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The Ideas

1. SUPPLY

C3’s movement and supply
Use C3's movement and supply (or the lack thereof) system. It's simple and it works.

[i]Kuciwalker[/i]

Cost of troops in foreign territory
military equipment and troops stationed in enemy territory cost 1 extra gold! The cost of resupplying these troops!

[i]Tiberius[/i]

Support : AI-driven support units or pillage
There are basically two major groups in military (Iraq, Vietnam...): armed troops and support troops.

Troops may also support themselves on the field, pillaging or else. But it is often better to support the troops. Without the player touching anything, some AI-directed support troops could relay between your territory and your troops in another territory. The player should place units to protect those from enemy interference.

It would solve: War making more sense economically (pillage/support, cost) and tactically (difficulty of invading would make more sense, protecting could be useful...).

Some factors could have an effect on the capacity to support or pillage: technology, money, terrain...

[i]Trifna[/i]

One supply unit, nothing else
To go over my earlier suggestion, "supply" would be a simple % bonus that radiates from a supply unit. Units are still effective without supply, but they are better with it. The supply unit is also the 1st defender, and the 1st receiver of artillery bombard. This causes the player to always try to keep his supply unit 2 tiles behind his main stack.

[i] wrylachlan[/i]
Supply solves issues

supply rules can fix the to-easy-to-conquer problem while leaving RR at no movement cost.

[i]Straybow[/i]

Risks for ships in foreign waters
Every turn a ship is outside your waters, there is a percentage chance it looses a hp. [...] You can use the exact same mechanism on land.

[i]wrylachlan[/i]

A normal unit doing the supply, and lack of supplies’ effects
Let's say we use CTP- combat stacks for Civ4... Ok, some special units might not need supply at all, but there could be a supply unit as mentioned a forehead or HQ in the army stack in which regular units disengaging from the stack could trace supply from. Or the army commander could just be that tracing HQ unit. You know... as a HQ unit in board games. The same should go with ships, but a flagship could be selected within the stack or they just use a supply ship. Such naval stacks should also work as a supply source for armies so that an expeditionary corps will have a supply source to trace from.

Units without supply, what do we do with them? 

Many options... Reduced movement and/or attack efficiency, reinforcement (healing) in enemy territory reduced. Therefore you as a player would go into the field with a stack, and perhaps disengage units into the terrain when appropriate. Like we did in Ctp, without this supply system though. How to use stacks should be pretty much up to each player, IMO. Supply could even be reduced by the HQ (supply unit) not having a road/railroad going back home in adjacent square. Then friendly cities must work as HQ with a decent range of supply. That brings us to levels of supply:

- Supply sources would here be friendly cities, a fleet or a HQ with a clean route to any of these:

0: No supply sources in range, no route to a friendly city or other far away sources: (typically Stalingrad) Penalties would be highest.

1: No supply sources in range, clean route to friendly city or source outside range: Typical one by one unit scattering. Would have quite high penalties on attack and reinforement and therefore only suitable for unit of certain types with special capabilities, like Guerillas and such.

2: A supply sources (e.g. a HQ-stack) in range with route to friendly city or source, but no road: Typically expeditionary corps. Would have a slight penalty on reinforcement and attack.

3: A supply source (e.g. a HQ-stack) in range with route and road to friendly city: Typically first line defense. Would have no penalties.

[i]ThePlagueRate[/i]

A supply unit within the stack
What is the goal of a supply system?

1)To model the effects of overextending your army.

2)To provide a new strategic goal (cut off their supply)

In order to make #2 fun, I think the "supply" needs to be a unit or building which can specifically be targeted. A "trace route" system requires you to implement some sort of blockage system where to cut off supply you just put your unit in the trace route... where's the fun in that.

Instead I would advocate a Logistics unit which radiates "Supply" in a certain radius (perhaps Fortresses could also radiate supply...). "Supply" would then be a simple percentage bonus to AD, and perhaps also an increased healing rate.

The key would be to make Logistics units move slower than your fastest attacker. Therefore you could still do lightning strikes, but if you don't let the Logistics unit catch up to you eventually you'll be at a disadvantage = "Overextended".

