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Introduction

Concerning the Arrogance
with which Men Advise
Those of Greatness

The Purpose of This Guide

(with apologies to Nicolo Machiavelli)

“From: Johnny Wilson and Terry Coleman
To:  The Magnificent Prince of Civilization: Call to Power

Those who strive to obtain the good graces of a prince (or reader) are accus-

tomed to come before him or her with such things as they hold most precious.
Desiring to present ourselves to your Magnificence (see what respect you get for
plunking down a few bucks on a book?) with some usefulness, we have not
found any gaming experience which we hold more dear than the games which
depict the flow of civilization. Having reflected upon the lessons to be gleaned
from these gaming experiences since our initial encounter with Civilization
and moving on to our recent challenges in Civilization: Call to Power, we
send our lessons, digested into this volume, to your Magnificence.

Although, in recognizing your gaming excellence, we may consider this work
unworthy of your countenance, we trust much to your benignity that it may be
acceptable. Qutside of this brief passage, we have tried not to embellish it with

e SNECT TR o
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swelling or magnificent words, nor with any extrinsic allurements or adornments
whatever. Rather, we have focused on enriching your already legendary prowess in
Civilization: Call to Power with the truth behind our gaming experiences and
interviews with the creators of the game. ;" 0 8

Nor do 1 /Jold with those who regard it as presumption if men of low and humble '
conditions (you certainly didn’t think editors made much money, did you?) dare to
discuss and settle the concerns of princes. Rather, we have contemplated the prob-
lems of the game in order to become wise and convivial companions with enough
wisdom, and hopefully wit, to help you rule your civilizations more and more
wisely until you know far more about the game than do even we. This humble
book is intended to help you understand the relationship between the game and
history; between the individual component parts of the game and the score; and to
inspire you onward to greater Magnificence.

With this paraphrase of Machiavelli’s introduction to The Prince, we hope to

suggest the spirit of this book. Each chapter title will not only hearken back to
an earlier era in civilized history, but each chapter will also contain our tested,
effective solutions for winning the game. It is not a book of “cheats,” though it ,
contains some. It is not merely a rehash of the manual, though, by necessity
some of the material contained therein will bear further mention in this text. In |
such cases, we hope to present the material in more depth and in a visual form
that is easier to understand. Further, this text does not focus solely upon the .
game itself. It is intended to stir your thoughts and challenge you to consider ‘
the historical flow of your civilization compared with those of our history.

We know that you probably don’t need the book to win, but we believe that it
will help you enjoy the game more and more each time you play the game and
try something new. Civilization: Call to Power is a chemistry laboratory that
enables gamers to experiment with the elements and compounds of human exis-
tence. Though the past is separated from modern man by distance, culture,
technology, language, and knowledge, this digital laboratory bench of a game
allows us to right the wrongs of the past and see what might have happened; to
remake the mistakes of earlier eras and determine why they occurred; and to
champion some of the lesser civilizations of the past in order to change the face
of the historical chronology. How entertaining it is to have the Irish enslave the
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; English or the Indians subjugate the Portuguese! What a challenge it is
~  to get to the Age of Reason prior to the chronélogy of Western

- Civilization!

E* C:mltzauon Call to Power allows us to explore the interdependencies of
' nations, technology, trade, faith, and education. It enables us to explore
. new frontiers with little authentic risk.

- -

It is our hope that this book will help you find the subtle nuances in

Civilization: Call to Power. Chapter 1 will break down the buildings and
goods within your civilization and offer suggestions on integrating them
into your overall economic strategy. Chapter 2 will muster every combat
unit together and consider ways to use them more effectively. Chapter 3
will tie together the uses of those units for tactics and overall strategy.
Chapter 4 will consider the governmental types available within the

- game and suggest optimal times to use them or lose them in a spirit of
- revolutionary change. Chapter 5 will discuss the institution of slavery,
_including insights on using slavery to get a jumpstart on other civiliza-

" tions, as well as observations on slavery as an institution. Chapter 6 is

- one of the largest sections of the book. It will discuss the Advances of |
Call to Power and offer political, economic, and military insights with |
regard to each one. Each Advance section contains some historical com-
mentary, a quick tip or two, a technological flow chart, and an analysis
of the Advance with respect to actual game strategy. Chapter 7 will
" detail information about the Wonders of the World, as well as teach you
how to exploit them and obsolete those belonging to other civilizations.
Chapter 8 will teach you how to hack the code to your advantage and
cheat your friends. Finally, Chapter 9 will feature tips on multiplayer

play.
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We hope that this book will help you to: create your own optimal flow
charts on the technology tree; stimulate further research after reading .
our crude historical and bibliographical notes; experiment with different
systems and sub-systems within the game until you discover details that
we have yet to discover; and find the greatest satisfaction you've ever had

in playing a'’computer game. If even part of these goals is met, this little
volume will have been worth the price.



We have also included an index, which we hope will be useful when you are
in the heat of a game and need that quick reference check. Plus, we hope the
chapter-by-chapter historical notes will be of significant use to our readers in
furthering their study of world history. So, without further embellishment or
adornment, O Prince, we commend these pages to your wisdom. May you
always show your benevolence toward your humble servants.

Johnny L. Wilson
Terry L. Coleman

San Francisco, California

February 22, 1999 :
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Chapter One:

Concerning the Building
of a Civilization

How to Get the Most Out of Your Cities
and Your Economy

“Industry is the root of all ugliness.”
—Oscar Wilde

Any first-year economics student knows that the issue is,

,simply put: Guns versus Butter. Assuming a full-employment

economy, you will always be giving up one good to produce
another. “Guns versus Butter” simply means the determina-
tion of whether to produce military or civilian goods." In
Civilization: Call to Power, you will constantly be balancing
three basic resources: Food, Production, and Gold. As you

~balance Production, you’ll have to decide whether those

Production resources need to be spent on research, military
goods, civilian quality of life, or improvements to stimulate
the economy through more etficient Food, Gold, or
Production capacity.

Depending on your style of play, whether you are building
far conquest or defense, economic growth, or merely trying
to find the right balance to stay slightly ahead of your rival
civilizations, you’ll have to make difficult choices through-
out the course of the game. There is no one straight line of
development that you will be able to take. Depending on
the order in which your rivals construct Wonders, the type
of terrain at your disposal, and the hostility of your neigh-
bors, you may need to choose different tactics within the
context of each game.
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Location, Location, Location

Knowing what the various terrain types, constructed
Improvements, and Tile Improvements can do can be
extremely useful for planning your development strategy.
The following is a chart that should assist you in deciding
where to settle cities and the best ways to develop the ter-
rain tiles in proximity to your cities. Defense bonuses are
not listed here, since they primarily determine where you
will battle, not where you will construct your cities.
Although many ancient cities were formed on the basis of
their inherent defensive value (on top of hills, for exam-
ple), this is not a primary concern in Call to Power. In Call
to Power, cities are better founded on the basis of terrain
resources and, assuming you wish to build Trade Routes,
exportable commodities rather than defensive value.

