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FROM A SINGLE CITY TO A MAJOR STATE

The game begins with your ibe setting somewhere and creating a
city You increase the population while carrying on agriculture and, with
technological research. constructing various kinds of huildings and an
army. Cmice the population reaches a certain level, you can explare new
lands and send out settlers 1o build a second city

The basis of the game is the repetition of this process, in which the cities
are like cells dividing As your cites multiply and your population
IngTeases, ax revenues and production grow, and your states sphere of
influence gets larger. Along with this progress comes the need for advanced
facilities and transponaion, Whether you can do a good job leading your
state ecanomically and culuarally all depends on your policies.

RivaAL CIVILIZED STATES AND THE
COMPETITION FOR SURVIVAL

In this world, besides you, the player, there are many staies thal
operate the computer. Just like you, they are making eities and founding
civilizanons. I you expand your power, its just 2 matter of time before
vou encounter them; when this happens, vour rvals expect 1o enter intg
diplomatic relations. Sometines they are haughty, sometimes courieous.
5o what do you do? Maybe they are more advanced than you in ity
building ot technology, or maybe their military level is higher.

Competition with such rvals is one of the gpale of the game, Your
rivals include great men of history like Napoleon or Maa Zedong. Just
as so many civilizations have disappeared from the earth, our
civilization oo could be wiped out in a moment of carelessiess. Of
course, whether that happens or not depends on how you play

WiTiH TRIUMPHS IN TECHNOLOGICAL
DEVELOPMENT, ON TO THE STARS

The uliimate goal of this game is to send seitlers o space. 1F a
country somewhere in the world sends seutlers 1o the Alpha Centauri
system, the game ends a thar point. Therefore, you must make your
space setilement plan succeed before any of your rivals. But that takes a
lot of people and resources. and more than anything, these depend on
advanced science and echnology:

From the alphabet o the opening up of space, this game includes all
kitds of techinology for you to consider. Just as with the evolution of
living: things, these technologies proceed from the old 1w the new
sysematically —you cannot just make them from nothing, You are
going 1o have 10 worry about which technology should be developed at
a glven point, but the greatest pleasure of this game is pendering this
and linding what i= the "right answer” for you,



Here we bring together the commands and icon {unetions veu will use
in play and explain them clearly, We also include simple examples of
play, so after reading this you can go right inte a game.

Use OF THE CONTROLLER AND THE MOUSE

Use of the Controller

This game is played by one person. When playing, securely connect
the comtroller w the control connecior on the Suaper Mintendo
Entertainment Syslenm umit.

COMTROL + X BUTTOM: L+ B BUTTOMNS Y BUTTOM:
Speeds up cursor ; 4 Movement shorbout

: A BUTTOM:
Salects units, reads
_ messages, selecls
choices

B BUTTON:
Camcels cormmands ar
gedections, coses
digplays, shows
topogragiy

SELECT BUTTON: START BUTTOMN:
Jumps to active und, city, or end of urn - Jumgs to title screen

START Button

= Displays the tile screen when pressed in the opening sequence.

SELECT Button
+ When pressed in the General sereen, one can move immediately
to the mobile units.
[ all moves have been completed, goes immediately 1o the city
seen on the screen of 1o the End of Turn Commarnd

Control Pad
= Moves the cursar or scrolls through menu items.
+  When on a unit, allows it o move.
«  Serolls the map or the display, (See the LeluRight Butlons.}

X Burton
= If you press this button while using the Control Pad, the
movement of the cursor is speeded up

Y Button
e When the cursor is on a unit, skips directly (o movement arfows,

A Button
«  Dieplays the title screen when pressed in the tide display
»  Confirms commands (fes/MNao) or menu selections,
= Selects unis, cities, o 1erTain.
+ Lerolls theeugh message or evenl Lext,

B Bution
s Cancels commands Ciee™al of menu selections.
s Closes windows or displays.
+  Displays Topography when cursor is on lenain in the General
screen far after a unit has moved Lor the warn).




L & R Buttons

» O the General screen, when the L or B Butlon is pressed while
maving the Control Pad, the map scrolls to where the cursor has
been fixed on che screen.

+ In the menus or infarmation sereen displays, when the L or R
Button is pressed while moving the Control Pad up or down, you
can view the continuation of the text.

* In City, Production, or Anned Forces displays of a particular civy,
when the L or R Button is pressdd while moving the Control Pad
left or right, you can scroll between the three screens.

Lise of the Mouse

This game can be used with a Super Mintendo Enteriainment System
mouse. Please comnect the mouse secutely to one of the control
CONMECTnes.

Left Button
Performs the same functions as the A Buton of the Controller;

* Displays the title screets when pressed in the title display.
* Confitms commands (Yes/Ma) o meta selections.

* Selects units, cilies, or Erain,

= Serolls through message or event text.

Right Button
Pecfarms the same Tunctions as the B Button of the Conteedler

+  Cancels commands (Yes/Ma) or menu selections.

* Cloges windoews or displays.

+ Digplays Topoegraphy when cursor is on terrain in the General screen
tor after a unit has meoved far the ),

In addition, pressing the Right Mouse Bulton wwice in rapid
succession performs the same funcilons as the SELECT Button of the
Controllet.

How 1O VIEW THE DISPLAYS AND WINDOWS

General Screen
In this sereen. you select units or cities and issue crders,

The Status Window

The siatus window appears at the top of the screen whenever you
select uniis ar issue orders; thar is, whenever you press the A Button or
the ¥ Button.

Player Mame “Wear Tresasury

™ Lightbulby
T~ Poputation
| [kt
T~ Distribution
init typer)

™ Mame of siate
(CAly)

Player Mame: The name you determine at the siart of the game.

Year: The current game year, displayed BC or AD. Depending on
the historical period, one termadvances you from bwenty-year
increnents t only one.

Treasury: Funds presenily available for use.

Sun: Presern environmental pellution situation (appears afier the
Age of Indusirialization),

Lightbulb: Shows the progress of sechnology presently under
development; when lit, development is almost complete.

Population (Mobility): The population of the players state or city,
When a unit is selected, the remaining mebility



Mame of State (City): The name of the players stawe or the name of
the city that has been selected. When a unit has been selected,
the name of the city to which the unit belongs.

Distribution (Unit Type): Apportiotment of lusury poods, 1ax
receipts, and science. When a unit has been selected, the unit
type. Displays gold eagle badge when a unit has been decorated.

DISPLAYS WITHIN THE CITY

City Display y

When you zelect City on the City menu, you see this display.

Traghe box

City Envitang
g

City Aesources
box

Population Roster Box

The population of the city is shown by wons of citizens. One person
represents one population point. Citizens' appearance changes in
accordanice with the degree of happiness in the city. The citizens who canmot
be deployed on the City Envirans map are displayed here as specalisis.

City Environs Map

This map shows a city’s termin and the current production situation.
Each map square that spotts grain, shields and/or trade armows indicates
where a citizen is deployed to produce food, resources, and trade. 1 you
select a productive sgquare on the map, that citizen is converied into a
specialist (in the Population Roster hox). I you wish to redeploy him,
please select an unoccupied square whose tepography you like.

Food Storage Box

The provisions stared by the city. Sueplus feed production is stored
here every turn. When a city is not producing enough grain per turn to
feed its troops and citizens, the dillerence is withdrawn from here.

Rest: Amount of food needed to fill the Foad Storage box. Onee the
hox is filled, the city population increases [y one:
Meed: Total capacity of the Food Storage box,

City Resources Box

Displays the commodity sicuation for every mm. Divided, trom top,
into food, resources, and tracde.

Eor {oad and resowrces, the quantity to the left of the white bar i the
portion consurned; that ta the right is the surplus, For trade, the left side
is income and the vight side is losses due 1o cormaprion,

The allocation of a gity’s tncome from rade is displayed beside the
appropriate icons along the bottom edge of this box. From lel 1o right,
you see luxury goods (gem), tax revenue (coin), and science and
technology {lightbulb}. The amounts here are determined using the
Distribute option on the Maie mens.

Trade Box
A Nst of the ¢ities linked to this city by trade routes and a hist of the
trade volume.




Production Display
Whier you select Prduction on the City menu, you see this display.

Facililies
Summary box

Froduct Displey box

Production box

Haore Gty box

Environment b

Product Display Box

Shiows units or buildings presenily o production and nomber of
turns o comgletion.

Facilities Summary Box
Lists the facilities in this city Select the appropiate bag symbol when
you want tosell 2 faciliog

Production Box

Shows the resources cotsumed by the anit or building under
production in the eity All resources produced n excess of city
maintenance are vsed here.

Rest: Amount ol resources needed Lo complete the unitor building
in production,
Meed: Total resources necessary Tor unit or building in production.

Select Change at the top of the box 10 change what is being prochuced.
Select Buy when paying money o complete production in a single tum.
If the Buy option is dark, your treasury does not yel contain enough
coins to purchase the item.

Home City Box

Shows the miliary units helonging 1o this city Depending on the
form of povernment, these units use varying amounts of 4 ok
resourees, a5 indicated by the resource and food icons displayed in the
corner of each umil,

Environment Box

Shows the environmental pellution situation for the city by the
number of chimneys displayed. Pollution appears when the players
civilization is industrialized.




Armed Forces Display

When you select Armed Forces on the City menu, this display appears.

