War Planner (Revised)

Grouping I-Gathering Basic Information
+++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++

Note: This first section will gain some very basic knowledge about the possible victim Nation. All of this information can be gathered by looking at the graph screen.  I recommend reducing graphs scope to the past 100 turns to be able gauge the information accurately while still allowing you to see overall trends in the data.

   
Please see Readme file for applying points properly for the follow set
     Power

     Greater than me (-1 to -10):

  
      Less than me      (1 to 10):

   
(Line A) Total:


    Production


    Greater than me (-1 to -4):

    Less than me     (+1 to 4):


(Line B) Total:




Total Line A&B, this is the total for Grouping I:

+++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++

Grouping II-Gather Military Information (Main War Modifier)
Note: This section will gather basic military info
   Military Technology


  Note: This number can be found either by using spies to get an actual visual, or 


  The more obvious tech trading screen should provide a basic idea
Greater than me (-1 to -24)


 Less than me       (+1 to +24)

Highly Promoted Modifier:  Greater than me (-1 to -4)

                                                         Less than me       (+1to +4)

(Note: The HPM intends to calculate promoted units, the HPM is optional, if this value is not readily available, avoid it as it can cause miscalculations.  It has purposely been kept a fairly small #) 
        (Line C) Total:
  Troop Levels:
Note: Spies are really the best way to gauge this number, however it can be        done by surveying the land with any unit (if you can get open borders), or a Crude way is to use the power map to try and compare it to the demographics                screen (# of soldiers) would provide a really rough idea.
            Greater than me (-1 to -12)

Less than me      (+1 to +12)
         (Line D) Total:  

Total from line C&D this the total for Group II: (If flight is in use please see Calculating flight before placing total here):
                 Calculating in Flight: (only if you/other civ can use it during the war)

*If your # from Troop levels is negative but you will be employing a reasonable amount of flight divide the troop level -# by 2.  and recalculate Grouping 2.

      i.e.: Greater than me(-1 to -12) (My total: -10) -10/2= (my new Total -5)    

  +++++++++++++++++++++++++++++++++++++++++++++++++++++++++++

   *If you both employ flight, don’t change calculated #

++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++   
   *If enemy employs flight and you don’t; multiply your -# by 2;
        i.e.  Greater than me (-1 to -12) (My total: -10) -10*2= -20
  +++++++++++++++++++++++++++++++++++++++++++++++++++++++++++

   *If you the enemy employs flight, you don’t and your Troop level is positive then

     Divide troop level # by 2 

         i.e. Less than me  (1 to 12) (My total: 10) 10/2=5 
   ++++++++++++++++++++++++++++++++++++++++++++++++++++++++++

   *If your Troop level is positive and you are the soul owner of flight multiply by 2

    i.e. Less than me (1 to 12) (My total: 10)  10*2=20
Recalculate Grouping II total above

Grouping III-Economic Effects

+++++++++++++++++++++++++++++++++++++++++++++++++++++++++
Note: This next grouping requires that you have some basic plan in your head as to the     number of cities you plan on taking and holding. Along with a basic number of troops you plan on fielding. This grouping attempts to simulate the negative effects that this will have on your economy and subsequently the war effort.

     Adjusting for New Cities


-1pt for each city kept



*if running State Property make it -½ pt.



*if a court house WILL be built make it -½ pt

 

*if you are an Organized make it -1/2pt

*if utilizing both no points need be subtracted, until cities taken > 5 then 

                        ½ pt is subtracted for each additional city.


*all three are utilized then no points need be subtracted until 

                         cities taken>8 from that point on it is 1/2 a point 
         Total These Negatives Here (Line E):   
         +5pt for each city kept if…

                        It contains a wonder 

         +1pt for each city kept if..               

It contains an extremely valuable resource i.e. uranium, oil etc.

                        Or an obsolete wonder

        +4pt for each city kept if…

                         It contains a strategic Resource you do not have.  i.e. oil, copper etc.       

      Total Up Positives here (Line F):

Troops fielded

Note: For this section total the # of units that will be fielded and divide by 4.  Round to the nearest whole # . We are dividing by 4 to make this # not too large because fielded maintance costs are only temporary. After dividing make it a negative number, reason is obvious.

                  Place this total here(Line G):
Place totals from Lines E,F and G this is the total for Grouping III:  

------------------------------------------------------------------------------------------------------------
Negative Modifiers

Current Trading policies with invaded nation:



(0 (no trade) to -8(a lot of trade))

Relations invaded country has with your Current friends:



(0(relations unaffected) to -6(all relations affected)




If shooting for Diplomatic victory



     Add -1 point additional for every “Pleased” or above negatively       

                                         affected

                                         Add -2 points additional for every “pleased” or above dropped a 
                                         level i.e. Pleased to Cautious.  

Total Negative Modifiers here(Line H):

Positive Modifiers

Resources Owned by invaded country



(0 (no useful resources) to 8 (a lot of useful resources))

Shooting for Domination victory add +3

Shooting for Conquest victory add +4

Playing as an Aggressive Civ add +4 points

Total Positive Modifiers Here(Line I): 

Total Lines H&I here(This is the Modifier Quotient): 
Totaling Final Section
Step One: total together Groups I, III, Modifier Quotient  

                 Label it Total War Cost
Step Two: Calculating Military Cost.

        Military Cost = Total from Grouping II

Step Three(final step): Calculating War Worthiness

Total War Cost is Positive and Military Cost is Positive:

           Then simply add these two numbers together. Giving you War

           Worthiness.

Total War Cost is Positive and Military Cost is Negative:


   This is where the Military Cost modifier comes in, in this instance 

       War Cost/Military Cost = Total War Worthiness.  Because the lack of military

       Ability clearly must have a big play.

Total War Cost is Negative and Military Cost is Positive:

      Again Total War Cost/Military Cost = Total War Worthiness.  Here, weight

      Must be given to the lack of reason for the war.

Total War Cost is Negative and Military Cost is Negative:

      Simply total the two negative numbers giving you Total War Worthiness.

^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^

TOTAL WAR WORTHINESS #(After Step 3):
The Meaning of Total War Worthiness #:

           For a (–War Worthiness Number) it basically means that in the overall the war is not worth the time.  However as this number approaches 0 the war becomes more worthwhile.  It may be that you end up with a number like -.23.  That basically means that you may still do it for good reason but it will cost you a bit.  And this worksheet basically allows you to see where it will cost you.  Now for a # like -12 then that war will cost you a great deal.

      The vice versa applies to a positive total. As the number approaches 0 you gain less. As the number gets larger, it is more worthwhile.  

     A total, equaling 0 is said to be neutral.  There is an equal amount of give and take.
