EPUB/image_0053_00.jpeg
’.

When you start a game of Civilization II, your Settlers unit stan
on a terrain square surrounded by the darkness of the unknow
Though you can choose to let this single group of Settlers (if you

really special, you could possibly have two Settlers units) wand
the world alone, that’s not the point of the game. As soon as you’

found a decent site, you want your Settlers to build a permane
settlement — a city. You must build at least one city, because only citi
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CitYy MANAGEMENT CONCEPTS

As your city increases in size, its population expands, and it produces more and more food, shields, and
trade. These represent your city’s basic resources: edibles, raw materials, and trade goods. In city
management, you add another layer of concepts which address how you turn these materials into products
you can use. Refer to the City DispLAY as you read.

Grain feeds your population and supports the city’s units. When a city produces more food than its
population and units consume each turn, the excess accumulates in the Foop STorAGE Box. When the box is
full, another citizen is added to the PoruLaTioN ROSTER, and the city increases in size. If your city is not
producing enough food each turn to feed its population, the shortfall is noted, and stores are removed from
the Foob STORAGE Box. If the box empties, any units that require food for support are disbanded, one by one,
until a balance is achieved. If your city still experiences a shortfall, one citizen is removed from the PopuLATION
ROSTER, and your city decreases in size.

Shields power your industrial capacity and support the city’s units. When a city produces more shields
than your units expend each turn, the excess shields accumulate in the ProbuctioN Box each turn. When the
ProbucTioN Box is full, your city produces something. It can “build” one of three kinds of things: units which
move around the map (like Settlers and Chariots), city improvements which are tied to specific cities (like
Libraries and Aqueducts), and Wonders of the World, which give unique benefits to the civilization that builds
them (like the Pyramids or Magellan’s Expedition) — but more about these details later. The type of
government your people develop and the distance remote cities are located from your palace affect your
shield production. Sometimes raw materials can be lost to waste. You can read all about the details of waste
under Trade Management Concepts. If your city runs short of the raw materials it requires each turn, one
or more units (that it supports) are forced to disband. The units farthest from home are disbanded first.

Based on the tax rates you set, trade arrows are further divided into three commodities that your
civilization acquires: luxuries, taxes, and science. These commodities each have their own icons: Luxuries
are represented by goblets, taxes are represented by gold, and science or research is represented by beakers.
The type of government your people develop and the distance remote cities are located from your palace
affects your trade income. Sometimes trade can be lost to corruption. You can read all about the details of
trade transactions under Trade Management Concepts.
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TRADE MANAGEMENT CONCEPTS

Taking up where we left off in City Management Concepts, these are the further divisions that result from
trade income (arrow icons): luxuries (goblets), taxes (gold), and science funding (beakers).

Luxuries make your population more content. The availability of luxuries means that some citizens can
enjoy a more pampered existence. Every two goblets make one contented citizen happy. We’ll talk more
about happiness a little later.

Taxes maintain city improvements and add to your treasury. Taxes support basic city services, and
surplus funds accumulate in your treasury. There are plenty of useful ways to spend money in Civilization II,
as we’ll explain in a little while. If funding dries up, your city might be forced to sell off improvements.

Research funding powers your technological research. Each new advance requires the accumulation
of a certain number of beakers to achieve. The Civilization Advances chapter explains the details of the
search for knowledge, but for now, you just need to know that new discoveries often allow you to build new
units and city improvements, and sometimes open up the possibility of building Wonders of the World. In
addition, each discovery leads to further discoveries, creating a chain of progress. If your cities don’t produce
many beakers, your civilization doesn’t progress very fast.

Which of these three is the most important? That varies according to what you want to achieve right now.
To give trade management the most flexibility, Civilization II lets you adjust the proportion of trade income
that is devoted to each of these three areas. The Tax RATE option on the KinapoM menu lets you change the
ratio of taxes to science to luxuries by ten percent increments, and also shows you how these rates affect
your funding and the speed at which your knowledge increases.

In City Concepts, we mentioned that the PopuLaTion ROSTER can tell you more than just the number of
citizens in your city. It can also tell you your citizens’ general level of contentment. Citizen icons appear in
three different attitudes: happy, content, and unhappy. When you start building cities, you start with content
citizens. The type of government your civilization develops and the level of difficulty at which you chose to
play affect how rapidly unrest begins to trouble your populations. Unhappy citizens must be balanced by
happy citizens, or your city falls into civil disorder. Not only does civil disorder sound bad, it has all sorts of
nasty consequences, as we’ll explain shortly.

