All Under Heaven
A Scenario by Winterfritz
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1.1  Installation

  This scenario requires the Fantastic Worlds add-on or Multiplayer Gold Edition Civ2 to play.

  To install simply extract the zip file into a folder within your game folder called something like ‘heaven’ or ‘china’ (or whatever you like – calling the folder ‘pineapple’ will not cause the scenario to stop working).  Then open the scenario file – ‘heaven.scn’ – using civ2 and play it.
  Note that this scenario does not include any sounds.  Turning off the in-game sounds before you play the scenario is advised, unless you want to be constantly interrupted by completely inappropriate torpedo and elephant noises.
1.2  Troubleshooting and Bugs
    A couple of times when I was playtesting, I encountered a problem which made it impossible to negotiate with the computer civilizations within the scenario.  I’d ask for an audience, and they’d accept my offer (‘We are always pleased to speak with our friends the …’), but instead of proceeding to the menu of diplomatic options the game would then quit the negotiation.  This seemed to result from some problem with the game.txt file, and I got around it by removing the file from the scenario folder and putting it into the civ2 folder (replacing the original file there).  After this all negotiations worked fine.  If you have to do this, make sure you back up the original game.txt file in your civ2 folder first!

  Another thing:  a couple of times late in the game as a Chinese civ, I’d have the Hsiung-Nu bribe some of my units – this despite the fact that they cannot build diplomat units of any kind.  This makes it more a case of the computer being a blatant cheat than any actual design fault (I hope).  Hence I can’t really do anything about it.  The units bribed were always just lone halberdiers, however, so this shouldn’t affect gameplay significantly.  I’ve never seen the Hsiung-Nu bribe an actual city.
2.1  Introduction and Background

  This scenario is an attempt to depict the classical era in Chinese history: the so-called Spring and Autumns Period, the era of the Warring States and the period covered by the Earlier and Later Han dynasties.  This is almost a thousand years all up (770 BC to 220 AD).

  At the scenario’s opening, the central authority of the ancient Chou monarchy has collapsed, and power has devolved onto the regional barons and feudal lords of northern China.  You take it from here.  Develop Chinese civilization as you race to turn your feudal territories into a powerful state which can unite the fragmented lands of China.  Only a strong, united Chinese empire will have a chance against the increasingly dangerous steppe nomads of the north…
  What follows is some background for those unfamiliar with this era in history.  Feel free to skip over it if you’re just interested in playing the game. 

    Incredibly productive and intellectually fertile, this period was more than a match for the much-lauded classical age of ancient Greece in terms of overall achievements.  Ancient China saw unprecedented ideological ferment which led to the development of potent philosophies – Confucianism, Taoism, and Legalism – that survived for centuries, and continue to be influential even today.  Culturally too, the rise of poetry and prose writing (particularly in the form of the imperial histories), together with the standardization of the Chinese script laid the foundations for the development of Chinese literature.  Many later authors looked to the writers of the Han for their models.

  Technologically the period also saw unprecedented advance.  The ancient Chinese produced cast iron of a quality that wasn’t seen in the West until the late Middle Ages, and during the Han period even began to manufacture steel.  They also invented the crossbow, weapons so powerful that they could easily have made obsolete contemporary Macedonian and Roman heavy armor had they been available in the west.  Paper was another invention we owe to the Chinese; the Arabs learned how to make it from them in the Middle Ages, and subsequently passed the knowledge to Europe.  The ancient Chinese also made important progress in the areas of astronomy, medicine and the natural sciences.

  Finally, the era was crucial socially and politically too, for it saw the creation of the Chinese empire and the associated ideology/mysticism surrounding the Emperor, the divinely appointed ‘Son of Heaven.’  This would prove an enduring concept indeed; in the ensuing centuries, China would spend more time united under a central authority than divided.  Later Chinese liked to view their history as an unbroken chain of imperial dynasties stretching into the ancient past.

  All this development was the backdrop to a fierce competition between the feudal states into which the ancient Chou monarchy had devolved.  These principalities fought brutally amongst themselves in an effort to unify China under their own ruling dynasties.  Eventually the Ch’in were successful, and their Prince Cheng became the first Emperor Ch’in-shih-huang-ti in the late third century BC.  However, his excessively repressive autocracy aroused much resentment, which erupted into full-scale rebellion on his death.  A minor official named Liu Pang rose to prominence as a leader of the rebels, and in 206 BC he inaugurated the rule of the Han dynasty.

  Under the Han, China became the Rome as well as the Greece of the east.  A powerful empire was established which included northern Korea and Vietnam and the oasis-cities of the Tarim basin (the Chinese Turkestan of today, roughly composed of the area above the Himalayas and bordered by the Pamirs to the west).  Chinese civilization extended even further beyond these borders, laying the foundations for the later development of the Korean, Japanese and other cultures.  The empire of the Han lasted for almost four hundred years (with a brief interlude under the usurping Hsin dynasty) and set the bar for later Chinese dynasties, which would strive for control of much the same territory.  The fall of the Han in 220 AD signaled the end of Chinese antiquity and the beginning of their Middle Ages.

