
HOW IT WORKS

The scanner at a glance

Two agents sweep the world map in parallel — W  (West half) and E  (East half) — and dump

everything they catch into one shared index: bosses and monsters, cities and players, shields,

resources, relocations and SvS targets. Each tab is a filterable view over that data.

The Discovered column shows how fresh each row is: the core of the map gets re-swept every

few seconds and the rim every few minutes, so a row that's several minutes old may already be

gone. Typical flow: open the view → narrow by zone / level / alliance → copy coords or share

the list to chat.

READ-ONLY

The scanner never launches marches or acts in-game — it reports. You run the rally, the

gather or the teleport yourself from the client.



ACCESS

Sign in

Log in with username and password. Each account keeps its own filters, Watchlist and alert

preferences separately. The UI is responsive: on mobile the tabs collapse into a menu and

tables scroll sideways.

Login screen: username and password.



ORIENTATION

The top bar

Pinned to the top; it sums up system status. Left to right:

V4 · Server
#1939

Engine version and the server being swept.

Settings System status, scan profiles, focus zone and alerts (covered at the
end).

Log out Sign out.

🛡  7 ETAs Watched shields about to expire. Click it to expand the list with the
time left on each bubble.

Shield panel (🛡  ETAs): caught bubbles with their time remaining.

The shield panel (“Recent bubble captures”) lists bubbles caught by tier-

transition, with a jump straight to the player's row in Players.



CORE WORKFLOW

Copy & share coordinates

The Copy column (blue, e.g. 438,563 ⧉ ) copies the coords to your clipboard in one click —

ready to paste into the in-game search or the chat.

Monsters and SvS also add Send / Share buttons that post a batch of targets straight to

alliance chat: the fast way to coordinate rallies without going one by one.

COMMON CONTROLS

Present in almost every view; not repeated section by section:

Center X / Y The origin distance is measured from (your city by default).

Radius Search radius in tiles around the center. Empty = whole map.

Level min /
max

Target level range.

Alliance tag Filter by alliance tag (e.g. NUD ).

Sort / Limit Sort order and max rows.

Dist Distance from your center to the target.

Discovered How old the capture is (freshness). The older it is, the more likely it's
gone.

Apply / Clear Apply filters / reset them.



TAB 01

⚡  Shortcuts

The home view: the families you hunt most, grouped by type (event / boss) without touching

the filters. Each green chip Lv5 ·15  shows the level and how many are on the map right

now; click one to jump to that pre-filtered list.

Shortcuts: families by type with level/count chips, shortcuts below, and the Active Attacks panel

open.

Below, direct shortcuts: MyPresets (your saved targets), ActiveAttacks (opens the live-march

panel — see next section), EventBoss and Pyramids. With ≡ Menu  you pick which families to

show and in what order — settings are per user. The four shortcuts work as an accordion:

opening one collapses the others.



★ STANDOUT FEATURE

⚔️  Active Attacks — live march intel

The feature that sets this scanner apart. Instead of reading static map tiles, it reads marches

in flight — rallies and solos — straight from the game's own traffic: you see who's hitting what

right now, what phase it's in and how long until it lands, across the whole map the agents

reach.

Active Attacks: live marches (rally/solo) with phase, attacker → target, coords and live ETA

countdown.

It opens from two places: the ActiveAttacks shortcut in Shortcuts (the live list in the image)

and the Show active attacks toggle in the Monsters tab, which overlays which targets already

have a rally on them.

What each row tells you

Phase · attacker [tag] name  (with ×N  if it's several grouped marches) → target

(boss/monster + level, player castle or tile) · coords (click to copy) · live ETA countdown.

RALLY Rally forming up (waiting). Window to join before it closes or to line up
a steal.

MARCH March en route to the target.

COMBAT Hitting the target right now.

RETURN Troops heading home (rally resolved).

SCOUT Scouting in progress (target unscouted).

SOLO Solo attack (a single city, no rally).

LANDED Just landed (within the grace window).



Controls & behavior

Show own
alliance

Off by default: hides your own marches so you only see other
people's activity, and shows (N hidden) . In the image (default filter)
you can see rallies from [NUD]  and [TDL] .

Sort + live
ETA

Sorted by soonest ETA; the countdown ticks every second and the list
auto-refreshes every 12s (new ones come in, landed ones drop off).

Copy / Send Export the batch or post it to alliance chat.

SvS Internal activity on the enemy server is auto-excluded; anything hitting
you still shows.

WHY IT'S UNIQUE

No “normal” map scanner sees this: by reading marches in motion you can piggyback a

boss rally before it closes, steal a rival's target, or react to an incoming attack with the

exact land time — to bubble, reinforce or evade.



TAB 02

🐉  Monsters

The full inventory of monsters and bosses on the map: the core view for setting up rallies.

Monsters: collapsible categories, Send Coords panel, and a table with Power, Family and coords.

The collapsible categories (Boss, Event, Shadow of Dawn, Other) narrow which types you

see. The Send Coords panel lets you tick specific families and drop the best targets into chat

with Send Top 20 .



Show active
attacks

Overlays which targets already have a rally on them.

Filter by
monster

Narrow to a specific name (Cerberus, Sphinx…).

Show only
Summons

Only bosses summoned by players.

Power Target power — your reference for sizing the march.

Family Classification: Boss , Normal, Event…



TAB 03

👤  Players

A census of the player cities caught so far: find rivals, read shield status and filter by alliance

or power.