In order to create the "sneak behind enemy lines and knock out their supply" dynamic, you would need the logistics unit to tend to hang out "behind" the front. An easy way to accomplish that would be for the Logistics unit to be one of the first defenders. So if I attack a stack with 10 offensive units, 10 defensive units, and 1 Logistics, there is a percentage chance that the Logistics unit is the chosen defender and gets killed. (this would represent the attacker going "hey, they left their food delivery trucks on the front line, hey guys, shoot over there!")

To balance it, they should be an expensive unit otherwise people would just build a bunch of them and send 4 or 5 with each stack. Ideally it should be balanced such that its best to just build the one, and defend it heavily.

[i]wrylachlan[/i]

A supply unit within the stack, plus a supply route
[I agree with the idea described above] But I would advocate the use of "supply route" to make that unit effective far away. 

[i]ThePlagueRat[/i]

Supply units connected by their radius
A "supply unit" could exist, with a certain radius. If its radius reaches the next supply unit, then they are connected. If one of your supply units is connected like this up to a "supply source", then all inter-connected supply units do have supplies and can support nearby military units. A supply source could be a city, a fortress... Also, the support radius from a supply unit to another may be different than the "supply unit-military unit" radius. A possibility comes though: if a enemy unit is between a military unit and its supplier, it may or may not be supported.

Having supply would have the effects described in wrylachlan's idea above.

[i]Trifna, modestly inspired by wrylachlan :D[/i]

An attack command as “Pillage”: “Attack the supplies”

If you want to set up a situation to 'sneak around' and disrupt supply lines by taking out supply units in an adjacent tile, you can do that in a stacked combat model on the mainmap in the same way that unconventional units currently operate in CTP. In fact, you could give certain units the ability to target and destroy supply units in a stack and thus use up their combat ability for a turn. 

And to take it further, the success rate can be based on the ability of the disrupting unit (set up a basic percentage chance - say 50%) with a possible small defensive modifier for the supply unit if part of a stack. Elements such as terrain/rivers can add to this modifier too.

As you pointed out, the important thing is to make it hard to defend these units, because if they sit in a stack and gain a defensive bonus, then that is where they will be.

[i]hexagonian[/i]

Units in foreign territory should lose HP: refill by pillage
[Units out of their territory should slowly lose HPs.]

I would further suggest though that a better method than supply lines, or supply units or other complex concepts [...] would be the old pillage button. When in enemy territory just pillage an improved tile and fill your HP back up. Just like Sherman & Hannibal did!

As for naval units, add the ability to attack (or raid) improved costal squares to refresh HP, and have increasing range (slower hp loss) with tech, with nuclear powered units eventually having unlimited range (e.g. no HP loss) I can already imagine a Viking UU that's special feature would be a very high success rate of pillaging costal squares. This would cause the map to be more slowly revealed to players as advances in naval technology would actually allow units to go farther from home, rather than simply getting there faster.

[i]shuttleswo, influenced by others (especially The_Aussie_Lurker)[/i]

Healthy combination?

Second, someone mentioned the idea of supply points, with units having full mobility over their supply range. I like this. Combine this with ZOC, and I seriously think you've got the movement and time problem of the scale solved.
[i]keybounce[/i]

2. SPEED OF UNITS

General issue
RR infinite movement needs to finally go so that it is balanced with air movement and naval movement.

[i]polypheus[/i]

Different transport infrastructures

Tracks - 2/3 movement. Reflects dirt tracks basically. Available at start. Can only be built next to a city or an existing track.

Road - 1/3 movement. Reflects roman roads, requires a late classical era tech. Note that roads are available much later in this model.

Highways - 1/5 movement. Reflects 1950s tech. Can only be built over an existing road.

Undersea tunnels - 1/5 move cost. Allows land units to enter sea tiles. All land units in connected sea tiles are destroyed if a connecting tunnel tile is pillaged. That should discourage paving the oceans too much. Can only be built on shallow tiles.