2.2  Objectives

  The scoring system is not city-based – you don’t gain points for capturing particular cities.  Instead the original civ2 scoring system has been used, which rates your civilization according to population, wonders, etc.  This is because the scenario is not just about conquest; it depicts the rise of Chinese civilization.  Hence you should develop your territories, research advances and build wonders as well as churning out crossbowmen or whatever.  Try and get as high a score as possible.

  That said, however, an integral part of this period was the rise of a powerful, united Chinese empire.  Consequently I’d say that, no matter how high your final score, if you haven’t also conquered the whole of China by the end of the scenario you’ve failed.

  Decisive defeat would be total conquest at the hands of another power – most likely the Hsiung-Nu.

  Marginal defeat would be your survival as a nation, but a failure to unify China.

  Unifying China qualifies as a marginal victory.  By China I mean roughly the area settled by the Chinese tribes at the start of the game; namely, the Yellow River and Yangtze River valleys as well as the mountainous areas to the west in which the Ch’in and the Shu are based.  Note that this area is considerably smaller than that covered by the modern day People’s Republic, excluding Tibet and Turkestan as well as parts of the area south of the Yangtze.  In ancient times, the first two regions were not ethnically Chinese at all, whilst the last was only slowly colonized, largely during the first millennium AD.

  A decisive victory, on the other hand, would be the recreation of the Han Empire at its height.  This should include not just China (as outlined above) but also northern Korea, the whole south below the Yangtze River, northern Vietnam and (most importantly) the Tarim Basin.  This last is far to the west, directly above the Himalayas, and is not at all easy to get to.  Chinese subjugation of this region in the first century BC allowed the opening of the much famed silk road to the west.

  If you play as the Hsiung-Nu, these Chino-centric victory conditions aren’t really applicable.  The aim of the steppe nomads is simple: the complete subjugation of Chinese civs qualifies as a marginal victory, whilst the conquest of the whole map is a decisive victory.

2.3  Gameplay

 The game isn’t really too dissimilar to vanilla civ2.  All seven civilizations are playable, though the six Chinese civs are the central focus of the scenario.  (The Hsiung-Nu are rather over-powered and make for an easy, though somewhat boring, game of conquest.)

  As a Chinese civ you’ll start with a small principality.  This you will have to expand and develop.  Technological advancement is a crucial area of the scenario; you simply can’t win with the starting techs and units.  A balance needs to be struck between researching advances, developing your territory and fighting wars of conquest.
  Note that the Hsiung-Nu can research Chinese advances, whilst the Chinese can obtain Hsiung-Nu techs.  However, neither can build each others’ units (with the exception that the Hsiung-Nu can build some low level – ie useless – Chinese units, such as spearmen and chariots).
  Technologies cannot be acquired by conquest, and pollution – renamed ‘devastation’ – is not generated by cities.  However, it can be caused by the depredations of the steppe nomads (see the Horde unit in the Units section).

  You may find that you sometimes cannot move your units through the hills in southern China or through the Himalayas.  This is because invisible air units have been created over some of these areas to simulate terrain too difficult for your units to pass through (in order to stop things like the Chinese invading India via South-East Asia).  If a text box does not pop up to say so, this means you’re trying to move your unit through the impassable terrain’s zone of control rather than into the actual unit.  You can of course pay the locals to show your units a path through the difficult land (ie bribe the invisible air unit) using a diplomat.
  This scenario should be well suited to multiplayer and pbems (though again note that the Hsiung-Nu become somewhat overpowered by the third century BC).  Multiplayer is probably better than a pbem however, as most of the turns are quite short initially.

2.31  Technologies

  Nearly all of the tech tree has been changed around to reflect ancient Chinese development.  I’m not going to describe the whole new tech tree; see the in-game pedia and the graphic tech tree supplied with the scenario for further details (the big tech tree shows the Chinese techs, whilst the smaller one shows the few Hsiung-Nu advances).  However, those advances with special properties are:

Feudalism:  Monarchy renamed.  This also allows you to build the peasants (settler) units.  Essential for the early stage of the game; if you don’t start with it, trade for it or develop it as quickly as possible.

Construction:  Allows the construction of forts.

Administration:  This doesn’t really have any special properties, but allows the building of pikemen – substantially better and cheaper than spearmen, the basic starting defensive unit – and leads to most of the important techs of the Warring States period.  An important ‘bottleneck’ tech, required for further significant advance.

Corvee:  Allows the building of roads in river squares.

Philosophy:  In the same slot as the original philosophy tech, so this gives the first civilization to discover it a free tech advance.

Confucianism:  This replaces Mysticism, and so increases the effect of all Shrines (Temples).

Legalism:  Communism renamed.  The best form of government for the conquest of China.  However, it obsoletes the Luminous Hall (Oracle) wonder, which is present in Loyang from the start of the game.

