Winning Early: What do YOU do?  

It seems to me that as one learns Civ3, one of the most critical skills to develop is managing the very early game... and there's no place for a new player to go for a detailed set of guidelines on what to do!!! 

The manual and strategy guide are both way too general, and even if a new player has the good fortune to end up here or at CFC, really good early game behavior is either spread all over too many threads, or buried in some old ones, or out of date due to patches. Even the FAQs are a little to all-encompassing.

If a new player manages the very early game well, it's much, much more likely that the rest of a given game will be successful... I call it 'winning early.'

Soooo, I thought it would be cool for everyone to post their tips and tricks for the very early game.

I'll start off with some basics:

* When you're starting out, don't kill yourself with a bad starting position; press Ctrl-Shift-Q to re-start. Feel free to do it until you see some good land, a river, and bonus tiles.

* Before you build your capitol, pause and look closely at your starting position. Press Ctrl-Shift-M... sometimes the black fog pulls back just enough that you can see a special resource on a nearby tile. Your capitol is going to increase its radius from 9 to 21 tiles fairly soon, as you start with the cultural benefit of the Palace; you might want to move 1 or 2 tiles to best position the city to access special and shielded tiles. Also, if there's a river nearby, you DEFINITELY want to build alongside it, as this lets you grow the capitol to more than 6 pop without an aqueduct (trust me, that's a very big deal!), and all river tiles generate extra gold.

* Mine, mine, mine. The only exceptions are Cattle and Wheat anywhere, and Wines on grassland, all of which can take advantage of irrigation under Despotism, and produce more than 2 food, and plains, which should be irrigated (desert is another story... but hopefully that's not an issue in the early game). Make sure to mine the shielded grassland (I didn;t know about this for months!). In general, mine before putting down a road, unless you know it's a road that will be used for exploration. 

* As soon as start researching the first tech, move your tax slider down to 10-20%, whatever will still research the tech in 40 turns. Research choices are often dependent on the specific civ, but you are going to want to get Iron Working and The Wheel sooner rather than later, just so you know where the iron and horses are. If you left culture linking on, figure out what the neighboring AI civs start with... don;t research those techs, as you'll buy, trade, or go to war for them.

* Get some exploration going... even if you have a scout, send out some Warriors. If possible, keep them on hills and mountains for the better view. If you find a barbarian encampment on a hill, you might want to fortify a Warrior on an adjacent hill or mountain, and wait for a couple of barb Warriors concripts to attack it... it'll almost certainly survive, and be promoted, and should take out the encampment once it's reached at least veteran. Barb encampment on open ground... destroy it ASAP.

* Only use military units for goody huts. If you're expansionist, you just might get a Settler out of one, but not if you currently have a Settler or are building one... if need be, temporarily change that town to building something else.

* FIND THE LUXURIES... nothing will help you more than having 2-3 luxuries connected and in your territory very early (well, maybe a Settler from a hut!). Don't forget that luxuries also offer food, shield, and gold bonuses.

* When building Settlers, try to time the build so that it finishes JUST after the town has grown. As Mom says, don't waste food.

* When building your new towns, remember that you can build anywhere except for mountains, and still get 2 food and 1 shield minimum. Hills with gold are great, as you automatically get the gold, and you have a 50% defensive bonus. You DO NOT have to clear jungles and forests; just building a town does that automatically.

* If you're near a coast, and there's good land, try to get a town built there relatively early, touching at least one sea tile. One of the early Great Wonders, the Colossus, is often achievable by the human player. Also, look closely at any coastal tiles with rivers / deltas along them... these generate extra gold.

* Your first 4 towns, if possible, should be on the diagonals from your capitol, and anywhere from 3-6 tiles away.This is obviously going to be subject to a lot of factors, but is a good guideline.

* Don't over-improve the tiles around towns, even your capitol... you want to have the best tiles improved, but only so many as are needed by the town for the current moment or in the near future. When you can, start extending your roads to the next place you'll build a town, so the Settler can get there that much faster.

________________________________________

Any contributors?

__________________

The greatest delight for man is to inflict defeat on his enemies, to drive them before him, to see those dear to them with their faces bathed in tears, to bestride their horses, to crush in his arms their daughters and wives.

* As soon as you get 4-5 cities up and running, it's time to take stock of your current situation. Depending on the techs you have under your belt by this time, and the proximity of bad guys, you may want to consider a *really* early game attack (Archer Rush) to weaken your nearest enemies. If you do, you're goal should be 4-5 Archers and a Spearman guard. That's a mean enough strike force to whack most cities this early (exception - Don't mess with The Greek unless you bring more guys!). If you go this route, then you'll want Veteran troopers, which means building barracks!

* Road, road, road. Can't be stressed enough. Roads are good for you for three reasons. 1) Money. Money buys you tech from the AI. The more you have, the better off you will be 2) Resettlement. A settler moving along roads travels three tiles per turn. On open ground he travels one. You need speed! 3) Military Road Network! These roads might not be in the most convenient places for commerce, but that's not the point! You want to be able to rapidly get your troops where you need them, so build roads with this in mind!

* Road, road, road (part two) - if you're making an early strike against an AI, then build roads toward him to help your troops. Six tiles for a horseman makes for some mighty fast reinforcement, and three for an Archer/Spearman/Swordsman ain't bad either. If you're playing peacefully, STILL make roads toward the AI, so you can connect to his capitol and trade spare resources for map information, contact info, and tech!

* Specialize your cities! If you have a high pop growth city, set him up to be your main settler producer. If you have a medium to high growth city, set him up as a worker farm. If you have a forested city with 1-2 game tiles, let him work on an early wonder, or perhaps build a barracks there and bulk up your military from that city, primarily (unless you're launching an early attack, then everybody needs to focus on military till you get your army built).

-=Vel=-

(more later)

PS: OSCILLATING WAR! DO NOT (italicize, bold, underline twice) take an enemy civ out in one shot if you have multiple neighbors. It is far better for you to take 1-2 cities from each of your neighbors, attacking them in turn and weakening all...growing at the expense of all. If you do it the other way, yes, you will win your first war, and the other AI civs will keep right on expanding, and be a good deal more dangerous to you when you get around to them. Hit them each in turn, in a series of small wars. Picture yourself as a little oscillating fan, turning toward one AI and pasting him, then moving on to the next right after you force a peace.

-v.

__________________

* Adopt a "Build it once, build it well" philosophy. When you train troops for battle, don't throw them away. Time and coordinate your attacks for maximum effect. The more troops that survive in your first wars, the fewer you need to build for your next war(s). Same goes with city improvements. If you can't afford to maintain it, then don't build it till you can! Build it once!

* Upgrade everything, but be smart about it. If nobody's threatening you, then don't upgrade your city defenders till there's a need. You've got tons of other stuff you can do with your money! Upgrade your attackers first, focusing on the Elites who have already generated leaders first, and saving the Elites who have NOT generated leaders for last.

* Guard your elites! Let them take down the wounded, never let them lead an attack!

* Use armies to take down the first defender in a heavily fortified city. Use bombardment in whatever form you currently have it in to shrink cities and mitigate defensive bonuses against you.

* If you have multiple armies, use them as a defensive shield for your other approaching troops. The AI will be leery about attacking your armies!

* Always try to end your troop movement in favorable terrain (across a river from the bad guys, on a hill, on a mountain....something). You can be less careful about this if you have your attack force travelling with an Army.

-=Vel=-

(more later)

*REX - you want to get all the good city sites, and you want to expand towards your neighbors to cut off their expansion. The more cities that you have REXed, the earlier your core cities can start concentrating on improvements, while your outer cities build baracks/units/workers/settlers. More improvements means more money.

*On a standard map with max civs, the nearest civ will usually be within 10-15 tiles of your capital. In this case, do an aborive REX: build three cities quickly, then an archer in each, maybe two from your capital, and then prune them on your first war: taking the capital and another city will usually net you another city from the peace traty. During the peace treaty, REX some more, build up your military, then take em out, or concentrate on another civ.

*Set tax to 100% and buy techs from everyone else. You can also act as a middle man. Never give away contancts except for on a one to one basis (contact for contact)

__________________

Just build as many military units as you can. Expand to cut off the AI and then backfill with cities, ending up with classic ICS built from the outside in. In about half your cities including perimeter cites build temples, markets and banks. In the others build granaries and pump out workers and troops. Build barracks everywhere of a matter of course. 

Build no libraries or universities. Do no research. Buy or extort tech. Build cathedrals coliseums only when needed for happiness. Minimize that by trading for luxuries until you can steal them by expansion. 

War, war, war. Never build wonders. Use leaders. If you have no leaders war more. 

It is a very simple and linear game. Trying to be civilized in your gameplay works against the paradigm.

Don't get cute. There is no finesse here, its just brute force.

quote:

Originally posted by jimmytrick 

Just build as many military units as you can. . . . 

It is a very simple and linear game. Trying to be civilized in your gameplay works against the paradigm.

Don't get cute. There is no finesse here, its just brute force. 

Knowing when to start the first war is crucial. Often, the first war will coincide with the end of the expansion phase of the game, when there is no more room to found new towns. If at this point in the game you are in a superior position, then peace is best. Negotiate. Set up longterm trades. But if you are in an inferior position, then you must fight to survive. Gather your strength, then strike.

(By the way, I agree with your thesis, Theseus. When someone masters the early game, the later game is more fun.)

The following works for me on lower levels:

In the early years I go to the Domestic Adviser screen every turn, adjusting the tax rate so as to get the quickest time to research a tech while ensuring I'm using money efficiently. E.g often you can get the same discovery time at 80% as you do at 20% - the difference being that at 80% your budget surplus might be 2 gold, but at 20% it's 20 gold!

If I find I have a near neighbour I immediately start preparations to attack and destroy that civilization, because I don't think peaceful coexistence works in this game. If playing continents, I want that continent all to myself. (See Vel's post for the best way to conduct a war). The trick is not to neglect other matters for a pure military build-up. 

And my advice for determining when to start a war is to wait for your neighbourly civ to send its warrior/spearman accompanied settler in your direction, as they inevitably do, and take them out before they found a city. Then you get two bonus workers, and give the AI Civ a serious setback in its development.

 quote:

Originally posted by Theseus 

* Mine, mine, mine. The only exceptions are Cattle and Wheat anywhere, and Wines on grassland, all of which can take advantage of irrigation under Despotism, and produce more than 2 food, and plains, which should be irrigated (desert is another story... but hopefully that's not an issue in the early game). Make sure to mine the shielded grassland (I didn;t know about this for months!). In general, mine before putting down a road, unless you know it's a road that will be used for exploration. 

I couldn't help commenting on this one... as it is not a fixed paradigm, but a matter of opinion. Mining shielded grasslands in despotism is good, as long as you remember to irrigate them later if irrigation is needed. And even if I will sometimes irrigate cows, I will never irrigate wheat (except on flood plains of course, as it is the only option). The reason is that you want those balanced tile later on, and it gives you no advantage to irrigate a wheat. If you'd mine it, you get one more shield, if you irrigate you could get more growth, but most of the times you'd use this extra food to work a forest. So, in most cases, mining a wheat will do more good, or does as best as irrigating it and using some other shield provider.

The 'mine before you road except when you need the road to get somewhere' strat is very valid, and something that is easily overlooked.

GL hunting might need some more covering, so here a few of my points:

* As Vel said, guard your elites. On top of that, try to set up killing grounds. If you are at war with an AI and don't have enough troops to take some of its cities or you are waiting to let them grow (size 1 cities will be autorazed, something you'd want to avoid if you're looking for city expansion), choose a nice hill or mountain next to some flat terrain where the AI will pass if he wants to attack you cities. Build a road to there, put down a spearman and a few archers, and kill everything that moves past you. Your troops will be elite fast, and hopefully you'll get a GL in the process. Always retreat to the hill top to rest, and don't expose your elites: if they attack something and are within range of the enemy troops, move your spearman to guard them.

*Use your GLs wisely. If you are lucky and get an elite early on, use it for an army, which immediately attacks again. No need to load it full at the first turn, just win an easy battle. This will let you build the Heroic Epic, which in turn will bring more GLs. If you have a later GL, it is better to use it for a Forbidden Palace.

* Once you get a GL, don't attack with elites again before it gets used in either an army or rushing a building. You're only allowed one GL at any time, don't waste elite victories when you don't have to. Of course, you can get more GLs in one turn, so once you get one, always try to move and use the GL that same turn, and get back to the fighting afterwards.

* Corruption battling: as soon as you know the surrounding terrain, start planning on where your palace and FP will be. It is imperative to have these 2 in good positions if you want to have an easy middle and late game, and as such the placement of these is a thing to look out for in the early game. You should aim for a palace and a FP, both surrounded with a core of cities, both areas more or less independent, not overlapping. In most cases, a former AI capital is a good choice for one of these buildings. If you have an early leader, using it on a FP might be the best thing to do. Otherwise, build your FP in one of the cities close to your capital, and plan on moving the capital later by rushing a palace. Always plan these palaces carefully, they will mean the difference between an okay empire, and a corruption free empire.

* Culture: If you're not planning on war, don't focus your earliest cities on troops. Focus on cultural buildings instead. This pays double when you are either religious or scientific: religous civs get temples on half price, the others have cheap libraries. Building a temple in 3000 BC will mean that by 2000 BC (~20 turns later) it will produce double the culture. If you build that same temple in 500 AD, it will take to 1500 AD to double its cultural output, which is over 100 turn. Early cultural buildings are very powerful. Further, building up culture will make it easier to go to war: the main thing that is causing culture flips later on is the lack of culture. This is very hard to correct, you should start on it as soon as you find the time.

