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 Comgues of e New Wordd s a game in whih you conteol a e iilization o an expedi-
one of five E You such players
the New World ¥ Note, thisis
nota 50 Now Worldis
rated a the beginning of each game and each New World (and game) i, therefore, unique.

Your job s 0 explore the New World, esablish thrving colonies, produce and trade goods,
and climinate your opponents or defend your cams from your opponents. Each player sets
their own obiet

s for each game. For some players, winning the game may primarily involve

finding lots of new landmarks i the New World and establishing many colones. For other

o the i b 0 bl spreacy nthe New Word by
" pscd or wh

o winnit
{han sbout plying for fun, hee i 1 opton  ply n ndeintly ong e, which il oly

end for that player if he or she is liminated by opponens

Designers’ Note: um,m ofshe Nﬂr Workd . et degics what e i e
16th century in hi Ins

the i ofhe 1611 centry’sdeve Fm u(plnnunn ot word conquest. In some sense, it
offers multiple altemate “reaites” to explore rather than a way to play through what actully
occurred

Using the Mouse
manual, the term clicking, unl
d\ukmg on the indicated item with the left mouse button.

Starting a Now Gameo
Figure 1. Tis s the Game Mon sereen

“To begin a new game, lck on the New Game button
from the Game Menu screen (Figure 1), You can play a
solitaire game against 7¢ro to five computer opponents, or
you can play a multiplayer game against up to fve other
human and computer players.

“The Game Menu screen also allows you to continue
from a saved game position, practce combat techniques
with a combat demo, or quit playing, In addition, you can select the Options button to tum




i

sound effects on or off, o turn animations on or of, o aler the maximum “zoomed in” level,
10 tum textures on or off, o tum the appearance of the Colonial Garette (see Ending Your
“Tum and Pausing the Game in the Tutorial Scenario chapter) on or off, and t0 establish a net-
work or modem connection with other players sce the Multplayer Games chapter for details)
“The Options button also lets you “edit” your player,allowing you to take over the computer
oy posi f i

Sine the first thing you should dois play a solivaire Tatorial game,click on the New Game but-
ton wnder e Salsaire s of he Game Menn sereen. This wil ake you to the Scenario screen
(Figare 2) where y you wish to play or choose your
own game (sce Custom-Making Your Own Game)

Figure 2. From i reen, yon can chos he scenarioyou wish o
iy orchoust 0 ceate your o scenario,

For now,dick on the Tiutoial button to start a helpfil,
educasional insrodctorysecnario.




Tutorial Scenario

“The Tutoral scenaio i st up as a seris of four missions in which you lead an
tion to the New World. In the it mission, you willfearn how to u

nglish expedi-
your Ship to explore and

how to dis
Finally, you will use your units 10 explore the New World and to discover great new landmarks.

mbark units from the Ship. You willlea the basics of what each unit type does.

“The second mission i to found a colony with your Setter, and the third mission s o start
building the colony into a thiving settlement. The final mission i to prevent your computer
opponent from cstablishing 2 new colony or to capture his nexw colony,if one already exiss

Note:You may rensme your charste by typing a e name nt the spce provided.
Although you ¢ . you cannot change your

Mission 1 Establish Landfall and Discov
New World

“The King of England has sent you to discover some of the rches in the New World. You
have ten tumsin which to disembark your units onto the New World and to find three major
landmarks.

Three Major Features in the

“The following sections describe some of the basic information you should know about the
Game ser

(Figure 3), exploraion, and discovering landmar)

Figare 3. his s the Game sreen where mast of the maor cventsin

she game

Using the Help Feature
As you play this Tutorial, helpful screens will appear
exphining how 10 explore, how to disembark from your

Ships, and how t0 do just abou everything ele! If you
need help both during this scenario and during other sce-
arios, simply right-lick o the i, bustons, o ot on-
seree items for more information abous then.

The Game Sor

Everything takes place i the Game screen (Figure 3). At the top of the s
Status Bar that provides important feedback on imitations or requirements of ertain actions
you may wish t0 take with units or colonics. Ao, at the top of this screen is a sries of buttons
that allow you to do a number of things. These buttons and their functions are described in the
following sections.

een you will see




o

g a Windows
‘Whenever a window has been opened, you can close it by clicking on the Close box in the
t0p lef comer of the window or by hitting the ESC key. There are a few windows that have no.
Close box. For most of these, you must choose one of the indicated opions i order to close

the window For when the Colonial Gare the
), close the window by dlicking on it

To move windows to a different location on the Game screen, dlick on a part of the window
that has no button or scroll box. Then drag the window to 2 new location on the Game scrcen.
The Mission Button

icking on the Mission button at the top of the game screen you can obtain a refresher
on your current objectives.

The Main Menu window and the Basic Game Turn
Clicking on the Menu button at the top right comer of the screen brings up a seris of
important game options (the Main Menu window, sec Figure 4).

— g Figure 4. The Main Mows window offrs many important game

aptons

Ending Your Turn and Pausing the Game
‘When you have finished moving your pieces, developing
your colonics, and conducting other business, such as trade,
cick on the End Turn button or i e E key on your ke
o fnidhyour s An End Turn button i present both

the Main Menu and at the top of the Game Screen.

‘When al players (computer or human) have ended thei tuns, the computer il determine
the results of cach player’ turn. When you are playing a slitare or network game (see
Multiplayer Games), any combat will then be conducted on a tactical battefield. IFyou are
playing via email, the computer will conduct all combat and inform you of battle results at the
beginning of your next turm.

When the computer s finished determining what has occurred (nothing officially occurs until

all players’ tarns are ended), you will sec a copy of the Annals of History which contains inter-

historical s petining  the perkod unls s atrehas ben bl Folloving
of

the il
important game events and the current scores of all players. Note, cach turn takes one year and
the game begins in the year 1493,




Fignre 5. The Calaial Gazete i the anlyplace i which 1o pan

Short of exiting ihe game, he Colonial Gazeite sereen is
e only place you can safely “panse” your game play without
aceruing time penaltes to your ictory point score (see
Custom-Making Your Own Game).

Note: Once you have completed your turn by dlicking
‘on the End Tum button, there is no way for you to go

back and change what you have done. Therefore, make certain that you have done everything
10 your satisfation before ending your turn.

Saving and Exiting Your Gamo

Click o the Save & Esit buston on the Main Mens window o save your game and 10 return to
the Game Menu screen. By exiting the game, you will stop the bonus/penlty-awarding
(see

ustom- Making Your Own Game).

‘When you return to con

aue your game, you will continue playing on the current game

twm. Your turn wil not be completed until you end your turn by clicking on the End Turn

bution.

‘When you are playing a Solitaire game, yon can save a copy of your currens game, wnder a new
nac, by dlicking o the Save As button. This will prompt you t0 enter a name for this saved
game. When you have completed saving your game in this way, you will return to the current
‘game underis original name. O, you can click Exit 0 exit the game and discard all of the
‘moves you have made. Note: Thee fatures are ot availalble in mliplayer games

Unit List and Manipulating Units
Figure 6 A Unis List
Clicking on the Unit List button brings up a list of all

units and colonies in your game (Figure 6). It also shows
s attached to Leaders, colonics, and Ships by st

ing these units in outline form under the unit or colony t0
which they are attached. (That is, attached units will be:

indented and undemeath the

s or colonies 10 which

they are attached.)

At the bottom of the Unit List window are four Category buttons. Use these buttons to set
up this window 10 show you exactly what you want. For example, placing a check
box next to “Ships” (by clicking on the box if thereis no check mark there) ensu
Unit Listincludes all your Ships. The same is teue for all your colonies, miltay units, and civi
ans (Explorers and Settlers). If you wish t0 remove a unit ype from the lst, click on the box
next to that unit ype to remove the check mark

ik in the
es that your
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“To locaie a particular wnits postion on she Game sercn from this lst, highlight the unit by
dicking on it and then click on the Find button. This will center the Game screen o that unit
or colony.

To detach a it from a Leader,colony, or Ship (which miut be st 1o lana), highlight the unit
and click on the Detach button. Altematively, cick on the unit in the list and drag it 0 the
Game scrcen. The unit will then appear next to the colony or unit from which it was detached
“To do the same thing with more than one unt, hold down the SHIFT key while you select
units to detach. Then, either click on the Detach button or drag the units to the Game sereen

There are wo ober ways o detach wnis from Shipswithout using the Unit List, For cither
‘method, the Ship must be next (o the shore. Double-click on the Ship to bring up the Ship win
dow (Figure 7). To detach all the wnits from the Ship, click on the Disembark Al button. To
detach only specific units, click on the Cargo button and then click on (1o highlight) the unit(s)
youwish to disembark. Finaly, cick on the Disembark button to get that unt off the Ship

e Figure 7. Ship Window

You may use the Unlr List o attach units to Leaders,
colonies, or ch unts by dlicking on their
name in the Im and then drag them t0 their arget (in the
lise). This only worksif the unit and its arget are in the
same location in the New World. You may alo attach
anits o Leaders, colonies, or Ships that are by the shore
using the Game screen. Click on the units and drag them
10 the Leader, Colony Center (see the Founding A Colony section in the Colonies and Trade
chapter), or Ship. If they can walk far enough on this tum to get to thei target, they will
attach o the target. Otherwise, you may need o wait unila lter tum 10 attach them.

For more information on attaching and detaching units and reorganizing units on the Unit
List, sce the Ataching, Detaching, and Reorganizing section in the Units chapter. For more
information on unts, se the Units chaper:

omacy

= Figure 8 The Diplomacy wind

“The Diplomacy button ke ou 0 the Dipimmq win
dow (Figure 8) from which you can

other players, pay your taxes, and alter your mhllonsl“pa
with other players and your Mother Country

scenario, you will not need to know how to do any ot
this. Your taxes are set to “automated” 5o they will be
paid automatically from your colonies” Gold and com:
modities. Sec the Diplomacy chaper for more detals on
the use of diplomacy in Congucs of the New Worl.




ages
Clicking on the Messages button willlt the significant events (Figure 9),ifany,that tran-
spired at the end of the preceding game twm.

e Figure 9. e Mosages window

Close this window by dicking on is center.

Note: a Messages Window will automatically appear at
the beginning of a game turn when significant events have
transpired on the preceding tum.

Clicking on the Game Scores button brings up informa
tion on how many victory points you have accrued to date (Figure 10). By clicking on the
- 0 .

3 you il get ‘opponents are doing as well

(Figure 11). While it does not mtte for this scenario, in other games the victor is determined

by who reaches first or who, preset number of game
e, . “eory poi

For more information on winning the game and factors influencing your victory points see
the chapters on Custom-Making Your Own Game and Winning The Game.

e Figure 10, Game Seorssreen

Fignre 11. Comparing Your Score With Tour Opponewts Sears:
The Curron Standings window

Au

Map
Clicking o the Auto Map button brings up a small
“z00med out” picture of the world in the bottom left of
your Game sereen (Figure 12). This picture can help you
orent yourslf and can give you a “big picture
the world. Colonics and native settlements appear a5

clumps of red dots on this Auto Map.

sense of




Figure 12.The Auso Map feasure

The white box in the center of the Auto Map shows the
area thatis urrently visble on the Game screen. This area
will grow and shiink (as does the Game screen) when you
Zoom In or Zoom Out (see Zooming In and Zooming
ou),

You may use the Auto Map feature to jump to other
areas of the New World. Click on any point i the Auto
Map window to center the Game sereen on that location. You may also scrol around both the
Game scrcen and the Auto Map by clicking and dragging your mouse on the Auto Map.

options

“This button takes you to the Options window (Figure 13) where you can adjust the sound,
animations and the maximum level for zooming in. You may also slect to skip the Colonial
Gasette, set up Nework play, and “Edic” your player by tuming it control over to the com-
puter or by assuming control over a computer player.

Figure 13. The Opiions window

Status B.
“The Status Bar runs along the top of the Game screen
Note for users with § megabytes of RAM: turning off

final zoom can improve your machine’s performance
significantly. Ofien, as you try to move units and found
and develop colonies, this bar will provide you with
et information. For example, it may tell you that
vt build a certin structure because y
of ital building supplis. Pay close attention to this Satus Bar as you play the game.

and Timer

ou are short

IFyou are playing with the Play Time Bonus (sce the Custom Game Setup Sereen), you will
e numbu on the right sde of the Status Bar. This number sarts out black at the
beginn eases in value as time passes. If you complete your
wm wlulc m., b mU black (positive), you will cam the indicated number of victory
bonus for quickly fnishing the turn. Ifthe number is red (negative) by the time
your tm is :nmpkn. " ‘many ictory points will be deducted from your score.

see a chang

Zooming In and Zooming Out

“The + and - buttons on the t0p of the Game screen allow you t0 zoom your view of the world
inand out so thaty ¢ things at a detal level you prefr. Be outt00
much i L h tems il disappear from vi

To zo0m in o the closest view or o zoom out to the farthest view, hold down the SHIFT
key while clcking on the + or - buttons.



Figure 14, Zoowed-In Picsure

You may also use the + and - keys on your keyboard to
zo0m in and out of your Game screen.

The Noxt Button

. you may yce 10y unatiached unit (see Units
chapter) by licing on the Next button at the top of the Game scrcen. When all your unattached
units have used up their movement allotmens, this button willbe grayed out.

y it types by using the FI through F4 b Koy
FL kev: Next Colony F2 Kev: Next Leader
F3 Kev: Next ship F4 Kev: Next Explorer

ing Major

Your first mission i t0 establish landfall and start exploring the New World. To disembark
units from your Ship, cick on the Ship. Then cither click on Disembark All to move everyone
offthe Ship at once, or dick on the Cargo button, highlight the unit you wish to leave the
Ship, and dlick on the Disembark button.

Your Explorers can move farther and more casily over all terain types than any other unt
Sclect an Esplorer by it and direct it to another spo on the
map. T will do it best 10 get there i the most ffcient way possible. Note: Units cannot cross
akes or walk on ocean squares. You may make any wnit sravel more quickly by olding down the
SHIFT key while the unit moves. You may also change your destination by clicking on the unit
(even while moving) and dragging it clewhere.

For more effcient exploration, hold down the CTRL key while units move. Ifyou cick on
the Game screen with the CTRL key depressed, the moving wnit will sart moving towards that
spot. This is a very fist and eficient way 10 esplore unknown territory (especially when you are
trying to follow a new landmark such as a river or mountain range).

IFyou wish, you may press the Explore button on the Explorer's window (Figure 15). The
wnit will automatically explore loca areas for you. Note: The SHIFT key will speed up this
‘moxement as well Ifyou have chosen the Esplore feaure, the button will read “Halt” instead
Click on the Halt button 10 stop exploring i this way.




All units have a Movement Allotment thatis represented by a red bar (Moves Remaining) on

15). As the unt expends movement points,the red bar will decrease

in length and eventually dissppear when the wnit has moved all it may during the current game
wm,

Click on the Pesistent bo in a wnit’s window t0 place a check mark there. When this
Pensistent bo is checked, units that can Explore will do so automatically a the beginning of
every wm. For all units, dlicking on this box will allow the unit to move t0 a desied destn
tion over the course of several turns. If you change your mind and wish to control a unit’s
‘movement, click on this box again to remare the check mark

Figure 15, An Explorr windose. The Maves Remaining Bar
decrass il as he i spends s movemens alorment
oy xploration

You may explore the coastine with your Ship in the
same way. Fither cick on the Ship and dragi i 1o where yon
i i 1090 o dick o the Explore bution

Ot wnts (Leadders, Infantry, Cavalry, Ariiler, and
Scilers) may only be move by clicking and dragging. They
iplorers do, but their primary functions are

all move comsiderably lessdistance per tum than
diffeent as well

“To cyele 0 he ness wnatsached unit with a remaining movement allosmens, lick on she Nest
uston it she top of he Game sercen. When all units have expended all their movement poins,
this button will e grayed out. Note: Units attached to Leaders or Ships automatially travel
with those units. Units attached s stay within the colony until you detach them (sce
the Attaching, Detaching, and Reorganizing section i the Units chapter)

A your units explore the New World, they will uncover tereain ofal types. Among the
things they will discover are ivers, mountains, mountain ranges, and great regions. When you
discover one of these, you will be asked to name it. Name your discovery in the window that
appears (Figure 16). I you are the frst to discover this landmark, it will be named according to
your dictatesat the beginning of the next game tum. You may also find a Special Discovery,
ke a Diamond Deposit or a Gold Vein. These give you special bonuses, as you'll ee lter

Figure 16, You Have Discavered.

You will gain victory points for discovering major land.
marks. Furthermore, if you have discovered the longest
siver, highest mountain, tc.,at the end of the game you

endothe game, they will cam those bon
what bonuses you have carned, dick on "he M bton
and sclect Game Scores,



‘When you have discovered threc major landmarks, your first mission in the Tutorial scenario
s complete. Note, you must discover three landmarks by the end of the tenth tum or the King
will ave you beheaded! Even before that, however, he will become extremely impatient with
vou. Make an extra effort to look for mountains and rivers. By moving along any mountain
ranges or rivers you come upon, you will quickly make important discoverics.

For more information on movement, Explorers, and discoveries, look under the appropriate
sections i the Units chaper.

Mission 2: Found a Colony

‘When you have completed your first mission, you will get a second edict from England. This
i 0 take the new Ship that you've been sent and bring it to . Place a Settler on a suitable
Tocation in the New World (with lots of flat land and other goodics) and found a colony. You
‘must complete this mission before 20 turns total have clapsed.

Sottlor Units

Settler units look like ltle pilgrim women (Figure 17). They are the slowest moving pieces
in the game and have no combat abliy, but they carry with them all that s necessary 10 estab-
lish a new colony. Since Settlers move s0 slowly, it is 2 good idea t0 leave them on the faser-
‘moving Ship until they are near a good colony sie. Then disembark them, move to a new site,
and founi a colony by cicking on the Found butson. Note: The Found button will be grayed out
i you cannot establish a colony at the ste you have chosen. Move your Seutler around ntl the
button is no longer grayed out

e Figurt 17, Sctler unis can found new colonics

Founding a Good Colony

While you will find more detailed information on
colonies in the Colonies and Trade chapter, this section
provides  bricf synopsis of this information to get you
started on the right track.