Empire:  Republic renamed.  The best form of government for ruling and developing a unified China – and for getting a high score!  This is also another ‘bottleneck’ tech (see Administration), marking the transition from the Warring States to the imperial Han techs.  It obsoletes the Chou Imperial Court wonder (Eiffel Tower), present in Loyang at the start of the game.
Popular Taoism:  This is in the Guerrila Warfare slot, so researching it will cause Armed Peasants (instead of the default partisans) to appear when your cities are taken.  These units cannot be built, so are only generated when you lose territory.  They are nonetheless useful in preventing quick conquests by the Hsiung-Nu.  But be warned – this tech obsoletes the useful Great Wall wonder.

Buddhism:  This tech obsoletes the Sun Tzu’s Art of War wonder.

Confucian Code:  This tech obsoletes the Afang (King Richard’s Crusade) wonder.
2.32  Improvements and WoWs
  Many of the original improvements and wonders have been renamed and can be built (once you have the necessary prerequisite tech, of course).  For most of these ‘new’ improvements and WoWs the descriptions in the pedia should suffice.  However, here are a few additional notes:

Water Mill:  This is the Hydroelectric Plant improvement, so it can only be built by cities on or near river squares.

T’ai Shou:  The courthouse improvement.  A T’ai-shou was an administrative capital/centre in Han China.
Drainage:  Required to increase a city’s size beyond 10 (rather than 8).

Hospital:  Required to increase a city’s size beyond 15 (rather than 12).

Grain Tax:  Allows squares with farmland to produce extra food (the supermarket improvement).
Watch Tower:  This is the SDI defense improvement.  Yes, there are nuclear weapons in this scenario – and it’s the Hsiung-Nu that own them.  They’re called Hordes and they’re meant to simulate the extreme destruction caused by marauding bands of steppe nomads raiding in China.  In a single player game there’s not much cause to build watchtowers, as when the computer plays the Hsiung-Nu it only rarely uses its randomly generated hordes to do anything but garrison its capital.  But it does attack with them occasionally, and in a multiplayer game with the Hsiung-Nu under human control, you can expect to see a lot more of them and should take precautions…
Great Canal:  This is in fact the Airport improvement.  Building these allows you to transport units in between cities with canals.  These can be especially useful given the lower than usual road movement multiplier.  However, canals are horrendously expensive to build and maintain.
Requisitions:  The (Capitalization) improvement.  Converts production into money.

Shang-Tzu:  Originally the Great Library.  The pre-requisite tech for this wonder (Fu-kuo) cannot be researched; it is awarded to the Ch’in via events to simulate Shang Yang’s ministry in the fourth century BC (see the pedia entry for more historical detail).  However, you can trade with the Ch’in for this advance and build the wonder yourself.

Great Stupa:  Again, the pre-requisite for this wonder cannot be researched.  It is awarded to the Hsiung-Nu via events if they can recreate the Kushan Empire in north-western India – providing an incentive to probe this part of the world if you’re playing the Hsiung-Nu.

2.33  Units

  Again, most of the relevant information regarding the units in this scenario is to be found in the pedia.  Here are a couple of notes which couldn’t be included there:

Engineers:  Twice as fast as peasants, k’u-tsu and peons at improving terrain.

Armed Peasants:  These cannot be built, but appear around your cities when they are taken if you have the Popular Taoism tech.  Handy in forestalling quick invasions by opposing powers.

K’u-tsu:  These so-called ‘soldiers of the granaries’ have peasant capabilities – ie they can improve terrain, found cities, build roads etc – in addition to being powerful infantry units in their own right.  They represent the farmer conscripts extensively utilized by the Han, which often worked on major projects and founded military colonies when not engaged in fighting the enemy.  Use them to bolster your fragile engineers when they are working in contested zones.
P’ao-chê:  A Chinese catapult which led to the development of the trebuchet used in the west during the Middle Ages.  This ignores city walls.

Siege Train:  Also ignores city walls, but a weaker unit than the P’ao-chê.

Peons:  The Hsiung-Nu settler unit.

Raiders:  This Hsiung-Nu unit is destroyed after attacking, like a missile.  Good for softening up the defenses of tough cities; ones built on rivers and defended by veteran halberdiers often require a few waves of Raider attacks before they can be taken by even large Horse Archer armies.

Horde:  This is actually a nuclear weapon (!).  It simulates the destruction caused by marauding steppe nomads amongst the settled agricultural communities of China.  The Hsiung-Nu can’t build these, but are randomly awarded them via events (not too often either, so don’t panic).  Chinese players can safeguard against these units by building the Watch Tower (SDI Defense) improvement, though as noted previously, when under computer control the Hsiung-Nu very rarely use their Hordes – though it does happen on occasion.  Do note that over-use of these units without cleaning up any of the resultant devastation will result in a ‘great famine’ (ie global warming).
Traders:  Just caravans renamed.