* Strategic troop movement: Once you find a chokepoint between yourself and a AI civ, always occupy it using some of your exploring warriors. Chokepoints can come in many forms, sometimes just one tile wide, sometimes 4 or 5 wide. Denying them access to your land will mean that you don't have to fear their settlers building on 'your' land. Be careful though, as soon as the AI gets ships it will start circumventing the chokepoints, so you still have to hurry to build there. But it will give you some more time.

* Terrain blocking: related to above: if you see an AI expanding towards you, try to settle first where you would like to have the border with him, backfilling later. For this it is imperative you have a (military) road towards the front, as your settlers can move quickly towards him. If a settler takes 15 turns to get somewhere, chances are that by the time it reaches its destination an AI city already flourishes there.

In the same spirit: try to settle coastal areas first, as it will prevent the AI to land settler teams on your side of the continent.

Other city placements things to look out for: if you have a chokepoint, it will be in many cases a good idea to put down a city there. This will get the defenders an extra bonus, and in many cases it will mean that your ships get a shortcut, or an inner sea is 'opened' for ships. Another of those points that don't matter much in the early game, but could be big later on.

* And a final point on early wars: In most cases there isn't much trade in the early times, so if you can take out all resources of an AI, it will be easy sailing from then on. An AI without iron or horses can't build much until musketmen or riflemen appear, except for longbowmen. This means that your archers and horsemen have a very long shelf life. Again, when oscillating, focus on pillaging these reasources (and luxuries too, of course) first, it will always take the AIs a while to recover. For this, it is ideal to use a pair of spearmen, these can protect each other while pillaging.

DeepO

quote:

Originally posted by The Puny Celt 

The following works for me on lower levels:

In the early years I go to the Domestic Adviser screen every turn, adjusting the tax rate so as to get the quickest time to research a tech while ensuring I'm using money efficiently. E.g often you can get the same discovery time at 80% as you do at 20% - the difference being that at 80% your budget surplus might be 2 gold, but at 20% it's 20 gold!

I usually modify the science rate when there's only one turn until that advance is discovered. That way I don't have to check it every turn. I'm not sure which method (checking every turn or only the last turn) is more profitable. If anyone has mabe any research on this, let us know.

BTW, late in the game, altering the science rate the last turn from 80% to 20% (if possible) could easily increase the surplus from 40 to 600.

mwaf, there was a whole thread on this issue less then a week ago: http://apolyton.net/forums/showthre...&threadid=57228 . This is not so much a early game question, but more a late game thing... In the early game you either choose to have the fewest science possible (20% if none of your cities is size 2, 10% otherwise. 1 scientist is also good), or try to get to a certain tech first and trade this to the rest. late game research is different, as you will most likely be in the lead.

DeepO

Some more tips:

Make diplomatic contact with every civ you know every turn (I know it's a little tedious, but bear with me). If there is a worker for sale, BUY IT. They are cheap, and buying them will cripple the AI's early development. Be aware that keeping these "slaves" will hurt relations with their former owners, but the easy way around it is to add them ("b" button) to your cities. This will allow you to bounce your population back up from building settlers.

-You need to decide fairly early on what approach you are going to take to technology. This depends on several factors: how many civs you know, what level you are playing on, and which civ you are playing as. There are essentially 4 methods:

1) Jack you science rate up high and attempt to out-research the AI (this will not work, excepting certain circumstance, above Regent. Not in the early game)

2) Beeline for literature and build the Great Library

3) Set tax to 100%, use 1 scientist to aim for a 2nd level tech in 40 turns while buying other techs from the AI.

4) Unleash hell. Beat the tech out of the AI.

Get the lay of the land, hit Ctrl+Shift+M and have a look at the resource layout, and decide whether or not you need to kill things (not that I do this... with me it's just a question of when).

If you do not intend to fight for a while, I strongly suggest you pick a decent spot for the Forbidden Palace, work on getting the city in question up from 1 shield, and build the FP. I also strongly suggest that you make it a priority to build roads to you neighbors. Sometimes you will have to enter their territory to connect them... you may even want to pay them for a RoP to accomplish this. If you do not want to fight, this is worth it, as trading luxuries with the AI will make them a LOT happier with you.

Make it a priority to build things that will improve your economy: marketplaces, libraries, courthouses, along with the usual temples (in the case of a scientific but not religious civ, maybe not... it depends on how many luxuries you have access to). I tend to build temples right away with religious civs to get my borders culturelocked, and to ensure a cultural advantage. As a non-religious civ, I may concentrate on crippling a neighbor first, but I still build those temples.

Even if you are more of a builder than a destroyer, you need to have a respectable military or the AI will decide you are weak and attack you. I strongly suggest having a mobile reserve of horsemen (on a standard map, say 10 of them). These upgrade to lovely things called knights later on...

more to come as I wake up this morning...

-Arrian

__________________

grog want tank...Grog Want Tank... GROG WANT TANK!

why don't mine cattle?  

* Mine, mine, mine. The only exceptions are Cattle ...

i dont get it why not mine cattles? i always mine em..

 | ip  

Minmaster,

Well, on plains cows, mining will do nothing under despotism. Thus, irrigating is the way to go for sure. With grassland cows, it depends. If you have multiple cows, or another bonus food tile such as wheat, you probably want to mine the cow(s). If it's your only bonus food square, irrigate that sucker!

-Arrian

__________________

grog want tank...Grog Want Tank... GROG WANT TANK!

The trick isn't to break some eggs to make an omlette, it's convincing the eggs to break themselves in order to aspire to omlettehood.

Arrian correctly points out this priority.

"If you do not intend to fight for a while, I strongly suggest you pick a decent spot for the Forbidden Palace, work on getting the city in question up from 1 shield, and build the FP."

However, an option, if you have had a great land grab and want to put the FP in a great spot far from the palace, is the palace jump. Build the FP near the original palace in a high shield city. Select a river site for the target landing of the palace jump. Pump out a few settlers from your higher growth cities to build pop in the new palace city, and particularly work the population of the old palace down to nothing. Then abandon the old palace city when the FP is complete and the site of your palace will go where you want it to, very efficiently. 

BTW, Arrian probably doesn't do this because he has had four great leaders in the time it takes me to get this finished and used one to rush his FP. That's the way you really want to build an FP.

Wow!!!

Thanks for all the tips... this should be required reading for new players!!

I knew the mining advice would get jumped on... I even knew who would do it!!

Again, trying to focus on the very early game, I just think it's easier for a new player to understand that mining is critical. DeepO's comments on changing to irrigation later in the game are dead on.

I also expected some debate on tech spending... Arrian quite rightly points out that this is primarily a function of difficulty level.

Keep the tips coming... more stuff on the very early game, por favor.

I'll generate some new thoughts on the early game tonight. Hmmm, should I play as... Rome?

Theseus,

I was pondering the same thing: "should I play as Rome tonight?" They're decent with v1.29. Still... I prefer China 

More early game tips... hmm...

If you are industrious, do not underestimate the power of chopping down a forest tile here and there. 10 shields early on can be powerful, and an industrious worker does it in 4 turns, IIRC.

If you intend to fight, do not waste time and effort trying to beat the AI to various city spots. Build a solid core group of cities that aren't crippled by corruption, build your barracks and troops, and kill things. The AI will still be in expansion mode and you will have the advantage.

Growth is key. Be not afraid of the luxury slider. More citizens working tiles means more shields and commerce. I used to create entertainers early on to keep people happy, but no more (excepting captured towns that have been whipped). This is particularly true if I'm building a wonder.

If you are the peaceful builder type, avoid playing "militaristic" civs. The trait is nearly useless unless you do a fair amount of fighting.

Get the hell out of despotism. Wanna fight? Become a King. Wanna build? Become a Senator. 

Don't ignore poor terrain types in your expansion. Sure, concentrate on the nice land first, but rather than building a city far, far away because it's got some cows and a gold mine, build that coastal desert town nearby... later in the game you may just find saltpeter and/or oil there.

An early leader. Actually, let me divide that into two parts:

1) The ultra-early leader (1200bc or earlier)

2) The early leader (pre - AD)

I have been playing around with generating the first of these (actually, being me, I'm lookin' for 2 of 'em). The ultra early leader is probably best described as one that appears before you have the option of buildng the Forbidden, due to a lack of cities. You have 3 choices:

1) Build the Pyramids

2) Build an Army

3) hold the leader for the FP or a different wonder.

I keep caving in to option #1. Tonight, however, I'm going to try holding the leader for the FP. I've gone the army route... and depending on how you execute that it can be quite successful.

In the case of the merely early leader, I'd suggest the FP. I've ignored this suggestion myself at times, but in general it's the way to go.

I have a question, is it best to leave your workers automated, or control them yourself?

Mine on grass land when in despotism, change to irrigation laster if needed, irrigate plains, and desserts would probably be irrigate

I'm in favor of using the first GL for an Army. Creating an Army opens the way for the minor wonder Heroic Epic which increases the likelyhood of another GL appearing by 25%. Armies are also incredibly powerful in covering an attack deep into enemy territories. You can almost guarantee that no AI units dare to attack a stack defended by an Army, especially early in the game.

Using up the GL is certainly a little risky, but my experience so far is that if you have your first GL generated, chances are that there will be more on the way. Heroic Epic greatly increases the odds.

quote:

Originally posted by Dukovsky 

I have a question, is it best to leave your workers automated, or control them yourself? 

You should always control your units and cities directly, if possible.

AI still can't match the human intelligence.

Before a critical move in the game, say prior to moving into a goodie hut, or attacking an enemy, save your game first. If you don't get the result you want, wait one turn, and try again.

I find that the results are usually very different, sometimes to your advantage.

(This is probably a cheat).

I also have some civ-specific advice:

Romans and Persians: their UUs are extremely powerful ones. If you have researched Iron Working, pump out these units immediately and begin cleanse your neighbors.

Egyptians: their War Chariots are actually Horsemen, but at 2/3 of the latter's cost. Of course, you may trigger your GA too early, but you can also gain a huge lead very early on.

Babylonians: the perfect archer rush civ as you don't even need to build Spearman to cover your archers.

Chinese and Japanese: these two are the best war-mongering civs in the whole game. You can begin with archer rushes, followed by horsemen rushes, and finally when you discover Chivalry, upgrade all your horsemen to either Riders or Samurais. The ensuing GA should be perfectly timed.

Iroquois: I would say they have the best UU in the game: cheap, powerful, fast, available at an early time, and upgradable.

Why to stick with Industrious and Military CIvs  

First of all, having an industrious civ is useful in three ways, 1: they can construct tile improvements faster which equals more production, money, and food quicker than your non-prodcutive foes.2: you can make roads to your enemies quicker, which would mean faster movement in settling areas, and in get units to your enemy, example, a horseman could move 6 squares on a road leading to an enemy for quick back-up, and an archer could move 3, think of the advantages.3: Expansion, this would allow you to simpley establish cities faster then the A.I.,and also, corruption would be redused a bit so that it will allow more then one production for moderatly away cities.

The advantages of industious also expand when you get the Electricity advance, letting you build roads in one turn and rail roads in two, and a leap-frog technique would allow you to make two tracks of road or rail roads in oen turn, allowing quick and easy production to luxuries and resources.

Now, it has been proven by many that being on the offensive is the key to victory on this game, even if you persue a space victory you must assure your dominance through the use of military might, ounce your enemies are weaker then you, you can really have fun with the game and research all those advances real fast, and your enemies will be left behind. The benefit of militaristic is that you can make barracks fast, and that means veterans, and with veterans, you have the increased chance for great leadres, which are key to getting wonders before the AI can make them, this is expecialy important in emporer-diety, when the AI has an extreme advanatage in production over you. And also, with the veteran and Great leader, you will be able to subdue the enemy a lot faster.

COmbined, these two qualities are dominate over the game, many will claim that religious and even scientific are better then militaristic, but I have had a MUCH easier time with China, because it has both, and I have dominated since the get-go when I bought this game with those two, well, that is about all I had to share with you, to all you newbies out there, keep tryin' man, took me a while to get this game down pack, and start getting into the higher levels, till' next time, IEN KOUF!

Wow! So many good tips and lessons. I don't have a whole lot of new advice (a little) but will also emphasize some of the tips I think are especially important to master.

* Spend some of your precious gold to establish embassies with other civilizations as soon as you can. Embassies (i) improve the AI attitude towards you; (ii) alert you / provide info on wonder construction by opponents which will help you decide whether and where to start a wonder and thereby risk wasting the accumulated shields if someone builds the wonder before you (embassies will alert you provided you have the "Wonder Initiation Pop-Up" preference checked, which you should; F7 shows you the current wonders being built by those civs with whom you have an embassy); (iii) allow you to investigate AI cities which can provide a wealth of information regarding your opponent; and (iv) permit you to enter potentially crucial diplomatic agreements such as military alliances.

* Spend some time in the editor - not necessarily making any rules changes, but becoming familiar with the default settings and all the possibilities to make changes in different ways - the editor is a wonderful storehouse of more detailed game information that never made it into the game manual. The editor is a separate program called "Civ3 Edit" and is in the Infogrames / Civilization III folder.