Terrain Graphic Food Prod'n - Gold Movement Possible Construction
Cost '
Beach =10 .3 5 l Undersea Tunnels, Fishing
Continental Shelf 10 10 5 1 Undersea Tunnels, Fishing
Dead Tile 0 0 0 | None
Deep Water 5 15 5 1 Undersea Tunnels, Fishing, Undersea Mines
Desert . 0 5 0 2 Roads, Farms, Mines
Desert Hill : 0 10 ; 2 Roads, Mines
Forest @ B 20 0 2 Roads
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In the initial stages of the game, we think that Food pro-
duction is more imi:»ortant because you want to get your
civilization’s population booming as soon as possible. So,
we often go for grasslands or beach when we’re getting

ready to found a city. Since time is crucial when you’re first

founding a city, it’s not a good idea to wander around look-
ing for high production terrain or exportable goods during
the initial turns. There is plenty of time to find goods and
mine valuable terrain during subsequent turns, but not if
you don’t found a city right away. Before founding a city, it
is generally best to look for a grasslands tile within the
green influence grid which surrounds your Settler unit at
the beginning of each turn. This guarantees the best possi-
ble food supply. Barring a grasslands tile, try a beach
square, as the food production there isn’t bad, and you will
be able to improve the nearby tiles with nets as you accu-
mulate enough gold in your Public Works coffers. A river
tile is also a good suggestion, as it adds a nice bonus.

Should you be lucky enough to have one of the Goods mark-
ers within the green influence grid that surrounds your
Settler unit, this is excellent. It means that you'll be able to
develop Trade Routes at an early stage in the game (even if
it's only between two of your cities). If you have to move
only a couple of times before getting the Goods marker in
your grid, it is probably worth the risk. If it’s more than
two or three turns, wait until you’re ready to found your
second city to take advantage of the Goods. The following
chart describes the exportable commodities available in Call
to Power. Notice that all goods begin with a value of ten
gold pieces, but the market economy changes throughout
the game. Remember also.that you can’t export them until
you build a Caravan unit, and you also can't export the

goods if you don’t control them. So, get them when you can.

e



o
S
Graphic ‘Location Value T -
| in Gold = O
' 4 p—
' . 0
= : ® N
- L =
' . - . “ =
Forest 1T, Fur
2 '; | ' " . . m.a
= R - 25
' £ ®©
B Hil - 10 " Beverage 4 Q =
; | © ©
. Shallow Water 10 Food, Raw Materials for Cosmetics, Drugs, Fertilizer g
‘ = Mountain 105 ¢4 'Gems, Ornamental and Industrial
ph Plains 10 Ivory
Squid Deep Water 10 | Food, Raw Materials for Soap, Paint, Crysta
Hill - 10 _ Wine
'.3:
Jungle 10 Jewel, Building Material ‘
Desert 10 " Lighting, Heating, Fuel .
: pA sy
Shallow Water 10 Jewelry
E Grasslands 10 Drugs
‘Rubies H Mountain 10 Gems, Ornamental and Industrial
Sugar Jungle 10 Food
Tobacco m (Grasslands 10 Drug
|
':Whale Deep Water 10 Raw Materials for Shoe Polish, Soap, Perfume and Oil




'!!*'T

Granary

IMPROVEMENT: Granary

COST: AGRICULTURE + 540 Production Units

_ - GRANARY

EFFECT: +50% Food Production due to superior
storage.

Food for Thought__

You obviously can’t grow a city if you can’t feed a ciry.
Since it takes one Food unit to feed each citizen and one
half'of a Food unit to feed each slave, it makes sense that
increasing Food increases population. The upward spiral, of
course, is that increasing population increases productivity.
So, anything you can do to boost Food production in the
early days of a city is going to be optimal. The most logical -
way to increase Food production would seem to be by
building a Farm, but Farms aren’t available until you get at
least 200 gold in your Public Works budget. So, at the early
stages, you'll just need to improve the way your civilization
stores the Food.

The Granary improvement is the best way to start building
your city's population. It automatically gives a 50-percent
boost in Food production due to superior storage. This

helps the population grow twice as fast as it does without

the Granary. We like to build Granary Improvements in
each city of our civilizations as soon as we're sure we can
defend those cities with garrison units.

Once your city is growing to your satisfaction, it's good to

start putting some of your gold into the Public Works bud-
get. Allocating a percentage of your income to the Public
Works budget does this. Next to the hammer icon, which
activates the Tile Improvement menu, are two +/- spinhers:

PW and Science. Each represents the percentage of your



income being spent on Public Works and Science, as
opposed to a situation where you spend every available gold
piece on constructing buildings or military units. Early in

the game, it’s good to put the PW percentage at only 10 to _

—/—h‘. e T -
=70 percent because you don’t want to divert too many

Wasnc lm@em;mwhn.g_—

Once you have completed a Granar ou should try to

Wr‘vksﬁgé;t ‘up to_2_0_9_g_¢_)_____ 15

S arc

the control panel (underneath the Populatton and Date
boxes). When you amass 200 gold in the PW box and you're

e e ———— T e & SRR i —————
ready to 1mprove your Food Bro]uctlon sntuatlon,__zou have _
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Wtﬁat contains Desert, Grass]and or Plains terrain,
cyou can build a Farm. To do so, click on the hammer icon o
mMel and wait for the iconic menu for Tile
Improvements to appear. All the Tlle-Improvements which

are currently within your spending range will appear in

P4
!'

5-
f"
:‘( color, and those for which you have the appropriate Science
- advancement but not enough funds to build will be shown

- " in gray. The default for Tile Improvements is the menu for
those that are built on Land. You can also click on the Sea . 1
button in order to get to the Tile Improvements for Sea ter- 140 ot Ry

.‘ ‘,"- Ny

rain. There is another button for Terraforming. Even this

LW

*. early in the game, you'll be able to deforest some squares

- and turn them into Plains squares so that you can plant
Farms. Later, you'll be able to click on the Space button to
get to the Tile Improvements in Space.

TERRAIN TOOLBOX: Once you have enough money
in the Public Works budget, you’ll be able to purchase

Tile Improvements from this menu in order to upgrade

gy, — o —

your terrvain and cities.
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When you access these menus, merely place the cursor over the
/désired Tile Improvement, and you'll get the name of the
improvement and the minimum cost. Terrain effects can drive
the price up from this base price. In order to build a Farm,
simply click on the icon and then place the cursor over the

/
\
/ desired square. [f you have enough funds, and the basic prereq-

uisites for irrigation are met (the farm is next to water or
another farm), you will see a ghost image of the farm turn
green. Click again and you'll see the cultivated field appear. It

takes two turns for the Farm to appear and begin providing an

additional five points of Food production.

Note that both the Farms and Nets Tile Improvements only
garner an additional five points of Food production per
turn, but as you advance along the technology tree, you'll

. have opportunities to build Tile Improvements which add

7L TE T Lt up to 30 points of Food Production per turn. The following
' is a chart of Tile Improvements related to Food.

Improvement Graphic Cost Terrain Turns to  Food Production
Complete Increase
Advanced Farms AGRICULTURAL REVOLUTION + 500 PW Imgated Desert, 2 15
| Plain, Grassland
Automated Fisheries ROBOTICS + 1,400 to 2,000 PW Various Sea lerrain 2 25/50/60
Farms E AGRICULT'URE + 200 PW Irnigated Desert, 2 )
lain, Grassland
Fisheries OCEAN FARING + 500 to 900 Various Sea Terrain 2 15/30/40 l
.r




(o))
o
T
Terrain Turnsto  Food Production © = "1 .
- * Complete Increase - O
: L=
- PR : Space 2 40 [eb) 3>
. 8 x i
! . ot
SPACE COLONIES + 600 PW Space 2 20 - s
. -. ) ‘ ' . . » . - " m'—
N Ry S
Food Tanks GENETIC TAILORING + 2,200 PW Space ) 60 =
| _ ' E .
~ Hydroponic Farms SMART MATERIALS + 1,400 * Desert, Plain, 2 gy Q Y=
Fod . Grassland TR,
Nets SHIPBUILDING + 20010400 Various Sea Terrain 2 51020 g |

1f you adequately budget for Public Works projects and use your
Tile Improvements correctly, you should never have to deal with
the message that tells you that your citizens are starving and
dying. Plus, you’ll be growing your population at a steady Cllp
and improving your productivity.

