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Image Credit: SEGA Attila is the ninth standalone instalment in the Total War series and one of the best. Set in 395 AD, it’s well regarded for the improvements it makes upon Total War: Rome II and for its dynamic, historically-inspired campaign. Given it was released in 2015, you may be tempted to make use of player-made mods to improve on the original Total War: Attila experience. We've collected some of the best Total War Attila mods, each of which is available for free on the Steam Workshop. Medieval Kingdoms 1212 AD Medieval Kingdoms 1212 AD
accelerates Total War: Attila’s timeline to the next millennium, bringing new technologies, units, factions and scripted narrative features to the base game. It’s a project of wide scope, implementing 57 playable campaign factions, a rework of provinces and some 4,000 units. Its high medieval setting takes the campaign into the realms of the Albigensian Crusade in southern France, the 14th century Reconquista in the Iberian peninsula and the consequences of the 1204 conquest of Constantinople by Latin Christian forces. The Pope accordingly has a role to
play, alongside a host of scripted features including the ability to annex vassals, release vassals where rule is tenuous, and story events inspired by history. The huge complement of original units meant Medieval Kingdoms 1212 AD was ideal for History Hit’s series Battlefield Replayed series. History Hit used the Total War: Attila mod to help recreate the Battle of Agincourt, the 606th anniversary of which took place on 25 October 2021. Terminus Total War - Imperium Terminus Total War - Imperium adds a new alternate history campaign to Attila: Total War.
It adds 14 new factions to the game, each of which is playable in the Grand Campaign, plus over a hundred new units. It invents new identities for Romanised Greeks as well as for Germanic and Norse factions. The mod takes the original game’s start date of 395 AD, as the Western and Eastern halves of the Roman Empire look eastwards towards Attila’s horde of terrifying Huns, and immediately shatters it further. Instead of facing Attila as part of a great power able to muster vast armies, players can take on the governance of smaller fictionalised polities,
including the Province of Hispania or a much reduced Byzantium. Fall of the Eagles Intended to flesh out the units and battles of Attila, the Fall of the Eagles mod is an overhaul with an eye on realism and historical authenticity. Instead of shifting the game to another time period, Fall of the Eagles diversifies the textures and unit models in the existing game with new versions based on historical sources. In addition to the visual changes, the mod also amends systems to do with garrisoning and upgrading units, while the effects of seasons have been changed to
have more of an impact on troops. The mod includes lots of other small changes, too, including making the loyalty of troops a bit more precarious. The team who made Fall of the Eagles also worked on a mod for Total War: Rome II called Constantine: Rise of Christianity. 634 Fire & Swords The 634 Fire & Swords mod for Total War: Attila shifts the game’s timeline to the year 634. The mod includes boosting the number of playable factions in the game, moderating the Al's preference for spearmen, and reskinning many of the units appropriate to the year 634.
The Gewisse also make an appearance in southern England. Radious Total War Mod Team Radious’s take on Total War: Attila is an overhaul aimed at making big changes to the campaign Al, diplomacy, battles as well as rebalancing aspects of the game’s economy. The mod makes the main campaign faster while it introduces custom units to facilitate different playstyles. If you've played the base game, you’ll notice that each of the units you made use has found itself with different properties in Radious’s world. Every unit and its stats, cost, upkeep and abilities
has been rebalanced. The units are downloaded as part of a separate package called the Radious Total Units Mod, so be sure to follow the installation instructions correctly. Natural Water Mod The Natural Water Mod for Total War: Attila brings a richer variety of water visuals to the game. “No more jelly/milky thingy!” claims modder “dotvhs”. This straightforward change to the game makes an immediate difference to various areas of the campaign map, where the mod has different effects. Olympian Campaign Camera If you find yourself itching to pull back
the camera on Attila’s campaign map, the Olympian Campaign Camera may be what you need. The mod adjusts the height parameters for the camera, so that the player can zoom further out on the map in order to take a much wider view of their grand strategy plans. It also enables getting closer to the ground itself. Olympian Battle Camera The Olympian Battle Camera does exactly what you think it does: adjusts the height parameters of the in-game camera, throwing off restrictions that prevented you from creating absurdly zoomed out images of your
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file mod ? I can't download from stream, please! ~~ what do u mean ? everything is ok. Sorry folks, i can't do that. That's illegal, pls ask to the author if u want non-steam link. mod contrariety file startpos.esf can you help me ? The ones I've tried (Roman Britain and Terminus Britannica) don't seem to change to 12 TPY when I use your mod with them. It does load higher up than them, so it should take precedence. 12tpy Roman Britain mod does not work. Should it be the same as just changing the campaign_calendar from 4 to 12 in pfm? Man, I want to thank
you so much for this mod, I did the tetrarchy campaign in Rome II (12tpy) and got to turn 40 then discovered Attila's map was bigger, with more cities per province so I became obsessed with the idea of having more cities, but I really needed to get at least 12 tpy here too so you kinda made my day. Are you still taking requests ? I'd really enjoy Julian's campaign in 12 tpy, or 24 if its even possible. Thanks for all the work buddy Total War: ATTILA > General Discussions > Topic Details Best campaign overhaul mod? Hey guys, so theres a few overhaul mods, but
