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0.1 - Terms 

Materials - The term for Wood, Food, and Stone resources 
Elements - The terms for Earth, Wind, Fire, and Water resources 
Citizens - The people living in your city 
Tile - The actual “biomes” or “areas” you place down. 
Structures - The buildings you place onto tiles 
 

0.2 - Known Bugs 
When in Full Screen, and after the game is minimized, when the game is entered again 
there will be a white rectangle on the top of the menu. It does nothing and is 
inconsequential. 
 
When a tile is selected beside the City Hall, and a citizen is produced, the tile that the 
City hall is on will appear to be on the tile selection border. This bug is inconsequential 
and is a visual error that is fixed by selecting another tile. 

 



1.0 - Beginning Screen 
To launch the game, simply open the exe 
 
When first booting up the game, you will be met with an open sea and your HUD. This 
section will go over the general idea of what each part of the HUD is, and later sections 
will go into further specifics. 

 
The Beginning Game Screen 
 

 



1.1 - Menus 
Each colored arrow (and the colored rectangle) in the image below corresponds to the 
description beside the specified color 

 
Yellow - This is the location where the buttons to buy tiles, structures, and citizen 
management appear. The menu cycles when clicking on the 3 buttons located on the far 
left. 
Black - This is the default option when the game starts, when this button is pressed, the 
menu where the buttons to buy tiles will appear where the yellow arrow is pointed to. 
White - Like black, when this button is pressed, the menu for buying structures will 
appear where the yellow arrow points to. 
Grey - Same purpose as black and white, when this button is pressed, the menu for 
citizen management appears where the yellow arrow points to. 
Red - This is the resource bar. It shows the 4 element resource that is used to buy tiles on 
the left, the 3 material resources on the right, and the citizens between. 
Green - This is the game screen, and where you see the tiles and structures that are 
placed. 
 

 



2.1 - How To Buy Tiles 

 
Instructions on how to buy and place a tile! 
 
To buy tiles and begin the process of creating your world, all you have to do is click on 
an ocean tile you want the tile to be placed on, and then click the button with the type of 
tile you want to place down. Careful though, creating a perfect world is very hard, as 
when you choose a tile type, a random tile of that type will be placed. 
 
For example, if I choose to place down a stone tile, what will be placed down is a random 
tile of the rock category (tiles of each category can be found in section 1.2). 
 
It should also be known that you cannot replace a tile that is not ocean with another tile. 
(If you select a forest tile and buy another tile on it, nothing will happen). Be careful with 
your choices! 

 



2.2 - Types of Tiles & Tile Mechanics 
Here is a visual of all the tiles found in the game: 

 
Their names are: 
 

Rock Tiles: Hot Tiles: Wet Tiles: Grass Tiles: 

Goat Hot Forest Marsh Cows 

Metal Oasis River Forrest 

Mountains Pyramids Swamp Plains 

Cave Desert Waterfall  
 
Each tile has a certain resource cost, produces elements and materials when worked on by 
a citizen, a specific citizen capacity, and citizen death modifier (See 4.1). The specific 
statistics will be in the next section, however just know that tiles are a necessity if you 
want to grow your world.  



2.3 - Tile Statistics 
 

Rock Tiles: Goat 
Element type: Earth 
Element production: 2 
Material Type: Food 
Material Production: 2 
Citizen Capacity: 1 
Costs: Water: 15 , Wind: 10 
Danger Modifier: 1.05 

Metal: 
Element type: Earth 
Element production: 5 
Material Type: Stone 
Material Production: 5 
Citizen Capacity: 1 
Costs: Earth: 20, Wind: 5 
Danger Modifier: 1.2 

Mountains 
Element type: Earth, Wind 
Element production: 2, 2 
Material Type: Stone, Wood  
Material Production: 2, 1  
Citizen Capacity: 0   
Costs: Earth: 15, Wind: 10 
Danger Modifier: 1.2  

Cave 
Element type: Earth 
Element production: 4  
Material Type: Stone 
Material Production: 3  
Citizen Capacity: 1 
Costs: Earth: 20, Wind: 5 
Danger Modifier: 1.5 