Diplomats:  Similar function to the default unit.  However, it is slower and much more expensive, to prevent it being overused to bribe cities.  Nonetheless, feel free to use them to bribe enemy units, especially Hsiung-Nu units – the Han often utilized barbarian mercenaries, so this is spot-on historically.  Similarly, diplomats can be used to bribe the invisible air units that simulate impassable terrain, to allow your units to move through.  Diplomats cannot be built by the Hsiung-Nu.  Nonetheless, I have seen the Hsiung-Nu bribe the odd unit near the end of the game (see the Troubleshooting and Bugs section), so be on your guard.
  Note that all units which require the Warfare tech to build are barbarian units which cannot be built by any civ.

2.34  Terrain

As the pedia for Fantastic Worlds can’t seem to handle terrain alterations, here are the stats on the different terrains.

Name

Food
Trade
Production
Irrigation
Move Cost
Defense

Desert

0
0
0

+1 Food
2

50%

Plains

1
0
0

+1 Food
1

100%

Grassland
2
0
0

+1 Food
1

100%

Steppe

0
0
0

+1 Food
1

100%

Riverbed
2
2
0

+2 Food
1

150%

Forest

1
0
2

N/A

2

150%

Swamp
1
0
0

+1 Food
2

50%

Jungle

1
0
0

+1 Food
3

150%

Hills

1
0
0

+1 Food
3

200%

Mountains
0
0
0

N/A

6

200%

Ocean

0
1
0

N/A

1 for sea units
100%
Desert is harder to move through than the default, and reduces the defense of any unit in it by half, to simulate the difficulty of crossing such harsh terrain.  Don’t leave your armies in the desert!  It’s a rather useless terrain, hard to develop.  You can milk an extra trade arrow from it by building roads there, though.  Can be transformed into plains using engineers.

Plains are much like the default, except that they don’t provide any production (shields), making them definitely inferior to grassland for city support.  Building roads through it will give you an extra trade arrow.  Can be transformed into grassland using engineers.  If you mine it, you’ll get a forest.

Regular Grassland produces no shields, but those lightly wooded squares replace the default grassland shield icon and give one production.  Thanks to the extra food you get and the possibility of production too, this terrain is rather better than plains for healthy growing cities.  Building a road through this will give you an extra trade arrow also.  Cannot be transformed into another terrain.  Like with plains, mining it will give you a forest square.

Steppe terrain is even more useless than desert, producing nothing but one food when irrigated.  Building a road through it will NOT give you any trade arrows.  The best thing to do with this terrain is to leave it alone – it exists mainly to stop the Hsiung-Nu building thousands of huge cities in Siberia.  If you want, however, you can transform it to plains.

Riverbed terrain is an important addition to the scenario.  It can be found underneath most of the major rivers in China, increasing the defensive bonus on such squares.  More importantly, it yields a fantastic amount of food and trade (the river itself adds a trade arrow to the default value, whilst building a road over the river will give yet another, for a total of four) when fully improved.  Just one or two good river cities, like Loyang or Hsien-yang, can turn your civ into a research powerhouse or generate incredible amounts of revenue.  Basically, this is meant to simulate the importance of the Yellow and Yangtze rivers in Chinese agriculture.  It also makes China the best place for cities (as the terrain hasn’t been placed in India, Korea or Siberia, making colonization of these areas not nearly as profitable as the conquest of the Middle Kingdom itself).

Given the lack of shields from plains, Forests are important sources of production for your growing civ.  Irrigating this will produce plains, as per normal.  It can also be transformed into grassland.

Swamps halve the defense of any units caught in them and are difficult to move through, but there aren’t many of these squares on the map.  Mining it will give you a forest square, whilst engineers can transform this into riverbed terrain.

There is lots of Jungle south of the Yangtze and in South-East Asia.  This terrain is pretty useless, though it can be mined to produce forest or transformed into plains.

Hills have excellent defensive value – site your forts on them in the absence of rivers.  They are also very difficult to move through, which makes them excellent defensive barriers against the otherwise fast-moving Hsiung-Nu.  Though they produce little resources raw, mining them will give you an extra three production and should be done extensively to give your civ that vital edge in production.  Cannot be transformed into other terrain types.

Mountains have the same defensive value as hills, but produce little in the way of resources.  Mining them gives you only one production.  However, there are some useful resources (gold and iron) that can be found in this terrain.

Finally, Ocean is rather useless too, providing only a trade arrow raw.  Building a harbor will make it produce one food as well.  The sea is rather peripheral to this scenario and can for most purposes be ignored.
  Finally, as mentioned previously, some of the mountainous terrain in the scenario – most notably the Himalayas, but also parts of the mountains ringing the Tarim basin and some of the hills south of the Yangtze – has been made impassable to units.  The invisible air units this entails placing exercise a zone of control which makes it difficult to even move past or around such terrain.  This is intended to stop the Chinese from colonizing the south too easily and doing unhistorical stuff like invading India.  However, a diplomat can pay the locals to guide your units through such terrain (ie bribe the invisible air units) if you really need to move through.
  As for the special resources for each terrain type, their stats are given below:

Terrain Type

Resource Name
Food
Trade
Production
Desert


Oasis


3
2
0




Gems


0
4
1

Plains


Cattle


2
0
3




Game


3
1
2

Grassland

Grassland

2
0
1

Forest


Bamboo

2
0
4




Silk


1
4
2

Hills


Hemp


1
3
2




Sheep


1
4
1

Mountains

Gold


0
6
1



Iron


0
1
4

Riverbed

Swine


2
2
3




Rice


4
3
0

Steppe


Yaks


3
2
2




Horses


0
2
3

Swamp

Salt


0
4
2




Water Buffalo

1
0
4

Jungle


Jewels


1
4
0




Oranges

3
3
0

Ocean


Fish


3
2
0




Game Fish

2
4
0

These resources can be improved/modified in a similar way and with similar effects to their base terrains.