Canal - Allows ships to enter land tiles. Can only be built on grass/plains/desert next to a sea tile. Ships in tile defend as if in a harbour, due to lack of maneouver space. If this connects a city to the ea, that city can now build ships. The largest ships (ie battleships, dreadnoughts, carriers) canot use a canal.

Railway depot - A city improvement. For a small fee, allows a unit to instantly jump to any city that is connected by the road network and has a railway depot. This uses all the unit's movement for the turn.

Maglev depot - As per rail. Cheaper move cost, but higher maintenance. Requires a near-future tech and highway connections.

Airport - A city improvement. For a small fee, allows a unit to instantly jump to any city that has an airport. This uses all the unit's movement for the turn.

[i]ajzar[/i]

2.1 NAVAL UNITS
2.1.1 SPEED OF NAVAL UNITS AND ITS ISSUES

Faster modern naval units
Naval units need to move a lot faster than they already do. At least, later era ones need to. [...] give naval units the ability that coastal fortresses have [to permit naval combat.]

[i]Lorizael[/i]

Pass close to enemy: you are exposed to canons next turn
[As in Colonization] If your ship is adjacent to another ship at some point during your turn and you then try to keep moving, there is a risk (depending on the armaments and maneuvrability of the ships involved) of having your ship halted, and exposed to the enemy's cannons next round.

[i]Sore Loser[/i]

Patrol option
[If passing next to a ship permits some shoots on you] A patrol option could be added to ship commands, sort of like land fortify that would increase the penelties on enemy ships moving near by.

[i]Bleyn[/i]

Ignoring move cost for a terrain
I do agree with the high moves cost for sea and ocean though. However, rather than high moves for modern units, just make them ignore moves cost for those terrains (this can even be done in C3).

[i]Kuciwalker[/i]

Movement bonuses based on history
Instead of making the units move faster, give sea squares movement bonuses (like with roads and so). Perhaps higher movement bonuses to certain routes (for instance, in the Earth map, the currents Columbus used to get to America?)

[i]Stefu[/i]

Wider oceans, faster sea units, restraints when your units just landed from transport
I think that, however fast sea units move, the oceans generated by the random map generator need to be wider than that. It should not be possible to land transports or get into bombardment range in the same turn you move out of port (unless you hold cities adjacent to each other on the same continent).

[i]Kuciwalker[/i]

Width of Oceans: map generator option
Continents should be as close or far as they are. 

Perhaps a solution [...] would be to allow a player to specify something about continental drift when defining the parameters to a random map generator. Such as wanting close, medium, or distant drift or something like that.

[i]Kramerman[/i]

No long trips without supplies
Ships can go round the world without risks other than enemy ships. I think cities should be able to produce "supply" units that must be brought on long sea voyages.

[i]Sore Loser[/i]

Less predictable sea travel

What if ocean tiles have a percentage chance of using up an extra movement point. [...] To add to that, there could be a smaller percentage chance that you are "blown off course": if you want to go due E, there is a percentage chance that you go SE or NE.

[i]wrylachlan[/i]

The sea as a dynamic environment
[The sea is a dynamic environment. Thus give different sea tiles different movement bonus/penalties for the following reasons:]

- Ocean currents; they play a great role in a nowadays shipping, you can go from USA to Europe 2 days shorter than the other way (thanks to the Gulf Stream), each tile should have a bonus or a penalty to movement.

- Storms and meteorological anomalieties; there are some places in the world where it is extremly dangerous to sail (take in mind Cape Horn in a unpleasant weather), so tiles should have a different look and a bonus or penalty...

- Corriolis force (if I got that right); the general wind direction on a equatir is west -> so have that in mind while sailing your great fleets, you go west -> you get a bonus!  

- Ice, ice bergs, ice packs; it would not only give colour to this dull blue tile but also some strategic meaning of transportation, you can't go so fast in ice packs, in area of ice bergs you can damage your ship.
Added by Bleyn:] Ocean exploration and exploitation would become more challenging. Suddenly one would want to hunt for the currents and the winds. Find the right course and that caravel that you daren't let end in mid-ocean will sail to safety with ease. Pick the wrong course and watch the ship go down.