Home city of
unit

Linit an
santry duty

Linil on delense

‘ieteran staius

Shiows all vnits in the city by type and home city in a summary table,
Those units showing a lener Fointhe botom left comer are on defense
within the city; those showing the letter 5 are on sentry dusy 1F 2 unit s
seleeted inthis display, ivis released, and can be raoved in the noreal way

EXPLANATIONS OF MENUS AND COMMANDS

Main menu

Appears when something other than a unit or city is selected on the
General sceeen. In any screen or display, selecting the step arrows in the
corners of the hoxes serolls wo reveal more information.

DISTRIBUTE: Determings the allotment ratio of siate income, Press
the A Putton to see the Ratio bos. The suom of the allotments miuist
always be ten. First decrease one allotment by pressing the B Batton,
then redistribute those points by pressing the A Button Lo increase a
differens allotment.

Lux: The proportion for making luxury goods to dispel the
dissatistactions of the residents.

Tax: The proportion given aver ta the players state treasiry

Sci: The propantion devoted to technological development.

Exit: Onee you have set the ratio you desire, select this to return 1o
the Main menu, While vou are adjusting the ratio, this key
says “Rest,” and indicates the remaining points to distribute.

ADVICE: Displays all kinds of information screens for relerence
when playing.

City Status: Indicates the population and production situation lor
each cily 1n Ones oWn Country

Military: Indicates the types and nurmbers of military units and casalties.

Intelligence: Indicates the situation of other siates and their
diplomatic relationship with your country, once you have
established embassies.

Anitude: Indicares the degree of happiness of each city in your
COUNIFY




Trade: Indicates your financial status,

Summary Box: [ndicates the number of wms needed o
complete researching the current technology, total
income for vour state, and 1otal state expenditures.

Income: When this item s selected, figures [oe lesuries, ox
receipis, and sience are shiown for each city

Cost: When this item is selected, a list of fcilities you have
constructed appears. The number before the slash ()
indicates a single buildings upkeep cost; the number
after the slash is the sum of all such facilivies® uplkeep
casts, nationwide,

Science: Indicares the mie of completion for the current technology
you are researching, and lists all wehnologies alveady in

)«'I:,'II_IT P()Eﬂ'fi.‘iil.?lli.

REVOLUTION: Select when you wish to change the form of
EONETMENL, When a revolution occurs, a new form of BOVETTUTECTIL
may he selected alter a cerain number of torns (See p. 38).

INFORMATION: The present score or the sitwanon of the state of ihe
player is displayed as a wable.

Top Five Cities: The top five developing cities from the various
places in the world are displayed.

Seore: Displays the Civilization Score For the present player.

Demographics: Displays the sivgation in the players own country:
curerent rato of support for the government, GME eic.

Spacecraft; Displays imelligence: on space wvehicles under
construction, including those in other states (only appears
when space vehicle construction has started)

Seven Wonders: Lists the wonders that have been buile so far, by
city and state affiliation.

JUBMP: Digplays a list of cities. [f vou select a city to which yon would
like o go, you immediately move 1o thar city,

WORLD MAP: Displays 2 map of the presently known world. The
range circumseribed within the line is shown in is entirety on the
display, The arcows in the display may be moved with the A Buien or
the L and B Buttons + Cemirel Pad.
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OFTICN: Thie various options that enhance your play are decided here.

Instant Advice: You choose whether to receive advice from the
CoRLpULET,

End of Turn: You choose whether 1o display the End of Turn
Cormand

Animation: You choose whether 1o view animation during the
RAImE.

Music: You cheose whether to listen to music.

Enemy Moves: You choose whether o view the movement of
enenty units (if you turn this off, the game goes a lle faster).

SAVE: Saves the game in its present state. 10 you select CONTINUE from the
Title screen nesd time you s, vou can begin the game from this situation.

RETIRE: Select when wishing to end a game during the course of
play The game ends and the players results are displayed. You must
fivst Save the garne if you wish to return to this situation later.

Unit dMenu

Appears when you select a unil on the General sereen by pressing the
& Button, or il there s an active unit in the city you select, and you
choose Linil menll.

MOVE: Allows vou 1o meve a unit: The diections in which
mevement i possible are shown by arows around the unit use the
Control Pad to select the direction in which vou wish to move
lindicated by the flashing red divectional arrow}. and press the A
Button. Press the B Button if vou change your mind. The unit returns
1o blinkmg satus, ready for orders,

WAIT: Used when you wish to depart [rom the regular order of units and
rmiave anotherunin firsy, (With wrirs that are net blinking. the same thing
happens when you select ong whose moveiments are not completed.

SENTRY: Become ready when other units approach, Note: When in
a city, sentries automatically board ships that leave port. Select 4 unit
when you want Lo release 11, defensive strength of sentried units dioes
not change. Units on sentty show the leter S in the botlom lelt cormer
of the jcon..
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DEFENSE: Select when yow want to put @ unit on defensive posture. A
unil remains on defensive postine until you select it again, and release
it. Defensive strength is raised 30 percent. Units on defensive posture
show the letter Foin the botom left cormer of the icon, as well as a
back line outlining the jcon

MO ORDER: Use when you have no assignment for a unit, On your
THEXL LUFE it petuims 1o s regular position in the sequence of active units.

DISBAND: Used when a unit is no longer needed. The unit is
immediately removed from the game.

HOME CITY: Used when you wishite change the home city of a unit.
IF thee wear 15 already o is home city, this aplion does nol appeat.

PLUNDER: Carries out plunder at that location. Trrigatien or mines at
that square all become void.

LAMND: Seledt when you wish o canse a unit in transit 1o disembark.

Settler Unit Commands
The commands below are displayed only [or Settler units. The commancds
displayed depend on the termain type on which the Settler unit rests.

CITY: This changes a Settler unit into a ciby

IRRIGATION: After several wins of preparation, reipates that
location. With irngation, the food production of that square increases.

PLAINS: After several wurns of preparaton, changes that location inte

plains {or grasslands}. Does not appear on the menu unless youw are in
a forest, jungle, or swamp.

FOREST: Afier several wirns of preparation, changes that lecation
it a forest. Does nol appear on the menu unless you are inoa
grasslands, jungle, plains, er swamp.

ROAD: Alter several turns of preparation, builds a road at that
location. Moving through 2 square with a road costs only one-third
ol a point in movement energy: Trade also increases in squares with
roads. Until the wechnology for Bridge Building has been developed,

roads cannol CTOSS TIVETS.

1&

RAILROAD: After several twns of preparation, builds a railroad at
that lacation. However, a railroad cannot be buile unless a road
already exists, To move on a railread requires no moevement energy.
All production on that square rises by 50 percent (discarding
fractions). Until the technology for Railmad has been developed. this
commmand will net appear on the menu.

MINE: Alter several tumns of preparation, mining commences at that
location. Mining mereases the resource praduction of that square.

FORTRESS: Alter several wrns of preparation, builds a for at that
location. A unit protected by a lort doubles in defenisive strength,
Construction techoology is required.

SUPPLEMENT: Adds seulers 1o a city, incressing the population of
that city. Howsver, settlers may not he added o a city that has more
than ten population points.

CLEANUP: Removes pollution from that location. After several turns,
restores the otiginal topography.

City Menu
Appears when you have selected City on the General screen.
CITY: Displays the City screen.
PRODUCTION; Displays the Production screen.
ARMED FORCES: Displays the Armed Forces screen,
VIEW: Displays the present condition of that city in graphic form.

HAPPY: Displavs the happiness situation of the citizens of that city, At
top is the natwral sitwation, followed in order by effectiveness of
lusaries, improvements, milivary units, and Wonders.

RENAME: Can charige the name of the ciy. When you do not wish
to change it, select U-turn, leaving it blank.

17




How 1O START AND SAVE GAMES

Geime Sttt

When you ingert the casselle inlo the unit and tarn on the power
source switch, the Title screen that stans the game appears. Please select
START to hegin a new game, or CONTINUE to take up a
previous game.

The Start sereen appears next, Select Game Start 1o begin a game with
the setup of the present planet, Customize World 1o change 1o a new
setup, and EARTH to play 4 game with an environment the same as that
of the Earth,

Flanet Setup

By selecting Customize Winld on the St screen., the plaer can sel up
an imaginary world as he wishes, making a new map. This has several
meanings, as follows

Land Mass; Decides the ratio of sea and land on the map.

Temperature: I cool, tundra increases: i warm, jungle increases

Climate; 1T arid, deseris inerease; i wel, swamps nereass:

Age: AL billion vears the Lopography is rugged; 4l 3 billion years,
the sleping is genile

When vou have decided on each condition, complete the setup by
pressing the B Buron,

18

Level of Difficulty and Nationality

Afver you have decided an the map, next is the level of difficulty. From
the eagiest —Chiefain—to the mest difficult—E mperor—Lhete ave
five levels of dilliculy. The conditions placed on the playver at the high
levels ave strict, and the computer has the advantage. Select the level
o prefer Wyea are plaving for the first timae, Chiefiain is probably best
[See P B

i Chisfoain
War Tord
P e
Rims

Emperor

Omee you have set the level of difficulty, set the number of vival states
operated by the computer and yourown tationality, Onee you seledt your
natior, enter your leaders name, When yeu're linished typing, select the
BT [ e S (e T i yon want to use the 5Ll.t_l_~r!,<‘sl.r:-:l name, sebect 1 Teorn.
I o moment, the same will start. Omee you're familiar with the game. you
can go divectly to the Title sereen by pressing the START button.
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Saving the Game

16, ity the course of play you do nol wish o quit the game, select Save
from the Main menu, This saves the game in s present configuration.
Curting off the power will not affect it. The saved contents may be
recalled as many titnes as you wish, as long as nothing new is saved.

