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INTRODUCTION

Civilization casts you in the role of the ruler of an entire civilization through many

generations, fromthe founding of the world's first cities 6,000 years in the past to theimminent
colonization of space. It combines the forces thal shaped history and the evolution of
technology in a competitive environment. You have great flexibility in your plans and
strategies, but tosurvive, youm ust successfully respond to the forces that historically shaped
the past. . ,
When play begins, your civilization is small and requires only a few decisions each turn.
But each decision can have important ramificalions later. A number of innovative displays
make it easy to understand the issues and implement action. If you prove an able ruler, your
civilization grows larger and even more interesling to manage. Inevitable contact with
neighbors opens new doors of opportunity: treaties, embassies, sabotage, trade, and war.

Astime passes, thenu mber of important decisions required each turn increases. First you
must think tactically: location of cities, production of military units or city improvements,
exploration of the immediately surrounding lands. Soon, strategic plans must be formulaled:
war or peace with immediate neighbors, when to explore and expand overseas, when to
change your type of government, where to focus technological research.

The success of the civilization that you build depends upon your decisions. As ruler, you
manage the economy, diplomacy, explorations, technology research, and war machine. Your
policies must be flexible in an evolving world. Military units inevitably become obsolete and
need replacement as more advanced technologies appear. The balance of power among your
rivals can shift. Economic and governmental policies may have to be modified, lest you fall
behind in critical technologies.
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The past civilizations of Alexander the Great, the Hittites, Napoleon, Genghis Khan, and
othersallheld pride of place on the world’s stage atone time, but all eventually collapsed. You
are challenged in Civilization to build an empire that stands the test of time. You may succeed
where your predecessors failed. If youlocatecities properly, build themsoundly, defend them
aggressively, and neutralize the danger from potential enemies, the descendants of your tribe
may not only survive, but lead the colonization of space.



CITIES AND CIVIL]’ZAT]'ONS

Civilizations appeared as agriculture and technology developed to the point where
humankind could gatherand liveincities. With only partof the population needed to provide
food for all, the rest could afford to specialize in the tool making, trading, engineering, and
managing that urbanization made possible. Specialization improved efficiency and produc-
tion. Cities encouraged a rapid exchange of ideas. A teacher could reach many students at
once, not just a few.

City residents cultivated the nearby fields, logged the forests, and gathered fish from the
rivers, returning each night with the result of their labors. This produce and raw material was
bartered in the city markets for the goods and services of others. Charcoal from one area and
iron ore from another might be taken to the town smelter who made the iron that the
blacksmith turned into tools.

But cities developed unique problems. As they grew in size it became more difficult to
provide sufficient food from nearby farmland. Overcrowding, menial jobs, and living
conditions often led to unrest among the poorer citizens. Prosperous cities became tempting
targets for rival civilizations and barbarian invaders. Cities and civilizations that developed
better management and new solutions 1o these problems grew and prospered. Those that
failed have left their ruins around the world as warnings. '

In Civilization, as in history, a key step and a fundamental concept is the founding and
management of cities. The civilization that you are to rule begins as a prehistoric wandering
tribe that has just reached that critical point where it is capable of building cities. The first step
is to build one city and from there expand. As your civilization grows, cities will spread over
an entire continent, or part of a continent, or over several islands and continents.

Each city acts asa giant processing plant for the food, resources, and trade of the adjacent

lands. The people of a city go out and work the nearby farmland, mines, and forests, and the
city converts the result of their labor into more people, armies, cash, luxury goods, temples,
universities, etc. Raw materials are transformed by cities into the power and the ideas your
civilization needs to prosper.

Food that is collected feeds the local population. When there is a food surplus the
population grows. Your first city has a small population that can only work part of the lands
the city controls. As the city population grows, more lands can be worked, increasing
production. Before long you can Afford to send off settiers from the first city to build another
nearby, and then another.

Aslronomy
(Mysticism & Mathematics)
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Resources are the lumber, metals, energy sources, and other raw materials that are used
in industry. Through the craftsmen and shops of the city these resources are made into items
useful at home or elsewhere in your civilization. Larger cities normally generate more
resources and thus build things faster. Each city can build only one item at a time. This could
be a military unit such as a Phalanx or Battleship, a city improvement such as a Temple or
University, or perhaps a Wonder of the World.

Trade is generated by the highways of commerce: roads, rivers, and oceans. All nearby
trade passes through the city bringing in luxury goods, cash, and new ideas. Your policies can
adjust how trade is divided among luxury goods, cash, or research. There may be times when
a city requires more luxury goods to make more people happy, or times when more tax
revenues are needed in the treasury. Higher taxes mean more revenue but may result in more
people becoming unhappy.

As your cities grow they may require more care in keeping them productive. Large cities
are desirable for production, but have inherent problems. A critical one you must deal with
is the happiness of the population. The people can range from happy, to content, tounhappy.
Having too many unhappy people may lead to revolt.

Luxury goods make people happy but may mean fewer tax revenues or a reduced flow
of technology. By adjusting the flow of luxuries, changing types of government, building city
improvements, instituting martial law, and other means, it is possible to keep even the largest
city content and productive.

Teclunology is a second concept fundamental to Civilization. To make the transition from
wandering hunter-gatherers to city dwellers, humankind had to possess some essential
knowledge and skills. To advance beyond the first stages of city dwelling requires a
corresponding advance in knowledge. :

At the start of Civilization, with your tribe poised on the threshold of history, they already
possess some basic knowledge. The people understand agriculture, irrigation, construction
of roads, and the construction of homes and other buildings. But thisisn’t enough knowledge
to survive through the coming ages. Learning new technologies opens the door to new
abilities. A small island-bound civilization that learns Map Making can now build ships and
expand overseas.

The time it takes to acquire new lechnology depends on how much of your trade is -
allotted to new ideas. You must choose between luxuries that make the people happy, cash
for the treasury, and technology research. The more trade allocated to this research, the faster
the next step is acquired. When enough research has been done, your civilizationacquires the
new technology and can begin working on something new. _

The world where your civilization exists is mostly unknown to you, a mystery except in
the immediate vicinity. To find out more about it you must explore. Not only is the world
hidden, but also unknown are the locations of other civilizations.
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Other civilizations, especially those nearby, complicate your tasks as ruler. Eachis ruled
by oneof your peers, and they are competing for Lhe same resources and opportunitiesas you.
They also are looking to expand and grow; at your expense if given the chance. Once contact
is made, you can no longer concentrate solely on the growth and expansion of your
civilization. Now you must assess the strength of rivals, adequately provide for the defense
of your cities in case of war, or consider making war yourself.

Successful wars can be very useful. Capturing cilies is much easier than building them
up from nothing, and may provide loot in slolen technology and cash. Weakening rivals
reduces the threat they pose. However, long, costly wars may allow unengaged rivals to
expand and grow in strength while you spend resources on arms.

To explore the unknown and contend with your rivals for the world, you can build
armies, navies, and other special units in your cities. Onceanarmy or naval unithasbeenbuilt,
t is available for movement and combat. These units extend the power of your civilization
around the world. When they enter hidden areas of the world, the shroud of mystery is
removed and that area becomes known. In this way you uncover the world, finding suitable
arcas for new cities and eventually making contact with other civilizations.

Three special units are available that can be useful to you as ruler. Seftlers are groups of
your citizens that are your pioneers. They may found new cities and also build terrain
improvements such as roads, irrigation, and mines that increase the productivity of your
cities. Diplomals are your emissaries and spies. They can establish embassies with rivals and
also perform a number of cloak and dagger tasks. Caravans are bands of merchants thal
transport the produce of your cities around the world to other cities, bringing in cash and
establishing trade routes. Trade routes increase the trade of the home city, resulting in more
cash, luxuries, and technology.

Wonders of the World are unique city improvements, usually structures, that can only
be built once in the entire world. Once a particular Wonder is built by a city, noother city can
build one. Each Wonder brings gloty lo the civilization owning it, and some unique tangible
benefit as well. For example, if one of your cities builds the Oracle, then all of the Temples
throughout your civilization become twice as effective in making the people content.

The fundamental concepts for a successful civilization are the expanston and growth of
your citics, and acquiring new technology. Ina word, you must grow. In thisdynamic world
environment, surrounded by rivals in unknown comers, there is no future in complacency
and stagnation. You must press forward on all three fronts: spread your cities out to claima
significant share of the world, increase the size and production of cach city, and strive to
acquire the latest technology. :

Your civilization cannot afford to lag too far behind your rivals inany one of these three
spheres. A sufficient number of powerful cities can maintain the quantity of your military in
any arms race. Keeping abreast of technology assures the quality. :




Banking
. (Trade & The Republic)

The Hittites of antiquity had a brief moment of glory because the technology of their
weapons was superior to that of their neighbors. But those neighbors had much larger
populations, and when they acquired the same new technology, the Hittites were ushered off
the world's stage. -

Cortez landed at the Aztec city of Vera Cruz with only a few hundred conquistadors, but
with the aid of superior weapons and diplomacy, he soon had Montezuma crying in his
chocolate. The Aztecs were deposed before they could learn the technology of the Spanish.

Do what you can to keep your civilization growing in every area. More and larger cities,
better technology, and better armies mean survival, Eachcity must be planned, managed, and
protected so that it contributes to the power and glory of your civilization.

By maintaining this pattern of growth over the years, you have the best chance of
avoiding the fate of the Hittites and Montezuma.
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BEFORE YOU START

This manual provides detailed instructions on how to play and gives informationon the
background of the topic. It applies to all computer systems, but specific references are given
foruse withan IBM system, for which the game was first designed. Interface controls generally
assume that the IBM user has a mouse. A keyboard-only IBM interface is discussed in the 1BM
Technical Supplement.

The Technical Supplement gives specific instructions for loading and /or installing the
game for your computer. Jtalso provides a reference of keys used in the game specific foreach ,

computer system.

The Technical Supplement has complete information about how to install Civilization on
either floppy or hard disks.

Study Method: You canstudy theactual controls and instructions in this manual (pages
7-88) and in the Technical Supplement. Now begin play and refer back to the instructions as
needed. -

Jump Right In Method: This is the most popular with experienced computer game
players. We recommend you at least read through Chapter One: Introduction, especially
the sections Cities and Civilizations, Interface Introduction, and Ending the Game and
Winning, but even this is not necessary. Refer to the manual’s instructions for help with
problems that arise.
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INTERVACE INTRODUCTION

Because Civilization was developed on an IBM system, the following disctssion of the
interface pertains to that version. Refer to the Technical Supplement in other versions fora
description of the interface specific for those computer systems.

The interface of Civilization is designed to take advantage of the mouse. It may be played
with a keyboard-only interface, but play is faster if you have a mouse available. (The IBM
keyboard-only interface is discussed in the Technical Supplement.)

The interface operates mainly through two main game displays, the mapdisplay and the
city display. Each of these displaysis described in detail in its own manual section. Across the
lop of themap display isa menu bar. From the menus available here you can reach additional
game functions and information not available from the displays. _

The interface relies heavily on menus that are all used in a similar manner. Labeled
buttonsarealso used in several placesto performagame functionor reach further information.

Using the Mouse: To click the mousc on somce part of the game, move the torch that is
the pointer onto the desired location and click the correct mouse button.

The IBM mouse has two buttons and the interface makes a distinction between them.
The left mouse button (LMB) is used to perform actions such as scrolling the map or
activating a unit.

Opening Menus: Throughout the manual you are instructed to pull down menus to
open themup and reveal the options they contain. To openamenu using the mouse, place the
mouse pointer on the name of the menu in the menu bar and press the LMB. If you click the
button the menu opens and stays open. Alternatively, you can press and hold the button, and
then drag the pointer down the list of menu options.

When playing with the keyboard—onl y interface a shortcut key can be used to open the
menus of the menu bar. For a list of these shortcut keys, see the Technical Supplement.

Menu Choices: Tochoose a menu option, place the mouse pointer on your selection and
click the LMB.

Alternatively, if you pull down a menu, the options are highlighted as you pass
over them. When the option you wish is highlighted, Jet the mouse button go to make
your selection.

From the keyboard, you can make menu selections by using the keypad 8and 2 keys to
mave the highlight bar up and down the menu until the choice you want is highlighted. Then
press the Return key to make your choice.

Pressing Buttons: To press any labeled button, click on it with the LMB.

Shortcut Keys: Even when using the mouse, there are places when one keystroke can
save several steps. Included in the interface are several of these shortcuts, described in the
Technical Supplement. '
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Map Interface

City Display Intlerface

Coremonial Burial

The map interface is explained in detai m the MAIUELSECUUL, LI Vap Laopiey s prps =
However, a few important commands are included here to help get started.

Map Scrolling: Click the LMB onany unoccupied map square to center it in the display.
Click the LMB on any part of the world map in the world window to center the map display

on that part of the world. ‘
Current Unit: The unit on the map thatis blinking is the current unit that is waiting for

you to give it orders. It can be moved by using the keypad number keys corresponding the
map direction you wish it to move.
The city display interface is explained in detail in the manual section, The City Display,

page 68. A few important commands are included below.
Opening/Closing City Display: Click the LMB on a city on the map to open its city

display. Press the exit button to close the display and return to the map.
Production: Press the Change button above the production box to open a menu of items

that can be built.




Game/World Options

Sctling the Stage

Difficulty Levels

PRE-GAME OPTIONS

The beginning of Civilization requires you to make a number of choices regarding the
parameters and world of the game you wish to play. To start, follow the instructions in the
Technical Supplement for booting the game. After the title and credits appear, you proceed
to the selection of the following pre-game options.

The first menu that appears asks you to choose which game to load:

Start a New Game: If this option is chosen, a new game is begun on a newly generated
world. This world resembles the Earth in land mass, climate, and rainfall. The new game
begins in 4000 BC. _

Load a Saved Game: Choose this option to load a previously saved game. As prompted,
enter the letter of the drive where your saved games are located and press the Returm key (for
theIBM). When the list of saved gamesappears, select the game you wish toload. (For the IBM,
use the keypad keys/Retum key.) 7

EARTH: Choose this option to play on Earth. Your rivals are tribes placed in their
historical locations.

Customize World: Choose this option to adjust your game world as you wish. From the
menus that appear, choose an amount of land mass, average temperatures, amount of
moisture, and starting date. The middle option of each menu is the default Earth-like world.

View Hall of Fame: Choose this option to open the Hall of Fame. For a description of the
Hall of Fame, see page 23. After viewing the Hall of Fame you return to the Game/World
Option menu.

When starting a new game, regardless of where,-a presentation of the planet’s history
precedes the game start and is shown while the world is generated. You can clear the screen

to skip this story (press the Return key or Spacebar on the IBM), but it may take some time

anyway to generate the new world.

Choose the level of difficulty at which you wish to play. A number of factorsare adjusted
at each level, including the time it takes to produce new units and the pace of technological
advance. _

Chieftain: This is the easiest level and is recommended for first-time players. The
program provides advice when the player must make decisions.

Warlord: Your rivals are somewhat tougher and technology takes longer toacquire. This

 is for the occasional player who doesn’t want too difficult a test.

Prince: Your rivals are substantially tougher and technology comes much slower. You
will need some experience and skill to win at this level. '
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Level of Competition

Pick Your Tribe

Your Name

Chemistry
(University & Medicine)

atched with you in capability. Experienced and

King: Your rivals are most evenly m
g challenge with victory

skilled players will play most of their games at thislevelasitisastron
far from foregone.

Emperor: This the most difficult level
This level can be won, but not consistently.

Choose between 3 and 7 civilizations in the world. More opponents is not necessarily
moredangerous. The fewer youropponents, the more time you have to peaceably expand and
develop beforeencounteringrivals. More opponents meansearlier contactand therisk of war.
But contact with other civilizations offers the opportunities of trade, alliances, and the spoils

of war.

and only for thosewho feel the need tobe humbled.

Select your tribe from themenu of options. Where your firstunitis placed onthe map and
the proximity of rivals is determined randomly except on Earth. In this case, the civilizations
are chosen somewhat randomly but the ones chosen do start near their historic locale.

for yourself that contains no more than 14 letters.
have finished typing it. (Press the Retumn key on
hat you can accept if you can’t think of

Type in a suitably impressive name
Enter the name into the game when you
the IBM.) The program will a suggest a name t
something better.

17
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Disasters

City Check

THE GAME TURN

Civilization is played in a scries of turns, each following a sequence of play options. As
each turn proceeds through the sequence, you direct the activities of your civilization,
including the management of your cities, the production of new units, the building of
city improvements, the movements and battles of your armies, and negotiations with
other civilizations.

Each turm proceeds through the {ollowing sequence of play.

A new turn begins with the advancing of the date. Depending on the current year, the
date advances from twenly years to one year. The current date is found in the date window
of the map display.

At the beginning of a new turn there is a possibility of a natural disaster striking a city in
the world. Any disaster that occwss is reported and takes effect immediately. Disasters can
result in loss of population or the destruction of a city improvement. Most disasters can be
prevented by a specific city improvement or technology. 1f the target city is prepared for the
disaster, then the disaster does not occur. (See Disasters, page 88).

Each city in your civilization is checked individually for production, growth, unrest,
maintenance, and scientific research. These concepts are explained in detail in the manual
chapter Cities, page 61. All steps are carried out for one city before the next is checked.

Production: If the city produces su fficient surplus resourcesto complete the item the city
is producing, that item is added to the city.

If your city does not produce sufficient resources to support all of the existing units for
which itis the homecity, units are destroyed until enough supportis available. Units farthest
away from the city are destroyed first.

Growth: If the city produces sufficient surplus food, it grows by one population point.
This added population is put to work on the city map.

Disorder If the number of unhappy citizens exceeds the number of happy citizens due -

to population growthor the destruction of a city improvement by disaster, your city goes into
civil disorder (see page 66). You receive a message reporting this condition.

If this is the first turn of disorder, you jump to the affected city’s display so that
adjustments can be made to return the city to order. If the situation is not corrected, in
following turns you are notified that disorder continues.
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Maintenance: Taxes collected from the city are added to your treasury and then the
maintenance costs for improvements in this city are deducted. If you don’t have sufficient
funds in your treasury to pay the maintenance cosls, one improvement in this city, chosen by
local Jeaders, is sold.

Note that while your civilizationasa whole may havearevenuesurplus for the turn, you
can still lose an improvement when your treasury is low. High maintenance costs for the
first cities checked may deplete the treasury and force a sale before later cities contribute their
cash surpluses. :

Scientific Research: The research contributed by this city, measured by the number of
Iighlbulbs it produces, is added tothe totalso faraccumulated by yourcivilization. If thistotal
is sufficient to acquire the technology that you have instructed your scientists to study, then
you receive a message informing you that you have obtained this new technology.

After cach city has been checkéd, you have the opportunity to move your active units,

While a unit is moving it may engage in combat. .
Each active unit is designated for movement, one after another. Each unit has the option

of moving, not moving, or delaying its move until later in the turn. For more detailed
information on moving your units, sce Movement, page 33. _

Combat occurs when a unit attempts to enter a map square occupied by a unit or city of
another civilization {(see Combat, page 35). (Exceptions: see Diplomats, page 37, and Cara-
vans, page 39.) Normally, either the attacking unit or all defending unitsare destroyed when
the combat is resolved. A victorious unit with movement points remaining may continue
moving and even attack again., .

During this movement phase youmay pause to perform all other imanagement tasks for
your civilization. You may wish to consult with your advisors concerning the state of your
Gvilization's trade, or science, or check the attitude of your population. You can examine any
or all of your cities to adjust their work force placements or production. This is the time to
change tax rales, governments, or examine the state of international affairs.

When all active units have been moved, your game turn is over and the next

civilization moves.
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Once all active uniis have been moved, your game lurnmay end. At this pointa blinking
“End of Turn” message appears in the unit identification window. So long as this message
remains visible youmay still examinecities, consult advisors, elc. Toend your lurn, follow the
prompt to continue the game. (On the IBM, press the Relurn key.) Once you choose to
continue, you cannot examine cities, etc., until the next turn.

The Find of Turnmessage may be toggled onoroff from the Game menu. Openthismenu
and choose “Options.” One of the options on thismenu is “Iind of Turn.” Thereis check mark
next to the oplion indicating that itis on and is lo appear at the end of cach turn: To turn off
the message, choose the “ind of Turn” option and the check mark disappears.

Even when the End of Turn messageis turned off, itstillappears duringany turnin which
you have no aclive uniis.

Whenthe End of Turn messageisoff, you receive no warning thattheturn isabout loend.
At the moment you move your last unit, your turn is over and the next civilization begins
to move.

Aller all of the civilizations have taken their turns, there is a brief pausc while the record
keepersand hislorians examine youracconmplishments todale, The peopleof your civilization
may reward the oulstanding success of your policics by expanding and improving your
palace. Inaddition, independent historians and chroniclers may report on where you ar your
civilization stands compared to your rivals.

Palace: As your population grows, the people spontancously expand and improve your
palace o reflect the glory that your rulership hasachicved. When the total populationof your
civilization reaches certain milestones, you may increase the size or improve the quality of
your palace. : -

Clear the screen (press Return, the Spacebar, or either mouse button lor the IBM) alter the
people offer to improve your palace. When a picture of the current palace appears, select
whether you wanl an existing part improved or a new part added. Click on a bution
below a part of the palace to improve it, or click on a button just off the edge of the palace to
add to it.

From the available parts then displayed, select the one you wish lo have built. Palaces can
be built in three styles: classical, medieval, or Middle Eastern. A minialure rendition of your
palace is shown in the palace window of the map display.

Historians: There are four historians who occasionally report on the progress of the
civilizations in your world. These reports are an opportunity for you lo judge how you are
doing. The historians are Herodotus, Pliny, Gibbon, and Toynbee.



s et s A AT N ey o T T

- ey -y . -
et 0 P 1 e £ s e 1 |

Combustion
{Refining & Explosives)

Cruiser Unit

anyone of five calegories, lisled DEIOW. § DE pubIIwu ta
those with whom you have established an embassy.
37.) However, all civilizations, knownand
le, if your civilization has the third highest
would appear at the top of the ist,

Civilizations may bejudged in
includes only the known civilizations,
(Embassies are established by Diplomats, see page
unknown, are considered in rankings. FFor examp
pupulalion but the larger civilizations are not known, you
but shown as number three in the world.

The five calegories and how they are ranked follow.
Advancement: The nymber of technology advancements ea chciv
Happiness: The number of happy people in each civilization's cilies.

Power: The total of the attack and defense faclors of each civilization’s military units.
Size: The population of each civilization.

Wealth: The size of each civilization’s treasury.

ilization has acquired,
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ENDING THE GAME AND WINNING

Civilizafion may be ended in five ways. You may quit at any time, retire at any time, be
destroyed by a rival, continue on until the game and the history of your civilization both
automatically end, or conquer the world by eliminating all other civilizations. if you retire or
let the game run its course the performance of your civilization is judged and compared
against your peers. If you have beena good manager and leader, your name may be added
to the Civilization Hall of Fame.

Although the game ends for scoring purposesa fter you win, you may continue playing
if you choose. After winning, you are offered the opportunity to keep playing if you wish to
see what more you can accomplish. No additional score is kept for this extra play.

Quitting: You may quit during your civilization’s turn by pressing the Quit key
(Alt + Q on the IBM). You must be at the map display and one of your units must be waiting
for orders (blinking on the map). You may not quit whenanother civilization is taking its turn
or from any other display. When you quit, you are given one chance to change your mind
before the decision is irrevocable. You are not shown your civilization score or entered into
the Halil of Fame.

Retiring: To retire, open the Game menu and choose the option “Retire.” You are given
onechance tochange your mind. If you proceed toretire, youare shown yourcivilizationscore
and entered into the Hall of Fame if you qualify.

Destruction: If your civilization is destroyed by one of your rivals, then the game
automatically ends. You arenot givena chance to start over in this world. Since you can have
no score, you can not qualify for the Hall of Fame. You may review a replay of the world’s
history. If you want to play again, you must start over with a new world.

Automatic Ending: A game of Civilization ends when a spaceship containing colonists
from any civilization reaches the nearby Alpha Centauri star system. All play temporarily
ceases. Your final civilization scoreis reported and you are entered intothe Hallof Fameif you
qualify. However, you da not necessarily have to quit playing. Although your score is not
recorded herealter, if you wish, you may continue playing tosee what the future holds. From
this point on you must quit to stop playing.

Conquer the World: Ifyou succeed in eliminating all other civilizations in the world, the
game automatically ends. This is the ultimate achievement possible by a civilization. You are
shown your civilization score and may be entered into the Hall of Fame. You may review a
replay of the world’s history. '
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Winning

" much more likely to win by

The Hall of Fame

or by surviving until th

You win a game of Civilization in cither of two ways: by eliminating all rival civilizations

e colonization of space begins.
d is very hard toaccomplish. You are

all other civilizations in the wor
being in existence when colonists reach Alpha Centauri. Even if
ivilization through the centuries

he successful direction of your ¢
the pollution of the industrial age, and

The elimination of

the colonists are not yours, t
is an achievement. You have survived countless wars,

the risks of nuclear weapons. .
When the game is won by either method, your skill as ruler is measured by a final

civilization score.
Civilization Score: This is the sum of the following factors, plus any bonus for space

colonists or conquering the world.
2 points: each happy citizen
1 point: each content citizen
20 points: each Wonder of the World
3 points: each turn of peace (no war anywhere)
10 points: each futuristic advance your civilization acquires (see page 48)

(-) 10 points: each map square currently polluted
Space Colonists Bonus: In addition to the above points, if your spaceship is the first to
reach Alpha Centauri you canreceivea bonus score. This is 50 points per 10,000 colonists sent,
multiplied by the success percentage of your mission. For example, if your spaceship arrives

first wilh 10,000 colonists and the success percentége of your expedition was 80%, then you

receive 40 bonus points.
Conquering the World Bonus: If you succeed in conquering the world, you receive up
to 1000 civilization points, plus a bonus for the date. The faster you conquer the world, the

higher the bonus.

The Hall of Fame records the best five ci
their civilization ranking. This ranking is
multiplied by a difficulty factor and a competitio

the higher the position in the Hall of Fame.
You can examine the Flall of Fame whenst

menu. When you retire or reach the automaticend ofa g
if you don't qualify to enter.

While at the Hall of Fame you may clear all of the current entriesif you wish. (OntheIBM,
click the LMB on the Clear button.)

vilizations that you have built, listed in order of
determined from the basic civilization score
n factor . The higher the civilization ranking,

arting a new game from the pre-game options
ame, yougoto the Mall of Fame, even
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World Geography

THE WORLD MAT |
The world surrounding your civilization is an entire planet consisting of several
anet can be generated each game or your

continents, islands, and ocean. A totally new pl
ical Earth itself. All planets are bordered by

civilization can attempt to prosper on the histor
impenetrable polar caps to the north and south, but are not bounded east and west. Moving

off the east edge brings you back onto the west edge.
As mentioned in the section on Pre-Game Options, new worlds are Earth-like in terms

of temperature, moisture, and land mass. These factors can be adjusted if you wish to

experiment with different combinations. .
You begin with almost no knowledge of the world. The wandering tribe that is the
er units) has explored only that

ancestor of your civilization (represented by one or more Setti
see nearby. The rest of the world and the other

part of the world that it occupies or can
civilizations putting down theirrootsarehidden,overthe mountains, through the forests, and
lore, they discovermore of the world’s geography,

across theseas. As yourunits move and exp
important resource sites, other minor fribes, and, eventually, the evidence of rival civilizations.