2 Colonies must find land suitable for farming as well s
for the production of Wood, Metals, Gold and more for the construction of buildings and the
et of oklirs and o nis. A balanced colon it villinlde gostnds e
ens cean (for building 3 b
lelnng trade with the Mother C onnlr)) forests or ynugh.) (for Mills and Wood), and moun
i

and Metal mi iver will further enhance the productivity of
Vi nd Ml I mamm i of o and surrounding the colony’s center should be flat
since nothing can be built on hills or mountains.

It may be difficult to find the most ideal location. To determine whether or not a colony will
do well somewhere, plce the mouse cursorin a central location of some apparently sitable
land.. Press the Zkey and sc thas variows spuares are highlgbied (Figure 18). For your first




colony, spuarcora access to the
acen (o sou o't be able b 3 Dk and <onduct sl e with v Mother
‘Country). Try 0 bl  Dock on an occan spuare o has you can bild Ships Docks built on
akes and rivers at as trading posts and do not build Ships. Furthermore, Docks on lakes or
rivers without access to the ocean cannot be used to conduct trade with your Mother Country.
Make e shat some o your land isforstd 50 thas you can build good Mills, Finall, v t build
iy a river with neightoring grassands. These graslands will become your Ivmm: In the best of
willaso have a small adjacent to your colony’sterr-
tory: The lands near (or flat aeas on) mountans are the ichest sources of Gold and Metls

Figure 13, Upon rying 1o fund a ncw colony, sl aea where
s cam erecs new buildings wil b il

IFthe highlighted arcas seem suitable, name your
colony (or s the defoult name) and click on the OK
butt hange your mind about this colony, and if
you hm o ikl o e Fnd T boton st you cn
double-dlick on the Colony Center and select Undo,
Found to get your Setler back.

Gotting Your New Colony Start

When o have founded a colony, dowdie-lick o e Colony Center: This will hring e
Colony (Figare 19). From this screen you can do a number of things. u can
et o mch s o fhe v ommodiie, it Gol, Mt o, G

and Crops. You can also see how nuch of any of these you are expecting to receive (via trade
or internal production) by the next tum.

Figure 19, Calony window

o build up your coony,cick o she Build Building bus-
son. This brings up a lis of buiklings you can consruct
are 20). 1Fyou do not have the supplics to build a par-
ticular structure, tha buiding’s button willbe grayed out
By passing your cursor over any button (even the grayed

. out ones), you can see the materials required to build that
building in the Starus Bar.

o choose a building, eick o its button. Your cursor il tur into the building type you have
seected (Figure 21). All vailable land (and water for Docks) for building il be highlighted
around your Colony C y passing the building cursor over the highlighted colony arcas,
vou can obuain information on the building’s produciviy ifplaced in a particular location. The
Status Bar will aso tell you if you can't build that structure where you're trying to place it and
why you can't do this. To place a building on a ste, simply dick with your building curor o @
suitable ocasion.




Fignre 20, This i the e o buidings from wiich yo can devcop
your eolony. Buitdings for which you dow's have cnough resorees

are grayed o

Figure 21 The cursr b changed into a iny Farm. Highlighted
aveasindicate potenialbuidingsits for the Farm, and the Status
Bar povies sl fdback on she ualiy of o fusure Far st

Firs, find some switalie furming land (look for the
highest productivity molifier you can). Place ane or iwo
Farms on the land.,

Then click on she Mill button a find the land shas
yields the highest prsctivity modifcr for producing Wood.
Build scveral Mill.

Click n the Gold Mine buston and sry o fnd  site where the productivity modifier is greater
thars -100%. Orherwise the Staus Bar willinform you that building a that site wil be uscless
because the productivty modifir is so low that the mine villyield no Gold. Build a Gold Mine
if you can find a sitable location.

Click an the Metal Mine button and ry to find a sve where the producivity will b greater than
0% 1F you can’t find such a site, choose any location you like. Metal Mines normally vield at
st one Metal per tuen for a Level 1 building regardless of where they are buili! Build several
Metal Mines

Build some Honsing and a Ch sheleas
inally, build & Dock on wn ocean square,if asibe (o you can build Ships). Otherwise, sttle
{or buiding a Dock on ariver with access to the ocean (so you can sl trade with your Mother
Couney). I the worst s, you ca buld 3 Dk o a e o ke s
built on such (dnn)', but
Docko wthout ek e s be s o e with Your Mothr County

ou will want to build a Fort. Make sure you have a 2x2 square upon which you
e Fort.

ingslisted above are those you should aim t0 include one or more ofin your
tage in its development; this it is not meant to convey a rigid plan for
builing up your olony. Minimall, you wil ned Farms, Ml and Howsing as the very bginning,




hould also build Metal M necessary metals for upgrad
ter and other buildings in your settlement. Beyond that, how many and
what type of buildings you choose to construct will depend largely on your own strategy for
playing the game.

“The Colony

enter and al buildings start out as Level 1 structures. These are the least pro-
Wien Colony Center,the Upgrade
Iwnm n m Cotny o wil hn,,mm 1Fyou check this bos, o the ext same m your
per you

“1|| e am 10 uparde any buidings urenty i the colon
Upgrade buildings by dowble-licking on the building ani cicking in the Upgrade box thas
i You can i on
hand and if the Colony Center is at a higher level than the level. By pasing
ror grade bo, the Status Bar will tell you what is required to upgrade a
bmldmg and by how much you are short i relevant resources,

Figure 22. A Farm window. You can wparade s Farm by click
g on s Upgrade box. Novc s she Sonsus ar provides e
back on what is requivd 1o pavad s Farm,
"L I yon must bl  scction of your colony, you can dow-
We-dlick o  building and shen click on the Demlish but-
son to remove he building from she colony. This allows you
o restructure your colony to best
oes by, Note: The buikding won't be demolished wnil
the beginning of your next tum, s0 you can't build anything new at thatsie uniil then. On the
following turn (when your building is demolished), you will get back a small portion of the
materals that were used i its construction.

your needs as time.

IFyou haven't ended the tum yet and you change your mind about building a structure,
upgrading a building, or demol mply double-click on the building and “undo”
your instructions

g one,

Finally,ifyou decide you've picked  rotien it for a colony andyou bave not yt ended your
s iy lick o e Uni sour Colony window. This
will return your Settler, and you can choose a new colony sie.

Finding Out More About the Colony and Tr:
“There are several more buttons in the Colony window that provi
ions. While ing provi

additional useful infor-
formation, sec the Colonics

and Trade chapter for more detals

“The Populasion Detail buston brings up the Population Detail window (Figure 23). This win-
dow shows the colony’s base (current) population, the number of units in the colony, itstotal



population, and maxinum population (based on current Housing). It also shows how much
abor (Labor Demand) the current industries in the colony require and how much Free Labor
thrs . e Labor i ot if o xersone i he colony i cploye. gt e

expected 10 change by the next tum (n parentheses). Tt also indicatesthe numbum'(.mpa

needed to feed the and how any igra
tion rate. Note: You must have enough Crops (from intemal production, current supplics, or
trade) to feed your colonists or they will start emigrating.

Figure 23. The Population Detail window

S The Commmodity Detail buston brings up the Commodity
. Detail window (Figure 24). This window provides vial
information on how many resources your colony is pro-
ducing and consuming per twrn. Peoduction s given as
how many units of a particular commodity your colony is

- producing out of how many it can produce (based on ts
buildings). I the current production i essthan the
colony’s capabil indic peop!
shaws how many Crops
colon i i Finally, it she

Figure 24, Thc Commoity Detail window.

Figure 25, The Trade sreen
The Trade butson allows your colony o condnct trade with

the Mother Country, other players, narive players, and.

other colonies and to create Trade Allances. You can only

them in the game (by discovering one of their col
“The Trade button brings up the Trade st and the Crate
Jist. The Trade screen has a srolling list of current trades
as well as the ollowing opions:

ews Clicing on this button brings up a scroling it of options (Figure 26) from which
you can choose 10 buy from or sell o your Mother Country, o trade with natives, o give or

19
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demand tribute from other players, o barter with other players, or to transfr supplis between
your colonies. Select “buy from” or “sel to” the Mother Country (i you are playing as a
European). (This option is named “Europe” i you declare independence from your country.)
eyt ont ety vl byio o sling i, Tis s he prinary vy

ods needed t0 build a Commerce pro-
am (-md\) o ke e npgnda Selling resources to the Mother Country is b s
10 acquire the Gold you wil need for upgrades, recruiting Leaders, and making Settlers. Select
“Trade with Natives” 10 trade with native Indians (i there are any close by) for everything
except Goods. Select “Transfer to Colony”™ t0 send resources to other colonies. Finall, if you
have established contact with another player, you can choose to demand or give tribute 10 that
player or attempt to barter with that player or establish a Trade Alliance (f relations are good
enough).

“Trades with the Mother Country or Europe require a Dock built on an ocean or on a river
with access 0 the ocean and take several tams to complete. Trades within the New World
reqire one or more tums to complete, depending on the distance between colonics and
Known rade roures. Overland trade requiressgnifianty mre time than occan: borne rade
Note, you » but you may only
ke e trude pe trn ith atives. Teades with Natives occur mmediael.

" Figure 20, New Trade window: Relcvantopsons will e grayed
out it you camnot srade withyour Moer Country (becanse of
poor elasions ar becanse you Ik o Dock) her are o fcndly
nativs earby, o have no asber colnic, o ou bave it o
oher playr.

Edit: Clck on a trade in the scrolling list of trades. To.
aler that particular trade. Note: Trades with natives can-
ot be altered since they take place immediately.

Click on a trade in the scrolling st of trades. Then click on the bution to retrac that trade.

Crates: This button brings up the Crate ls, if youve closed it

Done: Click here to close the Trade st

Besides the above options, you wiay alo commission a Leader from your Colony window if
you have sufficient resources. See the Units chapter and Colonics and Trade chapter for more
information on recruiting Leaders and their characterstcs.

Finally, i you do not wish to engage in the necessary hands-on work required for building
up a colony, you can cick on the Auto Colony button. If you do ths, the computer will make
allthe necessary decisions on what to build, demolish, and trade based on what it asesss your
greatest needs t0 be. See the Building st for details on what the Auto Colony feature has done:
for you during the wm.




Mission 3: Upgrade Your Colony Center To Level 2
To upwde vour first Colony Center you must have 20 Wood and § Metals. You can obtain
these by productive Mills and Metal Mines and sufficient Housing to acquire the labor
t©un You may also can produce to the Mother
County or natves for Gold and then purchase the remaining resources required. In order 10
trade with the Mother Country your setdement must have a Dock built on an ocean square or

on a iver with access to the ocean!

Sece the above sections and the Colonies and Trade chapter for more information on upgrad-
ing and developing your colony.

‘Youmust complee this third mission by the end of the 30th game tum.

o The Fronch From the New W

a French player. For your last i, some
narives have promised to locae the new French settlement fo you. You must build  Fort an
recruit miliary units for combar. Then you must prevent the French from cu:bh\hmg anew
colony or climinate their colony if one is already established. You must complete this mission
by the end of wm 40.

“To build a Fort, when you have suficent supplie,cick on mg Build umm.ug button in
your Colony window. Select a Fort and place On subsequent trms, double-
lick on the Fort and click net to Infntry, Cavaley, or Artilery to buid one ofthesc uits by
the following tum (Figure 27). When you have built cnough units, us the Leaders you already
have o commission new ones (through the Colony window) and attach your military units to
these Leaders (see Atad e Detaching, and Reorganizing section of the Units chapter). For
er the Units chaper

Figure 27. The Fors window. Clik nest 1o the it e you wish f0

Finall, embark Leaders and units on your Ships(cither
your old Ships or new ones built by double-licking on your
Dock and selecting Construct Ship) and set il for the
French colony o Setter. Saing will robably be your fastest
way 10 gt 10 the French since most units take forever to
negotiae the intervening il and mountainous terin,

Disembark your wnits near the French, and clck and drag; them towards the Colony Center
or towards the French Settler (Figure 28). Select the Capture or Raid button if you are attack-
ing their colony or the Attack button if you are attempting to destroy their Settler, When your
tum ends, you will be engaged in tactcal combat with the enemy.




2

Figure 28, Astacking a colony

Basic Combat

While you willfind more deails on conducting combat
Combat chapter, this section will provide you with
afew hints for getting started.

in the

Each side’s units begin in their “reserves.” The row of
alled the home row. When
itis your tu, cick on the unit you wish to move and

squares next 1o the reserv

b cnemy o ‘Your goal is o force your opponents to retreat, to eliminate them, or to enter

ng their fla,

the square con

Infantry units can only move forwards, backwards, or sideways by one square per turn. Or,
they may initate an attack. Cavalry units can move 10 squares per turn (not diagonally) or
wo ack. Artillery units may quare per turn (although
they must stay in the w10 your side) or they may fire on the enemy. Infaniry units
and Cavalry units can only attack opponents in squares in front, bel
Arillry units can fire on any square in the colum they occupy:

nd, or next to them.

“The more different types of units atacking at one time, the better their chances of success.
“This is 2 combined arms bonus t0 your atack. To launch a combined arms attack, click on each
unit you wish to involve in the attack. When you are done selecting all such wnits,click on the
Garget enemy square

‘Cavalry will lunch better artack if they have moved before they artack (a charging bonus).
However,they will ot and retreated during the preceding

Attacks are more effective when they involve units in more than one square. For attacks that

stem from mumpk s this added effectivenessis called a flanking bonus. The more.
squares the greate this bonus is. Note: Hanking bonuses and com!

o b st e s«..m more squares from which an attack islaunched and the more
it types involved in the attack, the stronger the attack will be!

Finally, Arillery

' fir is more effective the i target is to them, and attacks by
lnlamr\ wd Car iy on ided Arnllm (no other
e th

it types in the target square) are more
ilery units.

Note:
tiveness of an attack by increasing the probability that the atacking wnit(s) il it thei oppo-
nents. These bonuses do not increase the number of it or shots made by the attacking units.

Each of the bonuses described above, unless otherwise indicated, increases the ffec

an the level of your
Lender. The number of moves each unit can make per combat um is ol fmited by he i ype




ts are fired upon, they may lose strength. The number next to the unit will
decrease. Their attacks will decrease in strength corresponding 1o how much strengh the units
Tose. When a unit’ strength hits zero, it dies. Units do not heal during combat or while travel
ing; they must be in a colony in order to heal (at the rate of one strength point per tum)

ts get damaged, they may panic (lose morale) and retreat one square back towards

When u

When u

‘morale is also affected by the Charisma of their Leader and the Reputation of the opposing

Leader. The higher their Leader's Charisma, the les likely they are to panic. The higher the
it path of retreat

Reputation of the opposing Leader, the more ke
s blocked,the panicked unit will sffr an additonal point of damage and remain in the same
Tocation.

“To ensure winning your barle, make certain that you have sent plenty of unts and renforce-
nt. Attack the settlement repeatedly until you succeed i

ments towards the French sette
ng it or destroying it (by

capu

Mission Accomplish
1Fyou successully complete the Tutorial scenario, you will have leamed how to use the basic

elements in the game. You are now ready to strike out on your own.
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From the Game Menu screen you can elect 1o start a nev soltaire game. In the Scenario
screen, choose Custom 10 create your own new game.

Choosing Custom will bring up the Custom Game Setup screen (Figure 29) where you will
be able o set various parameters for your new game and the game’s world.
Figure 29, Casiom Game Scup scrcn

Note: When you choose to play a muliplayer game.
against other human players, the person setting up the
game asigns the same parameters a are lsted in the fol
lowing section. See the Multiplayer Games chapter for
more information on setting up such games.

The Custom Gamo Setup S:

You can give your game a urique name by dlicking in the Game Name box and typing i a
new name for your game.

‘Computer Players: Sclect the number of computer opponens for your game by clicking on
upper or lower boxes to increase or decrease this number. You may play a truly sofitsre game
(against no opponents) or you may play against as many as five computer opponents.

Max Turns: Select the number of tums you wish the game to take. This number can be.
from 7ero (called “Unl ), if you wish there t0 be no twen limi, 10 300. The plyer with
the maximum score at the end of this tum mumber will win the game (unless a player has
reached the Winning Score before this time). Sec Winning The Game for more information.

e ¥ points. When a player reaches this
number (within the seected number of maximum game twns), the game will end and that
player will win. This number may be anything from zero (also caled “Unlimited”), which rep-
resents no preset winning score, to 200,000, Sec Winning the Game for more information on
victory poins.

Indian Settlements: Seect a number from 7¢ro to 50, This will be the number of native
Indian settlements scatered throughout the New World

Land Seeds: Select the program enerate the world.
The more land seeds relative 10 water seds) you selct, the more land there will b n the
New World il be parc of o

‘Water Seeds: Select the number of water seeds that the program uses to generate the world.



“The more water seeds there are (reltive to land seeds), the more water there will b in the
New World. It willaso tend to increase the number of islands in the New World. Too much
water may end up making the New World nearly uninhabitable

Resources Are: You can seectthe general productvity evel of the and when you build
Mill, Farms, and Mines i your colonics. Resources can be
depending on the level of challenge

et 10 scarce, norma, or abundant

ou wish your new coloies t0 fice

Play Time Bonus Is: You can select the time penalies (for taking 100 long to complete
twens) and bonuses (for ending turms expediiousl) to plaers. This bonus may be tumed offif
you don't wish to play against the clock; it may be nomal or extreme. For cach turn, you start

offwith a preset number of seconds in which to-complete al your actions. If you complete
them early,you will ain victory points; i you ar 100 slow, you willlose victory poins. See
Wi

& the Game for more information on vitory points.

Movement Is:
the New World. The cas

Easy, Normal, or Difficult t0 aler the distance which un
 the movement, the farther units will be able to move on cach turn,

Normal, Hard, or very hard difficulty

Select Very b depending
oo o hlleng you wih o . The fi v s you play Congrst of the New
World, you may wish to set the level t0 easy so that you can get accustomed to playing the
game. For later games, move up the diffculty level o keep pace with your increasing skill The
difficuly level affcts the avalabiliy of resources(termain-based productivity modifirs) in com:
puter players’ colonies. In addition, native Indians are more likely to be hostile towards you at
higher diffculy fevels. Friendly natves will trade with your colonies and wl not attack wan-

dering unis. Hosile natives will atack unts that ae t00 close to their setdements.