I am not too sure if there worth downloading,So i decided to come here and ask, personally what are your favouite overhaul mods for the campaign/ are they coop, incase i wanted to play it with someone.Looking for something that will fully immerse me into the game. Note: This is ONLY to be used to report spam, advertising, and problematic (harassment, fighting, or rude) posts. HowLongToBeatTotal War: Attila NewsLoad More The Dawnless Days is a total overhaul mod for Total War: Attila based on the Tolkien Legendarium. The project brings to life the
peoples, places and events of Tolkien's world loved and cherished by fans all around the world, and is set in the time of the great wars of the final years of the main books. Permissions and credits Credits and distribution permission Other user's assets All the assets in this file belong to the author, or are from free-to-use modder's resources Upload permission You are not allowed to upload this file to other sites under any circumstances Modification permission You are not allowed to modify my files, including creating bug fixes or improving on features under
any circumstances Conversion permission You are not allowed to convert this file to work on other games under any circumstances Asset use permission You are not allowed to use assets from this file under any circumstances Asset use permission in mods/files that are being sold You are not allowed to use assets from this file in any mods/files that are being sold, for money, on Steam Workshop or other platforms Asset use permission in mods/files that earn donation points You are not allowed to earn Donation Points for your mods if they use my assets This
author has not provided any additional notes regarding file permissions This author has not credited anyone else in this file Please log in to find out whether this mod is receiving Donation Points Mirrors The Dawnless Days: Total War is being created by a collective of motivated individuals that are willing to learn, are loyal to the mod's development and share a passion for Tolkien’s inspiring franchise with the final goal of creating a custom "Lord of the Rings" campaign, set in the immense world of Middle Earth. While it was more difficult than ever to take up
this long quest, we are growing stronger with every release. Besides highly-detailed units, which are the hearts and souls of Total War, we are also actively designing battlefield and settlement maps (land and siege battles), with custom architecture (such as Gondorian) depicting both new and known and loved settlements such as Helm's Deep. Moreover, we also plan to include custom creatures such as trolls (already included), wargs and mimakil - with custom animations made by our team (we lack animators, so be patient!).Currently, due to the early stage
of development, The Dawnless Days focuses on the multiplayer aspects of Total War; however, enormous progress has been achieved in reaching our main goal: a total overhaul campaign set in Middle Earth during the War of the Ring. There is currently no estimation for the release of the campaign, but we encourage any artist (2D, 3D, animator or level designer) to join our Discord and apply to our team. Here's a short list of links you may be interested in following:- Our Official Discord Server;- Our Official Subreddit;- Our YouTube Channel;- Our Instagram
Account.We hope you enjoy The Dawnless Days and what it has to offer both now and in the future. If you have any issues, feel free to enquire on this website or our Discord server! Typically, you will receive an instant response on Discord, unlike here - where it could take a couple of days for your post to be seen.We also welcome feedback, so please - feed back! We look forward to hearing what you have to say.P.S. Due to the nature of file descriptions on NexusMods, all change-logs and installation instructions will come within articles, following the release of
the file. The most recent version is 0.8.0 - the change-log and installation instructions for which can be found in an article on this page. Subscription Subscription Subscription Subscription 26 May 2025 26 May 2025 26 May 2025 26 May 2025 25 May 2025 25 May 2025 23 May 2025 23 May 2025 Share — copy and redistribute the material in any medium or format for any purpose, even commercially. Adapt — remix, transform, and build upon the material for any purpose, even commercially. The licensor cannot revoke these freedoms as long as you follow the
license terms. Attribution — You must give appropriate credit , provide a link to the license, and indicate if changes were made . You may do so in any reasonable manner, but not in any way that suggests the licensor endorses you or your use. ShareAlike — If you remix, transform, or build upon the material, you must distribute your contributions under the same license as the original. No additional restrictions — You may not apply legal terms or technological measures that legally restrict others from doing anything the license permits. You do not have to
comply with the license for elements of the material in the public domain or where your use is permitted by an applicable exception or limitation . No warranties are given. The license may not give you all of the permissions necessary for your intended use. For example, other rights such as publicity, privacy, or moral rights may limit how you use the material. Minimum:0S *: Windows Vista*Processor: Intel Core 2 Duo 3 GHzMemory: 3 GB RAMGraphics: 512 MB NVIDIA GeForce 8800 GT, AMD Radeon HD 2900 XT or Intel HD 4000DirectX: Version 10Storage:
35 GB available spaceAdditional Notes: PC integrated graphics chipsets require 64 bit Windows, e.g. Intel HD series. Recommended:OS *: Windows 7*Processor: 2nd Generation Intel Core iSMemory: 4 GB RAMGraphics: 2 GB NVIDIA GeForce GTX 560 Ti or AMD Radeon HD 5870DirectX: Version 11Storage: 35 GB available spaceAdditional Notes: PC integrated graphics chipsets require 64 bit Windows, e.g. Intel HD series. * Starting January 1st, 2024, the Steam Client will only support Windows 10 and later versions. Minimum:0S: Ubuntu 14.04 LTS /