The world is divided into small independent parts known as squares. Each square
consists of aunique typeof terrain. Each type of terrain has its own economicusefulness, effect
on movement, and effect on combat. Detailed information about the terrain types is also
available from the Terrain Chart in the Technical Supplement or in the Civilopedia.

The economic usefulness of the various lerrains is important when selecting city sites.
The terrain that is close to a city produces the food, resources, and trade the city needs to grow
and be productive. Some terrain types are more valuable than others. Some may be irrigated

or mined for increased economic value, and others may be converted into another type of

terrain (see Settlers, page 37).
When selecting sites for new cities, consider the terrain types that are within the radius
62). The best city sites offer immediate food,

of the prospective city (see The City Radius, page
resource, and trade production, plus the potential for long term development.
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A brief description of the terrain types follows.

Arctic: Frozen glaciers of ice and snow found near the north and south poles. No food,
resources, or trade can be obtained here.

Desert: Very dry region that can be developed to be marginally productive. There are
some resources present that can be mined, food canbe produced if the desert is irrigated, and
roads generate some trade.

Grassland: These open lands have especially thick topsoils making them excellent food
producing areas. Food production can be increased by irrigation. Roughly half of the
Grasslands also have some resources, making them excellent city sites. Grasslands may be
converted into Forests for increased resource production.

Hills: An arca of rolling hills that offers easy access to minerals, sources of water,
pastures, and some possibility for agriculture. When mined, Hills produce excellent re-
sources. They also produce some food and canbe irti gated if necessary. Irrigating Hillsallows
the irrigation to pass on to further squares that may be otherwise cut off from water.

Jungle: These areas of rain forest and dense jungle produce relatively poor amounts of
food and 1o resources. However, they can be made much more valuable by conversion into
either Grasslands or Forest. For this reason, the long-term potential of a city site containing
several Jungles is good.

Mountains: This very rugged terrain can only produce a small amount of resources but
this can be increased by mining. Mountains make the best defensive terrain, but the
production is so low that they make a poor economic choice for the site of a city.

Ocean: Oceans produce small amounts of food, but a substantial trade. Only ships or
aircraft can enter Oceans. Landlocked Oceans arereally lakes butare treated like other Oceans
in all respects.

Plains: These openareas differ from Grasslandsin having poorersoil butbetter resources
of timber and minerals. They are poor food producers unless irrigated. Due to the presence
of resources, they make good choices for city sites. Plains may be converted into Forests.

Rivers: Rivers are great sites for starting cities and civilizations due to the richness of
riverbank soils and natural trade routes for boats. Rivers are as good as Grasslands for
producing food and always generate trade. River terrain may be irrigated to increase food
production. It was no accident that the first civilizations sprang up along rivers.

Swamp: Thesecoastal wetlands and flooded interior Jands produceonlyasmallquantity
of food. Like Jungles, however, they can be converted into Grasslands or Forest.

Tundra: These sparse lands of permafrost produce only a small amount of food from
grazing animals. Thereis noagricultureoruse for irrigation. These areas cannot be converted
to other terrain and make very poor city sites. :

Forest: These woodlands produce a modest mixture of food a nd resources. If more food
production is needed in the area, they can be converted into Plains.
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Special resources can occur in many terrains and add significantly to their economic
value. The location of these resources is marked by distinct symbols thatare uncovered as the
map is explored. More detailed information about special resources can be found on the
Terrain Chart in the Technical Supplement or under the entry for their base terrain in the

Civilopedia. A brief description of the special resources follows.
Coal (Hills): Coal deposits represent rich locations of coal or metal ores. These areas

produce greatly increased resources, especially when mined.
Fish (Ocean): Fish represent the focation of underwater banks and reefs where currents
and nutrients create excellent fishing grounds. Fishing banks produce increased amounts

of food.
Game: (Forest and Tundra): The prescnce of

available or the potential for good grazing. Game are

be improved.
Gems (Jungle): Gemsindic

valuable commodities. These are goo

from the area.
Gold (Mountain
deposils produces tremendous trade.
Horses (Plains): Horses represent
benefits of using domesticated animals suc
most recent periods of history, animals wereanimport
Oasis (Desert): The oasis is a very fertile island in t
presence of some water and rich local nutrients. Theresultisan

uantities of food.
Oil (Swamp): Oil represents t
result is a substantial quantity of resource
Note: If you convert terrain containing a sp
al resource is Jost. In some cases a special resourc

game indicates excellent food sources
as produce additional food, but cannot

ousstones, ivory, spices, salt, or other

atethe presence of preci
therefore generate substantial trade

d trade items and

}: Gold represents a bonanza of gold or silx_fer. The value of these

an increase in resources from this area due to the
h as the horse or oxen to do work. For all but the
antsource of lifting and puliing power.
he desert that takes advantage of the
area that produces substantial

he presence of mineral wealth, especiai]y petroleun. The
s. Oil resources cannot be improved by mining.

ecial resource into another terrain type, the
e that can be found in the new

original speci
terrain may appear.
1, minor tribes may also be discovered in the world. These are smaill

advanced to be civilizations. If you enter a minor tribe’s village by
moving onto it,a number of things may happen. You may discover valuable metals, the tribe
may becomea mercenary u nitin yourarmy, youmay discovera scroll of ancient wisdom that
advances your civilization, your magnificence may inspire them to become civilized and
found a new city in your empire, Of they may prove to be‘extremely violent barbarians.

During exploratior
tribes that have not yet

TR EIREPWECI R i DEN
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This is the display most commonly used during play. From here you control the
movement and combat of units throughout the world, monitor the moves and development
of other civilizations, and summon the reports of advisors. From the map display you can
examine the known geography of any part of your empire or those of your rivals. The map

display consists of six parts: the map window, the world window, the menu bar, the palace
window, the status report, and the unit identification window.

The large map window in the display shows one pait of the world map in detail. Here
you can examine the terrain, control the movements of units, scout sites for new cities, and
prepare war plans.

When your civilization is just getting started, most of the world is unknown. The map is
covered and hidden {rom view. As your units move and explore, the hidden areas are
discovered and the map fillsin. 1t is usefu! to uncover the world quickly to find good areas for
expansion, absorb any minor tribes nearby, locate opposing civilizations, and determine

likely avenues of approach by enemies. _
There are a number ways to quiddy
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change maps and otherwise look at different
arts of the world. These are described be-
Mo B low. (Interface controls are explained for us-
ing a mouse with an IBM system.)

Change Maps: You can quickly scroll
around the world changing themap visiblein

- the map display. (On the IBM, click the LMB
onany visiblemapsquare and themap scrolls,

1 ol tal i . e -
AR f‘f" ‘ > cenlering on the square you selected ) Seethe
48 53, Mo, o . i -
A ;:,‘a‘:-;'fh'r{:‘; lape section Worid Window below for another
AR AN ,
e T Winden way lo quickly change maps.

Center on Unit: You can center the map
on the unit now waiting fororders (blinking),
regardless of where it is in the world. 1f the
wailing unit is not visible, the map scrolls so
that the unil appears centered. P'ress the Cen-
ter key. (On the 1BM, press the C key.)

T
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World Window

Moenu ba

. press Return {on the IBM). The map scrolls an

Find City: You can center the map onany known city in the world. Pull down the Game

menu from the menu bar and choose the option “Find City.” Typein the name of the city and
d centers on the city. If you have not yet

f you try lo find it using this method.

discovered the location of a city, nothing happens i
just enough letters to

Note that you need not type in the entire name of the city,
distinguish it from any other city in the world.

This window in the top left of the display shows amap of the entire world. It is centered
on the part of the world curren tly showninthemap window. Aboxis positioned on this world
map (colored white on the IBM) to show what part is now visible in the map window.

In the early days of your civilization, while most of the map is still unknown, the world
window is of little help in showing where you are located in relation to other islands and
continents. Because this window centers on the map display, if most of the world is hidden
you cannot know where the polar caps are or even what hemisphere you occupy. You may
bequitenearoncofthepolarcaps but not know it. After some exploration, youcanbetter judge

your location and that of your rivals.

Map Scrolling: You canuse the world window tospeed the scrolling of the map display.
(On the IBM, place the mouse pointer in the world window on the part of the world that you
wish to center in the map window and click the LMB. The world window shifts and the map

window scrolls to center on the position you poinled to.)
ereorders may be passed

The menu baris found across thetop of themap display. Fromh
are ivemenusavailable:

o units and various reports fromadvisorsmay besu mmoned. There

Game, Orders, Advisors, World, and Civilopedia.
The Orders menu lists any special commands that can be given to the unit waiting, for
orders, in addition to normal movement commands. Refer to the manual section Additional
Orders, page 36, for a description of the commands possible.
The Advisors and World menus contain special reporls that can be requested from your
various advisors. Refer to the manual section Advisors/World Reports, page 46, for a

description of these reports.

The Civilopedia menu gives
quickly obtain information on many Jiff
units, terrain, elc. See the manual section Civilopedi

information available.

access to the on-line encyclopedia of Cruilization. Use this to

erent topics such as technology advances, military
a, page 51, for a description of the
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The options available from the Game menu are the following.

Revolution!: In order to change your civilization’s type of government, you must have
a revolution. The government goes into Anarchy for a period of turns and a new type of
government may be chosen. You must have acquired speciflic technologies to choose a type
of government other than Despotism. Fora detailed explanation of this option, see themanual
section Governments, page 43.

Tax Rate: The trade that cities generate arrives as luxury goods,-tax revenue, and new
ideas (technology research). Here you can change the percentage that becomes tax revenue.
See Trade Rates below for more information.

Luxury Rate: Changethe percentageof trade broughtimas luxury goods.See Trade Rates
below for more information.

Find City: Choose this option to locate a city in the world. Type in the name of the city
you wish to find. The map window centers on the city.

Options: Choose this menu option to turn on or off some game features. Features
available are Instant Advice, Autosave, End of Turn, and Animations. A check mark next to
the feature indicates that it is on. Choosing an option that is on turns it off and vice versa.

Instant Advice provides some helpful hints for new players. The Autosnve feature
automatically saves your game every 50 turns. When End of Turin is on, a message reports the
end of each turn and must be cleared for the game to continue. If you have no active units, this
message appears whether toggled on or off. Animations may be on or off.

Save Game: Choosing this option stops play tosave your game. (On the IBM, follow the
prompts for entering the drive where you wish the game to be saved.)

Retire: Ends the history of the civilization you now rule, calculating your score. If the
score is high enough, you may enter the Hall of Fame. Note that your civilization is lost if not
saved first.

Quit: Ends the history of the civilization you rule. No score is calculated and your
civilization is lost if not saved first.

This window presents a miniature rendition of your palace. Its breadth and grandeur is
a depiction of how well your civilization is progressing. If your civilization prospers and
grows, the people recognize the glory of your rulership by periodically improving and
expanding your palace. The relative magnificence or shoddiness of your palace is displayed
for you, your advisors, and international emissaries to see.

For more information on the palace, see the section Palace, page 20.
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The entries and symbols here report the current dale and several facts concerning the

status of your civilization.
Date: The date is reported in years plus the notation BC or AD. The normal game begins
1114000 BC. Each turn represents the passing of somany years, depending on the current date.

Treasury: The amount of cash in your treasury.

Population: The size of your civilization’s population. -
Trade Rates: The three numbers separated by periods are your trade rates. The first

number is the percentage of your trade that provides luxuries. The second rate is the
percentage that becomes tax revenue added to the treasury. The third rate is the percentage
put towards new ideas to help learn new technology. :

Luxury goodsare the cultural pleasures like music, art, sports, and the theater that people
come to enjoy when they have leisure time. The more luxuries that can be provided, the more

happy citizens in your cities.

Taxrevenue goesintothetreasury and is needed to maintain existing city improvements.
Excess taxes over maintenance needs sccumulate in the treasury and canbespent later. Taxes,

especially high ones, tend to make the people unhappy.

The more new ideas and scientific research accomplished, Lhe faster ncw technology

is acquired.
Each of the three by-products of trade hasiits benefits. As time passes and cities grow, you

may have to adjust the trade rates often to provide a minimum amount of taxes and science
S : research while keeping the population contentasa whole. To

adjust trade rates, pull down the Game menu and choose
either the Tax Rate or Luxury Rate option. By setting these

ol E two rates, the science rate is set by default.
New Ideas: This scientific research indicator, shaped

like a light bulb, shows how near you are to making a
civilization advance. The nearer you get, the more the light
bulb fills in (yellow on the IBM). When the bulbis full (bright
yellow), it is on, indicating that you have acquired a new
technology. Once the new ideais reported and your scientists
are sent off to study something else, the light bulb is turned
off. As your scientists progress, it gradually turns on again.
For more information on civilization advances, see Science

Advisor, page 48.

3i




o g p— - ——

.HW.K . M Pm —

__pen pome | peas . e e s

Vi dony

ERTTRITIEN

booit 1 e

Selegan Fatie

Wi cpne il [onainipee

Phooyud il

Terr, i £ i

Fhe Uil

Lleenydibiealion

Fhe Vit lentifention Window

Environment: The environment indicator is the sun, and its color shows how great is the
risk of global warming. When there is no risk of global warming, the sun indicator is not
present. With the first case of poliution, the sun indicator appears (colored dark red on the
JBM). If poliution continues, the color gradually changes (on the IBM to light red, yellow, and
then white). 1f pollution is not brought under control when the indicator is brightest (white
on the IBM), the planet suffers a bout of global warming and then the indicator reverts toa
cooler color reflecting the new equilibrium.

Poliutionand environmental problems can also be caused by nuclear reactor meltdowns
and fallout from nuclear weapons. For more information on pollution and global warming,
see the manual section Planetary Caretaking, page 52. '

The information reported here refers to the unit currently waiting for orders. This is the
unit blinking. If the unit is not visible, press the Center key to center the map so that it is. (On
the IBM, press the C key.) -

The following information is shown.

Nationality: The name of your civilization, the one to which the unit belongs.

Unit Type: The type of unit and whether it is a veteran or not.

Movement: The number of movement points the unit has remaining to use. ifyou are
finished moving a unit that has movement left, press the Pass key {the Spacebar on the IB3BM)
to skip to the next unit. .

Note that points are shown in thirds after the decimal point when moving along Roads
because Roads triple movement. For example, a unit that begins with 1 movement pointand
moves one square along a Road would be shown with .2 movement points remaining.

Also, units beginning on a square containing a Railroad
and moving along the Railroad spend no movement points.

Home City: The name of the city that is supporting the
unit and normally the city where it was built. You may
transfer a unit to another city by moving it there and pressing
the Iome City key (the F key on theIBM). This may be useful
whenoneof your cities is threatened with capture becauseall
units supported by a captured city are destroyed.

Terrain: The terrain type of the square the unit is cur-
rently in. This terrain report disregards the presence of a city
but does mention other improvements such as irrigation,
¥ roads, railroads, etc.

Other Units: At the bottom of this window are shown
any friendly units that also occupy this square. Units within
- aheavy black borderare fortified. Units thatare [aded outare
- on sentry duty. :
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SETTEERS, SOLDIERS, AND EYN AN AR

As ruler of your civilization you decide what military units to build, where to deploy
them, and whento fight. Inaddition you control parties of Settlers looking to fou nd new cities,
Diplomats, and Caravans seeking to establish trade routes.

Through the years a majority of your time is spent moving and positioning armies. A
strong militaryis required firstfor defenscagainstrivalsand barbarians. They are alsotheeyes
of your civilization, exploring the world as they move. They can also serve you by defeating
the armies of your rivals and conquering their cities.

Armies can be groun d military units (Legions, Cannons, and Armor for example), naval
units (Triremes, Tronclads, Battleships, etc.), or air units (Fighters and Bombers). Also
available are four special units: Settlers, Diplomats, Caravans, and Nuclear units. All unit
types available are described in the Civilopedia section Military Units.

After founding your first city, you may have the technology to build only two types of
unit, Militia and Settlers. As your civilization acquires new technology, additional unit types
become available for building. All new units that are built appear at the city where they are
constructed and are available lo be moved from that point. :

All military units and Settlers have an attack factor (A), defense factor (D), and movemeint
factor (M), The attack and defense factors indicate the army’s relative strength when attacking
and defending. The movement factor indicates how far the unit may move. In addition to
moving and fighting, there are additional orders that a unit may be given.

Each turn, you may give orders to your units, one at a time. The unit waiting for orders
blinks on the map. Thereare several order options available: move the unitacross themapup
to the limit of its movement factor, skip the unitifyou prefer tomoveitlaterintheturn,orhave
it do nothing this turn.

In addition you may order most umits to fortify or go on sentry duty. Fortified or sentry
units no longer require orders. In future turns they carry on and do not blink, waiting for
orders. If you wish to move {hese units later, they must be activated individually.

Moving Units: Units may be moved up to the limit of their movement factor. The cost
to enter a map square depends on the terrain. Roads and Railroads speed the movement of
ground units. When an unit is unable to complelea movement order because it doesn’t have
enough movement points to proceed, its movement is finished for the turn. The map then
centers on the next unit waiting for orders.

(On the IBM, units are moved across the map by using numeric keypad keys 1-9, but not
5. Units may be moved in any of eight directions corresponding to these eight outside keys.
For example, pressing the 2 key moves the unit one square towards the bottom of the map.)
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Skipping Units: To skip a unit temporarily, press the Wait key (the W key on the IBM).
This passes youon to other units waiting for orders and returns you to the skipped unit after
all others have had a chance to move.

No Movement: To order a unit not to move, press the No Movement key (the Space Bar
on the IBM). The map centers on the next unit needing orders.

Activating Units: Fortified units and those on sentry duty must be activated to receive
movementorders. (OnthelBM, placethemouse pointer on the square and click the leftmouse
button. This opens a menu displaying all units in the square. Click again on the icon of any
unit you wish to activate.) Fortified or sentry units within a
city must be activated from the city display- see page 76.
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Movement Restrictions Diagran Sentry units are also activated when enemy units move

adjacent to them. :

Movemerit Restrictions: Ground units (all non-ship, air,
or nuclear units) normally move only on Jand. They may
move over sea squares, but only by naval transport (see

e oow S ui sen son S se R pen sl S

below). Ships may not enter squares entirely made up of land
except cities that are on the coast. Air units may move over
Jand and sea squares, but must land on a friendly city square
or Aircraft Carrier unit to refuel.

Ground units may not mave from one square adjacent to an
eneniyarityor ity directly toanother such square. The prohibited
squaremay beadjacentto the first enemy army, anotherarmy

(event one from another civilization), or any enemy city.
Ground units may move into such a controlled square if a
friendly unitis already there. Air units, ship units, Diplomats
and Caravans ighore these restrictions.

Notes:

Naval Transport: Ground units may be carried over
sea squares only by Triremes, Sails, Frigates, or Transports.
Refer to the Civilopedia for specific information about these
ship units.

Units may load onto a ship by moving onto it from an
adjacent Jand square. Also, units on sentry duty ina city with
a ship automatically joad when the ship leaves. Units aboard

ship are on sentry duty.
Units may unload when activated fromsentry duty and

B

1. X moves are okay if those squares alread . .
contain an army frgm your civilcilzz:tion. ) y adjacentto land. They can be activated by the normal method

2. Movement restrictions do not apply to ships, air
units, diplomats, and caravans.

of activation or by pressing the Unload key when the trans-
porting ship is blinking. (On the IBM, press the U key.)
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Conseription
(The Republic & Explosives)

Riflemnen Unit

Combat occurs when a unit fromone civilization attempts to enter a s(juare 0CCu pied by

Consbeit | a unit of another civilization. When this happens a battle is immediately resolved, resulting

in the destruction of one army or the other. When more than one unit is in the defender’s
square, the unit with the highest defensive strength defends. If it loses, then all other armies
stacked with it are destroyed as well. Successful attackers that have a full movement point
remaining after combat advance into the defender’s square.

Theimportant factors in combat are the attack and defense strengths of the combatants,
the presence of veterans, the terrain occupied by the defender, and any defensive
improvements in the square. After all of these factors are considered, the combat is resolved
as a simple calculation. ‘ .

Forexample,ifa Chariot (attack factor 4) attacks a Phalanx (defense factor 2), the Chariot
lhas a 66% chance of winning (4 out of 6) and the Phatanx 33% (2 out of 6). 1f both units were
veterans, theoddsare6to3. Ifbotharevelerans and the Phalanx was behind City Walls {which

triples the defense factor), the odds are 6 to 9.
Shore bombardments, city attacks, nuclear attacks, and bribing enemy armies (sce page

39 below) are special types of combat.

Attack Strength: The basic attack strength of all armies. This full strength is brought to

bear so long as thearmy hasat Jeast one movement factor remaining from movement. Armies
- with less movement available may still attack butare penalized. Armics with highmovement
rates may make several attacks each turn at full strength.

Defense Strength: The basic defense strength of all armies.

Veteran Status: Veteranarmies have their attack and defensestrengths increased by 50%
before any other modification. Armies become veterans when built at cities containing the
Barracks improvement, ot they may become veterans after winning a battle.

Terrain: Many of the world terrain types increase the strength of defenders. See the
Terrain entries in the Civilopedia or the Terrain Chart in the Technical Supplement for details.

Fortified Armies: Ground armies may fortify themselves, increasing their defense
strength by 50%. Anarmy that has any movement points remaining may be ordered to fortify

on any land square by pressing the Fortify key (the F key on the IBM).
Improvements: Armies within a Fortress have their strength doubled after all other

modifications. Armies inside a city containing City Walls are tripled in strength. Cities
protected by City Walls do not suffer population losses.

Attacking Citiess When a defender in a city is destroyed by ground attack, other
defending units present are not destroyed. However, the population of the city is reduced by
onepointunlessthecityis protected by City Walls. Populationlossdoesnotoccur duetonaval

or air attack, but is affected by nuclear atlack.

35
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Additional Credos

Forlress (see page 37)

&

Shore Bombardments: Naval units with attack factors, other than Submarines, may
attack enemy armies on adjacent land squares, including cities. Naval units in cities may
defend against attack. ' _
_ Nuclear Attacks: Nuclear attacks occur when a Nuclear unit attempts to enter a square
occupied by enemy units or an enemy city. In either case, all units, regardless of civilization,
in the target square and adjacent squares are destroyed. In addition, a city Joses half of its
poputation. Nuclear attack can only be stopped by the presence of an SDI Defense

improvement in a city.

Units may be givenanu mber of other orders besides movement (and combat caused by
movement). Settiers and Diplomats may be given unique orders explained later.

Go To: Orders an army {0 proceed o a destination square as fast as it can. The army
continues moving turnafter turn until it arrives. Press the Go To key (the G key on the IBM),
and then designate the destination square. (On the IBM, point o the square with the mouse
pointer and press the LMB.}

Home City: Ordersa unitto changeits homecity. Move the unit to the desired new home
and press the Home key (the H key on the IBM). Air units in flight may use this key to move
to the nearest friendly city. Press the Home key while the air unitisin flightand it immediately
moves to the nearest friendly city or Aircraft Carrier. If the air unit does not have enough
novement remaining to reach the nearest base, it crashes instead.

Sentry Duty: A unit on sentry duty is marked by a faded icon on the map. It no longer
blinks each turn waiting for new orders. Sentry units are activated as explained above (see
page 34). Sentry units automatically board any transporting ship that Jeaves a city they
occupy. To putan army on sentry duty, press the Sentry key (the S key on the IBM).

Disband: This order disbands the unit receiving it, removing the unit from the map and
city records. To disband a unit, press the Disband key (the Shift + D keys on the IBM).

Pillage: Thisorderdestroysany terrainimprovements (irrigation or mines) presentin the
square thearmy occupies. Roadsand railroadsare unaffected. To pillage, press thePillagekey

(the Shift + P keys on the IBM).
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serve as enginecrs.

New Cities: To foundan

key (the B key o1
become the popul

" Gettlers are groups of your most resourceful and adv
Settlers | pioneers they perform two cri

enturous citizens. As inacpenaeiit

tical functions for your civilization: they found new citiesand -~ .

ew city, movea Setiler to thedesired locationand press the Build
| the IBM). The Settler disappears because the people it represents have
ation of the new city. Hlowevet, in the future the

new city can be ordered to

produce more Seitlers that can be used to found additional citics.
The Build order can also be used to grow an existing city. Move a Settler intoan existing

city and pres
population. T

be used to produce Settlers whomigratetoal
put to work. However, Settlers may notbeadd

points or more.

Settler Engineers: Settlers can m
ivilization, acting as engineers. Place the Setler in the squ

ments for yourc

is to be done and press the correct key (see the
possess certain technologies before some improve

e e e m et 2 S ot = A =

Key (IBM)

Trrigation(l)

Irrigakion(l)
Fortress(F)

Mining(M)

' Mining(M)

Pol]ution(P)

' Road(R) :
Road(R)

~ Improvement
Trrigate agricultural lands
{Piains, Grasslands, Desert, Hills,
and Rivers)

" Clear land for agriculture
(Forests, Jungles, and Swamps)
Build Fortress (any land square -
must have Construction)
Excavate mines
(Mountains, Hills, and Deserts)
Restore forests (Plains,
Grasslands, Swamps, and Jungle)
Clear pollution
(any polluted land square)

Build Road (any land square)
Build Railroad (any Road square -
must have Railroad technology)

ke ML nb gy = term =T

Lo

s the Build key. The Settler is absorbed into the city, adding one point to its
his may be useful when one city is limited in its ability to exp

and. This city can

arger more useful city where the Settlers can be
ed to cities that already contain ten population

ake a number of agricultural and industrial improve-
are where the work

box below). Note that your civilization must
ments can be built. :

i )ilnlumnt:;

Diplomats are unique units that can be very useful to
your civilization. They may act as trade missions, ambassa-
dors, envoys, secret agents, and saboteurs. They can open
contacts with other civilizations and establish embassies {0
gather information about your rivals. They can act as spies,
stealing information and otherwise disrupting your rivals.
Theycan bribeenemy armies. When your civilization obtains
the technology of Writing you can build Diplomats.

Be aware that enemy Diplomats can be used against
your civilization.

Diplomat Movement: Diplomats may move past en-
emy armies wilthout stopping. Iowever, ifanenemy military
anmy enters the square occupied by the Diplomat, the Diplo-
mnatis almost always destroyed. Diplomats may travel over-
seas in ships as other armies do.

3
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Markelplace .