Designers’ Note: The Al in Congust of the New World docs not have access o information
or materials o which you don't have access (= .., the computer player docs not “cheat.”) The
only way the AT ever gains an adantage i if you provide it with one by settin the Diffculty
Level to Nomal o Above. In this event, the computer player will have more productive land
on which to build than human players have.

When you have slected the feaures for your game and ts world, lick on the Player Setup.
button to select features and specific vietory con

ons for your character.

‘World Size: If you'd ke to play in a crowded world, you can limit the number of grids in
the world. Normall, s 256 by 256 square, but you can cut it back all the way t0 80 by 80 if
you want.

Early Diplomacy: Here’s an exciting twist. You can allow allplayers to do Diplomacy exer

before they're Independent. But be careful - you could make your Mother Country angey

[
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Setting Up Your
‘The Player Setup sc g
ry conditions or special abilies.

Figure 30.The Payer Sewp sreen

Player Name: Clck in this box and type in a unique
name for your character

Play As: Sclect your Mother Country. Slecting one of
the European counties (Britain, Holland, France,
Portugal, or Spain) will start you out with a few units on &
‘Ship that has jus sghted land. From there you must dis
embark your unt, start exploring, and eventually found
colones. It makes no difference which country you choos, except for changing the flag under
travel. Choosing Native, howerer, will alter some of the opions you have
erin the game. See the Diplomacy chapter for more details on these options. Only one player
can play ascach of the Enropean couniricsor as Natives.

hoosing (o play as Natives will materiall affect many clements of your game. Aside

ing on the lefi edge of the New World (instead of th right, a s rue for European
playens), your colonies and diplomatic options wil diffe substantiall from those of European
players. The costs of buikding and upgrading structures vary somewhat from those for
European players. Native players can buildlarger cites and suffer no taxation, although they
cannot trade with Europe. Native players pay les for Setlers, Infantry, and Cavalry, and their

Explorers move farther per turn than those of European players. They cannot build Artllry.
lfmallv, Native players can nde with st Indin s ot v v o thee colonic

European players’ trades with local tribes require much closer juxtaposition of such ribes

oconie.

ither the native Indian tribes within the game nor the Native Indian
tes Narive lin

Designers’ Ny
Player are e om s particular Indian trbe. The history of the America i
eages 00 numerous o mention. Instead, we have abstracted features of Native American
Indians from al the up this game with gatherer tibes and b)
an advanced Native Indian tribe feauring elements found in various American ribes
“Therefore, the Native player's civilization will include clements from many heritages, such as
the long houses of certain Native Indian tribes, the cliff dwellings of the Anasazi, and the vari

tee, and i In Conquest of
the N Word,his Natve s cilzation i scin  nw psk of pocr and begning
10 expand into new territory (as represented by a continent in the

jons. You get 40
g up colonies (the Colony button),

Victory Point Bonuses: In this section you speciy your victory condi
points o allocate as bonuses to founding and buil
exploring and discovering landmarks (the Exploration button), winning batdes (the Combat




buton). an plying. tron diplomatic e (i Doy buton. Yo may s s these
below). Each point point

points to “buy™
For example, if you pqm a45” next to exploration, the victory points you et for exploring
and diovcring ks will b ivn 5% b, o1 o cm 100 o o dccring
something, you will actally get 105 points for doing this. Use the upper and lower buttons
et 10 each category 10 increase and decrease the bonus you will be awarded in each area

“The victoy points you cam a5 you ply may be in the form of cumltive bonuses or
“measured” bonuses. Cumnlative s are aed fo your victory poin scor as the end of cvery
e urn and cannot b taken way from your score. Measured bonses depend on the current
state ofyour oloics, esonrces, and discoverics, and, herefoe,their consribusion 1o your scre can

from turn to turn. When the game ends, the e ofthe game a that time determinesthe
final cosribution of any measured bomnses

lony: Ad
your colonics. When your c reach 2 high leel of
use the Convert Surplus butto
tion into vietory points. The more victory point bonuses you allocate towards this category,the

g iony point bonses to s ctcgoeywilmrce e ictor s o

in the Commaodity Detail window to convert excess

‘more you may benefit from your colonies” surplus production during the game.

Exploration: ¥ point bonuses t0 this ca
act o bein the it 1o explor nw s of the word. (s that were prviud i he dark)
i for b the it 0 dicner mporant vk, Note, o 4 o tons s for

exploring oceans.

Combat: Adding victory point bonuses here willincrease the victory points you get for suc
cessfully bat
enemy units in combat

g hostile natives and other players. Points are awarded for any damage done to

plomacy: Adding oy pin bt i atgony il it e oy o

vou get for (such as making or bre

X Percentage Points Left: This tells you how many of the 40 victory point bonuses y
have lef to allocate to colony, exploration, combat, diplomacy, or special abilties.

Clear All: Sele
< start over again.

i this will emove all of the already allocated victory point bonuses s0 you

our game.play and

Special Abilitis: You may purchase special abiliics that can affect ur.
victory points. Each abiliy costs ten victory point bonuses from the 40 you have when you

begin setting up your player characteristis.

Miser: This special abilit gives you extra victory points for Gold you accumulate in your
colonies. The bonus you get for this Gold i measured bonus; uliimately, the victory points
you get for having this abiliy will depend on how much Gold you have at the end of the gam
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¢ awards victory poins for attracting coloniss to the New World. The
s camed. This is a measured bonus,
e 1o this ability depend on how many

‘Colonist: This abil
‘more colonists in your settements, the more victory po

50 the victory points you earn at the end of the game d
colonists you have at that time.

reases the points (in the form of a cumulative bonus) you cam
discovered landmarks.

Discoverer: This abilty
from naming and claim
“This abil
ks, and decreases the cost of rescarching defensive mi
are awarded cumulatively.

penalizes you for

awards points for colony development and upgrade
ary tactis. Victory points

P
initating att
camed asa result of choosing this abli

‘Cartography: This slection increases the movement allotment of all your land-based u
., they Il be able to move frther every tum). Cartography has no effct on your victory

Navigator: This special abilty increases the movement allotment of your Ships, but has no

effect on your victory poins.

inqueror: This special abiliy alows your Forts to support more miliary units than the
standard for each Fort you build, allowing you to support one extra unit per Fort leve. This
dingsin the Colonies and
s Forts can support.

i chapter for more information on how many
‘Craftsman: This abilty increases the amount you earn for seling commodities t0 your
Mother Country, other players, and local natives. This skill has o effect on your victory points.
‘Admiral: Selecting this special ability improves the skill of your Ships during ship-to-ship
combat, but has no effect on your victory points

Missionary: This special ability improves your relations with native Indians over time; it has

t on your victory points.

o eff

‘When you have completed selecting your player characterisics, clck on the Begin Game but
If you change your mind, click on the Cancel button.

ton to start playin



hapter 3: The Now World's Terrain Typ

‘When a New World is generated at the beginning of cach game, the basic parameters used
for building it are those chosen in the Game Setup screen (sce Custom- Making Your Own
Game). It should be stated, howexer, that all New Worlds in Conguessof the New Worldare in
the northern hemisphere. Thercfore, you will find tundra in the north and swamps and jungles

in the soutl

“The various terrain types in the New World will influence the movement of units. They can
also affet the productivity of various buildings. The following table shows the effets of terrain
on movement and the productvity of buildings.

TouanTyr _ Aveiauass  Ercr ox Moviauxt _ Ersrcr ox Propucrio
LAND";

Graslands et geen None inc. Crope, dec. Wood
Decrt T brown lower han g, e Crops, dec. Wool
Forans ik grn ower han desrs ine, Wood, de. Crops
Jungles emerdgreen e than s iné Woundmor than o

dec. Crops more thin foress

Mounting

brown

cutremcly sow

inc. Metalsand Gold

hite

extremely o,
e if mountinous

ine. Gold f mouncinous

WATER:
Rivers i ows most units; inc. adjcent Crops, Wood,
o Sips allowed. Metas, and Gold
Fastfor Exploren.
Exploren are fster
going downstream
RiverDelus  mediom blue  impassable inc. adjcent prod. like likes
Lakes medium bluct* impasable inc. adjcent Crops, Meval, and
Gold lessthan rivers
Oceans dark bluc Ships only

inc. adjcent Crops (fom fishing)

Latecare
o ivers nd ke s Docs

-

R
ekl g poss nd do e buld S




Your the New World depends heavily on the quantity
and qualty of the colonics you found. This chapter provides i depth information on colonics
and trade.

Founding a Colony

In most scenarios, your first sttlr appears on tum 6. Move your Setler to the exact location
where your Colony C , then dick the Found Colony 0 place
it there (Figure 31). Yon can nly build « Colony Center and osher buildings o fl land, s0 be
sure that you are founding your colony in such a pace. (The Found button will be grayed out
ifyou cannot found a Colony Center where your Settler is stnding).

Afie scecing Found,  highiighted arca wil appea around the Selersthis Highighted arca
scem suitable, ame your

colony (or accept the default name) and cick on the OK button.

e Figure 31 Click on the Found Colny busion o il a colony
i st

If, upon further inspection, you decide that the site
where you founded your colony is unsuitable, double-click
on the Colony Cente and then click on the Undo Found
button. Your Settler il then reappear to be moved to.a
better location. You can only do this during the turm in
which you found the colony. After you end this turn, the
Undo Found option will no longer be available, and you can no longer change the site of the
mluny

in the game, 1o found a new colony you st build @ new Setler whis. You can recrit
Sculu from a Housing structure by double:cicking on some Housing i a colony (Figure 32)
and then dlicking on the Recruit Setles button (f ou have an adequate number of esources
o buid 2t placing a check mark next t0 t. On your next game tum a new Setler il
appear. IFyou decide not to build a Settlr afer all,you can dlick on the Recruit Setlrs button
again 10 remove the check mark.

Note: Be sure that you don't neglect building several colonies 10 establish your country's
claims to the New World i fvor of exploration and conquest. A solid foundation of produc-
tion provided by numcrous hrvin colonie will help you win the game, egardes of he vie-
ns you chose.




Figure 32 Click o the Recruis Selers buston 10 recruit a new
Sater

Locating a balanced site for building a new colony is
harder than simply founding one anywhere! In approxi-
mate order of importance, look for the following charac
teristies i future colony sie:

Ocean accessin colony limits, at last for the fist
colony (for buikling 2 Dock and conducting trade with
the Mother Country)

+Large expanse of flat land (for rising lots of buildings)
“Forests (dark green) or jungle (emerald green) squares (for Wood Mill)

Grasdand near a i

e (for good farmland)
of nearby Farms, Mills, and Mines)

*Rivers (for improving product

#Near mountains (for Gold and Metal Mines)

17 possible, prosimiy 1o one or more Special Discoveries.

idealIocation will have all but mi for the first three or four

9 Up a Now Colony
Kulldn\g; can only be placed o flat and (o warer xquaru if Docks) near the Colony Center.
" you dlick on the button
1o st new bl 10 consruct New b\nldmy; st b pscd el wihin e i
lighted area

“To build a new building, double-click on the Colony Center. Then, click on the Build
Building button, followed by dlicking on the button for the building you wish to construct
“This will wrn your cursor into the building you chose (Figure 33). You can then click on the
Tocation within the colony where you want t place this building. The cursor vl blink ifyou
‘may not place the building at your chosen location.

Fignre 3. You bave jus lced 1o buitd n Mill. Novice the i
ighted squares i he colony. Yo can build your Mill o any of
shesesquares, Watchshe tatus Bar for information that willblp

yo determine the bes place o put shis new Mill.

Note: Ifyou do not have the materials necessary for
raising a particular building, that building’s button will be
grayed out. The Status Bar will et you know what you are
lacking in the way of resources 0 build such structures
(Figure 34)




Figure 34. Builiings or which you do nos v an adepuase supply
of building materialsare grayed ont. S he Status Bar fr infir

mation o what yo need 10 build such serucrures

Finally, pay clos attention to the Siasus Bar asyou iry o
il This will provide important fecdback on .hL e
fuctivity of various structures if placed
In particular, whenever you wish to place a new m..,
Mill, Mine or Commerce building in your colony, pay
attention 1o the Status Bar as you move the building cursor over the highlighted areas in your
colony. Aliways try 10 place your buildings in areas with high productivity modifiers. The pro-
ductivity modifier you observe depend on the building you are trying to construct and the
immediate and local trrain. You willsee diferent modifiers when you try to place different
buildings on the same square or when you try to place the same type of building in different
squares

Importantl, o
s For examplethe e Ml or Far vou buld,the mre prodctie all you Mils
o Farms will be. This increased productivity due to specialization will be reflected in the pro-
duction modifir of your most common building type (accessed through the window you bring
up by double-cicking on a building in your colony).

Farms and Crops
g (2:2) buildings;

colony, It takes one (,m,» per tum 1o feed 100 people, and w\lrm!m\\‘ m.nm one additional

Crop per tum. Therefore, your frst colony, which begins with 150 people, requires 2 Crops per

tum when it finst founded. If you have inadequate food supplics, your contovoil emigrate

Each Level 1 Farm produces three Crops per tum (two crops per tum for Native players)
plus any productivity modifirs. Ifthe farmiand is high in productiity or ifit is near any one of
the five Crop-related Special Discoverie, it will yield more Crops per tum. The best place to
build Farmsis on grassland next to a eiver or other body of water. Build at least one Farm to
start a colony offwell. Excess Crops produced by your Farms can be stored for future emer-
ncies, traded for other resources or Gold, or used in building Seutlers.

Housing, Population, and La

“The next thing to build afier Farms is Housing, Fach Level 1 Housing can hold 100 people.
Colony Centers hold the same number of people as a Housing structure of the same Level
Farms also provide some Housing (enough for 40 people ina Level 1 Farm). But, Colony
Centers and Farms can not house enough people to provide the labor your other industries will
need. You may build Housing on any area of flat fand within your colony:

As your colony grows, pay attention to the information accessed by clicking on the
Population Detil button in the Colony windon (Figare 35). This will ell you what your cur-



is, what vour town i (based on available
Housing), and how much Fre Labor thee s When Free Labor i negatie, thee re ot
enough people to fill the available jobs n the colony, meaning tha the
pleto » bear the brunt of ibor
¢ Commerce and Mincs. Ifthe he prod:
willaso be affected and, in the wors cases, Crop production will be decreased. When Free:
Laboris posive, there are lots of people out of work, 5o you should increase the levels or num-
bers s 8y b capacity for

i but you will also i i i

Figure 35. The Population Deail Window

In addition to population and labor detail, the
Population Detail window tells you how many Crops you
need to feed the people in your colony per turm and what
bonus to immigration you are getting per turn (in number
ofnew colonists) from any Churches in the colony. In

. parentheses are the numbers by which the various popula
tion and labor values are expected to change when the
next tum begins

Churoh

attract more colonists, build a Charch. You can build this building on any flat picce of
|=||d Each Level 1 Church willincrease the number of immigrants coming to your colony by
10 people per tum. For each level you upgrade your Churches, they will attract additional
immigrants per turn. The Medicinal Herbs Special Discovery will increase the effectiveness of
nearby Churches.

Docks, Trade, and Ships
o low foe radewithyoue Mo oy, bl 3 Dk o s s o sver
square with cean. A colony Dock in order 10 trade
with the . Having a Dock i also th y can build new
i i your D an ocean square. Docks built
o lakes and ivrs at 3 rading posts and do nor build Ships. Higher level Docks allow you to
conduct more overseas trade per level of the Dock p Each
can support a limited number of Ships.

Mills and Wood
ou will need Wood to build all of the structures in your colony. Build a Millin a inngl«,

(emerald green) or forest (dark green) square near  river for the best overal luction

m attention 0 the Status Bar 3 you look for goo ocatons foryour Mil Fach L/:\d 1Ml
¢ produce one Wood per turn. However, the higher the productivt, the beter

m il it 0 vl Nk e e oo o b rded for e G or Gl
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Your mill will be even more productive ift is within range of a forest Special Discovery (Oak,
Cherry, Teak, Redwood, Or Maple.

Motal Mines and Motals

Just as i true for Wood, your colony will need Metal for construction and trading purposes
Metal Mines are bes placed on fla mountains or near mountains, and, if possble, near a river.
Again, look for the best overall productvity before placing your Metal Mine. However, even a
0% produciviy, Level 1 Mine will be able t0 produce one Metal per turn. Make sure you build
a e Mines to obtain the valuable Metals your colony will need. Note: Metals become increas-
ingly important as your colony grows and you upgrade s many buildings. Be prepared to

id more Mines if ne

Gold Mines and Gold

Gold i useful 10 have, of course. You can trade your other resources for Gold or you can
build 2 Gold Mine. Unfortunately, not allsites wil bear a fruitful Gold Mine. The best sies are
near mountsins,pariularly snow-<capped ones. Again, ookt the Status Bar; s long s it
doesn't say building is usless there (Figure 36), you may buikd a Gold Mine at that location
and gain some bencfit from it. Of course, you should look for the best such location. Gold,
Silver and Copper Special Discoveries add to your Gold Mines output. Copper, Tin and Iron
add to the output of your regular Metal mines,

Figure 30, Bylooking at e Siasus Bar yoncan sce thas building o
Gold Mine s ocion wil b s,

Level 1 Gold Mines have a nommal production (i the
absence of tereain moxdifirs) of 20 Gold per tm. In gen-
eral, Gold Mines have a productivity bonus that is 100%
less than that of similrly placed Metal Mines.

Commorce and Goo

“The buildings described above are the most important for getting a new settlement off 0 3
‘good start Later, however, you will wish to add other buikdings to your new colony:

‘Commerce buildings provide Goods from resources, One Wood, Metal, and Crop are need:
ed per level of a Commerce building so that it may produce Goods every w (see Table of
Buildings for detals). These resources mst be available at the end of the game tum t0 pro-
duce new Goods that appear a the beginning of the following tum. Goods can be traded and
wsed for construction of higher level buildings and units.