L4

- While the Public Works funds are useful for maximizing terrain
: iles which aren’t currently doing you much good, you’ll find
~that it takes a while to build up those PW funds. We advise that
‘ ou continue to build Improvements that assist in Food produc-
l tion, and alternate them with Improvements that increase Gold
“and Production. One Food-related Improvement that becomes
~available fairly early in the game is the Aqueduct. Much later in
| the game, the Beef Vat becomes available and ends food

| problems for the cities it’s built in.

ili't'i;

Aqueduct
IMPROVEMENT: Aqueduct
- COST: ENGINEERING + 405 Production Units =
AQUEDUCT
EFFECT: +20% Food Production

¥ Overcrowdlng




Aqueducts are gravity flow systems that bring fresh water
from a hillside water source. When most people think of
Aqueducts, they tend to think of the Roman constructions
with the large arches. However, fresh water conduits called
ganat existed in the Ancient Near East prior to the
Romans. Even the Greeks had Aqueducts that preceded
those of the Romans. By bringing fresh water to the masses,
the Aqueducts lessened the number of harmful microbes
that could live in the drinking water and, as a result,
improved public health considerably. Aqueducts also
ensured ‘that there was plenty of water for the fire brigades
to use. This helped reduce the chance of total destruction
by fire in some of the high-density areas of the city.

In Call to Power, Aqueducts play the same role that they
played in history, reducing the effects of overcrowding and
its attendant unhappiness. Also, Call to Power assumes that
the water from the Aqueducts will allow additional fields to
be irrigated and that this will boost Food production. The
best thing about Aqueducts from the player’s view is that
they help with two problems at once: They reduce potential
unhappiness by reducing the overcrowding effects, and they
give a boost in Food production.

One other Improvement that solves the Food problem
should be noted. In the latter part of the game, it is possi-
ble to build the Beef Vat. In the science-fiction area of the
game, you get a chance to construct this Improvement
based on the idea of synthetic beef creation. Within the
fiction, the geneticists of your society have placed sulfide-
eating bacteria from oceanic hot springs and gene-spliced
them with Hereford cattle. The inherent gain was to create
enough of a food surplus to quell the fictitious Amsterdam
Food Riots. In game terms, this means that the cities that

build it cannot starve.
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l Beef Vat . " > o
" IMPROVEMENT:  BeefVat . |
!ﬁ OS. _ ° . GENETIC TAILORING +
| s 4 3,000 Production Units =
BEEF VAT .
: _ Prevents Starvation - "

It is a polluter

46 So, depending on your Food productio'n- needs, you can add
additional Improvements as the game goes on instead of
depending totally on the Tile Improvements that create Food.

~ The Midas Touch (Gold Production) .

- Of course, the major choke point in developing your civilization is
- usually going to be your Gold reserves. Now that you’re on your

L way to maximizing your population growth by providing plenty of
g Food, you'll hdve to increase the flow of Gold. The fastest way to

- improve the Gold flow early in the game is to build the

ﬁ': Marketplace Improvement and follow that up with the creation of
- Merchants. The Marketplace Improvement instantly gives you a

he ¢ 50-percent boost in Gold production.

-.: Marketplace
IMPROVEMENT: Marketplace
COST: DOMESTICATION + 675 Production
. Units = MARKETPLACE
EFFECT: +50% Gold Production;

Allows some workers to be turned into

Merchants, Gold Producers

Whether it was the Greek agora or a primitive bazaar, the
purpose of a Marketplace was for Trade and communica-
tion. Initially, Marketplaces were based on a simple barter

economy. Eventually, cattle became something of a standard
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currency (the Latin term for money, pecunia, reflects the
root idea of cattle). Since, however, the currencies used in
barter are often unwieldy, it became necessary to move
toward a standardized coinage. For a time, this meant cop-
per coins backed by private citizens, but eventually it
meant precious metals backed by a powerful ruler. The
Marketplace in Call to Power reflects this because its pri-
mary function is to generate Gold; first, in giving you a
50-percent boost in Gold production, and second, in allow-
ing you to select Merchants from your citizens, who
increase Gold production as “individuals” each turn.

At other points in the game, you'll need a Gold production
boost. The following is a chart that lists the Gold produc-
ing Improvements that can follow your early construction

of a Marketplace.

Improvement  Graphic Cost | Gold Production Special Quality
(ADVANCE + production units) Increase

BANKING + 1,125 . | +50% Allows Merchants

Bank
City Clock MECHANICAL CLOCK + 1,620 *+1 G per citizen of city N/A

LAY | Airport AERODYNAMICS + 2,500 50% +100% Pollution
Television MASS MEDIA + 3,000 +5 G per citizen N/A

You can never have enough gold for your civilization, and
knowing these Improvements can help. In addition, several

Tile Improvements provide both Gold and Production.
Anytime you can get both Gold and Production out of the
same effort and expenditure, you should take 1t. The
following chart depicts these Tile Improvements. The
differing amounts for Tile Improvement costs, as well as

Gold and Production increases. are due to terrain variables.
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mprovement . Graphic Cost Turns to
3 (ADVANCE + production units). ~ Complete

Gold Increase

 ELECTRICITY + 800 to 1,000 “ 2 5/10

. " ' | 4 2 ‘
L R
. SEA COLONIES + 400 to 600 " 2 5 1

ULTRA PRESSURE MACHINERY 2 . 10
+ 1,000 to 1,400

FUTURE SEA + 2.200 to 2.800 . 15
SPACE COLONIES + 600 2 5
ASTEROID MINING + 1,400 - Y 10
FUTURE FLIGHT + 2,200 2 15

Your empire or war machine will run on Gold. Knowing
how to earn more is particularly useful. We hope that these
charts will assist your decision-making as you play the

.  game.

Happy Together (Happiness)

If you want to keep your civilization together, you’ll need
to remember that morale is important. A low Happiness
quotient may cause your citizens to revolt. This not only
costs you Production during the turns in which the revolt is
taking place, but it means that you either have to: a) run
the risk of losing a city or cities to a new civilization
formed by the dissidents; b) send a military garrison to

Prod'n
Incr.

5/10/15

10/20/30

15/30/45

30/40/50
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90/120/150
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calm things ‘dowﬁ; or c) spend a lot of Golq on
Improvements to increase the Happiness of each city in
general.

We think it is better to mo;iitor your civilization’s
Happiness quotient as carefully as a cardiac patient pays
attention to his blood pressure. Once that slider turns to
yellow, you’ll need to do something abeut the unhappiness
within your civilization. Here are some Improvements that
can directly add to the Happiness quotient or indirectly
add to it by reducing the negative net effects of Crime and
Overcrowding.