SteamOS Brewmaster update 2.49Processor: AMD Phenom II X4 955 or Intel Core2 Quad Q9650Memory: 4 GB RAMGraphics: Nvidia GeForce GTX 470Network: Broadband Internet connectionStorage: 35 GB available spaceAdditional Notes: AMD graphics cards and Intel IGPU’s are not currently supported on the SteamOS + Linux version of Total War: ATTILA Recommended:0OS: 14.04 LTS / SteamOS Brewmaster update 2.49 or laterProcessor: AMD FX 8350 or Intel i5-3570KMemory: 8 GB RAMGraphics: Nvidia GeForce GTX 760Network: Broadband
Internet connectionStorage: 35 GB available spaceAdditional Notes: AMD graphics cards and Intel IGPU’s are not currently supported on the SteamOS + Linux version of Total War: ATTILA Page 2 :)[h3]Spire Spotting[\Vh3]And now it's your local Spirelife guide, Demi, here to update you on our latest findings about last month's mysterious creature:[img]{STEAM CLAN IMAGE}\/29087962\/0f50128fcc4f8be2ba3636cabb10bf5fcb3fa027.gif[\/img]But before that, let's test out some of your brilliant hypotheses...[img]

{STEAM CLAN IMAGE}\/29087962\/550038dea00bb1250337b230bc271b47a27e7e00.png[Vimg][img]{STEAM CLAN IMAGE}\/29087962\/ee42ae340c7ad8c7e79221624560509cdde67b88.png[\/img]The award for most inventive guess goes to Kangaroodoo, who imagined the creature's jittery movements as an engine![img]{ STEAM CLAN IMAGE}\/29087962\/564fe28e46713da6c8c4f0613c53ald4abffe37e.png[\/img]While it was hard to pick a most accurate submission this time around, we think moffster eked out the competition!Take a look at a small
selection of the other many submissions we got this time around:[img]{STEAM_CLAN_IMAGE}\/29087962\/91eeaa45e45445396adad77cdc4a5de735348328.png[Vimg]Credit in order from left to right: balls, Jokester, Wild_Samich, ssorgatem, AxolotlBoop, chairmanbuu, AuxilRB, Hubert, mothtransman,\u00a0\u0414\u0456\u0430\u043d\u0430, JellyfishLightning, AlialunAnd now for the unveiling...[img]{STEAM_CLAN_IMAGE}\/29087962\/e9fb95be01c1d4152b3f3e7b57092cf532f747h3.gif[ Vimg]Ta-da!! As many of you eagle-eyed Slayers noticed, this creature
has already been spotted elsewhere in the past. Still, it was fun seeing different artists' renditions of the same subject as well as people getting extra creative with it! As recompense, here's a little extra info: we're currently referring to this enemy as Chomper, as his moveset relies on, well, chomping! What could the effect of such chomps be, I wonder?Also, many of you have noticed that it looks similar to another beloved character in the Spire universe, and the reason for that is [b]*LOUD ERROR NOISE*[\/b]. Hope that clears things up!Wait, does anyone else
hear that...?[img]{STEAM_CLAN_IMAGE}\/29087962\/92194ed1eba73f7586a6655bd2cd07fe4c1b9d35.gif[\/imgllt's yet another shadowy (and wiggly) creature!! Remember, submit your guesses as to what this monster could be via fanmail@megacrit.com or in our [url=https:\/\/discord.gg\/slaythespire]Discord's[\/url] fanart channel![h3]Q&A with C&A[Vh3]It's time again to answer questions. No time for unnecessary words. Onwards![b]TabbyCat asks:[\/b] How long is a turn in slay the spire for the characters? Is it consistent with the amount of cards played,
or is it uniform at ~5 seconds. If I play 50 shivs in a turn as the Silent, are her hands moving at the speed of sound?[b]Casey:[\/b] The Silent's kind of like a seven in terms of speed. The Ironclad maybe a four. But the Champ is like a two and the Time Eater is using that stupid clock. It's all too complicated to explain really.[b]Kwayan asks:[\/b] Hello MegaCrit Games! I hope your are doing well, and I have a question. I'd like to know if you're going to add multiple death animation to the game, because in StS1, theres only one. So for exemple: if you die because of
Snecko, you die with a paralized animation. Thx! Oh and btw, use Kwayan as my name in the question thing. (If i'm chosen)[b]Casey:[\/b] Hello Kwayan! That's a cool idea but we currently don't have multiple death animations. Maybe if we reach a point where the core content and animations are done we can work on some fun extras. There ARE extras planned and they are so very extra.[b]Maro from Korea asks:[\/b] Q1. Are there beta arts for StS2 cards? Q2. Do you any thoughts on making StS's art book in the future? Q3. Are Neow, The Maw and Jaw Worm
related? Q.?? Will it be early-accessed in December..?[b]Casey:[\/b] Yes. Yes. No. No. For those thinking of asking a question to hone in on the release month, I see you. Anyways, December kinda sucks for releasing games, there's holidays and all that- everyone gets too busy.[blIndikativ asks:[\/b] I was wondering if there will be any further lore in Slay the Spire 2.[b]Casey:[\/b] Yes[b]Pixelz asks:[\/b] Do you plan on adding content fromV/inspired by some of the popular mods? I've been in love with some of them, especially Downfall's Hermit character and a good
few of the reliquary's relics.[b]Casey:[\/b] Making content is one of the parts of making video games. I'm not sure why we would ever add content from a mod. It also seems disingenuous creatively? Maybe I'm misunderstanding something here.[b]JAdam from France asks:[\/b] Are you going to launch a collector's edition for Slay the Spire 2 ? Maybe with some figurine or chibi, I will buy it for sure if you do.[b]Casey:[\Vb] Maybe for the full release, definitely not for Early Access.[b]Tim asks:[\/b] Hello! What is the Merchant saying? My partner is convinced they
sometimes say \"f*** off\" and now I cannot unhear it.[b]Casey:[\/b][i]Mlyahh...[\/i] the denizens of the Spire don't speak English so they aren't telling you to f*** off. The dialog and story beats and such are translated to various languages so YOU, the player, can understand this foreign tongue. The merchant has 12 voice lines in the game and include a greeting, jovial laughter, a thank you in advance for buying wares, and of course the secret mercantile frequency technique version 4.[b][Nguyen from Vietnam asks:[\/b] Can Infinite deck in the sequel be easy to