2.35  Governments

The information on the various government types in the pedia has been updated and should be referred to.  However, here’s a brief overview:

Despotism:  The same as the default.  The less Sinicized ‘frontier’ civs – the Ch’in, the Ch’u and the Chao – start in this primitive form of government, and should obtain Feudalism as quickly as possible in order to not fall behind.

Feudalism:  Monarchy renamed.  The most developed civs in central China – the Wei, Han and Chi – start with this tech.  The best for early development.  But thanks to the high corruption, unhappiness, and the fact that Peasants and settler units cost two food to maintain under this form of government, you should really change to a better system as soon as possible.  Every unit beyond the third costs one unit of production to maintain.
Legalism:  Communism renamed.  Though there is not zero corruption, levels are very low and do not increase with distance from the capital.  Every unit costs one unit of production to maintain, just as in an Empire.  However, the increased freedom of action (there is no landed aristocracy working behind your back) and low unhappiness (you can efficiently quell civil disturbance by placing garrisons in your cities) makes this an excellent form of government for the militarily ambitious.  Also, settler-units cost only one food to maintain, making terrain development easier.  Probably the best form of government for conquering China.  Legalism simulates the repressive, autocratic regimes which arose in some of the Chinese kingdoms towards the end of the Warring States period, best exemplified by the almost totalitarian regime of the first emperor Ch’in-shih-huang-ti.  

Empire:  Republic renamed.  Every unit costs one unit of production to maintain.  Settler-units cost only one food per turn, however, making terrain improvements easier.  Corruption is higher than in Legalism, and increases with distance from the capital.  This is largely offset by the hugely increased trade, however – each square normally producing an arrow produces one extra under this government – and you can build T’ai-shou (Courthouses) to further decrease corruption.  Your freedom of action may be somewhat curtailed by the powerful landed aristocracy (rather than the Senate) unless you have the Tian Ming (United Nations) wonder.  Similarly, you will find it difficult to field armies without causing massive unhappiness unless you have the Confucian Classics (Women’s Suffrage) wonder.  But with these provisos, this is probably the best form of government for administering and developing a unified China, and for getting a nice high score (pump up the luxuries for this one).  It simulates the looser, more liberal imperial government of the Han (in comparison to the brief and brutal Ch’in regime).
Tribal Kingdom:  Fundamentalism renamed.  This form of government is available only to the Hsiung-Nu, and simulates the aggressive, militaristic governments which variously united these tribes during the period.  Though terrible for scientific advance, it is a great system for supporting huge armies with which to attack the pastoralists.

Democracy:  Not available in this scenario.
2.4  Strategy

  The first hundred turns or so are usually a period of development and consolidation.  Spend this time racing to gain a military lead over the other Chinese tribes and turning your starting principality into a powerhouse that can later churn out the mass of units you’ll need to win China.  Don’t waste time building lots of the weak, early units; only take key cities that are needed to strengthen your position.  If you’re close enough, try taking Loyang – the two pre-placed wonders there come in handy, and you will also be awarded a cash prize (representing the lucrative plunder obtained) which comes in handy for financing development.
  However, it is not a good idea to spend too much time doing this.  By about the fifth and fourth centuries BC you should be churning out crossbowmen and halberdiers and embarking on the unification of China.  It’s a good idea to do this now rather than later as it is infinitely easier to prevail over the scattered and piecemeal resistance offered by the other Chinese tribes than it is to conquer a powerful outpost of the Hsiung-Nu empire.  The Hsiung-Nu develop powerful units in the fourth and third centuries, and if you haven’t conquered the other Chinese principalities by about this time then they will.

  Once the other Chinese civs drop by the wayside, the endgame becomes a struggle against the Hsiung-Nu.  Vast tracts of steppe and desert separate China from their Siberian stamping-grounds, so if you eradicate any nomad presence in or near China itself all you have to worry about is a stream of units crossing the Gobi Desert.  Building a Great Wall of forts (as opposed to the wonder) is a good way to protect your northern frontier.  This will free you up for the extension of your empire south of the Yangtze, into Korea, and into the Tarim basin – the areas you should be looking towards for a decisive victory.  Don’t forget the development of your Chinese heartland, however.  See how high you can pump up the population; the real Han Empire ruled about sixty million people at its height, and it is possible to equal and even surpass this figure in the scenario.
2.5  The Players

  What follows is a brief description of the strengths, weaknesses and strategies useful in playing the various civs.