Improvement  Graphic  Cost Direct Happiness Indirect Happiness
(ADVANCE + production units) | Effect” Effect
Capitol M STbNE WORKING + 405 . Slight Increase : Lowers Crime
Temple f?ELIGION + 270 +2 'N/A
Courthouse ) ]URISPRUD-ENCE + 276 : | N/A -50% Crime
Theater E PHILOSOPHY + 495 | sl N/A
Coliseum ENGINEERING + 1,035 : +2 N/A
Hospital E‘g MEDICINE + 2,250 N/A -3 Overcrowding
Cathedral .;;. 3 PERSPECTIVE + 2,475 +3 N/A
Movie Palace m ELECTRIFICATION + 1,500 N/A -50% War Discontent
Drug Store m PHARMACEUTICALS + 3,000 +3 N/A
Security Monitor B A\l SURVEILLANCE + 4,000 N/A 50% Crime
Aqua-Filter \ O owding




" »

ovement  Graphic Cost ' Direct Happmm Indirect Happiness

(ADVANCE + production units) -~ Effect Effect
. QRCOLOGIE:‘.S + 5,000 N/A -4 Overcrowding
CRYONICS + 5,000 N/A
" o . . R . . :
MIND CONTROL + 10,000 75 Special Defense
)dy Exchange LIFE EXTENSION + 10,000 3 N/A |,

. = B

,
ODTES .

Doubles the Effectiveness of Entertainers by prowdnng a permanent venue.

25 Productlon-ubits per turn. because 'lncreased health means more reliable man-hours.
100% Pollution and +25% Production

‘back ro life. +50% Gold.
Freezes Happiness Quotient at a very safe 75.
50% chance to prevent Convert City attack and 100% chance to prevent Capture Slaves attack

-

-

~ Using these references should help you to be able to keep
your citizens satisfied and your civilization out of any kind
of revolutionary fervor. A combination of monitoring the

Happiness quotient and occasionally building these
Improvements should help you keep matters in check.

Whip It! (Increasing Production)

Everyone knows that if an organism isn’t growing, it’s prob-
ably dying. That’s why you will consistently wish to
increase the efficiency of your civilization with regard to
Production. In addition to the Tile Improvements men-
tioned earlier in this chapter, which boost Production
(specified in the earlier chart), you will want to pay atten-
tion to the following Production-boosting Improvements.

5 in a Theocracy because of boost in faith, +1 in Communism because Religion is the opiate of the

+5 Happmess in 2 Theocracy because citizens can “die” and have their taste of heaven, and then come
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Improvement  Graphic  Cost L Production

(ADVANCE + production units) Increase
Mill AGRICULTURAL REVOLUTION + 1,125~ 50% e it | Wl
Factory. INDUSTRIAL REVOLUTION + 2025 50% 100%
0il Refinery OIL REFINING + 3,500  « 50% . 200%
Nuclear Plant QUANTUM PHYSICS + 5,500 50% -50% N/A
Robotic Plant ROBOTICS + 4,500 | 50% - 100% N/A
Security Monitor Al SURVEILLANCE + 4,000 | 25% -100% -50% Crime

- | . ;

Incubation Center HUMAN CLONING +2,500  ~  25% &, 10 N/A
Fusion Plant FUSION + 10,000 50% # “°  -100% N/A

- -

Unfortunately, you will note that many of the
Improvements listed here have a downside. Many of them
are heavy polluters as part of the price of progress. Sooner
or later, you're going to have to deal with the Pollution
issues, so be sure to pay attention to the Pollution section
toward the close of this chapter.

Future Magic (Science)

No matter how you play the game, though, the key to win-
ning is pumping up your Science points as efficiently as
possible. You can do this by distributing more Scientists
into your labor pool, as well as by investing in some 1mpor-
tant Improvements. The following chart delineates the
Improvements that will help increase your Science

knowlcdgc base.

R S S
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Rail Launcher

Forcefield

Nanite Factory

viﬁwnt - Graphic

Don’t hesitate to use these Imprbvementé. as they signifi-
- cantly accelerate the Advances path and put you on the
. road to the Alien Synthesis Project endgame.

Special Clas:s (Unusual Improvements)

No matter how organized your civilization happens to be,
however, you're going to eventually run up against some
special needs. Here is a chart that might help you'find the

)
jam
’ - R
 Cost Science.  Special Quality —l =
{ADVANCE+MMM units) - S = O
"
- W i | 00
Hm . PRIN'I’ING PRESS + 540 +25% - b +112 Science per Citizen LoD s
.. o *
y T
| PHILOSOPHY+ 540 5T N A0 ' +112 Science per Citizen b ';
- - & ) : g N -i.‘hl- & ml-
CLASSICAL EDUCATION + 1 350 +50% N/A o E o
uter Center . ‘ COMPWUTER + 2,400 “+50% | 41 7 Science per,Citizen «b) .
Fia'e i ©©
)-Memory Chip NEURAL INTERFACE + 2,800 # +50% Science +1/2 Science per Citizen . g

‘ |

‘right Improvement for the right special need. _ [ 25 ]
¥ : : y
Improvement  Graphic Cost Special Effect ~ : LU L L
(ADVANCE + production units) | AN g
City Wall STONEWORKING + 405 * +4 Defense, Prevents Slavery, Prevents Conversions
‘~. 50% of the Time
SDI SPACE FLIGHT + 5,000 Prevents Nuke attack on a City
Micro Defense HUMAN CLONING + 3,500 Protects against Nano Attack and Infect Ciry

SUPERCONDUCTOR + 6,000 Launches Units into Space

UNIFIED PHYSICS + 6,000 +12 Detense

NANO ASSEMBLY + 4.000 Rush Buy reduced to 1 G per production unit of cost



Hit The Road, Jack (Movement)

In the same vein as the special class of Improvements, here
is a chart of Tile Improvements to speed up your movement
rates.

Tile Improvement Graphic  Cost Turns New Movement Rate

(ADVANCE + production units) to Complete

Road TOOLMAKING + 60 to 400 2 1/3 -
Railroad RAILROAD + 120 to 800 | 3-4 1/5
Maglev SUPERCONDUCTOR + 240 t0 1,600 4 1/10
Undersea Tunnel SEA COLONIES + 1,200 to 2,400 24. 1 1/10

Smoke ‘Em If You Got ‘Em (Pollution)

Even more than in earlier versions of Civilization, Pollution
plays a critical part in Civilization: Call to Power. A good
rule of thumb is that the lafger your city and the more you
produce, the greater the Pollution will be. In general, this
should not be a concern for you until you reach the Modern
Era. It is then, with much larger cities and the effects of
modern technology, that civilizations really start to have an
impact on the environment.

Global warming has always been something to worry about
in the endgame of Civilization, but the etfects were mostly
a number of polluted spaces, which basically consisted of
severely cutting back the food and resources that polluted
spaces produced. In Civilization Il, polluted spaces could
be cleared by Settler units (albeit at a high cost of time and
resources). In drastic cases, such as a planet ravaged by
decades of high-tech war, global warming could turn favor-
able terrain into deserts, but this was not an every-game

OCCUrrencc,
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In Call to Power, the effects of damage to the environment
~are both subtler and more drastic over the entire game. A
let of this is due to the fact that the end of Call to Power
takes place at or near the year 3000 AD (depending on how
qulckly someone wins the game), instead of the usual
Civilization end date of 2000 to 2100 AD. With many

"'

< d
L

to see how Pollution, if unchecked could easily cause not
just one global catastrophe, but several

. : | :
;_ ‘These potential catastrophes occur because of two things:
- 1) the incidence of global warminé, and 2) nevﬁ-'to the
C'zmh:utton series, damage to the ozone layer. For example,
oy mayor city, even in the Renaissance Era, tends to produce
- about five to six points of ozone and/or global warming
"~ damage per turn. This number increases as cities get larger
- +and technology improves. While five or even ten points of
- Pollution damage per turn doesn’t sound like much, let’s -

place this in'its proper perspective:

-

Let’s say that your civilization, by'the middle of the
Renaissance Era, has 14 cities that average a population of
12 each. That equals a total of 168 Pollution spewed into
- the atmosphere per turn. If we multiply that by eight civi-

lizations, it totals 1344 pollution points generated every
turn.