For now, you need to know that you can increase the happiness of your citizens several different ways,
among them: building specific city improvements like Temples and Marketplaces (we’ll explain all about
Improvements shortly), reassigning military units (the dirt about martial law and foreign service effects
appears under Military Units), adjusting the tax rates (as we'll discuss under Kingdom Menu in Reference:
Screen by Screen), and pulling citizens off production work to make them specialists (see Specialists
for the skinny on this).

Phew! That’s a lot of stuff to digest all at once. Just one more thing — we mentioned types of governments
two paragraphs ago. Discovering new advances encompasses more than just new gadgets to improve
sanitation and military might. The game counts philosophical concepts and theories as “new technologies,”
too. Every civilization starts out as a Despotism, but you can develop new forms of government. These might,
in turn, have a profound effect on the happiness of your citizens and the rate at which your citizens produce
raw materials, food, and trade.
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Trade is a fundamental force driving civilizations. It introduces unique and exotic
valuables, stimulates the economy, and fires the imaginations of a culture’s foremost
thinkers. The effects of trade permeate society in many surprising and subtle ways, and
your ability to direct trade’s impact is likewise varied.
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TERRAIN & MOVEMENT CONCEPTS

The game map in Civilization II is divided into small independent parts, or terrain squares, as we
mentioned in City Concepts. For simplicity, each square consists of a single type of terrain, even though the
real world is not as perfectly organized as that. To represent that some types of terrain are easy to walk across
and others require slogging through mud or hacking through thick underbrush, your units spend
movement points to enter each new square. Every unit has an ADM rating (the acronym stands for
Attack/Defense/Movement); the M, or third number in the rating, indicates how many movement points it can
spend in a turn. You can find out all about units and their ADM ratings under Military Units.

Each terrain type has its own movement point cost (and they’re all conveniently listed in the TERRAIN
CHARTS on the Poster). Your Settlers or Engineer units can improve (that is, lower) these movement point
costs by laying roads and later railroads in terrain squares (see Settlers & Engineers for the lowdown on
how they do this). When a unit moves into a new square, it pays that square’s movement point cost. If it has
any movement points — or fractions of movement points — left after moving one square, a unit can attempt
to move again until it reaches the limit of its movement points. Attacking counts as movement — that is, your
units spend movement points to attack. You can read about the details under Military Units; what you need
to know here is that a unit’s attack strength might be reduced if it has less than a full movement point
remaining at the time of combat. You’ll get a message asking if you want to continue with
the attack.

The proximity of enemy units or cities can also restrict a unit’s movement options. Units and cities have
what in military circles is called a zone of control; their influence extends into the eight squares that
immediately surround them. Your units cannot move directly from one rival’s zone of control into another’s
zone of control unless you have an alliance with the second tribe. This represents a unit’s ability to threaten
or pin down enemy troops nearby. When an enemy Legion is nearby waiting to pounce, your troops cannot
afford to expose their vulnerable flanks. The blockers don’t have to be units or cities of the same civilization.
The Movement Restriction diagram should make it clearer, so give it a look-see. Some units (such as
Diplomats, Caravans, and all air and naval units) have special abilities that allow them to ignore
these restrictions.
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THE CONCEPT OF CIVILIZATION ADVANCES

As we said in City Management Concepts, scientific research is what drives your civilization’s scientific and
intellectual growth. The science (beaker icons) each city generates every turn represents a percentage of the
total trade, that city brings in. You can adjust the amount of science generated with the Tax RaTE option in
the KinapoM menu. A low science ratio generates advances slowly; a high ratio generates them more quickly.

You want to accumulate research, in the form of beakers, to gain advances, or new technologies. Each
new advance allows your civilization to build new units or city improvements; sometimes a new advance
makes possible the construction of a new Wonder of the World. Each new civilization advance also opens up
a path to researching further technologies. You could look at the connections between advances as a flow
chart (see the Poster for an example), as a web, or as a tree. The important concept is that each technology
is a building block that allows research into further advances. You can even research into the realms of
science fiction; each futuristic advance you discover adds bonus points to your final score, as we’ll explain
in Future Technology, coming right up.

Accumulated research isn’t the only way to gain advances. Contact with a minor tribe might also net you
a new civilization advance — see Minor Tribes for all the possible outcomes of an encounter. Finally, parley
with other civilizations can result in an option to exchange technologies, and war offers the opportunity to
wrest them by force from cities you subjugate. We’ll give you the full details under Diplomacy.