[i]khai[/i] 

Automatic sea transport [as in [i]Spartan[/i]]

Any city that has a harbour structure should be able to instantly create a transport unit for any land unit that tries to move into the sea. This transport would be AI controlled, and can only move to a designated city you control; the AI will move it back to the home port if that city is captured. This way, you still have sea transport between your cities for minimal cost, but still have to build transports to do an assault.
[i]lajzar[/i]

Strategic Movement Mode

Strategic movement gives a [given] multiplier to a unit's normal movement rate [depending on map size]. However there are restrictions as to when you can use strategic movement. Basically, the restrictions are that your unit has to start-off being a minimum distance from any enemy units, and the unit cannot come within another given distance of an enemy unit at any time while moving. This was to allow far-away units to catch-up to the frontline units. [Other restrictions to actins in this mode may exist.]

[i]Xorbon[/i]
I've always thought it odd that smaller ships can't go a tile or two up a coastline river to reach an inland city.

[i]La Diva[/i]

2.2.2 LANDING UNITS FROM A TRANSPORT

Vulnerable troops after landing from transport
A naval landing ensures that your troops are vulnerable, the game should recognize that.

[i]Agathon[/i]

Limits on sea landing, as on D-Day (paratroopers’ primary desorganization, infrastructure…).
[From SpencerH: I propose a new function for an engineer unit (or worker) "build port" that would allow unloading at that location once the port is built.]

[Resuming: Many units cannot go directly from transport to beach as easily as paratroopers or men. You need some installations, just as D-Day got its Mulberries completed in a few days by infantry. Otherwise, urban portuary installation can do.]

[i]Bleyn[/i]

2.3 SPEED ON EARTH (ROADS, RAILROADS...)

Doubling-movement roads
I like the movement system used in the double your pleasure mod for PtW. Roads in that one double the movement.

[i]Kramerman[/i]

'All terrain as roads' units a bit faster on roads
As an add-on, I think SOME units that have the 'all terrain as roads' feature, should move slightly further when moving on roads.

[i]Kramerman[/i]

Faster railroads with technology
[Railroad speed could go] from infinite to increasing with technologies (steam, electricity, maglev).

[i]Torkkeli[/i]

1000 tiles railroads would at least be editable
Geez if Firaxis is so in love with this 'feature' they could make rail movement 1000 tiles - at least it would then be editable.

[i]hexagonian[/i]

Naval vs ground movement
it is about the range of Naval movement vis a vis ground movement.

[i]wrylachlan[/i]

Larger world for more spaced cities for better troop movement
If you changed the optimal city placement in such a way that cities are less densely packed, you could increase the world size, keep the movement speed of ground troops and increase the naval movement.

[i]wrylachlan[/i]
Railways were used against enemies

Many times in wars one of the strategic targets is acquisition of the railways and highways for use of the attacking armies. So I think if the home civ don’t want to allow enemies to use their roads they should have to pillage their own stuff to prevent it.
[i]Rasputin[/i]

Securing enemy movement infrastructure

My idea is to introduce a new unit command called "secure" (or something similar). […]A player who 'secures' a tile in this way would be able to use the enemy road/rail in that tile. Securing a tile would use up a units remaining movement, and would put that unit into "secure mode". The player would have to keep the unit in 'secure mode' in order to keep using the tile's roads/rails. […]Securing land in someone's territory would be an act of war […] Optionally, securing could be required in order to be able to get the defensive bonus from fortresses in enemy territory. Airfields could also be 'securable' in a similar way (instead of being destroyed by moving onto them).

[i]Xorbon[/i]

Penalty for mountains with roads, and tunnels
Even with roads, mountain movement should take twice longer, unless you Build Tunnel, which will take 100% longer to build than a road but will then reduce movement to any other road capability. Once a tunnel is built, railroads can use it, too.

[i]La Diva[/i]

2.4 AIR UNITS MOVEMENT AND SPEED, AND ITS ISSUES
2 more flags to be enabled/disabled
Add the following flags that can be enabled/disabled for all units: Can Attack Air Units, Lethal bombardment of Air Units.

