
Kingdom Guide

Quick Start and Introduction


Players familiar with turn-based-empire-building games should find the concepts and play in Kingdom familiar.  All you really need to know to get started is that help for various game topics is available via the menu system.  Take a few minutes to look at all the menu choices and all the help screens and you’ll be well on your way to playing the game.


In the beginning of the game you receive one free tech-tree advance and you must choose your first research topic.  Don’t worry about the details of each research topic for now.  Simply pick one that sounds good to you.  


After selecting your research topic you will see the main form.  This is where you will do most of your playing.  You start out with one settler unit (or if you’re lucky, two).  One thing settler units can do is create new cities.  That is exactly what you should do with your first settler.


Moving units around the map is as easy as tapping a location adjacent to the active unit.  The active unit blinks.  If you’re having difficulty identifying adjacent locations you can enable a hex grid overlay over the whole map.  To do so select the “Show Hex Grid” checkbox on the display preferences screen (Menu(Prefs(Display Settings).  

 
To build your first city move the settler onto the location you wish to build your city then select the “Build New City” icon at the bottom of the main screen.  To identify which icon is the “Build New City” icon, use the interface help screen (Menu(Help(Interface).  You can move your initial settler around looking for a better location but don’t take too long as the other players will be building their first cities and if you delay they will have a jump on you.    


Once you build your city, the display will change to the city management view.  This tabbed collection of screens is where you manage all aspects of your cities.  You can change which territories are worked by your citizens on the Citizens screen.  The Build screen allows you to manage what your cities will build.  The Guard screen is for managing your units.  The Nation screen provides you with an overview of all your cities.  The Government (Gov) screen allows you to adjust your government rates.


The first thing you want your city to do is to build a unit.  Navigate to the Build screen (Menu(Game(City: Build).  If necessary change your current production to Warrior (or perhaps Phalanx).  When you’re satisfied with your city settings select the “OK” button on the current screen, and you will return to the main screen.  To return to the city management view either tap on one of your cities or choose one of the city management options from the menu system.  


When your turn is done and there are no more units left to move, the “End of Turn” indicator blinks around the “End Turn” button at the bottom of the main screen.  If you now select this button your turn will end and you will regain control when your turn rolls around again.  This should happen immediately after selecting this button, but it will probably blink again because you don’t have any units waiting to be moved yet.  Keep pressing it until you have produced your first unit.

When a unit is produced it becomes active on the map.  The currently active unit is indicated by a blinking highlight in the player’s color.  Once a unit is produced the city will begin producing another unit until told otherwise.  Once you have units moving around the map, the game automatically advances turns after you finish moving your last unit.  It is usually not necessary to press the “end turn” button.


Once you have a unit you can begin exploring the map.  You will see “goodie” huts spread about.  These can contain wonderful treasures or they might contain a dreaded horde of barbarians.  To open a goodie hut simply move one of your units on top of it.  Be careful that you don’t open these huts before your  cities are prepared to defend themselves from potential barbarian hordes!


Cities are defended by fortified units within the city.  To fortify a unit in a city, move it to the city you want it to defend.  Then select the “Fortify” button from the main form.  The unit will join the city’s defense force.  To re-activate the unit simply go into the city guard view and tap the defender you want activated.


In addition to producing units, cities can produce improvements.  Improvements are local to each city and represent buildings and public works that aid in city function.  As your empire gains new technologies, you will be allowed to build more advanced  improvements.  Examples of improvements are the library and the marketplace.  Libraries improve your science output.  Marketplaces improve your city’s economics.  When you first start playing you don’t need to worry about the specifics of each improvement.  Simply build what sounds good to you and enjoy the game.


Before too long you will gain your next technological advance.  Once research is complete, you will receive an announcement at the start of your turn.  At this time you will choose your next topic of research.

Winning the Game


Kingdom offers two ways to win.  You can exterminate all of your opponents and gain a conquest victory.  You can achieve a science victory by producing greater technological advances than your opponents.  Both methods require you to build, manage and defend an empire of cities.


A military victory requires you to eliminate all opposing cities and settler units.  You don’t need to rid the map of opposing units other than settlers.  


A science victory requires you to be the first nation to achieve Unified Field Theory (in the evaluation version of the game, the first nation to achieve Communism, Conscription, Steel, Electronics or Mass Production wins the game).  The Science Victory is a game option, you can disable it if you prefer.  