make?[b]Anthony:[\/b] No[h3]Merch Madness[\/h3][img]{STEAM_CLAN_IMAGE}\/29087962\/1cbe35ca415acf7d390a9fb11lafc17a4337acdb2.png[VVimg]it's Demi again, with a reminder that you can now get the full collection of every main Slay the Spire character in figure form AND grab a Silent and Snecko plush while you're at it! Shop everything YouTooz x Slay the Spire [url=https:\/\/youtooz.com\/collections\/slay-the-spirelhere[\/url]![h3]Connections Section[\Vh3][img]
{STEAM_CLAN_IMAGE}\/29087962\/caf71501d03c478d418625c92bf68caa08901928.png[\/img]And without any flowery further ado, the monthly [url=https:\/\/custom-connections-game.vercel.app\/G2gpysKXzlehZwGGiszj]Slay the Spire Connections[\/url] is here![h3]Community Roundup[Vh3]First of all, thank you to Maple for our gorgeous cover image this month, and shoutout to the very close runner-up featured below, \u4e5d\u5341\u4e5d\u4e00\u4e09![img]
{STEAM_CLAN_IMAGE}\/29087962\/9ebbdb1837b5dea3d9746bb7ad61b9f3c9a6a408.png[\/img]If your submission wasn't featured, reminder that cover image submissions must be submitted to us via fanmail@megacrit.com or in our [url=https:\/\/discord.gg\/slaythespire]Discord's[\/url] fanart channel, have dimensions of 800x450px, feature no text, and leave room for a title! Next month's theme: [b]Neow and a dreamy, rainbow sky![\/b]Now for our regularly scheduled community highlights...[img]
{STEAM_CLAN_IMAGE}\/29087962\/771894a06b6defdd49ec69258bc52dbdb803fb33.gif[\/img]This extremely cool, low-poly, animated Defect by PsiSlinger!https:\/\/www.youtube.com\/watch?v=q31Fhs-U7IMA fanmade Slay the Spire trailer reimagined in Limbus Company's style by Rusli![img]{STEAM CLAN IMAGE}\/29087962\/b7af288b3acfa8fc2elel7a281dcdbf6fdf39148.jpg[\V/img]This helpful Spire Field Guide series by [url=https:\/\/www.reddit.com\/r\/slaythespire\/comments\/1gv6h70\/spire field guide day 20 dead adventurers\/]pianoblook[\/url]! (We
made a note to highlight this one a while back but only recently remembered, oops. It now appears to be on hiatus but we think it's a great idea ~-")And that's a wrap on the May Neowsletter, see you soon in June!","commentcount":107,"tags":
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getting used, or even manufactured. Also, they\u2019re all entirely optional to use. Everything in this Unit Pack is intended to add some flavour and doesn\u2019t affect gameplay.To facilitate and accompany this release we have included a War Effort patch, tweaking some balance, as well as fixing a bunch of issues.I hope you enjoy this release! Our current plan is to be back in just a few weeks to give all of you more insight into what we are, and have been, up to.-[i][b]PDX_Gorion[\/b][Vi][h2]Hotfix Patch 1.16.8[\Vh2][h3]Bugfix[\h3][list][*] Germany: Fixed an
issue where AI Austria would always reject Anschluss with historical settings turned off[*] Fixed an issue where MIO selection persists across different equipment windows, which allowed using MIO for unsupported equipment.[\/list][h2]Hotfix Patch 1.16.7[\Vh2]1[h3]Bugfix[\Vh3][list][*] You can once again upgrade MIO on basic equipment if you chose not to upgrade it automatically[\/list][h2]Operation Brainstorm Patch 1.16.6[\/h2][h3]Prototype Vehicles Pack[\/h3][list][*] New 3D models added for prototype vehicles for Australia, Belgium, Canada, Czech
Republic, United Kingdom, France, Germany, Netherlands, Italy, Japan, Poland, Soviet Union, and USA. ([url=https:\/\/forum.paradoxplaza.com\/forum\/threads\/dev-diary-prototype-vehicles-unit-pack.1738189\/page-13#post-30354604]Also, have a look here![\/url])[\list][h3]Balance[\/h3][list][*] Non-NSB Improved Medium Tank, Advanced Medium Tank, Improved Medium Tank Destroyer and Advanced Medium Tank Destroyers now have hardness value of 90%[*] Close support gun soft attack reduced to 22 from 25[*] Self-Propelled Anti-Air brigades now have
a baseline +15% air attack modifier[*] Self-Propelled Artillery brigades now have a +15% baseline soft attack value[*] Tank Destroyer brigades now have a +15% baseline piercing modifier[*] Tank Designer: Anti-Air cannon 2 now has 32 Air Attack from 36, and 18 piercing from 20[*] Anti-Air cannon 3 now has 24 piercing from 30[*] Auto-Loader reduced to 1.5 IC cost from 2.5[*] Dozer blade IC cost reduced to 1 from 2[*] Easy Maintenance module increased to a 10% cost reduction, from 5%[*] Upgrading MIO on equipment no longer costs XP. Choosing to
upgrade equipment via the checkbox or by using the MIO queue will automatically update any production lines producing said equipment for no additional cost or production efficiency loss.[*] Easy maintenance reduced to -7.5% from 10% cost reduction[Vlist][h3]UI[\VVh3][list][*] The redundant words \"Chassis\", \"Airframe\", and \"Hull\" have been removed from most instances of equipment designer templates. These classifications were already implied.[Vlist][h3]Bugfix[\/h3][list][*] Fixed GFX issue where airplanes crashing into ground would remain for a
while[*] Fixed leader portrait not updating correctly in naval combat window[*] Fixed state tooltip showing buildings under construction[*] Fixed equipment design discount disappearing when saving and re-loading[*] Advisor portrait will be colored if available but not affordable[*] Fixed issue with 3D model selector for helicopters[*] PZL P.23 now has a proper GFX icon assigned to it[*] Fix issue where the AI would automatically deplete its stockpile of missiles[*] Fixed empty string in land lease notification window[*] Germany's Communist Influence sprit that
it can apply to other countries will no longer cause a civil war when timed out if the amount of communist support in the country is insufficient[*] Fixed a crash when deleting units that would get reassigned to a fallback order[*] It is now possible to get the Shaken Not Stirred achievement[*] Construct Aircraft Carrier focus can be started without MtG[*] Ispettorato dei Mezzi Antisommergibili focus can be started without MTG[*] Grosskampfschiff Construction focus can be started without MtG[*] Soviet: Fixed spelling of acclimatization for adaptable army[*]