Itis necessary to have Goods to build a Commerce buikling, but low-level Setlers don't
carry Goods. So, new cnlm\lgs e no Goods At th egiin,ofhe game then,you mus

don't have Goods to the

ioods nec




essary for establishing Commerce in your first colony. Note, since Native players cannot trade.
with Europe, they have no way t0 acquire Goods early in the game. Howerer, they cannot
upgrade buildings beyond Level 2,50 they do not need Goods

Ta

“Taverns can be placed on any flat picce of land and can be sed t0 build new Explorers. The
higher level the Taver, the higher level (faster) Explorers can be
limited number of Explorers.

‘Taverns can support a.

Forts and Military Units
Fores are large buildings (2x2) ﬂm help defend your colony, house your military units, and.

provide new miliary units (Infantry, Cavlry, and Artllry) for building new armies. They can
also be built on any available piece ot o bnd

a Fort il ive info bout your colony in the event
ofan atack (Figure 37).

Fignre 37, The For window provides defensive information.

See the Defending Colonies sction under the Combat
chapter for more information on hon colonies defend
themselves from attack.

“The total number of miliary units that you can control
is determined by how many Forts you have. At the begin-
e nr.n. game, you may only control five miltary units

u build a Fort. See the Table of Buildings lter in
this chapter for detals on how many ity it Fort e support depending on ts level

War Colloges and R
War Colleges are 2x2 structures that may be built on any suitably large patch of and. You may.
only build one per colony, and War Colleges are the only buildings that you cannot upgrade.

War Colleges are a place where you can invest o e Gold into one of seven miltary
rescarch areas (Figure 38). You may only req r College in the New World. The
improvements it makes in your miltary vill affect . ﬂ’ynur unts, globally and immediatcly,
ot just the ones builtin that colony. If, however, you build more than one War College, you
can increase the rate at which you improve your miliary tactes and Leaders. The effcets of
‘muliple War Colleges are e
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Figure 38 Milisary Rescach window. War Collges offr  alsvude

rch in which you may

Improved Offensive Tactics for Infantry, Cavalry,
and Artillery: Each leve of improvement increases the
chance for a successfl attack in combat by 5% for each
pe

Improved Defensive Tactics for Infantry, Cavalry, and Atilley: Each level of improve
‘ment decreases your apponent’s chance of landing a successful hitin combat by 2.5% when
attacking that unt type.

Leader Rescarch: Each level of impr thisarea will give yor
sill points to wse in creating new Leaders (sce the Leaders section under e chapter).
Leader Rescarch has no effect on pre-existing Leads
Example of Improving Offensive and Defensive Tactios:
When ey irike i arike will
remove one sirengih poin from sher my,n o
e Each astack I

 base chance of histing equal 1o 15%,

Levssay she Infuntry unit is benefving from a Level 1 Offensive Tactics and that it is astacking
@ unit tht is benefiting from o Level 1 Defensive Tactics The Level 1 Offensive Tactics wil give
e

. Thergfre,
Jrom 15% to 20%. The tasgev’s Definsive Tactics will redce shis chance 10 i by 2.5%, making the
et chance 0 hit 17.5% for the astacking Infiniry.

“The effec o these Iproved Tactics on bl sies mcans that e atsacking Infintry wnis (of
strongty three) willbryso it i e thre simes during ivs astack. Each bit bns a 17.5% dhance
of landing and doing damage.

“To invest in research in a colony with a War College, double-dlick on the War College to
openits window, clck on the Miltary Rescarch button, and assign a quantiy of Gold to be
spent cach tum on any combination of areas. This amount of Gold will be deducted from this
colony’s Gold reserves at the beginning of each tum. Ifyou have insufficent Gold in your
colony on some later tum, investment in rescarch areas with expenses exceeding the colony’s
Gold supplies will be suspended uniila sufficent quantity of Gold is again available. The word
“Suspended” will appear in the Miliary Rescarch window (accessed by double-clicking on the
War College and then clicking on the Miltary Research button) next to such rescarch areas
You can also make  one-time investment in the War College,

vou so desie.



Note: The Current Rating in the Miltary Research window indicates what level your skill is
i tha rescarch area. The Rescarch Progress indicates how much Gold you have already imvest
ed in progressing to the next level of skl in a rescarch area out of how much Gold is required
10 get 10 the next sill level.

‘When you have invested enough Gold to go up a leve in @ given rescarch area, you will
receive the benefits for doing s0. Unless you indicate otherwise, your seected level of invest
‘ment will continue even after you reach a new level of esearch in an area. You can invest in
each area of rescarch uniil you reach its maximum level of 9.

Inspecting, Upgrading, and Demolishing Buildings and Recruiting New Units
i colony bings up that building’s window from

which you can do several things.

Demolish: Except for the Colony Center, you can demolish al buildings by double-clicking
on them and then clicking on the box next to “Demalish.” Uniil you have ended your game.
tum, you can change your mind about the scheduled demolition by dlicking on this box again.
Demolishing buildings will not anly clear space, but will also retun some of the raw materials
wsed 10 build that structure

Upgrade: If you have the requisite materials, you can upgrade any structure in your colony
by double-clcking on it and then clcking on the Upgrade box. Before your twm ends, you can
cick on gain 1o change your mind. Note: You cannot upgrade any building t0 a level
higher than that of the Colony Center. This structure must ahvays be upgraded fist. The maxi-
‘mum level 1o which you can upgrade any structure is Level 4, The Upgrade box will be grayed
outifitis already at the same level a the Colony Center or if you have insufficient resources.
Place your cursor over the Upgrade box and look at the Status Bar to determine what you sl
need in the way of resources to upgrade this structure (Figare 39).

Figure 39. his building sl egire some rsorcs i onder o be
paraded,

Halt Construction: If you have just placed a building
in your colony, you may double-click on it and then clck
on the Halt Construction button to stop building it. The
building will be removed, and the resources allocated to
its construction will be placed back in your stockpile,
Once a turn has clapsed, however, you can only remove a
building by demolishing it

In addition to demolition and upgrades, you can leam about the colony’s buildings by dou-
ble-clicking on them, The following provides  lst of information you can glean and what you
can build by double-cicking on the buildings in your colony;

Farms: How many Crops this Farm s producing; what its production bonus is; how many.
Crops al the colony's Farms are producing, and how many
colony

ps you have in reserve in this




(]

Housing: How many people it can house; how many people are in the colony; and the max.

v cicking on the Recruit

imum population for the colony. You can also recuit new Settlers

Settlers button.

contribu i

Docks: Build a new Ship by clicking on the Construct Ship button

low much Wood this Millis producing; what its production bonus is; how much
Wood s produced by all the colony's Mil and how much Wood you hav

Mines: Fow much Metal or Gold is being produced by this Ming; what ts production
bonus is; how much Metal or Gold is being produced by all the colony’s Mines; and how
‘much Metal or Gold you hav

‘Commerce: How many Goods this fictory is producing; how many are being produced by
the entire colony; and how many Goods are in your stockpils.

Taverns: Build a new Explorer by clicking on the Recruit Explorer button. Higher level
Explorers move farther per turn.

Forts: How many Infantry, Cavalry, and Artilery units are n the
Infantry, Cavaly, and Artilley units by clicking on the box next to their names. You can only
recruit one new unit per Fort per turn, The level of the unit can be lessthan or equal 1o tha of
the Fort. Higher levl millary units are more capable of wreaking destruction on the battlefield
(see appropriate sections n the Units and Combat chapter). The Fort window also contans
some information on your colony’s defensive capabilities

colony; build new

War Colleges: A Miltary Research button that takes you to a window that shows sev
research arcas in which you can

ties, presents the option to allocate Gold towards any or all of the available rescarch arcas, and.
shows the status of the ongoing rescarch in cach arca, including whether or not rescarch has
been suspended due t0 lack of funds.

Colony Center:
brings up a mulitude of options not available from other windows. These are deseribed in the
next section.

nce the Colony Center s the heart of the colony, double-clicking on

ifiers: At the bottom of some

A note on production m iding windows, you'll sec a
‘modifer with a percentage. This is the amount by which your production is increased due to

terrain and (Special Discoveries), o [speciaization ]

The Colony Cont.
“This section deails what you c
an be reached by double-clicking on a Colony Center

Options
i learn or do from the Colony window




Figare 40. A Calony window

Upgrade: Ifyou have the necessary materials you can
upgrade your Colony Center to a higher level (maximum
level is four; o for Native players). By upgrading your
Colony Center, you wil be able to upgrade other build:
ings in your colony: These buildings can only be at levels
less than or equal t0 the level of your Colony Center. The
higher the level of a building, the more effcent or pro-
ductive it will be and the higher the level of units it an recruit ifit has such a function. Higher
el units ae faser or more capable than those atlower levels.

‘When you up ; you will ¥
approximately one square around the perimeter. This will provide you with new land for rasing
new buildings.

Monitor Commodities: The Colony window shows how many of cach commoity are in
getby game m,

taking into account consumption, production, and trade.

Build Building: Clicking on this button brings up a it of buikdings that you can construct
in your colony. Buildings for which you do not have suffcent materials will have their buttons
raved out. To build someting, clck on s buton and place the building (now your cursor)
on a sitable area in your colony. The cursor wil bink when you have positioned the building
over an unsuitable area; it will be steady if you can place the building there. As you try to place:
buidings, pay attention to the Status Bar (t0p lef) o important fecdback. Once you have
placed a building, the chosen site will be marked for construction. The new Level 1 building
will become functional on the following game tum.

Popultion Detal: Cleking on i bton bings p  indow (Fige 41)from uhich you

an 10 the colony’s population. Thi

includes the colony’s current wpn.huou, its maximum population (based on available

Housing), the demand for labor (from all of the industries in the colony), the Free Labor (neg:
© aren't enough jobs to go

around), how many Cr by the colony’s current d how much

any Churches are contributing to the immigeation rate. Note: Industries will not be optimally

productive i they s short of abo. Abo,f ther s suficns Howsingorfod,pople il

leave the death. Finall,

in colony population for the next tum.

Colony Contents: Clicking on this button brings up a lst of units in the colony: "This lst
functions like the Unit List
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e e 41, Ppulasion Desail window
7 Commodity Detail: Clicking on this button brings up.
information (the Producing column) an how many Wood,
Metals, Gold, Goods, and Crops your colony is currently

producing per tuen out of how many it could produce if

allindustries were fully manned (Figure 42). Note: Ifyou
- do not hae enough people or resources, your pmd\x:uon

' il fall short of ts masimum. The Using colum in thi
window shows how much of each of your resaurces are being consumed per tur (cither in
production or to feed colonists). Net Trade indicates how much you are exporting (negative
numbers) or importing (posiive numbers) over the current trn. The Total column shows the
et change to your reserves for this turn for each of thelisted commodites. Finally, clcking on
the Convert Surplus button allows you to convert a colony’s surplus production into victory
points. This option is useful for making the most of okder, well-establshed colones,
Figure 42, Conmodisy Deail vindow

Trade: Clicking on this button will take you to the
“Trade window from wh
trade with your Mother Country, other players, matives, or
other colonies of yours. You may also pay or demand trib-
ute from other players as wel as check upon g ship:
Fyour colonies

h you can choose to conduct

u have cn route to or from
Sc the Trade chapter for more i Note, you may
only trade overseas if you have a Dock in the colony.

Undo Found: i
colony will undo the setdlement, return your Setler 10 you, and leaves you free to fou
colony at a different site with that Settler. This option is only present on the turn during which
vou found a colon

on this button during the same tum in which you've founded a

Auto Colony: Clcking on this buton will un over the blding, recruiing, and lmiu\g
efforts of this colony t0 the compt only. The computer vil
views as your colony’s most important needs and will demolish, build, upgrade, trade, and




recruit accordingly. You can undo anything the computer does manually. Pay attention to the
Building List afiery lony 10 see what the computer is doing with your
colony. Click twice on Auto Colony 0 make it “persistent.” It wil then operate automaticaly

u choose Auto

every turn without the need for you to click the button cach time

Building list: The building list provides a convenient summary of all buildings in the colony,
sorted by type and level. There will be an “X” to the right of any building that i being demol
ished on this tum, and a small triangle o the right of 2 building that i being upgraded.

Commission Leader: Clicking on this option will, i you have suffcient resources, recrit a
new miltary Leader for you. Higher level Leaders can intiate more attacks per turn during
combat and can lead more military units. Each colony can support a limited number of
Leaders.

41
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o of Buildings
“The following table provides the costs of erecting bui

tions, and the best terran types on or near which to place them.

ings, their upgrade costs, their func-

Tusant Funcrions'
Farms (1) s nea water aw 3 Crops /'
@ AN 10W 9 Crops /
@ 108, 46, 207 21 Crope /
) 30M, 106, 2 36 Crops / wn
Housing (1) W 0 people
recnit L1 Seter
@ MW Tolds 300 people
fresyioi
@ 108,526, 10W Tolds 600 people
recrit 13 Seter
@ 405, 10M. 56, 15W Tolds 1000 people
et 1 S
Churches (1) s 10 people /
15 308, 5M, 12 20 people / tn
o) 505, 124, 56, 25W 130 people /
) 1005 25M, 126, 40W 40 people/
Golony Center (1) it land 1 Seter it L1 Leader
@ S\ 20W eenit 12 Teader
build 12 biklngs
@ 100, 10V, 3G, 40W i 13 Leader
buid L3 buidings
@ 3505, 20M, 106G, 30W ecri 14 Leader
buid 14 buidings
i) water W ild 11 Ship
el M, W build 12 Ship
@ 54,26, T0W ild 13 Sip
) 355 10N, 56, 16 ild 14 Ship




Terran' Fuxcrions'
jungles or orest w 1 Wood / wm

@ MW 3 Wood / tum

@ 108, 7M, 3G, 15W 7 Wood /

@ 505, 15M, 7, 25W 12 Wood /

Metal Mines (1) near mountans W 1 Meal /

@ M, 10W 3 Meals / m

@ 105, 10M, 4G, 20W 7 Meaals / um

) 505, 20M, 10G, 32W 12 Meaak / tum

Gold Mines (1) ncar mountains W 20 Gold /

@ M, 20W 60 Gold / e

o) 205, 20M, 3G, 40W 120 Gold / rurn

@ 1005, 40M, 206, 64W. 240 Gold / tum

Commerce (1) 3M,2G,3W 1 Goods / tun”

@ 7,56, 7W 3 Goods /

@ 208, 15M, 10G, 15W 7 Goods / wrn

@ 605, 25M, 16G, 25W 12 Goods /

Taverns (1) w recri L1 Explorer

@ 2M,5W eecruit 112 Explorer

@ 105, 5M, 2G, 10W recruit 113 Explorer

@ 408, 10M, 56, 15W

Fors (1) T, 16w e L1 miliary
supports 4 il units

@) recnit 112 milfary
supports 7 il units

@ recnit L1 milfary
supports 9 il wits

@ 505, 30M, 156, 75W recrit 14 miliary
supports 10 mil. units

War Colleges. 208, 150, 56, 50W mprove military’
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1~ Ternain types are lsted if they enhance the productivty of a building type or are necessary.
10 raise the indicated building type. 1Fno terrain type i lsted, terrain has no effect on the
structure.

2 - Abbreviations used in these columns

W= Wood

$ = Gold
3 - Terrain-based productivity modifiers can increase o decrease the level of production of
Farms, Mills, or Mines from the Labor shortages will

production of Farms, Mills, and Mines, while specialzation in any of these arcas will boost
their produciviy. The abbreviarion L stands for level. Special Discoveries can increase the
‘modifers for certain buikdings.

4~ Farms also house 40 people per level. Colony
equivalent level Housing structures

nters provide as much living space a5

5 - Each Commerce building consumes 1 Metal, 1 Wood, and 1 Crop per level in order to
produce the amount of Goods indicated in the table

6-Toi i

ity areare Iy larger quantities of Gold. Players with
e uct abilt gt 3 504 icount 0 e e Taete rscrch s

Trade.

icking on the Trade button in the Colony window, you will bring up the Trade sereen
all

(Figure 43). colony is currently
crollng list)and allows you to make new trades and aler or delete old ones. Tt ko indicres
your colony’s trad rades per game istent trades, your

colony can make) and how much st capacity

sour colon s curently using,

Figure 43, The Trade creen

Your colony's trade capacity depends on the level of the
Colony Center and the number and levels of the Docks
within the colony: The size of any particula trade (ic.
the number of a commodity traded for o avay) is also
limited by the level of the Colony Center and the number
and levels of Docks n the colony.

Clicking on the Trade Sereen will also bring up your
Crate List, which tell you what commoities are ariving and when.

Now Trades
By ol he New button in the ill all up a New.
#4). From here you can your Country (i you are




Naties, your othe col I trades), or other players.
You Pt 0 give tribute to players,and form a Trade

Allance

Fire 44, T Now Trade window
Trading oprions that are ot avaible wil be geaved
playcr may ot trade it his Mother Country i he s on
poor tarms with her. Colonics may ot trade with matives
cannot trade with other players (or demand or give ribute)

i colones

Figure 45, The Trade Alliance window

Trade Allianc

A new option in the Trade Men i to slect Trade
Allance. By selecting this option, you arc proposing a long-
term trade alliance with another playeris colony. In order for
the alance t0 go into effect, the other player must agree 1o
it Furthermore, cither player may cancel the trade allance at
any time.

“The option to form  trade allance will only be there if your diplomaic staus with the other
player s better than that of iUnderstandin

Once agreed 10, a Trade Alliance begins with the exchange of 1 unit of the commaodites being
traded. The amount being traded increascs by 10% per game wen (rounding up) until the maxi-
mum level i reached. The maximum amount that can be traded is determined by the size and trad
capaciy of each of the colonies involved in the allance.

Mother Country or Europe

You may elect to buy commoxditics from or sell them to your Mother Country or Europe in
the New Figure 44). Although the efers only t0 the
Mother Country, unles otherwise indicated, the information also applies to trades with
Europe.