* Be prepared to give in to extortion. Although it may be painful and humiliating at first, if an AI civ demands tribute from you (tech, money, maps, etc.) ask yourself "Can XXX civ really hurt me in a war - take my cities or territory, deny my civ important resources, force me to alter my build strategies to rush military units all over my empire, drag others into alliances against me, etc.?" Unless the answer is a resounding "No. I can merrily go on about my business as I wish, occasionally swatting down enemy invaders like so many annoying flies," give in to the demands (also note in your little black book that the account will need to be settled some day ). Fight wars on your terms, at times and places of your choosing.

* Become very familiar with terrain properties and the potential improvements to various terrain types - you can always right-click on a tile and select "Terrain Info," but getting to the point where you know what each tile will produce just by looking at it will greatly speed your learning curve with respect to city placement / worker terrain improvement / city laborer tile choices -- optimizing your early cities' productivity (be it food, shields, gold, or any combination) dramatically imrpoves your prospects for success.

* Early culture can be crucial to the mid and late game. As DeepO pointed out, four or five temples built before 500 BC will be a tremendous cultural boost to your entire civ due to the very rapid doubling of their culture generation after 1000 years -- if you wait to build culture until the AD years, resign yourself to being culturally inferior for a long, long time (maybe the entire game) which will make life hard, even for the dominant warmonger (culture flipping!).

Also, religious civilizations have the Anarchy advantage, this can be useful for changing goverments when intering war. Example: I start a war in a democracy, I will have too much civil disorder, so, I am a religious civilization, I can change to communist in the same turn I started the war, so, I get supported unit bonus and no civil disorder

Another one:

* Manage your reputation. Breaking any treaty in the early game will prevent you from making certain agreements / trade deals for a long time to come. Feel free to break a treaty, but understand that you may not get a Right of Passage Agreement or be able to trade luxuries or other strategic resources for millenia to come. It is often the better long-term strategy to preserve your good reputation by concluding all agreements honorably. Attacking or declaring war against another civ when any of your units are in that civ's territory is considered a grave reputational sin, even if you did not have a Right of Passage agreement at the time. Declaring war in and of itself, if done without the presence of your troops in enemy territory and without breaking an existing per-turn treaty, will not blacken your reputation (although it may affect others' attitudes towards you).

Guard your reputation like a catholic school girl, especially if you're a builder. I'll routinely have the weakest military until modern times and concentrate on improvements and wealth, thus allowing me to dominate in one fell swoop once I turn on the military spigot (usu. after getting Hoover's). Why does reputation allow you to be a builder? First, you're rarely attacked, even with the weakest military (know you're neighbors, you will be attacked by the Japanese and Zulus about 1/2 the time). Second, and more importantly, whenever you're attacked by one civ, you can buy an alliance with a different neighbor and let him bear the brunt of the fighting while you cherry pick the leftovers. 

Diplomacy is highly under-rated and those that rant about "ai stupidity" usu. try to take advantage of other civs and then can't understand why no one will trust them. Trade often with other civs (and on their terms if you can afford it), give tech/resource gifts to the enemies of your enemies, keep your reputation pristine - these steps are worth far more than a few military units.

Originally posted by Theseus 

I knew the mining advice would get jumped on... I even knew who would do it!!

Again, trying to focus on the very early game, I just think it's easier for a new player to understand that mining is critical. DeepO's comments on changing to irrigation later in the game are dead on.

Hah, you provoked me  But you are right, mining in despotism is the best possible strategy, I just wanted to keep the new players from thinking that mining is everything, because that's not true. Don't mine what you don't need, because later on you'll have to correct it if you want to get all benefits.

quote:

I also expected some debate on tech spending... Arrian quite rightly points out that this is primarily a function of difficulty level.

Indeed. I'm trying my first deity game now, and boy this is different from emperor! Even in emperor, it pays of to start researching your second tech full (i.e. not just putting 10% or 1 scientist on the job, but actually spending as much as you can pay for). In deity, you can forget about that, your second tech has got to come from trade or conquest. the 40 turn research is only good to get you to the first advance, after that, other means are needed.

quote:

Originally posted by Arrian

If you are industrious, do not underestimate the power of chopping down a forest tile here and there. 10 shields early on can be powerful, and an industrious worker does it in 4 turns, IIRC. 

You are right in that it can be a big advantage, but industrious workers do it in 5 turns, instead of 10. But, a city wich is surrounded by forest makes a good FP, or wonder city: rush all the 'normal' buildings (focusing on happiness first of course), and then start on the FP or another wonder. Wonders can't be rushed by cutting down forest, but all the supporting buildings can. Remember that if a city can get to size 6, temples and entertainers can get it into WLTKD, which will reduce corruption drastically. This is very needed if you want to build the FP the hard way (so without a GL)

quote:

Originally posted by sboog Please clarify when to mine, when to irrigate, when to road. Am utterly confused.

Sboog, there is no easy answer for that. But keep this rule in mind: once you have any tile that is worked (so a citzien is using it), but not improved, you need more workers. Further, roads are the first thing that is needed for you empire, but not for your cities. So, if you want to reach some place fast, you need to build a road there first. If there is no special hurry (for instance the first action your worker does in 4000 BC), you need to mine first.

Irrigation only gives advantages for 4 special tiles in despotism: It can provide more food for cow on grassland, wheat, wine on grassland, or flood plains (with or without wheat). If you need it (i.e. while surrounded by hills), irrigate without thinking. Otherwise, think whether mining won't be better: mining a wheat on grassland will mean that you get both get the extra food, and a extra shield. The same is true for cows: mining will give an extra shiels, so if you're not desperate for extra food, mining will be best. My point is that while mining iin despotism is good, it won't be good after that, and certainly not when you experience a GA: there you'll need balanced tiles, so all tiles providing some shields, some food, and some commerce. This has nothing to do with the very ealry game, but is one of those things to look out for because you don't want to correct everything once you get into the middle ages.

quote:

Originally posted by Dukovsky 

I have a question, is it best to leave your workers automated, or control them yourself?

It depends. For me, I will always do all workers actions myself in despotism, but in the middle ages I will start automating them. In all cases, keep some of your workers off automation, and only set your workers to Shift+A (which will only let them improve terrain that hasn't been improved yet, so it won't replace irrigation with mines). The manual workers can be used for urgent jobs, and for correcting where the worker AI went the wrong way.

For the other comments, I most of the times agree. Choosing your civ specific traits is very powerful (although I don't think that industriuos and religous are the only choices, I like them most as well, but others are very valid too). And both embassies and giving in to extortion is also something very crucial for the ealry game that hasn't been touched upon.

But, I'm a little drunk now, so excuse me if I won't make this a 20,000 character post, I'll add to it tomorrow 

DeepO

Wow again!! I've got some other fish to fry (hint hint, they're Mediterranean), but tomorrow I'll go through all this in detail.

Good work!!!

Now I've an admission... I offered to help Vel with the strat guide, and this was my biggest contributory idea, helping out the new player with really specific actions in the very early game. AND, I specifically said, "Let's throw this out on 'poly!" So, I can't say thanks enough. 

Keep it coming!

Some more random tidbits:

If you have managed to block off a chokepoint on your continent and the AI can't get by, do NOT give up your maps, because as soon as you do, they will load settler teams on galleys and head straight for any unsettled land available. In fact, I try not to ever give up my maps.

**Exploit or not?** - You cannot receive a settler from a hut if you either have an active settler or a settler in production. You also won't get one if you have more than the average number of cities per civ. It would therefore behoove one to switch production in your cities from settlers to anything else that won't waste shields before popping a hut. Then you can switch back.

Barbarians can be good trainers for your troops, and a source of cash, but beware the uprisings that will occur once 2 civs hit the middle ages. Any encampments on the map will spawn uprisings - a stack of horsemen, the size of which varies with barb level.

Understand the power of unit upgrades. The ancient age ones:

warrior -> swordsman (or legionary/immortals) = 40 gold

1.1.1, 10 shields -> 3.2.1, 30 shields

chariot -> horseman (or mounted warrior) = 20 gold

1.1.2, 20 shields -> 2.1.2, 30 shields

Keep in mind that it's not the number of shields an improvement or units costs that really matters, it's the number of turns your cities will need to build them. If you have a city producing 10 shields, it will build a chariot in 2 turns, but take 3 to build a horseman. Over the course of 24 turns, that's 12 chariots or 8 horsemen. Gold isn't all that hard to come by in the ancient age... you do the math. The only downside is that you must hold off on the discovery of horsebackriding to do this, and that's a prerequisite for Monarchy.

quote:

Originally posted by Arrian 

The only downside is that you must hold off on the discovery of horsebackriding to do this, and that's a prerequisite for Monarchy.

It is? I thought Monarchy's prereqs were Warrior Code and Polytheism.

This is a great thread! The early game is definitely my weak point (or rather weakest point  ), and this thread has been very helpful.

 jshelr  
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I'm the wrong guy to do this but Dr Fell or Aeson or someone should talk about the borg approach, unless I missed somewhere above.

What is the borg approach?

sboog

Borg

(someone who knows this better should improve this)

Well, basically the strat packs cities close together early in the game. You would be amazed at how many cities that are fully productive in the ancient era you can squeeze into a small space. You can even have a network of cities as close together as one tile apart. Each city needs two roaded tiles with a shield and two food. Your workers should be fast enough to set this up ahead of time to save settler travel turns lost and avoid production losses due to lack of terraforming. Build as many settlers as you can. Build nothing else but barracks and units. 

1) When things go smoothly, you become huge, if disgusting to behold, like an anthill. As time goes on, you clear out some cities by popping out workers/settlers to let the best-placed cities grow into industrial powerhouses.

2) When early trouble is encountered, the AI can't prevent you from building 6-8 cities able to crank out swords or horses efficiently, assuming availabilty of raw materials. So, you can nearly always form a strong army early and then take the space you need for the long haul. Worst case is archer rush. 

The only negative I've heard about this is that it does not produce a civ with artistic merit, in the early going at least. Based on posted discussions, you either love the approach for its efficiency or you hate it for largely emotional reasons. I love it because the AI doesn't kill me on Emporer, at least not every time. There's no doubt in my mind that it works well, especially on higher difficulty levels.

Guarding Elites  

Vel,

Earlier in this thread you talked about guarding elite units and only using them to mop up wounded units. Could you clarify what an elite unit is and why it is important to protect it? If there is info in the manual about this I can't find it. I am currently under the belief that an elite unit can spwan ONE great leader. After that doesn't the elite just become a stronger unit (or maybe I should say REMAIN a stronger unit). I mean stronger unit it that it has the extra HP, etc that comes with elite rank, not that it becomes even stronger after spawning a GL.

Did you mean protect the elite at all cost UNTIL it has spawned a GL? If so, what are your thoughts on using an elite after it has spawned the GL. Am I wrong in my understanding that an elite can only spawn one GL in its life. I think I read that a player can only have one GL at a time. If so an elite wouldn't spawn a second GL while the first is still in play but what about after you have used the GL to wonder build, etc... 

This is one of the best threads I have read on Apolyton, BTW. Thanks for the help!!

EDIT: It looked like I was thanking Vel above for the thread but it was Theseus who started it sooooo... Huge shout to Theseus for the great thread and great tips and Vel for his neverending patience and great advice to us newer players!

__________________

Re: Guarding Elites  

Sorry for answering questions I was not asked... 

Elites are units with 5hp.

Guarding elites and letting them engage only in easily won battles really is important only until they generate a GL. After doing so, they are just... well, 5hp units, that's all. I usually use them for high-risk missions... Ok, I shall better leave this part to Vel... I do not feel worthy enough...   

However, you can later upgrade an elite, automatically lowering its rank down to veteran in the process. It becomes capable of being promoted to an elite again, getting another chance of generating a GL then. So, one unit can generate more than one GL throughout the game, but in different "incarnations" only (e.g. one as a chariot, another one as a horseman, yet another one as a knight, and finally one more as a cavalry unit).

As for the number of concurrent GLs: you can only have one at any one moment. If you generate one and immediately use it to rush a wonder or build an army, then you have a chance to generate a new GL right from the very next battle. Naturally, not with the same unit that generated the previous, now used-up one.

 Thanks Kindbud! 

vondrack hit the nail on the head! Those elites each have a GL lurking in them somewhere, so if you can guard each one carefully, your chance of getting more GL's over the course of the game goes up dramatically. Let your veterans (and regulars, if you have many/any) do the hevy lifting, and let the elites who have not yet generated leaders kill the wounded (especially the wounded on open terrain!).

Once a 'leet(?)  has generated a leader, he becomes, in my mind, a prime candidate for upgrading. I often retire these guys to defensive positions and await military techs to upgrade them, or, if at the end of their upgrade path, then keep them around as city stuffers (when you capture and keep an enemy city and just NEED a lot of garrisons), and as mop-up troops (a full health elite swordsman can take down a badly injured (1hp) knight, musketman, cavalry, and sometimes even a badly hurt rifleman!

Another good use for them is to stuff them into armies. Five Hp's, decent (but soon to be dated?) attack....not a bad way to use them at all!

-=Vel=-

__________________

I wasn't asked either, but I'll chime in...

(and you're welcome for the thread; it just occurred to me that a lot of posts assume pretty good knowledge of the early game, and I didn't see it anywhere).