Command power above define_max+1ladvisor will no longer be removed upon loading a savegame[*] Partial fix for RK resistance management and compliance: RK's now correctly get their intended 25% compliance as part of the leader installation event after they're created.[*] Integrating the Volkskommissariat now correctly adds compliance[*] Niche will now rest to the default niche for the chassis when loading an equipment design[*] India: Fixed the partition event triggering incorrectly when going down the Loyalty Branch[*] Fix equipment icon selection
buttons sometimes not displaying correctly[*] Iraq now sticks closer to the actual dates for historical events (such as breaking the treaty)[Vlist][h2]Introducing the Expansion Pass 1 Last Chance (Dynamic) Bundle[\Vh2][img]{STEAM CLAN IMAGE}\/9948323\/d1bd80bd650a2a4c9307163f267c90dc3307af45.jpg[\Vimg]The Contents of this bundle include:[list][*] 20% Discount[*] Hearts of Iron IV Base Game[*] G\u00f6tterd\u00e4mmerung[*] Graveyard of Empires[*] Prototype Vehicles Pack[Vlist]Because this is now a Dynamic Bundle you can get the entire
package, but only pay for the content that you do not already own. (If you do not see a difference, make sure you are logged into Steam)[i][b]Note that the Expansion Pass 01 Instant unlocks are not included.[\/b][Vi][h2]Also Introducing: The Hearts of Iron IV Bonus Songs Pack[\Vh2][img]{STEAM CLAN IMAGE}\/9948323\/958570720e71f587bc14d52275ecd34dc6abe458.png[\/img]The Bonus Songs pack includes:[list][*] March of the Eagles[*] Katyusha[*] Bella Ciao[*] S\u00Oe4kkij\u0Oe4rven Polkka[*] Carnaval Do Brasil[*] Ride of the Valkyries[Vlist]The Bonus
Song pack is designed for those that wish to grab some more optional content they may have missed out on earlier to add to their collection, with it being priced at [b]$4.99\/\u20ac4.99\/\u00a34.29[\/b] respectively.[i]Note that this Bundle is [b]NOT[\/b] Dynamic[V/i][h2]Prototype Vehicles & Countries[\Vh2][img]{STEAM CLAN IMAGE}\/9948323\/35ee94c0d094d7826426b05e5c0a497b1288b72e.png[\/img][i]Here are a few examples of the Prototype vehicles, but if you want a longer list check out the table below!\u200b[Vil[table][tr][th] Country [\/th][th]
Available Vehicles [Vth][Vitr][tr][td] Australia [Vtd][td]Grasshopper Light TankModra Revolving Light Tank[\/td][\Vtr][tr][td] Belgium [Vtd][td]Mk.VI 47 mm[\/td][Vtr][tr][td] Canada [\/td][td]Cobra LCCCVOQF 3.7\" AA on Ram Mounting[V/td][V/tr][tr][td] Czechoslovakia [Vtd][td] Skoda SK 13[V/td][Vtr][tr][td] England [V/td][td] AlectoArmstrong Whitworth A.W.52FV4005 - CentaurOQF 3.7\" AA on Ram MountingPraying Mantis[\/td][Vtr][tr][td] France [Vtd][td] AMX Chasseur de Char de 90mm (1946)FCM 12tGiacomini TankJacquet Assault TrainPerrinelle-Dumay
Amphibious Heavy Tank[Vtd][\V/tr][tr][td] Germany [Vtd][td] Bachem Ba 349 NatterBlohm and Voss Bv 141Flakpanzer 341Flakpanzer 8,8cm PaK 43 Steyr Waffentr\uOOe4gerSkoda SK 13[\/td][\/tr][tr][td] Netherlands [\/td][td] Marmon-Herrington MTLS-1G14[Vtd][\/tr][tr][td] Italy [Vtd][td] Semovente Moto-GuzziBiemmi Naval TankCulqualber and Uolchefit Tanks[V/td][\/tr][tr][td] Japan [\/td][td] So-toType 97 Chi-Ha with Bangalore Torpedo Rocket System[\/td][\/tr][tr][td] Poland [\/td][td] Automobile Gun Carriage [Vtd][\V/tr][tr][td] Soviets [\/td][td] GAZ-68 \/ KSP-
77SMKGremyakin's Medium Tank (STG)2B1 OkaBelyayev db-lkBolkhovitinov S (Sparka)[V/td][Vtr][tr][td] United States [\/td][td] T82 Howitzer Motor Carriage3 inch Gun Motor Carriage t1T43E1M-V-YohT52 Multiple Gun Motor CarriageNorthrop XB-35Cobra LCCCV[Vtd][Vitr][\V/table]","commentcount":176,"tags":
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transitional period just before the onset of the Dark Ages. It’s 395 AD and you're in what’s called the Late Antiquity period. The well-known title character Attila isn’t at the helm of the Huns just yet, but will be fighting his way there throughout the campaign. As the Total War franchise progresses with each new title, TW: Attila builds on its predecessor Rome II. And it offers some major improvements to UI and battle pacing. Yet just like all Total War games, the modding community keeps finding ways to make improvements over time. And now is a great time
to look back and enjoy some of these community refinements to get the best Total War: Attila experience possible. Prep for battle! Check Out This Mod Camera control is always an area for improvement. Not just for Total War games, but for large-scale strategy games in general. Most of the time these games don’t allow you to zoom in far enough, get in close enough, or get the right angles you need. Olympian Campaign Camera solves that by giving you adjusted height parameters in the campaign map view. You can now zoom further out or get a bit closer to
the ground, giving you more options to plan out strategies and a better view of surrounding factions and their activities. Check Out This Mod Modder Olympian offers us the same options when it comes to tactical battles, allowing more freedom in terms of camera movement. You’ll be able to get really close to the action if you choose, or you can zoom out for a birds-eye perspective of the fight. This allows for more flexibility watching out for your units during combat, whether you need to focus in on particular parts of your army, or to get a quick overview
whether the battle is going in your favor. We've all been in both places, I'm sure. Check Out This Mod Another quality of life mod to go with Olympian’s camera mods, the More Bold Campaign Borders makes it easier to see province boundaries. Especially when zoomed out, it isn’t always easy to spot where territories end. This can make it difficult to strategically plan out your next moves. Well, not anymore. What'’s even better is that the mod is now in its second version, which means full compatibility with newer DLCs & compatibility with other mods