“Trade with the Mother Country i less efficient than trading with natives since she offers less
Gold for resources and the cost of purchasing resources from her i high. In addition, trades
with the Mother Country ahways take longer than trade with local natves (with whom trade is
instantancous).
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Figure 46, Mother Country Trade window

For srade with the Mother Couniry you muss have a Dock.
it o an o square or on  river with acees 10 the
acean. Select whether you wish to buy or sell materials and
then choose the material. Use the upper and lower but-
tons to adjust the number of tems you wish to trade. The
i <ost 10 you for purchasing or the price you will gt for any
given item i indicared. When you are satisfed, click on
the Accept button, or lick on Cancel if you decide not to make a trade at this time

You ca Gold The Mother
pes N A ﬁmn the Mother County than she .mu
ing t0 el

“The number of trades you can conduct overseas will depend on the number and levels of
Docks that you have as wellas the level of your Colony Center

“The time for obtaining the items you purchase or the Gold from selling items will be two or
‘more tums, depending on the distance of your colony from the Mother Country (situated far
10 the cast, off the map). These times are reduced by one tum if you're playing as Holland

Finally, you can only obtain Goods (atthe beginning of the game) by purchasing them from
your Mother Country

Yot can modify or eirac a trade by selecting that trade i the Trade screen, then cither redo-
ing it and dlicking the Accept button, or by dicking the Remove button to retract it (Figure 47)
New trades (unless they're perssent) can only be deleted before you end your turn.

Figure 47, Bt Trade window

When you cect to make a trade and you know that
the mateials you ar trading away (be they Gold,
Goods, Wood, or others) are being produced in surplus
by your colony, s may choseto make that parsicula

trmde persistent by clicking on the Periseent b Then, as
= long as you have enough of the materials you wish to
rade, he trade you've chosen il occur every turn
il you change your mind. Persisent trdes are good ways to insure 3 stady influ inco your
colony ofnecessary items (1aded for items produced in surpus).

I, after you have established a persistent lmk vour colony runs out of the resources to con-
duct this trade,the pensistent trade will b suspen

If you wish 0 remove a persistens trade, select that trade in the Trade screen and then click on
the Delete button.



Na
“To trade items with natives, seect “Trade with Natives” in the New Trade window (Figure
44) 10 call up the Natives Trade window (Figure 48).

Figure 48

Select the tem you wish t0 trade t0 the natives and
then the item you wish to gain from them. The only items
she nasives cannot irade fo you are Goods, Then seect the
number of tems you wish to trade. Note, cach frendly
ncarby Indian tribe can trade 3 maximum of three of any
resource per tum. You may not trade for more than the
indicated masimum number (which depends on the num-
ber of ncarby frendly natives) of any resource.

wives Trade window

When you are ssied with the trade, lick on the Accept button (orcick on Cance ifyou
Once you it is immediaely enacted!
“The resources you have traded for il appear in your colony immedi;

Your el by mak i Finally, natives vl give
you much better exchange rates for your resources than the Mother Country will The High
Native players can trade more units than Europeans.

tornal Trade
“To send items to other colonies of yours, dlick on “Transfer to Colony” in the New Trade
window (Figure 44) t0 bring up the Interal Trade window (Figure 49). Then select the
colony with which you wish to trade.

Figure 49, Inernal Trade window
Select the item type and amount you wish to send to
that colony. Click on the Accept button if you are satisfied
or dlick on Cancel to cancel your trade. If later during the
tarm you change your mind about this trade, retum to the
Trade sereen and the trade you wish to remove.

“Then dick on the Delete button to prevent the trade,

Note: You can make persistent Internal trades or cancel
them in the same manner noted above for trades with the Mother Country. You may also edit
such trades (see the Edit Trades section later in this chapter)

Tribute and Player Trade

“To trade with other players, you must frst encounter them by discovering one of their
colonies. Second, you must be on reasonably good terms with them (Belligerent or better - se
the Diplomacy chaper).




By scle

& “Give Tribute to Player,” “Demand Tribute from Player,” or “Barter with
igure 44), you will bring up a window (Figur
where you can conduct the slected action. From this window you can select an opponent with
whom t trade. Note, you will automatiall be rading with your opponent’ capial it (gen-
erally the finst ciy he or she founded in the New World).

Player” from the New Trade window (

Figure 50 Trade or Demand o Give i with ansherplaye
Propose a trade (or demand or give a ribute) with this

player. Select the resources you wish to send

d getin

return and their quaniities. The window will tell you how
Tong; you can expect before shipm
nations)

artive at their desti

You can also propose a persistent trade by clicking on
the Penistent box.

If you are satisfied with the trade o tribute you are proposing, dlick on the Accept button.
of your tm, you decide against

You may o edit

the proposed trade or tribute by selectng onthe

it bon (e the it T o e chapter).

Afteral players have ended their tums, the ph\nr“nh whom you are trying to trade may
cither accept or reject your trade or tribute offe; the Messa
ond fllowing tun willinform you of that player’s decision. If your offe s rejected, any

‘commodites you sent (if applcable) will be recumed to you a the beginning of the next tm.
Ifthe offe is accepted, the commadities for which you traded (or which you demanded) il
how long it

sges window at the beginning of the

ade sereen to detert

be shipped 0 you fo arival i a e taens. Check th
will ake for the shipment 10 arive
Edit Trados

Forany trade, except or persistent Tibute or Bartr, you can aler the terms of that trade if
it penistent o f the trade has not et twanspired (i, you hav
which you st up the terms ofthe tade). Open the Trade see
Trade button in the Colony window. Clck on the rade that you wish to aer wsing the
scrollng st of trades. You will then teturn o the window n which you originaly set up this
trade. Aler the trade sppropriatey and click on Accept wher
‘mind, lck on the Cancel button. I you edit a Trade Alfance, the total amount received per

ou are done. If you change your

turmn will be reset to the smalest possible amount. Think wwice before you do this.

Trades

For any trade, you can retract the trade i it i peristent or if the trade has not yet sarted

taking place (i,

wish t0 alter by using the scrolling list of trades. Click on Remove to remove the trade you no
longer want



Units

All of your units will bear the flag of your Mother Country, making it casy to distinguish
your unts from those of your opponents. The following sections describe the various ways of
‘manipulating units that are common to most or all of the wnits i the game. Later sections dis
type. See the Unit List and Manipulating Units section in
the Tutorial Scenario chapter for some detailed information on this Main Menu function,

cuss the unique features of each w

Taking a Cl
You can examine your units by double-cicking on them. This brings up a small Uit window
replete with aptions for movement or other actions depending on the unit ype.

Look At Units

Movement

Units can b moved by dlicking o them (10 slec them) and then ragging them where you wish
them 10,90, They will ravel s best they can and will oy stop upon running out of their move
‘ment allotment for the tum or because they reach a erran type that they cannot eross. Note,
Ships may only travel on ocean squares (not up ivers or on lakes), and land units cannot travel
on oceans or lakes,although they may cross ivers.

You can quickly go through all moveable wnis by dlicking on e Nexs butson at the top of the

Game sereen. This will take you 10 the next unit with a remaining movement allotment. When
the unit is done moving, lick on Next again to go to the next unit. When all unattached
are done moving, the Next button is gra

d out,

You may cycle seleciv
through ¥

through certain unit types or your colonies by using the 1
Keys on your keyboard

FL: Next Colony F2: Next Leader
F3; Next Ship F4: Next Explorer
For wnit types with Explore buttons,dicking on this button (or pressing the X key on you
keyboard) will cause the selected unit to explore on its own. You can stop it progress a any
time by dlicking on the Halt button that appears to replace the Explore button or by dlicking
on the unit in the Game screen.

ot il it nd St o 0 Esplor btons.
very slowly compared to Explorers and aso because these units have other pin
il 10 be used n offensive and into their own on
(ke beReld. Sl ot e 1 3 e clony nd s e e
best when transported 10 a foture colony sie,alowing them to get on with thei raison d'ére

because these units move
tons,

49
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Holding down the SHIFT key as a it moves will speed up its movement; it will also speed
up the movements of all other units on the map.

You can change a wnit’ desination by cicking on that unit and dragging it t0 a new target
Tocation. You can also change a units destination while it is moving by clicking on the map (at
anew target location) while holding down the CTRL key.

Allunits have a Moves Remaining bo (Figure 51). This box s filled in with red at the
beginning of a tum. As you move a unit, the red bar will get shorter and will finally disappear
when the unit’s movement allotment for this turn i expended.

Figare 5. The Moves Remining b indicates bow wch o e
i’ marement allotmont s ft o tis .

Umb il always ry 10 find the best way to get 10 their
. Over explored terain, units will try 0 avoid
movement: slawmg obstacles. When heading toward unex
plored terrain, units will generaly use a straght path
approach.

For units with Explore buttons, lcking on the
Penistent box n the phcea explore
automatically at the beginning of cach game turn. For all units, cicking on the Persistent box
willallow such unts o move towards a chosen destination (that is t0o fr t reach in one tum)
over the course of sveral game tums. If you change your mind and decide to control the unit
personall, simply double-click on the unit and dick on the Peristent box again to remove the.
check mark.

Finding a Unit on the Game So

“To find a particular unit, lick on the Menu button and then click on the Unit List button.
Select the unit you wish to find and then clck on the Find button to center the Game screen
on that unit

Attaching, Detaching, and Reorganizing
Units may be unattached or attached to Leaders, colon Units that are artached
o something do not move independenly they must fs be el

To astnch wnits 0 a Leader, colony, or S, move them to it That i, click on the unit and
drag it 0 the Leader, Colony Center, or Ship. Ifthe unit can get to this destination on this
turn, it will ge there and attach itself to it target. Otherwise, you will have to ey t0 attach the
unit on a future turn. Note: Units cannot board Ships that are not next t the shore, and units
cannot attach themsclves to Leaders or Ships that are already at maximum capacity. Leaders
can only contain milcary units and Setlers.

On all unit fists (reached by double-clicking on Leaders and sclecting Units Attached,



double-cicking on Ships and sclecting Cargo, by selecting the Unit List button from the Main
Menu window, or by slecting the Colony Contents button) attached units appear indented
and undemeath the unit o which they are attached.

Unitssha are astached do not move o theirown. 1f they are in a colony, on a Ship, or with a
Leader, they will not appear when you click on the Next button o find the
available movement allotment. 1f they are attached t0 a Leader or Ship, they move with that
unit, (They will disembark a Ship if they are atached (0 a Leader who disembarks.) Until you
detach them from where they are,they will not move independenly

ext unit vith an

Units can be detached from Leadors, Colonies, or Ships in soveral ways:
Leaders: Detach units by double-clicking on the Leader and then dlicking on the Units.
Autached button (Figure 52). Sclect the unit you wish to detach and click on the Detach but
ton. Holding down the SHIFT key while selecting units to detach and then clicking on the
!M:nh button or dragging the w

tach allthe units taveling with the Leader, double-cl
mml\ All button.

10 the Game screen will detach all selected
k on the Leader and then

its. To

ick on the

e Units Asached butzon on the Leader win:

i p s of al e s wnder she Laader's command
You may also detach units from Leaders by using the
Unit List screen. Click on the Menu button at the top of

the screen and select Unit List. Find the units you wish to

detach from the Leader. You can selctively scarch for mil

anits or other units by cicking on the bor next to
n sceing (placing a check
licking on the bos (o

the un
‘mark in that box). O, deselect the units you are not interested in
remove the check mark,

types you are interested

Click on the unit(s) you wish to detach from the Leader (holding down the SHIFT key if
vou wish t0 detach more than one) and then cither click on the Detach button or drag the
selected units onto the map.

Ships: Detaching units from Ships s called “disembarki
detaching units from Leaders except that Ships must be next to the shore for you to successful
isembark units. Double-cick on the Ship to bring up the Ship window: Select Disembark

12" and works in the same way as

1 Cargo 10 et a st of all units on the Ship. Then, slect the unit(s) you wish to detach.
or discmbark (holding down the SHIFT key dunnx this selection if you wish to detach more
than one unit) and then cither drag the units o the map or cick on the Disembark button.

bark unts from Ships from the Uit List n the same way as you would
detach unts from Leaders. The only caveat i that the Ship must be next o the shore.




Colonies: You can detach units from colonics by using the Colony Contents bution in the

Colony Center window and detaching them as you would detach units from Leaders
Reorganising witsis only possible when all the units you are trying to reorganize ar in the

same location. For example, you can reorganize units on Ships, under Leaders, orin coloni

which are close to onc another.

“To reorganize units,select the unit you wish to attach to another unit or detach from its cur-
it unit. (You can select multiple unts by holding the SHIFT key down while lcking on the
urits you wish to move.) Click on this unit and drag i t0 the unt or colony on the fs to
which you wish to reattach t. You can do this from any of the unit fss that you can access,
her by double-clicking on Ships or Leaders and then
- selecting Units Attached or Cargo buttons or by going
List from the Main Menu

g i s i s

An cxamplefor reorganis

ore ou have one Leader sboard a.
Ship with an attached Cavalry unit,and the Ship abso has
an Infanty urit that is unatached o the Leader. Double
_ dlick on m‘ Shvp o get the Ship window and then click on
Cargo. O, dick on Menu from the Game sceen and then

the Leader by cicking on the Infantry unit and dragging it to the Leader. Let go of the h.y.ngm
ed box when it is over the Leader’s name t0 attach it to that Leader. You can detach the Cavalry
unit (and reattach it 10 the Ship), by dicking on the Cavalry unit and dragging it highlighted box

detach the C: the Leader and.

attach it to the Ship.

Various buikdings within your colony can be used to recruit new units, When you choose this
fnction (assuming you have enough materials on hand to recrut the desired unit) the new
unit will not appear uniilthe following game turn. ers will appear next 10 the Tavern

ted them; Settlers appear next to the Housing that produced them; Leaders appear

that rec




next to the Colony Center whe
that built them. Military units, however, remain housed in the Fort where they
il you detach them from this structure (see previous section).

Recruited miltary units (Infantry, Artillery, and Cavaley) il ahvays be at a levelles than or
equal to that of the Fort where they are recrited. When you choose to recruit a new miliary
it, then, you may specify the level of the recruit (although the maximum level you can sclect
will be the level of the building where you are recruiting the unit)

they were commissioned; and Ships appear next to the Dock

ed

Buildings can support only  fiited number of uits. You may not recruit more of any type
of unit than you can support based on the number and levels of the buildings where such units
are produced. For example, you canno ecruit more Eplorers than allyour Taverns (taking

into account their levels) indicate they can support

Note: Make sure that you build a few military unts as soon as you can. You vill need them

10 defend your colonies and to el

our enemies.

Spocific Unit Types
‘The following sections describe features unique 10 each unit type. For information on mov
ing units, the Unit Lis, recruiting units, detaching units from colonies, Leaders, or Ships, and

other general unit information, rfer to the preceding sections.

Explos

and Making Discove:
Explorers move frther per turn than any other units and are especially good a traversing
along;ivers, New Explorers can be recruited through Taverns. The
vl of the ne Explorer will be equal to that of the Tavern where he is reruited. The higher
splorer can move per tumn. Explorers from Spain, Portugal, and the
High Native can move father than those of other countrics,

‘mountains and trase

the level, the farther the

‘When Explorers or other units discover important new landmarks in the New World, a win-
¢ 56). Click in
the box that appears, type in a name, and hit the ENTER key. You'll see a similar bo for

dow will pop up in which you can type a unique name for that landmark (Fi

Special Discoveries, except that you can't provide a name.

- Figure 56, A Dicovery Window

I the unit discovering the new landmark has wandered
off the visible Game screen, you can cick on the Find
button in the Discovery window to center the screen on
the discovery.

Upon making a discovery, your claim will be submitted
o Europe. If you are the first explorer to find and name
Othervise, i vill be re

im (and name) will be accepted.
ed. Note: If two plyers make




the same clim on the same turn, the claim will e awarded o the plaer whose discovering unit
(usully an Explorer) used the lowest percentage of its movement allotment on the current game
tun before making the discovery:

tary Units

s by which your new colonies can defend themselves from hosile

can also be used 10 initae atacks against enemies. New mi
v Cavaly,or Avtller) are recnited through a Fort The new units may be
recruited at any leel less than or equal to the levl of the Fort that has reruited them. Higher
Tevel uits are stronger than lower el units

Miitary

s should be artal
sioned through the
Colony Center of the colony that recruits him, Higher level Leaders can control more

d 10 Leaders to form armies. New Leaders can be commis-

olony window. The new Leader will be at a level cqual to that of the

fr their command and increase your combat advantage
per turn on the battefield.

nd your number of attacks

Miltary unies, including Leade il rapily over open terain (graslands and
daserts),but they alot types, especa

All miliary units heal one point of damage per game turn when they are within a colony.
(They must be inside the C

Jony Center for this healing to occur)

“The skill of miliary units can be increased by building a War College and investing in
research. See the War Colleges and Research and Development section in the Colonies and

“Trade chapter for more detals. Some types of units from certain countries may have

sills than those from other countries.

Load
Leaders are the heads of your armies. When you commiss
‘mine some of his characteristis (F

anew Leader, you can deter

ure 57). 1f you wish, you

n give your new Leader a
‘unique name by typing it into the text box provided. Then, you may allocate 3 certain n

of points, depending on the level of the Leader and the exte
Leader Research
Colonies and Trade chapter), into any or all of the follow

nber
10 which you have invested in

your War Colleges (see War Colleges and Rescarch and Development in the

« leadenship (increases the number of nits the Leader can command)

 number of atacks per combat twm

« movement (how fa the Leader can tavel per game tum)

* Charisma (increases the morale/resistance to panicking of units under the Leader’s command)

Charisma can range from 0 to 10, while Reputation can range in value from -5 to 10. Other
Leader attributes have no maximum it



Note: When your Leader battes), you will
points o allocate o the above areas. At the beginning of the tum following a successful batte,
you il eceive a message in the Messages window. Click on Assign Experience and select
where your Leader camed. You points at any
time afier carming them (5., you can “save up” to increase expensive skil, such as increasing
the number ofattacks per combat tum your Leader can command),

< Figure 57. Reeriting a new Leader

Fach Leader can control a certain number of other m
tary units. The higher your Leader's level, the more units
it can control and the more attacks it can order during,
cach round of combat.