Sooo... you've got a non-upgradeable elite+leader (btw, nomenclature: you'll see that reference, "elite+leader," and also like this "Swordsman*" due to the ID that came with 1.29f). For now, that can only be a Sword-level unit, an MI, or an MA.

I'll focus on Sword units, as this is supposed to be about the early game.

Well, first off, they are totally compromised from my point of view, and I won;t use one alone in battle unless it's a complete emergency.

I'll sometimes use them as garrison, or on a hill or mountain defensively, as the odds for GL generation are so much lower anyway.

But my FAVORITE use (those who know me are laughing now), is to kick off an Army with one. Armies don;t generate GLs anyway, so the loss of the ability doesn't hurt. 

Actually, let me be very specific. 

I try VERY hard to get GLs throughout the game. Having the Heroic Epic increases the chance of generating GLs... so I gotta have. But you can only build it if you've had a victorious Army. So, I will typically try to get my first GL with Sword-level units (higher likelihood of having many elites than with Archers)... when I get that first one, I will use it to make an Army, and then load the Sword*. I'll enter into an easy battle with it (Archer), and voila!!

Now I go about my business, and at some point another Sword-level unit generates another GL!! This one goes to a Wonder of some kind (btw, we need a discussion of early Wonders), and I'm left with another Sword*... who's useless, except in the Army, so in he goes.

Now I've got what in all likelhood is the most powerful unit in the game at that point in time... the AI does NOT go near it. As you can imagine, there are all sorts of strategies and tactics that you can now pull off.

Later, you might want to bolster the defensive strength of the Army...

__________________ 

A discussion of early wonders... ahh, yes. I'm on it:

-Pyramids: usually the first available, industrious civs start with the required tech. Free granary in every city on the continent, and it never expires. Clearly, its value is map dependent. The bigger the map, the better it is. The downside to it is that it requires 400 shields very early in the game and the AI will push pretty hard for it. One can argue (and I would argue) that those 400 shields are better spent on expansion and military buildup. The irony of the pyramids is that they are a growth wonder that may inhibit your growth.

Colossus - the smallest of the "Great" wonders. Funny, considering its name. It provides one extra commerce per tile (so long as the tile already produces at least 1 commerce) in the city in which it's built. Opposite of the Pyramids w/regard to map size, as the bigger the map, the more cities you will have... individual cities are less important. Playing on standard maps, I always take a shot at it. It's only 200 shields and it lasts until flight.

Oracle: doubles the effect of temples. Expires with Theology. 300 shields. In other words, this is a total waste. Do not bother with it, as the effects a) aren't that great; and b) don't last very long.

Great Lighthouse: 1 extra movement point for ships, galleys can traverse "sea" tiles safely (NOT ocean). Expires w/magnetism. 300 shields. More map dependence here. This is extremely useful on archipelago maps. It is next to useless on pangea maps. It's so-so on continenents maps.

Great Library: Provides any technology 2 civs you know have already, until the turn after you discover education.* 400 shields. This is a biggy, but the 1.29 AI does not prioritize it. On levels higher than regent it is a lovely toy, particularly for the peaceful type. It isn't all that great if you're isolated, except in certain situations.** It also provides the most culture pts (6) of the ancient wonders.

Great Wall: Doubles combat effectiveness vs. barbarians, doubles the bonus of city walls (but NOT the city bonus of cities size 7 or greater). 300? shields. This one is even worse than the Oracle. Do not bother.

Hanging Gardens: 3 happy faces in the city in which it's built, 1 happy face in all other cities (on continent?). 400 shields, expires with Steam Power. Good, not great. If I think I can get it without compromising other goals, I sure will build it.

* - This means that if you meet up with civs who are much more advanced, you will get a rush of techs that include education... but go past it, because the GL doesn't actually expire until the next turn.

** - due to the phenomenon described above, having the GL in isolation can still be helpful if you're behind.

-Arrian

__________________ 

Okay - gotta chime in with a minor tweak on the "guard the elite approach." First, I totally agree that elite units need careful husbanding - you almost never want them to fight unless you're pretty darn certain that they'll win - die rolls to generate a Great Leader happen infrequently enough, one should not be taking action to both (i) minimize the chance of the die roll occuring (by dying), and (ii) losing that specific unit's ability to trigger a future die roll (again, by dying).

All that being said, I will still throw elites into less than optimal battles in certain specific situations. A good example is when fighting a war with horsemen. Let's say I have a half-dozen GL-capable elite horsemen available, and I happen to know that my enemy is currently researching Feudalism or has already researched Feudalism but not yet upgraded all his spearmen -- fortified Pikemen are just around the corner, at which point my horsemen will be severely outmatched. While I might often preserve several elite horsemen for the occasional attack against an archer, longbowman, or a more powerful but severely wounded unit (and I have kept elite horsemen fighting alongside my tanks before ), I will also often send those horsies against spearmen guarding towns, resources, etc. Although the odds of winning aren't great, I do want to at least have a chance of rolling the die rather then (i) losing that chance by (eventually) upgrading that elite horsie into a veteran knight, or (ii) deferring that chance for a long time, all the while paying 1-gold-per-turn maintanence on an obsolete unit whose very presence serves only one limited (but powerful) objective - GL generation. 

I am much more likely to do this with horsies than with swords, simply because the horsies will often retreat and live to fight another day or grow into knights, rather than dying as a one-move elite will do when the breaks go against you. I am also much more likely to do this when the present value of an immediate GL is significantly greater than present value of a future GL - for example, when I have expanded and conquered much land, and really, really need to get a Forbidden Palace up and running as soon as possible. 

One technique I try w/regard to leader generation is gathering a stack of elite units... and taking on a city with nothing but elites. This clearly goes against the "only use your elites against beat-up AI units on open ground" school of thought, but to be fair I usually only do this in the mid-game, with Riders vs. Spearmen, where they really should win every time. 

The reason I do it? A totally undocumented hunch. I figure there is a Randon Number Seed out there with "GL" written on it. If every attack I make is with an elite, my changes of hitting that RNS with an elite unit victory are pretty good. My experience tells me this works. But I sure can't prove it.

-Arrian

I think Great Library is a superb wonder, because having it allows you to set the tax rate at max, fight wars to generate Great Leaders, and use those Great Leaders for Wonders that become available through it.

quote:

Originally posted by Catt 

also note in your little black book that the account will need to be settled some day ).

Catt  

I've got a file on my computer which lists civs and my griefs against them. Next to it is the number of times I have destroyed them. As I destroy them, I remove the griefs from the colomn 

*On standard maps, the super super super early archer rush is unstoppable. Hit 'em while they are still growing. Any militaristic civ is good for this (start with warrior code)

*On a large map, archer rush is still a factor, but not as useful or effective as a later Horsemen rush. Also, since archers are not upgradable past longbowmen, they can be seen as wasted resources, while horsemen go all of the way to Cavalry.

*Wonders: I always try to get the Colossus. Its cheap, and its effects last till the end of the Industrial. At higher difficulty levels, the extra commerce will mean more money which means you can buy techs faster.

*City Improvements: Temples, Marketplaces, barracks are all musts. Libraries in some of your border cities to keep the culture up. I usually have a low priority for them because I don't do much research. I will usually build them early-middle middle ages, and libraries at the end of the middle ages. Colloseums are good, so are cathedrals, but putting the luxery slider to 20 or 30% is what I prefer to do.

quote:

Originally posted by Arrian 

A discussion of early wonders... ahh, yes. I'm on it:

Great Lighthouse: 1 extra movement point for ships, galleys can traverse "sea" tiles safely (NOT ocean). Expires w/magnetism. 300 shields. More map dependence here. This is extremely useful on archipelago maps. It is next to useless on pangea maps. It's so-so on continenents maps.

Let me comment on the very last sentence of yours, Arrian. 

There is a pretty common situation on continental maps, which the Great Lighthouse may help one tremendously in. At least, it helped me many times (Regent/Standard/Continents is what I've played most so far).

If I am behind in the tech race (happens often to me in the ancient times...), I will do my best to build this wonder. Discovering the other continent(s) usually nets in several techs and nice extra cash for me - some gained in exchange for communications/maps, some by trading techs known on one continent and not the other - allowing me to catch up (usually never falling back again). I have done this so many times that I consider the strategy pretty useful and worth mentioning (more useful for builder types than warmongers, of course.... I know you are going to beat the techs out of the poor AIs on your continent... ).

The prerequisite for this scenario is, of course, playing a map with two to three large continents with roughly the same number of civs... Unbalanced continents tend to yield less in terms of what I have just written.

Thanks vondrack, you inspired me to explain something...

The new visitor to Apolyton will see the mention of 'killer AI civs' and have one of a couple reactions:

1. Are they crazy?! That's the last thing I need!!

2. Should I turn off my computer after playing?

3. Fascinating, Captain.

4. Cool, that's what I want as soon as I'm good enough.

vondrack mentions 'unbalanced continents'... in a way, as you get better, you'll start to appreciate what that means: one or more of the AI civs there took off, while the others stagnated. You don;t see it all that often, but when it happens, that's usually a killer AI civ.

Don;t worry... they're killers to the other AI civs, and a human player can learn to handle them. When you're ready, they're the most exciting thing in SP.

quote:

Originally posted by Velociryx 

* Guard your elites! Let them take down the wounded, never let them lead an attack!

This is very true in game terms, yet it makes absolutely no sense when taken out of context!

In just about every military around the globe, elite units are the hardest, toughest, best equipped and most capable units in the force. They're exactly the ones you choose for the tough assignments and they're exactly the ones up front leading the regulars into combat (hence the motto "Rangers Lead the Way").

I just think it's hilarious that in CivIII, elite units are to be coddled and protected like little children, and only allowed to beat up on units weaker than they are. I imagine the conversation going along these lines:

Cleopatra: My Caesar, those are some impressive looking troops there.

Caesar: Ah, yes! The Praetorian Guard, my finest soldiers. They’ve received the most training and newest equipment, and are the very best of the Roman Army.

Cleopatra: Ooooh! I’ll bet they’re very powerful opponents on the field of battle.

Caesar: *shrugs* I guess. They haven’t seen a really tough battle since they fought off that barbarian incursion a few centuries ago. Uh, frankly, for the last 250 years, their main task has been to finish off the wounded and dying after the regulars have attacked. Brutus over there is particularly adept at killing off the weak and infirm; we all have high hopes he’ll become a Great Leader someday….

quote:

Originally posted by Barchan 

This is very true in game terms, yet it makes absolutely no sense when taken out of context!

At the battle of Waterloo, the elite French Old Guard was saved for the final blow against the British. It did not succeed. Bad randomizer result. Napoleon is reputed to have uttered, "Stupid randomizer! D*** you Firaxis. Not fair, not fair." The Old Guard had to form a square around Napoleon to escort the defeated Emperor from the battlefield.

quote:

Originally posted by Barchan 

Caesar: Ah, yes! The Praetorian Guard, my finest soldiers. They’ve received the most training and newest equipment, and are the very best of the Roman Army.

True, and yet the Praetorian Guard were not normally used in battle. They were personal body guards for the Emperor.

Research Direction

Depending on your civ, you have a unique starting tech set. One way to keep up on tech early, possibly on the way to some Knight wars, is to use that unique start to research in an "undesirable" direction that the AI won't take, putting your slider on "one science." 

The idea is that you will buy early techs, possibly including wheel, warrior code, and iron, with the gold that accumulates and trade unique techs that you are researching as they are discovered across a number of neighboring civs for a bundle of earlier techs. Make sure you explore and meet all possible civs to fully leverage this approach. This often really works well, particularly on small maps with fewer AI civs. On larger maps, they might beat you to your target techs, and then you are screwed.

Use of the luxury slider?  

I'm interested in hearing how some of you use the luxury slider in the early years. I never do - I set my tax rate to 100%, make 1 scientist to get the 40 turn techs, and try to buy my way out of the inevitable tech hole in emporer. Some of you have mentioned using the luxury slider. Can you give some more detail on the considerations in using it?

GI Josh,

There are a couple of times I will use the luxury slider:

1) Early expansion/exploration. I may not station any troops in my capitol, so there is no military police effect. In order to prevent revolt, I will use luxuries.

2) Large cities are productive cities. When wonderbuilding I want every available citizen producing shields. Entertainers need not apply.

A lot of times, 10% luxuries will not effect the small cities anyway, because they just don't bring in enough commerce. It only matters where it helps: your size 9 capitol that is working on the Pyramids. So you don't actually lose much money or beakers.

-Arrian

I'd rather find 2-3 luxuries anyway.

Edit: Let me explain that a bit, in the context of this thread, the early game up throuh the first wars.

One of the first bad habits that has to be overcome, whether from Civ2 or just "common sense," is regarding the placement of early cities. 

There is a tendency to want each city site to be the best all around, for the long term. Well, the long term doesn't matter if you don't do really well early on (the whole point of this thread).

So for your earliest cities, you want good food and good production from a limited number of tiles... at least 1 really good tile, and prefereably 3-5.

That's fine at the city level, but now let's look at what one city can do for your empire. Connecting one luxury or resource (in your territory) brings the benefit to ALL of your connected cities. So by getting 1-2 luxuries connected EARLY, you are spreading happiness across your empire very efficiently.

In breaking away from a nice steady REX, this is more important to me than anything, other than maybe key chokepoints.

In a deity game I'm playing, this allowed me to beeline for Iron Working, and grow to 8 cities with a formidable military force before I built one temple.

__________________ 

Good points re: luxuries. Clearly they are very valueable, and the faster you get 'em hooked up, the better.