On a medium map, an environmental disaster (in this case,
a flood that can affect several coastal cities) is triggered
when the pollution total hits 130,000. If pollution pro-
ceeds apace at the 1344-per-turn rate shown above, it
would take less than 100 turns for such an environmental
disaster to occur; not a terribly long time in a standard
game of Call to Power. This doesn’t even take into account
the Pollution that would have been generated for several
additional turns prior to the Era given in our example,
much less any other contributing factors.

more years to play through in the post-'moderh era, it's easy
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As Pollution continues to increase, ozone disasters will also
occur, causing “dead spaces” to occur. These dead spaces
rarely, in our experience, occur in deserts; they always seem
to replace what were once productive and profitable spaces
near cities. Once a city goes above 100 pollution per turn,
it has a chance of causing a specific ozone disaster within
its own city limits, above and beyond the gloominess of the
overall global Pollution picture.

How does this all work? Well, as you discover new tech-
nologies and build new structures, the base Pollution of
each of your cities is multiplied by the following:

Ecological Effects of Advances

Advance Environmental Effect
Oil Refining Doubles pollution

Mass Production : +50% greater pollution
Conservation Halves pollution
Intelligent Materials Doubles pollution
Nano-Assembly ' | Halves pollution

Gaia Theory Halves pollution

Ecological Effects of City Improvements

Advance Environmental Effect

Airport | +100% pollution

Eco-Transit -200% pollution

Factory +100% pollution

Fusion Plant -100% pollution

Nuclear Plant -50% pollution

Oil Refinery +200% pollution

Recycling Plant -200% pollution in City, Lowers
Pollution Worldwide

Robotic Factory +100% pollution

Security Monitor 1 00Y%0 pu”utinn
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Ecological Effects of Units

~ Nuke Detonation
Space-Capable Unit Launch
~* Stealth Fighter Launch

So, if a city that was producing 168 basic Pollution (from
~ our example above) also had an oil refinery and mass pro-

Environmental Effect

duction, fairly typical development for the early Modern
Era, it would produce 420 pollution per turn. Multiply
that by every city in seven or eight civilizations, and all of
a sudden, that disaster is a lot less than 100 years away.

What can you do to prevent dead spaces and floods?

o+

The easiest solution in a game with a small or medium map is

to try, to win by conquering the world before Pollution becomes
a serious problem, at least in game terms. Success with this
approach is difficult to achieve on higher levels of difficulty and
on a large or very large map before the Genetic or Diamond
Age, by which time Pollution is very much a problem.

You can build certain Improvements, such as the Recycling
Plant (see the table above). But if your neighbors refuse to take
precautions against global disasters, they won’t necessarily be
the ones who will pay the price.

So, you can demand through your embassy that a civilization
change its polluting ways. Unless you are strong enough to con-
quer them militarily (in which case, why bother?), or you are a
valuable trading partner for them, the civilization will likely
ignore your requests, especially on higher difficulty levels. The
best method seems to be to ofter them research and gold in an
attempt to get them to see your point of view, but we've found
this to be rather expensive over the long haul.
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+ Build underiwater cities. They tend to be rather lucrative, they
don’t have to worry about floods, and they receive much fewer

dead spaces within their city limits than do traditional land-
based burgs. : | \

4+  Even if you are stronger than other nations militarily, build SDI
-defenses to discourage the launching of nukes.

o Especially if you are winning the “research war,” consider
changing your government to an Ecotopia and using_

Ecoterrorists against uncooperative polluters. |

+ ‘Similarly, if one of your rivals has two or three of the greatest
polluting cities, build the Eden Project Wonder (see Chapter 7).

o If you are close to a breakthrough with the Wormhole Detector,
don’t worry about Pollution anymere. Just win, baby.

Conclusion

So, if you manage your civilization right, you should be
able to build either the empire or the war machine of your
dreams. Using this chapter for reference should help you to
build just the right Improvement or Tile Improvement at
the opportune time to blitz your way through your oppo-

nents—either economically or militarily. And so, O prince,
we rest our economic case. -
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Chapter Two:

Concerning the Face of Battle

A Breakdown of Every Unit in Call to Power

An army should be ready every daz, every night, and at all times of the day and night,
to oppose all the resistance of which it is capable.”

—Napoleon Bonaparte, Art of War

“It is a good thing that war is so terrible, lest we become too fond of it.”

Not every leader likes going to war, but your enemies
may leave you little choice. Thus, it helps to know the

capabilities of each unit, so that you can make the right

. choices to fit with both your style of play and the specif-

ic situation in each game of Cal/ to Power. For the sake
of thoroughness, we have listed here not only all combat
units, but also important non-combatants, such as
Settlers, and Unconventional Warfare units, such as
Televangelists (some of these, such as Abolitionists, are
covered in our discussion of Slavery in Chapter 5). Once
you've familiarized yourself with this information (please

_ don’t try to memorize everything!), you should move on

to the next chapter covering tactics and strategy.

Aircraft
Carrier

Unit Type: Naval (Air)
Cost: 3000
Attack: 8
Defense: 8
Movement: 4
Ranged Attack: 8

Era Available: Modern

Made Obsolete By: Never

Historical Notes

After Pearl Harbor and the sinking of several United
dtates B;lltlcﬂhipx. the world llmu;hl the _l‘lplll‘lcxt.'

—Robert E. Lee

navy would rule the Pacific. But an outnumbered
US fleet defeated the Japanese Navy at the Battle of

Midway entirely through the use of naval air power.
The age of the Aircraft Carrier had begun.

Game Notes

Since the Fighter and the Aircraft Carrier are available
at the same time, it gives you a lot more strategic

options. Generally speaking, you should build four to
five fighters for defense and at least one Aircraft
Carrier, more if you are on the brink of war. The

relatively high cost is offset by the fact that Fighter
units are still effective until you reach the cusp of the

Genetic Age, and Carriers are good throughout .
the game. Though not historically accurate, in Call to
Power Battleships move slightly faster than Carriers.

Archer

Unit Type: Land
Cost: 270
Attack: 1
Defense: 1
Movement: |
Ranged Attack: 2
Era Available: A
Made Obsolete By:

ncient

| 51
Cannon Making




Historical Notes

Archers have been around since the dawn of recorded his-
tory. Archers in Call to Power represent all kinds of
Ancient missile users, from spear-throwers to slingers, in
addition to the classic bow and arrow. Though Archers
are no longer part of combat units (stories persist, however,
that snipers used bows in both the Korean and Vietnam
Wars), the technology continues to evolve, using high-
tech fibers in place of the “strong yew bows” favored by
the famed English Archers at Agincourt and Crecy:

Game Notes

It’s hard to fathom why these important historical units
were downgraded so much from Civilization 11, where
they sported an attack value of three, rather than the
lowly one they now possess. Be that as it may, Archers
are still important to the defense of your kingdom in
the early part of the game because their ranged attack
helps support your front-line troops. You should build

Archers and place them in your capital city, plus any-
where else that borders a neighboring empire.