shouldn’t be an issue. Check Out This Mod The TW community has given us a lot of ways to improve the game’s visuals. The Natural Water Mod is one such improvement, making water look much more realistic. It’s just incredible, really. It affects all bodies of water on the map including rivers, lakes, and oceans. Water has always been a limitation graphically. But thanks to mods like this, we can get a much more immersive visual experience. Check Out This Mod You might think graphics for the environment wouldn’t play a huge role in Total War: Attila... but
you’d be surprised at how much a visual upgrade can improve how immersive the game is overall. Immersion is one of the biggest factors for modding IMO. This Flora HD mod retextures most of the game’s terrain and flora, giving them completely reworked HD textures. Modder Celticuswas particularly focused on improving Atlantic and Continental climates, so you’ll see the most improvements in those areas. Overall it’s a great visual enhancement that just makes the game look better. Who could hate that? Check Out This Mod Weapon textures have been
upgraded over the years, and we have modder olvkhs99 to thank for that. His biggest gripe was with steel weapons appearing in a darker shade (which explains the mod title). Looking at the side-by-side comparisons, it actually does make you wonder why the swords & axes appear to be totally black. It’s a minor change, but makes the overall look of the game just more realistic. This mod affects most weapons including all Celtic, Eastern, and Steppe swords, along with Germanic spears, Roman Daggers, the shotel, and the khanda (among others). Check Out
This Mod Aztec 2015 Graphics is one of the larger graphical mods out there, making major changes to the game’s scenery. It actually adds 50 different scenes to the game including sunset backdrops, darker foggy climates, and sunny afternoon weather. That’s only three examples, so imagine what you'll find in the other 47! Seriously, this mod pack is huge. Not only does this improve on neutral environmental graphics, but it adds some lighting effects to battles as well, making large-scale warfare all the more epic. Check Out This Mod Another way to improve
battle visuals is through improved blood textures. It’s pretty common for developers to tone down blood textures in some games nowadays. Be it to make their games friendlier to younger audiences, or to make battlefields look less cluttered. But it’s also become common for modders to make adjustments to suit what they like. Total War: Attila is no different with the GB]J Blood Mod. Battles will appear more realistic as there are now 7 new blood textures in the pack. Blood doesn’t disappear from battlefields, either. So you'll be able to appreciate the aftermath
of every skirmish. Check Out This Mod As the Total War series suggests, it’s all about fighting the wars. Watching large-scale battles unfold is what it’s all about - giving you that long-awaited satisfaction after all the planning and strategizing for lord knows how long. And what better way to make those fight scenes all the more epic than to improve the animations? With the Radious Cinematic Combat mod you can increase combat animations from 40% to 100% - making it much more entertaining to sit back and watch these battles unfold. Units will use more
natural movements instead of the boring default stabbing motions you commonly see. But this is a mod you have to experience to appreciate. Check Out This Mod You can improve battle animations even further with the Return To Glory animations mod by Petro. This mod aims to not only make battle animations more realistic, but much more cinematic as well. So basically, it’s all the more fun to watch your armies engage in combat. Return To Glory makes a lot of changes though, like removing ridiculous decapitation animations, improves cavalry charges,
and offers some different combat styles for heavy infantry units. It also adds a lot of variation to the unit movements during battle sequences, making everything more interesting and exciting to watch. Check Out This Mod Beyond camera angles and improved graphics, there are also tons of mods out there offering more specific quality of life changes. As time goes on, some games just don’t age well. Mods help. The “More Detailed Unit Stats Tab” mod by wesloo is one of these handy additions, making battles easier to play through. Making decisions on
strategy games is all about maximizing the information you have. And for some reason, some information was removed from the unit stats menu in Total War: Attila. This mod brings those stats back, making attack bonus vs. infantry and cavalry, range, and rate of fire numbers available for viewing. Although some information may spill out of the menu borders due to the size, it’s a small cosmetic price to pay for being able to make better battle decisions. Check Out This Mod Another area for improvement is the limited political and diplomatic mechanics of TW:
Attila. Though many improvements have been made as the Total War series grows with us, these diplomatic systems always feel like they come second to battle-related gameplay. One limitation that particularly annoys fans is the governor limit, forcing most of your generals to remain idle. Well this mod allows you to place governors in each of your provinces - and while it does make the game a bit easier, it makes much more sense as well. Check Out This Mod With harsh winters creeping from the northern regions of the map, large portions of the map
become infertile throughout the campaign. This poses a new challenge. You may find yourself wandering through snowstorms, losing men before the battles even begin. Modder DeliciousCrackers thought that making most of Europe inhabitable by mid-game was a bit... much. Which prompted the Fertility +1 mod. What it does is increases the fertility level of each province by 1, making it less likely that larger portions of the map will become useless throughout your campaign. Another mod that might make the game a bit easier, but it creates a new balance
