Dawn Tutorial Message Windows!

Opening screen:

“From the Chief Advisor:
Greetings almighty Chieftain!  Welcome to Clash of Civilisations.  As the almighty protector and guider of our magnificent nation it is your responsibility to lead us to greatness in science, diplomacy, culture, economy, government and expansion.  With my help, your humble Chief Advisor Juninga, we may guide our nation to greatness.  Good luck my Chief, you’ll need it.”

Trigger: Begin Game.

Objective: None

Buttons: First Objective

Objective 1: Settle a Village (Screen 1)
“From the Chief Advisor:

My Chief.  At present we have 5000 denizens who are currently being protected by our warrior horde unit.  Our God Natufi, may the world tremble at his coming, has ordered through his priests that He needs 20,000 worshippers.  In order to do this, we must find food and a way to protect our people from barbarian raiders.

My first suggestion would be to find a suitable location to settle our current 5000 denizens.”

Trigger: OK from Opening Screen.

Objective: None

Buttons: MORE

Objective 1: (Screen 2)
“From the Chief Advisor:

If you will notice the large window on the right which fills most of the screen.  This is the Map Window, which represents the world as we know it.  On here you can see things like terrain, cities, military units, roads and enemies.  The black areas are The Great Unknown, which we can explore to show what lies underneath.  At the top left is the Unit Information Window.  Here you will find all the information about the currently selected units in the Map Window.  Click now on our warrior horde in the Map Window (the picture of the man with the club) and you should see the Map Information Window shows our warrior horde.  You may also click with the right mouse-button on unit icons in the Map Information Window to access specific orders.  Right-click on the picture of our warrior horde in the Map Information Window now.  You will see that one of the available orders is Colonize.  Click on this order and then OK to confirm the construction of a new village with our 5000 denizens.  At the bottom left you will see the Tile Information Window.  This window shows the X, Y map location and the population of the currently selected tile in the Map Window.”

Trigger: MORE from Objective 1: (Screen 1)

Objective: Settle first village of 5000 denizens.

Buttons: OK

Objective 1: (Screen 3)

“From the Chief Advisor:
Well done my Chief.  We now have a place to live.  In the future, this village will grow into a city, and become a center of government, trade, learning and production.  As the population of our village grows, denizens will fan out to adjacent lands and settle new villages if they see opportunities.  The denizens will do this automatically for you, so there is no need for population micro-management.  Click on the End Turn button from the toolbar at the top now.  You will see in the Tile Information Window that the population of the village changes to reflect new births and deaths.  As you click on End Turn, time progresses and the population of tiles changes to reflect this.

Trigger: Settle first village.

Objective: None

Buttons: Next Objective

Objective 2: Find a food resource (Screen 1)
“From the Village Elders:
My Chief.  A most troubling occurrence.  During the past year we identified a problem with food.  If we continue to grow into a larger settlement we won’t have enough food to eat.  We MUST find some food quickly!  I suggest using our warrior horde to explore our surroundings to see if there is a food source nearby.  Click now on the picture of our warrior horde in the Map Window.  You will see another button in the toolbar marked Move.  You can give movement orders to your units using this button.  They will not move till you click End Turn though, as every player’s moves are calculated simultaneously.  Click on Move now.  If you now click on the tile one up from your warrior horde on the Map Window, you will see a marker indicating the horde’s movement path.  You may also use this method to get further movement orders than one tile, by clicking again on another tile.  You will see the numbers on the movement path indicate how many turns the horde will take to reach that tile.  Click on the End Move button in the toolbar now.  This will confirm to the warrior horde where you want them to move.  Click on the End Turn button now.  You will see that the warrior horde has moved.  As you develop better units, some will be able to move more than one square per turn.  Continue exploring in the North-East till you find the wheat resource.”

Trigger: Next Objective button from Objective 1.

Objective: Move a unit to explore.

Button: OK

Objective 2: (Screen 2)

“From the Chief Advisor:
Excuse me my Chief, but while you’re exploring the North-East for wheat I just wish to point out a couple of things to help you in the future.  It is possible to group a number of units into Task Forces.  Task Forces attack and defend as a group, and thus have better odds than individual units.  I highly suggest that when attacking or defending to group the units into task forces.  Also, a task force will only move as fast as the slowest unit.  For example: elephants aren’t as fast as chariots, so when grouped together chariots move as fast as elephants on the map.  If you have more than one unit or task force in a square, to specify separate movement orders you click on the tile in the Map Window, then in the Unit Information Window, click once on the group or unit to give orders to.  Remember, in the Unit Information Window you can right-click on a unit or task force to give different orders, or to group/ungroup units into task forces.”

Trigger: OK from Objective 2: (Screen 1)

Objective: None, information only.

Buttons: OK

Objective 2: (Screen 3)

“From the Chief Advisor:
Well done my Chief!  You have found a wheat resource.  With this wheat resource we can guarantee the future of our villages food needs.  Very soon we will build a new village near the wheat to harvest it for our nation.  But before that we need to do something about the barbarians protecting the wheat.  Maybe an answer will present itself soon.”