Unit Type:

Cost: 1200
Attack: 4
Defense: 4
Movement: ]
Ranged Attack: 20

Era Available: Modern
Made Obsolete By: Robotics

Historical Notes

Artillery came into its own when it became a truly
indirect fire weapons system in WWI, and it refined
this process through successive 20th century wars, the
period represented by Artillery in Call to Power.

Game Notes

We know that you won t L‘Ilit‘r} the fruits of \HIHL"\ for
long, but you must buy at least a few Artllen preces to
show your opponents that you mean business. Artiller
is the hirst true “city buster in the game: With its 20
Bombardment, Arullery can soften up a defending city

Or I'L'Lillkl.' dall CIHICIIN |HI'LL‘ 1 1] I]M' npul iHIH IHHI!L'H al,lg_:_.

Battleship

Unit Type: Naval

Cost: 2000 1
Attack: 20 \
Defense: 15 J
Movement: 5 ¢
Ranged Attack: 20 1
Era Available: Modern

Made Obsolete By: Ultrapressure 1

Machinery -

Historical Notes

The Queen of the seas for over half a century, Battleships
are still relevant in the modern era, especially when fitted
with the latest in electronics and cruise missile platforms
(which you unfortunately can’t utilize in the game). The
main reason that Battleships have been mothballed isn't 1
their rumored vulnerability (the thick armor plate of '
most Battleships ean withstand multiple missile hits),
but the fact that the huge vessels take over 3,000 sailors
to staff, a fiscal impossibility in today’s economy.

N T —
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Game Notes

Unlike real history, where Battleships have taken a back
seat to Aircraft Carriers, Battleships are effective, with a
great Ranged Attack, until almost the end of the game.
As there are no middle-range ships, like Cruisers, in Call
to Power, you should take advantage of the Battleship’s
prowess, and buy at least three or four of these behe-
moths. When war breaks out late in the game, as it
almost always does, you'll thank us (even while you're
cursing the high maintenance costs in the meantime).

Bombers

Unit Type:
Cost:

Attack:
Defense:
Ranged Attack:



’

 Movement: 10, with 5 turns of fuel
Era Available: Modern
Made Obsolete By:  Advanced Composites

short-term solution at best. Unless you are in the midst
of a protracted war where you need siege equipment to
break an enemy city, wait for Artillery, which is only
one dmcovetydown the Dd'ensweWar pipeline.

the

His orical Notes

1 most air units, Bombers came into their own
WWII as the Allies dropped millions of tons
bombs on German industry. Ironically enough,
;*'H bing as a science of warfare didn’t t progress signif- |
‘icantl afterwards until the 1980s, with the introduc- : 4
tion of smart bombs and cruise missiles. "'

Unit Type:
Cost:
Attack:
Defense:
Movement:
Era Available:
‘Made Obsolete By:

same Notes
slikeﬂymgamngofpmegoldmthahwckout

- punch andltsawﬁlllytcmpungto buy a big Bomber

| 7 since a Bomber can carry a single

. But air power alone won't necessarily win the war

yml,andyoushouldmﬂyaskyowself“Dolneed
_ these right now, or can I wait for the Stealth Bomber?”
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Historical Notes

While it has been around for centuries, Cavalry in
Call to Power refers to the military arm as is existed
during and after the period of the Seven Years’ War.
During this period, Cavalry was at its most powerful,

’ often used to shatter a routed foe. In later years,
Cavalry would be reduced to an intelligence-

. _ gathering force, and finally would disappear from i
., mt .Tvp" ' the battlefield altogether after WWII. '
 Attack:

 Defense: Game Notes

Movement 1 While a bit expensive, Cavalry is the modern equiva-

L_Ranged Attack: 6 lent of Knights, with a lot more punch. It’s absolutely

Era Available: Renaissance crucial that you build at least a few Cavalry units for

- Made Obsolete By: Explosives interior mobile defense, as well as for a potent

counter-punching force.

~ Historical Notes

The Cannon proved the end of the reign of the great

walled city, once metallurgy improved to the point
where shells achieved sufficient velocity to breach
stone defenses. By the time of the Napoleonic Wars,
the Cannon had become as important as the other
arms of the battlefield. Napoleon himself once
cleared the streets of Paris “with a whiff of
grapeshot,”

Cleric

!
i
l

Unit Type: Unconventional Warfare
Cost: 270
Attack: 0

scattering a group of rioters.

. —,  — i e —— — T

Game Notes

Although it offers the first really decent chance for
ground bombardment, the Cannon is merely a

Defense: 1
Movement: 2
Era Available:

Made Obsolete By:

Ancient

(hnmmcr [ |L'L lmniu



Historical Notes

Most everyone has his own idea of what a Cleric should
look like, how he should conduct himself, and so on.
Just keep in mind that Clerics in Call to Power are of all
faiths and denominations, and that only the Clerics of
your empire have the One True Faith, whatever you
want that to be.

Game Notes |
The fact that Consumer Electronics makes Clerics obsolete

in Call to Power never fails to make us chuckle, because we
always remember the classic Xerox commercials with
Father Dominique, but we digress. .. Clerics offer you
some of the most effective uses of Unconventional Warfare
in the game. Make a point te buy these inexpensive, very
effective pests, and beset them on your enemies like a
pestilence from the Bible. Remembering that the Convert
City attack only has a 25-percent chance of detection
should your Cleric unit fail (50-percent chance of success),
you can send a wave of Cleric units into an allied civiliza-
ton’s territory. Unless a Spy, Diplomat, or Cleric unit spots
your Cleric units, they will be able to operate in stealth
mode for a while—most effective stealth unit in the days
before Mass Media.

Corporate
Branch

Unit Type: Unconventional Warfare
Cost: 2000

Attack: 0

Defense: I

Movement: 5

Era Available: Modern

Made Obsolete By: Sub-Neural Ads

Historical Notes

The Corporation is a modern phenomenon. It is
unique among legal constructs, because it has legal
rights beyond the lifespan of the persons who found
the Corporation. [t's almost as if the Corporation were
itself a person.

Game Notes

Approprately enough, the Corporate Branch is repre
sented on the map as if it were a person, albeit a prett

uimpx one. Fven so. its an ettective unit that essentially

“casts a franchise spell” on an enemy city, basically, the 2
modern-day version of black magic, and sucks out |
money like a vampire going after blood. No empire

should be without one or two, or even three.

Crawler

Unit Type: Naval

Cost: 5000

Attack: 0

Defense: 5 .
Movement: 3

Era Available: Diamond

Made Obsolete By: Never

Historical Notes
Can't touch our old Major Matt Mason crawler.

Game Notes

Another transport, better armored this time, with a
capacity of up to five units.

Cyber Ninja

Unconventional Warfare

Unit Type:

Cost: 2000
Attack: 0
Defense: 3
Movement: 4

Era Available: Genetic
Made Obsolete By: Never

Historical Notes

The logical development of hackers, though a hacker
would be just as likely to prevent this from coming into

CXIstence,

Game Notes

I'he techno-Mata Hari. this female has all the attributes

of a spy. Plus, she adds a 25-percent defense against
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enemy spies. We think this latter-day Ninja is well
- worth the extra few yen she costs (as opposed to a
 mundane Spy), if only because she’s much more
For more, check out Chapter 4.