that makes different strategies feasible through the course of your playthrough. Check Out This Mod Certain mods aim to rebalance battle mechanics. And it seems like most TW: Attila fans are in consensus when it comes to defensive towers. They can be particularly brutal in Attila, wiping out large portions of your armies from a distance. Thanks to Magnar, we’'re given a nerf which reduces their range and cuts the damage in half. Neat! Don’t get me wrong: they can still be quite deadly, they’re just not so overpowered with this mod. Check Out This Mod
Another cool battle enhancement, this time giving improved archers. Another mod from Magnar, created because he thought it just didn’t make sense that missile units would become practically useless once they ran out of ammunition. Well Ammunition Refillmake it possible for missile units to replenish ammo, but keeps them balanced. Ammo replenishment also has a time penalty. Archers will not be able to move for two minutes while waiting for support to bring them a fresh batch of arrows. They won’t be completely thrown out of the battle, but you’ll have
to wait before they become active again. Check Out This Mod Any Total War fan will know that once you’ve exhausted all obvious means to boost your interest in the game, there are always overhaul mods that give you a completely new experience. The Long Night is an interesting take on this. It calls itself “half alt-history and half fantasy”. Set in 7th century Europe, most of the northern lands have been rendered inhabitable due to the ice age that has plagued the land for the last century. Most of the fertile land belongs to either the Roman or Sassanid
Empires. And with the northerners forced to move south for shelter, war is inevitable. This mod features an eternal winter setting, new events like a demonic invasion (which explains the fantasy aspect of the mod), and even new units to explore. Lots of fun to be had here. Check Out This Mod There probably isn’t a single Total War game that doesn’t have a Lord of the Rings overhaul mod. Based on the popular Third Age LotR mod for Rome II, the same team has moved their project to Total War: Attila for a more updated LotR experience. Since it’s based on
LotR, you’ll be able to play either as men, elves, dwarves, or orcs. All units have been retextured to fit the theme so you'll be getting a completely immersive LotR Total War game. It’s pretty wild, honestly. Unfortunately, the original mod didn’t come with a playable campaign. However a submod has recently been released called The War of the Ring, which is a nice addition along with TW: Rise of Mordor. Check Out This Mod Another common Total War conversion theme is Game of Thrones. Total War: Attila gets its very own Game of Thrones mod as well, in
the form of Kingdoms Of Westeros. Unlike Rise of Mordor, Kingdoms Of Westeros actually includes a completely playable campaign converted to fit the world of Westeros. While the mod is still in the early stages of development, it’s currently the best GoT mod for Attila out there. Feedback has been positive so far, and if you're not planning on playing it right now, it’s probably a good idea to bookmark it for future updates. Check Out This Mod With most mod-capable games, it’s always a good idea to check out the Community Patch when available. Community
Patches are typically compilations of tweaks, balances, and changes that have been agreed on by most of the community to be beneficial to the overall vanilla game. The Total War: Attila Community Patch is a great source for this kinda stuff, from graphical upgrades to gameplay mechanics. It includes most of the bugfixes that the community has deemed to be “must haves” so it’s generally a better way to experience the game as a whole. Highly recommend this one. Check Out This Mod If you're looking to refresh your Total War: Attila experience without
straying too far from vanilla, Forgotten Realms is a great way to do so. The mod doesn’t make drastic changes like other previous overhauls. But it makes enough balance & visual tweaks to keep gameplay exciting. With Forgotten Realms you have 28 unlock factions available, including new general models, individual traits, and unit rosters for each. Battle balances have also been made, with increases unit speeds and makes battle more fast-paced than in vanilla. Check Out This Mod Fall of the Eagles is for the hardcore realism and historical accuracy fans out
there. Modder Dresden claims that these two points were his primary focus when creating the mod. Dresden is actually a veteran Total War modder, which should be enough to trust that quality won’t be a problem here. The mod focuses on unit and battle changes, making massive changes to unit textures so they’re more appropriate to the time period. Certain battle mechanics have been altered as well, but still with realism and historical accuracy in mind. And there are also a couple of submods available for faster or slower battles, so you can decide for
yourself which you prefer and they’re all available on Steam. Check Out This Mod Radious has also become popular in the Total War modding scene, mostly for his overhaul mods for Rome II. He took a stab at overhauling Total War: Attila as well, and the result has been pretty awesome. As with all of Radious’ other mods, major rebalances are made here. Including changes to the campaign Al, diplomacy, battle systems, and unit stats. Worth checking out if you've got the time and want something fresh. Check Out This Mod The 1212 AD campaign project has
been in the works for over 5 years and is still not finished (as of this writing). What’s making it take so long? The intensive internal testing, as this was initially only made available to content creators and close friends. At first... With the recent public release, you can be sure that it will give you a relatively fleshed-out experience in TW: Attila, even though it hasn’t totally been finished yet. The campaign already includes 57 playable factions, over 4,000 retextured units, and even new scripted events to keep the campaign engaging. This one’s big, trust me!