Trigger: Sighting of the wheat/barbarian tile.

Objective: Find a wheat tile.

Buttons: OK

Objective 3: Defending your Borders (Screen 1)

“From the Village Elders:

My Chief, PLEASE help!  Barbarians have been raiding the village and steeling our food and taking our women.  We need protection from these barbarians as we are only humble food gatherers and house-wives.  Please, my Chief, think of our children.  I know of many young ones in the village who would gladly help to protect us, but without any sort of organization, training and clubs, how can they be expected to protect us?  You must build a warrior horde most urgently to defend the village.”

Trigger: A couple of turns (2-3) after sighting the barbarian on the wheat resource.

Objective: None

Buttons: MORE

Objective 3: (Screen 2)

“From the Chief Advisor:

I hear you need to build another warrior horde.  This is what we need to do.  To build the weapons needed, and recruit and train our young in the way of war, we need to invest time and resources in our village to this end.  Click on the button in the toolbar marked Economy.  This brings up a further selection menu where you need to click on Civ Econ Orders.  This economic option is to tell your whole nation what to build.  In the beginning, we want every city to build defense units and explorers, and thus the Civ Econ Orders window allows us to do this quickly.  To build a unit, look on the left pane of the economics windows.  Ignore everything else on this screen, except for the line to build a warrior horde.  On the warrior horde line under the % Spend column, type in 50 and press Enter to confirm.  In simplistic terms, this means that 50% of our government’s spending is going on building warrior hordes.  Every city and square within our nation will follow this order, as we placed it in the Civ Econ Orders window.  You may now close the Civ Econ Orders window.  Return our original warrior horde to out village to protect our denizens.  Do not try to attack the barbarian on the wheat resource till we have another warrior horde.”

Trigger: MORE button on Objective 3: screen 1.

Objective: Set Economic Orders for building a warrior horde.

Buttons: OK

Objective 3: (Screen 3)
“From the Economic Advisor:
My Chief.  Allow me to introduce myself.  I am Huptiti, your economic advisor.  Let me explain the economics a little better.  The nation’s economics are based on a realistic modern Earth model based on supply and demand, as well as fluctuating labor pools and skills.  For example, if there is too much food (supply), the price will fall (demand).  This causes wages in the food sector to drop and some farmers will change jobs to a different sector (fluctuating labor and skill pools).  Therefore the food industry will drop, but other industries will gain.  Those farmers may become road builders thus increasing road production.  To monitor this, open the Civ Econ Orders and look at the right-hand pane.  The growth in each sector is illustrated as a positive or negative value.  Like in real-life, government intervention may be needed with the use of the left-hand pane expenditure columns.  The more the government invests in a sector the more intervention you are imposing.  This can either speed up or slow down the sector’s natural fluctuations.  The nation’s economics are split into three areas: Civ or national economics, Province or area economics, and Tile or city economics.  Each area of economics has the same options, and are provided to ease micro-management.  Also, the lower-level economic area over-rides the higher-levels.  IE: Tile economics over-rides Province economics over-rides Civ economics.  So if you tell the Civ to build warrior hordes, and one city to build a phalanx, that city will build a phalanx.”

Trigger: A couple of turns into building the unit.

Objective: None, information only.

Buttons: OK

Objective 3: (Screen 4)
“From the Economic Advisor:

You will also notice on the left-pane of the economics orders are lines for road building, production kapital, technologies and other areas of government investment.  This is where the option to invest in society and culture, science, and infrastructure is performed.  By investing in these areas you are improving your denizen’s quality of life.  Also, further build options may become available to you, like new units.  This gives you a well rounded foundation on how the economics sector works, and how you can influence the various economic sectors.  For more information, I direct you to the in-depth explanation within the user manual.”

Trigger: OK on Objective 3: (Screen 3)

Objective: None, information only.

Buttons: OK

Objective 3: (Screen 4)
“From the Military Advisor:
My Chief, training and equipping of our fine new warrior horde is complete.  The defense of our denizens is now assured.  May I take this opportunity to remind you that in the future we will need to build many units to patrol, protect and expand our area of influence.  May our warrior’s spears always be sharp and our shields be ever ready.”

Trigger: Building of first warrior horde.

Objective: Build warrior horde.

Buttons: OK

Objective 4: Expanding our Influence (Screen 1)

“From the Chief Advisor:
In order for us to expand our area of influence, and to make use of resources such as the wheat we found, we need to settle distant lands.  If we were to wait for the automatic settling of these far lands, it would take thousands of years.  However, we can move settlers from one population center to a new or existing population center.  We now need to settle the area where the wheat is.  By now you should have two warrior hordes in our village (the original and the one just built).  To group these two units so we can destroy the barbarians, you need to first click on the tile that contains the two units on the Map Window (also our village if you’ve followed our advice).  You will see that the two units are separate in the Unit Information Window.  Right-click on the first unit and click on the option Group All.  This will make the border encircle both units signifying a Task Force.  Each unit still retains its power line (underneath each unit), and the task force also has a power line (the line centered at the bottom of the task force box).  Each unit will die when it’s own power line reaches zero.  Now right-click on the task force in the Unit Information Window.  You will notice an option to Pick Up Settlers.  This enables you to move denizens to new areas.  Click on this option and type in 1000 in the following box.  This will attach 1000 denizens from our village to the task force.  The task force protects these settlers.  Now move the task force to the square containing the barbarians.  Battle will occur when our task force is in the barbarian’s square.”