2.51
Chi

Located in the north-west of Shantung, the Chi are handicapped by their distance from the Yellow River agricultural area and a consequent lack of riverbed terrain.  You will need to expand to get the trade arrows you’ll need to keep up in the race for technology.  You’re helped in this, however, by the presence of substantial starting forces – the best army in China, initially.  This allows you to duplicate Chi’s rise to prominence during this period; under the Duke Huan (685-43 BC) this state managed to briefly assert its hegemony over northern China.  Historically, however, the Chi flamed out after this and achieved little more of consequence; the hegemony passed to the Chin (not to be confused with the Ch’in) in 632.  See if you can do better.  Overall, difficult to do well with due to their peripheral position.
2.52
Wei

With an excellent, central location just above Loyang, the Wei are well placed to take this city early on and gain its lucrative trade arrows and associated plunder. You start allied to the Han and the Chao, in order to simulate the large, loose state of the Chin, which only split into the Han, Chao and Wei in 453.  What this means in practice is the initial security of your northern and southern frontiers.  With Loyang, you should be able to race ahead technologically and conquer China fairly easily.  One of the easiest civs to play.
2.53
Ch’in

Based in the Wei River valley to the west.  Your peripheral location is both a handicap – in that you are removed from the main arena of action around the Yellow River to the east – and a blessing, for you are surrounded by defensible hilly terrain and have a monopoly on lots of nice river terrain.  You will struggle with barbarian incursions from the north early on, but if you’re careful you can colonize the lands of Kansu to the west and Szechwan to the south (be careful of the Shu, a Chinese barbarian civ based in the latter).  Winning these territories – particularly Szechwan, which contains a lot of fertile riverbed terrain – will turn you into an economic powerhouse and prepare you for the conquest of China.  One of the more interesting civs to play.  Historically, they ‘won’ the struggle to unify China under the Prince Cheng – later known as the first Emperor Ch’in-shih-huang-ti.
2.54
Chao

The northernmost of the Chinese civs, you start above the Wei and far from most of the best cities and terrain.  Taking Ch’i to the northwest goes some way towards addressing the lack of trade arrows, but is difficult to do with your starting forces.  Colonizing Manchuria is possible, but difficult – there are barbarian nomads there even before the Hsiung-Nu arrive – and not very profitable due to a lack of riverbed squares.  Ultimately, you have to expand through the toughly defended principality of the Wei to the south.  On the whole, quite a difficult civ to do well with.

2.55
Han

The centrality of your position is to some degree counterbalanced by the fact that you are menaced from enemies on all sides; the expansionist Ch’u to the south, the Chi and various barbarian Chinese to the east, the Ch’in to the west and the Wei (who usually, under computer control, do quite well) to the north.  On the plus side, taking Loyang is easy and after that its not too difficult to get a tech lead and walk over your Chinese enemies.  Along with the Wei, probably one of the easiest of the Chinese civs.

2.56
Ch’u

The barely Sinicized southern kingdom of Ch’u is a sprawling affair encompassing much of the Yangtze River valley.  At the outset you’ll have difficulty defending your far flung possessions, especially against the raids of the Wu and Yüeh to the east (simulated by barbarians).  However, if you can hold on you have excellent potential thanks to all your river terrain and a wealth of territory available for expansion.  The Ch’u provide an interesting, though challenging, game.
2.57
Hsiung-Nu

The northern steppe barbarians start in the middle of Siberia.  Your initial units are fairly weak and should be used primarily for exploring.  However, around the fourth-third centuries BC you’ll develop Horse Archers, Cavalry and Raiders, with which you should easily be able to conquer China given some time and adequate resources.  The odd randomly generated Horde comes in handy for this too.  For more of a challenge, try to conquer the whole map before the end of the scenario.

3.1  Design Notes

  The states of Chao, Han and Wei did not exist as separate entities at the time of the scenario’s beginning; they were united in a sprawling state called Chin (distinct from Ch’in to the west) until this broke up in 453 BC.  To simulate this principality, the three states are allied at the start of the scenario.  However, as each individually played an important role in the period of the Warring States and as Chin was quite loosely held together from the outset, I had little compunction at splitting it into the three component states for the scenario.

  The period of the Warring States was dominated by far more than the six principalities depicted here.  The Yen (capital at Ch’i in the north), the Sung (based around Shang-ch’iu near Yung-ti), the Wu (capital at Ku-su, at the mouth of the Yangtze) and the Yüeh (centered around Keui-chi, close to Ku-su) all played important roles at one time or another, and there were countless other minor principalities in existence.  Similarly, kingdoms such as that of the Nan-Yüeh existed further south of the Yangtze and had to be subjugated by imperial Han forces.  But because of the seven-civ limitation, I had to lump all these powers together as the barbarian civ, with their efforts being supplemented by various events.  The nomads immediately north of China (as opposed to the Hsiung-Nu) are also represented by the barbarians – be careful of their mounted archers early on, though later they become only a minor irritation.
  I am aware that Indian civilization was undergoing its own classical age at this time, but there just aren’t enough civs to represent the Indians as well – and besides, this scenario is about China, not India.  So all the Indian cities are barbarian.