OK, LET’s PLAY!

Here is a simple explanation of the course of a game. Once you have
read this, you will have a rough idea of how to play and what kind of
t]'.'iﬂg:% CATL COME U ina game. s |_>;1.:1|_|g¥1 information to 31|"'."'-' thiough
you might have a hard time winning your lieer parme. 1 you want more
cletails or data, please vead the corresponding pages

R —— ———
J--}I‘lnil"_ 2900 e Bl
Monsalia 0.5

Lets toak for-a good place ancd build o city firs)

Create the First City (see dlso p. 31)

When a geume starts, one Settler unit is gven wo the plaver (when you
start @t the Chieftain level, you get two Sewler units). Lers begin with
the construction of your first city, Move the Seuler unit te discover the
surtounding topography (as you move, you strip the blackness from
squares adjacent 1o your unit, and reveal the lerrain beneath) and find
a good place for building a city

21




Points for Selecting a City Site

s Close Looa river or o the shores of an ocean o lake:
+ Many plains, geasslands, o hills in the viciniy,

= Topography with a unigue reseurce mark atached,

Once you have decided on your location, select the City command.
When you dia that, the Senler unic changes inee a ity This city becomes
thie capital eity of the player

l Positioned city

Sy Viciniry Map

2

Let’s Ingrease Population or Resouwrces {(see also p. 32)

Onee the city is built, lets make an ellon 1o increase the population
samehow. For thar, select the city and display the City screen, then
place citizens on the City Envirens rmap as often as possible in the
districts with a Lot of food praduction,

ity Besowrces Box

Points for Inereasing Population

« Grasslands, oases, and fishing grounds produce a ot of provisions.

= When the Food Storage box is [ull, populatien increases by one,

+ In the heginning, one population peint G person symbol) consumes
twrg units of PIOVISINTS every urn.

« By usitng Sertler units 1o irvigate the area around the city. you can
increase food production.

I depenide en the topography, but in the squares around the ity you
can: produce foodstulls (grain symbol) and resources (shield symbol)
and conduct trade {arrow symbol). Then loel at the City Resources box
1o see how many you can make, and how much you are consuming.
Foodsiulls ave used for the increase of population, resources for the
production of units or of buildings, and tracde far the maintenance of
techical develapment or buildings.
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Which Units to Produce First? (see also p. 47)

A military is necessary to defend your city ence the city is built. Select
the city and display the Production screen o produce the only milliary
unit you can make, Militia. In a while, with advances in the
development of wechinology, all kineds of other things can be made.

How to View the Unit and Building Table

« On the Production screen, if you select Change, you see a table of the
units that may be produced with your present technology.

« The data are, from left, name; units atack factor (A), defense
factor (), and mobility lactor (ME the number of wms to
completion; and the Help (H) button, which offers particulars about
the unit or building, |

Which City Facilities to Construct Firsts Gee also p. 33)

After units, buildings are arrayed on the chan. Once a Militia unit is
in place, lets make some civic facilities, starting with granaries, which
can speed up the growth of population. Or, lets make some barracks or
walle 1o defend against the sudden appearance ol Barbarians, or in case
war looms with other states. However, buildings cannot be constructesd
without technology, just as is the case with umis.
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Recommended City Facilities for the Early Period

+ Granaries: With these, population increases rapidly

» Barracks: To ward oll pirates. The attack and defensive factors ol
producticn units increases 50 percent!

+ Temples: Make violent outhreaks less likely to occur.

+ Walls: To ward off floods, The defensive factor of units in the ciy

increases threelold.

Aside [rom ordinary buildings, there are the unique Seven Wonders
of the World, It takes several tens of tuens to complete one of these, but
each is a unique itern with grear efficacy, :

Developing the Necessary Technology Gee also p. 41)

The three technologies you start with are Irmgation, Roads, and
Mining Anything else has ta be developed in order to be available 1o
you, Development bepgins antomatically with the construction of a city

Technology for the Early Period

+ Pottery: Enables you to make granaries.

+ Bronze Metallurgy: Enables wou to make Phalanx unils, most
apprepriate [or gity defense.

+ Burial Rites: Enables you to make temples.

+ The Wheel: Enables you to make powerful Chariot wnits.

«  Alphabet: The basis for the next level of technologye

After one technology is accomplished, the guestion arises: what to
make next? Look at the appended Civilization Technology chan and think
about this. The chart indicates which units or buildings can be made from
which technology and which technology can be developed next.

Rules for the Development of Technology
+ Mew technology regquires whatever technology setves as its base,
+ Most technology is bormn from 2 combination of two technologges.
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Let's Explore the Surrounding World (see also p61)

In the beginning, the environs of the city are unknown terrain and
appear blacked out. When several units have been made, lets explore
this 1evra incognito. Terrain with village icons represents minor tribes.
When your unit enters a village, you usually chtain gold or units;
pocusionally there are Barbarians insteac, ane they attack,

Limits on the Movement of Units

Linits move in aceordance with their mobility factor; when they don't
hizve the mohbility 1o move into the next terraln, they cannot move. Alse,
units and citics possess a support area of eight squares areund them, You
pannol move from the support area of a unit ar city of a dillerent state
o another such suppom aret.

-

Qi B ey
CHATIGT feeT)

B R
fokhara

@
2.

Steppxmt Area
It this case, the cavaley unlé cannat mivve northeast, easl,-southeast, o0
sarith, because of the suppert aivas of rival wrils.
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Constructing a New City

When |_'||Ji}l.l.!.ﬁti|.:lr| s increased to three or Tour citizens, you can
ke Settler units and build @ new city the same way as the first time
In thi city wou build, you can repeat the praject of producing nnits tha
increase populazion, Through this process of dividing cities and
founding the next eity, the player is able 10 expand his states sphere af
infuence. Because the revenue rom trade multiplies with the increase
i cities, you can make lots of units that will speed up the developmeri
af rechnelagy

Dyimlomacy with Bival Stales eealso p. 43)
I ! |

Hau il
desply
" i_ 1

When you tmove units and explore the world. you are bound 1o
diseaver rival states somewhere, When contacl. occurs, the other sice
will want 1o seek an audience with the player. 1T this 15 permitied, a
peace treaty is concluded with the other side’ state and exchanges ol
iechnalogy can take place, Or, Biplomats or Caravans can be sent to the
other wates city and exchanges can become possible with the opening
of embassies.




War Breaks Out (see also p. 51)

When rival states or recalciirane Barbarians anack, there is war. In
war, the use of a military unit to enter a sguare containing & unil ot city
of & rival is considered an attack. Deleated units are removed, and when
the units defending a city are gone, a ground unit is moved nto the eity
and cccupies it. When all the eities of a rival state are conguered, the
state is obliterated.

Among military units, there are ypes that are superior in attack, types
that are superior in defense, and types that are capable of rapid
mavement, Also, ground and air units can be moved by maritime units.

Changing Government by Revolution tee also p. 38)

There are tules on the forms of government in this game. Because the
form of government influences the nature of production, the military
expenditures, the happiness index, and the diplomatic relations of a city,
with the advance of clvilization ones own stae changes its o of
government. However, the lorm of government cannot change
without technology.

To change the form of government, select Revolution from the Main
men. After a number of tums, you can select a new form of government.

Possible Forms of Government

= Despotic Rule: Alsp knowr as Dictator; the system at the start.
Primitive

= Monarchy: The productivity is higher than for Despotism.

« Republic: The productivity is higher than for Monarchy, bz urban
dissanslaction is great:

» Democracy: Productivity is highest, but vielent outhreaks are most
likely o ocoar.

+ Communism: Also known as Socialism; little corruption is seen.
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Lets Think About the Happiness of the Cifizens Gee. also p. 34)

When the population of a ¢ty leaps ahead, unhappy cltizens who raise
complaints appear. In cities where they appear, violent outbreaks
{striles) ocewr that rotally shut down the production ol the ity To put
a stap to that, happy citizens (ihis has nothing wo do with confent citizens!y
must exist in that city in numbers equal to or greater than the number
of unhappy citizens.

Confent Citizens HEP%LEI'IIM;
i i ax Collector,
Happy Cilizan Unhappy Citizens  Entertainer. Scientisl)

Ways of Making Citizens Happy

+ Make non-laboring citizens (entertainers) by taking a citizen ofl work.

» Puild such religious or charitable facilities as wmples, monasterics,
and churches.

= Hald dewn taxes or spending on science and make lusuries,

+  Place many military units in the oty

To Know the Happiness Index of the Citizens of a City

On the City menu, select Happy or, on the City [or Production or
Armied Forces) screen, look at the Population Roster box on the top
section. The Aritude display under Advice on the Main meru shows the
happiness of all your cities.

Emigrants to the Stars Gee also p. 58)

U you swrvive wars and technological competitions wictoriously,
finally you enter into the final goal: the project to emigrate to the stars.
Any civilization can start this project with the completion of the Apello
Frogram uner the Seven Wonders. Lets develop the technelogy, build
the space vehicle, and aim for the Alpha Centauri System.