Cities


Cities are the heart of your empire.  Cities produce units, knowledge and money.  Successful management of your cities is critical to winning the game.  To create a successful nation, you must expand the number of cities under your control.  You can do this through settlement or conquest.  More than likely you will use both methods.  It is only through the concerted effort of many cities that you will be able to dominate your opponents.


The collection of screens that manage cities is called the “city management view”.  You access it by tapping one of your cities, or from the Game menu (the five functions are grouped together in the middle of this menu), or by using menu shortcuts (graffiti or via a keyboard).  All of these take you to one of five tabs at the top of the city management view.  They are “Build”, “Citizens, “Guard”, “Nation” and “Gov.”.  To select one of these screens, simply tap it’s tab.  Alternatively, each of these screens is available from the game menu.

· 
Common controls in the Build, Citizens and Guard screens include:

· An editable field containing the city name

· Previous and next city arrow buttons (to the left of the city name)

· A “Goto” button that allows you to enter the main screen centered on the city

· The OK button which brings you to the main form wherever you were when you left it.

City Expansion


Cities expand when they acquire enough excess food to create a new citizen and have the required improvements for expansion.  Cities have four stages of growth: Villages, Towns, Cities and Metropolises.  

· Village (all begin as villages): starts at 1, can not exceed population of 6

· Town: Requires a granary; starts at 7, can not exceed population of 12 

· City: Requires an aqueduct; starts at 13, can not exceed population of 18

· Metropolis: Requires mass transit; starts at 19, can not exceed population of 24.


If at any time a city doesn’t have the required improvements for its current growth stage, penalties are assessed.  For each missing improvement a -20% penalty is assessed to all food, shield and trade production.  These penalties are assessed each turn until the required improvements are rebuilt.

Capital City


The first city you build automatically becomes your capital city.  The capital city is the one city in your nation that contains the palace city improvement.  When you build a palace in a city then that city assumes capital status.  The capital city is the seat of your government and is the center of your economy.  Corruption grows in proportion to a city’s distance from the capital.  To minimize corruption; it is desirable for your capital city to be centrally located in your nation.  Constructing a palace in a city removes the palace from the previous capital city.  You can’t sell the palace improvement as your people require you to maintain a seat of government.

City: Build


The Build screen manages existing city improvements and current city production.  Cities can produce both units and improvements.  To change the current production, tap the pull-down list adjacent to the “Producing” label.  The list that appears contains units at the top followed by available improvements.  Once an improvement has been produced it will no longer appear in the list for that city.  Units have three numbers next to their name.  These are the units attack, defense and movement values.


If you have sufficient gold you can buy the current production, completing the item at the beginning of your next turn.  To do this, hit the “b” button to the right of the current production.  A dialog will pop up letting you know how much gold rushing the production would cost and how much gold you have.  If you have sufficient gold, the option to purchase is offered.


The existing improvements list appears once improvements have been built in a city.  To sell an improvement, select it from this list.  A verification message will appear letting you know the value of the sale.  If you change your mind, hit cancel and the sale will not take place.

City: Citizens


This screen allows you to micro-manage your city.  The map of the city is displayed in the upper right hand portion of the screen.  It is here that you direct your citizens to work terrain best suited for the city.  Help is available on the production values of each terrain type.  Settlers can be used to change and improve terrain.


Each terrain being worked by a citizen is marked by a circular worker indicator.  Locations that are not available for worker placement are indicated by a red circle with a line through the middle.  To move a worker, activate the worker you want to move by tapping his current location.  The active worker will start to blink.  Then tap the destination.  The worker will move to the destination and the resource indicators on the left hand side of the display will update.  


The iconic status bars on the left side of the display represent the city’s resource production.  From top to bottom the resources are shields, food, trade, gold, luxuries and science.   Excess resources are shown after a break in the status bar.  Alternate displays for each status bar are available.  Simply tap on the bar you want to change and its display will toggle between an iconic view and a numerical view.  When a status bar becomes crowded it may be easier to view as numbers.  In the numerical view, the first number represents the amount of that resource produced and the second number represents the amount of that resource required. 


 Shields pay for the maintenance cost of units.  Excess shields are put towards the current city production (as seen on the Build screen).  To boost shield production build improvements such as factories and manufacturing plants; or place citizens on high shield-producing terrain such as forest.  


Food feeds existing citizens and settlers.  Excess food is put towards creating new citizens, causing the city to grow.  When the food bin at the bottom of the screen fills up, you gain a new citizen to place in your fields thus producing additional resources.  You can increase food production by improving local terrain with settlers and by placing workers on high food-producing terrain such as rivers and grassland.