Grass Tiles: Cows 
Element type: Wind 
Element production: 2 
Material Type: Food 
Material Production: 5  
Citizen Capacity: 1 
Costs: Wind: 15, Water: 10 
Danger Modifier: 1.1 

Forest 
Element type: Wind 
Element production: 2 
Material Type: Wood 
Material Production: 5 
Citizen Capacity: 1 
Costs: Earth: 10, Wind: 15 
Danger Modifier: 1.05 

Plains 
Element type: Wind 
Element production: 3 
Material Type: Wood, Food 
Material Production: 1, 3  
Citizen Capacity: 1  
Costs: Earth: 10, Wind: 15 
Danger Modifier: 1.05 

 
 

Wet Tiles: Marsh 
Element type: Water 
Element production: 3 
Material Type: Food, Stone 
Material Production: 2, 2 
Citizen Capacity: 1 
Costs: Water: 15, Wind: 10 
Danger Modifier: 1.01 

River 
Element type: Water 
Element production: 4 
Material Type: Food, 
Wood 
Material Production: 3, 3  
Citizen Capacity: 1  
Costs: Water: 20, Wind: 5 
Danger Modifier: 1.2 

Swamp 
Element type: Water 
Element production: 1 
Material Type: Wood, Stone 
Material Production: 2, 1  
Citizen Capacity: 1  
Costs: Water: 15, Earth: 10 
Danger Modifier: 1.2 

Waterfall 
Element type:Water 
Element production:6 
Material Type: Stone 
Material Production: 1  
Citizen Capacity: 1 
Costs: Water: 20, Wind: 5 
Danger Modifier: 1.3 

Hot Tiles: Hot Forest 
Element type: Fire 
Element production: 1 
Material Type: Wood 
Material Production: 3 
Citizen Capacity: 1 
Costs: Wind: 10, Fire: 15 
Danger Modifier: 1.2 

Oasis 
Element type: Water, Fire 
Element production: 3, 1 
Material Type: Wood, 
Food 
Material Production: 2, 2  
Citizen Capacity: 1 
Costs: Fire: 15, Water: 10 
Danger Modifier: 1.01 

Pyramids 
Element type: Fire, Wind, 
Water, Earth 
Element production: 6, 4, 1, 
2 
Material Type: Stone, Wood, 
Food  
Material Production: 6, 2, 2  
Citizen Capacity: 1  
Costs: Fire: 20, Earth: 5 
Danger Modifier: 1.8 

Desert 
Element type: Fire, Earth 
Element production: 4, 2  
Material Type: Stone 
Material Production: 1  
Citizen Capacity: 1 
Costs: Fire: 15, Earth: 10 
Danger Modifier: 1.2 

 



3.1 - How to Buy Structures 
Structures are another important aspect of building your world. They increase the 
material generation of a tile by a lot, however they remove the generation of elements 
from that tile as well.  
 

 
Instructions on how to buy and place a structure! 
 
Structures can only be placed on tiles, and as such, a tile must be placed before anything 
can be done. After a tile is on the board, select it, and click on the “structure” button 
located on the left side of the menu, and select the tile you wish to purchase.  
 
Each structure has different purposes, however they can only be placed a certain radius 
around the city hall, which is covered in the next section  



3.2 - The City Hall 
The City Hall is the center of your gameplay. While you can place tiles anywhere on the 
map, structures are required to be placed in a limited area around the City Hall. 
Furthermore, resources can only be generated in that limited space as well. 
 
In addition, all idle citizens (See 4.1) are stored inside the City Hall, and it holds housing 
and storage like a storehouse (See 3.3) and a house (See 3.3). 
 

 
Button to place the City Hall! 
 
Placing the City Hall works the same way as placing structures, just select a tile, enter the 
structure menu, and click the “Place City Hall” button. The City Hall can be placed on any tile, 
so choose one that you like the most. 
 
After the City Hall is placed, the button changes to “Upgrade City Hall”, which does as it says. 
Upgrading the City Hall provides extra storage, however the most important feature is that it 
allows you to access more tiles away from it. A level 1 City Hall can allow you to put citizens 
and structures 1 tile away from the City Hall, and a level 2 City Hall allows you to put citizens 
and structures 2 tiles away, and so on. 
 