If you et to your destination ahead of your rival states, the game
ends. You win!
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Mere detailed explanations of the particulars of the game are given here.
Read this well 1o el even mete enjoyment out of the waorld of
Sid Meters Civilization.
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OnN CITIES

Cities, which seeupy a big position in the game, cannot be moved
once they are founded, sory your best w find a favorable location far
production and defense. And once you have foended your cily, use
many methods g increase production: and aim ar making it a city
distinguished in the warld.

The Feunding of a City

Cnly Seiler units can make a ciey, When'a ity is built on a plain
(ground) er grasslands, irrigation and roads are antomatically installed
inn that square and produetion rises:

When a ity is founded, the envions become productive territories
(City Envirens map) and the production of foodstulls, resources, and
teade becomes possible with the placement of citizens there. What is
praduced and how much is possible diflers greatly with the werraii and
the form of govermment. I you wart to change the placement ol
citizens, select a productive square once and make a spectalist, and then
select the new terrain you wish to make productive.

The production of & city is cartied cut antematically with every wam.
Foodsialls or resonnces remaining alier consumption are stockpiled in
the Food Storage bos or the Production box, and trading revenues are
distributed among luxury gaads, tas revenue, and knowledge according
Lo the praopottions decided by Distribute in the Main menu. d

Produclive squarne
{2 food. 1 resourca,
1 frade}

Productive Territony = Gy spuoarg (1 + edioiving squares (8) + the squaries
arveaned them (120, g satdl of 21 squerres.




Improvement of the Terrain

By changing the terrain avound the civy, the amount of foodstuffs and
resanrces that can be praduced there can be increased, Only Senler
umits can accomplish improvement of the termin. Any process requires
several turns to complete. Watch out: the original unique resources are
lost when lmprovements are made.

Irrigation: When carried out on grasslands, mountains, ot desers,
foedaull production increases. Irrigation can only be performed
on a square that shares one side with & sea square, a river square,
or 4 square that has already been irrigated.

Mining: When carried out in hills, mountains, or desert, resource
production increases by one.

Leveling: Forest becomes plams (or ground); jungles or swamps
becotne grassland,

Forestation: Plains (or ground), grasslands, jungles, or swamps
became forest.

Flunder: The irrigation and mining on that square becomes vold.

Increasing Production

Incteased production does not come 1o @ city only through
improvemnent of the terrain. Roads and raileoads made by Settler units
or facilities built through technological development alsa cause trade or
TEsOUICES [0 increase,

Roads

The presence of a road in any tetrain decreases the movement cost Lo
ane-third normal. In plains, grasstands, and desert, roads increase the
squares production by cne point of trade. Roads cannol cross rivers
until Bridge Building technology has been developed.

Railroads

When you develop Railroad technology, you can build tracks over
squares where roads already exist. Moving over them does not use up
any unit movement [actor in any terrain. In addition, the products of
that square increase by 30 percent (discarding fractions).
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Factories and Industrial Plants

By making factorics or industrial planis, vou can raise the resource
production output of the entire city Onee you make industrial plants,
factories become out of date and inellective.

Electric Power Stations

Various kinds of electric power slations taise the respurce praduction
output of factories and industrial plants. Except for combustion-powered
penerating stations, they reduce the pellution from industrial waste.

Markets and Banks
By making sarfets and banks, vou increase Tuxory goods and tax mvenue.

Factory: Raises the resource production output of the city by 50 percent
(disregarding fractions). Necessary Technology: Industrialization.

Industrial Plant: Doubles the resource production of the city
Necessary Technology: Robolics.

Combustion Power Station: Raises the resource production output
by 50 percent (disregarding fractions); indusirial waste
remains unchanged. Necessary Technalogy: Refining,

Hydroelectric Power Seation: Raises the resource production
output by 100 percent (disregarding fractions), industrial
waste iz cut in half. Cannor be set up in cities that are net
close 1o hills or mouniains. Necessary Technology: Television.

MNuclear Power Station: Raises the resource production ourput by
50 percent (disregarding fractionsy, industrial waste is cut in
half, When viclent outbreaks occur in the ciy, there is 4
pozsibility of a meltdown, but if Fusion technology is avarlable,
this will not oceue. Necessary Technology: Muclear Power.

Market: Tax Tevenue and production of luxury goeds rises
50 percent. Necessary Techrolagy: Trade.

Bank: Together with the ellect of a market, raises tax revetiue and
production of luxury goads by ancther 50 percent {discarding
fracticns), However, you must already have  developed
markets to build banks. Necessary Technology: The Republic,
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The Happiness of Citizens and the Specialists

Four types of eitizens live in the city: content citizens, happy citizens,
unhappy citizens, and specialists. Av the stary, all are content citizens,
but when a certain line is crossed with the increase in population., o
when units leave the city, unhappy ciizens are bern. 1f the number of
unhappy citizens rises above the number of happy citizens (no content
citizensl), violent outheeaks take place i that city All activity
rsrrounding preduction, unit production, elc.) ceases.

In order (o guard against this, you must make luary goods ar facilines
1o ingrease the number of happy citizens and reduce the number of unhappy
citizens. Cilizens who are made specialists are considered content citizens,

Luxury Goocds

Luaury goods can be made each o fronn trade revenue inoa
proportion decided at Distribute on the Main menu. With two Tusury
coadls, g single conmtent eitizen canbe changed into g happy citizen oy
an unhappy citizen can be tumed inie o content citizen: This is carried
on alternately, starting from changing content citizens.

= Temples, cathedrals, and stadivms have grear ellicacy i returning
the unhappy citizens of 4 ey 1 being content cilizens.

« Among the Seven Wonders there are many things related 1o the
happiness of the citizens, starting with the Oracle;

Click an this slep
darrow to display
further slatistics,

] ok on this step
4 arrow 12 display
AL | rmare cities.

I v select City Statas noeder Advice on the Main menw, all the Citkes dn oo
gawn sl are disploved.
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Forms of Government and Uniis

When yvou select Despotism, Monarchy, or Communisim (alse known
as Socialism) as a form of government, one military unit within the civy
with an attack Factor of one or more can convent one unbiappy citizen
ke & cenient citizen.

On the other hand, when you gelect the Republic or Democracy,
whety units attached to the city leave it, unhappy citizens increase. And
il vou make only aithorne units, anhappy citizens are born in like
quantity (see also po 400,

Temples: Can change one unhappy cilizen inio a congent citizen
[after the technology of Mysticism is available: two citizens).
Mecessary technolopne: Burial Bites.

Stadiwm: Can change three unhappy citizens into three content
citizens, Mecossary fechnofogy: Consiruction.

Cathedral: Can chanpe four unhappy citizens ino faur conient
citizens (il you make Michaelangelos Chapel, one of the
Seven Wonders: six citizens), Necessary technology: Religion.

Specialists

In the cities, these who have not been placed in the arban environs
for production are displaved in the Population Roster bosx as speclalists,
distinguished [rom the general citizenry. There are three wpes of
Specialists—ertertainer, tax collector, and scientist—and they are
exchanged in sequence every time you use the Contral Pad and the A
Butten together Their fanctions are described below:

Eniertainer: Each one of these increases luxury goods by twa,
Tax Collector: Each one of these increases tax revenues by Lao.
Seientist: Each one of these increases knowledge by v
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Corruption and Environmental Pollution

When a ety develops and the volume of trade increases to a cerlain
poing, conuption occurs and consumes some of the actual revenue from
trade. Furthermore, when a civilization becomes developed and
industrialization or automobiles come imo being, pollution of the city
envieonment beging and may have physical effects. These are two
minuses that grow step by step with the development of cities.

In addition, an attack by Muclear Missiles or 2 meltdown at 2 ouclear
power station has a tremendous impact on the environment.

Corruplion

The two elements that determine the degree to which cormuption will
aceur ate distance Trom the capital (the city with a palace), and the form
of governtnent. The farther a city is from the capifal, the more
corruption will ocour. As for farms of government, it is most rampant
unider Anarchy and progressively less with Despotism, Monarchy,
Communism, and the Republic. Tt does not occur at all under
Democracy. The measure for warding off corruption is the courthouse.

Courthouse: Reduces corruption by hall. Necessary technology: Law,

Pollution

Mot related o pollucien are the guantity of resources and population
produced in the city When mere resources ate produced. more
industrial waste occurs, and the probability of physical effecis from
pollution grows, Population has e effect undl the development of
Automobiles, bur once this technology is accomplished, hifesiyle wasie
is produced in huge quaniities, and this becomes & significant factor, As
you advance further, to Mass Production and Plastic technologies, the
impact of population gels bigger and bigper,

Physical Effects of Pollution

The pollution probability is shown by the number of smokesiacks in
the Environment box on the Production screen. If pollution actually
pecurs, you receive a message and some squares around the city will be
impaired {(blackened). Folluted squares’ production falls by half
frounded off to the nearest whale number) and does not return until 2
cleanup is done.
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Cleanup and Prevention

Polluted squares can be testored by Serler units. Move the units 1o
the squares and select Cleanup from the Unit menu, When you are
finished, production can continue as before.

Also, if one takes ccological measures in the city, the probability of
poliytion ¢ reduced and physical effects can be prevented. Either
bdeoelectric power plams or nuclear power plants reduce industrial
waste by hall (see also p. 330

Recycling Center: Reduces industrial waste by one-third.
Necessary technology: Recycling.

Public Transportation Facilities: Reduces lifestyle waste 1o zero.
Necessary technology: Mass Production.