: -
'r-ll--il

Naval
1000
10
- 32 10
yvement: 6
langed Attack: 10
- Era Available: Modern
- Made Obsolete By:  Ultrapressure Machinery

, lstorlcal Notes

t the pivotal battle of Jutland in WW1I, German

~ forces turned away from the British line of battle,

~ not because they feared the Allied Dreadnoughts, but
- because of the vaunted British Destroyers and their

‘ ‘malncymthtorpedoes The Destroyers in Call to

" Power also represent other escort craft, such as PT

- Boats and Corvettes.

E.

Game Notes

Thcyre fast, cheap, and they can even harass enemy
- ground forces with bombardment. Destroyers are
also your best defense against Submarines (big
surprise). What's not to like?

Diplomat

|

| Unit Type: Non-Combat

. Cost: 135
Attack: 0
Defense: l
Movement: 2

, Era Available: Ancient

' Made Obsolete By: Never

Historical Notes

Diplomacy, in some form or another, has been with us
since the first halting cities were constructed. Call to
Power, like other games in the Civilization line, allows
you to send emissaries without having an embassy.
But if you want to do any real political work, you'll
need a few good Diplomats (whether that’s a contra-
diction in terms we'll leave for you to decide).

Game Notes

Unlike previous Civilization games, Diplomats can't
pull off the bloodless coup of an enemy city simply by
spending money. They can still establish embassies
with foreign lands, however, which is a must if you
want that “Check Information” button on your

Diplomacy screen to ever do anything. Better yet, after

he establishes an embassy, the Diplomat doesn’t get -
removed from play (a welcome change from -

- Civilization II). Finally, a Diplomat can spy on an

enemy city, gathering specific information on produc-
tion, and more lmporl:am:ly the exact number and type
of defensive units. So, if you suspect that a nearby
nation, especially one already involved in another war,
has stripped his defenses on your murtual border, you
can confirm or deny that assumption with your
Diplomat. This information could win you a quick
victory, or save you from entering into a costly and
unnecessary war. Don'’t overdo this type of fact-finding
mission, because your Diplomat may be captured and
executed, and your reputation duly sullied. As a general
rule, we recommend that you keep. only a couple of
Diplomats in play at any one time. While they are
cheap to build, the maintenance costs add up.

Eco Ranger

&

Unit Type: Unconventional Warfare
Cost: 3750

Attack: 0

Defense: |

Movement: 5

Era Available: (Genetic

Made Obsolete By: Never

Historical Notes
Yogi and Boo-Boo never had to deal with this kind

(}‘ dU [hU ri(}' “gll [C.
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Game Notes | also seems rather eerie that these iron-booted thugs
tend to enter the game at around the same time as the

S it Wit st et miniactnc: soaliytwsicied Televangelists (draw your own conclusions). The only -

ways to utilize these units; make sure to check out reason we can figure that they have such high combat
Chapter 9 : factors is that they must represent the national will of

frustrated countries looking for an outlet that, in this
case, turns violent.

It’s a one-shot deal, but once the Genesis Device goes

Ecoterrorist
Game Notes
A lot of gamers will be uncomfortable using these units
for obvious reasons. If you want to rationalize this,
think of it as putting your country under martial law,
and keep in mind that even a man as good as Franklin
Unit Type: Unconventional Warfare ~ Roosevelt was called a fascist by those who thought the
Cost: 5000 President should keep us out of WWIL. If you pass on
Attack: 5 these units, you give up a lot of firepower. Of course,

Defense: 5 you have to be a Fasist government to have these units,
Movement: 3 so if you've gone that far already...

Era Available: Genetic
Made Obsolete By: Never Fighter

Historical Notes
If the Unabomber was a cult instead of an individual...

Game Notes

One of the best buys in the game, if only for the lél:;tt.Type. ;\;1'25

dreaded Nano attack. Like Cyber Ninjas, Ecoterrorists Atta;:k' 10

give an additional 25-percent defense against enemy De fens.e' 10

spies, though we suggest they are better used on offense " 5 10. with fuel for 3

deep in your enemy's territory. NPT, doausortacs o
Ranged Attack: 10

: Era Available: Modern
Fascist Made Obsolete By: Jet Propulsion

Historical Notes
The “Knights of the Air” in WWI notwithstanding, the

ﬁghter came into its own during the Battle of Britain in
1940, where the outnumbered Royal Air Force stopped

Unit Type: Land an impending invasion of England by winning the air

Cost: 1000 war against the Luftwafte.

Attack: 16

Defense: S

Movement: 2 Game Notes

Era Available: Modern Since the Fighter and the Aircratt Carrier are available

Made Obsolete By: Never at the same tume, It ;i\ cS YOou 4 lot more hlr.llt';it
options. Generally speaking, you should build four to

. . “\L‘ ﬁ;hlcrs f‘{ll' dL'th‘I"I\L‘ Jﬂkl dl lulh[ Onc .'\iru'r.lfﬁl

Historical Notes Carrier, more if you are on the brink of war. The rela-

It's somehow comforting to know that Fascists don tively high cost is offset by the fact that Fighter units

COINC il]ltl rhi} ll”[il [']L' .\ll'{lt'[“ l L . l‘llll ‘-L'f-.\ t]i‘ﬁ[llT!" Al C ""-{[H L'thll_‘k[i\ - lI”[i] .\l}“ I‘L‘.IL'h [llL‘ t..“\P' Hf [hL' (.IL"”L‘IIE(

—

Ing to note that thev never seem to go out of style. 1t \oe, and Carriers are good throughout the game.
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PFusion Tank
J :

2

Unit Type:
Cost:
Attack:
 Defense:
Ranged Attack:
‘Movement:
- Era Available:
Made Obsolete By:

Diamonfi
Never

 Historical Notes

~ Why buy another tank when you can buy this
- futuristic baby?

- Game Notes

- We know it’s a little expensive, but unlike a lot of the
- Spdce tech options, there is plenty of time left in the

- game for your enemies to seriously hurt you. Bleed a
~ little now and buy a few gf these, because you may

~ not have enough gold to “Rush Buy” them later.

A
A

;‘Greek Fire
:.. Tyireme

Unit Type:

Cost:

Attack:
Defense: ]
Movement: 2
Ranged Attack: 1

Ancient

Machine Tools

Era Available:
Made Obsolete By:

Historical Notes

Archimedes, when he wasn't playing around with mathe-
matical concepts in his bathtub (or running naked down
the streets shouting “Eureka!™), was a pretty practical guy;
for a scientist. He invented Greek Fire, which was an
incendiary substance used by the Byzantine Greeks to
flame and sink opposing ships. The most insidious thing
about Greek Fire was that putting water on it didnt

douse the flames. The secret of Greek Fire died with
Archimedes and the Byzantines, but its spirit lives on in

similarly terrible modern weapons like Napalm.

the

Game Notes

For all its pyrotechnics, Greek Fire doesn’t have a
high combat value, and if you fall behind in the arms
race, Greek Fire Triremes aren't much use against
sailing vessels. They do give you the first Naval unit
with bombardment capability, but that’s not saying
much for something that costs as much as this does.