Trade is an indicator of the economic strength of the city.  Terrain that produces high amounts of trade include gold mines, rivers and forests.  Trade affects production of gold, luxuries and science.  The government rates divide up the city’s trade production into these three categories.  Trade corruption is represented by darker icons to the right of the standard brighter icons.  Corruption results in wasted trade.  Corruption is a function of government type and distance from your capital.  A centralized capital can minimize corruption.  Higher forms of government decrease corruption levels.  Corruption also can be reduced  by building a courthouse improvement for the city.  


Gold is used to rush improvements and to pay for the maintenance of existing improvements.  Gold is generated from trade and is produced in proportion to the government tax rate.  You can increase gold production with certain city improvements such as the marketplace and bank.  If you are short of gold (indicated by red gold pieces), you should consider increasing your tax rate (on the Gov tab) or building appropriate improvements.


Luxuries keep your citizens happy.  Happy citizens produce.  Unhappy citizens lead to cities revolting.  You can judge your citizens’ contentment by looking at the citizen status bar near the bottom of the screen.  Happy citizens are green smiley faces.  Content citizens are yellow straight faces.  Unhappy citizens are red angry faces.  If a city’s number of unhappy citizens is equal to or greater than its number of  happy citizens, the city will go into a state of rebellion and cease production until you address the issue.  Luxury production can be improved with certain city improvements such as temples and coliseums.  Luxuries are produced as a portion of the city’s trade production.  The luxuries rate is adjustable on the Gov screen.


Science is produced as a portion of the city’s trade production and is  adjustable on the Gov screen.  Science is pooled from all your cities and applied to the current research.  Improve your science rate on the Gov screen and your nation will get tech-tree advances faster.  City improvements such as libraries and universities can improve your science output.


Specialists  are citizens that are pulled out of the fields to perform specific tasks generating gold, luxury or science.  To create a specialist, first select a field worker.  The field worker indicator will blink.  Next, select the appropriate specialist slot.  The bottom three slots are used to manage specialists.  The leftmost slot is the taxman slot.  Taxmen increase your tax revenue (increasing gold production).  The middle slot represents scientist specialists.  Scientists boost your science output.  The rightmost slot is where your entertainer specialists are managed.  They increase your luxury production.  Each specialist increases their respective resource by two points.


Specialists can be moved back onto the fields by tapping the specialist you want to move and then selecting the location in which you want him to start working.  You can also shuffle specialists by activating the specialist and then selecting another specialist slot to move him.

City: Guard


The City Guard screen contains two bins representing the units supported by the city.  The top bin contains the city’s defenders.  Defenders are units that are fortified within the city.  Defenders are used to repel attackers that try to invade the city.  Defenders’ strength can be increased by building a fortress improvement for the city.


When no defenders exist in a city it will fall the next time it is attacked.  Make sure you defend your cities.  This means having a sufficient number of quality units.   With experience you will learn how much defense cities need at each stage of the game.  To create a defender, move a unit onto a province and then fortify him.  He will enter the defender bin and will automatically defend the city when it is attacked.


The bottom bin represents the active units of the city.  These units are located around the map.  To see exactly where a particular active unit is located, tap it and the main screen will display that unit centered.


To activate a defender, tap him and he will move from the defender bin to the active unit bin.  He will be available for movement on your next turn.

Nation


The Nation screen offers a quick way to manage your nation as a whole.  Three production values (food, trade and shields) are displayed in the middle portion of the city list.  Red values represent production shortfalls that should be addressed.  You can go to the Citizen screen of any city listed by tapping on any one of that city’s production values.  You can enter a city’s Guard screen by selecting that city’s name.  You can go to a city’s Build screen by selecting that city’s listed production.

Government


The government screen is where you manage your tax, luxury and science rates and where you monitor your nation’s progress toward your current research goal.  This is also where you launch revolutions to change your own government type.  


There are three government rates that control how your trade resource is distributed.  Each city generates a certain amount of trade.  The nation’s total trade is distributed according to your settings into gold, luxuries and science.  Each rate determines the percentage of trade that will be converted into that particular resource.  For example, if your tax rate is 50% and your trade income is ten, then you will generate five gold per turn.


To adjust a pair of rates, tap “lock” on the rate you do NOT want to change, and then tap on the left or right arrows that are adjacent to one of the other rates.  Both will change, keeping the sum of all three rates constant.  If the rates do not change when you tap the arrows, then you are trying to make a change that currently exceeds an allowed maximum.


Your current government type determines the maximum level a government rate can be set to.