[i]shanorb [/i]

Flying OVER units
Allow planes to overfly ground/sea units [and [i]vice versa[/i]]. When moving manually with the arrow keys, when an opponent is encountered, give the option to attack or fly over. When using the Goto command, automatically fly over any opponent units encountered. Ground units that can attack air units (and therefore see them) also have the option of attacking or moving under.

[i]shanorb [/i]

Air-air attack from bombers
Bombers can't attack other air units, UNLESS, they are other bombers on the ground in a city or airbase. Grounded fighters at the bases would get airborn to fight the bombers. The older bombers w/ gun turrents would have a stronger defense than the newer bombers without armament [[i]SIC[/i]?]. Stealth planes would have a higher defense due to their stealth.

[i]shanorb [/i]

Number of attacks limit for flying units
Bombers can attack only once before returning to base and refueling, regardless of whether they attack on the first or second turns, because they theoretically drop all their bombs at the target site. Fighters would have the blitz flag on and can attack as long as they can stay in the air.

[i]shanorb [/i]
Air transport

Airport - A city improvement. For a small fee, allows a unit to instantly jump to any city that has an airport. This uses all the unit's movement for the turn.

[i]lajzar[/i]
2.5 SPEED, ALL UNITS

Rails and air transport: limited by cost instead of movement per turn

Note that rails and airports are not limited by number of units per turn, but by cost. This cost should be related to the weight of the unit - diplomats should cost less to transport than armoured battalions.
[i]lajzar[/i]
Units having “states” towards units passing close
As "fortified", units could have a state. To counter units going pass you too fast, units (such as modern naval) could have a defence radius, exactly as Civ3 air combat was working.

[i]Trifna[/i]

Unit movement dependant on number of years included in a turn
It is not the modern units (naval or not) that do not move fast enough, it is the ancient units that still move as fast when the game has 1 year turns. Their speed should correspond grossly to how much time a turn is. No trireme at speedboat speed, while modern navy goes only twice the speed. It would be an all-around solution to speed issues.

[i]Trifna[/i]

For more useful scouts
Make scout/explorer units more useful and desirable in the early game. Have a movement penalty for moving into unexplored squares for regular units.

[i]Bleyn[/i]

2.6 LIMITING EXPANSION AND LIGHTENING-SPEED DISCOVERY

Why:

This is one aspect that really would improve gameplay tremendously and give that historic feel of exploring and settling the interior of Africa or sending ships to China or the New World, etc.

[i]polypheus[/i]

Risky moves in un-conquered territory
[China and Rome had limits.] every turn there is a, say, 50% chance of losing 1HP when a unit is so many tiles away from friendly territory. Then units could only move so far in the ancient era. This prevents the expand until every square is claimed by 1AD phenomenon and leaves much virgin land for grabbing later . Also it totally killls the race by human and AIs to pump out and expand and build as many cities as possible.

This should also be implemented for naval units too to prevent, say, the equivalent of Roman Empire from being able to sail to Japan in ancient era.

[i]polypheus[/i]

Leaders/explorers with added exploring capacity
In Civ4 they could use leader traits this way, by adding an explorer to a unit. (e.g. in a Unit Workshop) and make them capable of traversing mountains, jungles, deserts, and stuff without huge losses. 

For instance, one HP per round should be the default for a desert so that fast units could cross a smaller desert without losses. A leader who is an explorer could eliminate this loss, making them able to stay in the desert until a fort is built. A fort should also eliminate these losses.

[i]ThePlagueRat[/i]

Units in foreign territory should lose HP: refill by pillage
[This idea is copy/paste from the supply section (1.)]

[Units out of their territory should slowly lose HPs.]

I would further suggest though that a better method than supply lines, or supply units or other complex concepts [...] would be the old pillage button. When in enemy territory just pillage an improved tile and fill your HP back up. Just like Sherman & Hannibal did!