Nuclear Pollution

Artack from MNuclear Missiles or a melidown that oceurs when there
is a violent outbreal: in a city that has & nuclear power station will bring
ahout physical effects from pollution. Of course, cleanup by Settler
units is possible, here, 1oo.

Muclear Missile: The city and squares occupied by units are polluted,
together with the nine most productive surrounding squares,
Meledown: Cuts the population it half when it ocours; the squares
around that city are polluted at random. But if Nuclear Fusion
has been developed, the power plant automatically becomes a
nuclear fusion power plant, and so meltdown does not oceur.

Planet Changes

If for various reasons the polluted sguares become numercus, 3
raising of the sea level due to global wartning will begin to change the
topography on a planetary scale. When this happens. some plains near
seas randomly become dessert, some grasslands randomly turn to
swamp, and some forests randomly become jungle.

To predict the likelihood of this degradation of the envirenment, loak
ai the Sun icon that appears next to the Lightbulb in the Status Window,
The Sun shows the present condivion of the planetary enviroomet:
deep red means low danger; pale means high danger. The Sun does not
appear uriil your nation is industrialized.




REVOLUTION AND FOrMS OF GOVERNMENT

The [orm of a states government is an important facter in s
productivity and warfare, You stan with Despotism, bt s possible wo
change povernmental systems both by techinical  development and
by revirution.

Revolution

When moving from ene form of government to another, one first
carkies. our a revolution. A state where revolution cocurs lapses into
Anarchy, bul alter several tums, a message to select the next form of
BOVEFTLERENT AP PEars.

[F wou build the Pyramids—oene of the Seven Wonders—y oo
become able to select any lorm ol government without regard Lo
technolegical development,-and alter revelution can maove 104 ew
formn without Tapsing inlo Anarchy:

Forms of Government

There ate six forms of government altogether, b besides Despotism
at the starl and the special sisation of Anarchy, none can be selecled
without rechnological development.

The Topography screen (B Button) also acquains you with the
production level of each form ol governiment.:

Despotic Rule

ity producion: The production level of squares thay preduce three or
more Foodstulls, resmurces, or tade is reduced by one,

Military expenditures: The maintenange ol each nrititary vnit in
excess of the number of ciry population: points costs ene
mesource pet - mrn. Each Settler unit must consime one
foodstull per turn.

Llrbart corruption: Great.

Peace dreaties: Conchaded or breken as the player decides.
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Monarchy
City preduction: Production neither increases nor decreases.
Military expenditures: The maintenance of each military unit costs
e resoupce er turn and hasno connection o population.
Fach Settler unit consumes two [oodsiulls per tim.
Urban corruption: Less than under Despatism
Peace treatics: Concliaded e broken as the player decides.

Communism
ity producdion: Production neither increases nor decreases.
Mifitary expenditures: The maintenance of each miliary unit costs
one resource per twm and has ne connection o population.
Each Settler unit consumes two [podstalls per .
LUrban corruption; Rare, but does ooour at an average rale.
Peace treaties: The player is free 1o conclude or break them,

Republican Sysiem

City profuction; Trade increases by one on squares possessing wade,

Military experditures: The maimenance of each it costs one
respurce per rn and has no connection to population. Each
Settler unit consimes Byvo foodstafls per twm,

Urbart corruption: Less than under Monarchy.

Peace treaties: Must be concluded, and cannot-‘he tarn up
unilaterally. by the player (the Senate always overrales
apgressive actions). :

Other: If one attached military wnit (aroy or maritime) is separated
from the city, one unhappy citizen is created, The mere
creation of ene aithorme unit makes one unhappy citzen,
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Democracy

City production; Trade increases by one on squares possessing trade.

Military expenditures: The maintenance of each unit costs one
resource per tuen and has no connection to population. Each
Settler unit consumes two lecdsulls per tum

Urban corruption: None.

Peace treaties: Must be concluded, and <annot be torm up
unilaterally by the player (the Senate always overrules
agaressive actions),

Other: 1 one awached military unit (army or navy) is separated from
the eity, two wnhappy citizens are created. The mere creation
of one airharne unit makes two unbappy eitizens. If violem
outhreaks coour two turns unning within the stae, they
automatically wigger revolution,

Anarchy

Cily production; The production level of squares that prodice three
or more [vod, resources, or trade is reduced by one.

Military expenditures: The maintenance of each military unit in
excess of the number of city pepulation points costs one
resource per turn, Each Setler unit must consume one
foadstall per rarn.

Uirban corruption: Great.

Peace treaties: The plaver is free o conclude or breals them.

Chther: Tax reverues do not come in. The mamenance of city
facilies cannot be paid for. Technological development ceases.
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ON THE DEVELOPMENT OF TECHNOLOGY

Along with the founding of cities and the production of units and
buildings, ete, an impornant poing with this pame is the progress of
civilization through the development or discovery of technology

Obtaining Technology

Technology develops a5 knowledge builds up; knowledge is the
portion of a city’ trade revenue {indicated by lightbulbs) that is reserved
for science. When you accumulate the share of knowledge needed for
the technology that is your goal, you acquire the new rechnology:

Ways of Developing Technology

Mo technology can be developed feom zero. When wou have
developed 1wo different technologies, often one new technalogy can be
born from that. To Tearn what new technology can be developed nes
from which current technologies, please see the fold-oul Civilization
Technalogy Charn.

The Influence of New Technology

When new technology is ohtained | the following usually oceurs:

» The production of pew wpes of unis, boildings, and‘or Wonders
becames possible

« A pew form of government can be selected,

= A portion of pld unit trpes can no longer be produced.

Furithermore, with the development of Gunpowder or the Inernal
Cambustion Engine. the barracks in all the cities become obsolete and
are remeved. o the same way, when a certain technelogy is developed,
a cotresponding Wonder loses its elfectiveness (see also p. 35).
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Accelerating Development

Tor increase the speed of lechnological development, it 1s necessary 1o
increase the amount of koowledge made by a city. Since knowledge is
allorted from trade revenues, the simple wavs would be 1o boost that
city’s total trade or add to the share [or scierice under Pristribate in the
Sain menn, Knowledge s directly increased when you make scientists
or libracies and universities,

Seiemtists: by making citizens fnto specialists (scientists), you can
increase the amount of knowledge. For each sciemist, two
lightbulbs are added (See alse p. 351

Library: Raises knowledge in a city by 50 percent.

University: Added to the elfect of & library, adds ancther 50 percent
tor knowledge. A uiriversity cannot be made unless you have a
libeary beforehand. Necessary Technology. Liniversity

DIPLOMACY AND TRADE

There can be three of more states besides the player in the warld.
Diplomatic relatons o intercity wrade can be carried on with these
rivil states.

Diplomacy

Diplamacy oceurs through contact with rval states. When the players
unit encounters a tivals unie or ity contact is begun on the basis of
judgments made by the computer. When the player seeks to enter inlo
contact, he or she sends a Diplomar unit into s rival city, and selects
Huve an Audicnce with the King,

Inselligence Repore

fa i kA I =
SRS PR TEE 1E
|1 R S B e 1 L

Eowital “oamar and

Bttt » L5 DR E TS M

Treasards 408
hﬂilrn&ruf

|
i rlbaets)

If yeoe harve an embissy, vou gan dscertain an intelligence
repord on (g stete before vou bave an andience,
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The particulars of conract change, depending on whether a players
state or a rival state is warlike ar peacelul, but the geneval sequence is
as follows.

Exchange of Technology
Some rivals may offer to sell you technology vou have not developed. 1T
vl agree, they in return cheose one of your techmologies, as they please,

Peace Proposals

Someons may approach you for tribute or ask vou o sell your
technology. If you agree, a peace treaty is implemented. With peaceful
rivals, refusal mav not reffle feathers, but warlile rivals may go wo war.

Breaking Treaties
Sormeons will come wanting you to break a treaty you have concluded
with-another rival. I you refuse, a warlike rival may go 1o war with you

Implementing Peace Treaties

As lotig as there is no declaration of war, comtact always ends with the
offer of a peace treaty 1f at this pomt you implement a peace treaty, vou
miay ask your new ally 1 raise an army or for wibute, Whenever you ask
them to maise an army, they demand moere money 10 o refuse the
treaty, a peaceful or weak rival may offer money or technology and
continue contact, but warlike rivals may go 1o war
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Diplomats

A Diplomat unit has unique moves that a military it does not have
When a Diplomat unit moves into a vivals cily, a menu appears [roim
which vou can choose the action you prefer, as shown below. If a
Diplotnat moves into a rival units square, it can offer a bribe to win that
unit over to your side. Excepting when bribing units, the Diplomat is
lost when a command is executed.

Establish an Embassy: Establishes an embassy ta spy on that state,
Technological developments or foreign relations intelligence
can now be reported regularly You may only have one
embiassy pet sl

Search Cities: The detailed particulars of the city into which the
iplomat is sent become visible.

Steal Technology: If your rival has developed technology you have
not, vou can steal one technology at random. Only one
technology can be stolen from each city

Cause Destruction: Destrovs a. unit in production or a facility of
the city at random.

Incite Rehellion: With a payment of meney, cities other than your
rivals capital city can become yours.

Have an Audience with the King: Diplomatic relations can be
established with a rival state at any Lime.