As for city spacing... well, you know how I am about that  I've adapted a little bit, but I still tend to have minimal overlap. Religious civs are the most forgiving in this regard, because early temples are quick builds, which will allow "perfectionist" spaced cities to use their full radius. What I mean by that is if you want to be able to use a particular tile, say a cow, but the optimal city site is for whatever reason 2 tiles over, a non-religious civ has a real dilemna: build the city in a suboptimal spot to use the cow tile, or build it in the optimal spot and use less juicy terrain until you expand your borders. The religious civ can just plunk down the city in the optimal spot and rely on the 30 shield temple to get to the cow.

-Arrian

quote:

Originally posted by Barchan 

Cleopatra: My Caesar, those are some impressive looking troops there.

Caesar: Ah, yes! The Praetorian Guard, my finest soldiers. They’ve received the most training and newest equipment, and are the very best of the Roman Army.

Cleopatra: Ooooh! I’ll bet they’re very powerful opponents on the field of battle.

Caesar: *shrugs* I guess. They haven’t seen a really tough battle since they fought off that barbarian incursion a few centuries ago. Uh, frankly, for the last 250 years, their main task has been to finish off the wounded and dying after the regulars have attacked. Brutus over there is particularly adept at killing off the weak and infirm; we all have high hopes he’ll become a Great Leader someday…. 

Timing is everything  

One of the biggest mistakes I made when I ffirst started was to quickly get my units up next to the unit I wanted to attack even if I couldn't attack on this turn. I learned the hard way that the victory most often goes to the attacker. Time your units arrival so that your have the momentum. If there is a sword and an longbow, either one can win if they are the attacker, but will most likely lose if they are the defender. Know what the other guys movement is and make him come to you so that you get to attack and not the other way around. If possible stop on terrian that is favorable to you, even if you don't use all of your movement points.

If the AI comes at you with a stack of four archers and you are in a city with two horses and a spear, it better for you if your horses attack the archers before they atack you. You will at least damage some of the units, which the AI will attempt to withdraw. Your city will then see less attackers and therefore stand a better chance of defending. You can then pick those damaged units off, when it is safe. Be smart about picking those units off though. Using a fully healed horseman to pick off a one hitpoint archer, but then leaving him to be attacked by a longbow may not be a good move.

Along the same line, if at all possible, send one or two defneders along with your attack force. Nothing will take the sail out of your bold attack against your neighbor than to watch 2-3 archers pop out of nowhere and pick off half of your troops. One of my favorite units for this in the early game is the swordsman. I don't build many of them, but instead upgrade those 4-5 warriors I built when they where the only game on town. They not only give you the attack of 3 but a nice defnese of 2, which can be used to safeguard those early horsemen and archers.

Swordsmen also make great early death traps. Park them on a mountain near the AI and he will spend a lot of shields trying to get them off. When the time is right they can come down off ofthe moutain and help in the attack. They may not have a long shelf life, but what else are you going to do with all of those 1.1.1 warriors. And, you can still disband them in the city of your choice to hurry along a needed improvement once pikes start showing up in mass.

quote:

Originally posted by Barchan 

This is very true in game terms, yet it makes absolutely no sense when taken out of context!

In just about every military around the globe, elite units are the hardest, toughest, best equipped and most capable units in the force. They're exactly the ones you choose for the tough assignments and they're exactly the ones up front leading the regulars into combat (hence the motto "Rangers Lead the Way").

I just think it's hilarious that in CivIII, elite units are to be coddled and protected like little children, and only allowed to beat up on units weaker than they are. I imagine the conversation going along these lines:

Cleopatra: My Caesar, those are some impressive looking troops there.

Caesar: Ah, yes! The Praetorian Guard, my finest soldiers. They’ve received the most training and newest equipment, and are the very best of the Roman Army.

Cleopatra: Ooooh! I’ll bet they’re very powerful opponents on the field of battle.

Caesar: *shrugs* I guess. They haven’t seen a really tough battle since they fought off that barbarian incursion a few centuries ago. Uh, frankly, for the last 250 years, their main task has been to finish off the wounded and dying after the regulars have attacked. Brutus over there is particularly adept at killing off the weak and infirm; we all have high hopes he’ll become a Great Leader someday…. 

In fact, this IS EXACTLY HOW THE ROMAN FORMATIONS WERE BUILt! They had the most inexperienced units attack first, then the second rows were more experienced units. The elites only had to fight when the battle was going badly.

Congratulations to Theseus for starting an excellent thread.

But I'm confused.

In the first entry, Theseus says "Mine, mine, mine".

In the second entry, Velociryx says "Road, road, road".

This topic is speaking of the very early game and at that point one has a limited number of workers, so my question is: which is it? 

Or is this an example of Civ's supreme flexibility in permitting a wide variety of playing styles?

__________________

It's both, really. Mines and roads. If my city is already using the tile, or will be using it in a turn or two, I will mine first, then road. Once I've developed a few tiles, it's time to road toward the next city.

-Arrian

__________________

quote:

Originally posted by MyOlde 

Congratulations to Theseus for starting an excellent thread.

But I'm confused.

In the first entry, Theseus says "Mine, mine, mine".

In the second entry, Velociryx says "Road, road, road".

This topic is speaking of the very early game and at that point one has a limited number of workers, so my question is: which is it? 

Or is this an example of Civ's supreme flexibility in permitting a wide variety of playing styles? 

mine would be better, because 1 production more is much more important than 1 more trade.

but i've had bad experience with barbarians. if you're mining, i send my workers back into the city (except if there enough defenders (usually not)). if there's a road there, i can just go back without the loss of a move...

Since reading a post by Dr Fell awhile ago, I've attempted to minimize travel time lost by workers and settlers. These little efficiencies are the stuff that accumulate to material leads. So, the answer is, IMO, if your worker is on a tile that is going to get a mine and a road, do both tasks while he's there.

On the "limited number of workers," comment, you will benefit if you get in the habit of having enough workers in the early expansion to stay ahead of settlers and population increases, even if it costs you a couple of military units. The workers job is to keep everyone moving at top speed and fully employed at max productivity. If you have enough workers to do that, life proceeds smoothly. (Lots of the writers on this thread are so warlike that they only use slaves for workers beyond the first couple, They may regard this idea as overstated. I don't think it is, though.)

I'd say....it depends on the worker and your current needs.

I generally assign some workers to working land tiles around cities, and other workers to road building to future city sites.

The workers doing city improvements will do the mine first, road second.

Road Crews will do nothing but roads, with an eye toward getting my new settlers where they need to be, and making that military road network!

-=Vel=-

Specialization of tasks, huh Vel? That's organization. 

Me, I just sorta use my workers on whatever nearby task I think needs doing. Some workers do end up as road crews, but often stop for a bit to mine and then continue. I will say this: the choice between worker tasks is much easier when you are playing an industrious civ. That's one of the virtues of being industrious, as a matter of fact.

-Arrian

I set roads at higher priority than mines. Roads not only give your commerce, but also reduce corruption in connected cities and increase your units mobility.

I use workers somewhere in between Arrian and Vel... I definitely separate the functions in how I assign work, but the workers themselves are interchangeable.

New topic: AI civs to watch out for in the early game.

Credit goes to Arrian for an invaluable concept, the STCOMOM (did I get that right?).

That's the Scares-The-Crap-Outa-Me-O-Meter.

This is something the new player needs to adopt.

Here are the ones that jump to mind:

Persia, Rome, Iroquois, and Germany. Those are the worst, but the Aztecs, Zulu, and Russians bear watching.

Mostly it's cause of their UUs, and for Germany it's starting with Archers and just being the bastard Bizzy-marcky.

Later stage threats, and please take them seriously, are Japan, China, and France.

The appropriate strategy if you are a neighbor of any of these, is to cut them off at the knees before they can exert their respective power... that means resource denial, trimming, or destruction.

__________________

Ah, the STCOMOM.

Like all things in Civ, this partially depends on how you intend to play. I have become a raging warmonger, so my list will be different than the builder. For instance, I would fear Germany and Rome more as a builder than as a warmonger. As a warmonger, I'm looking at THEM as targets (preferably before Rome can get more than a couple of legions built).

My STCOMOM, militarists first:

Aztecs: 7/10. Serious pain in the ass if they pick a fight early, but the AI ain't Vel. If run by Vel, this would be a 12/10.

Zulu: 8/10. I love horsemen. I use them a lot. Impi are death to horsemen. I like finding these fellas later... say around the time I have chivalry. Happily, the Zulu have atrocious civ traits, so they almost never amount to much when played by the AI (which ain't no Aeson).

Rome: 7/10. I'm assuming they have iron here. W/O iron, they drop to about 2/10. Still, hit 'em early enough and it doesn't really matter. Cut their iron and deal with the archers.

Germany: 5/10. Can be a pain if they hit you early enough to actually retard your early expansion. After that, I don't fear them, since I am preparing to kill them. If they survive me and the other AI's long enough to get Panzers, ice cream salesmen are having a banner day in hell.

Japan: 5/10. Same as Germany, though I actually prefer them because religious civs tend to have some culture in their small cities, meaning I get to keep them instead of auto-razing them. They are, however, another beast entirely in the middle ages. Kill them before they get Samurai.

China: 6/10. Similar to Japan in that their UU doesn't come until Chivalry. Strong expansion, fueled by Industriousness, but low culture.

Iroquois: 7/10 (yeah, I know, I said 9/10 earlier, but hear me out). The Mounted Warrior is an incredibly powerful UU. In the hands of the human, that is. I have only occasionally seen the AI do well as the Iroquois, and that (as is often the case) has to do with a nice starting spot and a well-timed war with their neighbors. If they start near me, they are TOAST. W/O a horse resource, they drop to 1/10.

Greece: 8/10. I hate these guys. My gameplan is offensive (heh) and they have an uber-defender. I want nothing to do with them in the ancient era. Getting into a tussle with them means a GA for them, which can really hurt you. Opposite of Japan and China, though - the later in the game you deal with them, the better.

Persia: 6/10. Immortals hurt. Iron, however, is no guarantee, and can be cut. Still, preventing a GA for them is hard, and if you have the misfortune of dealing with a multiple-iron Persia, you have entered the proverbial pain cave (aka the cocoon of horror)*. 

Egypt: 4/10. Can be a pain, due to cheap horsemen that provide a GA, but I will either cripple them early with archers or wait until I have my usual horseman horde ready to go. The horsie horde can take them down so fast that a GA won't really matter.

Babylon: 5/10. PitA if they attack you early, and Hammy is kinda agressive. I will pay them off rather than fight until I have my horse horde ready to go. After that I'm not too worried about them. Later in the game, culture can be a factor.

Russia: 4/10. Like hammy, they can be agressive. This is only annoying if they catch you unprepared. Late UU which can make them a serious annoyance if the game is still close.

America, France, England, India: 1/10. This jumps a little bit for France and India during the age of their UU. But seriously, how can a pacifist and a girl in pink scare the crap outta you?

-Arrian

* - this is a relatively obscure reference, so I'll explain. There was once a silly fat white guy who wanted to fight Mike Tyson. He claimed he was gonna put Mike in "his own personal pain cave." The silly man lasted less than 30 seconds.

quote:

Originally posted by Arrian 

Aztecs: 7/10. Serious pain in the ass if they pick a fight early, but the AI ain't Vel. If run by Vel, this would be a 12/10.

If the AI would be either Vel or Aeson, I'd still be trying chieftain, wondering how the heck I'm supposed to build my second city somewhere 

I agree mostly with your list, but as someone who is more of a builder (well, relative to you anyway), I would give Zulu a 4/10 (They never build up any culture, and are easily culture flipped), and the French a 4/10 (She may be dressed in pink, but that pink is in many cases a camouflaged factory or marketplace)

Last builder tweaks: the Greek can be a pain in the ass, if you attack them. If you're on the defending side of things, it's usually okay. Plus, most of the times, they will start a fight with the Romans anyway. But, I find them one of the civs that will always be at the front of the research, which as a builder can be a problem too. Early on, I would give them a 5/10. 

The Persians, however, are the greatest problem when you encounter these in the ancient ages. Aggresive, supreme UU, fast in tech, somehow always in the neighborhood of iron, they simply reek. Each builder game I played close to the Persians I lost a few cities to them, before I was able to regroup. If you are close to them, hit them early, hit them bad, or at least make sure you have plenty of defenders in all your cities. I'd give them a 9/10 in the early years. And that's just because in certain games they deserve the full 10, on average they are bad, but it can be worse.

DeepOI recently played a game on regent, tiny map, 2 AI civs. I won by conquest fairly close to the year 0 just by building military units and hammering the AI. I built some barracks and then used my GL's to build armies.

__________________Thanks for the contributions on STCOMOM AI civs, but I think the discussion so far has been a little weighted toward the thinking of an experienced to very experienced player.

Would anyone like to point out which ones the newer player should specfically watch out for?

__________________

On the easiest levels? I would say the Greek, Romans and Persians. Greek because of its early defense, Romans and Persians because they will come after you. And probably the Iroquis as well, however I never had much problems with them when I started. The Romans were my Nemesis in more then one case.

Aztec: yes, very early on. After that they're just a nuisance for new players. And Germans perhaps, but this depends on the situation. As you can see, I think new players have most trouble with the aggresive civs. At least that's how I experienced it at the time.