  The map is heavily modified from an original by Harlan Thompson that I found on Mercator’s site.  Basically, I wanted a map that portrayed all the areas touched upon by Han expansion, whilst leaving China itself on a suitable scale to portray the struggles of the Warring States.  Unfortunately, this meant a lot of superfluous areas like India and the Himalayas had to be incorporated as well.  Still, I’m reasonably pleased with the final product.

  Originally I had intended for the Hsiung-Nu to be able to build Hordes, after building the Tribal Unity (Manhattan Project) wonder.  However, I couldn’t get this to work – the Hsiung-Nu could build the wonder, but not the unit, no matter what I did to the rules.txt.  Eventually I had to settle for the compromise of having the Hordes created randomly by events.

  During the time over which this scenario takes place, most Chinese agriculture consisted of the cultivation of various grains – rice only became predominant later in the first millennium AD.  However, the rice-bowl icon which I made to represent food in this scenario felt more Chinese than bushels of wheat, so I kept it in.  And if you’re wondering what the hell the luxury icon is meant to be, it represents a picture of a ceremonial bronze vessel from the Shang or Chou era I once saw.  Trust me, it looks (kinda) like the real thing.

  There are a number of different conventions governing the transliteration of Chinese names into English (eg Qin versus Ch’in, Chao verso Zhao, etc).  Here I decided to adopt the old-fashioned one (Ch’in over Qin) simply due to personal preference.  However, thanks to the wide variety of my sources it has been almost impossible to be wholly consistent and there are a fair few ‘new-style’ names in there too.  I hope this doesn’t offend the purists out there.

  This is the first scenario I have completed and released.  On the whole, I’m fairly pleased with this effort, though I’m sure there are plenty of errors lurking in the woodwork.  Feel free to send any feedback/advice/suggestions to winterfritz_21@hotmail.com.

3.2  Redistribution Policy

  I am only too happy for you to redistribute this scenario, as long as you credit me as the author.  Feel free to modify it also.  However, I would appreciate it if you contacted me before releasing a modified version for distribution; I can be reached at winterfritz_21@hotmail.com.  Thanks!

3.3  Credits

  Almost none of the graphics in this scenario are totally original, and many I took whole from sources on the web or other scenarios.  Consequently I thought it best to credit the skilled designers who either produced the graphics used here or whose images lie below my own crude alterations – thank you!

  My apologies if your graphics are included in the scenario but I have forgotten to credit them.

  Thanks also to Jorrit Vermeiren for creating the fantastic MapEdit utility, with which I did a lot of work on the map, and Carl Fritz for his similarly excellent CivCity utility, which is what I used to create the barbarian cities.  Also, a special thanks to everyone at Apolyton – I learnt much of what I know about scenario design by hanging around the scenario league forums.
  I have added my own tag (JJ) to those graphics which are original or have been very heavily modified.

Map

  This was heavily modified from an original map of Asia by Harlan Thompson I downloaded from Mercator's civ2 site on the net.

cities.gif

  The new 'Chinese' city set was assembled by me from original graphics found in Circee's excellent collection of SCURK graphics, available in the Civ2 downloads section at Civfanatics (www.civfanatics.com).  I also used bits and pieces from the original game's 'Far Eastern' city set.

  The unwalled 'Asian' cities, and both the walled and unwalled 'Nomad' cities are taken from Harlan Thompson's city graphics collection, also available at Civfanatics.

  The Chinese and barbarian city flags are modified from originals found in Prometheus' 'Zhanguo' scenario, one of the few other scenarios I know of describing ancient China.  The fortress graphic is also modified from an original I obtained there.
  The Hsiung-Nu flag is taken from Harlan Thompson's fantastic scenario 'The Mongols:  From Ghengis to Kublai Khan'.

icons.gif

  The Shrine, Marketplace, T'ai-shou, Temple, Library, Monastery, College, 'Requisitions', Silk Road, Luminous Hall, Taiping and Great Stupa icons were taken from Harlan Thompson's excellent icon collection, also on the Civfanatics site, as was the Renaissance Military tech icon.  The icons for the Grand Canal, the Chengkuo Canal and the Modern Military techs were heavily modified from originals that I took from there, too.

  The Granary, School, City Walls,  Merchants' Quarter, Watchtower, Hospital, Afang and Chou Imperial Court icons I took from DarthVeda's Sengoku Jidai scenario, whilst the Shang-tzu icon uses a background I obtained here too.

  The Drainage icon is taken from Bernd Brosing's excellent 'Imperium Romanum' scenario.

  The Foundry and Water Mill icons I obtained from John Ellis' great Napoleonic scenario, 'Bonaparte II'.

  The Grain Tax icon was taken from John Ellis' similarly excellent scenario 'Hellas'.