Bribing Units: If enemy units are bribed, they immediately become allies,

1680 B
D TP LEOMAT

Etvall city

el ROl SR ieh L T Diplomat unit
1 sechaolozy

Send in g Diplomsar wnit and seck our ielligence oo the rival suref
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Caravan Trade

Besides cartying on rade with their environs, cities can condug trade
with ather cities. Send a Caravan unil W a city ten or more squares away
and open-up a Trade Route. When you do that, wade with that city
begins auromatically and trade revenue comes in every wrn,

Trade Revenue

The money received when a Carawan unic arrives (or the subsequent
trade revenue) rises with distance, espectally when the city is in another
state or on anether continent. There is no limit to the mamber of trade
reltes a city can open up, but only up 1w three can have high profits.

Suppaort for the Seven Wonders

When a Caravan unit is sent to a city in its awn state that is in the
process of building & Wonder, it can also be used to speed up thal
production. The procedure is the same as for opening up a trade route,

e unit

A cavavan approaches o Gty o establish trade, Trade revenee fiame distan)
larpe cidics is great.
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UNITS AND CONFLICT

In the course of a BaTne, Vol Move many uits o EH].'-'.IUFE.‘ unknowm
terrain, defend cities, and tight with rival states.

Types of Units and Their Strengths
Military Units

Military units are used in conflicr, wot escon, and puaiting dowmn violent
outbrealss in cities, Depending on their main sphere of activily, militacy
units are divided oo laed | maritime, or aiv units. Land units’ prineiple
dury is conllict. Maritime vnits are used to move across the ooeans. Air
units arve powerful units that appear in the ket half of the game:

The ;1,hi|i1}-' values are, from left: anack facior, delense Tactor, and
mobility fctorn Terminal echoology is the technalogy which, when it
appears, makes it impassible wo produce the unit any longer,

Representative Land Units
Phalanx: The mainstay of defense umil the appearance ol
musketeers, Neeessary Teehnolane: Bronze Working: Terminal
Techmotogy: Gunpowder, Ability: 1-2-1.

Cavalry: An absolute necessity if wars are frequent, Necessay Technalogy:
Chivalry; Terminal Technology: Automobiles; Abilitv; 4-2-2,

War Vehicles: The sirongest weapen for ground delense halance.
Mecessary Technology: Autemobiles: Termiwal Teckrology:
Mone;, Abifiy: 10-5-3.

Representative Maritime Units
Sail: Can carry up to three land units. Necessary Technofogy:
Mawigation; Terminal Technology: Compass: Abifine: 1-1-3

Battleship: Except for nuclear missiles, the strangest atack and
ehefense force. Necessary Technology: Steel: Terminal Technidogy:
Mone; Ability: 18-12-4,

Aircraft Carrier: Can carry eight air units. Necessary Technelogy:
Advanced Flight; Terminal Technalogy: Mone, Ability: 1-12-5.
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Representative Air Units
Fighter: Can amack air units. MNecessary Technaology: Flight 1
Terminal Technology: None; Ability: 4-2-10.

Bomber: Best thing [or atacking cities or land and maritime wnits.
Necessary Technology: Advanced Flight; Terminal Technology:
Mone; Abilite: 12-1-8,

Muclear Missile: Tremendous destructive power, but an evil
weapon that pollutes the environment. Necessary Technology:
Rocketry + Manbatan Project (one of the Seven Wonders),
Termingl Technalogy: None; Ability; 99-0-6.

Adter one turn (Fighters or Muglear Missiles) or two turns (Bombers)
af movement, if air units do noe return to city o aircralt carrier, (or, i
the case of missiles, explode) they erash.

Special Units

Special units include Settlers, Diplomats, and Caravans. All three are
land wnits. They require oo resources under any form of avernment,
and they create no unhappy citizens.

Settlers: Units that make cities or change the topagraphy. Mecessary
Technalagye: Mone, Terminal Technology: None; Abiline: 0-1-1.

Diplomars: Units that seck out intelligence on the cities of other
states or engage in bribery and sabolage (see alse po 450
Necessary Technology: Writing; Terminal  Technology: None;
Ability: 0-0-2.

Caravans: Units that are wsed when carcying on trade berween
ecities or 1o speed up construction al Wonders (see page 460
Mecessary Technology: Trade; Terminal Tecknology: None;
Ability : 0-1-1.
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MOVEMENT
Units can move on the map by using their mobility factors. Even if
there are points remaining in a units mobility factor, if nol enough

points: are left 10 move into the nexa square, a unit cannot enter
that square.

Order of Moves

When a player’s tum begins, units waiting for orders blink o lee you
know this. When the motion of ofe unit ends, you zip to the next
waiting unit auomatically, and in this way all units receive their orders
and the wrn ends. When vou don’t want 10 move a given unit, you can
select Wo Orders, and its action for that turm will end.

Altering the Order

When, in the middle of 2 turn, you want to change the erder and
move a diffevent unin first, select Wit to jump out of sequence and select
the unit you want 1o move, to ke it blink

Removing Defenders or Sentries

Uitz ordered o go on defense or sentry duty will not come up in the
miove sequence untid theyare released. When you want to release them,
select them on the General sereen or the Armed Forces screen. Sentries
are released when rival undis come into the viginity Lnits can move or
fight in the regular way after the turn in which they ave released.

The Influence of Topography

The mobility factor associated with a land units movement inte
squares differs with tereain. For details, see the Topography Char
{p. TO-71). Air units always use one point af their mebility factor to
mowve ore souare, without regard 10 eepography Maritime unils also use
one POinL per square,

Alse, when land units move ob roads or tailvoads, they can move
faster than usual.

Roads: In any terrain, square costs only one-third poinr
Railroads: In any termain. ne mobility points at all are needed.
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Limits an Mobility

Land units can ordinarily move only on land. They can move on the
seas only when maritime units carry them. Maritime units cannot move
ciibe band, unless they male port in coastal cities. Alr wnits can move
over land or sea, but il they do not return tooa city or gircralt carrier in
one or iwo turns, they crash.

Support Areas

Unats and cities ane considered 1o have the surmounding eight squares
as suppert greas, Except for Diplomats and Caravans, no land unit can
move directly Trom one enemy support amca Lo another. When you want
o make sich a move, you must first leave the enemy support area and
thett move 1oward the targel square. However, m cases where a city of
ones own country is within the enemy support area, movernent in and
out of that sty is permmitted.
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CHAE FFT My 2.0
TR e o e o

Maritime Transport
Only four wnits—Triremes, Sails. Frigates, and Transpors—can
wransport land units. Air units can be transported only by Aircralt Carriers.
H a maritime unic is attacked by the enemy while transporting and is
lost, any units being transported e lost at the same tme. O course,
land units or air units under anspor cannet delend.

y e
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Embarking on a Vessel

Units can b moved onto a vessel only by moving a land or air unit onto
an adjoining maritime unit. Also, it g case where a land unit that has
become a sentry s stationed i a clly where there is a maritime unit, it
riewves anormatically ente the maritime unit if the maritine unit leaves o

Disembarking

To offload a land unik, select Land on the Unit menu while- the
maritime wnit is at a seacoast orin a city The units being transpored
can disembark in their move sequence.

Disembarkation ¢an be accomplished only during the move of a maritime
unil. It eannet be done directly inta a square that has an enemy unit or city

Conflict

When your unils move inlo an enemys sguare, conflicy occurs. The
autcorme of the conflict is settled right then and thers: the uriis of the
losing stde are fmmediaely removed. When there are twoe or more unils
on the square of the defender, the unit with the grearest defensive factor
is considered to be delending. 1Fthat unit loses as the result of the conflict,
all units on that soquare are removed, (City delense is the only exception.)

The Effect of Topology

The terrain of the defending side has an influence on condlict. The
defense Factor of Tand units holding hilly or forested tervain is vaised
For details, see the Topography Chart The delense Factor ol maritime
and air-units does not change no mater what werrain they are in. Also,
the awackling side is pot influenced by topography:

Unit Status

The autack or defense factor of a unit dilfers in war depending on s
stats(active, sentry on defensive postire). When vou want the ultimate
attack or defensive power, adjustment will depend on this stalus.

Mohility Factor

Units that have wsed their conire mobilitg factor 1o get where they are
cannot atack. If they 1ake advantage of reads w move and cheir
standard mobility factor {5 less than one, they can attaclk, but their
attack strengih is lowered. If a unit has extra points of mobilicy factor
and attacks, it can do socontinually wo the extem of its mobility factor.
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Delensive Posture

When land units assume a defensive posture, their delensive factor is
raised 50 percent. The delensive posture is accomplished by selecting
Delense on the Usnit men,

Veterans

Units produced in a city that has barracks or units that have been
victorious al least once are veteran units, with 50 percent more attack
and defensive power, Meteran units have a gold eagle badge displayed
riexl Lo their names.

Defensive Facilities

special facilities increase the delense factor of units” Adjustmenis for
special facilities are made alter adjustments for the elfect of wpography
o veleTan stalus.

Barracks: Can make wveteran units. Defends against pirates.
MNecessary  Technology (Fivst Level): Mone: Second Level:
Gunpowder, Third Level: Combustion

Walls: Triples ihe delensive factor of unns i a civy. However, they
have ne ellect against Tanks or Fighters, Defend against lood.
Mecgsaary Technodogn: Masonng

Fortress: Units on such a square are doubled in defensive strength.
Can be constructed outside cities by Sewler units.
Necessary Technolagy: Building.