Trigger: OK on Objective 3: (Screen 4)

Objective: Create task force and attach settlers.  Move to the wheat square with barbarian.

Buttons: OK

Objective 4: (Screen 2)

“From the Military Advisor:

My Chief, the barbarian unit has been destroyed.  Our warriors were undefeatable against the primitive barbarians.  We have secured the wheat resource in this tile.”

“From the Chief Advisor:

Ahhh….. excellent.  Now that we have secured the area from barbarians, we can safely settle these new lands and make use of the wheat resource.  Right-click on the task force in the Unit Information Window and click on the Colonize option.  Click on OK to confirm all attached denizens.  You should now see in the Tile Information Window that we now have 1000 denizens in our new village.  Congratulations, the denizens in both villages wish to promote you to High Chieftain.  For now, we need to move one of our warrior hordes back to our original village.  We need to secure our villages with two warrior hordes in each village.”

Trigger: Defeat lonely barbarian.

Objective: Colonise the wheat resource.

Buttons: OK

Objective 5: The Barbarian Raids (Screen 1)
“From the Military Advisor:

Excuse me High Chieftain.  I bring troubling news.  We have received word from the outlying regions that a barbarian horde is preparing to attack us.  We have also received word of a new type of animal that the local denizens are calling ‘horses’.  These may be found to our west.  If we were to secure these horses by starting a new village there, we may find a military use for these strong and fast beasts.  I’ve personally seen one of these ‘horses’ easily out-run our fastest warriors.  We need to progress like we did for the wheat and move 1000 denizens to the horse’s location using one of our warrior horde units from our first village.”

Trigger: Completion of unit 4.

Objective: Settle a new village of 1000 on the horses tile.

Buttons: OK

Objective 5: (Screen 2)
“From the Chief Advisor:

High Chieftain, I must congratulate you on settling the new region.  These horses are powerful beasts.  Even now, we are looking at uses for these beasts.  I’m sure with some government investment we can develop a military use for these fine beasts quicker.  May I suggest you spend 30% on Horse Breeding in the Civ Econ Orders?  This investment into researching this new technology will greatly benefit us.  You may also want to reduce the expenditure on warrior hordes to 30% or we will not be able to afford to support our existing hordes.  Our warriors need food to survive, and maintenance on their weapons, all paid for by the government.  Therefore we must ensure that military supply is kept at 100% or our unit effectiveness will be downgraded.  But we do need the research on Horse Breeding to help combat the barbarians.”

Trigger: Settlement of horses tile.

Objective: Research Horse Breeding.  Note: It may pay to have Horse Breeding half researched already.

Buttons: OK

Objective 5: (Screen 3)

“From the Military Advisor:
High Chieftain, the barbarians approach!  Prepare for battle!  We must finish our research into Horse Breeding quickly to stop the barbarian attacks!”

Trigger: A couple of turns after research begins.

Objective: Defend against the barbarians.  Note: Probably best a this point to have single unit attacks and the odd double unit attack.  Remember, the player only has a few units defending his cities.

Buttons: OK

Objective 5: (Screen 4)

“From the Science Advisor:

High Chieftain we have done it!  We have completed research in Horse Breeding and found a military use for horses to help defend us from these barbarian attacks.  We call it the chariot.  The chariot is a horse drawn cart that our warriors can stand in to attack our enemies.  This unit is fast and deadly to ground-based units like the barbarians are.  I believe if we change all warrior horde expenditure to chariot building, we can easily scare the barbarians away for good!”

Trigger: Completion of Horse Breeding.

Objective: Build a chariot.

Buttons: OK

Objective 5: (Screen 5)
“From the Chief Advisor:

High Chieftain!  Congratulations!  Our new chariot unit has proven successful.  Our chariots went up against the barbarians and they fled back into the wilderness from where they came.  The denizens of our fair nation thank you, High Chieftain, and wish to erect a palace for you of stone.”

Trigger: First chariot built.

Objective: None, information only.

Buttons: OK

Objective 6: The GOD’S wishes (Screen 1)
“From the High Priest:

High Chieftain.  Though your pursuits of expansion and protection are admirable, do not forget our God’s wishes for 20,000 worshippers.  You now have the foundation knowledge to expand our nation to have 20,000 denizens.  Remember all you have learnt, and good luck.”

Trigger: A couple of turns after chariot built.

Objective: 20,000 denizens.  Note, at this point you can throw barbarian raids and other things in here.  This objective should take a while to complete.

Buttons: OK