DeepO

 For a newbie, I would recommend the following:

1. Don't ever pick a fight with Romans in Ancient Age. There is really nothing you can do stop their Legionaries marching over your cities, and more often than not, AI Romans will end up with multiple Iron sources. Only if you play Persians, you can use your Immortals to fight back.

2. Don't attack Greeks in the Ancient Age. Hoplites will take a major toll on any attacking force except the Immortals.

3. Egyptians, Americans, and Iroquois can expand very fast. They tend to fill every piece of land with their underdeveloped and worthless cities. However, if you allow those cities to grow, they will become quite dangerous. So the trick here is to attack these civs early.

4. The AI doesn't play the Chinese correctly. This happens because the traits for the Chinese changed just shortly before the game was released. Even the manual still says that Chinese should Scientific and Industrious. That means that AI Chinese are actually more peaceful than their traits seem to indicate.

5. Germans are the most aggressive AI civ in my experience. They usually expand very fast, and are always annoyed in initial contacts. Don't fight them if they have Panzers and you don't have MAs.

6. Russians are filthy backstabbers. If this Civ perceives you as weak, it will sneak attack, even as early as 3000BC.

There ya go... great assesments. Couldn't agree more about Cathy, that skank.

Originally posted by Lord Merciless 

6. Russians are filthy backstabbers. If this Civ perceives you as weak, it will sneak attack, even as early as 3000BC.

True... but so will the Germans, English, Zulu and a few others when you are too weak. I think it has been said here before, but let me repeat it: Always build up a military force, even if you are not going to attack someone, or if you think nobody is going to attack you!

Hmmm, good point Theseus, about this being for newbies...

Generally, getting into a fight with any civ that has an ancient UU is problematic. 

The hyper-agressive civs are Germany, Rome and Zululand. Germany has sneak-attacked me in 3000bc with a lone warrior several times (they always seem to win, too). Rome has the dreaded legionaries, which are REALLY hard to kill. Zululand's impis are death to horsemen, so use swords against them if you can. The Aztecs have those pesky Jags, but aren't as big a threat as Rome or even Zululand. Any militarist (except China) should be watched carefully, and several non-militarists are dangerous as well (Russia, Babylon and America spring to mind).

I would suggest that a newbie should open the editor and have a look at the aggressiveness rating (or maybe we could just post the list here... Alexman's thread on the AI build orders has the agg rating in it). That will tell you a lot.

One thing to learn early on is whether or not you should cave in to a demand. If the civ in question can hurt you, then answer is yes. Hurting you doesn't necessarily mean taking your cities. They can hamper your growth, force you into building units when you want to be doing other things, or pulling in allies against you. 

If you do find yourself in a war, particularly one against a civ with an ancient UU or just a nice starting area, I strongly suggest you pull in allies. If you don't, the enemy will! Allies will split the enemies' forces, giving you time to fight back and maybe grab some of their cities. Plus, the allies will switch over to war production, which will hamper their growth and development. Of course, you always run the risk of creating a monster. But it's best to take that risk, rather than allowing the AI to team up against you. Getting two strong AI's to fight it out may allow you to rise to the top. For real fun, get the Greeks and Romans to go at it. 

A couple of basic things:

If you start next to Rome, Germany, there is a very good chance they will attack you. Prepare for that... or better yet, take them out first.

If you start next to Zululand or Greece (defensive powers), make it a priority to build road connections to them so you can trade luxuries. Those trades, or even a one-time gift, will do wonders for your relations (this works with all civs, actually). Cave to demands from these guys.

The Aztecs are to be avoided until you have units that can fairly reliably take out Jags. Swords & Horsies. After you have those, they aren't as big a threat. If you get a very early demand, cave. Later... maybe not.

If you do sign alliances, I suggest you keep them. DO NOT sign a peace treaty with the enemy before cancelling the alliance(s) first. Understand that signing alliances means 20 turns of war. Thus, it is best to sign all the alliances you mean to sign on the same turn. Then you can get out of them in one shot, and make peace.

-Arrian

__________________ 

Arrian,

Cancel the allienaces first...

That is one detail I missed. I was in a spot last night where I was at War with Rome and managed to snag a few cities and made a mess of their luxuries with bombardment. I had bribed 3 out of the 4 remaining civ's to declare war on Rome, and the Romans called up the Aztecs. (They had refused my offers previously)

It took Rome until about 25 turns into the campaign to get the Aztecs on side, but when they hit, I was just starting to suffer from War Weariness, despite some spiffy improvements and Univeral Sufferage. I easily concluded a Peace Treaty with Rome who had donated 3 cities to the Empire, but by the time I was able to bloody the Aztec's noses enough to get them to the table, I was having riots in almost all of the cities, many of which destroyed Temples and Marketplaces... (ungrateful wretches: I didn't pick the fight)

After I got the populace back to it's normal contented state, everyone was at Furious state with me. Ducking out of the fight without canceling the treaty was the cause. It will be a while before I can get some decent trades again. At one point the Romans were coughing up 200 gpt for an older improvment and I think they were getting the money from selling to everyone else. I tried to cut the middleman out, but usually they had nothing to trade. Not a floren between the lot. Tsk, tsk.

But I digress. Preserving one's reputation is critical if you are trying to out build the combined might of the rest of the world. How else can you get someone to open a second front for you ?

Alliances are very powerful in the ancient age. Your civ is often still a despotic government, possibly monarchy or republic, so war weariness is rarely a problem. Because of the slow unit movements (limited road network, no RRs, fewer 2-move units) the length of the alliance (20 turns) flies by very rapidly. Allying with the enemy's neighbors radically alters the nature of the fight since you quite possibly open up multiple fronts, and in any event bring more allied troops to the dance. And as Arrian points out, you also serve to direct your "ally" and future opponent into a wartime economy -- he spends a fair amout of his productive power producing units instead of power-enhancing improvements. To top it off, you build a better relationship with your new allies. There is rarely a downside to alliances, and in the vast majority of cases you can hold out against a superior foe for 20 turns, end the alliance honorably, and then make peace. As if more impetus to ally were needed - be forewarned - if you don't seek alliances, your enemy will -- better to bring that neighbor on your second front into the war right away on the side of the "good guys."

Remember, alliances require embassies. Spend your gold to establish embassies as soon as reasonably feasible.

A military alliance not only takes the pressure of your civ, but also weakens the other civ and greatly reduces the possibility of your enemy getting much needed resources. In my last Roman games, which I described in details at http://apolyton.net/forums/showthre...&threadid=58375, I used military alliances extensively. In earlier part of the game, I had allied with Greeks against the Americans, then against Aztecs and the Egyptians. The Greeks had destroyed many Aztec and Egyptian units, but also spent much energy building up their military and thus slowing down their own development. The alliance with the Greeks also removed the threat of a possible 2 front war for me.

I was very careful in pursuing the campagn until the alliance expired. The good reputation actually allowed me later to make more alliances vs the Persians, Germans, Indians, Russians, and French. A ROP with France in the late Industrial Age gave me prime access route to attack the Russians. Even by the end of the game, after I destroyed the French in a single turn, I was still able to get ROPs with both Japan and China.

Other tricks to get AI Civs to align with you is to showering them occasionally with luxuries and techs. In Ancient Age, even a gift of 10 gp can improve their attitude by a lot.

Lord Merciless,

We seem to have agreement on the importance of alliances for ourselves. Now we need to figure out what it would take to break the enemies' alliances.

Even Sun Tzu said it was best to attack their plans, then their alliances, then the generals and last of all the troops. I think tonight if I have the time, I'm going to reload just to see if I could bribe those pesky Aztecs to join against the Romans instead of with them. Even more fun would be to see if you can do it while you are still at war with someone, to strip them of their allie(s).

It seems to me that it may be a little difficult depending on circumstances... what would be nice would be to use a spy as an agent provocatuer and have the blame go else where, a la SMAC.

You could have them tearing each other to shreds almost as soon as you can build your emabassies. Mind you, I shudder to think of what the AI could do with that kind of power... given their trading bonuses.

That would make it almost as good as a really vicious, cut-throat game of Diplomacy.

If you want to start a war, but also want to avoid reputation hit, you can tell an annoyed AI Civ to get off your territory. Very often, they would declare war on you. 

Or you can trying to plant spies after getting the Espionage tech, an annoyed AI will very often declare war if your spy is caught. If not, a successfully planted spy can give you many useful intelligence informations.

As to breaking up enemy alliances, the first thing you need to do is to show military prowess. Concentrate on the most dangerous enemy initially and remain on the defensive against the other. After a few turns and some success on your side, you can quite easily bribe the other one in joining you.

Gen. Dragolen, if you check out the link I gave in my previous post. It shows a fine example on how you can manage to have AIs tearing at each other's throat. And look especially at what happens in the Powergraph.

quote:

Originally posted by Lord Merciless 

If you want to start a war, but also want to avoid reputation hit, you can tell an annoyed AI Civ to get off your territory. Very often, they would declare war on you. 

mostly, they'll only declare war, if they think they have a better army than you do. if you're stronger, the AI will remove it's units... just to move them back in the next turn  

quote:

Or you can trying to plant spies after getting the Espionage tech, an annoyed AI will very often declare war if your spy is caught. If not, a successfully planted spy can give you many useful intelligence informations.

nope... if your spy gets caught it's an international incident and people get to hate YOU.

quote:

As to breaking up enemy alliances, the first thing you need to do is to show military prowess. Concentrate on the most dangerous enemy initially and remain on the defensive against the other. After a few turns and some success on your side, you can quite easily bribe the other one in joining you.

yep, and the if noticed correctly, the AI mainly calculates the offensive value, not the defensive one. so take out all the swordsmen, archers and whoresmen () and the get the ally. i've experimented - it really does seem to get the AI 'cheaper' to ally up against the other AI

Originally posted by sabrewolf 

mostly, they'll only declare war, if they think they have a better army than you do. if you're stronger, the AI will remove it's units... just to move them back in the next turn  

Well, that's not the impression I get. In one instance, I had 2 dozen Horsemen and close to 40 Legionaries, while the Aztecs had like a dozen Archers and some Spearmen. I told them to get lost and they declared war. In another instance, I had 215 MAs, 30 Tanks, and 180 Infantries, while the French had barely 140 Infantries. I told the French to fvck off and they declared war on me. I doubt that AI can evaluate your strength correctly.

wierd... both suicidal decisions of the AI. 1 MA can take down 2-3 infantry, then 1 turn to recover if you have MPs left, shift 'em to a barracked city... strange that it doesn't evaluate i properly (allthough this should have been fixed in 1.29f ?!?)

i've only once played a huge map and gave up after the medieval age (couldn't afford using 20 mins/turn).. maybe that makes the units-strength-evaluation different (you can't move new units up to the front so fast, so geographical allocation of the units might be part of the decision... i guess only soren@firaxis can answer this 

__________________

Lord Merciless,

I have been following that threat with great interest. 

I will be making a play tonight to bring down the Aztecs and then the Zulus through use of alliances with the only other super power, the Chinese. If the remaining Romans and Iroquios haven't finished each other off, I just may get them into it too.

It's a good thing we don't work for our governements, the way we change allies and warmonger.

What to research first?  

Typically, almost no matter what civ I play, I make sure to get Bronze Working, The Wheel, and Iron Working out of the way, ASAP.

Sometimes though, applyin' the ole grey matter is better than just plowing on ahead.

I started a game as France, with cultural linking on.

My start position had a goody hut next to it... when you build a city next to one, it automatically "opens" it, with no chance of it being a barb.

So, lucky me, some damn tribe has taught me Ceremonial Burial!!

Ah, but hang on a minute...

France starts with Alphabet and Masonry.

England starts with Alphabet and Pottery.

Russia starts with Pottery and Bronze Working.

Germany starts with Warrior Code and Bronze Working.

So I know I'll be able to get Pottery and Bronze Working pretty easily... and Warrior Code should be doable too.

I could go for The Wheel, but so can everybody else.

The best thing to go for in this situation is a tech that NO ONE else can research... this will put you in the driver's seat.

In this case, Mysticism or Mathematics... I think Mathematics will be valued higher by the AI civs. 

Gaining a tech lead, in any given BRANCH, is great for the early game.

__________________ 

At some point, you may see reference to the 1337 game.

I've been looking at it again, and have one thing to say:

DO NOT let Greek towns hit 7 pop!!

In the early era, think about what your opponents might become if left unchecked...

__________________Theseus,

Early tech research:

Like you, I like to get BW, IW and the Wheel out of the way. If not religious, I will detour for CB. As Egypt, I've tried the Monarchy beeline, with mixed results... very successful last game, since a late ancient era GA as a Monarchy with a perfectly placed FP is pretty powerful.

When I used to play a "builder" style, though, I did it differently: I beelined straight for literature. I like using Egypt for this, because they start with masonry & CB, which means you can build your temples and start on the pyramids when you wish, which is simply a prebuild for the GL. Tech rate can be low, as all you need is to get to literature before somebody finishes the pyramids (or gets to literature before you). Then, you catch up in tech while pushing hard for the HG (I assume the Colossus... unless an AI has a coastal capitol, you can nab that pretty easily) for your GA. 

-Arrian

__________________ 

Wait don't stop you missed 3 questions!  

Reread this long, long thread and still have 2 questions:

1. Military alliances

Ok so you declare war. Is there a reputation hit if you don't attack? If so, what is the minimum needed to not take a hit. Bombard one tile, take out one unit, what?