Diplomats (and Caravans) aretheonly units that can enter defended enemy cities. When
a Diplomat enters an enemy city a menu appears listing tasks that can be performed:
Spy on City
Establish Embassy
Steal Technology
Industrial Sabotage
Incite A Revolt
Meet With King

Spy on City: This opens the enemy's city display. You can examine what armies are
defending it and what improvements have been made. When you clear the city screen {press
the Return key or either mouse button on the IBM), you return to the map display but your
diplomat has been eliminated,

Establish Embassy: The Diplomat establishes official contact with the other civilization
and continually reports thereafter its type of government, treasury, the name of its capital
city, treaties with other civilizations, states of war, and technology advances the Diplomat
uncovers. Lists by historians of outstanding civilizations only include those with whom
you have established embassies. It is only necessary to establish an embassy once with
any civilization. : :

Steal Technology: Your Diplomat steals one technology advance from the other
civilization. This can only be done once per city and your Diplomat disappears in the process
(his cover is blown). If you havealready stolen from thiscity, the Diplomat loses its turn. If the
enemy civilization has nothing new then the Diplomat loses ils turn.

Industrial Sabotage: Your Diplomat destroys either the item currently under produc-
tion by the city or one of the city’s improvemen ts. You cannot control what is destroyed. The
Diplomatis lostin the effort. Destroyinga critical improvement may throw thecity intounrest
(Temple, Cathedral), weaken ils defenses (City Walls), or cut its production (Factory).
Diplomats never destroy Wonders of the World.

Incite A Revolt: Your Diplomat contacts dissidents within a city and for a suitable
payment the ity revolts and joins your civilization. The payment torevoltdependsonthe size
of the city and its proximity to the civilization's capital. Also, a city in civil disorder revolts for
less. Your Diplomat is lost in a successful revolt but escapes outside the city if you refuse to
pay the cost. The revolt also fails and your Diplomat survives if you don't have enough cash.
Enemy capitals do not revolt.

Meet With King: Your Diplomatopens negotiations with theenemy ruler. This may lead

" to offers for trading technology or for making treaties. Your Diplomat is not lost.




Bribing Enemy Units: You may convince an enemy unit to derect anu joui yuus
civilization by moving a Diplomat into its square. A menu appears showing how much the
army demands to defect. If you accept, the cash is deducied from your treasury, the army
switches over, and the Diplomat survives. If you fail to make the payment, the Diplomat left
on deposit is lost. When more than one enemy unit is in a square, bribery is not possible.

The nearest friendly city becomes the home city for a newly bribed unit (see Home City

Roster, page 75).

Caravans are shipments of trade goods and materials. Over time they represent camel

Caravans caravans, wagon trains, truck convoys, and cargo containers. They may be used to establish
trade routes between cities or to transfer resources for the construction of Wonders Of The
World. They become available once you have achieved the technology of Trade.

Trade Routes: A Caravan thatenters any city of another civilizationora friendly city ten
or more squares away from its home city may ostablish a trade route. This results in an
immediate cash payment for delivery plus an increase in the trade gencrated each turn. This
increased trade means more Juxuries, taxes, and science for the home city.

: Eachcity mayhaveuptothree functioning traderoutes. Ifmore than threeareestablished

: only the best three function. '

; The amount of trade generated depends partly on the size of the two cities. Bigger cities
enerate more trade. Trade is best with a city in another civilization. Next best are friendly

1 cities. The farther apart the two cities are, the greater the value of trade. The value is also

| increased when the cities are on different continents.

? Caravans can move into any city they can reach. When at war it may be difficult to

;

smuggle goods into an enemy city without being destroyed. Caravans may be transported
overseas in ships as other units are, but cannot be landed into a city directly froma ship.

Building Wonders: A Caravan may contribute its construction cost in resources to the
‘ cost of building any Wonder of the World by moving the Caravan into the city where the
‘ Wonder is being built. When the Caravan enters, a menu offers the choice of contributing to
the construction or not. If you decide to help build the Wonder, the Caravan disappears and
the resources used to build the Caravanare added to the production of the Wonder, speeding

Demaocracy its completion.
(Philosophy & Literacy)
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Ntitary Lnits

Vlectricity
(Metallurgy & Magnetism)

The following are the military units that can be built by your civilization. Thereisa brief
description of each unit, including any special abilities. The three numbers shown after the

“unit's name are its attack, defense, and movement factors. In parentheses after the name is

shown the advance required before each unit can be built. In brackets is shown the number
of resources it takes to build each unit.

Armor10-5-3{the Automobile) [80l:agroup of tanks, orotherarmored fighting vehicles.
Due to its high attack factor and speed, Armor is one of the best units for conducting
ground campaigns.

Artillery 12-2-2 (Robotics} [60): a group of self—prnpelled, heavy caliber artillery pieces.
Defenders are not tripled behind City Walls when attacked by Artillery because the guns fire
over the walls. '

Battleship 18-12-4 (Steel) [160]: a heavily armored and gunned warship. Battleships
have a visibility range of two sea squares and may conduct shore bombardments (see page
36). They may not carry ground units.

Bomber 12-1-8(16) (Advanced Flight) [120): a group of long-range aircraft designed to
carry and drop bombs. Bombers may stay airborne for one turn but must return to a base (a
friendly city or Carrier) by the end of the second turn. They have a visibility of two squares
over any terrain. Bombers ignore City Walls in the same manner as Artillery. They may only
be attacked by Fighters. Other units may not entera square occupied by a Bomber, so they are
useful for interdicting enemy movement.

Cannon 8-1-1 (Metallurgy) [40}: a group of carriage—mounted, smoothbore cannons.
Cannons are excellent units on the attack and their arrival often opens a new round of offensive
wars, especially when accompanied by Riflemen who can stack with them for defense.

Carrier1-12-5 (Advanced Flight) [160):an aircraft carrier is capable of acting as a base for
Bombers, Fighters, and Nuclear units. Carriers may carry up to eight air units and have a
visibility of two sea squares.

Catapult 6-1-1 (Mathematics) [40]: a group of siege weapons designed to throw rocks
and other materials with great force. Catapults are useful in the defense and attack of cities,
but are weak when left alone on defense.

Cavalry 2-1-2 (Horseback Riding) [20]: 2 unit of mounted soldiers. Cavalry are usefulas
scouts and raiders because of their speed.

Chariot 4-1-2 (the Wheel} [40}: a group of light carriages, normally mounted on two

* wheelsand each carrying a driver and warrior. Chariotsarea powerful weaponon the attack

but very weak on defense. They are also useful as scouts because of their speed.

Cruiser 6-6-6 (Combustion) [80):a very fastand moderately powerful warship. Cruisers
havea visibility of two sea squares and may conduct shore bombardment (see page 36). They
may not carry ground units.
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(Engineering & Electricity)
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* Fighter$-3-10 (Flight}[60]:a squadron ofHighleramrCrait Ligieis s s s
for attacking enemy Bombers. Fighters must returntoa friendly base by theend of each turn.

Frigate 2-2-3 (Magnetism) {40}: a fast sailing warship armed with a substantial number -
of guns. Frigates may carry up to four ground units (see naval transport 34).

Ironclad 4-4-4 (Steam Engine) {60]: a fast, steam-powered ship armored with iron
plating. Ironclads may not carry other units. Tronclads are most useful for attacking enemy
ships and less s0 for conducting shore bombardments.

Knights 4-2-2 (Chivalry) [40}: a group of armored warriors mounted on large
po‘werful horses. Knights are often a useful combination of speed, defensive strength, and
offensive strength.

Legion 3-1-1 (Iron Working) [20}: 2 well-train
shields, short swords, and throwing spears. Legions

relatively inexpensive. -
Mechanized Infantry 6-6-3 (Labor Union) [50]:a group

armored vehicles like the Bradley. Mechanized infantry is t
the game, useful for defending cities or other important points. It

and excellent speed. '
Militia1l-1-1() [10):a band of citizens armed with crude weapons, mostly tools and farm

implements. Militiaare normally theonly militaryu nit that you can build whenstartinganew
civilization and are only a SIOPgap until better units become available.
Musketeers 2-3-1 (Gunpowder) [30]: a company of infantry armed with muskets. Due
to their higher defense factor, Musketeers are useful for replacing Phalanxes in positions that
need to be defended. '

Nuclear 99-0-16 (Rocketry & Nuclear Fission) {160} missile weapon armed with a
nuclear warhead. A Nuclear unit can only be built after the Manhattan Project Wonder has
been built somewhere in the world. A Nuclear unit may move between cities and Carriers. It
is lost if it does not end its turninacityorona Carrier, and does not attack. ltexplodes when
:t attacks an enemy unitorcity. A Nuclear attack destroysall military unitsin thetargetsquare
and adjacent squares, regardless of who they belong to. Nu clear attacks may also destroy city
populations and cause pollution (see Nuclear Weapons, page 53). '

Phalanx 1-2-1(Bronze Working) 120}:a company of infantry armed withlong pikesand

very strong on the defensive. Phalanxes are very good for defending cities and other

important points early on.Noothertype ofunitisas costeffective for defense until Musketeers

become available.
Riflemen 3-5-1 (Conscription) [30]: a company of infantry armed with rifles. Riflemen

are excellent defénders of citics and other points, and useful for replacing Phalanxes

and Musketeers.
Sail 1-1-3 (Navigation) {40k a small ship powered by sails and lightly armed. Sailing

Ships may carry upto three other units by naval transport. They are very useful for exploring
the oceans because they are not restricted to staying near the coasts.

ed force of infantry armed with
are good offensive units that are

of modern infantry mounted on

1c best defensive gmund unitin
alsohasa good aitack factor
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Submarine 8-2-3 (Mass Production) [50):a warship designed toattack fromunderwater
by firing torpedoes al enemy ships on the surface. Submarines have a visibility of two sea
squares and can only be spotted by enemy ships when adjacent. They may not carry ground
units or conduct shore bombardment.

Transport 0-3-4 (Industrialization) [50}: a large, modern transport ship. Transporls
may carry up to eight other units and are very useful when carryinga large force to conduct
an invasion.

Trireme 1-0-3 (Map Making) [40): a small ocean-going ship powered by oars. Triremes
are lost at sea approximately half of the time when they are not adjacent to land at the end of
a turn. They are normally the first ship that becomes available, and are thus very useful for
exploring theseaand tra nsporting Diplomats, Caravans, and other units to nearby continents.

Barbarians are small fribes of raiders that are not part of any opposing civilizalion. (For
the IBM version, they are always red units.) You may encounter them periodically as your
civilization begins to expand and grow. They may invade from the sea or arise suddenly in
unsettled partsof any continent. Barbarians may attempttocaptureor destroy yourcities,and
pillage your fields and mines.

Because barbarians may appear along any coast or in any unsettled area, it is important
to defend cities. It may also be useful to screen your cities from unsettled areas so that any
barbarians that appear may be intercepted before they reach your cities.

Most barbarian tribes are accompanied by a leader who may be ransomed if captured.
Barbarian leaders look like Diplomats.

Sea Raiders: Barbarians that invade from the sea are Jooking for a place to settle. They
search for citiesand attempt tocapture them. They do notpillage minesand irrigation because
of their interest in making a permanent settlement. If they capture acity, they take itover and
begin producing more unils to make new assaults. Sea raiders can be fought on land or
engaged at sea in their ships.

Land Barbarians: These raiders are interested only in loot, not permanent settlements.
This makes them very harmful as they pillageany mines or irrigation they encounter. 1f they
capture one of your cities, they utterly destroy it. For these reasons, land barbarians are best
engaged as far from your cities as possible. '

[ and barbarians arise in areas that are not within the radius of a city. As time passes they
appear at even farther distances from civilization. Thus, expanding your cities over a
continent eventually removes the threat of barbarians appea ring because the entire area has
become more or less civilized by the presence of your cities.

Ransoming Barbarian Leaders: Ifa barbarian leader is alone in a square and you attack
him and win, he is captured and immediately ransomed for 100 coins. The money is added
to your treasury. When barbarian unitsare attacked and destroyed, leader units stacked with
them are destroyed also. Barbarian leaders who have lost their armies attempt to escape and
disappear if not captured ina few turns.
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To assist in the management of your civilization there is a system of government. There
are six types of government possible but the ones available to you atany moment depend on
the technology that your civilization has achieved. One type of government, Anarchy, only

occurs under a special circumstance.
- When beginning a new game your civilization isautomatically governed by Despotism.

The additional types become available when the specific civilization advance bearing their
name is made. (Exception, see the Wonder of the World, the Pyramids, page 84.)

The different types of government each have their own unique effects. Some allow
greater personal and economic freedom resulting in fast growing trade, science, and econo-
mies, while others are better suited to building and employing large armics.

Governments are changed by reoolutions.

o

cem The 6 governments available for a civilization are:

P Despotism
Anarchy
Monarchy
Communism
The Republic '

Democracy -
Despotism: You ruleby absoluie power. The peoplejt

willis enforced by the army. Due to the minimal amount of
roduction is ata minimum. But your total control makes conducting war relatively easy.

Military unitsdonot require resource supportuntil the number of units making this their
home city {shown in the home city roster, see page 75) exceeds the number of people in the
city. Each home military unit in excess of the number of people in the city requires one unit
of resources for industrial sup

port. Diplomats and Caravans do not require support.
g s e T T Inaddition, any map square that produces thr

ee or more food, resources, O trade hasthis
roduction reduced by one. For example, a mine that normally produces three resources
roduces only two under Despotism.

Seitlers require one food for support. -

Anarchy: You have temporarily lost contro
their own but some important operations of your civilization come to
rostored. You are able to continue controlling the movements of your units.

Anarchy has the same effect as Despotism wilh several exceptions- no tax revenuce is
collected, no maintenance is charged for city improvemen ts,and no scientific researchis done

while Anarchy continues. Anarchy only occurs during, revolutions.

st havetolive withit because your
economic and personal freedom,

fepbomaves
(Gunpowder & Chemistry)

1of government. Cities continue tooperateon.
a halt until control is
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Vendalizm
{Masonry & Monarchy)

Monarchy: Your rule is less absolute, and more with the acceptance of the people,
especially an aristocracy of upper class citizens. The aristocratic classes at least have a certain
amount of economic freedom and this results in the potential for greater production of
resources, food, and trade. However, the upper classes deduct a share of your civilization's
production as maintenance for military units and luxuries in the larger cities.

Under a Monarchy, there is no reduction of production in squares that produce three or
more units of food, resources, or trade. Irrigation of Grasslands and Rivers, plus mining of
Hills can now pay off with increased production. Allmilitary units must be supported by one
unit of resources. Settlers require two food for support.

Communism: You are the head of the communistic government, and rule with the
support of the controlling party. Although this form of government allows more production
than despotism, the orthodoxy of the party restricts personal and economic freedom,
limiting trade. On the plus side, corruption is kept to a minimum by the action of the local
party apparatus. _

Communism has the same effect as Monarchy except that corruption is flat. Instead of
increasing the farther a city is located from the Palace, all of your cities suffer the same rate of
corruption. (For further discussion of corruption, see the manualsection Corruption, page 71.)

The Republic: You rule over the assembly of city-states formed from the cities that your
civilization has established. Each city is an autonomous state, yet also is part of the republic

- that you rule. The people feel that you rule at their request. They have a great deal of personal

and ‘economic freedom, and this results in greatly increased trade. Your diplomacy is
reviewed by the Senate and they can override your decisions.

Grasslands, Rivers, and Hills are as productive as they are under a Monarchy. Also, an
additional tradeunit is generated whereveratleast onetrade unitalready exists. Military units
each require one resource for industrial support. Settlers require two food. Each military unit
not in its home city makes ore citizen (one city population point) unhappy.

In addition, the Senate of your government accepts any peace offer made by another
civilization, overriding even a desire for war by you.

Democracy: You rule as the elected executive of a democracy. The people feel that you
rule because they want you to. The degree of freedom allowed under this government results
in maximum opportunity for economic production and trade. However, the peoplealso have
a very strong voice in determining how much economic production is devoted to improving
the standard of living. As in a republic, some diplomatic decisions are subject to review by
your Senate. .

Democracy is very similar to The Republic. One difference is that under Democracy there
is no corruption. Also, if one or more of your cities are in civil disorder for two turns, there is
a chance each turn thereafter that a revolution may occur. Each military unit not in its home
city makes fwo citizens unhappy.



o .

Revolution

Flight
{Combustion & Physics)

Covernmentsare changed through a process Of revOIUHION. 1 IVS 1Oy Svse o= ,
command because you wish to change toa type of government more sujtable to your plans.
You may change your civilization’s government type to any for which you have made the

correct advance.
To cause a revolution, pull down th

After a few turns of Anarchy, a mentt ap
fo your civilization. The new governmen
our choice.
1f your civilization possesses the Pyramids,
governments without passing through Anarchy. This ability is

become obsolete.

e Game menu and choose the option “Revolution.”
pears that lists the government options available
t goes into effect immediately after you make

a Wonder of the World, you may change
lost after the Pyramids
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You always have a staff of advisors available who can provide detailed information
concerning the affairs of your civilization. By consulting with these advisors you can make
informed decisionsabout the management of your cities and relations with othercivilizations.
Thereports of these advisors can be obtained from the Advisors menu found on the menu bar
at the map display.

In addition, there are a number of other reports that can be consulted. These are available
from the World menu on the menu bar.

The following advisors and world reports can be consulted:

Advisors:

City Status
Military Advisor
Intelligence Advisor
Attitude Advisor.
Trade Advisor
Science Advisor
World Reports:
Wonders of the World
Top 5 Cities
Civilization Score
World Map
Spaceships

Demographics
City Status: This report lists the citics in your civilization and shows what they are

producing,. For each city you can read the population size, the amount of food, resources, and
trade generated, whatitemis currently being produced, and how nearitis to being completed.

1t js useful to consult this advisor at the beginning of your turn to refresh your memory
about what you are producing and how close it is to completion. You can see at a glance
whether some critical military unit or Wonder of the World is nearly completed.

Military Advisor: The first military report shows how many units of each type your
civilization currently has in existence and is producing.

Clear the screen to sce the second part of the report (for the IBM, press Return, the
Spacebar, or any mouse button). This part of the report shows the casualties that you have
taken and inflicted in combat with other civilizations. The casualties are shown by type and
civilization. Civilizations are differentiated by their color. For example, if one of your rivals
is the Azlecs, colored yellow, and thereisa yellow “1” in the Ironclad row, this indicates that
you have destroyed one Aztec Ironclad. Your casualties are shown in the first column on the

jeft side.




Intelligence Advisor: This report is a SUMMATY Of Huvtwwws oo 2
embassies. For each civilization with whom you have established diplomatic relations, this
report presents accurate data on the name of their capital, their type of government, the size
of their treasury, and their diplomatic status with other civilizations. No information appears
for civilizations with whom you have not established an embassy. (See Diplomats, page 37,
for a discussion of embasses.)

You canlearn here which civilizationsareatwarand whichareat peace,and with whom.
Youmay find it useful to consultthis reportbefore attacking anolhercivilization. For example,
if two of your neighbors are at war, you may consider passing the opportunity o attack one
of them yourself. If you do attack, they may make peace with each other and both attack yott.
By leaving themat war, youare free to concentrate ON your own progress whilethey weareach
other down.

A second page of informationmay be called up by pressing the Infobutton. (Clickon the
button with either mouse button on the IBM.) This page reportssome additional information
regarding the apparent goals of the civilization’s leader and the technological advances they
have made most recently.

Attitude Advisor: This advisor reports the relative happiness of your citizens. From his
survey you canseeata glance the number of happy, content, and unhappy citizens in each
of your cities. This information can be very useful after changing your huxury rate or type of
government because those changes can have a significant effect on the happiness of your
citizens. By reviewing this survey you can quickly see where you may have to make
adjustments in city management to avoid disorder. .

Foreachof yourcities, yousee the current populationand icons ofany city improvements
that help increase the happiness of the people. At the bottom of the page are totals for the size
of the population of your entire civilization and percentages of the total that are happy,
content, and unhappy-

Cenelic Bngineering By examining the roster of improvements for each city, you may see where a city i
(Medicine & missing a helpful improvement.
The Corporation) Trade Advisor Your trade advisor reports for each of your cities how much of its trade

is directed toward bringing in luxuries, tax revenue, and new ideas {scientific research). The
amount of luxuries, taxes, and science a city is producing is shown to the right of its name.
Below the list of cities is a total for tax collections per turn.

On the right side of the report is a list of city improvements that exist throughout your
civilization. Only those improvements that cost money for maintenance are listed. The report
chows how many of each improvement exist and the cost of maintaining them. At the bottom
of this list is the total of your improvement maintenance costs for this turn.

@ Cure for Cancer -

lf - Lt aln e
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Gunpanvder
(invention & lron Working)

By comparing the tax reventie nu mber with the maintenance cost number, you can see
whether the treasury of your civilization is increasing each tum, shrinking, or remaining the
same. If your treasury is shrinking, this may be a good time to increase taxes or adjust
individual cities to produce higher revenue. In an emergency, you may wish to sell an
jmprovement to raise cash.

The final item in the report is labeled “Discoveries” and shows the number of turns
needed for your scientists to acquire the technology advance that you have directed them to
seek. The more scientific research done by your cities, the fewer turns required. Note thatas
technology increases, it takes more and more research to malke the next breakthrough.

Science Advisor Your science advisor keeps track of the technologies that your
civilization has already achieved and the progress of your scientists toward their next
advance. (In the IBM version, technology that your dvilization was first to learn is shown
in white.) A chart shows progress toward the next advance. The light bulbs indicate how
much research hasbeendone. When the boxis full of lightbulbs, theadvancebeing researched
is achieved.

It is possible to continue making advances beyond the basic list that defines civilization
up to the end of the 20th century. These continuing advances are called Fulturistic Advances
and each one you acquire adds 10 points to your civilization score. _

Wonders of the World: Your geographers maintain a listing of the location of the
Wonders of the World. When they hear of the construction of a new one they add it to thelist.
By the end of your civilization’s history there may be as many as 21 Wonders: 7 ancient, 7
medieval, and 7 modern. Knowing where they are may be useful because capturing the city
where a Wonder is located adds to the glory of your civilization.

The gengrapher’s list shows the Wonder's icon, its name, the city in which it is located,
and the civilization that built it. Clear the page of ancient Wonders to see the medieval
Wonders, and clear againtosee the modern Wonders. (On the IBM clear the page by pressing
the Return key or either mouse button.) Note that only existing Wonders appear on the list.
For more information about the Wonders, see Wonders of the World, page 82.
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Cavalry Unit

Top Five Cities: This report graphically shows tl
The five cities are named and theirp
population rosters of the cities and the icons of
cities in the world are rated and the five with the highest scores are pu

points as follows:
2 points: For each happy citizen
1 point: For each content citizen
10 points: For each Wonder of the World built there
Note that cities that you have never discovered can be revealed to you in this list. The

magnificence of these cities has passed by word of mouth to the corners of the world. Your
geographers and other advisors constantly sift the rumors of travelers and traders for
information regarding other civilizations. Even though some civilizations are not known to
you, the splendor of their cities has reached the ears of your advisors.

Civilization Score: This is a relative measure of how your civilization is doing. ltisalso
totalled one last time when the game ends to giveyou a final score for your civilization. You
can check with your advisor throughout the game {o sec how you stand. Your ultimate but
difficult goal is to score over 1,000. Points are scored for the following conditions.

2 points: For each happy citizen

1 point: For each content citizen

20 points: For each Wonder of the World that you possess
3 points: For each turn of world peace (no wars) :
10 points: For each Futuristic advance

-10 points: For each map square currently polluted
At the bottom of the reportisabar graphindicating how far you havead vanced towards

a civilization score of 1,000.
World Map: Also the work of your geography department, this is a map of the entire
knownworld. Partsof the world thatyou have notdiscovered cannot beseen. Inaddition, this
map is centered horizontally on your capital. Thus you cannot tell exactly where you are
Jocated relative to the north and south polar boundaries until you discover them.
Spaceships: When you contact your space advisors, they can report the progress of any
spaceship under construction. Select from the menu the civilization whose spaceship you
wish to examine. Youradvisors presenta picture of the construction accomplished todate and
their assessment of what it can carry, its estimated flight time, and its success probability.
The space race begins once the Apollo Program Wonder of the World has been
constructed. Thereafterany civilization that has the required technologies may begin building

parts of a spaceship.

any Wonders that have been built there. All
t on the list. Cities score
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Demographics Report

Approval Rating:
Population:
GNP

Manufactured Goods: The total of resources generated by your cities. :

Land Area:

Literacy:

Disease:

Pollution:
Life Expectancy:
Family Size:

Military Service:

Annual Income:

Productivity:

Once the space race begins, itis importantto imaintain a watch on the spaceships of your
sivals. You need to assess when they are likely to launch so that you can plan the size of your
own ship and its launch date. 1f you conclude that your ship construction is too far behind to
catch up, it may be necessary to mount a military campaign to capture the enemy capital.

Capturing the enemy capital cancels the enemy spaceship under construction.

Demographics: Your advisors keep track of demographic information regarding your
civilization in comparison to the others in the world. This information is available in this

report. It details your civilization's statusina number of areas and whereit ranksin the world.
Examining this report may offer clues about which civilizations are your biggest threats.
The following statistics are shown in the report.

e e A A T L S T s S

The % of the people that think you are doing a good job as ruler. - |

The number of people within your civilization,
The total of luxuries and taxes generated by your cities.

The land squares that your units were last to pass through, representing the
part of the world that is under your influence and control.

The % of your population that can read. This depends on acquiring the
advances of the Alphabet, Writing, and Literacy, plus the number of
Libraries and Universities that your civilization possesses. .

A relative standing based on whether your civilization has acquired the
advance of Medicine, and the number of Granaries and Aqueducts inyour
cities. '

A comparison of the amount of poliution you are crealing versus your
rivals, measured by the number of smokestacks generated by your cities.
A relativenumber determined by theextent of diseaseand poliutioninyour -
civilization.

A number determined from the amount of excess food generated by your
cities. Large family size means rapid population growth. :

A relative standing determined from the number of military units you
possess versus the size of your population, indicating the length of time of
military service. .
The amount of luxuries and tax reventies your cities generate, divided by
your population. '

The total of resources, food, and trade generated by your cities, divided by
your population. B
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Civilization Advances Chart.
structures you can build in

City lmprovements: the
including the Wonders of

a city to improve its working,
the World.
Military Units: t
Diplomats and Caravans.
quare terrains.

Terrain Types: the various map 5
Miscellancous: governmenttypes, terrainimprovements,

and other game concepts not covered elsewhere.
Afteryouhave selected a section of the Civilopedia, a list
of the entries in that section opens. Choose the item you wish
1o learn about. (On the IBM, clickon theoneyou wish with the
LMB or usc the keypad keys to move the highlight and press
the Return key toselect.) Thisopensa pa geofthe Civilopedia.
After reading this page, clear it to read the next page if one
exists. (On the 1BM press cither the Return key, Spacebar, or

either mouse button.)

he units that can be buill, including

When you have finished consulting the Civilopedia,
p right corner. (On the

close it using the Exit button in the to
IBM press, click on the Exitbutton with either mouse button.)
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lndustrial Pollution

Cleanup

l_iffcc_ls.