Players: filters by name/alliance/shield and a census of player cities.

Search By name, UID or alliance tag.

Bubble Shield status: BUBBLE (?)  = shielded; no = no shield.

Level / Castle Player level and castle level.

★ Star to the left of the name: pins them to your Watchlist.

● (dot) Marks players from your own alliance.



QUICK PLAY

Filter by the rival's Alliance tag and sort by Power to surface their top accounts — or the

ones sitting without a shield.



TAB 04

🌾  Resources

Free resource tiles (food, wood, iron, stone, gems) to gather.

Resources: free resource tiles with type, level and amount available.

Resource type Filter by resource type.

Occupied Free or taken. For gathering you'll want Free.

Available Amount left in the tile.

Level Tile level — higher level, richer yield.



TAB 05

🎯  Farm

A profitability ranking: it takes every boss and monster and sorts them by what they pay out, so

you know what to hit first when you're farming.

Farm: targets sorted by profitability (Score, Reward, Val/stam).

Score A combined score of proximity (kills/hour) and level. Higher = better
target.

Reward Value per kill (exp + honor + credits + items).

Val/stam Reward per point of stamina — the key metric when energy is your
bottleneck.

Status free  = no rally on it.

Only free Hides the ones already being hit.



🎯  marks rows calibrated with real loot seen by the W/E agents; the rest use the

game's static loot table. First-kill bonuses are excluded from the per-kill value.

The table comes sorted by Score; Copy  exports the whole list.



TAB 06

🏛️  Relics / Pyramids

Relics and pyramids on the map. Filtered by type (Kind), level, alliance and zone, like every

other view.

Relics / Pyramids: empty when none are active on the server.

EMPTY = NOT ACTIVE

“1–0 of 0” means there are none on the server right now; they show up when the game

activates them. Not a bug.



TAB 07

❄️  Arctic Barbarians

A dedicated view for event Arctic Barbarians. Same filters and same coords column.

Arctic Barbarians: empty outside the event.

SAME AS RELICS

Outside the event the table will be empty (“1–0 of 0”).



TAB 08

🏘️  Subcities

Subordinate cities on the map, with their quality, culture, owner and shield status.

Subcities: subordinate cities with quality, culture, owner and shield.

Quality Gold , Purple … — sets how good the buff is.

Culture Japan, European, American… — defines the buff type.

Occupied Free or owner + alliance ( [LAN] …· MINE  = your alliance's).

Bubble Protection and shield ETA ( YES · 22m 15s ).



TAB 09

📍  Relocations

A log of teleports across the map over the last few hours — handy for reading rival movements.

Relocations: recent teleports with origin, destination and hops.

Last Time window (6h, etc.).

From → To Jump origin and destination.

Hop dist /
Total hops

Jump distance and number of hops so far.

Copy dest Copies the destination coords (current position).



TAB 10

⭐  Watchlist

Players you're tracking — the ones you pin with the star and the ones that come in by rules.

The number in parentheses is the total watched.

Watchlist: watched players (MANUAL/AUTO) with shield; sub-views up top.

Three sub-views: ⭐  Members (the watched players, with shield, coords and notes), ⚑ Cheat

Scan and 🥷  Rally Steals.

Src MANUAL = pinned by you. AUTO = added by a rule (e.g. “all of
alliance NUD at C35+”).

Shield Each watched player's shield status. Sortable by Shield ETA to see
who drops first.

Auto-add rules Editor for automatic add rules.

Remove all Clears the list.



THE USE CASE

When a watched player's shield is about to drop, the 🛡  ETAs counter in the top bar flags

it — your window to hit the moment they're exposed.



TAB 11

⚔️  SvS — Server vs Server

The combat console for the SvS event: it aggregates the enemy and organizes attack, defense

and reinforcement.

SvS: enemy setup and the Hit-list / Defense / Reinforce lists.

The enemy is auto-detected (Enemy server = auto) or set by hand with Enemy Alliance Tag.

Enemy alerts turns on warnings with an X-minute Pre-alert.

Hit-list Targets to attack, sorted by score.

Defense Your own at risk, to defend.

Reinforce Who's worth reinforcing.

Share top
targets

Posts the best targets to chat.

Presence /
Bubble ETA

Whether the rival is online and when their shield drops.



EMPTY OUTSIDE SVS

“No active SvS”: no war running. When the event starts, enemies come in on their own (a

foreign server with ≥20 players); you can also set the server/tag by hand to prep ahead of

time.



EXTRAS

⚙️  Settings

The Settings button opens system status and alert configuration.

Settings: agent status, profiles, focus zone and alerts.

Scanner status State of W and E ( RUNNING ). Pause and Restart Scanners buttons.

Scanner
profile

Scan mode (normal or svs_split  to split W/E during war). Applied
live.

Send Coords
panel

Shows/hides the share panel in Monsters.

Focus zone Concentrates the sweep on one alliance or a set of coords + radius.

Notifications Alerts by type (enemy rally, solo attack, shields about to drop…) with a
master switch.



GLOBAL SCOPE

Pause and Restart Scanners affect every scanner user, not just you. Only use them for a

real failure.



WRAP-UP

Notes

Empty tables

Relics, Arctic and SvS only carry data while their event is active. Not a bug.

Data freshness

Discovered is how old the capture is. The core re-sweeps every few seconds; the rim, every

few minutes. An old row may already be gone.

Coord with no target

The map changes live (kills, teleports). If the row is old, refresh and grab a fresh one.