The scientific research performed in each city you own is totaled in the SciENCE Abvisor’s Report (see The
Advisor Menu in Reference: Screen by Screen for more about the Science Advisor and his duties). Each new
advance that your civilization discovers “costs” a certain amount of science (accumulation of beakers). As time
progresses, new advances require more funding to research. The SciENCE ADVISOR’s Report also lists the
technologies you have already discovered or been given, and the current advance your scientists are researching.
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The major dynamic of change throughout the history of civilization has been the

advance and accumulation of knowledge. As humankind progressed by fits
through the ages, civilizations rose and fell, their success or failure due to what
they acquired and how they employed it.

Those who first acquire new knowledge are often able to employ it to b
powerful position, but there are many cases of civilizations that obtained
invention first, then failed to use it to their advantage. The pace at whic

B T il ren s il e o O N — PSR- S A S,

pad
o
>





EPUB/image_0098_00.jpeg
Enemy Army

]
Friendly Army
@} Enemy City

HE Friendly City

Movement Restrictions Diagram X Moves not allowed

1. X moves are OK if those squares already contain an army from your civilization.
Moves allowed

2. Movement restrictions do not apply to ships, air units, diplomats, and caravans.
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THE CONCEPT OF WONDERS

Wonders of the World are like extraordinary city improvements, in that they are structures (or achievements)
that your civilization can undertake to “build.” Unlike city improvements, each Wonder is unique, existing
only in the city where it is constructed. Each one confers a specific, unique benefit on the civilization that
owns it (you can find the specifics in the CiviLorepIA listing for each Wonder). If one of your cities is captured
by a rival power, and you had built a Wonder there, that Wonder no longer benefits your civilization. Instead,

its bonuses now apply to the conquering civilization. The same holds true if your units capture a city
containing a Wonder from a rival player.

If a Wonder is destroyed by the decimation of the city in which it stood, it can never be rebuilt. Its
benefits are lost to the world forever. Further, some of the glories of the ancient and Renaissance Wonders
dim over time. Objects and accomplishments that awed the ancients lose their luster for people of the
Modern Age. The achievement of later advances can negate the benefits of older Wonders, regardless of
whether your civilization or another discovers the canceling advance.






EPUB/image_0051_00.jpeg
The Great Library expires once your tribe discovers Electronics. The
Great Wall expires once your tribe discovers Metallurgy. And finally, J.S.
Bach’s Cathedral now requires the advance of Theology to build.

For the full scoop on these and all the other Wonders, see WONDERS OF
THE WORLD in the CIVILOPEDIA.
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Troops, Explorers, and Partisans) have the
ability and equipment to move quickly
through even the most difficult terrain. In
dgame terms, they treat all terrain as roads.

This means that it never costs them more
than one-third of a movement point to enter
any square — regardless of the terrain type
or the actual existence of roads. Units with
the ability to treat all terrain as roads can
still use railroads for free movement, just as
any other unit.

Sailing experience accumulates with
new advances. In the early days, your
Triremes have a 50 percent chance of being
lost at sea each time they end their turn in a
square that is not touching the shoreline.
However, once your civilization discovers
Seafaring, your crews’ experience of the
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Close Up of unit on riverbed coastal waters is vaster, and they are less





EPUB/image_0031_00.jpeg
]
»
_.
L]
=

|l

il

| SwprwdDevasd . ] Cew |

Possible commodities a Caravan can carry

En-route to Washington, you discover
another civilization advance (Monarchy or, if
you're ahead of the game, Writing). For
now, don’t declare a revolution. Select
your next advance: Writing (if you don’t
already have it) or Map Making. We’ll come
back to Monarchy shortly. You will, in fact,
discover another advance before your
Caravan reaches Little Bighorn. This time,
choose Map Making (if you don’t have it)
or Warrior Code.

Meanwhile, back on the trade route,
your Caravan reaches Washington. Move the
Caravan into the city. When the Caravan
enters Washington, you get a list of options.
You can establish a trade route with
Washington (which you don’t want to do).

You are also given the option to HeLp BuiLb
WaAannrEe (Remember Wachinatan ie ctill in
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You can only choose one.
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Sid Meier’s Civilization II improves on a beloved classic. Civili:
its predecessor, cast vou as the ruler of an infant civilization, strua
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Washington’s City Display
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Looking for a place to settle.