For example, to increase taxes and leave science unchanged, first tap the lock button adjacent to the science rate.  This locks down the science rate.  Then tap the right arrow adjacent to the tax rate to increase the tax rate and conversely decrease the luxury rate.  The rates add up to 100% and each represents the percentage of trade you want applied to each resource.  As you adjust the science rate the estimated completion time for your next advance is updated.  As you adjust the tax rate your income figure will be updated.


When you have achieved a technological advance that allows for a higher form of government, the revolution button becomes available in the upper left hand portion of the Gov screen.  When pressed, this button begins the process of overthrowing your current government.  Your government type will switch to Anarchy, and your rates will be adjusted relative to the maximum allowed under Anarchy.  Between three and five turns later the option to switch governments will show up at the start of your turn, allowing you to change to your desired form of government.

Units 


Units are your tools for conquest, defense, exploration and expansion.  Active units move around the map in sequence each turn.  Fortified units don’t  move each turn and have an added defensive bonus.  


The current active unit blinks.  To move the current active unit, select an empty adjacent hex.  If you have difficulty identifying adjacent locations select the “Show Hex Grid” option from the display preferences screen (Menu(Prefs(Display Settings).  It isn’t possible for units to move onto tundra terrain.  Tundra surrounds the map and can be identified in the terrain help screen (Menu(Help(Terrain).  Normal movement cost is 1 point per location.  Movement on roads or rivers requires 1/3 normal movement cost.  So a unit that has a movement rating of 1 can move up to 3 locations if traveling entirely on locations that have roads.  


To give the currently active unit an order, select the appropriate icon at the bottom of the main  screen or select an order from the order menu (Menu(Orders).  To clear a unit’s order,  tap on the unit and verify your desire to clear his orders.  Units currently following an order are indicated with a small superimposed letter representing their task.  For example, a settler irrigating grassland to farmland will have an “I” superimposed over it.


The next section of the manual describes the procedures for attacking and giving specific orders.  The sequence of steps may take multiple turns to carry out.  It is not intended that you complete all steps during one turn.  Simply moving into position can take several turns; once there, you may have to wait until the next turn to finish the sequence.

Military Units


Units with an attack rating greater than zero are military units.  They can attack other units and provinces.  To attack a unit or city position, move your attacking unit adjacent to the target and  select the target (as if you we’re trying to move onto its hex).  The attack will be carried out.  Attacks measure the attacker’s attack strength against the defender’s defense strength.  Battles rage until one side has achieved 3 wins; then the battle is over.  The bottom right hand corner of the main screen shows status bars representing the current state of the battle.  Bettles happen fast but often, so you will get plenty of chances to see how these status bars work.

Settler Units


Settler units are the fundamental unit for national expansion and land exploitation.  These extremely important units are used to create new cities.  They also lay roads, irrigate farms, build mines, terraform terrain and clean up pollution.  Settlers become available once you have achieved the Pottery technology advance.


Units this powerful exact a toll when created and cost more to maintain.  When a city creates a settler, one citizen is consumed in the construction, resulting in a population decrease.  Every turn the settler exists it consumes one food resource from it’s host city.  So while powerful, settlers are expensive.  


To build a city move the settler to the location you wish the city to be centered on and either tap the “Build New City” icon at the bottom of the main screen or select “Build City” from the orders menu.  Once built, you are immediately brought to the city management view with the new city opened.


Mines can be built on mountainous terrain or gold mountain terrain.  To build a mine, move onto the desired mine location and select “Build Mine” from the orders menu.


Terraforming can be performed on desert, forest, grassland and jungle.  To terraform terrain, move a settler onto the terrain and either tap the “Terraform” button at the bottom of the main screen or select “Terraform“ from the orders menu.  The result of terraforming desert, forest or jungle is grassland.  The result of terraforming grassland is forest.


Roads can be built on all terrain other than tundra.  To build a road move a settler onto the location and either select the “Build Road” icon at the bottom of the main screen or select “Build Road” from the orders menu.  In addition to aiding in the movement of units, roads add one point of trade to any worked location.


Pollution results from heavy industry and over-population.  Improvements such as factories belch out pollutants.  Some improvements such as hydro-plants help reduce pollution output.  Highly populated cities can also produce pollution.  The mass-transit improvement can help reduce the effect of highly populated cities.   Another particularly nasty source of pollution is the result of exploding nuclear bombs.  While these bombs destroy your opponents’ cities, they also cause major amounts of pollution that devastate the surrounding terrain.  Pollution is indicated by a bright orange cloud superimposed on the terrain.  To clean up a polluted location, move a settler onto the location and select “Clean Pollution” from the orders menu.