PLANETARY CARETAKING

One cost of heedless industrial growth is a gradual polluting and poisoning of the
environment. Of the many dangers posed by poliution, the greatest may be global warming.
Anunchecked risein the planet’satmospherictemperature threatens catastrophic geographic
changes including melting polar ice caps, rising sea levels, and parched farmlands. As you
steer your civilization into the industrial age, you must manage your cities to minimize
pollution and prevent global warming.

Different kinds of poisoning may occur when nuclear weapons are used or a nuclear
reactor melts down. '

Every game turn there isa probability of pollution occurring within the economic radius
ofeach of your cities. The probability of pollution occu rring depends on two factors: resources
and population. The most important factor is the number of resources the city generates. The
more that are generated, the higher the probability. Below a certain level, there is no chance
of pollution.

The city’s population has no effect on poliution until you acquire the advance of the
Automobile. Thereafter, the population may become a significant factor in the probability of
pollution occurring,.

When thereis a probability of pollution occurringata city, smokestacks begin appearing
on the city display. The number of stacks indicates the probability. For example, a city
generating a large number of resources each turn (say 20) and inhabited by a large population,
may show five smokestacks in its-city display. This indicates that the probability of a new
square becoming polluted is 5% this tum.

Pollution canbecleaned up by Settler units. Movethe Settler onto the polluted squareand
press the Pollution key (the I’ key for the IBM). The Settler is marked with a “P” to note that
it has been ordered to clean up pollution.

After four turns of work, the pollution disappears. Adding more Settlers to a polluted
square does not speed the cleanup.

Pollution reduces the production of food, industry, and trade in any map square where
it appears. Production is halved and then rounded up. For example, a square that produced
4 food, 1 industry, and 2 trade before pollution produces only 2 food, 1 industry, and 1 trade
after. When cleaned up, the map square returns to pre-pollution levels of production.



~

o S - R .

oLt dra o

——

Mot - et P

T 3 e o A e v P = 2 LT

Monitoring Pollu tion

Global Warming

Nuclear Pollution

Your cnvironmental advisors immediately wuosu yow o T g,
poliuted. The area on the map is marked with smudges (black in the IBM version) o

indicate poilution. -
The extent of pollution throughout your civilization can be monitored by watching the
ollution indicator, a small sunin the date window of the map display. The color of the sun
indicates the extent of the risk of global warming. The colors in the IBM version range from
dark red, to light red, to yellow, to white. Dark red indicates a low risk and white indicates a
very high risk. '
The colors of the sun depend on the number of squares currently poliuted and a lag of
time. The more squares polluted, the higher the risk. The Jag reflects the time required for the

pullution to take effect.

Effects: Global warming causes geographic changes throughout the world. Deserts,
Plains, and Grasslands on coasts may become Swamps, and coastal Forests may become
Jungles. Plains, Grasslands, and Foreslsin the interiormay become Deseris. Theresuit ismuch
lower food, industry, and trade for your civilization.

Your environmental advisors report ;mmediately if global warming has occurred. The
offect is always bad, but in the case of flooded coastal areas you may improve jungles and
Swamps over time. _

Causes: Global warming may occur if at least nine map squares, anywhere in the world,
are currently polluted. ifthey areleftu nattended fortoolong, environmental damage occu rs.

Once an environmental disaster has occurred, the cycle starts over again. The planct has
achieved equilibriumat the new higher temperatures. 1f pollution continues or increases once
more to high levels, another bout of environmental problems may occur. This cycle may

repeat endlessly if pollution is not controlled.

-

Poliution may also be caused by nuclear weapons o the meltdown a nuclear power
t. Pollution caused by either of these events has the same effect as industrial pollution.
Nuclear Weapons: When a nuclear unit is used in an attack, an additional effect of the
attack is the pollution of a number of map squares around the impact square. Rememboer this
when you are tempted to use nuclear weapons, You may crea te pollution you cannot readily
reach with Settlers to clean up, signiﬁcantly raising the risk of global warming.

plan
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Industrial Pollution

Cleanup

LEffects

PLANETARY CARETAKING

One cost of heedless industrial growth is a gradual polluting and poisoning of the
environment. Of the many dangers posed by pollution, the greatest may be global warming,.
Anunchecked risein the planet'satmospheric temperature threatens catastrophic geographic
changes including melting polar ice caps, rising, sea levels, and parched farmlands. As you
steer your civilization into the industrial age, you must manage your cities to minimize
pollution and prevent global warming.

Different kinds of poisoning may occur when nuclear weapons are used or a nuclear
reaclor melts down.

Every game turn thereisa probability of pollution occurring within the economic radius
of each of yourcities. The probability of pollution occurring depends on two factors: resources
and population. The most important factor is the number of resources the city generates. The
more that are generated, the higher the probability. Below a certain level, there is no chance
of pollution. '

The city’s population has no effect on pollution until you acquire the advance of the
Aulomobile. Thereafter, the population may become a significant factor in the probability of
pollution occurring,.

When there isa probability of pollutionoccurring ata city, smokestacks begin appearing
on the city display. The number of stacks indicates the probability. For example, a city
generating alarge number of resources each turn (say 20) and inhabited by a large population,
may show five smokestacks in its city display. This indicates that the probability of a new
square becoming polluted is 5% this turn.

Pollution canbecleaned up by Settler units, Move theSettier onto the polluted squareand
press the Pollution key (the I’ key for the IBM). The Settler is marked witha “P” to note that
it has been ordered to clean up pollution.

After four tumns of work, the pollution disappears. Adding more Settlers to a polluted
square does not speed the cleanup.

Pollution reduces the production of food, industry, and trade in any map square where
it appears. Production is halved and then rounded up. For example, a square that produced
4 food, 1 industry, and 2 trade before pollution produces only 2 food, 1 industry,and 1 trade
after. When cleaned up, the map square returns to pre-pollution levels of production.



© e

S 1

Tyaeden 1ot y
(Railroad & Banking)

‘ Factory

! @ Wamen's Sulfrape

O S GGRSY.. SNEGW.. SN AN NG - S
.. ) - P ek PR m .

—mtmssran

Nuclear Meltdown: If a Nuclear Power Plant melts down, half of the city’s population

is destroyed and a random number of squares ncar the city become polluted.
There is risk of meltdown when a city that has a Nuclear Power Plant goes into civil

disorder (sce page 66). Thecivilianunrestmay resultinsafety procedures becomingsolax that
a catastrophic accident occurs. If you build Nuclear Power Plants in any of your cities, take

special care not to allow those citics to go into disorder.
When your civilization chicves the technology of Fusion Power, the risk of meltdown

disappears. Your Nuclear Plants au tomatically convert to the technology of fusion power,

which is free of the rick of meltdown.
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DIPLOMACY .

Diplomacy is conducted by negotiations between yourself and a ruler of a rival
civilization. Negotiations may occur when a rival sends an envoy to talk or may result from
overtures of your own. Diplomacy is conducted face-to-face with one rival ruler at a time
and can lead to exchanges of technology, offers of peace, international extortion, or declara-
tions of war.

A rival may contact you when units from each of your civilizations are adjacent to each

1 other. A rival envoy may also arrive at any time. You may start negotiations by sending a
Diplomat into a rival city and sclecting the option “Meet With the King.”

The tone and result of any negotiationsare greatly influenced by the mood of your rival.
The opposing leader may be antagonistic, supplicating, or somewherein between. This mood
dependson the leader’s person ality and how your two civilizations comparetoeachother and
to the rest of the world. You may be able to pick up cues on a rival’s mood from facial
expressions ot background music.

A rival leader’s personality may be aggressive, friendly, or neutral. Aggressive leaders
are more likely to lean toward war or demand high payments for peace. Friendly leaders are
more likely to offer peace and may only be bluffing when asking for payment. If you have

broken previous peace agreeme i

Lo

nts with this civilization, that is remembered and also

influences the degree of antagonism.

1 If youare the largest, most powerful, and richest civilization in the world, all rivals are
likely to be very jealous ot antagonistic. However, if the opponent is puny in compa rison, the
natural tendency toward being belligerent may be overridden. A civilization threatened with
extinction is more interested in survival.

All negotiations end with either an agreement of peace between your two civilizations
or a declaration of war. Even the most antagonistic rival may concede peace for a suitable

ayment of cash or technology. This may purchase peace only temporarily, however.

Establishing embassies with other civilizations can be very useful in preparation for
Invention negotiations. Your Intelligence Advisor collects information from all of your gm}?assies and
(Enpinecring & Literacy) from him you can learn important facts about your opponents, mcl}ldlpg their size f.md the

gineering y . . . X ..
personality of their leader. This information is not available for civilizations with which you
have not established an embassy.

Trading Technology: Civilizations thatare notextremely antagonistic may offer to trade
technology. They begin by offering one that you don’t possess. They may actually have
several you lack. If you agree, a menu of technologies they can trade appears. Select the one
that you want and then they take one from you. X/ou have no choice regarding what they
take and cannot vetothe trade. Ifafter trading another exchangeis possible,more trading may

take place.
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Buying Peace: A rival may demand a cash payment or a civilization advance during
negotiation. If you meet this demand, the rival almost certainly agrees to peace. If you reject -
the demand, an antagonistic rival generally declares war. The demand of a more peaceful or
threatened rival may only be a bluff, and peace may be offered anyway after demands are
rejected. In some cases, a rival offers a reward for your making peace of declaring war on
another civilization.

Post-Treaty Negotiations: Once you agree to a peace treaty you have an opportunity for
further negotiations. A menu opens offering three choices: a declaration of harmony, a
military proposal, or a demand for tribute. The declaration of harmony has no real effect. A
military proposal is a suggestion by you for your new friends to attack a third party. This
generaily costs you a cash payment which you can pay or turn down.

The third optionisa demand for tribute to cement the new treaty youhave signed. If your
opponent is weak or inawe of your power, he may pay- Alternatively, he may refuse to pay.
or go so far as to declare war on yott

Peace between your civilization and another can only result fromdiplomacy. If youand
your rival agree, then a state of peace can occur. Choosing peace is voluntary unless your
government is a Republic or Democracy. In those cases the Senate of the government
overrules any decision for war and accepts peace. '

Peace agreements can normaily be broken at any time by either party, but so Jong as it
holds, both parties must adhere to the following rules: units of the other civilization, even
Diplomats, may not be attacked; no units except Diplomats and Caravans may enter squares
that have been improved by the other party within the radius of a city (irrigated, mined, or
penetrated by Toads); squares that the other party has under development may not be
pillaged; and technology may not be stolen from the other party. Any of these eventsendsthe
peace and triggers war. You are warned that you arcaboutto break a peaceand havea chance
to check your action.

If your government is a Republic or Democracy, youmay not voluntarily violatea peace
agreement. The Senate forbids any action that starts war. If you consider war necessary, you
must have a Revolution to overthrow the government and put in one more receptive to your
wishes. Allernatively, you may wait for your opponent to break the peace himself or declare
war on you.

When you are at peace itis much easier for trade Caravans to reach the cities of the other
party and establish trade routes. If the entire world is at peace, your civilization score is
increased. The major benefit of peace is that you are not at war. During war, all of the
proscribed activities are possible, and can cause great damage and waste of resources.
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e SPACE RACE

The environmental pressures of growing populations in the modern world are forcing
humans to look into space for resources and living room. The questionisnot whether humans,
are to travel to the stars, but when. The final act of stewardship you can perform for your
civilization is to insure that they Jead this exodus.

Asnoted earlier, the history ofyour civilizationends when either youoroneofyour rivals
reaches a nearby star system with colonists. If your spaceship is the first to arrive, you receive
a bonus to your civilization score in recognition of this final accomplishment. Regardless of
how many colonists your spaceshipis carrying, or how fast itis, ifarivalmakes planetfall first,

you receive no bonus.

The construction of spaceships may 1
Wonder. Therealter, the race ‘s on and any civilization th
advances may begin building the parts of a spaceship.

Each civilization, including yours, may build only one spaceshipala time. Once it is launched,

another one cannot be built and sent off. Ships that have been launched may not be recalled

or turned around. Spaceships are destroyed if theowning civilization's capitalis captured.In

this case, a new ship may be constructed.
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Spaceships
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The purpose of your
spaceship is to carry asmany
colonists as possible to an-
other star system. To have
any chance of success il
must provide at least a
minimum of the following:
livingspace forcolonists, food
o sources, energy SOUrces,

‘ prnpulsmn power, and fuel
for the engines. The betfer
prcparcd the spnccship, the
higher the number of colo-
nists hat arrive safely and

1. hialoe s
ihe faster Lhe voyage.
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Construction

Your goal is to build a spaceship that can hold as many colonists as possible, yet travel
at a reasonable speed and with a reasonable probability of success. As construction of your
ship proceeds, keep an eye on its characteristics, displayed to the right of the spaceship
window. All spaceships have the same characteristics: population, food, energy, mass, fuel,
flight time, and probability of success. ' .

Once you have built a spaceship that meets the minimum requirements for carrying
colonists, you may launch or proceed with further construction to increase the capacity of
the ship.

Population: The number of people the spaceship is outfitted to carry. The more people
it carries to the new planet, the higher your bonus.

Support: The percentage of the peopie that theshipis prepared tocarry that can currently
be supported. People that are not provided with life support cannot be expected to survive
the voyage. _

Energy: The percentage of the energy required by the habitation and life support
modules that is currently being provided. If sufficient energy is not provided for life support
and habitation, the probability of success will be very low.

Mass: Allof the components, modules, and structures add to the mass of your spaceship.
The greater the mass, the more power required from propulsion parts to move it.

Fuel: The percentage of the fuel your propulsion units require that is currently aboard.
If insufficient fuel is provided, the propulsion components aboard cannot work to their
maximum power and the best possible speed cannot be attained.

Flight Time: A calculation of the number of years required for your spaceship to reach
the nearest star based on the ship’s mass and engine power. Adding more engines and fuel
reduces flight time. _

Probability of Success: Theapproximate percentage ofthe people thatcanbecarried that
are expected to survive the voyage, based on the amount of food and energy provided, plus
the flight time. The faster the flight, the higher the expected survival rate.

Space Ship Launching: Tosend your spaceship onits voyage, press the Launchkey (the
L key for the IBM) or the Launch button, found at the bottom right of the spaceship display.

Your spaceship is constructed of parts. Each part is built like any other improvement,
except that when a part is completed, it is automa tically added to your ship. The parts of the
spaceship come in three types: components, modules, and structures. Each typeis available
for construction when you have achieved a specific technology advance.

All modules and components must be connected to a sufficient structure. ifamoduleor .

. component is not connected, it is marked (outlined in red on the IBM) to signal the partis not

working. Once sufficient structural parts have been added, the outline disappears.
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sources. There are LWo kinds ot

Plastics. You can then build components al & cost of 160 re
components, propulsion and fuel. Whena component hasbeen complclcd, you choose which

type has been built.
de the power for space flight.

Propulsion Compone
The more engines you add, the faster Lhe ship travels, the sooner it reaches its destination, and

the higher the probability of success of the mission.
Fuel Components: These provide fuel for the propulsi
propulsion units to perform to their maximum,onefuclcomponentmus

pmpulsion component.

nts: These are the engines that provi

on units. In order for the
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and cost 320 resources cach to

¢ the lechnology of Robiotics
ar pnncis. When a module is

e Spaceship modules requir
Modules  build. They exist in three types: habitation, life support, and sot
add to your ship.

complclcd, you choose which type to
Iabitation Module: Each habilation module provides living, space, commtmily ser-

vices, and reercational facilities for ten thousand colonists.
Life Support Module: Each life support module provides the food and other require-

ments for the ten thousand colonists carried in one habitation module. People carried ina
habitation module that doesn’t receive life support havea very low probabilily of surviving,. -
Solar Panel Module: Eachsolar pancl module provides enough energy to power twoof
the olher lypes of module. Modules that don't receive power cannol function properly.

equire the technology of Space Fligh
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ted do not work and provide no be
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New Cities

CITIES

The economic and industrial centers of your civilization are its cities. They are the

residence of the population, the source of tax dollars, the home of your scientists, and thesites
of your industrial production. Each city organizes the development of the area surrounding
it, converting the nearby agricultuml land, natural resources, and potenlial trade into food,
industrial production, technology. and cash.
 Onemeasure of the success of your civilizationisthe number of cities it gncompasses and
the size of each. Larger citics collect more taxes, conduct more technology research, and
roduce new items faster. gmall civilizations, botl in numbers of cities and the sizes of each,
risk being overrun by larger and more powerful neighbors. Falling too far behind in thearms
race, both in quality and quantity, may result in an early exit from history.

The management of your civilization involves the founding of cities, their mana gement,

and their protection. New cities can be built from scratch or captured from rivals. Managing
acity requires maintaining a balanceof food industry, taxes, Juxuries, and improvements that
keeps the citizens content and productive.

Rival civilizations are a constant threat to the security of your cities. After taking steps to
protect them, consider conquering cities of your rivals. This reduces the threat they pose and

is often an inexpensivc way to expand.

e ways. They can be started from scratch, aminor tribe

New citics can be acquired in thre
armies can conquer the

discovered by your armies may elect o join you asanew city, or your
cities of your neighbors.

Founding New Cities: When a Settler unit is on a map square where you wish to build
a new city, press the Build key (the B key on the TBM). You can accept @ name your advisors
propose for thenew city ortypeina name you pre fer. Enter the name whenyou are satisfied.

(Press the Return key on the 1BM). The city display then opens so that production and
desired. When the display is closed, the new city

cconomic development can be arranged as
ison themap and the Settier unit has disappea red, having become the first citizens of the city.
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Placing Foew Cities
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(Writing & Code of Laws)

Minor Tribes: As your armies explore the world they may encounter minor
tribes. Occasionally a minor tribe may be sufficiently awed by your emissaries to
immediately become pa rtof your civilization. In this case, the minor tribe forms a new city of
your civilization. _

Capturing Cities:Citiesof other civilizationsare normally defended. Ifthe defenderscan
be destroyed, a friendly army may mmove into the city and capture it. A captured city is
thereafter managed and controlled by you in the same manner as any other city.
Capturing an enemy city may also result in the discovery of a new technology advance
and plundered cash. '

Occupying an enemy city may destroy some improvements the city has built, and it
eliminates one point of population. Therefore, a city that has only one point of population

remaining is destroyed instead of capmred.

When building a new city, plan carefully where it is placed. The map square in which it
is built and the squares surrounding it determine how valuable the city can become. Factors
to be considered include the economic value of the square the city is placed in, the economic

otential within the city’s radius, the proximity of other cities, and the strategic value of the
Jacation. Ideally, locate cities in areas that offer a combination of food for population growth,
resources for production, and trade. Where possible, take advantage of the presence of special
resource squares.

The City Square: Theterrain the city occupicsis especially importantbecause itisalways
under development. You cannot take workers off of this square when adjusting development
on thecity map (see City Map, page 69). If this area is not useful, especially for producing food
then population growthinanew city is handicapped. For this reason, new cities are generally
best built in Plains, Grasslands, or Rivers. These provide the best food production and, thus
faster population growth. '

The City Radius: The potential area of developmentextendsout froma city two square:
on the mapinevery direction except diagonally. If the city grows large enough, its populatim
canbringallofthisarea intodevelopment. When planninganew city, consider this radiusan
the long-term benefits of any potential site.

To grow, the city mustencompass sufficient food-growing areas. Any city thatcan grov
has value, but your most important cities are those that also have resources available. Thes
cities can quickly build and support military units and Wonders. Hills and Forests ar
important sources of resources, asare squares containing special resource symbols for gam
horses, coal, and oil.

The importance of trade in generating taxes and technology makes River square
especially good sites for cities when just beginning. Without Rivers, you must quickly buil
roads in Plains or Grasslands to generate trade.
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squares to be jimproved. Hills and Mountains can be mined and then produce increased
resources. Plains, Rivers, and Grasslands can be irrigated and then produce more food.
Swamps and Jungles can be cleared into Grasslands or converted to Forests. Forests may be
cleared into Plains. Plains and Grasslands may be turned into Forests if you need resources.
An area of Jungles and Swamps Jooks barren at first, but has the potential to be a very rich
city site.

Plains, Grasslands, and Deserts produce trade once penetrated by Roads, and all land
squares improve in production when Railroads come through. '

Proximity of Cities: Another consideration when planning new cities is the current or
potential Jocation of other cities. Minimize the economic radius overlap of your cities as much
as possible. Since a map area may only be used by one city, too much overlap restricts the
potential growth of one or both cities. When just beginning, explore nearby lands as soon as
possible to begin planning the placement of future cities to best take advantage of the terrain.
A few large and powerful cities are more useful than several smailer, weaker ones.

Strategic Value: The strategic value of a city’s site is a final consideration. Because the
underlying terrain can increase the defender’s strength when under attack, in some circum-
stances the defensive value of terrain may be more important than economic value. But good
defensive terrain is generally poor for food production and inhibits the early growth of a city.

However, defendingacity is generally easier than defending normal terrain. Inacity you
can build the City Walls improvement which triples the strength of defenders. Also, in cities
only one army ata time is destroyed in combat. Outside of cities, all armies stacked together
are destroyed when any army in the stack is defeated. So, in certain cases where a continent
bottienecksand arivalison theother side, thedefensive valueofa city site may bemore critical
than economic value.

Placing at least a few cities on the seacoast gives you access to the ocean. This allows the
launching of ship units to explore the world and transport your units overseas. With few

coastal cities, your seapower is constrained.

Theareseveral goals for management of acity: keeping it stable @ voiding civil disorder),
keeping its population growing, maximizing a useful mix of economic development (food,
resources, and trade), producing taxrevenue, prod ucing technology resea rch, and prod ucing,
useful units and improvements.

Stability: Cities that don’t maintain a favorable balance of happy people over unhappy
people go into civil disorder (see below). Cities in civil disorder produce no tax revenue, ho
technology research, and no food surpluses, and suspend pr’oduction. A nuclear reactor in a

. city suffering civil disorder may experiencea fiel 1down due to lax safety controls (see Nuclear

Meltdown, page 54). Keeping a city stable is a very high priority.
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Population Growth: Keeping the population growing is important because each addi-~
tional person contributes something to your civilization. Each new worker brings a new map
square under production. Population growth increases economic power, and thus, the
strength of your civilization. Thesize of your population is a major factor in determining your
civilization score, a measure of how well you have ruled.

Resource Development: The people of your city that work in the surrounding country-
side harness the economic resources of the area. Those resourcesare converted by thecity into
more people, industrial production, money, and technology research. When managinga city,
youmustallocate the peopleso astomaximize thisd evelopment, ormatchitup toyourneeds.

There may be times when increased industrial output is preferred over population
growth. There may be times when increased trade is needed. You can give orders to your
advisors to shift a city’s work force around lo change the mix of economic development
as desired. :

Tax Reventie: Most of the improvements that can be built within cities requiremoney for
maintenance. Money is also useful for speeding industrial production (see Rush Jobs, page
74), bribing enemy armies (see page 74), inciting revolts in enemy cities (see page 38), and for
negotiating peace with your neighbors. The combined tax revenues of your cities must exceed
their maintenance requirements before cash can accumulate for other uses.

Although itis not necessary for eachcity to produce surplusrevenue, enough cities must
do so to cover expenses. Some cities may not be especially suited for industrial production,
but may still be good trading centers. Manage these cities to produce extra revenue.

Technology Research: The greater the contribution of research each city makes toward
new technology, the faster the new civilization advance is reached. The amount of research
done in each city is a function of the science rate. This is a percentage of the city’s trade that
is devoted to bringing in new ideas and otherwise discovering technology advances. A city’s
rosearch contribution can also be influenced by adjusting trade, creating Scientists (see page
72), and certain improvements. Improvements that can help are the Library and University,
which improve research, and several Wonders.

Industrial Production: Each city has more or less capacity to produce new units and
improvements. The most valuable cities have the greatest industrial capacity. They can
quickly produce expensive military units that extend the power of your civilization. They are
also best at producing the Wonders of the World. You must regularly monitor the production
of your cities to insure that the most needed items are being built.

There are four main tools available toreachand maintain these goals of city management:
shifting workers around, converting some workers to Specialists, building improvements, and
building Wonders of the World.

Workers can beshifted around thecity map display toadjust economicdevelopment (see
the manual section City Map, page 69). Specialists can be created to increase production of
Juxuries, taxes, or technology (see the manual section Specialists, page 72).
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" make some unhappy people content, a Granary (o speed pcl)pulation growlh, or a Library to

increasc research. See the manual section City Improvements, page 78, or consult the
Civilopedia for thelist of possible city jmprovements. From either source you can also learn
the construction and maintenance cost of each improvement, its purpose, and what technol-
ogy is required to make it available.

The most costly tools available are the Wonders of the World. These are magnificent
improvements that bring lasting glory to your civilization in addition to some special effect.
The possible Wonders are described in the manual section Wonders of the World, page 82, o1
in the Civilopedia. Although Wonders are built in a city like an jmprovement, their special
effect often extends throughall orpart of your civilization. However, onlyone ofeach Wonder
may be built in the entire world and your rivals may construct them first.

Great economic management of a city is worthless if the city is captured by rivals or
barbarians. Partof the management plan must concern (he defensc of the city. A Jarge part of
the defense is not handled locally, but on your borders and coasts. A defensive line of units,
both at sea and on land, that can intercept enemies before they close with your cities can
be helpful. \

Even the best defensive lines can be penetra ted, so the defense of the city itself cannot be
neglected. The minimum city defense jsonearmy, preferably one with a good defense factor. -
Fortify any armies that you expect to defend a city (by pressing the Fkey on the IBM) because
Fortified units increase their defensestrength. A second defenderisoftena good idea. Adding
an army with a strong attack factor is also useful. This army can attack enemies that move
adjacent to the city, perhaps destroying them before they test the defenders.

The defense of the city can he substantially improved by building City Walls, an
improvement that triples the defender’s strength versus most attackers, but not Bombers or
Artillery. This tripling takes effect after the effects of veteran status is considered. Being
fortified behind City Walls hasno offect unless the attacking wnitisa Bomberor Artillery unit.
City Walls also prevent population loss when defending units are destroyed.

When civilization advances make available new army types with better defense factors,
take the first opportunity to replace old defenders with better units. Since the offensive
capability of your enemies improves as they acquire new technology, your defenses must
improve to keep up-

Linking cities with Roads and Railroads can be very helpful in speeding the movement
of units from one end of your empire to trouble spots elsewhere. This puts your defensive
arrnies on “interior lines,” allowing them to rapidiy move to where they are needed.
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A city suffers civil disorder when unhappy people outnumber happy people, content
pecplebeing ignored in the calculation. Cities in disorder provide no tax revenue, contribute
no technology research, and suspend production of new units or improvements. When
order is restored, the city returns to normal operation next turn. You can restore order in
several ways.

To restore order you may pay to complete an improvement, such as a Temple, that can
convert sufficient unhappy peaple to contentment (or content people to happiness) to restore
balance. See the manual section Rush Jobs, page 74, for how to do this.