Attacks on Cities

In battles fought to defend a city, even i the defending unit is
defeated, the other units are not wiped out. Usaally, only the unit thar
loses is removed. If 2 situation arises where there are no units on the
defending side, the land units of the awacking side can enter the ciy,
which, heing occupied, now belongs o the atacking side.

When a city withou walls is anacked and defeated by a land unit, the
population drops by one point. U there i only one paint of population
there, that city is wiped cut. An attack by an air unit (excepl a Nuclear
Missile) or a maritime unit does not reduce the population,

Offshore Bombardment

Maritime units, excepl [or Submarines, can attack cities or land unils
on the seacoast. Mo special adjustment is made on this basis. Of course,
maritime units are removed 1 they lose,

Air Attack

The only thing thar can awack an air unit is a Fighter unit. Land or
maritime units cannot attack. In air to ground condlict, terrain and walls
ot fortresses have no effect.
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When wau capiicre o city, you Laor morey siid one new
techmdogy [iH the rival hod developed o technalogy vou
i pnL).

Special Attacks
Muclear Missiles and Diplomats can carry cut unique attacks.,




Nuclear Attack

When a Nuclear Missile attacks an enemy city or unit, there is a
ruclear explosion centered on that square. When the explosion ocoars,
regardless of defensive factors or nationalicy, all units in and around that
square are lost; in a city, hall the population is lost. The blast center and
the surrounding squares are polluted. Omly an 501 Delense Base can
ward off such a nuclear atack.

5D1 Delense Base: A city with one of these cannot be attacked by
a Muclear Missile, Necessary Technology: Superconducior,

Bribery

Just ag ina regular atack, when a Dmhmm it €nters @ square
accupicd by anenemy unit, it can comta bribery Upon payment of the
displayed cash amount, enemy unit immediately becomes a friendly unit
‘The amount of the bribe decreases the farther the anit is from s capital.

Diploanat unit

Unit being
betbed

s 1t wieth (2 do mrahe che Dribery swccced and teke the umit as vours?

REGARDING THE SEVEN WONDERS

The Severn Wotiders ave unigue items that confer many things on the
siates thar build them, There are a total of 21 wonders, seven in each
age: Antiguity, the Middle Ages, and the Indusirial Age.

Construction of the Seven Wonders

Mone of the Seven Wonders may be canstructed mare than ance in
any game. Just as with ordinary unlts and buildings, a required
technology s sl However, once they are budlt, they do not entail any
rmaintenance cests
Drestruction or Inefficacy of the Seven Wonders

As timie advances and technology is developed, the original Seven
Wonders lose their efllicacy. Alse, when a city s destroyed and
disappears. any Wonder in i disappears 21 the same rime.

"The Wonders of the World”
EE

*Puramid” of
Samarkand (Brizaind
"B. Garden” of
Babylon (Bahwlaon?
Colossus” of
Bokhara (Mongol iald
"Lizhchouse” of
Bokha Hongoliay

You cor sce which countries have which Winders with
Irtelligenge, wnder Advice on the Maie meni.
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Representative Wonders of Each Age

Voiding technology means the technology thar removes the ellicacy of
the Wonder. When a suare anywhere in the world develops that
techmology, the Wonder loses its power,

Antiquity
Oracle

Cost: 300

Mecessary Technolope: bysticism

Votding Technology: Religion

Power; Raises the efficacy of wemples [ram two people (i is o
people because Mysticistn has alveady been developed) to
four people.

Colossus
Cosr; 200
Necessary Technology: Bronze Working
Viiding Technology: Electriciry
Poner: The rade volume on squares with trade increases by one,

Pyramid
Cost: 3000
Necessary Technology: Masoniry
Voiding Technodogy: Communism
Fower: After 2 revolution, you may chese any form of government,
including these not vel developed, on the nest wrn (without
going through Anarchy).

Middle Ages
Caalilen’s Observatory
Cosr: 3040
Mecessary Technology: Astronomy
Viiding Technology: The Automobile
Power: Doubles the amount of knowledge in all cities ultimately.
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Magellan’s Vovage of Exploration
Caost: 400
Megessary Technology: Navigation
Voiding Technology: Mone
Power;: The mobility factor of all maritime units increases by one,

Shakespearcs Theatre
Cost: 400
Mecessary Technalogy: Medicine
Voiding Technology: Television
Power: Unbappy citizens in all cities return o being content
Ccitizens.

Industrial Age
Apollo Program

Cost; 600

MNecessary Technology: Space Flight

Vaiding Technology: None

Power: All states become capable of producing components for the
space -vehicle; the locations of all caties of all states with
embassies can be confirmed.

Manhattan Praject
Cast: G040
Mecessary Technalogy:! Noelear Fiesion
Volding Technidogy: Mone
Fower: States that have developed Rocketry become capable of
pradlucimg Noclear Missiles,

Women's Suffrage
Cost: GO0
Mecessary Technology! Inclusinialization
Voiding Technodogy: Mone
Fower: Under a Republic or Democracy, the number of unhappy
citizens produced when a land. maricime, or air unie leaves
the city decreases by one person,
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SPACECRAFT AND EMIGRATION

Ome of the final goals of this game is to emigrate 10 other planeis,
When any state, including the players, accomplishes this, the game ends.

Conditions for the Construction of Spacecraft

In order 10 go 1o other planets, a specialized spacecrall is required,
b a eondition for ils construction is that a city somewhere in the world
rust have completed the Apollo Program, one of the Seven Industrial
Age Wonders

Each state can make only a single spacecralt. IFs capital is conquered
and occupied, the spacecraft is avtomarically destroyed, but in such a
case il s possible 1o reconstruct it

A regort of successful immigration frem the firsd space
city < mankind...

Spacecraft Components

Unlike ordinary units, & spacecraft is made frem various kinds of
components, and when all those components are produced and pul
together, one big spacecralt is complete. Maximum indicates the largest
number of the given componient that a player can praduce. Cost Tists the
price of one unit. You can create a spaceship with lewer than the
MAXITILm l:('l!'l'llfll.‘l['llf'nl!;.

Spacecralt Structure
The [ramework that connects the spacecralt Block and living area.
Maximum: 39; Cose: 80; Necessary Technology: Space Flight.

Compuonents

The components contiected with the engine. Alter production, you
can choose whether you want a propulsion black or a fuel black,
Maximum: 8 of each wype; Cost: 164; Necessary Technology: Plastic.

s Propulsion Block: The engine part. The more vou add, the faster
you reach your destination and the greater your chances of success.

+ Fuel Block: The source af energy for the propulsion hlock. In order
for the engines 1o put out the maximum force, ane of these is
required for each propulsion block.

Modules

The componenits connected with life. After production, you van
choose whether you want a living arca, lile suppon area, or solar panel.
Maximum: 4 ol cach ype: Cost: 320, Necessary Technology: Robotics.

+ Living Area: A facility that houses 10,000 peaple.

= Life Support Ares; Each provides the life suppont for one living
area: Residents that de not receive life support seevice have & low rate
of survival in Night.

« Solar Panel; A facility thay providles electrie power 1o one living area
anel one life supporl area. Facilities not getting eleciric power canna
wiatle right.




Space Emigration and Scoring

A minimal spacecralt Siructure arrayed with ten components and
medules can take off. Onee it has launched, a spacecralt cannot be
aborted. All vou can do s wail for the repon.

When the spacecralt reaches a planet, the score depends on the
nuemiber of emigranis. A Bigger spacecrall that can carry more emigrants
orits voyage will result in a higher score

Passengers: The number of people that can be carried,

Supply Rate: the percentage of people who can recetve life suppon
SETVIGE

Energy: the percentage of eleciricity necessary lor sceupation and lile
support that is supplied,

Weight: the towal weight of the spacecralt.

Fuel: the percentage of fuel used by the propulsion equipmemn that is
supplied.

Flight Time: the number of years nesded umtil arrival,

Probability of Success: The projected percentage of people thar will
survive until arrival.

Passengsrs Support Rate Energy

Wieigh!

Fusel

Flagil Tirm

Protsability of
SUCCEss

Gl

REGARDING EVENTS

Many events happen in the course of 2 game, The events mentioned
here, with the exception of minor tnbes, appear automatically with the
check at the beginning of a turn.

Minor Tribes
When a unit enlers a square with the minor tiibe icon, an event
occurs immediately:

Scroll of Knmowledge: You gain a mancdom a wechnology as yet
undeveloped. With the advance of civilization, this no longer coours.

Birth of a City: A new cily is made here, under vour conral.

Birth of a Unit: One new military unit becomes vours,

Precious Metal: Money becomes yours o units of fifty coins.

Sudden Attack: You are attacked by a Barbarian unit that appears
suddenly

Firales are approaching the citw
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Barbarians

When you play the game, red military units may appear suddenly in
the vicinity of & city. These are Barbarions. They are not units of a rival
state, but they attack and plander the city or unit of the player.

Types and Natures

There are two types of Barbarians: Brigands that appear on land, and
Pitates that come from the sea. They both approach cities, but act
somewhat dilferently.

Brigands: They are interested only in the spoils of war. They have
no desire 1o seule down, so they plunder irmgated squares
and totally destroy any city they cotiquer.