Spies


While spies have an attack rating they are not used in conventional warfare.  They operate covertly and have special attacks.  Spies become available once you have achieved the Communism technology advance..


When sent against an opposing unit the spy will attempt to bribe the unit into defecting to your nation.  If you have at least as much money as the unit demands to defect you will be given the choice to pay it off or cancel the action.  If you pay it to defect then the unit stays where it is but it now joins your army of units.  Your spy returns home to recuperate.  If you cancel the action your spy has the movement cost deducted from his remaining points and play continues.


When sent against an opposing city the spy has different options.  He can attempt to sabotage the city’s current production or he can try to steal a technological advance from the opposing nation.  Either attempt can fail, resulting in the death of the spy.  If successful, the action is carried out, you are informed of the results and the spy is sent home to recuperate.

Diplomats

 
Diplomats are useful in observing your opponents.  Diplomats become available once you have achieved the Code of Laws technology advance.  Your diplomats can deliver reports on opposing cities or national governments.  To do either action you must first get a diplomat to an opposing city.  Once there try to move the diplomat onto the city and a dialog will pop up offering you the choice of  investigating the city, investigating the opponent’s government, or canceling the action.  Unlike spies, diplomats never fail in their missions.  Once an action is carried out, the diplomat returns home to deliver his secret report on your opponent.

Caravans


Caravans are used to generate revenue.  Caravans transport trade goods between cities.  Caravans become available once you have achieved the Currency technology advance.  Caravans generate their revenue immediately upon entering either an opposing city or one of your own cities.  The amount of gold generated depends on the distance between the start and destination cities as well as the size and nationality of the destination city.  The caravan is consumed in the process.  
Governments


Kingdom has five government types; anarchy, despotism, monarchy, democracy and communism.  You start the game ruling a  despotism.  As you research technologies other government types open up to you.  Monarchy, democracy and communism have technologies named after them.

Anarchy


Anarchy is a special form of government used to overthrow the current regime.  To begin the process of changing your form of government, go to the Government screen (Menu(Game(Government) and tap the “Revolution” button.  If the button isn’t there it means either you’ve already started the revolution (you should see your government type as Anarchy) or you haven’t reached a sufficient level of research to have a choice as to your type of government.  Tapping the revolution button begins the process of changing governments by overthrowing the current government and plunging your nation into a state of anarchy.  Anarchy lasts between two and five turns, at which point you will be given a chance to change to your new government type.

Despotism


Despotism is the second lowest form of government and is the only government available when you begin the game.    Despots have absolute rule over their people.  The people only follow you out of fear.  The rule of a despot’s iron fist leads to significant corruption.  The maximum government efficiency rate under despotism is 50%.  Because of a despot’s absolute power the first two soldiers in each city require no support.  Each soldier after the first two require one shield per turn for support.  The first two soldiers in a city will make unhappy citizens content.

Monarchy


Monarchy represents a government that is supported by the aristocrats of your nation.   The king rules with their approval.  Happiness is greater than under a despotic government.  Since you have the upper crust of society on your side corruption isn’t as bad as it is in despotism.  The maximum government efficiency rate under monarchy is 60%.  The desire of attaining glory and honor allows monarchs three free soldiers per city with each additional soldier requiring one shield per turn for support.  Martial law allows the first two soldiers in each city to each make one unhappy citizen into a content citizen.

Communism


As a modern form of government, communism allows for greater bureaucratic control, thus enabling you to raise your government efficiency rates to as high as 80%.  Your people will tend to be happier under a communist government than either monarchy or despotism.  Because you don’t rule with absolute power all soldiers require one shield per turn.  The first two soldiers in each city comfort the local people, making up to two unhappy citizens content.

Democracy


Democracy  is the highest form of government you can attain.  The majority of people under democratic rule feel empowered by their representative government, leading to the happiest citizenry of all government types.  The open nature of democratic governments leads to very high efficiencies; thus you can adjust your government rates to a full 100%.  The free markets of democracies lead to virtually zero corruption.  Because of the freedoms enjoyed by their people, democracies have expensive armies.  All units under a democracy require two shields per turn.  Units stationed in a city don’t have any effect on the contentment of the city’s population.  

Technology Tree


When you begin a new game you will be given a free first level technology.  This first technology  may be religion, the alphabet, pottery, the wheel or bronze working.  You then choose your first research goal.  Technologies enable new units, forms of government, city improvements and even victory.  