Check Out This Mod Warring States is yet another mod that doesn’t stray too far from vanilla, but makes an interesting change to the campaign that has a huge impact on how it plays out. What it does is splits the western empire into 7 different factions that are currently engaged in civil war amongst themselves. Warring States: Roman Civil War also places a large focus on an updated auxiliary system, allowing each Roman faction to make use of different auxiliary units based on their region. Check Out This Mod Imperium takes Warring States even further.
This time both eastern and western empires are split, except they’re divided into allied factions. An alt-history campaign that offers 42 playable factions, 14 of which are completely new. The mod also includes over 100 new units to explore and hundreds of new generals/faction leaders to maximize. Overall, Imperium adds loads of new content while sticking pretty close to vanilla gameplay. Almost like an unofficial expansion pack. If that’s what you want out of Total War: Attila then this is the mod to start with. Image Credit: SEGA Attila is the ninth standalone
instalment in the Total War series and one of the best. Set in 395 AD, it’s well regarded for the improvements it makes upon Total War: Rome II and for its dynamic, historically-inspired campaign. Given it was released in 2015, you may be tempted to make use of player-made mods to improve on the original Total War: Attila experience. We've collected some of the best Total War Attila mods, each of which is available for free on the Steam Workshop. Medieval Kingdoms 1212 AD Medieval Kingdoms 1212 AD accelerates Total War: Attila’s timeline to the next
millennium, bringing new technologies, units, factions and scripted narrative features to the base game. It’s a project of wide scope, implementing 57 playable campaign factions, a rework of provinces and some 4,000 units. Its high medieval setting takes the campaign into the realms of the Albigensian Crusade in southern France, the 14th century Reconquista in the Iberian peninsula and the consequences of the 1204 conquest of Constantinople by Latin Christian forces. The Pope accordingly has a role to play, alongside a host of scripted features including
the ability to annex vassals, release vassals where rule is tenuous, and story events inspired by history. The huge complement of original units meant Medieval Kingdoms 1212 AD was ideal for History Hit’s series Battlefield Replayed series. History Hit used the Total War: Attila mod to help recreate the Battle of Agincourt, the 606th anniversary of which took place on 25 October 2021. Terminus Total War - Imperium Terminus Total War - Imperium adds a new alternate history campaign to Attila: Total War. It adds 14 new factions to the game, each of which
is playable in the Grand Campaign, plus over a hundred new units. It invents new identities for Romanised Greeks as well as for Germanic and Norse factions. The mod takes the original game’s start date of 395 AD, as the Western and Eastern halves of the Roman Empire look eastwards towards Attila’s horde of terrifying Huns, and immediately shatters it further. Instead of facing Attila as part of a great power able to muster vast armies, players can take on the governance of smaller fictionalised polities, including the Province of Hispania or a much reduced
Byzantium. Fall of the Eagles Intended to flesh out the units and battles of Attila, the Fall of the Eagles mod is an overhaul with an eye on realism and historical authenticity. Instead of shifting the game to another time period, Fall of the Eagles diversifies the textures and unit models in the existing game with new versions based on historical sources. In addition to the visual changes, the mod also amends systems to do with garrisoning and upgrading units, while the effects of seasons have been changed to have more of an impact on troops. The mod includes
lots of other small changes, too, including making the loyalty of troops a bit more precarious. The team who made Fall of the Eagles also worked on a mod for Total War: Rome II called Constantine: Rise of Christianity. 634 Fire & Swords The 634 Fire & Swords mod for Total War: Attila shifts the game’s timeline to the year 634. The mod includes boosting the number of playable factions in the game, moderating the Al's preference for spearmen, and reskinning many of the units appropriate to the year 634. The Gewisse also make an appearance in southern
England. Radious Total War Mod Team Radious’s take on Total War: Attila is an overhaul aimed at making big changes to the campaign Al, diplomacy, battles as well as rebalancing aspects of the game’s economy. The mod makes the main campaign faster while it introduces custom units to facilitate different playstyles. If you’ve played the base game, you’ll notice that each of the units you made use has found itself with different properties in Radious’s world. Every unit and its stats, cost, upkeep and abilities has been rebalanced. The units are downloaded as
part of a separate package called the Radious Total Units Mod, so be sure to follow the installation instructions correctly. Natural Water Mod The Natural Water Mod for Total War: Attila brings a richer variety of water visuals to the game. “No more jelly/milky thingy!” claims modder “dotvhs”. This straightforward change to the game makes an immediate difference to various areas of the campaign map, where the mod has different effects. Olympian Campaign Camera If you find yourself itching to pull back the camera on Attila’s campaign map, the Olympian
Campaign Camera may be what you need. The mod adjusts the height parameters for the camera, so that the player can zoom further out on the map in order to take a much wider view of their grand strategy plans. It also enables getting closer to the ground itself. Olympian Battle Camera The Olympian Battle Camera does exactly what you think it does: adjusts the height parameters of the in-game camera, throwing off restrictions that prevented you from creating absurdly zoomed out images of your battles.