Firates: They are looking for a fixed dwelling place. Therefore, they
do not plunder, but if they eceupy a city they stan producing
units and set out to attack nearby cities,

Sites Where they Appear

Barbarians appear at random on sea coasts or in friendly squares that
have not been explored. Bt Brigands do not show up within the Cit
Envirchs map. Also, as the age changes, Barbarians develop stronger
military wnits,

Subjugation and Ransom

As with ordinary conflict, when attacked by a military unit,
Barbarians can be subjugated. Fumhermiore, il vou atack 2 Barbarian
liing who has 1aken on sthe appearance of a Diplomat, you can collect
100} coins in ransom if he is caprared. But il his support units disappear,
this Barbarian king escapes and disappears if he is nor caprured within
several furns,
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Disasters
Oceurring in cities, these ruin facilities and reduce population. One is
protected from them il there are cenain measures (protective IMeasUres).

Earthquake
These oceur in cities buile on ot among hills and destroy one facility
ot anather. Protective Measures: Mone

Famine

These occur at random and the Food Storage box becomes empty
Population decreases. Protective Measures: Granaries
Fire

This pecurs at random and ruins ong facility or another, Frotective
Measures: Agueducts

Flood
Oeeurs at cities on or near tivers and reduces population. Proteciive
Measures: Walls

Pirares

Arise at cities on lakes or the sea coast: the foodstulls in the Faad
Storage box and the resources in the Production box disappear entirely
Protective Measures: Barracks

Plague y
Checurs gt random and reduces population. Mo longer occurs once
Medicine has been developed. Preventive Measutes, Agueduct

Volcano
Cecurs bnoehies on or near hills, reducing population. Preventive
Mensures: Temples
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z"quledT.ll:"[: 1t vou den't have this, population will not increase
higher than ten, Protects against five and. plague. Necessary
Technology: Construction

Barracks: Can  make veteran units. Wards off  pirates.
Necessary Technelogy (First Level): Mone; Second  Level:
Gunpowder; Thind Level: Combustion

Granary: 1l you have this, population incresses rapidly Protects
against famine,

MNecessary Technology: Patlery
Temple: Can change one unhappy citizen inte & content citizen

tafter the wechnology of Mysticism is developed: two citizens),

Metessary Technologpy: Ceremonial Burial

Wall: The defensive factor of units in cities with this triples. But it has
na effect against Tank or Bomber attacks. Protects against flood.
MNecessary Technology: Masonry

Festivals of Thanksgiving to the King

A good evern that happens it a oty of more than thres population
where there are no unhappy citizens, and the number of happy citizens
exceeds that of content citizens. The effects depend on the form
of government,

Anarchy: Nathing happens.

Despotism: Even on squares with mare than three in production,
productivity does not decrease.

Monarchy, Communism: Trade increases by one on squares with
trade.

Republic, Democracy: U there is enough food, population
increases by one point.

4

GAME QPTIONS

Belore beginming a new game, the topography ol the map and the
strenglh of rival states can be ser. If you clear it once and change the
conditions, you can enjoy a different game,

Setting up the Planet
When you start, you can determine the setup of the planet where you
will play from now on.

Setting up the Environment of the Planet
The player can set up an imaginary planet as he hkes and make the
miap ke it it The vanous options ane as [ollows:

Land Mass: Decides the ratio of sea and land on the map. Small
means many litle islands and greater isolation; large means
extensive continents and more rapid cultureal contact.

Temperature: I cool, windra increases; if wanm, jungle increases,

Climare: 1f arid, deserts increase; if wet, swamps increase.

Planet Age: With 3 billion years the topography is rugged; with 5
killion years, the sloping is gentle.

Earth

H you select this, the game can stare ar a place close to an aciual
couniry on a map tesembling the Carth. Maturally, fival states will alse
appear near their aciual historical locations.
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Setting the Level of Difficulty

There are five levels of difficulty for this game. The terminal year of
the game, the money in the treasury of your lirst city, and the time it
takes to develop technology change with the level of difficolty AL the
high level, the conditions for winning are stiff,

Chieftaim: The easiest level, beginning with the possession of twa
Settler units. First-time plavers may prefer this.

Commander: The cash in your possession @ the start disappears,
and rival states are strong, But if you play two or three times
and understand the garme, you can win.

Prince: The rivals are pretty strong, and ifyou don't keep an eye on
the citizens, violent outhreaks lave wp right away At this level
you can’t win if you dont keep your wits about you,

King: The rivals ate al abour the same level as the player. Barbarians
are alza strong, and you are always having to fight biterly
aver something, You need lots of experience 1o win.

Emperor: The most demanding level. Rival states grow faster in
every respect than the player, so it is really impressive i you
can win.

&6

HarL oF FAME

When the game linishes, the score of the player is calculated and
recorded. The place where it is recorded is the Palace of Fame.

Conditions for Finishing
The game is over at the following times:

* I before the terminal year, you have eradicated all rival stes.

* If before the terminal year, you have succeeded in emigrating Lo
space.

» If you are eradicated.

* 1f you select Retire on o the Main menu (and have teglected 1o
Save first),

= When you teach the terminal vear,
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Figuring Your Score
The zcore for Sid Meier's Civilization is caleulated on the following
factors,

Basic Wins and Losses Score
The score computed accerding to the stae of 1he cites or state

Happy citizen: 2 points per person

Content citizen: 1 point per person

Seven Wonders: 20 poimis each

Each turn in which no wars were fought: 3 poinis

(hut il there is even one battle, the accumulated points reset al zers)
Technology of the Future: 5 points each

Polluted square: minus 10 points each

Bonus
There are two honuses beyond the basic score,

Space Emigration Bonus: This is & bonus atached to save arrival
of the space vehicle. Filly poines are awarded for every 13,000
citizens who successfully become space emigrants.

World Conguest Bonus: This is a bonus attached w defeating the
warld, The more tival states there are and the faster you
accomplish this, the higher the points,

The Hall of Fame

The five states of the player that are highest in civilization rank are
recarded in the Palace of Fame. The civilizaton rank is decided by a
combination of the game score and level of difficulty Thus, o the extent
that you ‘have a high level of difficulty, even a low score will raise
your rank,
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Original Game Design
Hiel Meter with Bruce Shelley

Super Famicom Edition Planning and Prodoction
Astmic Soltware, Inc. Operation Division

Super Famicom Edition Editorial Supervision
Eurata dachihiro/Muse Soltware

Art Direction, Design, Cover Design
Mike Smith, John Emory, Cesar Movoa

Image Hlustration
Mike Smith buildup (CG Production)

Text, Chart Design
Martin Hagisawa, Kadotani Naami, Noda Chiza (Hit Studia)

Manual Design & Layoul
Cesar Mevoa, Joe Marel

Editor, Writer
Croda Fuliomisy, Jonatha Cagplan-Kaulman

Image Photography
FES Communications

Reference Text
Civilization Master Guide (MicroProse Japan, Ine.)

WARRANTY

80-Day Limited Warranty

Koei Corporation warrants to the ariginal consumes parchasar thal 1his garie pak shall be free

fror dedects in material and workmanship for @ period of 90 days from dale of purchase. [fa

dalect covered by this warcanty eccurs duning this 90-day warrandy period, Kesswill repair ar
replace the pame pak, &t its oplian, Fraea of change.

To recedve this warranty service:

I Save vour 2k receipl, indicating date of purchase, and he LFC code Taund an Ehe gams
pakaning,

LAt wellar game i covered undar a $ore warranty, refiern tha garme pak bo the slora at which yon
purchased the game.

3. 1 e gk cevalops 2 problenn reguining servics durmg Be 90-day warranty periced, and is
ok convared by 3 siore warranty, ratfy Koai Corp, by 'caliing the Technical Support Dept. ot
(415)345-0500, between the howrs of 9 2.m. to 4:45 p.m. Pacific Standard Time, Monday
through Friday.

4, [ the Koei Service Representative is umable to sohe the problen by phone, wou will be provided
with a Return Authoreation rumber. Record this nember prominent'y on the outsice packaging
o yoiir clefesctive game pak. anclose your name, addrass and pharg aurbar, and rebarn the
game ek, FREIGHT PREFAID AND INSURED FOR LOSS OR DAMAGE, together with your saks
and the- UPC code within the 90-day warranty period foc

KOEI Corporation
1350 Bayshore Hwy. Sie. 540
Burlingame, CA 34010.

This warranty shall not apphy if the game pak hias been damaged by negligence, accident,

unreasonabie use, madification; tampering, or by sther causes snretated to defective

rnaterials or warkmanship,

Service After Expiration of Warranty

1111 game pak develops a probiean requiring service atter e Shday warranty period, you man
cafact the Kee Technical Suppact Depl. at e phone numbsar noted previously. I tha Kogi
Service Raprasentativg is unable b salve the probiem by phane, you may be provided with a
Feturn Authorization nember and asked to send the game pak to Koed far persenal inspachan,
Becord this number prominently on the outside packaging of the defective game pak and retim
the merchamdize, FREIGHT PREPAID AND INSURED #08 LOSS O DAMAGE. by Koel with &
chick or rcaey arder fae 320 1 sovee repair of replacessent, ayabie o Kol Corporation. Kosi
resarves tha right b change the post-warranty serice fee andfor peicy. v

Dnline Support

Gompuserve: GO VIDPUE, Section 4. Send E-Mail to |0, #76711,1455. ComauSene can be
obtained by caling 1-800-524-3388 ang asiing for Fep. 608 (norder (o recelve a free introduc-
iory membershi, $15 usage credit, and cae month of Basic services free.

11855 KDEI Corpoation
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