You may also change the luxury and tax rates of your civilization to attempt to restore
order. Increasing luxuries may convest some content people to happy-

You may take one or more people out of the work {orce, making them Specialists. This
increases the number of happy people. For information on how to do this, see the manual
section Specialists, page 72. When creating Specialists, be careful not to also cause shortages
of food or resources that cause starvation of population or scrapping of armies,

Under the government types Despotism, Monarchy, or Communism, it is possible to
restore order to a city using martial law. Each military unit ina city makes one unhappy citizen
content. Only those units possessing an attack factor of 1 or more can impose martial law. By

moving enough units into a city suffering disorder, order may be restored.

Under Republican or Democratic government, each military unit not in its home city
creates one or more unhappy citizen. When a city is in disorder, destroying distant military
units, returning them to the home city, or changing their home city, makes some unhappy
people conlent and may restore the city to order.

All of these methods are useful in restoring the balance of your cities or enemy cities that

you have just captured.

When a city becomes sufficiently happy, it may hold a celebra tion in honor of your rule.
The people declarea “We Love the (King) Day” in thanks for the prosperity you have made
possibie. While the circumstances that trigger this celebratory mood continue, the city enjoys

certain benefits, depending on your civilization’s type of government.
Inorder for the “We Love the (King) Day” celebration to occur, theremust beno unhappy

people in the city, at leastas many happy people as content people, and the city must havea
population of at least three. Specialists are considered content citizens for this calculation. For
example, a city with five happy people, four content people, and no unhappy people
celebrates. A city with ten happy people, three content people and one unhappy person

does not.




Anarchy: The celebration has no effect when the government is in Anarchy.

o htent
= wribute Despotism: The celebrating city is operated as if the governmentisa Monarchy. Thiscan
. When increase the amount of food and resources generated when some {errains are irrigated
. lerin and mined. )
Monarchy/Communism: A celebrating city currently ruled by cither of these govern-
™ hat can menls is operated as if the governmentisa Democracy instead. This increases the amount of
restore trade generated. '
Republic/Democracy: A celebrating city currently ruled by cilher (:.f these governments
o —store increases in population by one point cach turn so long as sufficient food is available. Thiscan
result in dramatic growth of the city.
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Theoperationofcachcity is directed fromitscity display. Here youassign the population
lo work in the surrounding fields, mines, (orests, and fishing grounds. FHere also you
determine what unit or other item the cily is lo produce. The display provides in one place
critical information concerming the cily's status: how much foud, resources, and trade it is
generating; what itis producing and how dose Lhe item is to completion; the happiness of the
population; whal is defending the city; and what improvements have been built.

This display is opened from the map window. (On the 1BM, click the LMB on the city’s
mapsquare.) Thecity display ts closed with the exit button. (On the IBM, click the LMBonthe
exil button.) ‘

The city display consists of the following parts: city map, city resources
window, pnpulaliun roster, food storage box, prnduc{i(m box, improvement rosler,
information window, and the home cily window. Each part performs a specific function or
reporls information.
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- This shows the map squares surronnding, the city that may be developed by the city's
City Map  population. The maximum number of squares thata city may put in development equals the
number of people plus one, tut the additional one is always the city square itsetf. Note that
it is pogsible lo have more population than places to put them to work.

Depending on the type of terrain in a map square, putting people to work there may
generate food (the grain symbol), resources {the shickd symbob or trade (thearrows symbol).
Most squares producea combination of severalitems. Youmay move people fromonesquare

1o another as you wish to change the mix of food, resources, and trade the city generales.
People removed (romthecily maparc einporarily converted into Specialists (see below)
in the population roster. When they are put back to work on (he map, they convert back lo
normal people. (To remove people on the [BM, place the mouse pointer on the correct map
square and click the LMB. To put them back Lo work; place the pointeron the cily map squarce
where you wish them o go and click the LMBagain) As people are removed, replaced, and
switchedaround, lheresources generated by thecity alsochange.
When the city population increases, the new people are
automaticatly assigned an area to develop. You may wish Lo
Map Square review the map of a city that has just increased in size to be
in Lise certain the workers have been placed as you wish.

mEvy W

wlation
v is0 you
g .10 Place
wle it is
s 0f the

:q

M city’'s
Jon the

.Rq :

rources

raster,
ction or : -
City Map )

mamy

SN Square City Resorrees Wi Tove

Not i tie
This window shows lhe amounts of food, resources,

trade, corruption, fuxurics, taxes, and scientific resecarch gen-
Linavailabic erated by the city’s people. These commadities are the raw
e materials of your civilization. They are brought into the city
and there become new peaple, new units, city improvements,
Wonders of the World, cash, and civilization advances.
N ] Food, resources, and trade are collected cach turn from
City Resources Window {hecily map squares. Insome cases the amount of a commod-
ity collected may be increased by the presence of a certain
Surplus Foad impmvcmcnl in Lhe cily, or ownership of a certain Wonder,
Foed = :gj-;r.:iii RESOURCES’ ~~ (Atectneakt T Forexample, a Factory improvement increases resource pro-
__B;};E;B%mnun%&ﬁ%munﬂ Surplus duction by 50%. A city that produces 10resources fromitscity
Trade —dmjﬁéié’ﬁ??,?ﬂéf#&é?@%’#&# ,@_\El_ 1\:\.;:.':;"5::?‘1\1 map aclu‘n!ly has 15 resources 1o spend i it possesses a
Bt an g ' Factory. Tradeis further divided into three commeodities that
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Tanries T S BT ™ Conprion it brings in: luxuries, cash, and science (knowledge). The
fart Tk division of trade depends on the frade rates shown in the
Tas Revenue Gt e Researcdy status report of the map display. Under certain conditions,

some trade is lost as corruption.
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Y'ood: A population poinl in your city requires two units of food cach turn. If your city
is currently pmducing more food than that, the surplus is shown after a break in the food
line. The excess goes into the food storage box shown elsewhere on the city display and
described below.,

If youare not producing enough food tofeed the population, theamount ol food that you
are short is shown as a shortfall in the food line (on the 1BM, a shortfall is shown by black food
symbols). Each tum this shorlage cannot be made ‘up from food in storage the city's
population decreases by one point.

Fxisting Seltler unils thata city has praduced also requireone or two food unils perturn,
depending on your type of government.

Resources: The shield symbols indicate the resources of raw materials and industrial
capacity of the city. Depending on the form of government of your civilizalion, part of your
capacity may be required to maintain units thal the city has previously built. Surpluscapacity
isshown tolhe rightofabreakinthe industry lineand isavailableto be used tobuild new units
or city improvements. This surplus goes into the production box shown elsewhere on the
display and described below.

if the city’s industrial capacity is not sufficient lo maintain existing units for which this
js the home city, the amount of resources that you are shotl is shown in the resource line as
a shortfall (on the [BM, the symhols are black). If the resources available are not su fficient to
maintain all existing units, then units not maintained are destroyed wherever they exist,
beginning, with the one farihest from the city.

Diplomats and Caravans do not require maintenance under any form of government.

The basic amount of resources generated may be increased by improving the city with
aFactory, Manu facturing ’lant, Power Plant, Nuclear Plant, or Flydro Plant. The Hoover Dam
Wonder improves the resources for all of your citics on its continent.

Trade: Trade is produced by Roads through Plains and Grasslands, by Rivers, by
Qceans/ Lakes, by squares containing Gold Mines or Gems, and by Caravan trade routes.
: Trade arrives as haxuries, taxes, and scientific research, depending on your trade rates. For
example, il your luxury/ tax/science rates shown on the map display are 3.3.4, 30% of your
trade arrives as huxuries, 30% as tax revenue, and 40% as science. At these rates, a city
. generating ten tracle would convert Lhat into three diamonds of luxuries, three cains of taxes,
i and four light bulbs of rescarch.

: Trade may be increased by trade routes eslablished by Caravans, by cerlain types of
;} government, by the Colossus Woncler, and whena city celebrates “We Love the (King) Lay"
i (see page 66}.
:
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Luxurics: These are shown as diamonds. For every twod jamonds of luxuries produced,
one content cilizen becomes happy. Luxuries are most useful for making people happy,
especially in very large cilies that may have a large segment of unhappy people that need to
be countered.

The amount of luxuries generafed may be increased quickly by creating Entertainers, a
type of Specialist discussed below. Luxurics may be increased by raising Lhe luxury rate of
trade brought in. Luxurics are best increased by increasing the amount of trade the city
generates. The amount of fuxuries brought in by trade may be increased by a Market place
or Bank.

Tax Revenues: These are shown as gold coins and are used o pay maintenance costs for

city improvements. Surplus taxes collected are added to the treasury and can be spent later.
The amount of taxes collected from trade may be increased by Taxmen, another type of
Specialist. The amount of taxes brought in by trade may be increased by a Marketplace
or Bank.
Science: The knowledge that results from science research is shown as light bulbs. Each
new technology that you direct your scienlists to discover requires the investment of a certain
amount of research. When enough light bulbs of research have been spent, the new advance
is acquired by your civilization. The Library and University improvements plus some of the
Wonders of the World increase theamount of rescarch a ity does. In addition, rescarch may
be increased by another type of Specialist, Scientists.

Corruption: Depending on your type of government and the city's dislance from your
palace, some rade may be lost as corruption. Corruption is marked by a maodified trade
symbnl afler a break in the trade line. (On the 1BM, the trade symbol has a dark shadow.) The
farther your city from the cily containing your Palace (your capital) the more corruptionand
fost trade. Building a Courthouse improvement in the cily reduces corruption. '

Frogp o] gLy Bodeer
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The population of your city is shown by a row of people
e Tpeaten in the population roster. Each person represents one popula-
/ tion point. In addition to normal workers, Lhe cily may
include three different types of Specialist, discussed below.
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The normal people who work in city map arcas are
shown as cither happy, content, or unhappy. You must
manage your city’s production and improvements so that al
Jeasl a balance of happy and unhappy people is maintained.
If the number of unhappy people excceds the number of
happy people (withcontent peoplebeing ignored in Lhis case)
your city goes into civil disorder (sce page 66).

T1




Looking al the population roster is a quick way 1o see how the balance of happy and
unhappy cilizens stands. Whenacity isabout to increase insize, itmay be uscful loadjust the
work force so that the city is not thrown in lo disorder by the increase. You can examing the
population rosters of all of your citics at one lime by consulting your Atlitude Acdvisor from

the Advisor menu.

Peopletaken off the work forceand removed from thecity map bccnmcSpccinliﬁls.Thcse
peaple no longer direclly contribute to the food, resources, and trade the cily generales.
FHowoever, Liwy may be useful in adjusting the amount of luxurics, taxes, and scicnce the city
generates. Hyour city is producing sufficient food, you may be able to afford Specialists and
(heir special abilities. Specialists do require food fike other people.

There are three lypes of Specialists. Entertainers are musicians and other arlists
who provide luxuries [or your city and their presence makes more people happy. Taxmen
are burcaucrats who make the cily government, specifically tax colection, more
efficient, Scientists are rescarchers who increase the city's contribulion loward discovering
new lechnology. ) :

Entertainers: People removed from the work force immedialely become Enlertainers.
Each Enterlainer is the equivalenl of two additional trade symbuols added 1o that part of the
city’s trade brought in as luxurics. This additional trade is added before the cffects of
improvements such as Markelplaces and Banks are calculated. Creating Enterlainers has the
result of crealing more Juxuries and making more happy peaple.

Taxmen: You can change an Enlertainer inlo a Taxman, (On the IBM, click the L.MB on
the Bntertainer in the pnpu!nli(m roster. The Lnlerlainer converls inlo a Taxman) Each
Taximan has a similar effect to that of an Enterlainer, excepl that tax revenuces arc increased,
not fuxuries. When an Entertainer is converted, the fuxury benelil stops working,

Note that increasing taxes is only helpful if the city remains oul of civil disorder.

Otherwise, no collection is made.
BRRIEEEERE Seientists: You can change a Taxman inta a Scientist. (On the 1BM, click the LMBon a
Taxman and he is converted into a Scientist.) This Specialist is a rescarcher who increases the
amount of knowledpge your city is producing, just as Enterlainers increase luxuries and
Taxmen increase taxes. As wilh Taxmen, Scientists arc only useful i your cily is not in
civil disorder.

You can convert Taxmen back inlo Entertainers.
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Into this box goes any surplus food generated by your city each turn. This is food to the
right of the break in Lhe food line, if one appears. This food is not needed to feed the city's
and the Settlers that it is supporting. Food put in the storage box is stored and
Accumulates each turm. When the box overflows, your city’s population grows by one point
and a new citizen is added to the population roster. The slorage box is emplied and beginsto
filt again next turm.

population
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if one of your cities is not currently producing enough food Lo feed its
population, the people don’t starve S0 Jong as food is available for use in its
storage box. Each turn, any food shortage is subtracted from food in the box.
1fthe box isempty and thecity stillhasa food shortfall, one point of population
starves and disappears. .
TheGranary improvement has theeffectof speeding population growth.
When a city has a Granary, the storage box onty half emptics when it
overflows and creales more people. The box empties only lo the granary
line. In addition, a Granary protects the city from starvation during a
Famine disaster. v
[Fren darctions Bor

Tnto this box go any surplus resources generated by your city each turn.
Surplus resources arc lhose not needed to maintain exisling units and are
shown to the right of the break in the resource line in the city resources
window. Resources accumulate in thebox untilit fills, thereby completing the
unit or improvement being ikt

The item being built is noled by its icon, if it is a unit, or its name if it is
an improvement ot Wonder. The items available for building depend on the
technology your civilization has achieved at the moment. The size of the
production box grows or shrinks, depending on the number of resources
required Lo buitd vach itein, You may change the item being buill during any
turn before it is completed. Youmay also speed the completion of anitem by
paying for a rush job.

Change I'roduction: Use the Change button to open the menu of items
that you can produce. (On the 1BM, click the LMB on the button.) Then make
your selection from the menu of choices that appears. The production box
changessizetoindicate the resource cost of your selection and the nameor the

icon of the new item appears at the top of the box.
If you are producing an ifem that is no longer available from the menu,

* . that production continues even afier the ilem is completed. However, if you

open the productionment while producing an obsolete item, you must make
2 new choice as the'old one disappears.
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If you are building a Wonder and another civilization completes it before you can, you
must change the production of your city. You are taken to you city's display in order to make
the production change.

Rush Jobs: You may rush completion of a partially built item by paying to complete it
immediately. To rush completion, use the Buy button at the topright of the box. (On the IBM,
click the LMB on thebutton.) A menu appears showing how muchmoney is required to finish
the object by the end of the turn. Choose whether to rush the item or not. To speed the
completionofanitemin this manner costs at least $2 per missing resource. Ifnoresourceshave
gone into an item, i.e., the prod uction box is empty, the cost of a rush job is doubled.

Jtems completed by rush jebs are available at the beginning of your next turn, S0 there
is no advantage for rushing items that would complete next turn anyway. To judge whether
an item can be completed next turn without rushing, compare the surplus resources the city
is generating to the number needed to finish. For very expensive items, it may be useful to
consult your city status advisor for an exact count of the remaining cost.

Sabotage: Enemy Diplomats may slip into your cities and destroy items partially
completed. All resources currently invested in an item are destroyed and production starts
over. Your only protection from this is to destroy enemy Diplomats before they can enter.

Disaster: Virate raids also destroy the partially compleled item in the production box.
The only defense against them is building the Barracks improvemnent.

In this partofthe citydisplayisa listof the improvements and Wonders of the World that
thiscity has builtand that still exist. ltems are listed one toa line and for each there istheitem’s
icon, its name and a sell button.

: Improvements and Wonders are discussed in detail in
the separate manual sections Improvements, page 78, and
Wonders of the World, page 82. In addition, all improve-
ments and Wonders are listed in the Civilopedia.

When anew improvement is built, itis added to the roster.

et e e

04

el Bttan Improvements may be destroyed in a number of ways,

and when this happens, they are removed from the roster.
Improvements are also removed when sold.
You may sell an improvement to raise cash by pressing
. the sell button next to its name. See Selling Improvements,
o page 78, for more information. Wonders of the World may
not be sold.
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¢ ,you The units now on the map anywhere in the world that are supported by this city are
- make 1 Tome Cily Rosler  shown here. These units are normally ones that this city has built, butit is possible to reassign
l units to another city. When a unit built elsewhere is assigned to another city, itisadded tothe
ele it second city's home city roster and removed from the roster of the first city. '
t IBM, Also noted here are any resources ot food required by the unit for maintenance.
“inish The amount of resource and food support units need depends on your civilization’s type
d the of government.
e shave ' Units requiring resource maintenance are marked with a resource
c o oy j symbol below their r-on. Resources needed for maintenance are unavailable
there Home City Rosle for productionandare shown o the leftof any breakin the resource lineinthe
sether . T T =" city resources window. If the city does not generate enough resources to
s e city Uit fron-—_8 maintain all of the units in the home city roster, unils Jeft unsupported are
~ful to ; destroyed, beginning with the unit farthest from the city:
[ Rusonre L Settlers that require food support are marked with the number of food
¥ ctially i symbols they require. :
ic starts Under two government types, the Republic and Democracy, each sup-
“nter. Fouod Support ported unit not in the home city causes one or more population point to
1 box. become unhappy. These units are marked with special symbol to note that
they are the source of some unhappiness.
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! " Intormation Window
1

item’s Information Window
. o futton Hlappy Butlun Map Sotton . Within this window various types of information can be
tail in reviewed oraccessed. [Jereyoucan quickly see what military
3, and units are defending the city, what trade routes the city has
arove- : Units T e FHAPDREAMARZ b IEWE g ™ l\j'i““' established, whether the city is causing pollution, a small
Delending ——12 St EF RS bt vetsion of the world map, or a bird’s-eye view of the city.
.. roster. iy AR Across the top of the window are several buttons: Info,
E wWays, LR Happy, View, Map. Using these buttons you can cali up the
-rosler. . o e information you wish to see. (On the TBM, click the LMB on
l:;{!t:},‘",‘,.’; - ] {he button to call up information.) The button currently on is
ressing ad il A i shown in a different color (white on the 1BM).
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Map: Pressing this button calisupasm

all version of the world map. The city youare in

s marked for reference. (On the IBM, thecity isa white dot.) Also marked on the map are the
location of any cities with which youhave established trade routes (shownaslight green dots)

and thelocationof units thatmake thistheirhom

ecity (lightgrey dots). Themapmay beuseful

for planning additional trade routes, assessing the danger of enemies, locating units you wish
to disband, or deciding a sailing direction for newly launched ships.

YView: This button opens the bird’s

-eye view of the city that is seen when a new

improvement or Wonder is built. As time passes, note that the architecture of the various

dwellings improves.

Info: This button calis up the most useful information. When you firsl open any city

display, this button is automatically on.

Just below the row of buttons are shown the icons for all units currently in the city.
Fortified units havea borderaround themand u nits on sentry duty areshown as faded icons.
Fortified unils or those on sentry duty may only be aclivated from this window. (On the IBM,

click the LMB on the unit.} When you re

given orders.

turn to the map display, these unils can now be

At the bottom of the window is a list of any trade routes the city has established. Each
trade routeis noted by the nameof thecity with which youare trading and theamountof trade
generated. This trade s automatically included in the trade your city is generating, shown in

the city resources window of the display.
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As your civilization moves into the In-
dustrial Age, pollution may become a prob-
Jem. In the middle of this window, pollution
indicators appear when the city’s industry
gets sufficiently large. The indicators are
smokestack icons. (See Industrial Pollution,
page 52.)

The presence of several smokestacksisa
cue that you need to reduce pollution or be
prepared to clean it up. The allernative is
eventual environmental disaster. There can
be up to one hundred smokestacks present,
indicating a 100% probability of poliution
each turn.
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Happy: This bulton opens the Population Happiness Chart, which shows what factors
are affecting the happiness of the city’s population. All people in a city beyond a certain

aumberare unhappy beforeany modifying influencesare taken into account. At the Emperor
level of difficulty, only the first two people are content; at King level, the first three; andsoon’
down to Chieftain level, where the first six people are content.

When the city’s population increases beyond these minimums, the new people are
unhappy unless their condition is improved by a culture and standard of living that provides
fuxuries, religion, and entertainment; they are coerced into contentment by martiallaw; orthe
presence of Wonders of the World Jifts their pride and spirits.

The toprow of thechart shows the happinessof the population beforet

any of the factors that improve happiness.
The second row shows the effects of the tuxuries thatare provided to thecity, ifany. Two

units of luxuries make one content person happy oroneunhappy person content. Acontenied
person is made happy before another unhappy person is made content.

The third Tow shows the effects of Temples, Cathedrals, and Colosseums. These
improvements have the cffect of making unhappy people content.

The fourth row shows the cffects of martial law and military service. Under all
governments except {lie Republic and Democracy, ecach military unil in a city coerces onc
unhappy person into contentment. Any units imposing marlial law are shown in this row.
Under the Republic or Democracy, martial law does not work, Instead, each military unit not
in its home city makes one person unhappy. Thisis shown by “sad face” symbols in this row
and under the units in the home city roster.

The fifth row shows the effects of any Wonders of the World, either in this city or
elsewhere, thatare influencing the population’shappiness. Forexampie,].5. Bach’'sCathedral

decreases the number of unhappy people by two.

Specialists are content people, and are taken from the ranks of the conlent ot happy
population when created, Theeffect of the increased Juxuries created by Entertainersis shown
in row two. :

The bottom row of lhe chart shows the cu mulative effect of all factors on the happiness
of the population. The status <hown in this row is the same asthat in the population roster at
the top of the display.

Examining this chart is useful for understanding what is affecting the happiness of the
city and perhaps indicating what else could be done if the city is out of balance. You may sce
where creating Entertainers, disbanding outoftown units, bringing in more units, orbuilding
a new improvement can bring the city back into order.
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CrEY IMPROVEMENTS

City improvements are the commercial, bureaucralic, educational, and public works
infrastructure that make large and efficient cities possible. The potential sizeof acity is limited
by inadequate provision of these facilitics. The dense population of New York is made
possible by thesubway system. Los Angelesis located ina desert and brings muchofits water

from sources hundreds of miles away.
In Civilization,improvements arealso critical to the growthand importance of cities. Each

of the improvemenls available provides some service or otherwise makes the city work
more elficiently.

When beginning a new civilization, you normally may only build one type of improve-
ment, the Barracks. As your civilization acquires new technologies, more improvements
become possible. Each city may only build ene of cach improvement. The improvemerits that
your city possesses are flisied in the improvements roster on the city display. Once built,
improvements (but not Wonders) may be destroyed by sabotage, disaster, and capture, and
may cven be sold for cash.

Sabotage: Diplomats may entera city and attermpt industrial sabotage. This may result
in the destruction of an existing improvement. The only defense against this type of attack is
destroying the Diplomat before it can enter the city.

Disaster: Volcanos, Pirate Raids, Floods, Fires, and Earthquakes may destroy improve-
ments in a city, There is no defense against Earthquakes, but Aqueducts prevent Fires,
Temples prevent Volcanos, City Walls prevent Floods, and Barracks prevent Pirate Raids.

Capture: Some, all, or none of a city’s improvements may be destroyed when it is
captured by another civilization. When a city is completely destroyed, all improvements are
destroyed as well.

Selling Improvements: You may sell an existing improvement to raise cash by pressing
the sell button next to its name in the improvements roster of the city display. (For the 1BM,
ick the LMB on the button.) An option menu appears showing how much cash you would
receive for sefling, whichis $1 per resource invested. Choose whether to sell ornot. If you sell,

the improvement disappears from the cily and the money is added lo your treasury.

Selling improvements may be useful when you are short of money and threatened with
the random sale of an improvement. it may also be useful when youare under attack withno
reasonable chance of defending or recovering a city. By selling off its improvements, youl
reduce its value to the enemy and salvage something. You may sclf one improvement per tum.

An alphabetical list of improvements follows, including the benefit of the improvement
and 1he technology that makes it possible.

Aqueduct: Cities willtont ari Aqueeduct may nof grow beyond a size of 10 population points. In
addition, Aqueducis prevenl the disasters of Fire and Plaguc. Aqueducts require the advance of
Construction, cost 120 resources to build, and cost $2 per turn to maintain.
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Bank: Banks incrense the luxuiries and Inxes generated by a city by 50%. They require the

t already havea Marketplace improvement. The bonus
isting Marketplace and then applied. This bonus takes
s. Banks cost 120 resources to build

advance of Banking and the city mus
from a Bank is added to that of an ex
effect after all other considerations, including trade route

and $3 per turn to maintain.
Bacracks: New units buill in this cify are already velerans, fcreasing their attack and defense

factors by 50%. Barracks prevent the disaster of pirates. No technology is required to build
Barracks, Flowever, all existing Ba rracks become obsolete and disappear when you acquire
the advances of Gunpowder and Combustion. Second generation Barracks cost $1 per tum
to maintain and third generation Barracks cost $2 per turn to maintain.

Cathedral: A Cathedral niakes four wnthapyy people content and is very uscful for keeping a large
cifyout ofcivild isorder. 1t requires_lhe advanceof Religion, cosls 160 resources tobuild, and costs
$3 per turn to maintain. The effect of all Cathedrals in your cities is increased if you possess
Michelangelo’s Chapel, a medieval Wonder of the World.

City Wails: City Walls triple the strenglh of n defending unit, except when altacked by a Bomber
or Artitlery unit. This tripling occurs afier considering the effect of terrin and vetcran status. Cities

defended by City Walls do not suffer popidation losses when a defending imit is destroyed. Walls also

prevent the disaster of Flood. They require the advance of Masonry, cost 120 resources to build,

and cost $2 per turn to maintain.
Colosseum: The Colosseum is a large stadium for holding athletic contests and other
events drawing crowds. Its presence makes 3 wihappy people content. It requires the advance of
Construction, costs 100 resources to build, and costs $4 per turn to maintain.
Courthouse: This improventent vedutces corruption in a city by 50%. It requires the advance
of the Code of Laws, costs 80 resources to build, and costs $1 per turn to maintain.
Factory: A Factary increnses the monntt of resources generated by a city by 50%. A Factory

becormes obsolele and stops working if o Manufacturing Plant is built in the same city. A
iobuild, and costs 4 per

Factory requires theadvance of Industrialization, costs 200 resources
turn to maintain. The effect of a Factory may be increased by the presence of a Hydro Plant,
2 Nuclear Plant, or a Power Plant. It may also be increased by the Hoover Dam, a modern
Wonder of the World.

Granary: Cities possessing a Granary tse up ouly 50% of their stored food to creafe new
population. The storage box only half empties. I wddition, the Granary prevents a Fantine disasier
from destroying population. The Granary requires the advance of Pottery, costs 60 resources to

build, and costs $1 per turn to mainlain.

79



Blyslictsm
{Ceremonial Burial)

B0

Hydro Plant: The production bonus for a Faclory or Manufacturing Plani is doubled if the city
Jiasa Hydro Plant. Inaddition,a H ydro Plant reduces the probability of pollution. A HydroPlant may
only be built by a city on or near a River, Hills, or Mountains. It requires the advance of
Electronics, costs 240 resources to build, and costs $4 per tum to maintain.