The cost of the City Hall’s first three levels are as shown below, using Wood, Stone, and Food 
materials respectively 
Level 2: 0, 100, 120 
Level 3: 50, 150, 200 
Level 4: 400, 300, 500 
Level 5: 500, 600, 800 
And then each level afterwards is 25 of each material multiplied by the current City Hall level 
cubed. So level 5 would cost 1,600, of each resource (25 x 4^3), and so on. 

 



3.3 - Structures and Statistics 
The full breakdown of all structures are as follows: 
 

City Hall: 
Starting Citizen Capacity: 5 
Storehouse Capacity Per Level: add 150/Level 
Starting Material Capacity: 100 
Resource Multiplier: 0 

House: 
Increases Citizens By: 10 
Costs: Stone, Wood, Food 
Cost Amount: 3, 10, 5 

Blacksmith: 
Resource multiplier: 2 
Citizen Capacity: 2 total on tile 
Costs: Stone, Wood 
Cost Amount: 10, 5 
Danger Modifier:  
Can Be Placed On: Rock Tiles 

Explorer Guild: 
Resource Multiplier: 2 
Citizen Capacity: 2 total on tile 
Costs: Stone, Wood 
Cost Amount: 10, 10 
Danger Modifier: 
Can be Placed On: Wet Tiles 

Storehouse 
Increases Storage By: 100 
Costs: Stone, Wood, Food 
Cost Amount: 5, 10, 10 

Boathouse 
Resource multiplier: 
Citizen Capacity: 2 total on tile 
Costs: Stone, Wood 
Cost Amount: 3, 15 
Danger modifier: 
Can Be Placed on: Wet Tiles 

 
In general, the House increases citizen capacity, but prevents ANY resource or element 
from being generated on it, while the Storehouse does the same but increases element and 
material storage capacity instead. 
 
The Blacksmith, Boathouse, and Explorer Guild increase how much materials you gain 
from the tile it is placed on, and can have an additional citizen placed on it. These 
structures prevent ALL element generation, however. 

 



4.1 - Citizens 
Citizens are how you get resources from tiles. By placing citizens on them, the resource 
(based on what tile you place them on) is produced every second. Citizens themselves are 
produced when you have 20 units of Food, every 18 - City Hall Level * 2 seconds, until 
City Hall level 8, at which point Citizens will be produced every second. 
 
Each Citizen also has an age, and a chance of death. Citizens have a chance of death 
every second, and their chance of death is (0.0005 * age) * tile death multiplier. Citizen’s 
age also increases every second 
 
The amount of citizens you have can be found in the resource bar, beside the stickman 
icon, as shown below: 

 
The order of the numbers, respectively, is: 
Idle Citizens, Current Total Citizens/Total Citizen Capacity 

 



4.2 - Managing Citizens 
To manage citizens, you must first have: 
-A City Hall 
-Tiles 
-Citizens (Obviously) 
 
Then, you can click the “Manage Citizens Button” and start placing them on tiles 

 
After selecting a tile, simply click the “Add Citizen To Tile” button to use an idle citizen 
and place them on the tile. Likewise, if you select a tile with a citizen on it, and click the 
“Remove Citizen On Tile”, it will convert that citizen into an idle citizen. 
 
Make sure you pay attention to your citizens, you don’t know when they might die! 

 



4.3 - Buying Citizens 
***NEW FEATURE YIPPEE*** 
Additionally, if you are struggling to manage your citizens, you can now create them 
through the use of elements and food. To do so, simply go to the “Manage Citizens” 
menu, and click the “Create Citizen” button when the resource conditions are met 

 
The ***NEW*** Create a Citizen Button!!!!  



5.1 - Objective 
There are only 3 objectives of Theos: 
-Avoid Extinction (Stay above 0 Citizens) 
-Make your world work, and make it cool! 
-Have Fun! 
 
The game goes on forever (unless you lose all your citizens), so try your best to do the 
things you want to do! 
 