2. Vel's specialist cities

settler farms from high pop growth cities.

worker farms from medium growth cities,

whatever from other cities.

How do we differentiate high pop growth, from medium pop growth from low growth cities? Is it just the number of turns to growth, or the number of turns in relationship to city size.? What is the magic formula?

3. Ideal ratio of workers to cities in ancient era?

It seems like I always need 2 workers for military road building and then about 1/city;but a rough guide would be to have near end of ancient era about 1 worker/city.

Does this sound like the right ratio? Or have I been playing with too many or too few workers?

Thanks

Planetfall,

1) Not that I'm aware of. You don't actually have to fight. It's making peace with the enemy when the alliance is still active that kills your rep.

2) Hmm. I don't really use "specialist cities" per se. I think part of it is that on a standard map, in the early going, you just don't have that many cities. Your high growth cities are your high production cities. They tend to do all of the work, as you slowly get the periphery up to speed. I would say a high growth city is one with 2 food specials (wheat/cows). The key is for the city to be able to build a settler and then bounce back to at least size 3 before it completes the next one. 

3) Obviously this depends on whether or not you are industrious. As an industrious civ, I typically build 1 worker in each new city I build early on. If not industrious, I will need more. I will also buy as many workers as I can from the AI. By the late ancient age I will also have a fistful of slaves.

-Arrian

Arrian,

Thanks, forgot ratio of native workers depends on civ playing. I've only played Rome and Germany. Granted once slaves are available, I generally keep my native down to 5-10 units, or less, depending on slave ability. It is so funny to have 0 native workers and see the city manager always trying to create a new worker.

In an earlier post you were tired and started to make some distinction between ultra-early GL and early GL. I didn't understand why the attempted distinction? Were you trying to decide if utilization of GL would be different if first GL appears at

1. before 1200bc

2. 1200bc - 10ad

3. after 10ad

I haven't seen any value in different uses for GL yet. Mine are always used for: A, [the first], army, and then B [subsequent], quickly obtainable GW.

Strange programming for alliances. I only noticed this in last game where had a military alliance vs Russia who was a long way away. Over 1/2 of my required war years had past before I could get any unit within striking distance. So I started to wonder.

Thus, if you are far away from a foreign civ, and are not a Republic or Demo, there does not seem any disadvange in making alliances and being drug into a distant war. Advantage is WW may force them out of Rep/Demo to lower

government. Let's see which is better my Monarchy vs AI communism. Hey guys who needs a MPP vs AI?

BTW, that was a great idea, no military units in capital in early game. I want to check out how your idea of using luxuries works. A few more frontline/second line troops is never a bad idea.

What I meant by an "ultra" early GL is a GL generated before you have enough cities to have the option of building a FP. If you use the GL then, you will either build an army or one of the very early wonders (Pyramids, Oracle, Colossus - though I think using it on either or the second two is a waste of a leader).

I generated one such GL in my recent Egyptian game (I discussed it in the Palace/FP thread in the strategy forum). I couldn't build the FP yet, but I did have a perfect spot for it (captured London). So I held it and rushed the FP in 690BC. It was more than worth it.

Since you play only Rome and Germany, I understand why you would use your first GL on an army every time. Games played with militaristic civs should involve lots of war, which means many leaders. The investment of one GL for the HE is therefore worthwhile.

quote:

Thus, if you are far away from a foreign civ, and are not a Republic or Demo, there does not seem any disadvange in making alliances and being drug into a distant war. Advantage is WW may force them out of Rep/Demo to lower government.

The only disadvantage is that the civ you end up at war with will hate you. Other than that, yeah, it makes perfect sense. If you join a war in progress, you will be able to get tech/money/resources in exchange for your services. Ain't life grand?

quote:

BTW, that was a great idea, no military units in capital in early game. I want to check out how your idea of using luxuries works. A few more frontline/second line troops is never a bad idea.

What idea was that?

-Arrian

planetfall,

Regarding war and reputation, here are some of the factors that I believe to be true:

DECLARING WAR

* If you actually declare war (end a peace treaty that is not during a 20-turn agreement, e.g., all of your INITIAL peace treaties  ) before striking the first blow, your rep is clean.

* Declaring war via refusing to leave another civ's territory damages your rep (and vice versa for the AI civs that refuse to leave your terrritory, and declare war).

* Your rep is also clean, under all circumstances, until you strike the first blow (which includes capturing workers and settlers, and pillaging) in your enemy's territory. Attacking (or defending) against their units on your territory is OK, and in fact, later in the game, will put some of your cities into WLTKD. BTW, not sure of the mechanism regarding naval attacks.

ALLIANCES

* If you never have a battle (or pillage / bombard) with an alliance enemy, and / or you make peace with said enemy prior to the expiration of the 20-turn agreement, your rep suffers.

OTHER

* Your rep suffers if you keep slave workers hanging around, whether bought or captured... the AI civs want you to either disband them or join them to your own towns / cities (or sell / gift them, I guess). Arrian's idea about buying and joining slaves EARLY is a masterpiece.

__________________quote:

ALLIANCES 

* If you never have a battle (or pillage / bombard) with an alliance enemy, your rep suffers.

Oh, really? I never knew that. I've also never done that... when I fight, I FIGHT.

quote:

Arrian's idea about buying and joining slaves EARLY is a masterpiece.

Why thank you  All I did, though, was refine the basic idea of buying workers (I think it was Vel that explained how powerful that could be) based upon the relatively new info that having slaves pissed off the civ you got them from. I will sometimes still use them instead of adding them to cities (if I'm industrious), because I intend to fight anyway, and a lot of times it's good when the AI picks a fight with me... it forces me to get moving. I tend to wait too long sometimes... building the ultimate fighting machine when a few well-positioned swordsmen can serious hamper and/or damage a civ while I proceed normally.

Just be aware that if you get into a war with civ whose workers you have added to your cities, you will have WW-like issues ("stop the aggression vs. our mother country!"). 

If you are fighting a civ more to harass them than to conquer them, and are preparing to make peace, I would suggest moving a unit within 2 tiles of their capitol. Any workers nearby will withdraw into the city, and then you can demand them as part of the peace treaty. 

-Arrian

Nice one!

So, remembering this is for new players (yeah right, they just read through 5 pages of this stuff):

If not attacking the capitol, send a detachment of one good defender (Spearmen, Hoplite, or Legion) along a chain of mountains / hills to threaten the capitol from within 2 tiles. Make sure to demand any Workers when negotiating peace.

__________________ 

correct me if im wrong, but it was my understanding that captured workers suffer from two things:

1. if industrious, they do not work as fast as your industrious workers, they work just like a normal worker.

2. any other improvements (ie commercial 150% after some tech or government i forget which) do not follow those workers. ex. you are a normal (non industrious) civ. captured workers work the same as yours. you move to industrial age (or whatever age brings a worker boost) the captured slaves still work at the lower rate while native workers increase in productivity.

is this right? i read it somewhere and immediatly changed my whole mode of play, i desband or join ALL captured workers at my earliest convenience.

lateralisCaptured workers (slaves) work half as fast as your native workers, whether you are industrious or not. Any benefit that a technology (Replaceable Parts) or a government (Democracy) brings to your civ also brings the improvement to your slaves - so they will always work at 50% of the speed as your native workers.

lateralis, remember though:

1) Slave workers are free.

2) But keeping them (versus joining, disbanding, or selling) makes their parent civ not like you.

Best use I've seen: Arrian has been using them to pump up early cities.

__________________

quote:

Originally posted by lateralis 

is this right? i read it somewhere and immediatly changed my whole mode of play, i desband or join ALL captured workers at my earliest convenience.

Well, one advantage of the slaves is that they are... well, slaves. You pay no upkeep for them. But I mostly do what you do, joining them to my cities. I do my best to keep the total number of workers down... and my own people do the fastest job... 

hi , 

slaves are only good for two things , ....

one ; to join a city

two ; to be sold as a slave to an other civ 

have a nice day

__________________ 

i keep the slaves i'm at war with... and send them to improve the newly "acquired" territory, so if there's a counterattack, i'd only lose those.

if the slaves belong to an extinct civ, i'll keep them (havn't noticed any change in attitude from the enemy), but if they belong to an ally, i'll trade it to him (the workers cost 1 upkeep each)

__________________ 

quote:

but if they belong to an ally, i'll trade it to him (the workers cost 1 upkeep each)

No they don't. Your own workers do. The captured workers do not have any upkeep. 

Why do you think we call them slaves instead of captured workers? They don't get paid.

quote:

Originally posted by Ethelred 

No they don't. Your own workers do. The captured workers do not have any upkeep. 

Why do you think we call them slaves instead of captured workers? They don't get paid. 

no, sorry, you understood it wrong:

if i trade the worker to his home nation: that nation will have to pay 1 gold upkeep. for the same reason i disband weak units...

__________________ 

OK. 

However that saves the loss of a pop point to create a replacement. The good thing about giving them their own workers back is that it improves their attitude towards you. I give them back to allie myself when I actually notice that I have one of their workers. 

Doesn't come up all that often though.

Fantastic stuff! Regarding slaves: Is it advantageous to offer slaves of one AI to another? Besides anything you may get as trade, are there any reputation impacts? Thx...

I don;t think so.

Again, tho', I think a better use is to join them to culturally 'safe' towns / cities.

__________________

I may have it wrong, but I understood that the workers that you captured do create an irritant towards that civ. IOW, if you keep their workers as slave they don't like it. I tend to 1) join 2) disband 3) sell 4) use for a while. Early in the game 2 shields per worker can get something finished sooner. Even at industrial trait (mine)they are too slow until Replacement Parts.

quote:

I tend to 1) join 2) disband 3) sell 4) use for a while

1) join

That will be OK with the Workers civ. It will at least not cause deterioration of relations with them. They are supposed to actualy like it if you do that.

2) disband

Bad choice. The AI does not like that one at all. I don't know if its worse then keeping them but they don't like it.

3) sell

I don't know on this one. If you sell them back to their parent civ I think its probably OK. Think of it as covering your expenses.

4) use for a while

Well that is what annoys the parent Civ. Maybe not as much as disbanding.

Someone Firaxis posted on this. They don't like their workers held. They like them returned, presumably giving them is better than selling them back. They don't like them disbanded. They do like them joined to your city. I guess they just forget about them in that case.

if you let them join your civ , and "distribute" them all over your empire , after a while they have identity cards of your civ , ..... 

have a nice day

If you give/sell say, persian slaves to the babylonians, do they get pissed at you or the babs?

__________________ 

So it would seem I was correct about civs getting upset about your holding their people. I never care about them getting upset as I am a Warmonger and will probably stay at war with them the whole game anyway. I just don't want to manage the lazy bums that work at half speed. To sell they must be in your capitol city. You can buy workers as well at times. I should say you could, have not tried it since the first patch.

So, remembering this is for new players (yeah right, they just read through 5 pages of this stuff):

Actually, yeah, I did read all of it.  

I have a bazillion questions, since I only started playing this week, but the big request I have for everyone giving tips to us newbies is to please go easy on the acronyms. 

I'm a newbie, and yes, I read the acronym thread already, but it quickly degenerated into a general web/IRC acronym discussion, which I already know. 

So, to pull myself back on topic.... 

I have a game I started as Persia, standard map, disabled Conquest, disabled Culture Linking. 

I'm on a continent all by myself, which I didn't realize until halfway into the Ancient Age or more. 

Once I got Mapmaking, I sent out a couple of boats with units to find other civs, so I could trade tech, find leftover huts, and hopefully initiate trade routes. 

Unfortunately, I'm the only guy with harbors, I've got all the Ancient Wonders except Great Wall. When I found America, they were barely ahead of me in techs, but I finished the Great Library AND entered a Golden Age within a couple of turns, so I caught up really quickly on research. 

China is isolated like me, and I think Japan might also be isolated. Aztec, America, Germany are all sharing a continent. I have exclusive Contact Info on China. I have embassies everywhere. 

My own continent is not yet fully "built out" - I have a couple of blanks between a few cities and the entire southern 1/3 is completely unbuilt - currently, it's my Elite's training ground(barbs). 

So, what do I do? 

I like building, but I know America is strong and probably going to get stronger. China, if they ever catch up, will likely be tough to dislodge. 

This is only my 3rd game, we just entered whatever the second age is called, I don't have enough military to confidently wage a war and my incomplete building worries me. I've traded for everyone else's World Map, but held mine back(I'm no fool). I've given each civ a couple of gifts of 1gp, which was 5-10% of their treasury for a few of them. 

So, in this situation, as a builder, do I just keep trading and building, trying for trade routes, hopefully build out to those 4 Gems squares on the southern tip and try to build a tech lead? 

Or do I attempt to instigate a war on the 3-civ continent? (This scares me, but mostly because I truly am a newb to Civ3.) 

Thanks in advance, and let me know if I should just start a "help this lame newbie" thread for this question. 

Thanks also to everyone taking time to help us newbs - this thread and many others are great, even if a few of the acronyms send me to the Manual/Civilopedia.

quote:

Originally posted by ducki 

Unfortunately, I'm the only guy with harbors, I've got all the Ancient Wonders except Great Wall. When I found America, they were barely ahead of me in techs, but I finished the Great Library AND entered a Golden Age within a couple of turns, so I caught up really quickly on research. 