Library: A Library increases ihe knowledge praductionof acity by 50%. Jtrequires theadvance
of Writing, costs 80 resources to build, and costs $1 to maintain. The effect of all Libraries
in your cities is increased if you possess Isaac Newton's College, a medieval Wonder of
the World. :

Manufacturing Plant: This improvesnient increnses the resources generaled by a city by 100%.
It requires the advance of Robotics, costs 320 resources ta build, and costs $6 to maintain. Its
presence makesan alrcady existing Factory obsolete and the Factory ceases to work. Theeffect
of a Manufacturing Plant may be increased by the presence of the Hydro Plant, the Nuclear
Plant, the Power Plant, or the 1loover Dam.

Marketplace: A marketplace increases fax reveniie and Twxaries by 50%. The Marketplace
becomes available wilh theadvance of Currency, costs 80 resources to build, and costs $1 per
turn to maintain.

Mass Transit: D citics with Mass Transit, ihe popuialion s ro cffect on polfution. Otherwise,
when a civilization hasacquired the Automobile advance, thepopulationofitscities increases
the probability of pollution. Mass Transit requires the advance of Mass Production, costs 160
resources to build, and costs $4 to maintain.

Nuclear Plant: Like other types of power plants, tie Nuclear Plant increases the preduction
of a Factory or Manufacturing Plant by another 50%. A Nuclear Plani also reduces the day-to-day
probability of pollution. However,a Nuclear Plant inacity suffering civil disorder risksa nuclear
meltdown (sce page 54). The Nuclear Plant requires the advance of Nuclear Power, costs 160
resources to build, and costs $2 per turn to maintain,

Palace: Thisistheadministrativeand governmental centerof yourcivilization. Thefarther
any city is from the city containing the Palace, the more corruplion is Iikely. You may build a new
Palace in another city, but this causes the retirement of the first Palace and relocation of the
government.1f your Palaceis destroyed,ancwonemay bebuiltinany existing city. The'alace
requires the advance of Masonry and costs 200 resources to build. Your Palace costs nothing
to maintain. '

Power Plant: This source af industrial power increascs the resotrees generafed by Factories and
Manufacturing Plants by an additional 50%. However, it increases the probability of pollution
significantly. The Power Plant requires the advance of Refining, costs 160 resources to build,
and costs $4 per turn to maintain. ,

Recycling Center: The recycling cenler redrices the probability of pollution by two-thirds. It
requires the advance of Recycling, costs 200 resources to build, and costs &2 to maintain.




{

o R - SO

IR

~—

w

.

12 ﬂ

the city
tmay
wce of

lvance
raries
der of

- 100%.

Vin. Its
effect

uciear

place
31 per

‘wise,
eASeSs
sts 160

wckion
to-cdny
uclear
ts 160

arther
anew
of the

alace

hing

es and

“ution

build,

“rds. T

in.

Navigation
(Map Making & Astronomy}

Sail Unit

a Magellan’s
Expedilion

Initintive) Defense profects the city from Nuclear

DI Defense: The SDI (Stralegic Deferse
s improvement hecomes available with the

wnits. Atiacks by these weapons have 1o effect. Thi
Superconductor advance. The SDI Defense costs 200 resources to build and $4 to maintain.

Temple: The Temple improvement hecomes available with the Ceremonial Burial
advance. lts presence nikes one snthappy person conlent. With the additional advance of Mysticism,
another persont is made content bya Temple, fora tolal of wo. A Temple prevetts He Volcano disaster.
Temples cost 40 resources to build and §1 to maintain. Theeffectof a Templemay be doubled
if your civilization possesses the Oracle, an ancient Wonder of the World.

Universily: The preseqce of a Uiniuversily increnses the knowledge generated by a city by 50%. A
University may oniy be buill in a cily that already possesscs 8 Library. The University bonus
is added (o the bonus from an existing Library. Together they double the knowledge
generated. Universilies become available with the advance of the University. They cost 160
resources to build and $3 to maintain. The effect of all Universities in your citics is increased

if you pussess Isaac Newton’s College, a medieval Wonder of the World.
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As your civilization progresses through the years, certain advances make possible the
building of Wonders of the World. There are 21 Wonders, 7 each for the three great epochs of
civilization: Antiquity, the Middle Ages (including the Renaissance), and the Industrial Age
{present and future). These Wonders are the extraordinary monuments of a civilization,
bringing everlasting glory and other benefits to their owners.

A Wonder is a dramatic, awe-inspiring accomplishment. It is typically a great achieve-
ment of engincering, scicnce, orthearts, representing a milepostin the history of humankind.
Each Wonder is unigue, exisling only in the city where it is constructed.

In addition to Lhe glory attached to owning a Wonder, each one has a specific, unique
benefit. The peopie of your civilization are able to perform amazing feats, inspired by their
pridein the possession of Wonders. Forexample, if your civilization possesses theLighthouse,
your ship units are able to move one additional map square per turn.

The benefits of some Wonders apply only to the civilization that possesses them. If a
Wonder you build is Jost when one of your cities is captured, the powers of the Wonder then
apply to the conquering civilization. The same holds true if you capture a Wonder.

However, the benefits of the ancient Wonders and most of the Wonders of the Middle
Ages may notstand for alltime. Objects and accomplishments thatawed the ancienlsmay not
similarly inspire the pcopleof the Industrial Age. Theachievement of later advances may end
the benefits of older Wonders, regardiess of whether your civilization or another makes the
cancelling advance.

Each Wonder may be built once your civilization achieves a specific technology. For
example, when your civilization acquires Map Making, you may begin construction of
the Lighthouse.

You may only build a Wonder if it does not already exist somewhere else in the world.
Ifit exists in another city, it does notappear asan option in your production menus. If youare
building a Wonder inone of your cities and the same Wonder is completed elsewhere before
you finish, you cannot complele your construction. You miust convert your production to
something eclsc. :

Wonders are not destroyed when an enemy occupies their city. However, if a city
possessing a Wouder is destroyed, than that Wonder is lost forever and cannot be rebuilt.

Wonders are built in the same manner as any other city improvement with one
exception. Youmay movea Caravan into the city of construction and accept the option “help
build Wonder.” All of the resources that went into the Caravan are added to the construction
of the Wonder.

Wonders may be built in any city and more than one may be built in the same city.
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Each Wonder has specific and general benefits. An example of a specific benefil is
increased movement of your ships when you possess the Lighthouse.

General benefitsare the glory thataccruesto your civilization for possessing the Wonder,
even after new technology makes it obsolete. Each Wonder that your civilization jpossesses
adds to your civilization score. The presence of Wonders are significant when thelop 5 cities
in the world are measured. The presence of Wonders also influences the hislorians, such as
Gibbon, who pcriodicaﬂy rate the world’s civilizations. Finally, wWonders also influence the

decision of the people to improve your palace.

Colossus: The Colossus is a great bronze statue bestriding the gates or harbor mouth of
the city. This amazing statue draws tourists from around the world, greatly increasing lhe
trade of the area.

Trade is +1 in every city map square that is alrendy generating soine trade. The effect on tourism
stops working after development of Electricity and the trade benefit is thereafter fost. The
Colossus requires the advance of Bronze Working and lakes 200 resources Lo build.

Great Library: Begunasa hobby by a local ruler, the Great Library isan obsession forthe
city. Its agents scour the world for books and manuscripts, making the Great Library the
larges! knowledge repository in existence.

The Great Library gives youany lecinology that two other civilizations haveacquired. Tlowever,
it stops working after development of the University. It requires the advance of Literacy and
takes 300 resources to build. '

CGreat Wall: TheGreat Wall was builtnotsomuchto keepinvaders oul, but toretard their
escape with any loot. The cffect is to deter the aggressiveness of neighbors.

When yon possess the Great Wall, other civilizations akways offer preace during negoltintions.
Fowever, the effect of the Great Wall ceases after development of Gunpowder. ltrequires the
Masonry advance and takes 300 resources to build. '

Hanging Gardens: The magnificent Hanging Gardensare a great marriage of engineer-
ing and beauty. Archilecturally brilliant layered tiers of gardens are ingeniously supplied
with water. Any visitor is overwhelmed by the grace of this man-made garden of paradise.

Possessing {his beauliful momunent brings greal pleasure to the people of your civilization and
resielts in+1 hapnycitizen ineach ofyourcilics. This mapjicaleffectof the HangingGardensexpires
with the development of Invention because, thereafter, lhe gadgetry of the garden design

becomes cheaply available to everyone.
Knowledge of the Hanging Gardens is acquired with the advance of Pottery, and the

Wonder takes 300 resources to build.
Lighthouse: The construction of this immense Lighthouse not only creates the greatest

navigational aid of antiquity, but triggers a birth of seafaring ckills and traditions. The result
is great achievernents by your shipsand captains.
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Possession of the Lighthouse increases sea movemenl rafes by 1 square for all of your ships.
However, theeffectof the Lighthouseceases workingafter development of Magnetism, anew
navigational aid that puts competent saifing within the grasp of anyone. The Lighthouse
requires the advance of Map Making and it takes 200 resources to build. '

Oracle: Building the Oracie gives the belicfsof your civilizationa nifying centraldogma
that increases its effect on the people. The auguries of the Oracle are transmitted through the
Jocal Temples, excrling significant control over their lives,

The Oracle becomes availablewith theadvance of Mysticism and doubles the effect of your Temples
inn making rhappy people cantenl. It stops working after the development of Religion, which
appeals more widely to the growing literate, intelligent citizenry. The Oracle takes 300
resources to build.

Pyramids: The Pyramids are the greatest and oldest of the ancient Wonders. Their
construction requires great government control of theentire nation lomake possible theeffort
of their construction.

A civilization that posscsses the Pyramids may change governntend fype without going throngh
a period of Anarcliy. bi addition, hal civilization may selectany type of new goverinent, not just these
Jor which it has niade e correct advaiice. For example, the possessing nation may become a
Democracy long before it acquires the technology of Democracy. :

The Pyramids require the advancement of Masonry and take 300 resources to build.
However, the effects of the Pyramids expire after the advance of Communism is achieved.

Copernicus’s Observatory: Waorking alone on cold nights in the tower of his cathedral,
this Polish priest re-established that the Sun was the center of the Solar System, not the Earth.
This fact had been recognized by ancientastronomers but lost in the Dark Ages, buried under
superstition and religious dogma. Copernicus’s { indings were controversial but proven true,
and were an important step in the rebirth of Western scicnce.

Building Copernicus's Observaloty denbles knowledge preduction it fhe city, after all adjus-
mients for Librarics, Universilics, and Scienfists. However, this benefit stops working after
developmentofthe Automobile. Theadvance of Astronomy makestheObservatory possible.
1t costs 300 resources to build.

Darwin's Voyage: Partially from the research accomplished on his scientilic voyage
aboard the Begle to the Galapagos 1slands, Charles Darwindeveloped the theory of evolution
that was published in his masterwork, The Origin of Species. [Darwin's arguments, and those
of his contemporary, Alfred Russell Wallace, were so convincing, that they were only disputed
on philosophical grounds, mainly by religious fundamentalists. The theory of organic
evolution was the foundation of all following research in biology. :

Theeivilization that builds Darwin’s Voyrge immicdialelynoquires hwo civilization advances. The
advance of Railroads makes Darwin’s Voyage possible. The Voyage costs 300 resources.
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Isaac Newton's College: Considered by many to be the greatest scientist of all lime,

Newton developed theories of universal gravitation that explained both the mation of
heavenly bodies and Lthefalling ofbodies to Earth. Healsowrote important worksoncaleulus,
optics, the spectrum of light, fiuid mechanics, the motion of comets, and the motion of tides,
and built the first reflecting telescope. For 32 years he was a professor of mathematics at
Cambridge University.

Possessing Newlon’s College increases the knowledge benefit of all your Librarics and Universi-
fies. 1t may be built once you have acquired the Theory of Gravity, but stops working after
development of Nuclear Tission. The College requires 400 resources to build.

J. 5. Bach’s Cathedral: Johann Scbastian Bach was one of the great composers of the
Woestern world. Born inlo a family of distinguished musicians, he was noled as a virtuoso

crformer during his life, but has become much more revered since his passing for the genius
ofhis music. Themajority ofhis composilionswere writlen whileserving thechurch,and most
pieces were written for the organ and dedicated to the glory of his God.

Possessing Bach's Calledral decreases unhappy cilizens on e sanie contistent Iy 2 per city. The
Cathedral may be built following the advance of Religionand costs 400 resources. The power
of Bach’s music does not expire. -

Magellan’s Expedition: Ferdinand Magellan, a Portugese navigalor, led the first expe-
dition that circumnavigated the globe. Sponsored by Charles | of Spain, he was sea rching for
a westward route to the spice islands of the Moluccas. Along the way hediscovered the straits
al Cape Mo that bear his name. Unfortunately, he died in the Philippines fighting natives.
Only oneof hisfiveori ginalshipsand few ofhis men reached home, but the expedition proved
that the Earth was round.

Possessing Magellan’s Exy wedition fncreases sea mevenent rales by 1 square for all of your ships.
'The expedition becomes possible after the advance of Navigation and never expires. It costs
400 resources to build. '

Michelangelo’s Chapel: Michelangelo Buonarroli was perhaps the greatest of the
Renaissance sculptors and painters. Working for the church in Rome and the Medici family
in Florence, heis best known for his sculpture of David and the painting of the Sistine Chapel.
Heis renowned for the beauty ofhis work and theinfluenceit had on succeeding generations.

You may build the Chapel afterachieving Uie advance of Religion, Possessing if increases
the benefits of Cathedrals Hrroughont yaur civilization yntil the adoance of Conmanistil dnninishes e
strengti of Religion. The Chapel takes 300 resources to build.
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Shakespeare’s Theatre: William Shakespeare, an English dramatist and poet, is consid-
ered the greatest of all playwrights. Littleis known ofhislife and he seems not to have become
rich or famous in his own day. But not long after his death his fame began to grow and his
influence on the English language has increased with the renown of his plays, which are still
performed regularly around the globe. '

The Theatre may be built after achieving the advance of Medicine. Thereafter, all untliappry

people int the city are confent, until the advance of Electronics makes the Theatre obsolete. 1t costs 400
resources to build. - :

Apollo Program:The culmination of the space race of the 1960s, the Apollo Program put

nelie 1iinl At geveral manned expeditions onto the Moon. Quickly overcoming many difficulties and

}
Phihe - Ay

(Myslicism & Literacy)

dangers, the Apolio Program was one of the great technological achievements of the age. Its
success promises that humankind may not be restricted just to Earth, but may eveniually
expand into space. :

... The Apolio Program may be built after achieving the advance of Space Flight. It alletes
consiruction af space ships by any civilization having fhe techiology to build parts. The Apollo
Program costs 600 resources to buiid.

Cure for Cancer: Of the diseases that continue lo plague humankind, cancer remains
one of the most feared and deadly. Despite huge efforts to find a cure for this malady, it
continues to reap its toll each year. The developing science of genetic engineering offers new
hope for a cure. :

Afterthedevelopment of theadvance of Genetic Engineering, youmay work on theCure
{or Cancer. Possessing lhe Citre creales +1 happy citizen in all cities of your civilization. The Cure
for Cancer costs 600 resources.

Hoover Dam: [Huge hydroclectric power sources were first developed in the United
Statesduring Lhe 1930sand have since beenbuiltthroughout the world. Converting thekinetic
energy of falling water into electric powerhas proventobea relatively cheapand environmen-
tally sound method of generating electricity.

e The [Joover Dam may be built after the advance of Electronics is acquired. The Dar

pravides lectric petver fo all cities on the samie contlinent, fncreasing fhe resources generated by the cify
by 50%. In addition, the Dam reduces the probabifity of pollution from these citics. The IHoover Dam
cosls 600 resources to build.

Manhattan Project: The Manhattan Project was the codename {or the theeretical and
pmctical development of atomic weapons. Once completed, the world’s future immediately
was in doubt because the weapons it made possible threatened extinction for all life on Earth.
[ut these weapons also offered an umbrella of peace due to their destructiveness. Massive
global war became obsolete because all participants were doomed, win or lose.

Now, surviving the Nuclear Age and environmental poisoning are the two greatest
challenges of industrial civilization. '
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completes the Manhattan Project, all civilizations in the world may begin
The Manhattan Project itself may be
The Project costs 600 resources

Once any civilization
building nuclear weapons, if they have the proper techology.
built once the advance of Nuclear Fission has been achieved.

to build.
SETI Program: The search for extra-terrestrial intelligence is a research effort set up to

find an answer for one of humankind’s most nagging questions: Are we the only intelligent
life in the universe? Being the first civilization to contactother intelligent lifebrings great glory
and perhaps technological advantages. .

The SETT Program may be built when your civiliza tion acquires the advance of
Computers. Thereafter, the knowledge generated by your cities is increased by 50%, wniess the
Program is destroyed or captured by a rival. The SETI Program costs 600 resources to complete.

Women's Suffrage: A phenomena of the cultural, philosophicai, and social changes that
followed the Industrial Revotution has been a steadily increasing respect for the rights and
abilities of women. Women demanded and won the franchise of the vote, first in Western
Democracies, after demonstrating their ability to perform well almost any job while the men
were off to war. This symbolic freeing from historic social hierarchies has led to increasing

practical freedom, at Jeast in the West.
Women's Suffrage becomes available after the advance of Mass Production. tinder a

Republic or Democracy, \nits away from their ome city create one less wnhappy citizen than normal
for a civilization that possesses Women's Suffrnge. Tt costs 600 resources to achieve.

United Nations: The United Nationsisan international organization that meets to solve
international problems through diplomacy. lts goal is world peace and securily. It offers
a forum for debate and also works to aid the economic and technical development of

poorer nations.
Building the United Nations is a great achievement by a civilization. Tt is available after
vith other civilizations, they always offer tomake

the advance of Communism. During negotiationst
peace with you. This allows at least a temporary resolution to afl wars you are enga ged in. The

United Nations costs 600 resources to build.
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INGASTERS

Each game turnthereisa chance that a disaster of some sort inay strikeone of your cities.
A disasler may result in loss of population, destruction of a city improvement, or disruption
of production. Some disasters may be prevented if your civilization has acquired certain
advances or if the city has built a certain improvement. In these cases, the disaster does not
occur or has no effect.

The possible disasters are described below. For each there is an explanation of why it
occurs (if a reason exists), the effect on your city when it strikes, and what measures can
prevent it, if any.

Earthquake: Earthquakes may strike any city that is built adjacent to Hills terrain. There
is nothing that you can build or learn to prevent this disaster. An earthquake destroys one

city improverent. :
Famine: Famine strikes randomly. Jt can be prevented by building a Granary improve-

inent. If it strikes a city with no Granary, all food in the food storage box is lost and thecity’s

population is reduced.
Fire: Tire can hit any city at any time. It can be prevented by building an Aqueduct

improvemenl. Fire destroys one city improvement.
Flood: Flood can strike any city built next tooron a River square. It can be prevented by
building a City Walls improvement. Flood reduces city population.

Piracy: Pirate raids may strikeany city built adjacent to an Ocean squarc. Pirales canbe
prevented by buildinga Barracksimprovement. Piratesremove alifood from the foad storage
box and destroy whatever is being buill in the production box. All resources spent so far in
production are lost.

Plague: Mague may strike any city at any time. Jt can be prevented by acquiring the
advance of Medicine or by building an Aqueduct improvement. Plague reduces the city's
population.

Volcano: A volcano may erupt and damage any city built adjacent to or on Mountain
terrain. Theeffocts of a volcano may be negaled by buildinga Templeimprovementinthecity.
Volcanic eruptions reduce the city’s population unless negated.
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A tightly structured and inflexible society may be very unreceptive to new ideas. Strict
religiousbeliefs have hampered the development of many civilizations and continue todoso.
The great ancient library of Alexandria, an immense storehouse of ancient knowledge, was
destroyed by religious fanatics. The loss of the information in this library contributed to the
length of the Dark Ages. The apparent collapse of many communisticsocieties today isinpart
due to their failure to develop and accept new ideas.

Societies that reward new ideas withriches, fame, and power encourage debate, thought,
and invention. Thismay lead toa flowering of philosophy, science, and commerce. Inventive-
ness is characteristic of the strongest and most influential civilizations. Examples of this are
the philosophy and science of the classical Greeks, the engincering of the Roman Republic,
and the commerce of the Italian city-states duting the Renaissance.

The pursuit of thearis is the final element of civilization, and again, the definition of how
art is determined to be civilized or not remains unclear. Durant defines art as the creation of
beauty. But beauty is a refative thing. What is beautiful to primitive man may be repulsive or
plaintoa modern gaﬂery—goér, and vice versa.

To some extent, civilized art may be considered art for beauty’s sake, an expression of
thought or feeling that brings delight. In primitive art, the sense of beauty is a secondary
characteristic. Primitive art first has a usefulness, like another tool, and performsa function.
Adormment of the body, music, and dances help attract a mate. Primitive art also may serve
aroleinreligion, enhancing the plea for good harvests, hunting, healthy babies, rainfall, relief
from disease, etc.

The presence of these four elements together in a society define it as constituting
civilization: economic provision, political organization, moral traditions, and the pursuit of
knowledge and the arts. A society that lacks one or more never quite becomes civilized. A
socicty that loses one or more over time falls back into a primitive state and disappears as a
civilization. Through humankind’s history many such civilizations have come and gone.
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The major dynamic of change throughout the history of civilization has been the
continuing advance and accumulation of knowledge. As humankind progressed by fitsand
starts through the ages, civilizations rose and fell, to a large degree depending on the

~ knowledge that they acquired and how they employed it.

Those that first acquired new knowledge were often able to employ it to build a more
powerful position. But there are many cases of civilizations that obtained some new
technology firstand then failed to use itto theiradvantage. The paceat which new knowledge
wasdeveloped and implemented by asociely depended on many factors, including its social
organization, economic organization, geographic location, leadership, and competition.

The concept of progress being not only inevitable, but also a good thing is a relatively
recent phenomenon. Only in the Tast several hundred years have we actively studied history
and considered the evidence of the historical record. For mast of human history the pace of
progress was so slow as to be barely detectable. But since the Industrial Revolution, the pace

of advance and change has dramatically increased. Rapid change is now considered normal.
For much of the world, new discoveries are conlinually expected and are not a surprise.

" Thereare those who would argue that theadvance of knowledge isnotnecessarilya good
thing. At various times in history some societies attempted to put a stop to progress. In most
cases this decision was made by a few peoplein the Jeadership who thou ght they knew what
was best for everyone. History shows that individuals continually attempting to improve
their lives cannot be prevented from invention, and this in turn has made change inevitable.

it is clear that some invention occurs by accident. A string of idle thoughts may lead to
a new conclusion, or an accidental mix-up in the chemistry lab may result in a useful new
compound. But invention occurs much more commonly in response to a need.

When civilization began and humans started living in cities, a host of new problems
arose. The search for solutions to these problems resulted inan accelerating pace of discovery
of new ideas and inventions. A need triggered the search for new knowledge, and the new
ideas created, in turn, new needs.

The advance of knowledge hasbeena continually evolving process, with each new idea
Jeading to new possibilitics. We can examine the progress of human socicties as a series of
changes and adjustments brought about by the never-ending search for improvement. The
result of this dynamic process has been ever-expanding human populations, a generally
improved stantlard of living, and a greater understanding of the world around us.
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The singular technological achievement that was the prerequisite of civilization was the
agricultural revolution. Humans changed from food gatherers and hunters to farmers and
herders over several thousand years. Food supplies became more abundantand dependable.
People began to congregate in cilies central to their fields, specialize their skills, and employ
free time to invent and ponder new ideas.

Farming created an increased need for food storage containers, especially in areas where
crops were scasonal. Over a long period, experimentation with clay, the firing of clay, and
eventually the potter's wheel, developed the technology of POTTERY and ceramics. This
made the storage of food surpluses possible, and improved cooking and diet. The standard
of living and life expectancy dramatically improved.

Critical to the progress of the new city dwellers was the invention of the ALPHABET
and WRITING, considered by many to be the advance that marks the state of being civilized.
Alphabets appear to have derived from symbols for sounds, concepts, and hand signals.
Writing came about due to the need to pass on thoughts without talking or save them

without memorization.

Symbols developed into the earliest scripts and hiero-
glyphics, pressed into clay tablets, carved into stone, and
painted upon objects. The invention of written records meant
that all previous knowledge did not have to be carried in the
memory of the society and passed on orally. Knowledge
could be stored and consulted later. From that point on the
accumulation of knowledge accelerated.

The growth of the first cities and the establishment of
permanent structures led to experimentation with various
building materials. Humans learned to build with brick and
stone, employing morlar to coment the individual picces
into a solid structure. This skill of MASONRY became
even more important when walls were needed around cities
for protection.

In those cities that grew large and wealthy, the demand
rose for even more magnificent structures such as temples,
palaces, and city gales. Also needed weremore sophisticated
defensive fortifications, aqueducts for water supplies, and
harbor facilities. This created a need for more sophisticated
techniques of CONSTRUCTION.
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As empires expanded, ey wait s oy
Persian Empire that extended from Susa to Sardis. This road, and the even more impresstve

network builtlater by the Romans, were huge projects. In order tobe completed they required
the invention of new designs for BRIDGE BUILDING. Roadsand bridges built by the Romans
siill stand in many parts of the world and some remain in use.

Inside the first cities, people mingled and interacted on an unprecedented scale. This
caused new problems that could notbe met by old tribal standards of behavior. A Babylonian
king, Hammurabi, is credited with the earliest surviving CODE OF LAWS that spelled
out acceptable rules for making complaints, obtaining redress, and meting out justice.
The code explained what behavior was unacceptable and set punishments designed to
encourage compliance. Law was a needed complermnent to government, preventing anarchy
within society.

It waspossiblein prehistorictimesto find relatively pure
gold and silver lying exposed in the ground. Working with
these soft metals led to experimentation with natural copper
that also could be found. Eventually, our ancestors discov-
ered how to smelt the green copper ores into copper metal.
However, COpper was not common, it was brittle, and it was
too soft to hold an edge. Although copperwas much superior
to stone and made beautiful objects, it had only limited uses.

Theancientsmelters continued experiments, tryingcom-
binations of copper with other metals. They were looking for
a cheap metal that wouild make superior weapons and tools.
When copper was alloyed with tin, the result was BRONZE,
a much more useful metal. Some carly conquerors extended
their empires through lhe technological superiority of their
bronze weapons. But bronze was still not available in large
quantities, due to the scarcity of copper and tin,

EXpCﬁmentalion continued, and after many ycars, the
secret of TRON WORKING was discovered. Some peuple
believe that iron was the critical technology for the rise of
: - ] civilizalion because il was casily found, harder than bronze,

s and could hold a better edge. it not only made superior and
cheaper weapons, but also much cheaper and better tools.
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The Hiltites are thought to be one of the earliest societies to extensively develop iron
working. They used iron weapons to conquer Asia Minor, and spread into the Middle East
and Africa. For a brief period they held sway over a large empire due to this technological
superiority. But they could not prevent others from acquiring the secrets of iron, especially
their neighbors, the Assyrians.