Double-clcking on a Leader (Figure 58) will show you
some of i mporne characterstcs including how many
units he s leading out of how many he can lead. For
example, a 3/7 indicates this Leader can lead 7 units into :uminr, alllvmgh heis currently
only leading 3 units The Leader window also shows the number ofattacks he can order per
combat round, his move bonus, Charisma, and Reputarion. See the above paragraphs for infor
‘mation on cach of these characteristics

Figure 58 The Leader windaw
For information on attaching to or reorganiving mili-

tary units under your Leaders see the Attaching,

Detaching, and Reorganizing section in this chaper.

Infantry

Infantey units are your foot soldiers. They are armed
with muskets, arquebuses, or pistols and, because of their
reativly low cost, tend to be the most common units used in comba. Higher level Infantry
than lower level units.

2 i lita of Infantry ©
from atack. This miliia s formed from the people. F i ce th
Defending Colonies section in the Combat chaper

Infantry can move one square pe tum during combat or they can attack once p
round (if their Leader has any remaining attacks). They may only move and attack forwards,
backwards, or o the side. See the Combat chapter for more details

Cavalry
‘Cavalry units are mounted on horseback. They can move two squares per tum during com
bat or they may move up to one square and initate an attack. Their attacks are more effctiv




(S

they mo

immediately before attacking (this s a charging bonus), s long as they have not
panicked and retreated from enemy uits o the preceding tum. They are twice as effctive if
their attacks are combined with Infantry attacks. Higher level Cavalry units can sustain more
damage and inflct more hits during combat than fower level Cavalry unis.

See the Combat chapter for more detals on the role of Cavalry units in combat.

Artill

Arillry units are long:range attack units. They can launch atacks from across the bartle
field, but they must remain on their Owner’ first rank. They may only attack unitsin a dircct
line i front of them (regardless of intervening units). Their ffectiveness in combat is

ed when they attack in combination with other units and when they fire a close range.
Higher level Artllry units can sustain more damage and inflct more hits in combat than lower-
vl Arillery: The High Nath

s

enhar

player cannot have Artill

the Combat chapter for more details on the role of Ardllery units in combat

Sottlors

Settlers look like pilgrim women and are the means by which you can found new colones in
the New World. They carry al that is needed t0 found a new settlement and ae, therefoe, the
slowest moving pieces in the game. Because of thei slow movement, they should be carred by
Ships whenever possble and placed near future colony sites.

In most scenarios, the Setler arives on tum 6. But you can create your own scenario tem-
plate fleswith other arival times, or even multiple setters, if you wish. To found a colony,
‘move your Settler 10 the place where you wish a new Colony Center to be built. See the Found
2 Colony section in the Colonies and Trade chapter for tips on finding good colony sites.

“The Settler must be on flat and to found a new colony. The Found button will be grayed
out uniil you have placed your Settler on such asite. Click on the Found button to found a
new colony. Name the colony by clcking in the Name box and typing in a new name.
Alternatvely, you can keep the default name provided by the game. You can change your mind
nding a colony (only on the same turn) by double-clicking on the and
& Undo Found. This willretun your Settler and you can select a bette locaion.

olony C

Note: Kach Seutler can found only one colony. For more colonics, you must ecruit new
Settlrs. You can recruit nex Sertlrs by double-clicking on Housing and then dicking on the
Recruit Settlers button. A Settler il appear next to the housing where it was recruited at the
ginning of the next game turn. Higher level Sexters carry more resources and people with
them, allowing nen colonies founded by such Settlers to et off to a quick stat

Ships
You will begin 2 Ship. Ships carry units a the
Ship and hensick on the Cargo button t e th i cred by sour i) Ships move
quickly over the ocean. The higher-level your Ship the farther it can travel per tun, the stronger




itisin combar, and
have chosen, you m

y recive 3 number of addions ships during the game

Ships are built at Docks. Double-clck on the Dock where you wish to build a new Ship and
then

ick on the Construct Ship button. On the following tu, your nesw Ship will appeae:
Note: Only Docks that are built on an ocean square can consruct Ships. Docks o river and
ke squares only act a trading posts, not shipyards.

See Attaching, Detaching and Reorgan
and disembarking u

sing in the Units chapter for details on embarking
from your Ship. Note: Shi 1 order to di
bark units and for land-based units to board them,

‘must be nest 10 land

‘Ships can engage in combat with one another as wel. See the Combat chaper for details on
ship-t0-ship combar.

Table of Unit Information

“The following table provides information on recruitment costs and abilties of cach of the
unit types in Conquest of the New World.

Uit Tves (Livin) Cost FUNCTIONS AND ABILITIES

Explorers st moving; good at avoiding hostle natives
m 205,10

@ 50,10

@ 1005, 17

) 2008, 10

Leaders command ity itsin combat

determine numiber of attacks per combat tum

) 1008, 10

el 200510

@ 350,10

@ s005. 10

Infantey move L squse or stack once per

combat

m S, 100

@ 105,20,

@ 155,

M, 1

200
) 205, 10M, 26, 250




(B3

Uit T (Live) Cos FUNGTIONS AND AWILITIES

Cavalry move 2 squares,or move 1 square and atack
once per combat turn
u» 108, 2u, 100
@ 208, 5M, 150
@ 305, 10M, 2G, 200
@ 405, 16M, 56, 257
Astllery move 1 square or fie on any square in same.
column once per combat
i 105, 5M, 57
@ 205, 10M, 100
@ 305,20M, 26, 150
@ 405, 32M, 56, 200
Settlers carr all that s necesary for starting.
colony
m 505, 15W, 1
@ 1005, 30W, 30C, 3007
@ 1505, 10M, 45W, 45C, 4500
@ 2005, 20M, 60W, 106,
Ships travel on oceans and carry unis overseas
i 505, 4M, 10W, S0P
@ 1005, 8M, 20W, 1200
@ 1505, 20M, 5G, 50W, 1607
@ 200, 40M, 20G, 100W, 2007
* Abbreviations used are:
W= Wood G = Goods
M= Meal C = Crops
$ - Gold P = People



hapter 6: Combat

There are two basic types of combat in Congues ofthe New World. Military units can attack
other units, natives, or colonies. Alo, Ships can engage in combat with one another:

(see Diplomacy chapter). The following sections describe how combat i nitated, conducted,
and resolved.

Attacking Units or Settlements
Only military units (Infantry, Cavalry, Atillry, and Leaders) may initiate attacks on land.
ick on the unit and drag it to the unit, tribe, or colony you wish to attack. If you are close
tough 10 reach your target on this turn, you will be given the option of destroying, raiding,
or capturing your target, depending on the target. Click on the corresponding buttons to
attempt these actions.

Ifyou are attacking a unit, your only opion s to destroy the target. If you ar attacking a
colony (Figure 59), you may attempt to capture or raid your target. Colonies that are captured
will sustan some damage. Note: Native players may not capture European phayers’ colonics
and European players may not capture Native players”colonies. If you attempt to capture a
colony, you will only capture it if you win the battle.

Raiding a colo
Instead, a raider’s objective i t0 prolong the bare; the longer the bartl, the more damage is
done during a aid. During every battle round afier the fourth, one building level will be
destroyed. In addition, one half the value of that building, (orits most recent upgrade cost) if
itisa firstlevelstructure, will be acquired by the attacker as spoils of batle. Each combat
round, sarting on the third round of bate, the attacker also receives 10% of the resources in
the colony’s stockpiles. Note, the 10% applies o the resources remaining in the stockpiles afer
the last combat round. On each subsequent combat round, the amount of s esources

ed by the attacker will be less than on the previous round. If the raid continues il the
defender'sforces are climinated or rtreat, the colony is destroyed. Retreated defending forces
will appear near the former colony’s site at the beginning of the next game t. Forts are
harder to destroy than other buildings.

¢ docs not require a victory on the battlefield to be considered a success.
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S Fipure 59, Atacking a colony

Squabbles With Hostile Natives

During exploration, your units will occasionally come
t00 close to hostile natve settlements. (You can deliber-
ately provoke an encounter by moving your units close to
hosile native colonies or by specificaly targeting a narive:
tribe.) When this occurs, a window will appear giving you
the option to attack or avoid an unfiiendly encounter
(Figure 60).

Fignre 00, Running into ol natives

splorers, Setlers, and lone Leaders cannot
fight If they get t00 close 1o hostil natives and cannot
avoid the resuling attack, they will simply be climinated.
Click on the Avoid button to escape attack. Ifyou keep
trying t0 move near such hosile maties, eventually the
Avoid button will be grayed out and you will be forced to
attack, even if that means the attacking unit will be auto-
maically climinated.

IFthe wnit s a Leader with attached units, you may choose to attack hostile natves instead of
running away. In this event, click on the Attack button. Note, if a unt outside of your fild of
vision encounters hosile mtives, center the Game screen on your unit by licking on the Find
button that appears in the pop-up windo

“To cancel an attack: Before you end the w, double-dlick on the anacking unit and dlick on
the Cancel Attack button.

When you engage in combat with hosile natives, the narive’s tribe srengh willdetermine
the number and quality  bring t0 the battefeld. Also the lag "
tribe, the more likely they are to intercept your units at a distance far from their home.

Dot
‘When you attack a colony or when your colonies are attacked, s helpful to know how such

aseulement can defend iself. Firt, t0 get an idea of how well defended a colony i, double-

dick on a Fortin that colony (Figure 61). (You must have a Fort t get this information.)

ding Colonies



S Figure 0L Diicrmiving e defonsiv albiliy o 8 colomy

“The number of mila unts (which are ahvays Level 2
Infantey or Ariillery) for a defending colony depends on
the leve of the colony. IF milta units fllin batle, the
‘population of your colony will decrease.

For each Fort within a colony, additional Artillery units
will appear to defend the colony in case of atack. Also,
any miliary units within the colony will asist n the
colony’s defense mm colony contains more than one Leader,the best of these s chosen to
defend the colony. This Leader will be equipped with the best units within the colony (regard-
e ofheter he'e stschd 0 snther Leder o 1 e colon) il el s ncse
the Colony Center may contribute t0 the colony’s defense as well.

on the Battl

o

combat i resolved after all ph\crs have l‘mlud their tams and before the next game
wmn bc[um Combat takes phce on a Your goal is to capture your oppo-
nent’s flag by moving a unit into the square nm contains this flag. You may also win by clmi-
nating all enemy units on the batdefield or forcing your opponent 1o retreat. On the Main
Game sereen, click on the Combat Demo button for a preview of how combat is conducted.

Figure 2. The Banleid
i Ty ‘. The attacker will move first. During each turn in com-

bat, you can move any oral of your units. The level of
your Leader determines how many atacks you can launch,
owever. Units may nly move forward, backmar, orside-
ways; tey may nos move dingonally. Similarly, mo asacks
can b lunched along diagonallines

Movin, tacking With Units.

o mave wits, lick on the unt to highlight it and then click on the highlighted square to
which you wish o move t. Notes If your units occupy a square nest (o an enemy unit (diago-
nals don't count), it can only move t0 squares that are not adjacent to another enemy unit.
Avillery and Infantry units may move up to one square per combat tar; cavalry may move up
10 w0 squares.

ook wih ik ol ofrhc units that you wuh o partcipate in an attack on a tar-

When uscinan
atack ik o the target squae Nowe Al i lnﬁmn units may only attack i they
have not moved during the current combat turn. Cavalry may move up to one square before
attacking, but may not move if they have alrady attacked during a tum.




“To move or attack with all the units in a partcular square, hold down the ALT key and click
on an unoccupied portion of that square. Then dlick on the target

its may only mov

No 0 empty squares o squares occupied by fiiendly units
Squares can contain up t0 sx Infantry units. Each Cavalry and Aril
Infantry units for the purposes of filling squares on the combat grid.

Ending Your Combat Turn
‘When you have completed all the moves and attacks you wish to make, click on the Done
bution o end your tr,

Military Units on the Battlefield, Attack Strength, and Damage
T

ection contains a compilation of information that il help you plan your combat tactics:
Reserves and Home Row: All units begin combat in the reserves, o the batefied. The
first row next t0 a player’ reservesis the home row:

Effect of a Leader: Your Leader determines how many attacks you can initate per combat
tum. He also affects the morale of your units (through Charisma) and those of your enemy
(through Reputation). If you win the batde, your Leader will gain experience points that can
be allocated toward improving any of his atributes except for Reputation. A Leader's
Reputation depends on al his combat successes and flures

Targets for Atta
at diagonals. Arillery
same column

infinry and

Cavalry may only attack units in

hboring squares - not
its can attack units several squares away, as long a the target

Movement and Artack Allotments for Units: Infanry urits can
square cach turn. Cavaly units may MOVE £ SQURES OF moYe Up to o
each . IF Cavaly
0 their atack, a5 long s they have ot panicked and rtreated from enemy
preceding tum. Arillery
fow” of the battlefield, .., the row nearest your side). Artillery atacks are most ffec
dose range

her shoot or move one
square and shoot
me tum, they receive 3 charging bonus
it during the

its move and attack wihin the

units may moxe one square per turn (but ar limited to the “home

a

‘Attack Strength and Taking Damages: All units on the bartlefield have a levl (or combat

strengih) that ranges from one to fve. This number determines how much damage the unit can

take. It also determines the strength of that unit. As this number Rl (from taking damage), the
s dead.

se. When the number

wnit's srength and hit poins decr

hes zero, the u

Healing: Units do not heal on the battefield or while raveling. They must be in 2 colony
(attached t0 a Colony Center) to heal. Healing takes place at the rate of one strength point per
game .

Morale, Panicking, and Retreating: When unitsare damaged there is a chance that they
willlose moral, pan e towards th
has taken, the greater the chance that it will retreat. If the u

., and retreat one squa

reserves. The more damage a unit
'S Leader has @ high Charisma,




this will increase its morale and decrease the probabilty of retreating. If the enemy’s Leader has
igh Reputation, however, this il increase the probabilty of a damaged g 1
a unit cannor retreat because s path i blocked, it will sufer an additionl point of damage
while remaining inits current location

s reteat

‘White, Red, and Yellow Numbers: On the bartlcficld, units with white numbers arc
recruited military units; those with red numbers are militia units or Artillery unit (from Forts)
that arise to defend a colony. Damage to red militia un
Damage to red Arllery units, however, will have no effect on a colony's population. Friendly

will decrease a colony’s population.

natives that assist in defense bear yellow numbers

Attacking Artillery Units: Ifan Artllry unit s the only unit type in a square atacked by
Infantry and /or Cavaly unis, it may suffer extra damage! Areillery units are les effctive when
firing on Arcillry units than they are when firing on Infantry or Cavalry. This is 2 counter-bat-
tery penalty

Combined Arms and Flanking Bonuses: If you intiate combined arms attacks (by attack
ype), your attacks will be more eff
ne square, you will gain a flanking bonus.
involved in an attack, the more of a bonus you will gain.

ing a target square with more than one

‘urthermore, if you initiate attacks from more than
“The more squares

“To initiate combined arms attacks you must have more than one unit type capable of attack
ing a target square. Click on cach unit you wish to be part of the attack - this includes neigh-
boring Infantry and Cavalry units, as well as correcly posiioned Artllry units. When you
have highlighted all the units you wish to partiipate i the attack, cick on the target square.

Flanking and combined arms bonuses are cumulative. S0, abways usc as many unitsin as

‘many squares as possible to initiate atacks. Both flanking and combined arms bonuses are

‘more effective in that they result in more potential damage to enemy units.

Who Gets Hit: If an attack is more than one
pe of unit, the units most likely o absorb damage depend both on the attacking and defend
ing units. Basically, nits are most likely 10 attack like units. So, Infantry are most fike

ed against  target square that conta

attack other Infantry units; Cavaly are mos likely 1o attack Cavaly; and Arilery will generally
fie preferentially on other Artllry. For example, if you have a square ful of Cavalry units and
this square s probably going to be attacked by a squad of Infinry on the next tum, it is a
‘good idea 10 move some Infantry units into the square with the Car
brunt of the artack.

alry units t0 absorb the

emy will be allowed.

ick on the Reteeat button if you wish to fle from the batele. Your ener
one partng shot before your troops can leave. Remember that if an army fles from a colony
thatit i defending, the colony wil be lot to the attacker, or, i the case of raids, the colony
will be destroyed.
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Click on the Undo button to take back your move. You may not take back attacks, however!

You may the
during a turn, You may ot ske back any mores made prior o your ltes ttack nor an you

0 back t0 a previous battle turn.

Combat Py

with the Combat Domo.

Youmay wish to hone your combat skill or simply engage in battles for fun by clicking on
the Combat Demo button in the Game Menu screen. When you selct this, a Combat
Parameters window (Figure 63) will open. Click in the box next to Name and name this bartle
“Then diick on the box next to location and choose a location (foret,river, or gras) for the
batdle. The location has no effect on the battles it only atersthe graphics on the battlefield.
Choose the number of points you wish to allocate to each player for buying units (between 5
and 40) by clicking on the < and > buttons next to Points. Click on Continue to get to the
Select Battle Opponents window (Figure 64).

Figure 63, Combas Paramerers window

Figure 4. Scect Basle Opponens window

From the Select Bartle Opponents window, determine
whether yor P e the attacker or

defender. (You may play for both sides if you wish or have
the AT play for both sides.) Click on Begin to select units
at

for each player or Re-register 10 return t0 the Com!
Parameters window.

fyou slect Begin, the next window to appear will be
the Battle Plan window (Figure 65) for the attacking player. Select the country for which the
atackes is lingandthe alloat pois  purchasing Infinry, Gl and Al unis
or for the Leader. Note yers may not purchase Artllry units
but are alloted more points than other players.