  The Imperial Roads, Blast Forge and Harbor icons were obtained from Morten Blaabjerg's as-yet-unreleased (AFAIK) Medieval mod.  The Mint, Salt Monopoly and Ancient Economic tech icons are modified from originals I got from this source also.

  That nice ying-yang icon for the Daodejing wonder I found in Patrick L. Shepard's 'History of Asia' scenario series (Part A).  This was also used in creating the Ancient Social tech icon.

  The Palace, Great Wall, Confucius' Classics and Great Stupa icons were taken from Harlan Thompson's 'Mongols' scenario.

  The Taixue and Ancient Academic tech graphics I got from Prometheus' 'Zhanguo', whilst the Sun Tzu's Art of War, Hundred Schools, Tian Ming, Ancient Military tech and Ancient Applied tech icons are modified originals from the same source.

people.gif

  The Chinese people graphics were obtained from Prometheus' 'Zhanguo' scenario.  The Hsiung-Nu people graphics are from the people graphics collection available for download at CivFanatics.

terrain1.gif

  The Desert graphic came from Gareth Birch’s updated graphics set for Stefan Härtel’s scenario ‘The Conquests of Alexander the Great.’  The Plains and Steppe icons came from Gareth’s Birch’s updated graphics set for John Ellis’ scenario ‘Hellas.’
  The River Bed, Marsh, Jungle, Gems, Cattle, Game, Hemp, Salt, Jewels and Mining graphics were obtained from the terrain art collection available for download at CivFanatics.  The Swine and Pollution icons I modified from originals taken from this source.

  The Bamboo pic was modified from an original I took from Alex the Magnificent and Captain Nemo's scenario 2194 Days of War.  The Irrigation and Farmland icons are from Captain Nemo's 'Red Front' scenario.

  The Sheep, Gold, Iron, Horses, Game Fish and Grassland Resource icons I all got from John Ellis' 'Bonaparte II'.  The Rice picture I obtained from his 'Hellas' scenario and slightly modified.

  The Oranges and Fish icons come from Bernd Brosing's 'Imperium Romanum'.

terrain2.gif

  The forests come from John Ellis' 'Bonaparte II'.

  The mountains, hills and rivers were taken from Gareth’s Birch’s updated graphics set for John Ellis’ scenario ‘Hellas.’
title.gif

  The basic image is a picture of Confucius which I scanned from Bradley Smith and Wang-go Weng’s beautiful book China:  A History in Art.
units.gif

  Many of the original authors here can be identified by the initials in the lower left or right corners of the graphics. DV stands for DarthVeda and GB for Gareth Birch (aka 'fairline'); StL is St. Leo.

  The Peasants, Spearmen, Pikemen, Halberdiers, Armed Peasants, K'u-tsu, Horsemen (Chinese), Mounted Crossbowmen, Heavy Cavalry and Traders pictures are modified - sometimes quite heavily - from originals taken from DarthVeda's 'Sengoku Jidai'.  The Swordsmen and Archers pics are bastardizations of fairline units from 'Sengoku Jidai' with some bits and pieces I lifted from Prometheus' 'Zhanguo'.

  The Savages, Tribesmen, War Chariot and Diplomat were taken from Erwan's unit collection, available at CivFanatics.  The Engineer, Chariots, Scythe Chariots, Indians and Riders units are modified from originals in the same collection.

  The Raiders, P'ao chê and Siege Train graphics all come from Bernd Brosing's 'Cross and Crescent' scenario.  The Horde, Hoplite and Hetairoi pics come from the same author's 'Imperium Romanum'.

  The Mounted Archers, Indian Elephants (slightly modified), Militia, Nomads, Horse Archers and Cavalry graphics were taken from Carl Fritz's 'Justinian'.

  The Warriors, Natives and Junk pics are modified from originals by Arne, available for download from his website.

  The Koreans graphic was taken from Prometheus' 'Zhanguo'.

  The Elephants pic I obtained from Harlan Thompson's 'Mongols'.

  The River Boat image is slightly modified from an original posted by St. Leo at the Apolyton forums.

  The Peon is taken from Harlan Thompson's ancient units compilation at CivFanatics.
3.4  Sources

  The following works were used in the creation of (and basically inspired in the first place) this scenario.  I highly recommend them for anyone who is interested in the period.

  Jacques Gernet, A History of Chinese Civilization

  E.T.C. Werner, Chinese Weapons

  Bradley Smith & Wan-go Weng, China:  A History in Art

  Arthur Cotterell, China:  A Concise Cultural History
  R.W.L. Guisso, Catherine Pagani and David Miller, The First Emperor of China
  Edward H. Schafer, Ancient China
  Witold Rodzinski, The Walled Kingdom:  A History of China from Antiquity to the Present
3.5  Development History

  This scenario was begun all the way back in 2002, when I read The Walled Kingdom and did the tech tree (but no units, wonders, or actual work on a scenario file).  The modified rules.txt then languished on my hard drive until the start of 2004, when I rediscovered it and started work on the scenario in earnest.  I finished it about six months later (mid 2004).  This is version 1.14.