The Assyrians were a remarkably brutal society that subjugated their empire by mass
murder and enslavement oh an unprecedented scale. Their military successes resulted not
only from their acquisition of iron working, but also their independent development of the
WHEEL. Althoughithad obvious peaceful uses for moving loads incarts, the Assyrians used
the wheel to build chariots of war. They conquered Mesopotamia and Asia Minor, destroying
the Iittites along the way.

In turn, the Assyrians {¢ll when nppressed subject peoples turned the chariots around
and overthrew their masters. The Assyrians had built their empire on the advantage of their
chariots, but their brutal social organization created too much unrest to survive.

The earliest concepts of reverence for divine beings or
supernatural powers must have beenatlempts by humans to

. make some sense of the great mysteries of life and the
universe that surrounded them. Possessing barely a fraction
of the knowledge that we do today, a divine explanation was
needed to compensate for their utterignorance of what forces
controlled the Sun, the seasons, natural disasters, diseases,
birth, and death.

The earliest societies developed rites of worship in
attempts lo communicate with and influence supernatural
forces thoughtto beat work. Symbolicof these early rites was
the CEREMONIAL BURIAL that prepared the dead for their
voyage into the afterlife.

, These rites of worship became ever more elaborate,
paralleling the increasing sophistication of society. Typical of
this sophistication was the development of MYSTICISM,
whereby elite priests were attributed supernatural powers
such as the ability to heal the sick and foretell the future. The
Oracle of Delphi was such a mystic, examining entrails for
portents of the future. For thousands of years kings and

peasants alike were believers, conducting their lives
according, to the wisdom of mystics.




The most common carly form of government was a despotism where one person held
absolute power. This proved inadequate for many socicties, especially those that established
rule over a greater arca than one person could control. In answer to this problem there arosc

a class of local rulers who in turn owed allegiance to the one overall ruler. The top person

f the MONARCIY and his power was delegated tohis local representatives.

became theking o
The class of aristocrats and governors that came into existence as the monarchy evolved

had an incentive to make their fiefdoms produckive because they normally kept profits in
excess of those owed the king as taxes. At the same time, they acted as a check on the wilder
schemes of the king who required their assistance when instituting policy- Monarchies
continued to evolve for thousands of years, resuiting in living conditions generally improved
over despotism. :

idence that wriling was actually first used as to keep an accounting of
dless of whether letters or numbers came first, societics
d writing also understoad the concept of numbers, addition, and subtraction.
useful systems of calculation for architecture, ship desigs.

There is some evi
commerce and taxes. Regar

that develope
The need then arosc for more

and science.

This specialized branch of study became MATHEMAT-
1CS, advanced most brilliantly by the Greeksaccording tothe
historical evidence. Their work was used by the famous
Roman engineers of antiquity and preserved by the Muslims
duringthe Dark A gcs.The Muslims continued to buildonthe’
Greck workand developed the numerals used today in most
of the world. As the Dark Ages came to an end, the ancient
math of the Greeks and othors was recovered by the West
from the Muslims.

As cities and empires grew, and the economic relation-

ships between the providers and consumers grew more
complicated, there arose a need for what we now know as
money. The primary functions of money wereto beameditm
of exchange, a storchousc of value, and a standard of value.
Prior to its existence all trade and exchange was done by
bartering. The first CURRENCY'is Attributed to King Croesus

of Lydia who made coins of electrum, a naturally occuiring
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alloy of gold and silver found abundantly in his kingdom.
: When the Persians, a newly risen despotism that replaced the

7 fQ’NTE_HP 'Q"Ta-‘QAiYT Assyrians, conquered Lydia, they retained the use€ of
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o _ currency. Thereafter, it spread rapidly around the world.
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The exchange of goods and services had been going on forages in the tribes of prehistoric
humans. This barter flourished within the new cities as some people specialized in food
roduction, and others in building, tool making, pottery making, etc. After the development
of money, TRADE between civilizations grew i volume and intricacy. ,
Bocause of variances in climate, geography, or resources, people in different parts of the
world often held a comparative advantage in the production or accumulation of certain
goods. By exchanging with each other, two people could end up with more than if they relied
on their own industry. An additional benefit of trade was the dissemination of new ideas

around the known world.

The rise of classical ancient civilizations in China, Greece, Rome, and other places was
dueto a rapid increasein the economic strength of these societies. The Han dynasty of China
established control over a very fertile area that prospered with ittie ou tside interference. The
Greck city-states prospered by establishing colonies around the Mediterranean and compet-

ing vigorously with each other.

The Romans drew their economic power from fertile lands,

a relatively free citizenry, and military superiority. -

All of the classic civilizations were characterized by unprecedented wealth spread over
more people. This resulted ina flowering of theartsand sciences, patronized by the newly rich
classes of merchants and burcaucrats competing with each other for prestige. Another
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way to distinguish themselves from the peasants was
through LITERACY. The ability to read and write wasamark
of eminence.

The spread of literacy accelerated for a time the pace of
the advance of knowledge. The literate intelligentsia had the
timeand interest to ponderallmanner of topics, especially the
great mysteries of life and the universe that had been trou-
bling Man for eons. From debates, examinations, and rudi-
mentary experiments, the Greeks of this period founded the
study of PHILOSOPHY, passed down to us in the preserved
works of Dlato, Aristotie, Socrates, and others.

The philosophical and scientific studies of the Greeks set
off a fireworks display of ideas. This shower of thought litup
new vistas for consideration, They studied the natural world,
and began debunking the fables of the mystics and finding
answers. Putting a high reverence on life, their curiosity and
experimentation developed into the first scientific study of
the body, disease, and MEDICINE. They combined science
with the practical knowledge of herbs and other treatments
handed down over the ages.
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Turning their eyes to the heavens they correctly deduced that the Earth revolved around
the Sun. This and other discoveries were the beginnings of ASTRONOMY, a science that
evolved from mystical observations of astrology. These early u nderstandings of the heavens
led to practical uses. Sailors of antiquity had been forced to sail by dead reckoning or stay close
to shore following MATS. Astronomy and experience revealed useful patterns of star
placement and movement that could be used as aids for NAVIGATION.

The studies of the Greeks also led them to create a new form of government, the
DEMOCRACY, that seemed best suited forencouragingeconomicand personal freedom. But
their democracy applied only to the elite males, not to the peasants, slaves, or to women.

Greek economic and military power eventually declined, expended in wasteful wars.
They were overwhelmed by the military power of the Romans to the west and the promise
of their burgeoning of science and knowledge remained unfilled for over a thousand years.

Roman socicty was muich less elitist than the Crecks, at lcast at first, and the people were
more practical than contemplative. The Romans absorbed the science and mathematics of the
Greeks, and employed them in famous works of ENGINEERING. The Romans are consid-
ered the great engincers of antiquity, building roads, bridges, aqueducts, forlifications,
harbors, and other structures wherever they went. The West did not see the like again for
many centuries afler their collapse. '

Early Roman society was based on a new type of social organizalion where theland was
owned by many, not just a few aristocrats. This policy resulted in a strong economy. n
addition, the citizens were the army, and their training, tactics, leadership, and morale made
them a nearly invincible force. These were all new ideas and required a new form of

overnment. In response, and drawing on the ideas of the Greeks, the Romans developed
the REPUBLIC.

Under this government, the large fand-owning class chose representatives to rule for
them in a new parliamentary body, the Senate. In turn, the Senate chose the ultimate leaders
of governmentand the generals of thearmies. For centuries the republic functioned very well,
stimulating economic production, meeting all military crises, and eventually dominating
most of the Mediterrancan basin.

The rule of the Roman Republic was usurped by a series of leaders who installed
thernselves as emperors. From this pointon theempire began to falter, shored up occasionally
by an able leader. The land-holding citizenty disappem‘ed, bought out by rich genemls and
others. The Senate became corrupt and ineffectual. The economy became increasingly reliant
on slave labor and the citizen army was replaced by mercenaries.

After four hundred years of decline, the western half of the empire fell to barbarian
invaders. The eastern half cartied on for another thousand years before succumbing to

the Muslims.
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In Asia, the Chinese successfully held off the barbarians for many years, partly due to

their Great Wall. Their civiliza

tion Offers many interesting contrasts to those of the West.

Chinese society was managed by the Mandarins, a class of bureaucrats. They strictly followed
a conservative orthodoxy derived from the philosophy of Confucius that emphasized
personal‘ virtue, devotion to family, and justice.

As practical managers, they studied science and technology, and encouraged INVEN-

TION, but only because they

thought it was important for their emperor to have this

knowledge available. They are crediled with a number of important advances including
paper, the printing press, MAGNETISM, and GUNPOWDER, but did very littte with them.
1 their view, the society that they maintained according to Confucian principles approached
perfection and there was no need for these new inventions.

So Chinese society continued to discover interesting things, only to have them exist
mostly as curiosities. They actively discouraged change and advance, sealing themsetves off

from the rest of the world. Ato

neé point they sailed a mighty fleet of ocean-going ships past
India to Africa, but after discovering nothing new of interest,
the emperor forbade further ocean voyages and the fleet was -
beached to rot.

The Chinese civilization continued like this for many
centurics after the fall of the Romans, but eventually fell
victim to fierce Mongol armies {rom the north that the Wall
could not hold off. Butthe Mongol conquerors were absorbed
by the Chinese culture and the ossifying influence of the
traditional orthodoxy continued to dominate the culture.
When the West arose from the Dark Ages, it quickly eclipsed
the power of the ultra-conservative East.

While Confucianism domina ted China, the philosophi-
cal studies stimulated by the Grecks exposed flaws in the
mysticism and cults that had dominated spiritual matters in
the West. Many new beliefs sprang up to fill the void, and
among, these were the beginnings of the RELIGIONS which
dominate spirituai life today. These new creeds made it
possible for people to find fulfillment and peace within an

increasingly complicated, crowded, and demanding world.




With the fall of the Roman Empire, Europe fell into a Dark Age dominated at first by the
barbarian conquerors. The Chinese isolated themselves, the Byzantines and the Muslims
fought for the Middle East, and the rest of the world struggled with their own first attempts
at civilization.

The barbarian possession of Europe ruined economic production, disintegrated the
governmentalinfrastructureandlaws, nd decimated populations. Forhundreds of years the
whole region returned to a barbaric, primitive existence.

Strongmen established Jocal rule and the ablest began building larger kingdoms. The
local baron provided protection, law, and order for the people that were his effective slaves.
He held his fiefdom by the permission of the king, and owed the king taxes and service in
payment. This brand of monarchy became known as FEUDALISM.

Asthe degree of order grew and populations recovered, the strands of knowledge were
gradually regathered, Some of this knowledge had been preserved by the Church, and some
was obtained from outside Europe.

Improving economic conditions made the upper class wealthy. The social climate called
for a hew code of behavior to distinguish the aristocrats from the tiresome laborers and
merchants. The elite became knights, directed by a code of CHIVALRY. Departing radically

from the barbaric past, the warrior wasexpected to protect the

At b e

weak, prevent evil, and follow the teachings of the Church.

The revival of Europe was a gradual process, powered
by increasing economic production. Trade flourished at fairs
and overseas, towns grew, guilds of tradesmen improved
skills, and crude industry started. The quest for knowledge
was again stimulated, partly by tantalizing informatijon drift-
ing in from China and Arabia, and partly by debates over
Church dogmas. In an effort to benefit from the new knowl-

edge, kings established the first UNIVERSITIES.

University scholars expanded the scope of their studies
and began considering the same problems that had en-
grossed the Greeks far in the past. The attempts of alchemists

Guienberg's printing, press

{o turn base metals into goid resulted in the science of
CHEMISTRY. This new science led to improvements in

: industry, munitions, and medicine. Other experimentsbegan
i revealing the secrets of matter and motion, the natural laws
| that controlled how things worked. The study of astronomy
led to PHYSICS.
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Sketchy accounts of marvels witnessed in China drifted over the trade routes to the
universities and merchants of Europe. These accounts Jed to experimentation in attempts to
duplicaie the inventions reported from the East. Most important of these was the fabled
exploding powder.

The Chinese were mainly content to use GUNPOWDER for fireworks, but the small .
states of European were continuaily embroiled in wars and were looking for any possible
technological advantage. An explosive power promised military advantage if it could be
harnessed. Whilethediscovery of gu npowderwas occurring, new developmentsin thestudy
of metals and manufacturing became the science of METALLURGY. The marriage of
gunpowder with cast bronze and iron tubes created cannon.

The development of cannons and muskets wasa major revolution in warfare. The search
for a way to end the dominance of the battlefield by armored cavalry was over. Relatively
cheap musketeers could shoot down the expensive cavalry ata very profitable rate. Armed
with the new weapons, the Europeans ended the threats of the Muslims and Mongols, and
began extending their own empires around the world.

Ata time when Europe was beginning to expand overseas and scarching for traderoutes
to Asia, there was a strong need for better tools for navigation. One answer was another
invention of the Chinese that eventually reached the West: MAGNETISM, important in the
compass. Mastery of the compass made ocean sailing much safer, and led to more voyages of
discovery and a greater understanding of global geography. :

The beginning of the modern world is associated with the Renaissance, a flowering of
trade, science, and thearts that occu rred in the city-states of northernltaly rou ghlya thousand
years after the fall of the Roman Empire. The citics competed with each other in commercial
enterprises, mainly trade with the eastern end of the Mediterrancan.

As with the Greek city-states of antiquity, competition and relative freedom fostered
rapid economic growth. As their economic empires grew, it became increasingly clear that
there was a desperate need for capital to fund trading ventures. Inresponse to this need, they
developed a number ploys that eventually Jed to BANKING. They had to be devious because
the loaning of money at interest had been considered a source of evil for centuries and was
proscribed by the Church.

Thedevelopment of banking by thecity-states furtherenhanced their economic position.
One benefit of this increasing wealth was the patronizing of the arts and sciences by families
suchas the Medici. We have thisera to thank for Donatello, Michelangelo, Galileo, Leonardo

Da Vinci, and many others.

Isaac Newton, perhaps the greatest scientist of all time, tied together years of consider-
ation of the laws of nature during a summer sojourn from his plague-threatened university.
His treatise on the THEORY OF GRAVITY satisfactorily explained the motion of the planets
as well as why objects fell to Earth, and was the take-off point for most science for the next
several hundred years. Newton is also credited equally brilliant works on light, optics, and

calculus, any one of which would have made him famous.
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Within a generation of Newton’sdeath, theInd ustrial Revolu tion took offin England. At
the time, England possessed one of the strongest and most rapidly growing economies in the

world. The population was rel

atively well educated, there were numerous small industries

already in place, and the government was encouraging coOmmerce. This was a fertile

environment for invention.

The spark of the revolution came from the need to pump water out of deep coal mines.
Inventors tinkered withanu mber of mechanical methods of getting water out, butin theend
the best solution wasa crude STEAM ENGINE connected toa pump. The refinements of the
early steam-powered pumps took a number of years, but resulted in an engine that could
provide power from burning coal for any number of enterprises.

The significance of the Industrial Revolution was that the production of asingle worker
could be dramatically increased by machines. The new machines were powered first by coal
and later by other energy sources. They wereno longer dependenton animal or water power.
Machines could be placed nearly anywhere, even inside ships.
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Rapid economic growth accompanied the Industrial
Revolution in England, resulting in dramatic increases in the
production of textiles, iron, and other goods. This increased
ihe need for an improved transportation system throughout
the country. At first this need was met by the construction of
anetwork of canals linking the country’srivers. Butinventors
looked for better alternatives, and came up with the idea of
RAILROADS powered by steam Jocomotives..

Railroadsspread quickly throughout Europe and North
America, and eventually reached the corners of the world.
They were important not only because they speeded up
communication and delivery of goods, but they in turn
triggered innovation as inventors continually searched for
ways to make them more efficient.

The ability of railroads to haul great loads of raw mate-
rials and finished goods made it possible for the new indus-
trial managers to consider even larger manufacturing enter-
prises. Itsoon became apparent that INDUSTRIALIZATION
meant Jow costs due to the economies of large-scale produc-
tion. Large factories and mills sprang up around the world as
more and more countries industrialized.
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The new industries and the railroads werc great construction projects and they created
the demand for stronger and cheaper building materials. Railroad bridges, rails, factory
buildings,and city skyscrapers were limited by thestren gthand durability of iron. Theanswer
was the development of STEEL, a nearly perfect building material that eventually could be
made quite cheaply.

Industrialization accelerated the advance of knowledge. The great fortunes that could
accrue to the innovator encouraged new invention. The advance of physics, chemistry,
mathematics, and engineering offered new tools for experiments. Laboratories were created
solely for research.

One major goal of this research was the search for alternative ways to generate and
iransmit power. While thesteamengine was revolutionary, every factory had to haveitsown.
More useful would be a central power generaling station that sent out energy to users.

The phenomena of lightning offered a clue. The properties of ELECTRICITY were
discavered by Michael Faraday, a British chemistand physicist. Heinven ted ways to generate
electricity, to transmit it, and to employ it as an energy source o power machines. I'lis
inventions transformed the daily lives of much of the Eartl\'s population, improving working
conditions, bringing labor-saving devices into the home, and creating the opportunity for a
wide range of new inventions. '

Railroads, steel mills, power companies, and other busi-

REaplaq el | i

~ o R

: : nesses grew to tremendous size and new ways of organizing
these commercial enterprises had to be found. The huge

e investments required could not be financed by a few people.
Y

In response to this need there developed the CORPORA-
TION, an economic entity that raised investment capital by
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selling shares of ownership to a great many small investors.

Inventors began looking for alternatives to coal as a
sources of energy. Coal was bulky and burned dirty. An
alternative was especially desirable for those areas and
nations that possessed no coal. One solution was oil, a
. messy nuisance that had been laying around for millions of
years. With the development of REFINING, oil was
. transformed into a variety of fuels that had different
characteristics and uses. '
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A new round of experimentation followed, Statitusig s -

advantage of the explosive properties of gasoline, a refined product of oil. The result of this

experimentation was the internal COMBUSTION engine that converted the energy of
gasoline and similar fuelsinto horsepower: Oil fuels were lessbulky and burned more cleanly
than coal, and set off a wave of new industries that built machines employing internal
combustion engines.

Following the success of the railroad, people experimented with a number of ideas for
machines that would move over land. They were looking for something to replace horse-
drawn vehicles that were crowding the growing metropolitan areas. Steam-driven vehicles
showed some promise, but the answer wasthe AUTOMOBILE, powered by the new internal
combustion engine. The automobile became the greatest consumer good to date, and also
revolutionized warfare when modified into armored land battleships called tanks.

The internal combustion engine was also the answer to one of humankind’s oldest and
most cherished quests: {0 fly. Experimentation with flying had been going on for many years,
first in balloons, then gliders, and with various attempts at human powered flight. The
new engine was light enough and sufficiently powerful to make flying possible. The first

owered FLIGHT was accomplished by the Wright brothers, and improvements in engines
and aircraft design followed rapidly- ' .
The laboratories and classrooms became the center of
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jnventionasthe technological complexity of experimentation
grew. The thinking of physicists built on the work of Newton
and again revolutionized our und erstanding of the universe.
With.the aid of marvelous new machines to aid research, the
search for the building biocks of matter resulted in ATOMIC
THEORY, the description of atoms and molecules.

Scientists and industrialists alike continued studying
electricity and developed many new uses for ELECTRON-
ICS. Experimentation led to the telegraph, telephone,
recorded sounds, radio, and television, and many other
electronic gadgels that were useful in the home and
for industry.

The electric light Ihulb
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Manufacturing, became a science itself. Industrialists continually looked for ways to
speed production, improve quality, cut costs. Early ideas had been the specialization of labor

where one person did one job over and over, becoming expert at it. Another innovation was

recisely made interchangeable parts. Henry Ford is credited with developing MASS
PRODUCTION with the installation of the assembly line in his automobile factories.
Production of machines and consumer goods soared.

"The dramatic changes of the Industrial Age did not benefit everyone equally. The
capitalists grew wealthy while the standard of factory workers often deteriorated. Govern-
ments that were not flexible enough to evolve to meet the demands of the new age were
violently overthrown. The philosophers proposed new organizations for society that
appealed to the working, class, including socialism and COMMUNISM.

The communism of Marx and others was to be a worker's paradise. There was {o be no
social hierarchy, and the means of production and subsistence would be owned by all. The
people of many nations, both industrial and agrarian, overthrew obsolete and unresponsive
monarchies, and installed communist governments.

Nearly a century of experimentation with communism proved that its Jofty goals could
notbereached. Thesurrendert of personaland economic freedom to the state resulted in lower
standards of living, not greater, and a new class structure of privileged party members

replaced the old. Some technical advance was possible, but
only at great cost. Comrmunisim was unable to compete with
the free-market democracies in either technical advances or
general happiness. . '

In the more fiexible societies, the industrial workers
were not able to gain control of the entire government, but
they were able to improve their lot. In this period of rapid
change, society was unprepared for the unrest that inequi-
table distribution of wealth caused. Although eventually a
number of steps were taken to improve this condition, the
workers themselves took matters into their own hands.

Striving for a greater voice in the affairs of their lives,
industrial workers developed techniques of work stoppages,
strikes, and boycotts. Eventually they formed LABOR
UNIONS through which they could presenta unified frontin
negotiations with managers and owners. The labor move-
ment was the resultof the greed and imperiousness oftherich
industrialists. The unions brought an equilibrium between
the two forces, though the balance was subject to swings in

either direction. '
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The technical advances of the Industrial Revolution were partially spurred by the arms
race. The industrial powers vied with each other for colonial empires and continental
dominance. Each turned to its engineers and scientists for superior weapons toimprove their
diplomatic and military position.. A

In the air, the arms race resulted in very rapid progress. In some of the larger conflicts,
new aircraft designs were made obsolete inonly a few months by the appearance of the next
generation of aircraft. Jet engines, swept wings, helicopters, and aircraft carriers were
examples of ADVANCED FLIGHT systems. Additional pioneers worked on a new system
of propulsion that could power unmanned aircraft, perhaps into space. The solution was
ROCKETRY, developing into missile weapons and space launch vehicles.

The design of the aircraft and other machines was limited in some cases by the .
construction malerials available. This created a demand for replacements for wood and steel
that retained their strength yet were lighter. Research discovered a range of new materials,
primarily PLASTICS developed from petroleum. Plastics proved tobe useful fora widerange
of applications, and created opportunities for many new industries. They were especially

valuable in space vehicles due to their unique properties. _
The increases in invention, production, and communi-
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cation created the need for improved tools for record-keeping
. and calculation. Super-caiculators were firstconsidered early
in the Industrial Age, but no practical model was built.
Electronics offered a new opportunity and the first
COMPUTERS were born to help codebreakers during war.

Computers triggered an information revolution, that
may yet prove as dramatic a break in human history as the
previous agricultural and industrial revolutions. Calcula-
tions that were previously impossible were finished in
seconds. This made previously unthinkable research and

recision now routine. Mountains of information were
reduced to tiny chips of silicon, yet remained accessible.

In themanufacturing plants, researcherscontinued seek-
ing ways to improve quality and reduce costs. The next stop
in automation was the installation of complex ROBOTS that
could endlessly repeat certain movements. This freed human
workers from these numbing tasks. In addition, robots could
work in environments that might be inhospitable io humans,

oaseeegd L such as space.

o Henry Ford's Moot 1
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The search for the ultimate strategic weapon w

owerful thatit made war obsolete. A team of physicis
discovered the technology of NUCLEAR FISSION. This made

possible the construction of the
among the most powerful nations,
would be no winner after a nuclear exchange.
The enormous energy output of nuclear
Experimentation proved that electric power cou

first thoughttoa great advance,

that reduced its value. The fuel of the nuclear re
al handling. A nu mber of disasters at nuclear power plants indicated

that this energy source was muc
Theraceintospace wasborn
cience. To the industrial powers, each major first in space
roof of the superiority of their socict
failures, the world concluded that the benefits o

and costly to achieve. Once t
potential colonization of space settled down int

as undertaken by the United States. It was
ts, building on their knowledge

first atomic weapons. With the spread of these weapons
the risk of world war decreased because it was clear there

fission suggested peaceful uses as well.
1d be generated from nuclear reactions. At

NUCLEAR POWER was fou nd to have certain risks attached

actors was not only lethal, but the waste

h more difficult to harness than hoped.

as much frominternational competitionas fromany interest
meant prestige and was clear
y. After a number of spectacular successes and tragic
£ SPACE FLIGHT would be slow in coming

he competitions had run their course, the exploration and

o a more scientific exercise.

The Industrial Revolution brou ght great change to
civilization, but not all of it was beneficial. The burning of
enormous quantities of coal and oi! lowered the quality of the
air humans breathed inmany areas. In somecities, the people
woremaskstof
in production meant huge quantities of wastes had to be
disposed of, and too much of it ended upinrivers and oceans.
Unbridled industrial development risked global warming
and the poisoning of the Earth's air and water,

The richer industrial nations took the lead in fighting
pollution, putting restrictions on the dumping of wastes into
rivers and the air. Cars were required to be cleaner. In many
places a priority was placed on RECYCLING, by which

paper, aluminum, glass and other waste products were saved
from the dump and returned to manufacturers for re-use. By
this practice, long in place in the steel industry, a percentage
of new products consisted of recycled materials.
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The quest for new technology continues today. Scientists are doing researchina number
of areas that could lead to dramatic advances that will impact future societies.

One important area is GENETIC ENGINEERING. If humans can learn how to do this,
wemay beable to prepare better animal stocks, better crops, cure diseases such as cancer,and
eliminate genetic defects thatcause retardation. While this research continues,soalsodoes the
debate on the ethics of genetic manipulation. Especially among religious groups, there are
concerns about the appropriateness of such research.

Scientists are also searching for a SUPERCONDUCTOR. If this material could be found
it mightalso have dramatic effects in daily lives throughout the world. Itissignificant because
a great deal of energy is lost when electricity is transmitted over distance. The superconductor
would greatly minim ize this loss of energy, resulting in great increases in efficiency and
reduction of costs.

Experimentation also continues in an effort to develop FUSION POWER, a potentially
limitless energy source. Fusion of molecules of heavy waler, a relatively cheapraw material,
results in the release of tremendous energy in the form of heat. This heat could be converted
into electricity. The development of fusion power would mean extraordinarily cheap electric
power with almost no environmental risk.

In retrospect, the advance of civilization seeins Lo have

PR e

been inevitable. Although at various times and places this
advance was halted, or even went backwards, somewhere in
the world progress continued. A more detailed examination
of history can better explain why the process speeded upand
slowed down, why certain civilizations advanced rapidly for
a time and then declined. But it seems clear that the acquisi-
tion of knowledge and its application was the major dynamic
force of history.
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LOADER BIOGHAPIIES

The civilizations that oppose you are ruled by well-known figures from history. For
example, if you encounter the Greeks, they are ruled by Alexander the Great.