As for naval units, add the ability to attack (or raid) improved costal squares to refresh HP, and have increasing range (slower hp loss) with tech, with nuclear powered units eventually having unlimited range (e.g. no HP loss) I can already imagine a Viking UU that's special feature would be a very high success rate of pillaging costal squares. This would cause the map to be more slowly revealed to players as advances in naval technology would actually allow units to go farther from home, rather than simply getting there faster.

[i]shuttleswo, influenced by others (especially The_Aussie_Lurker)[/i]

3. TACTICAL MOVEMENT (FLANKING, BETWEEN MOUNTAINS...)

Possibility to flank based on main map info (valleys…)
I think this is much less intuitive than simply to ask the player to move the unit to do the flanking. If I have to move the horse, and I know the horse is incapable of crossing the river with enough movement points left to get around into a flanking position, I'd know that I can't flank on that side. If I knew that the mountains on either side use up so many movement points that I can't get to the enemy in time to do any damage, I'd know I can't flank in the valley. This seems a much more natural and fluid way of viewing the battlefield than having to deal with remembering that in certain situations I get a penalty to my bonus...

It just makes more sense to me to put some of the tactical decisions on the main map.

[i]wrylachlan[/i]

4. COORDINATE SYSTEM, TILES, MOVEMENT SYSTEM...

No more squares and greater movement rate variety
No more squares! It will allow for a great deal more variety in movement rates, instead of 1, 2 or three. [...] We can have coordinates on the traditional flat map, but I think it would be even greater if implemented on a spherical map.

[i]Fosse[/i]

Sea squares into larger entities
I'd amalgamate sea squares into larger entities. So a sea square would consist of about nine land squares rolled into one. This would reduce the problem of ships appearing out of nowhere, and would make coasts more defendable.

[i]Sandman[/i]

First give orders, then GO!
You gave your units orders -- they did not move during the order phase. You took as much time as you needed; the AI plotted its movement orders at the same time that you were ordering your units. Eventually, you said "Go", and your units did your orders.
[Added by Fosse: In the current turn model, when you're up to go the enemy is frozen and completely unable to respond to your unit movements. Unrealistic and kind of boring. […] You can move to head off an advance, guess which way his defenders are going to zig so you can zag around to their backsides, etc. You'll never be able to have an encounter be exactly the way you want it (i.e. your troops on mountains every time, with theirs on grass) every time. […] The next big thing... a huge boon to multiplayer.]

[i]keybounce[/i]

5. OTHER ISSUES
“Gather” command to all (or many) units

Have a command to automatically send all your fortified offensive units to a particular enemy city or a city of yours on their border. Or the spot on the border each seperately can get to the fastest. Be able to specify to send all but a particular number that you want to keep using for defending the city they are in. Be able to specify to send only those offensive units in cities with a particular number of defensive units. Be able to automatically send extra defensive units to the nearest border city for each.
[i]Brent[/i]

Asking a unit to move out of your way (with Go To command and else)

When a unit is on GoTo movement and encounters a unit from another civ blocking the developed road/railroad, it would be helpful for it to stop, center the map, and wait for my decision: to have it move off the road and spend movement points (sometimes critical), or to contact the alien, get it to leave, and then tell my unit to proceed as previously directed. Ideally, once the blockage is gone, the unit should finish its turn as ordered without further action by me.

Akin to that is the need to demand that any foreign unit get out of my way, including non-military units which now seem to be immune. Usually the first diplomatic request to leave is met with, "Okey-dokey," but it takes another turn before anything happens. There are times when this is simply not acceptable.

Let there be a feature that if you contact the same unit (not the civ leader) 3 times in the same turn, it will have to move or declare war. Add the option on Contact Number 2 for the unit to move off the road to an adjacent tile (no problem if the foreign travel rate stays at unimproved terrain rates); then the unit can retreat peacefully on its next turn but still be out of my way. Of course, if the unit is there to start a war, obviously my requests go unheeded until the ultimatum is issued on Contact Number 3.
For foreign units with RoP, we need to have the option to coexist on the same tile.

[i]La Diva[/i]
Moving in others’ lands

Moving through another civ's lands doesn't have to indicate hostile intent.

[i]La Diva[/i]
Conclusion
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Respectfully Compiled- Trifna