Figure 65 Basle Plan window
The
attack points g
INFANTRY UNITS: 1 point
CAVALRY UNITS: 2 points
ARTILLERY UNITS: 2 points
LEADER ATTACK POINTS: 3 points
Note: Each unit that is purchased will be a Level 4
miltary unit. Each point allocated to Leader attack points increases the number of attacks that
side can make per combat tum.
When o e izl on Conie st 0 the Bl Pl windo o the defnding
player. Allocate points here and dick on Continue t begin comby

ts of purchasing units

Stip-To-Ship Combat
‘Ships may attack one another. As with other combat, ship-to-ship combat i resolved
encen g s with he sl eported i he g indow st the begiming o the
following tum.
o attack an enemy ship, click on your Ship and drag it 10 the enemy vessel (Figure 66).
“Then choose to Sink, Board, or Cancel the attack. Ifyou change your mind, double-clck on
your Ship and cick on Cancel Atack

Figure 66. Astacking an enco hip
Stip-to-hip combt will e resclved at the end ﬂflhc

e i e o mancuvcing sdvatage during com-
bat. Gettng this wind gauge s uenced b the Ship's

sz, with smaller Ships being more likel
auge, Damaged Ships are much sy

then dete
tion,ifthe defending Ship il t0 sink or bosrd is opponcnt or sttempt to run away. Each
Ship will then artempt o perforis chosen mission.

Ifih escapes, th s and both Ships will opi
emerge unscathed.

A gunnery duel (atempting to sink enemy Ships) may damage or snk cither o both Ships.
Damaged Ships move more slowly and must be retured toa Dock to be repaired. Placing a dam-
aged Ship your

Boarding actions involve hand-to-hand combat between crews (Infanty units, the ool
which depend on xhc s ofth i) and ay il it on xch Shnp Bosrding my resul

ary uni
Ships wil ight at by menyh Fdhe ae Ifaey. They il ight ¢ hﬂlul\,nglh if they are
Caalryand will bstsin from combat i they sec Al

“The results of all ac combat caused by boardi
will be determined by the computer and reported in the Messages window at the beginning of
the following game tm.




an important part of Congus of the New World. You can use diplomatic strate-
gies o influence your reations with your Mother Country and other plyers, saying on good
terms with them unil you ar ready to declre independence or war. You can even influence
the way local native tribes view your people. Most diplomatic acions take. ,»u“ n the

Diplomacy

Diplomacy window, reached from the Main Menu windon (clicking on Ment Game

the G:
this chapter describe the important functions ot s, sl

screen). The sec
diplomatic actions. s s e

Gor Country
For European plaers (this does not apply to Native plyers), staying on good terms with
their Mother Country i ital, until they ae strong enough cither o dechre independence
from her or to protect themselves from her retaliation. Staying on good terms with your
Mother Country involves:
« Paying astention to your country’ssasus with osher countrics. This means not attacking play-
s encmies, and

Advice: Staying on Good Terms with the Moth,

ers with whom your country is on good terms, not trading with your count

ot proposing Diplomatic deas that differ significantly from what your Mother

You il b informed in the Messages window of any stas changes that your Mother

‘makes with other countries; if you are nsure at any time, you may check your country's dlplu
the Dip

Country wans,

« Paying your taxes prowpily.

Note: Ifyou upset your Mother Country enough through repeated actions against her
wishes, she will eventualy assume that you have made a de facto dechration of independence.
She will then dechare war on you, a dangerous state of affir if you are unprepared.

Checking On Diplomatic Status
Goto the Diplomacy window umm the Main Menu window) to check on the status of your

country with that of any player

Establishing Diplomatic Relations

blish diplomaric relations or trade with other p you have encoun
colonics. fthe carly Diplomacy check bos s not slected, you cannot do
Diplomacy unil both you and the other country are Independent

Proposing a Change in Diplomatic Status
Proposing a change in diplomatic status is one way to try to better (or worsen)
relations with your Mother Country or other players. In the Diplomacy window, cick
on the Our button next o the player with whom you wish 1o alter relations. Then
offer a proposal to change the status of your diplomatic relations with that player.




Attacking Other Players

You should not attack player's units or colonies iplomatic sa
that player is Belligerent or worse. I you do, it il lower your diplomatic status.

Europoan Play.

Besides limiting your combat, trade, and diplomatic options, your Mother Country will keep.

i wall, even the most law-abiding player will wish to.

& taxes on you as ime goes by: F
declre independence.

There are two ways that n dechre independence. The first way is to make
your country s0 angry that she declares war on you (sce the General Advice: Saying on
Terms with the Mother Country sction aboxe). The second way is 0 g0 o the Diplomacy

copean players

window and dlick on the Declare Independence button.

Regardless of how it is done, once independence has been declared, your Mother Country
will send troops t0 atack your colonics. You must win the equivalent of three large battes to
achieve independence. Kill approximately 100 levels worth of unit (the exact amount varies
based on diffculty) in order to become independent

1fyou change your mind before winning a second assault by the Mother Country on one of
your colonies, you can Sue for Peace in the Diplomacy window: If you have already killed 2/3

of the total units, you can either Sue for Peace o Sue for Commonwealth. A commonwealth is
ot as good as independence, but it will gain you lower taxes and give you more latitude in

with other players.

ou need only win
ountry to gain

ring 2 commonvwealth you d
batles cqual to 2/3 of the full Independence batdle size against your Mother

e t0 declare independence,

Regardless of the outcome, afer a War for Independence, all of a player’ colonies will be:
returned to his control. Colonies that were taken in combat willprobably be returned in an
unsarisfactory state (damaged, sripped of stockpiles, and with a reduced population).

IFa play
taxes and gers better prices in trading with Europe. He can ater diplomaric relations with other
players atwill Finaly, this status is worth exta victory points at the end of the game. The sta-
tus of commomwealth i also worth victory points at the end of the game, though it is worth
fewer victory points than being full independent.

wins the War for Independence, he becomes fully autonomous. He pays no more

Native Players: Federation

Native players cannot declare independence. Instead, they may choose Federation from the
Population Detail window, when they feel ready for such an ads:
actively go forth and conquer other natve tribes to bring them into the federation.

e. The Native player must

Once you sart tring to federate, you cannot change your
against your colonies with the goal of destroying them.

 there is no way 1o “Sue for

Peace.” Natives will send War Par

67
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* All unfederated native tribes become unfiendlier towards you over time and i
strength, attacking your colonies with large war partes

* You have the option to federate native trbes by attacking them and winning
against them

* Any conquered (federated) na
colonies from other players.

* Federated tribes id encmy play ger war partics, and
i romth resorch i our Wor Colleges

« Federated uibes mirror your diplomatic status with European players.

* Federated tribes double their trade capaity (only for Native players) of any commodity
per tum. They can also trade with any of your colonies (independent of distance).

* Additional victory points are awarded for cach tribe that s conquered and made part of
the federation.

e trbe will become an instant ally and will defend your

Paying Taxes
“The Diplomacy window allows you to pay your tases or choose fo pay your taxes automati

lly (by clicking on the Tax button and placing 2 check mark next to Automated). If you wish
10 pay taxes manually, on turns in which your Mother Country demands tases (you will be
informed through the Messages window at the beginning of the game wm), go to the
Diplomacy window and click on Pay Taxes. Remember, you will greatly upset your Mother
Country if you don't pay your taxes promptly

Using S
1Fyou wish t0 learn how well your opponents” coloniesare faing or if you wish t0 sabotage
enemy efforts, you can use the Diplomacy window to send spies to enemy colonies. If our spy
succeeds, you will gain the requested information or destroy the designated target. If your sp
s and s caugh, he may die with his scret or confess. If he confsses, your apponent
earn who sent the spy and may no take very Kindly to such espionage effors.

Native

Native tribes can be both a blessing and a curse. Friendly nat
will rade goods with your colonies. They may also help defend your colony when it is
er, all atives may occasionally raid nearby colonies. Even fiiendly natives will
o will aid ks iequently than neutral and hosti tribes

tribes near your setlements

10 time, although
Hosiile tribes actively patrol their borders and wil try to engage in combat anyone trespass-

ing on their territory.

1fyou purposefull attack a narive tribe, cither by wandering close to a hosie tibe and.
agrecing t0 Attack when they confront you o by deliberacly targeting any native tribe, you can
eliminate the tribe if you are successul in combat. However, such deliberatey hosile actions will
ot endear you to other natves, and your reltions with them will ool considerably, decreasing
the likelihood that they will rade with you and increasing the chance of being raided.



Congues o the New Worl offers multiplayer modem, network, and E-mail play. The follow-
ing setions deseibe how 10 start 3 e muliplayer game and how 10 i one. Asde fom the
joining a multiplayer I ha game is identical to playing
one against computer opponents only. See Custom Making Your Own Game and other chap
ters i the manual for how to play Congues o the Now World.

Starting a Multiplayer Game

 One ofthe uman players in @ mltiplayer game ms sct up and egister he game. This play-
er should select Create New Game under the Multiplayer section of the Main Game screen
(Figure 67).

= Al players must use the Options button and select the type of network that they will be
wing for the game
Figure 67, The Main Gae Scren

“This will ke you to the Game Setup screen (Figure
68). Most of the choices in the multiplayer Game Setup
screen are dentical to those for setting up a soltaire game
(sec the Custom Game Setup Scrcen section for detal)
“The only differenceis that you get o determine howw
many computer and human players will be in the game.
Youmay choose from one to six human players with no
computer players lfynu wish for both types of players (human and computer), you may have
up t0 four computer opponents playing against two human players.
Jayers can play for ¥ who willplay as

Fignre 68, Multplayer Game Seup Sereen

When you have chosen the number of players in the.
game, finish seting up the game. When you are done set-
ting up the game, cick on the Register button to get t0
the Add New Player window (Figure 69). To create your
character now, select your characteisics(sec the Setting
u,, ‘Your Player Characteristics sction in the Custom-

ar Own Game chapter), and dlick on Ad
Player. Allcmam'dv select Caneel t0 Iu\‘c " e chracer e ke o chocs 10
return, select Join New Game from the Game Menu screen, dlick on the game’s name, seect
your :hnm(kmnn, and thn st A Pher,




Use the window yers are con
Figure 69, Add New Player window

‘When all human plaers have “joined” a new game (see
next section), cther via network, modem, or on the same.
computer, the new game will begin. A Multiplayer Game
window (Figure 70) will appear that lists al the players in
the game on a seris of buttons. The computer players’
buttons are grayed out and inaccessble to human players
“To take a tum, dlick on the bution bearing your name
(heniti grayed out) and take your tum.

Click on the End Tum  your tum. At this point, the Muliplay
ain, i red; y P

e unil everyone cle i , the comp 2 and

any combat i resoived. To rescve any lnd combat, involsed human players must “sign oa” by

cicking on the buttons that appear with their names. They can then fight the batte(s). Once.

all batles have been resolved, the next game turn vill begin,

Figure 70, Muliplayr Game window

Hooking Up and Jof

layer Game

1Fyou wish t0 join a new multiplayer game on the same
computer as someone else, simply select Join New Game
¢ Menu screen, select the multiplayer game
you wish to join (you may have to click on the More bu-
ton 10 find the game you wish to join if there are a ot of
games on the screen), and then define your player charac-
teritics. Select Add Player when you are done

Ifyou wish to 1, and mod
onsae sported it et he Options bt i the Gme Mo s, Click o the
Network button and then choose the type of connection you wish to make. (Figure 71)

Figure 71, Nerwork Options

1f you select an IPX comnection,first make sure s your
machine s ruming an IPX driver. A variery of tiliies are.
available under DOS and Windows 3.1 that are commonly
used to support network games. IPX support s built into
Windows 95

Note: When attempting an IPX network connection
bt Windows 31 nd Windon 9 machi
o or des




Upon choosing an IPX connection, a Network Status window (Figure 72) will sppear. This
window listsallthe machines running the game and connected t0 the same IPX network. The
list shows the player name, i the game s active, and what that player is currently doing

Figure 72
Once one player has crated a e game (s previous

section), other players on the IPX network should see the
name of this new game appear when they dlick on Join Nevw
‘Game. (IFthe fist of games s ong, you may need to click on
the More button to find the new game you wish t0 join.)
Click on the game name and set up your player’s characters

dd Player wh ¢ done. The game
incd. Not,ifyou play . wlect
c G Join X gan

1f w0 or more players wish 0 play on e same machine,dick on the Cancel button in the
Multiplayer Game window, and then click on Join New Game to add the next player. The
‘game will permit any number of players up 10 sx t0 play on any machine. The choice of

‘machine i also not locked in once the game has begun. Just make sure that y

fre not signed
in o any other machine (sign out by clicking on Cancelin the Multiplayer Game window)
and, on your current machine, cick on the button bearing your player name in the Multiplayer
Game window.

s il oo he Sl onoecion v (e 73) vl pen, e you
can select the appropriate COM Click on Establ

fick on Join New Game (or Ci ved Game, ifyou
have joined the game at an earier time). The game you wish to join should appear. Then clck on
that game and sclect your play Click on Add Play you are done.

Figure 73, Serial Connection Window

Ifyou select a mostem connecion, the Modem
‘Connection window (Figure 74) will appear. Select the
correct COM port, baud rate, iitalzation strng, and the
Call/Answer satus. The player who i callng in to anoth-
er’s computer should then select Establish Connection.
‘After this, lick on the Join New Game button (or
Continue Saved Game,if you joined the game previousy)
Set up your player’ ind cick on Add Player when

vou are done.




Figure 74, The Modews Conection Wondow

Note: If you are playing via E-mai, examine the
insiructions in the game’s README i

IFyou do not wish to sce the Network Status or
Options windows, dlick on their Close boxes. These
‘dows do not have 0 be open for a network connet
o exis

in

Troubleshooting

For

X network connections:

Use the Network Status window t0 verify that cach machine is connected to the network,
running the proper IPX drivers, and running the program. The window updates in real-time,
displaying each machine as it appears or disappears from the system. This s 2 good way to
check on 2 machine that has fllen offthe nevwork (for examle, from a power filure or loose
network cable).

Click on the IPX button in the Network Status window to activate scanning over the IPX
networ

Although Conguestof the New Worlt s a DOS product, it can make s of Windows 95 TPX
support. Just run the game using the Windows 95 DOS box and make sure that IPX services
are enabled in the Network control panl.

When attempting an IPX connection between Windows 3.1 and Windows 95 machines, you
‘must make a change to the Network control panel n the Windows 95 machine(s), because the
default IPX protocol s different than the one expected by Windows 3.1, Windows 95 defaults
its IPX Frame Type to “Auto.” Changing this to “802.3” may make it possible to communi
cate with machines running other system soffware.

All machines must be equipped with IPX driver software and located on the same network.
IPX “tunneling” over other network protocols may work with the game but is not directly sup-
ported - nor has it been tested.

Ifthe game i il  machi
issetup " et at the same baud rate.

Check that the cable connecting the two machines is a null-modem cable or has a ull
‘modem at one end. Note: You e anly ane sl moden! 1 there are two null modems, this is
0 different than having none at all.

you are il having dificulis, ke sure that o other communictions programs re un-
ning on the machine. Look for programs that may be remapping the serial ports or othervise
changing what the settings should be.




IFthat fil, the best test i t0 use a simple serial communications program o test the physical
link. Using the same port and baud rate sttings as in the game, try to send data back and

e ich component of the system is causing the pmb\un

4, but the game sill cnnot connect, try baud ate.
Slower machines operate bestat no more than 9600 baud.

Ifthe » w e

ck the COM port setting and the baud rate t0 make sure they are compatible with the

connected modem. Make sure the cable connecting your computer to the modem docs not

include a null modem

I the connection sill cannot be made, try 10 use a tions program 1o
talk t0 the modem. If you select the options correctly and type “AT” oo b the ENTER
key,a standard Hayes-compatible modem should respond with an “OK” prompr. (It is possible
10 program a modem not to respond like this, but this is are.) If the modem responds, then
the cable is OK. Otherwise, the serial port selection or the cable itself may be a problem.

If the physical link 0 the modem s correct,try to dial the other machine by entering the
phone number and cicking on the Establish Connection button while the other machine:

selects the Wait For C

anection button. If the modem dials and the other modem picks up,
but o conn

on i established, the modems may be expecting different baud rates or they
‘may be incompatibl. The best way to analyze this situation i t0 use a simple serial communi-
cations program and try to make a connection without the game. If the connection succeeds,
ne should work! If not, the cables, modems, or phone lines may be at fault

the

I the game locks up while transferring data durin
that the baud rate is too high. Re-establish a connection with a lower baud rate. If one or both
‘machines are running under Windows, try to run the game under MS-DOS o
tion should be much more stable, especially on 486-class mac

modem play, the most ikely reason is

. The connec




9: Winning The Game

You can win Conquest of the World in one of several ways. When a game

setup s given
a number of maximum turms, 3 winning score, and cach player determines their own vietory
point bomuses (see Custom- Making Your Own Game). Whoever reaches the winning score firs
will win the game. 1f no one reaches the winning score by the time the maximum mumber of
turns have elapsed, the player with the highest score at that point wins. Finall,if you're the fast
player standing at the end of the game, you will win

You obtain a “score” by accru

g victory points. Victory points are gained for exploring and
discovering important landmarks. Bonus points are awarded for discorering the fongest river,
highest mountain, or other record-breaking landmark. Victory points are also awarded for
founding and d(\‘cl()mxg colonies, winning batles, establishing diplomatic relations with other
players, and by your diplomatic satus —  establish
v commonelh, o edraing,depening on vour optons

“The victory point bonuses you choose when you set up your player characteristics at the
beginning of the game may modify how many victory points you get for certan types of
accomplishments (scc Setting Up Your Player
es or penaltics for other accomplishments ~ depending on any special abifties you
onal victory points if you are playing v
“Time Bonus at normal or extreme (see The Custom Game Setup Sereen).

Characteristics) and may provide you with victory

s, you can gain or lose ad

h the

o getan update on how yoar doing i the ictory pine department,cick on the Menu b

tonand s “This will give you a aureent score. Ifyou
dick on the Current Standings button, you will bring up the Current Standings window where you
willsee how your curres

total victory point score stacks up against your opponents’ scores.

Note: there s no way for you t0 discoser what your opponents ictory conditions are. The
only way you can try to thwart their ataining victory poinis i to do your best in analyzing,

what their priortis seem 1o be.