The strengths and weaknesses of the leader are reflected in how that person manages his
or her civilization. Alexander, who conquered most of the known world in his time, may be
expected to be similarly aggressive if he appears as one of your rivals. Each rival leader in
Civilization is rated in three categories: Aggression, Development,and Militarism. Withineach
category there is a scale of behavior. The leader may be at one end or the other, or neutral.

Aggression: This measures how likely the leader is to go to war with his neighbors.
Aggressive leaders are likely to choose war even when involved in several wars already.
Friendly leaders are likely to make peace even when not at war elsewhere.

Development: Expaitsionist leaders are interested in expanding the size of their civiliza-
lions and devote resources to building Settlers and sending them out to found new cilies.
Perfectionist leaders, the other end of the scale, are more interested in building up individual
citicsand improving the terrain around them. While they do expand, they dosoata much less
reduced rate than their opposites.

Militarism: Milifaristic leaders seck to acquire technology that leads to better weapons.
Civilized leaders seek technologies that are most useful in improving their civilization
economically and politically.

You can learn about the personality of a leader of any civilization with which you have
established an embassy from the report of your Intelligence Advisor. Press the Info button for
the civilization and look under the leader’s name. Listed there are the personality character-
istics of the leader. For any category that is not mentioned the leader is neutral. For example,
Elizabeth 1is listed only as Expansionist. That indicates she is neutral regarding Aggression
and Militarism. Be aware that these personality traits are only tendencies and that all leaders
are capable of any type of action, depending on circumstances.

111




[2odalies
(Plastics & Computers)

a A Artillery Unit

) Mig. Plant

fﬁ Spaceship Module

The leaders and civilizations that you may encounter are listed below. For each there is
a brief biographical note and a hint or two on what to expect if you encounter them.

Abraham Lincoln (Americans): From humble beginnings, and largely self-taught,
Lincoln rose to become one of America’s greatest Presidents. Directing the nation through the
Civil War, his will, intellect, and political skill were critical for the survival of the fledgling
democracy. Most often associated with the emancipation of slaves, the reunification of the
country and the preservation of demacracy are his lasting contributions.

In Civilization, Abraham Lincoln and the Americans are most likely to become a
democracy. While they look to expand, they are not overly aggressive.

Alexander the Great (Greeks): Alexander inherited the throne of Macedonia in 336 B.C.
and quickly gained control of all Greece. At the head of an allied Greek army, hesetoutonone
of the greatest military campaigns of history. Within twelve years he had conquered the
enormous Persianempire to theeast, Egyptto the south, and the western partof modern Indja.
Only the reluctance of hismen to continue ended the conquests. He died prematurely of fever
attheageof 33, butin thisshortspan established himselfasoneol thegreatest generalsof all time.

If you encounter Alexand erand the Greeks, they canbeexpected to expand aggressively.

Elizabeth I (English): Queen of England for 45 years, she inherited a strife-torn, failing
nation, and built it into a first-rate European power. JHer main adversaries were the Spanish

a steady decline after the defeat of their Armada in 1588.

under Philip 1I, who went into ¢
Elizabeth was known for important domestic reforms as well as shrewd diplomatic and

military maneuvers. Her reign was marked by a general flowering of the English economy
and culture. She presided over the beginnings of the British empire, not quite living to see the
establishment of English colonies in North America.

Elizabethisa formidable foe,aggressively expanding and competently growingathome.

Genghis Khan (Mongols): After uniting the Mongol tribes, he conquered the Chin
Empire of northern China by 1215. For the next nine years his armies moved westward,
overrunning all in their path and reaching well into eastern Europe. The Mongol hordes were
armies of mounted bowmen who were ou tstanding riders and marksmen. Their recurved
bow design was technologically ahead of Western weapons, being both compact and
powerfui. From his capital at Karakorum, south of Lake Baikal, the Great Khan presided over

one of the largest land empires of history.
In Civilization, the Mongols can be expected to expand very a ggressively at the expense

of the development of individual cilies.
Hammurabi (Babylonians): King of Babylonia, e is most noted for his code of laws, one

of the earliest known. His empire encompassed the eastern part of the Fertile Crescent,
centered on the Tigrisand Euphrates Rivers. A competent rulerand builder of civilization, his

cmpire was eventually destroyed by raids from Asia Minor.
The Babylonians are generaily more concerned with building and growing, rather than

continual expansion.

= e St e Vo

AT

ubep e}

Ll Bl cenkdl Tl TR

oy




i

Rockelry
{Advanced Flight &
Electronics)

Julius Caesar (Romans): One of themore controversial characters of history, Caesar was
both a staunch defender of the people’s rights and an ambitious politician who destroyed the
Roman Republic. Certainly brilliant, among his other skills he was a superb general,
conquering Gaul in a classic campaign that is still studied, invading Britain, and establishing
himself as dictator for life after defeating Pompey in a civil war. Stabbed to death on the Ides
of March (3/15) by friends and proteges who resented his grab for power, he nevertheless
made the future Roman Empire possible. . _

The Romans are tough foes and can be expected to balance expansion, conquest,
and development.

Mahatma Gandhi {Indians): The father of Indian independence, he was a skilled
politician and spiritual leader. His campaign of passive resistance wore down the British and
after World War I he was an important part of the independence negotiations. He worked
tirelessly foran end to the caste systemin India and for peaceful co-existence between the two
great religious groups of the nation, the Hindus and the Muslims. He was fatally shot by a
Hindu fanatic while ona prayer vigil for peace.

The Indians under Gandhi are not aggressively expansiveand are more likely to develop
the areas they can obtain peaceably. However, they are conscious of technology and can be
a strong rival in a space race.

Mao Tse-tung (Chinese): Considered the founder of the People’s Republic of China, he
rose to power in the 1930s, leading the Long March and becoming head of the Chinese
Communist party that eventually defeated the Nationalists. He led the new nation until 1958
when he was replaced due to the failure of many programs, including the Great Leap

' Forward, a plan to kick-start Jocal industrial growth. He regained power after the disruption

of the Cultural Revolution, a four-year period of unrest that he directed.

The Chinese are generally concerned with building a strong civilization and don't seek
to expand aggressively. -

Montezuma (Aztecs): The Aztec emperor at the time of the Spanish conquest, hewasa
brutal despot who angered his subject peoples. Cortez took advantage of this unpopularity,
enlisting the aid of 30,000 Indian allies for the march on the Aztec capital. Montezuma’s belief
that the Spanish were the descendants of gods kept him from recognizing the danger and
adequately preparing his formidable army.

The Aztecs are fierce warriors and dangerous opponents. They are quite capable of
competent military campaigns while simultaneously building a strong empire.
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Napoleon (French): Throughbold and decisive action, Napoleon rosequickly during the
turmoil of the French Revolution. He became part of the ruling Consulate that resulted from
a Paris coupand thereafter consolidated power, eventually having himself crowned emperor
in 1804. For the next 11 years Europe suffered almost constant war. At its peak the French
Empire stretched from Madrid to Moscow. An allied coalition completed the defeat of the
French at Waterloo and forced Napoleon into a final exile.

The French are conquerors and seek to expand. Perhaps notas dangerous as the Aztecs
or Greeks, they are still a threat that must be watiched.

Ramesses (Egyptians): Ramesses Il ruled Egypt for 33 years after usurping the throne
from his brother. Under his rule the empire blossomed, reaching from Syria to the fourth
cataract of the Nile. He is noted for the splendor of the monuments, temples, and other
buildings that he distributed liberally throughout the country. However, the rise of luxury,
slavery, and mercenary armies during his reign fostered the indolence that led to the eventual

‘decline of the Egyptian empire.

The Egyptians are great builders. Under Ramesses they can be expected to construct
mighty cities and can be a significant threat if allowed to expand over a large area.

Shaka (Zulus): The first king of the Zulus, he united the tribal villages under his ruleand
forged the Zulu army. In a short period he conquered all nearby enemies and established
Zululand. He and his descendants ruled uncontested until Europeans arrived on the border.
Though the Zulus were without peer as individual warriors, they proved no match for
well-led European armies with greatly superior weapons. ’

The Zulus are fierce warriors and are not afraid to pick a fight. Be wary if you discover
them next door. They are nof fascinated by technology and you may be able to gain a
technological advantage over them.

Stalin (Russians): A long-time Bolshevik, he emerged from the power struggle follow-
ing Lenin’s death asthenew leader ofthe Soviet Union, contrary to Lenin’s wishes. He quickly
implemented plans for the forced collectivization of agriculture, rapid industrialization, and
a huge military buildup. These policies were made possible by a reign of state terror that led
tomillionsof deaths. Afterrepelling the Naziinvasionof World Warll, which killed 20 million
more Russians, he was able to establish a hegemony over most of Eastern Europe that lasted
nearly half a century before disintegrating.

Under Stalin, the Russians are a dangerous opponent. They are capable of aggressive
expansion, but may fall behind in the development of cities and technology.
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Sulayman (Turks): Sulayman], knownas The Magnificent, presided over the Ottoman
Empire at its height. Continuing his father’s campaigns, he conquered most of Hungary inthe
Balkans and the jsland of Rhodes in the Mediterranean. Fighting mainly against Venice and
the Holy Roman Emperor Charles V, he just failed to take Venice and Malta, and lost Tunis.
He also conquered much of Persia and Arabia. He was noted for the extent of his reforms, his
patronage of the arts, and the splendor of his rule. :

Under Sulayman, the Turks are very aggressive and a generally unpleasant neighbor.
Keep a wary eye on them and don’t hesitate if they let down their guard.
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Itis recommended that new players start at the Chieftain level of difficulty. Move on to
the higher levels after you have had some experience. The highest level of difficulty, Emperor
level, is only for the most experienced players and those looking for a very tough challenge.
Winning at this level is very difficult.

First City: Your first critical decision whenstartinganew game isselecting thesiteof your
first city. The sooner the site is selected, the sooner you can begin the growth of your
civilization. You should be able to find a reasonable site within the first several game tums.
If you take too Jong you may fall significantly behind your rivals. '

The best squares for placing a city are Grasslands that show the resource symbol, Plains,
and River squares. However, only some River squares have resources. If you start a city on
a River square that doesn't, the city’s early development will be slowed. This means starting
your first city on a River square is somewhat risky.

City site selection is interesting at the start because you know so little about the
surrounding area. If the immediate vicinity Jooks reasonable for a start, it is usually best to
accept thesite you starton. A reasonable area for a start would include a nearby river, special
resources like the Horse or Game, or Grasslands that show the resource symbol. Remember
that Jungles and Swamps can eventually be cleared and converted into productive terrain.
Starting next to an Ocean is good for allowing future ship construction.

A bad city area would include several Deserts and Mountains. While some Ocean,
Forests, and Hills are desirable, too many of either restricts the growth potential of the city.

Defense of First City: The experience of our playtests indicate that it is most useful to
build two Militia units immediately with your first city. When the first one appears, move it
into the four adjacent map squares to the North, East, South, and West to discover the terrain
your city can develop. Use this first Militia unit to further explore the nearby area. When the
second Militia unit appears, fortify it in the city for defense.

A high priority thereafter, especially if you find or suspect nearby rivals, is to acquire
Bronze Working so that at least one Phalanx unit can be put in the city for defense. Two
Phalanxes are recomumended for defense, especially in cities on the edge of your empire.

Expansion: After your first city is started and you are exploting nearby terrain, begin
planning the placement of your next and future cities. Look for good sites sufficiently distant

fromyour capitalso that theoverlap of areas that they can develop is minimized or prevented.

This allows each to grow to its maximum.
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Setllers are very important carly on as they are needed to found new cities, build roads,
and irrigate. Plains terrain is useful to irrigate under Despotism, and Grasslands and Rivers
when you are about to change toa Monarchy. Most of your early cities should have a Settler
in existence doing work of some kind. If it founds a new city, have the home city build another
Setler. Granaries are very helpful for early cities because they allow them to produce more
Settler units and still grow at a reasonable speed. '

It is generally useful to expand as fast you can. Keep producing Settler units and send
them to good city sites that your military units have disovered. A side benefit of expansion is
that you push back the wilderess from which barbarians can appear.

Guns Versus Butter: Keep in mind that most of the great civilizations of history were
builtby military conquest, and thatyourrivalsare going to besomewhataggressive. Youmust
be prepared at least for defense, if not conquest yourself.

Itis possible tosucceed asarelatively peaceful builder, but youwillneed tobuild upyour
economy with extensive trade routes and stay ahead in technology to discourage attack.
Advance your government to Monarchy and Democracy as soon as you can.

Technology Priorities: Keep the Civilization Advances Chart (found at the back of this
manual) handy. Examine this chart before playing, and have some plans for which advances
you wish your scientists to pursue. As time passcs, the direction of your technology research
may beadjusted according tostrategic considerations. Each advance that canbestudied at the
start presents an opportunity and leads on to other useful knowledge.

Pottery makes the Granary improvement available and this speeds the growth of cities.
Bronze Working introduces the Phalanx unit, which is good for city defense. Horseback
Riding introduces Cavalry, which s a good offensive unit and useful in exploration because
ofits movement factor of 2. The Wheel introduces the Chariot, an excellent offensive unit with
an attack factor of 4 that is useful if a rival is found nearby. Ceremonial Burial, the Alphabet,
and Code of Laws are useful to quickly develop a more effective government.

If you find yourself on a smalt island or continent, acquiring Map Making will be useful
because it allows construction of Triremes, the first ship units. If you are able to concentrate:
on economic development, acquiring Monarchy will allow you to change your government
to one more favorable for growth. If war is likely, then the Wheel, Masonry (City Walls),
and Mathematics (the Catapult) are useful. Writing introduces Diplomats, which are
needed to establish embassies with rivals. Trade introduces the Caravan, which is
economically important.
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Wonders of the World: As you get more experienced with managing a civilization you
will become more aware of how the various Wonders can be of benefit. Read through the
descriptions of the Wonders and consider how each one may be useful. Some have economic
benefits, some aid your diplomacy, and some speed the acquisition of techrology. Attempt
to build those that best suit your strategy. Keep in mind that the benefits of most of the early
Wonders eventually expire. ~ ' .

Carefully consider when to build Wonders. There may be times when a Wonder would
be useful, but other things such as Settlers, Aqueducts, or City Walls are more valuable for

rowth or defense. Wonders take a long time and many resources to build. Once construction
o2 Wonder hasstarted, finishitassoonas possiblesothata rival doesn’tcompleteit first. Take
advantage of the ability of Caravans to contribute to the construction of a Wonder.

Don't forget that the benefits of many Wonders accrue to the civilization that possesses
it. It may be cheaper to capture an enemy city that has builta Wonder than to build it yourself.

Changing Governments: The ability to judge the best times to make changes of
government will come with experience. The ty pe of government that is most usefulatany one
time depends on your economic and strategic situation. Because changing governments
throws you into anarchy and is thus costly, plan changes carefully.

Despotism is most useful during wartime and expansion (founding new cities), but can
restrict the advance of technology and growth (populations). Because most existing unitsdo
not require resource support, new units, improvements, and Wonders can be built relatively
quickly. Settler units only require one food unit, so each city can still support one or two that
can be used to found new cities, build roads, irrigate farmland, and mine resources.

Once your cities have been spread out and are reaching a size of 7 or higher, consider
switching to a Monarchy. This is most useful when you have irrigated Grasslands and Rivers
because these areas now can produce 3 food units persquare. This translatesinto faster growth
and larger populations. This in turn generally means more trade, reasonable technology
advance, greater resource production from mines, and more economic power. Although all
units now require resource support, it is still very possible to conduct military campaigns.

Communism is similar to Monarchy but may be more useful later when your cities are
larger. Because under Communism corruption stays at the same Jevel regardless of the
distance of cities from your capital, this government is useful for far-flung empires.

As your cities get larger, itis harder to keep them happy. Also, with the passage of time,
cach advance takes longer to acquire. Switching to the Republic or Democracy may be useful
after your cities grow beyond 10 people because these governments substantially increase
trade. The increased trade converts into more luxuries for making large populations happy,
more taxes for maintaining city improvements, and more technology research. Democracy
eliminates corruption, further increasing the benefits of trade. '
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The trade-off is that war is difficult to conduct as a Republic or Democracy because each
unit away from its home city creates one unhappy citizen. This makes it very difficult to
conductlarge military campaigns. Democracy or the Republicmay not bea good choice if you
are fighting or plannng a major war.

War Versus Peace: Long and costly wars can significantly slow your growth, but wars
can also be very useful for hampering rivals, capturing cities, and devastating enemy
economies. Although war is often forced upon you, there will be many opportunities to make
war as you choose. When to go to war depends on your strength, your enemy’s stren gth, the
threat an enemy poses, the desire to contain an enemy’s expansion, and where you stand in
technology. Prepare for war as much as you can before attacking, and attempt to achieve your
goals quickly. _

Atechnologicaladvantageis quite useful in war, butonly if you have built thebetter units
and brought them to bear. You may encounter rivals who havea lead in technology but have
built only a few units. Because they have concentrated on advancing, they may not be
prepared for war. Technological advantage is especially useful at sea, because having better
units there makesit easier to sink enemy transports thatare often loaded withadditional units.

If you are not prepared for war when an enemy appears on your frontier, it is often best
to meet demands for technology or tribute, at least temporarily, so that you can move forces
to the threatened area. Be wary of accepting large bribes to enter a war that you are not
prepared for.

Once you have established a strong economy and identified your ma jorrivals, it is often
useful to stay at war with them until they are destroyed or ruined, or peace is forced on you
by your Senate. While at war, restrict the movement of enemy transport ships, sinking all you
can. Inaddition, wage economic war by Janding units to pillage irrigation and mines to slow
enemy growth and production.

It can be very difficult to capture cities that are well-defended behind City Walls.
Diplomats sent into the city on a sabotage mission may get lucky and destroy the walls,
making the attack easier. Also, Bomber and Artillery unitsignore City Walls. Battleships and
Bombers are useful for destroying defenders inside coastal cities that may thereafter be
captured by invasion.
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A Strong Economy: As your civilization matures and your cities grow, it becomes
increasingly more difficult to generate the money needed to maintain improvements and the
luxuries the larger populations demand to stay happy. Large guantities of money and
luxuries, as well as the scientific research that must continue, can be generated by large
amounts of trade, city improvements, and Specialists.

‘Thebestway toimprovethe strengthof your economy is to increase trade by establishing
trade routes with large cities of other civilizations. You should attempt to establish the
maximum three .trade routes allowed for each of your larger (10+) cities. It is nearly
impossible to build a strong economy without extensive trade routes. At the local level,
you can put Ocean, Gem, or Gold Mine squares in development on a city map to increase
trade. This normally means, however, that people are not at work elsewhere generating food
and resources.

City improvements are useful for increasing taxes (Marketplaces and Banks) and
research (Libraries and Universities). Taxes may also be increased by Taxmen. Science may
be increased by Scientists. , '

. Diplomats: New players may tend to overlook these units but more experienced players

will come to recognize their value. You should attempt to establish an embassy with each of

your opponents as you encounter them. This is the major value of Diplomats. It will help you
plain your diplomacy and strategy by revealing the power of rivals. Diplomats can also be
useful for looking inside enemy cities that you may attack and for their other abilities
described in the manual.

- Take every opportunity to destroy rival Diplomats. This can prevent the theft of
technology or other unpleasantness.
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Variable Strategies: You must be prepared to tailor the strategy of your civilization
to circumstances that arise. The two major options are peaceful economiic development
versus militaristic expansion. From the moment play begins, you will be gathering more
information that helps plan your strategy. Important factors to be considered are the size of
the istand or continent that you first settle, the proximity of rivals, their strength, and their
technological development. :

if you begin isolated ona reasonably sized continent that can hold ten or so strong cities,
then a strategy of economic development is promising. In this case look to change your
government toMonarchyand then Democracy assoonas possible. If the continentis hugeand

- inhabited by one or more rivals, then you must prepare for eventual war to ensure sufficient

expansion. If you begin on a small island or continent, then prepare for expansion overseas.

When several rivals are found on the same continent, attempt to carve out as much of the
territory asyoucan. UseM ilitia units to screen off enemy units and make peace witheveryone,
at Jeast to start. Peace may allow you to trade for technology faster than you can otherwise
obtain it. Establish embassies when you can and identify the neighbors you plan to destroy.
Don’t bother establishing trade routes with weaker neighbors that you plan to conquer.

When the time is right, attack and destroy one rival ata time. Be prepared ahead of time
and attempt to end the war as soon as possible.

The suggestions listed above cover only a few highlights of tactics and strategies that
were developed while Civilization was designed and tested. As you play, expect to discover
many additional strategems that improve the success of your civilizations.
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DESIGNERS NOTES

The main inspiration for Civilization was thesuccess and receptionof Railroad Tycoon. We
were very pleased with how Railroad Tycoon worked and began looking for a suitable topic
to which we could apply some of its better concepts. Thinking back, we can’t recall now what
triggered the idea of making the new game about the history of civilization, but once the topic
arose, it quickly became obvious that it fit our specifications.

The central concept to Civilizalion was that it was tobe a “god game,” casting the player
as the hero and ruler of a civilizalion over the course of its history. In this role he would
guide and build his civilization, watching it grow and expand, rise or fall. As play proceeded

the player could see the results of his decisions unfold and success would hinge on his

relative skill.
We also wanted Civilization to require the decision maker to juggle several balls at once.

We found in Railroad Tycoon that this helped keep the challenge and interest high. As Sid
sketched out the basic design, he evolved the various hats the player would wear.

Clearly he would be the military commander, moving hisarmiesagainstrivals. Asecond
role was that of economic planner. Wearing this hat, the player would plan the placement,
growth, and production of cities. The player would have to decide between “guns or butter,”
producing military hardware or economic enhancements for his civilization.

The player would also have to decide upon the direction of research for new knowledge.
This again would often be a guns or butter decision, as some advances improved internal
conditions and others made the military more potent. The player would have to judge which
avenue of research was most useful at any one time, and be prepared to change if conditions
warranted it. '

As design work conlinued, additional player roles were added. 11e would have to
conduct his own diplomacy. By keeping track of rivals throu ghthe reports of hisadvisors, the
player would have to make judgments on whom to appease, whom to attack, whom to make
friends, and whom to ignore. In addition, the management of each city was made more
complex, forcing the player to spend more time to keep them eflicient and stable.

With all of these duties falling to the player, we felt that we had come up with a mix of
interesting decisions that would keep the player challenged, and resultina game that was fun
and addictive.

Another major concept that we wanted to borrow from Railroad Tycoon was the
variability of worlds that made every game different. Thisworked very well, asinthe previous

game, making the play fresh each time.
We also decided early on to include the hidden map. We found that this contributed

 significantly to the fun and interest of play. Another feature that Sid developed was the

Civilopedia, the on-line encyclopedia of game concepts. We thought this would especially
help new players.
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Mostof these game features werein placeina rough formby theend of the winter 0f 1990-
1991. Thercafter work proceeded mainly by the trial and error process of coding, testing,
reviewing, and re-coding. Through the spring and summer a new version appeared every
day or so, and the design became more refined. We made adjustmentsin the list of technology
advances, we juggled their relationships, we made changes in the types and values of
military units, we adjusted the time length of turns, we curbed the danger presented
, by barbarians, and, most crilically, we continually improved the artificial intelligence of

1 the rival civilizations. .

Among theinteresting features thatdidn’t make the final cuts were ocean minefields that
could be laid by Ironclads; alcoholic beverages (proposed by some as a major impetus for the
first permanent settlements); Solar Power Plants; Fighter-Bombers 8-8-8(32); the Super
Highways Wonder thatspeeded road building; Charlemagne, king of the Franks -and amuch
more detailed spaceship. .

The most important feature that wentinas the game neared completion was the concept
! of trade routes established by Caravans. This helped with the generation of knowledge and
the establishment of strong economies. It also encouraged exploration and diplomacy.

Also important was the home city concept, especially under the Republicor Demacracy.
Originally, military units cost $2 maintenance each under these governments, then only $1 if
they were fortified or on sentry duty. When military units caused unhappiness instead, this
‘ seemed to work more as one would expect. It became more difficult to wage war under these
' governmentsand provided an interesting trade-off for the improved economic performance.

The last major feature to be included was the Space Race. We had tossed around several
ideas for ending the game buteventually retu rned tospace, one of the earliest ideas. Reaching
another planet with colonists from Earth made an excellent culmination for the history of
" humankind on our planet.

Like Railrond Ticoon, Civilization has been a great project to work on. In fact, important

PO e

‘ e ernaen s e nox work has often been delayed because it was so much fun to play. Civilization has proven to be
. : University extraordinarily popular with our colleagues here at MP'S Labs, and that's a good sign. With
j (Mathematics & Philosophy) somany cool features and interesting decisions, plusan endless supply of new worlds, weare

: certain that Civilization is the last game you'll ever need. But, just in case you disagree, we'll
! start on somelhing new as soon as this one goes out the deor. '

Sid Meier
Bruce Shelley
September 11, 1991
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PURTHER BUADING

A wide variety of sources were consulled for this game. Among the many books
examined, the following were found especially interesting and are recommended for
further reading;: ‘

A History of Scientific Ideas, by Charles Singer, Dorset Press, New York, 1990.
Originally published as a history of scientific ideas up to 1900, this book is informative and
thought provoking. ‘

Atlas of World History, edited by R. 1. Moore, Rand McNally, New York, 1987.
Fascinating maps combined with an informative text.

Man, God, and Civilization, by John G. Jackson, Citadel Press, New York, 1990.
An alternative view that proposes not only humans but civilization also arose in Africa;
not convincing. :

QOur Oriental Heritage, The History of Civilization, Volume 1, Will Durant, Simon &
Schuster, New York, 1935, 1963. This first volume of Durant’s history discusses the definition
and beginnings of civilization.”

The Ancient Engineers, by L. Sprague De Camp, Dorset Press, New York, 1990.
Originally published in 1960, this remainsan entertaining discussion of early engineeringand
the history of invention,

The Rise and Fall of the Great Powers, Paul Kennedy, Random House, New York,1987.
Economic change and military conflict from 1500 to 2000; recommended by MicroProse
colleague Sandy Petersen as the best non-fiction book published in the 1980s. _

The Seven Wonders of the Ancient World, edited by Peter Clayton & Martin Price,
Dorset, New York, 1989. Thestories of these famous monuments, only oneof which still exists.
o _ The Times Atlas of World History, Revised Edition, edited by Geoffrey Barraclough,
Wirting, Times Books, London, 1985. Great maps; a game on every page.

. ' ps;ag ery pag
(Alphabel) The Blade and the Chalice, Riane Eisler, Harper & Row, San Francisco, 1987. A social
organization of male domination, hierarchy, and destructive technology has cursed the
evolution of society; a return to partnership of the sexes and a social priority of nurturing life
is the hope of humankind. '

The World Atlas of Archaeology, edited by Christine Flon, Portland House, New
York, 1985. Beautiful maps and photographs accompany text describing selected

archaeological sites.
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all rights reserved.
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LINTTED WARRANTY
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