
Trade and Transportation in iWars

This document describes how to send resources, civilians, or soldiers (collectively called assets) to other 

players.

Map

All the players are located on a fictitious map that is designed to closely resemble reality. Every player is 

at a certain distance from the other players. Some players may be closer to other players and some far 

away from other players. 

The distance between players is measured in miles and the base distance between players is 10 miles. 

The players are assigned serial numbers that indicate their location on the map. The first player that 

joins the contest is assigned serial number 1 and so on. The distances between the players are 

calculated by taking the absolute difference between their serial numbers and multiplying it with the 

base distance. 

For example, 

The distance between players 1 and 3 would be (3-1) *10 miles = 20 miles. 

The distance between players 1 and 10 would be (10-1) *10 miles = 90 miles. 

The contest administrator can decide the base distance between the players before the contest begins. 

The base distance will typically be shorter for a contest that is supposed to last for a smaller duration or 

if there are too many participants, since large distances would make it virtually impossible for some 

players to reach other players. For a contest that is supposed to last for multiple days, weeks, or 

months, these distances can be longer. 

It should be noted that the first and last player are not considered neighbors and the distance between 

these players is the longest. This has been done to mimic the real world. The players at the edge of the 

map may have certain advantages and disadvantages compared to players at the center of the map. The 

players at the edge will not be a part of a lot of conflicts as they would be hard to reach. But this would 

also mean that they would have fewer players to trade with. On the other hand, the players at the 

center of the map may be a part of a lot of conflicts, but they would also have access to a lot of players 

to trade with.

Transportation

Players can use their ships, vehicles, or airplanes to transport their assets to other players.

Ships can carry the maximum amount of assets but are the slowest means of transportation. Vehicles 

can carry less assets compared to ships but are faster than ships and airplanes can carry the least 

amount of assets but are the fastest means of transportation.

The specific values for the speeds and capacity are set by the contest administrator before the contest 

begins and will depend on the duration of the contest.

Players can check the distance between themselves and another player by using the VIEW_DISTANCE 

command.



Trade  

Players can trade assets with other players. It is up to the players to decide the terms of the trade.

For example, 

A player may trade resources for civilians or soldiers, or a player may trade resources for resources, or 

civilians for soldiers.

Players may even trade resources for information about other players. Information can be acquired 

using the espionage mechanism provided in the game or even through social engineering.

In this case, players must be careful and verify whether they are receiving the correct information or 

not. Some players may even be trying to sell fake information.

For a trade to be complete, both players must send assets to the other player individually. It could be 

possible that one player could send the assets to the other player, but the other player could choose not 

to keep their end of the bargain and not send any assets back. This can give rise to conflicts between the 

players and the players may go to war. It is therefore crucial for the players to make trades with their 

allies or with players that they trust. The players may also choose to send the resources in small 

shipments and send the next shipment only after receiving a shipment from the other player.

To send assets to another player, the player can use the SEND_RAWMATERIALS command, the 

SEND_CIVILIANS command or the SEND_SOLDIERS command. The transportation journey begins once 

the player issues the desired command.

The time required to reach the other player is calculated by dividing the distance between the 2 players 

by the speed of the transport vehicle. The resources become available to the other player once this 

duration of time passes. The transport vehicles become available to the sender after twice this time 

passes. The extra time is taken by the transport vehicles to make the return journey back to the sender.

The trading mechanism gives rise to a lot of possibilities or strategies that players can employ during the 

game. Since there are a lot of activities that can be done in the game, with each activity being either 

costly or time-consuming, players will have to depend on other players for raw materials, finished 

products, or people. Some players may invest all their resources into upgrading their townhall and post 

and train civilians and soldiers at a faster rate. They may then trade them with other players in exchange 

for resources. Some players may only build collector buildings on their territories and become suppliers 

of raw materials. They may trade them in exchange for other resources or people. Some players located 

on the center of the map may use their geographic advantage and build ports and airports and build a 

fleet of ships and planes. They may then provide their transport services in exchange for resources. Their 

neighbors need only use their vehicles to send resources to them and these players may then use their 

superior fleet to transport these resources to distant players by charging a fee to one or both parties. 

Some players may become manufacturers by only building factories, while some may only build IT Cells 

and sell sensitive information to other players about their enemies.

 