Finall,a i comments on the depth of play in this game. Be aware that there are many ways to
play and win Congues of the New World. Don't be fooled by the apparent simplicity of the ganm
design. Whill this simplicity guarantces that new players can quickly lam the basic rules of the
e, it doesn' Players can ta There are many layers
1 this game, inluding trying to determine the best way o found and develop colonics o eshan

cconomic posiion, how to make the most of War Colleges, which special biltcs to choase,
how to make the most of diplomacy, how t0 win tactical battles, and when to declare independence
or federate. All of these elements and more contribute 10 the depth of game play and will continue
o challenge players as they develop stratcgies for winning Conguest of e New World.




hapter 10: F

Now Foatus

‘Compuestof the New World Defuseincludes man features that ae not part ofis progenitor. This
features as well a5 the original game.

Scona

There are many scenarios available for playing Conguest of e New World Deluse. Playing cach of
the frst five scenarios described below provides some insight into this game. Tn addition 10 these

Scenarios, you can create your own scenarios or edit pre-existing ones.

Tutorial Scenario This is described in detail chewhere i this manul,

Play as Portugal, Spsin, or France and try exploration and

discocry) as much of a newly discovered island as you can before cither of your opponcats do.
Natives Scenario: As the sole player n the scenario, your object

colonies, to declare that you are federati

cs are to build up your

tibes,

. and to federate 15 native Tndi

Survivor Scenario: Spain, France, Britin, and Portus of the Hill. T Choose

e play

0 play as one of these countries against the other three. The sole survivor wins the gan.

Conquistador Scenario: Explore the New World as it might have been (with 3 new map cach
ame). All five European countries and the Nativs are actve in this game. You choose as whom
o play

Scenario Templates: You can load in a special formatted text ile created in an external editor
like Edit in DOS. These files, called Scemrio Templates, defne the players when ships areive, and
how the map will b buil

Mapped Scenario: Mapped Scenarios define the attributes of colonics and other units on the

map. These colonics and units will be in place when the game begins

You may also have noiced that you can create and edit scenarios from the Game Menu screen.
These buttons allow

u to create or edit a Mapped scenario (discussed sbove).

Notes on Editing a Mapped Scenari
colonics and units on the game map), you will be able 1o see the entire game world. A name wil
appear on the game map for cach plaer to indicate where their first. Ships will appear, This will

uring the editing process (while you are placing.

 uni

enable you to place colonics appropriatly

In editing 2 Mapped scenario, yor an also move
using the arrow keys. To change which player you are editing, select Change Players and choose
the player whose units and colonies you wish to altr,

<an move around the screen as normal. Y




Center (of any level), to build unts (you can se

Choose Create Objects 1 build a Colon
ef) and to place buildings (of any level) in a colony. To bring up a box that lts you alte the
a colony, double-click on the Colony Center.

e

resources and population wi

en you do this, however, a5

s and Disband units as well Take care, w1

You can Unfound col

cannot undo such choices latr.

When you are done editing 3 Mapped Scenario, choose Save and Exit

World Sizo
When you choose to create a Custom scenario (se
World, Choose 3

stom- Making Your Own Game), you can
now alte the size ofthe land masses in the mber from 80 t0 256. Smaller
umbers will result n ess overall land, and the land masses il end to be pushed into the right

most quadrant of the game world.

All Countries are not Created Equal

country you strted as, since all such

In the original game, it did not matter which Euro
countries had acributes. The only ther to play
a5 High Native or as a European, Now, however, each country comes with its own bonuses.

p ¥ or computer plyer) receives these bonuses:

[

Britain: Plying as this country gives you the bonuses equivalent to those you (your Ships)

would et if you had chosen the Admiral special abilt. You can sl choose the Admiral abilty

nis receive improved

when playing as Britan. You will then get a double bonus, Your Arcillry

sive skill equivlent to 1 plus the ratings of Artillry offense and defense

fensive and offe

acerued through your War Colleges.
Feance: Playing as France improves you staring reations with the native Indians in the New

World (by 30 points on a 201-point scak). In aditior

defensive and offensive kil cquialent to 1 plus your War Coleges ratings in C:

Cavalry units

defense.
High Natives: In addition to the basic differences between playing as native Indians and playing
as Europeans detailed elewhere in this manual, High Natives receive some specifc bonuses. All
and units move as if they were one level higher than they are (c., they can move frther per level
than European unies can). Native players Gold Mines will abways be able to produce some Gold,
Unlike those of European players, whose Gold Mincs may be uselss because productivity modifiers
can g0 as low as -100%, Native players Gold Mines abways have productivity modifiers greater than
o cqual to -90% Native players Gold Mines aso produce more Gold per level than those of
European players. Finally, Cavalry units receive bonuses to their defensive and offensive skills cquiv-

alent 10 1 plus your War Colleges ratings in these areas.

fis. Your G

K stockpiles in al

Holland: Playing a5 Holland has some truly unique s

erest—at a rate of 5% per game ten! Furthermore, alltrades that Holland play

colonies) acc
ers conduct with their Mother Country take one fewer turns to complete; although a trade ahvays

takes atleast one turn. Holland receives no military benefits,



Portugal: Portuguc
itactualy s, For example, if you have set the game to Normal mosement, Portuguese units will
% per ur

nits move a if you were playing at a game seting that i one casir than

move asif you had set it to Easy movement. This allows them to move an additional
acfis

“The Portuguese get no.

Spain:

ally are—ic.,they can moxe farther per turn. Your Infantry units ao receive a bonus to their

liary b

F you play as Sp

our Explorers will act a f they are one level higher than they actu-

defensive and offensive il equivalent to adding 1 to your War Coleges, raings in these arcas.

Exploration and discovery in Conguest of the New World Deluse hase been made even more intr-

o, besides finding rivers, mountains, regions, etc., your Explorers and other units can

make special discoveries. The New World is eplete wit

‘metal deposits, gem deposis, and other
special discoveries just waiting to be made!

16 you build a colony near a special discovery, some ofy

industries may reap a produ

bomus from this favorable juxtapositio

Which industrics benfi depends on the natur of the dis

covery. The amou
buikding from the discovery:

s on the nature of the discovery and the distance of the

The player who finds a special discovery is considered the player who controls that discovery.

That means, that player's colonies, i they are close enough, will gain the benefits of the discovery.

However, an opposing player can wrest control away from the founding plyer by

adjacent to the discovery. As long as the unit i the
ins benefi

. the nex

player controls the discoery and

o from it

Note, ifit enhances an

1 has 3 magnitude and radis
overwhich it conferthis benci. The amount o he benefie dec
conery, until it dwindles to no effectaft it reaches the rad

es with distance from the dis

To view the radius of effect of a specal discone

To get a lstof th
radius and the productiviy bonus the discovery confers, double-cick on the discovery. If you have

a building th i the amount that it increased because
of it prosimity to.a special discorery i indicated in brackets t0 the right of the buikling's bonus.

(You can view a building’s productivity by double-clicking on the bui
Below is a lst of some of the special discoveries you may find in the New World:

Metal Deposits or Mines: Gold and Siler Deposits increase the production from Gold Mincs
Tin and Iron De » from Metal Mines. Copper Deposis both Gold
and Metal Mines productiity

Forests: All special forests—Redwood, Oak, Cherry
of Mills,

Teak, and Maple—increase the production

Agricultur
by Earms.

Fields of Rice, Wheat, Corn, Potatoes, and Alflfa increase the production of Crops




Medicinal Herbs: These f nearby Churche’s

The
ame. Among these rare discoveries you can expect t f

are also rare special discoveriesthat arc unique and not necessarly present n any par

Fountain of Youth: Increascs the growth rate of the population of al colonics of the controlling.
player.

nproves all Leaders belonging to the controlling player. Bonuses are +4 Leadership,
+2 Combat, and +1 Mover

. Bonuses for Native players are doubled and the Nati

) ¢ plyers
Leaders also gain +2 Charisma.

: Increases the

Lost Dutchman Mi i production from all Gold Mincs owned by the con
wolling player by 25%.

Ancient Ry

May give you one ofseveral special bomuses,
The Building List Button
Wh
List button. Clicking on th

ble-click on one of your Colony Centers, you will find a new button, the Building

ing;List will give you a list ofall the buiklings in this colony,

theirlevels, and their productivitis. Furthermore, i you highlight one of the buildings by clcking
« building casily in y

extremely helpful o optimally upgrading and rebuiding your colony

o it that building wil by highlighted so you can locat ar colony. This is

Trade Alliances

A new option in the Trade Menu i 10 slect Trade Alliance. By se

2 this option, you are
proposing a longterm trade allance with another player's colony: In order for the allance to go
into effct, the other player must agree to it. Furthermore, cither player may cancel the trade
allance at any tim

The option to form a trade allance will only be there if your diplomatic sttus with the other
player s better than that of Understanding.

Once agreed 10, Trade Allance begins with the exchange of 1 unit of the commoditcs being.
traded. 1

The amount being traded increases by 10% per game turn (rounding up) undl the masi
mum level i reached. The masimum amount that can be traded s determined by the size and trad

ing capaciy of cach of the colonies involved in the allance

Exiting Without Saving

1fyou dlick the Mes
this button lets you quit the game without saving the moves you have made during the current
ame .

button in the Game screen, you will find 2 new option: Exit, Clicking

Communique
Pressing € while viewing the Map will open a window that allows you to send a message to any
other player in the game. The message wil b received on the next



r11: How to play by

How To Play By E-M:

“This chapter provides detaled information for playing Conguest o the New World Dele by ¢

ans of data transter.

mail or any other offlinc n

In network ply, up to six people can play Congues ofthe New World Delue at o
umber of machines. Multple players can use a single machin.

time on any

Since this is a tumn-based game, each player independently moves, nitates combat, and other.

¢ conducts his o her turn, When all players hase completed their turns, the game tum can be
eosssd lloing e G begn. Eachcomputes ndpendendy compcs the sl o
the current game wen. ensures that all macl duce identical
resals. This also keeps the amount of data that must b scnt for cach tur to 3 minimum, making
‘modem transmissions as briefas possibie.

For ply by e-mail, players make their
another. Note: If you are playing a game with only one other player, you can play o s in
row before passing the game to the other player. In games with more than two ply
et 10 g0 twice in @ row on

oxes and pass a data il (2 PBM file) around to one

one player.

ch tum, with players rotating through this posidon.

Play by

mailis the same as network ply except that combat s not resolved head-to-head. The
computer il play the human player’
Keep al the machi
natives or computer players yoursef, cther. The computer will conduct all your batdes for you.

¢ the resuls. To

inthe g

Starting a New Game

o begin a new play-by-c-mail game, one player nust creae the game and then pass the game
il 10 each of the other players. Each player in tun must decide on a name (o use in the game.
Each player must also choose their phyer settings. Afer the ast player s added to the new game,

e word will e crated and that plyerca the st thee it
Horesbow o gt hings starc

1) Get 0 the Game Men of Conguestofthe New World Deluse

2) Click o the Muliplyee Ceste New Gane button.

3) Choose the number of players,victory conditions, difficulty levels,etc. Plce a check in the Play
By E-Mail box at the bottom of the option lst. (Figure 75)

4) Click on the Register Game button

) An Add Player window will appear. Choose a name and select your victory point bonuses and
A abiliies, When you are done, click on the Add button.

79
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Figure 75. Play by E-mail
6) The Current Game window will appear. Clck on the the
Play By E-Mail button.

7) In the Play By E-Mail window, lick on Create 3 PEM.
ik for Sending. (Figure 76)

) A window will sppear with a default name
(SAVEME.PBM). Change ‘you lke. Click on the
Create button to write this file 10 your hard disk.

9) Quit the game by clicking on the Cancel buttons until you are back in the
“Then select Quit Game.

ne Menu screen.

Figure 76, Create o PRM ile

10) In your Conquest of the New World Deluse directory
you will find your PBM file. Send this fle to the next player
using whateser means are appropriate.

Note: Before sending the fil, you can compress it
UUENCODE it, or BINHEX it. It's  good idea t0 use 3
file format that performs CRC checking on the il at the
recipients location, t0 be sure that o transmission errors
occurred. PKZIP (from PKWare) docs this automatically.

On To Player Two: Joir
“The player who receives the new PBM file from the presious player (who just created the game)
will do the following

1) Get the PEM fil and decompress or decode it if appropriste. Phce the fle n the Conguest of
the New Workd Deluse dircctory.
E the Muliplayer Join New G from the Game Menu screen.

3) This brings up an empry ist. Click on the the Play By E-Mail button at the bottom of the
new window.

4) This brings up the Play By E-Mail window with the top button graved out, Click on the sccond
button, the Load and Process a Received .PEM Fie button.

5) This opens a new window: At the top of this window is the name of a PBM file. Thece buttons
undereath read Process, Find Another, and Cancel. When you have the correct PBM file shown
at the top of the window, click on Process.

s no PBM, 5 put the PEM
areent Congquest of the New World Deluse directory. Then veriy that the

date of the file are correct, s possible, for cxample, that an old game file is intrfcring.




6) You will now be back in the Game Menu screen. Clck on the Multiphayer Join New
Game button,

7) This will take you to the Multiphayer Join New Game window where you should see a game.
with a few fsted playe

K on the button with the game’s name on it

) This brings up the Add Player window: Choose your name, vctory point boruses, and special
abiltes. Click on the Add button when you are done.
9) 1 you are the last player, the word will b created and you can begin the firs tum. Click on

End Tum when you are done. You will end up in the Current Game window with a lst of buttons

for cach player and a Play By E-Mail button at the bottom.

I you are ot the last p Step 8 will lnd you
st of butt

the Current G a
s for cach plaver and a Play By E-Mail button at the botton

her case, click on the Play By E-Mail button,

10) Click on Create a PBM il for Sending. Then click Create .PBM File.

1) Quit the game by clicking on the Cancel buttons until you ar back in the Game M

Click Quit G

12) Find your SAVEM nd this

il t0 the net player.

BM fil in your Congquest of the New World Deluse dircctory

Continuing the Game
Once all players have joined the new game, cick on the Continue Existing Multplayer Game
option from the Game Menu scrcen. In all cases the procss i the same as i the preceding section,

except that you don’t have to join or add yourself to the game. Instead, yo
vour turn (or two turns,if you ar the last player taking the current game twen), and send the file
on 10 the next player.

process the game, take

In desait:
1) Gt the PBM fle from the previous player. Decompress or decode the file and place it in the
‘Conguest of the New World Deluse directory

2) Start the game and select Continue Existing Multiplayer Game from the Game Menu screen.

3) Click on the button with your game name o ck on Play By E-Mail

4) This brings up the Ply By E-Mail windo with the top button graved out. Click on the second
button, the Load and Process a Received .PEM File button.

5) This opens a new window. At the top of this window is the name of a P file. Three buttons

underneath read Process, Find Another, and
at the top of the

ancel, When you have the correct PBM il shown

tow, cick on Process.
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Note there i messge that says o PBA s were found, ke sre that ou put the PEM
o your. quest of the New Workd time and
date of the il are correct. It's possible, for example, that an old game file is interfering.

6) You will now be back in d
play your turn

Current Game window. Click on the button with your name and

K End Tum when you arc done

7) IFthis s 2 tworplayer game or if you are the last person to play on this ten, you can play anoth
er tumn, When you are done with your turn(s), you will be returned to the Current G
Click on the Ply By E-Mail button.

lct Create a .PEM File for Sending. Then clck on Create .PEM File,

9) Quit the game by clicking on Cancel buttons un
onQu
10) Find the SAVEME.PBM fl in your Conguest o the New World Deluxe dircctory and se
1 the next player.

vou are back at the Game Menu scrcen. Click

Game.

A Typical Turn
Playing Conguest of the New World Deluse by ¢-

you must take 10 play one game tum:

mail s casy. Below is  summary of the steps

1) Receive a .PBM file from the previous pl
Deluxe dircctory.

ind place it in your Conquest of the New World

2) Getinto the Game M
Muliplayer Game, and sclect Ply by E-
dect the correct PBM file

of Conguest of the New World Deluse, click on Continue Existing
Mail Click on the Load and Process a Received .PBM File
dick on Process

button,

3) When you are done, seect your game, and then sclect your plyer. Play your tm as nor

Click on End Turn when you are done.

ot Game

) Return to the low (s is automatic) and: seect Play By E-Mail. Click on the

Create button and save the game file to your disk, Quit the gae

) Send the il to the net player.

Troubleshooting
Because e-mail play offers so many options, there’s always a chance that a game will b set up
incorrectly. Here's what to watch out for
1) Each player should lick on the Add Player button on the machin where they will be playi
their games. If o or more plyers are playing on the sume machine, they should both add them.
seves before passing the fk to the next player. Do not try to add all players on a
this may present the game from setting itself up properly on cach machine that will be e during,
actual gameply.




2) 1 you accidentally click on a button belonging to a diffrent player, don't click End Turn o
Save and Eit. Instead, use the emergency exit key sequence: Hold down the Shift key and hit
the Esc key. out 10 DOS or ot save any info wthe

3) 1 you cannot get all players back into synchronization using ¢-mail, send the entire set of game

ind the nam of the current game file by looking in your
‘Conguest of the New World Deluse directory for al e with the TE2 or GE2 extensions. Look
at the time and date of cach watively, go o the.
Continue Existing Multiplayer Game window and cick on the Delete button. Click the name of
the game. A Confirmation window appears that shows the file name. Now cick on C:
don't delete the game.

c. The most recent files are what you want. Al

Each game consiss of  paie o files wi 2 and .GE
Encode or compress both fls from the same machine (which sill has a correet copy of the game).
Send the fies o all the other players

b the same name and the cxtensions 1

Each player should decode the received data and place the new [TE2 and .GE2 game files into
their Congy

st of the New World Deluse directories, overwiting old file

Power User Tips
You can also play Congues ofthe New World Deluse using a “Start” configuration. Excryone
les 0.2 selected play

- who will process the wen and

out new
e saved PBM file diffe
inadvertently overwriting game filcs.

¢ PEM fies o cxeryone cach e, Each player must name th
W sending it (use agreed-upon names) to preves

ndy.
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