com/Variables#Game_Variables,

18.1.2. TEMNNH

FERMERY, 2FRBILIBIERNE— T REBEAMETELE, MNmiEE
—LEFF /5 debuff 9 NE. NRERMMITIFEHEN, mZT%Iﬁﬂ%ﬁﬁTu
B swap_ideas, ®HEEILRE R, B2, WRAEBIIER, XHIIEREBLEX
RIEBHHTELE, NSERRKMNIER LLWERD 2 al, a2, a3 M bl,

b2, b3, XMWFIERTIMUDHILEENINFHTT, BAES a2 HEKMREN, BHTIR
AREE b ZRIERMHITER, BANREZRBREBHRS, BARFTEXSEHAR
EEERHETTH KA, RENEXEESRAREA. B, BNEEFEAMNTE
SRR XAN A, MMEEEA—FWLE, TUAHERAZTINEREENRERE
W, BB IEXEZE common/dynamic_modifiers/< E Z &
£5>_dynamic_modifierstxt, EXAREMTREREH, EEMEREFEAEE, mA


https://hoi4.paradoxwikis.com/Variables#Game_Variables

EEEEMBETNEAZESR. E, TREMETINFEH
add_dynamic_modifier IRAIMX—F17SEE, AEREEESERNENNHNTE
HEHATHENT, R, BTEENAZRBEEAETHRET, ALERETS
@33 custom_effect_tooltip SEF5HH,

Britb =5, RRFEAER B —LHMY SRR HTT (BEEERE
F), BLAREHRZEELE BEIRIIH .

BEHAH

#EMNER (L=E-EilE)
infrastructure = <int> #& &
air_base = <int> # = FE &
anti_air_building = <int> #B5 =18
radar_station = <int> #&1A
#HEMER (TRE-ZHNE)
industrial_complex = <int> #E BT
arms_factory = <int> #ZHT ]
dockyard = <int> #f515

fuel_silo = <int> #3HHE
synthetic_refinery = <int> #&H~
rocket_site = <int> #X &b
nuclear_reactor = <int> #1% X N M
#HERE S

naval_base = <int> ##&0

bunker = <int> #[f - &4
coastal_bunker = <int> #;i/5& %
#RIFEF R

megalopolis #4F A

metropolis #A£BHT

large_city #K&8T



city #i T

large_town #3§$E

town #% &

rural #R +F

pastoral #H &

small_island #/\ &

enclave # kit

tiny_island #4%/)\ &

wasteland #7c it

#HED XHRSE

state={

id=976 #&4 id

name="STATE_976" #& 3 A1k ZFR
state_category= metropolis #& %} X 5 F K
history={ #H 52 5>4R

owner = KRT #& W B &
add_core_of = KRT #& 1%/
victory_points = { #j£F) =040

17306 50 #E A A it iR - BEF RfE
}

buildings = (#5154

infrastructure = 5

industrial_complex = 4

arms_factory = 3

17306 = { #H#1R B DA

bunker = 10

}



}

}

provinces={ # B R A A

17306

}

manpower= 386000 #& > A %X
buildings_max_level_factor=1.000 # & xS 2HELR (RHE)
local_supplies=0.000 #H AR A ;S EHLE (7 )
}

#H% AW E

#HHAENER

buildings = {

infrastructure = 5

industrial_complex = 4

arms_factory = 3

}

#EEF R

victory_points = { #j£F) =040

17306 50 #E A PEF) it B - B B

#EAM
HAETE XN AR LR, S FEHT L EX N OHR
HERE - R