That is normal in the Ancient Era. The AI civs will probably only build one harbor at most for a while and that may not happen till they the tech needed to trade across ocean. You can't trade even if they have a harbor until you have viable trade route. If you have a coastal waters between you another civ then you can trade as soon as a harbor is built. If there are seas in between then you need the tech that enables you to build Carvels. I forget which tech that is. There are two techs that enable movement on oceans, Magnetism is one I think the other is Navigation but its a dead end so I never research it just get in trade. Until then the AI isn't exactly hot to build harbors.

You may want that dead in tech in this case. It allows you to build the Magellan Great Wonder and that is usefull for island nations just like the Great Lighthouse can be the difference between making contact and being stuck till its too late.

quote:

China is isolated like me, and I think Japan might also be isolated. Aztec, America, Germany are all sharing a continent. I have exclusive Contact Info on China. I have embassies everywhere. 

This is good. It allows you to be the middleman in tech trading. I wouldn't trade contacts until you see ships moving out to make contact. Then I sell to get the money before they make contact on their own. 

Same for maps in this case but I normaly am willing to trade maps. In this case you have an exclusive and if you sell your maps you may lose it. Just remember that when you have mapped islands others haven't and a lot of ocean they haven't they may be willing to pay a lot for that map. Just don't forget to trade it around to all that can pay if you trade to one. You don't want them getting the value from your mapping.

quote:

My own continent is not yet fully "built out" - I have a couple of blanks between a few cities and the entire southern 1/3 is completely unbuilt - currently, it's my Elite's training ground(barbs). 

So, what do I do? 

Build it out. If you don't the AI will move in settlers as soon as they can. If you hold the entire island you will be very hard to attack. All you need do is block them from landing.

You might not want to build the Forbiden Palace unless the is plenty of land for you to reach the optimum number of cities. If you intend to invade you may want to build the FP on the mainland but that is hard to do without a Great Leader. Those can be hard to get sometimes.

quote:

This is only my 3rd game, we just entered whatever the second age is called, I don't have enough military to confidently wage a war and my incomplete building worries me. I've traded for everyone else's World Map, but held mine back(I'm no fool). I've given each civ a couple of gifts of 1gp, which was 5-10% of their treasury for a few of them. 

There isn't a lot you can do to wage war anyway as long you are stuck using galleys. Bide a bit and plan on building a large number of cavalry units. They are the best unit till riflemen show up so beeline your research for them and then as you build up your military go for magnetism so you can invade. Cavalry are also your best way to get a GL till tanks show up and you will likely need one for the Forbidden Palace.

Of course if you can build 16 to 20 cities or even as little as 12 on a lower level you can just hold the island and shoot for the Space Race victory.

quote:

So, in this situation, as a builder, do I just keep trading and building, trying for trade routes, hopefully build out to those 4 Gems squares on the southern tip and try to build a tech lead? 

Of course you want the gems. You want the whole island anyway.

quote:

Or do I attempt to instigate a war on the 3-civ continent? (This scares me, but mostly because I truly am a newb to Civ3.) 

If you want to invade and take territory then yes. You might want the tech that enables a Mutual Protection Pact first. Wish I remembered which one that is. I don't worry about that stuff. I just go for the techs I want and eventually I can make MPPs. They are cheaper than alliances but for you to invade MPPs have the drawback that they don't activate till you have some territory your enemy can attack. Normally that isn't a problem but you won't have any such territory till you take a city on some other land.

ducki, you sound like you're doing pretty well. Keep building for the moment, and try to get ahead in tech a couple of times (you get rich, AI civs get poor).

I also would wait for Cavs, and caravels or galleons. Think hard about who you want to attack and where... I suggest going after strategic or luxury resources, and trying to take towns / cities in adjacent pairs.

What acronyms need explaining?

__________________

Thanks Ethelred, I feel much better now. 

I keep reading strategy guides that talk about early battles and since I'm past Ancient now, I wondered if being isolated was going to really hurt, since I haven't had any wars yet. 

I'll just keep on building I reckon. 

Here's another truly newbie question... 

How do I generate a Great Leader? 

I mean step-by-step, the whole nine-yards, as though I was your grandmother wanting an explanation of how to get a Great Leader. 

I know I need at least 1 elite unit, but do I have to actually attack with it, or can he just be nearby? 

Can I attack barbarians to generate leaders, or only AI units? 

Does it have to be an attack on a city, or just killing someone else's unit? 

I realise that much of creating a GLeader is dependent on the RNG, but I don't even know the specifics that I can control.

quote:

Originally posted by Theseus 

ducki, you sound like you're doing pretty well. Keep building for the moment, and try to get ahead in tech a couple of times (you get rich, AI civs get poor).

Damned Americans are going to make this tough unless someone slows them down. The GLibrary should at least ensure I don't fall far behind, though, and that noone else is riding my coattails. 

quote:

I also would wait for Cavs, and caravels or galleons. Think hard about who you want to attack and where... I suggest going after strategic or luxury resources, and trying to take towns / cities in adjacent pairs.

I'm not even sure I do want to attack at all. If I have everything I need on my continent and the nearby island, I might just turn Persia into Switzerland this time around. 

quote:

What acronyms need explaining? 

It's not that I have any in particular right now but sometimes the "help the newbies" threads are so chock full of acronyms that the actual strategy gets a little lost in trying to remember/decipher what they mean. 

Especially acronyms like GL. 

It might be obvious to veterans giving advice that, based on context, that particular GL can only mean one thing, but to a newbie that doesn't have big chunks of the Tech Tree memorized, GL - in particular - is problematic. 

There's others too. Like SC. I haven't been able to build it yet, so if someone was talking post-Ancient strategy and said "be sure to get SC", it might take me a few minutes to figure it out or load up Civ and wind my way through the CivPedia to find it. 

For all I know, SC means more than Sistine Chapel. 

Anyway, I ramble. 

The gist of that was, sometimes a really good tip or strategy - particularly when aimed at a newb like me - can easily get lost in a sea of jargon and acronyms that might as well be written in Ancient Sumerian. 

I'm really, really glad you guys are here to pass on your wisdom, though, and if all these great tips mean I have to put a bit of extra effort into understanding them, then that's what it takes. 

So again, thanks to everyone for the help and maybe Civ4 won't have a single acronym that means so many things. Personally, I think Great Leader would be better off named *culture* Hero, like Greek Hero, Persian Hero, etc. Especially since it works like a "hero" and leads to the Epic - nah, that's too logical. 

Thanks again guys!

 Generating GLs is only from combat involving an elite unit.

1/16 chance on attack and 1/32 on defense, increasing respectively to 1/12 and 1/24 if you have built the Heroic Epic (which can only be built after an Army wins one battle).

Armies cannot generate GLs, but the defeat of an Army by an elite unit can.

Only non-bombard land units can generate GLs.

No GLs from defeating barbs.

Militaristic has no impact on generating GLs, just increased chances for promotions.

__________________ 

Step by step? Well all you need is an elite unit (warrior and up) to win a battle. You do not have to attack, you can be attacked and make one. If you are not a Militaristic civ you have a 1/16 change to create a GL unit from a battle. If you have the Epic you get a 1/12 chance. Same if you are a Miltary civ. You can not get a leader from fighting a barb. Once you have one, you can not make another until that one is use. IOW only one can exist for a given Civ at any time. Ok GL in this context is great leader.

Edit to replace elite with the corect term GL. Sorry for being too laszy to prove read.

I would say that not having any battles is hurting you as you can not make a leader. If you made a few you could rush a key wonder or a FP or move the palace or make an army.

 Wormwood  

quote:

Originally posted by vmxa1 

Step by step? Well all you need is an elite unit (warrior and up) to win a battle. You do not have to attack, you can be attacked and make one. If you are not a Militaristic civ you have a 1/16 change to create an elite unit from a battle. If you have the Epic you get a 1/12 chance. Same if you are a Miltary civ. You can not get a leader from fighting a barb. Once you have one, you ca not make another until that one is use. IOW only one can exist for a given Civ at any time. Ok GL in this context is great leader. 

I think you mean GL when talking about 1/16-1/12 chance, not elite. And, as theseus stated above, Militaristic Civs don't have higher GL chances, just more chances for promotion to elite.

__________________ 

Good point I forgot to make... only one GL at a time. Managed properly, you can generate multiple GLs in a single turn, which I've done a number of times.

The key lesson? Battle early, battle often, and take care of your elites (e.g., bombardment to make it easy, GL-creation teams, etc.).

If you want to see a GL created on defense, check the 1625AD save in the thread "OK guys I need your input here...".

__________________

Yes you can make a number on one turn if you use the leader as soon as it it is created. The only bad thing about defensive omes is that you may lose them. The game seem to thing it is funny to let me get a leader with the one unit left standing by itself and them have it killed.

Anyway I just wanted to toss in my two cents for getting off the island and going to war. You just really need those early leaders.

Thanks for clarifying GL generation, y'all. 

I've now got 3 games going with different Civs, each of which is fun and challenging. 

Even though I haven't completed a game yet, I'm considering jumping from Chieftan up to whatever's next in difficulty. 

And on a side note, I love France. I am kicking some serious butt as France on a continent with Germany, Russia, and England, two other Civs unknown as yet, but England just brought a dozen or more horsemen to bear on a border city and declared war...I guess I'll see about GLeader generation, assuming the RNG is nice to me. 

Thanks again for a great Tips thread!

Here's my very own tip for newbies! 

Keep track of how long your agreements last and do not break them without good reason. 

In my France game, apparently I didn't fully understand how Alliance vs. Russia was supposed to work and really Pissed Off England by granting Russia peace too soon, and not only did that upset England, but everyone on my continent hates me - well, hateD me.  

Actually, Russia is still limping along, but.... 

How do I know for sure if an agreement has expired? 

Thx again. 

p.s. Got my first G.Leader! Made an Army, Built H.Epic! Woohoo!

When you are in the trading screen with a specific civ, at the bottom of the trading box there are the words "New" and "Active." Click on Active... all of your existing deals with the number of turns remaining will be shown.

__________________ 

Good question, ducki, I've been wondering the same kind of thing for awhile but not gotten around to inquiring. 

Thanks for the answer, Theseus.

I don't know what most of us would do without this forum (and the bright people who contribute). This game is so complex I think I'd have given up on it ages ago.

Thanks to everyone who contributes.

__________________ 

quote:

Originally posted by Theseus 

When you are in the trading screen with a specific civ, at the bottom of the trading box there are the words "New" and "Active." Click on Active... all of your existing deals with the number of turns remaining will be shown. 

So if there's no number next to an "Active" deal, it's no longer "binding"?

Yes, you are free to go psycho at that point.

quote:

Originally posted by ducki 

So if there's no number next to an "Active" deal, it's no longer "binding"? 

Wait! It's still binding until you cancel it. 

Cancel it by clicking on it. You will automatically be brought to the "New" deals screen, with the "canceled" deal appearing on the trade table. Simply remove the canceled deal from the "New" table, proceed with a different deal or no deal at all (by exiting the diplomacy screen).

Even if a particular deal has run more than 20 turns, it remains in effect unless you or the AI partner affirmatively cancels it. 

Oops, sorry if I was misleading. Yes, you need to cancel... be aware that for your peace treaty canceling and leaving the trading table is basically a (honorable) declaration of war.

__________________

On a new note, I'd like to point out that in the very early game, one should trying to negotiate very sharply.

I just started a new game, as China. I met Liz in 3500BC... she knows Alphabet, and I know Warrior Code and Masonry. When I asked her how much, she wanted both of my techs and 21 gold. By playing around a bit, I realized she'd do the tech deal and give ME 6 gold.

That doesn't sound like anything huge, but if you keep nailing your deals right, it builds up to a huge advantage.

quote:

Originally posted by Theseus 

On a new note, I'd like to point out that in the very early game, one should trying to negotiate very sharply.

I just started a new game, as China. I met Liz in 3500BC... she knows Alphabet, and I know Warrior Code and Masonry. When I asked her how much, she wanted both of my techs and 21 gold. By playing around a bit, I realized she'd do the tech deal and give ME 6 gold.

That doesn't sound like anything huge, but if you keep nailing your deals right, it builds up to a huge advantage. 

yep, you can always get a better deal by negotiating... but the more generous you are, the more the AI likes you. best is e.g. if you give them gpt or resources for free...

as long as you penny-pick in your deals, they will never be gracious towards you.

but in the very early game, i'd definetly go for the better deal. if you don't, you can lose contact with them on higher levels.

__________________ 

quote:

Originally posted by Theseus 

Oops, sorry if I was misleading. Yes, you need to cancel... be aware that for your peace treaty canceling and leaving the trading table is basically a (honorable) declaration of war. 

Ok, now I'm confused. 

Basically, I want to be able to go to war without truly upsetting the other AIs. 

Example: I go to war against Russia. I bring in Germany with an Alliance vs. Russia. 

Now, I have to not make peace with Russia for 20 turns, right? But after that 20 turns, if Bismarck is still fighting, do I need to cancel the Alliance manually, or can I freely make peace with no ill feelings? 

Apparently the AIs really hate it when you bring them to a war and then go home. Go figure. 

quote:

Originally posted by ducki 

Now, I have to not make peace with Russia for 20 turns, right? But after that 20 turns, if Bismarck is still fighting, do I need to cancel the Alliance manually, or can I freely make peace with no ill feelings? 

You need to cancel the Alliance manually, THEN make peace with Russia.

At which time Bismark will probably not like you as much, anyway.....