You can check the status of your current research on the Government form (Menu(Game(Government).  To increase your rate of progress through the technology tree, you may  create more scientist specialists, increase your science rate on the Government screen, or build city improvements that assist science (e.g., libraries).


You may disable the possibility of achieving a science victory via the Game Preferences Screen (Menu(Prefs(Game Settings).  Make sure the “Allow Tech Win” box is unchecked and the science victory will be disabled.  When it is disabled and you reach the end of the technology tree (Unified Field Theory), your nation will begin work on future technologies.  

Units Reference Table

Unit Name
Attack
Defense
Movement
Cost
Requirement

Archer
3
2
1
25
Monarchy

Armor
12
5
3
120
Mass Production

Artillery
10
1
2
75
Steel

Cannon
8
1
1
40
Metallurgy

Caravan
0
1
3
50
Currency

Catapult
6
1
1
40
Mathematics

Cavalry
4
3
2
65
University

Chariot
3
1
2
30
The Wheel

Diplomat
0
1
2
30
Code of Laws

Elephant
4
1
2
50
Railroad

Knight
4
2
2
50
Monarchy

Legion
4
2
1
40
Iron Working

Musketeers
3
3
1
30
Gunpowder

Nuke
90
1
12
200
Nuclear Fission (*)

Phalanx
1
2
1
20
Bronze Working

Riflemen
8
4
1
75
Conscription

Settler
0
1
1
40
Pottery

Spy
1
1
3
60
Communism

Warrior
1
1
1
10
none

(*) Nukes can only be built in cities that have constructed a nuclear power plant.

Improvements Reference Table

Improvement
Cost
Maint
Effect 1
Effect 2
Req. Tech.
Req. Imp.

Aqueduct
120
2
-
-
Construction
-

Bank
120
3
Economy +50%
Luxuries +50%
Code of Laws
Marketplace

Cathedral
160
3
Content +4
Happy +2
Monarchy
Temple

Coliseum
100
4
Happy +2
-
Currency
-

Courthouse
90
1
Corruption -50%
-
Code of Laws
-

Factory
200
4
Production +50%
Pollution +10%
Engineering
-

Fortress
40
1
Defense +50%
-
Construction
-

Granary
60
1
-
-
Pottery
-

Hydro Plant
240
4
Production +25%
Pollution -20%
Mass Prod.
Factory

Library
80
1
Science +25%
-
Alphabet
-

Manufacturing Plant
320
6
Production +50%
Pollution +10%
Electronics
Factory

Marketplace
80
1
Economy +50%
Luxuries +50%
Currency
-

Mass Transit
160
4
Pollution -20%
Economy +10%
Steel
-

Nuclear Plant
160
2
Pollution -10%
Production +100%
Nuclear Fission
Manufact. Plant

Palace
80
0
Luxuries +100% 
-
-
-

Power Plant
160
4
Production +25%
Pollution +25%
Industrial.
Factory

Recycling Center
200
2
Pollution -20%
-
Recycling
-

Temple
40
1
Content +2
-
Religion
-

Effects and their meanings

Content - Changes a number of unhappy citizens into content citizens 
Happy - Changes a number of content citizens into content citizens

Corruption - Percentage modification to trade corruption rate

Science - Modification to science rate

Economy - Modification to gold income

Luxuries - Modification to luxuries income

Production - Modification to shield generation

Pollution - Modification to total city pollution output

Defense - Modification to unit defense level while unit defends city

Terrain Reference Table
Terrain
Food
Trade(*)
Shields
Terraform

Forest
1
3
3
Grass

Gold Mountain
0
3
1
-

Grassland
2
1
1
Forest

Mountain
0
1
1
-

Jungle
0
2
1
Grass

Desert
0
1
0
Grass

River
2
3
3
-

Tundra
0
0
0
-

Farmland
4
1
0
-

Gold Mine
0
6
2
-

Ore Mine
0
3
2
-

 (*) Road improvement adds one trade

Menu Structure
Game
Orders
Prefs
Help

Map  [A]
Build City [B]
Human Player
Units

Mini Map  [G]
Build Road [R]
AI Players
Terrain

City:  Build  [V]
Irrigate [I]
Game Settings
Interface

City: Citizens [O]
Terraform [T]
Display Settings
Improvements

City: Guard [D]
Build Mine [M]

Technology

Nation [.]
Clean Pollution [K]

About Kingdom

Government [N]
Fortify [F]



New Game
Skip [S]



Load Game
Disband



Score
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