Only if you are having a lot of trouble with Pirates
should you bother with this. Wait for better vessels

with more firepower and seagoing capability.
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Infector

Unit Type: Unconventional Warfare ;
Cost: 3750 :
Attack: 0

Defense: 1 7
Movement: 3 |
Era Available: Modern

Made Obsolete By: Never

Historical Notes

Biological warfare is something we have to live with
even now. The thought that special forces units will
continue to develop tactics to spread deadly diseases
is not at all farfetched, and that’s scary as hell.

Game Notes

The bio-attacks aren't always as effective as those of
the Ecoterrorist, but you can get Infector units a lot
sooner in the game. Always a good thing to have up
your sleeve when threatened with war or Nukes.

Interceptor

Unit Type: Air
Cost: 1500




Attack: 15
Defense: 12

Movement: 15, with 2 turns of fuel
Ranged Attack: 12
Era Available: Modern

Made Obsolete By: Smart Materials

Historical Notes

The logical outcome of early experiments with jets in
WWII by both sides, today’s Interceptors can destroy
enemies from beyond the horizon.

Game Notes

For the slight bump you get in Attack and Defense,
Interceptors are relatively expensive. Basically, players who
always buy these remind us of gamers who buy every itera-
tion of a PC processor, rather than skipping a generation. If
you want to get two or three to have the longer-range capa-
bility, fine. Just don't get into an air spending war if air
superiority isnt that critical to your long-range plans.

Unit Type: Land

Cost: - 540

Attack: 3

Defense: 2
Movement: 4

Era Available: Ancient
Made Obsolete By: Cavalry Tactics

Historical Notes

While they didn't technically appear until the Dark Ages
in Europe, the Knights of Call to Power represent heavy
cavalry, which came about due to the invention of the
stirrup. Although, at first, Knights mounted on horses
were only slightly more armored than the rest of the
armed forces, eventually they became synonymous with
heavy plate mail, to the point where once a Knight was
unseated, he was so heavy that he became easy prey for
lightly armed foot soldiers. Even so, the charge of a
group of mounted Knights was terrible to behold, sim-
ply because of the sheer massed weight of their charge.
()Iltc higll-\tﬁlﬂtil\ Ll'lhxl‘un'«.\ Jl]ti It}ll;l‘itnﬂ.\ k.ip.ll*‘t ll'-
piercing even the thickest armor became available, the

Knight's Li.l_\ s on the battlehield were numbered.

Lawyer

Game Notes s

The Knight, like so many other Ancient units, has been 3
downgraded from Civilization II. Still, the Knight, with
its attack of three, is the best all-around Ancient unit in

Call to Power, and its cost is not out of line, considering

1ts incredible mobility. Once you have the ablhty to ’

build Knights, they should become the mainstay of your
army, at least until you discover Gunpowder.

Unit Type:

Unconventional Warfare
Cost: 450
Attack: 0
Defense: ]
Movement: 3 ;
Era Available:. Renaissance "i
Made Obsolete By: Never

t--‘u_--. %

Historical Notes
Most of the written records we have of early civiliza-

tions concern the passage and proper enforcement of
laws. However, most of the discussions concerning
laws, and the development of learned professionals to

L
. e

" carry out those discussions, came to Western culture

through the Greeks, and especially the Romans, who
developed a rigorous legal system. You have to wonder
what the Romans would think of our present legal
system, with its heavy emphasis on lawsuits, or our
criminal system, with the incredible amount of time it
takes for the appeals process to run its course.

Game Notes

Lawyers are a necessary evil in Call to Power, just as
they often are in real life. Despite the fact that Lawyers
have no standard Attack value, they can really dlsrupt
an opponents civilization by using their special Lawsuit
and Injunction attacks (probably the most underrated
attacks in the game). It’s the Nineties: when in doubrt,
slap a subpoena on your foes, and always keep a couple
of well-dressed lawyers on the payroll.

Legion




2

Unit Type: Land
~ Cost: 200
Attack: ; 2
‘Defense: 2
- Movement: 1
‘Era Available: Ancient
Made Obsolete By: Gunpowder

f' .
' istorical Notes

“Weapor forweapon, the Legion, with its short swords,
would seem to be disadvantaged versus the Phalanx
mﬂ its incredibly long spears. Yet the Romans used the
gion to beat the Phalanx more often than net, even
‘besting the great Carthaginian general Hannibal in the
.,.‘. : The Legion relied on tactical flexibility more than
sheer mass or shock value, which gave it a distinct

advantage over rough and uneven terrain.

ame Notes

In all Civilization games, the Legion seems to have a
 different value. In the original Civilization, it was
3/1/1 (attack/defense/movement), and in Civilization
H it lmproved to 4/2/1. In Call to Power, the Legion
awunpy 2/2/1. So, in a normal fight, an attacking
gion is the same as a defending Phalanx, and worth
 less if the Phalanx is fortified. Why? We don't really

.  know, but we suggest that you keep your purchase of

~ Legions to a minimum. For offense, you are better off

.,‘ buying Samurai, and for defense, Phalanxes are cheap-
“er. The only exception to this rule would be if you
~ have a chance to overwhelm an enemy early in the
game, and you can't build Samurai.

Leviathan

Unit Type: Land

Cost: 9000
Attack: 40
Defense: 40
Movement: 1 tile per turn
Era Available: Genetic
Made Obsolete By: Never

Historical Notes

As far as a Panzer freak’s dream. the old Ogre (from game
| designer Steve Jackson) moved a heckuva lot faster.

Game 'Notes

If other nations are building them, you can, too. If
possible, however, you should concentrate on winning
the Wormbhole race.

Longship

Unit Type:

Naval
Cost: 720
Attack: 2
Defense: 2
Movement: P,
Era Available: Ancient
Mass Production

Made Obsolete By:

Historical Notes
The Longship is synonymous with the Vikings, brave

explorers and feared raiders from the Baltic Sea to the . .

coast of Spain. In Call to Power, Longships represent
the early age of sailing vessels.

Game Notes

While Longships seem fairly expensive, they are a lot
better buy than Triremes, if only because they actually
have a decent movement radius. Unless you have a

far-flung island empire, however, you really shouldn’t
build more than a handful of these. Instead, wait for
the much more versatile Ship of the Line to advance

your power at sea.

Machine
Gunner

Unit Type:

Cost:

Attack: S
Defense: 8
Movement: 2

Modern

Technocracy

Era Available:
Made Obsolete By:
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Historical Notes

The Gatling Gun gets the nod as the first true Machine
Gun, but it wasn't produced in sufficient numbers to have
an impact on the American Civil War. By the First World
War, however, the Machine Gun had developed such a
killing efficiency that thousands of men could be killed in

a scant few minutes while fighting over mere yards of
terrain. Call to Power reflects the short dominance of the

more bulky and relatively fixed Machine Gun at the turn

of the 20th century, rather than the portable Machine
Guns of today, such as the AK-47 and related models.

Game Notes

The Machine Gunner is one of our favorite units for a non-
Fascist government. It’s fairly inexpensive, durable, and
more mobile than earlier types of infantry units. You'll
definitely want to build several of these to use as your base
units in city defense. Offensive players will find that they
need them for a balanced attack, as well—Machine
Gunners certainly make for excellent occupation troops.

Marine

Unit Type: Elite Land
Cost: 1000
Attack: | 12
Defense: 8
Movement: 3

Era Available: Modern
Made Obsolete By: Fusion

Historical Notes

Marines have been around since the days of the Greeks
and Romans, but in Call ro Power, they represent the
classic WWII soldier with amphibious assault training.

Game Notes

A little improved from Crvilization II, Marines are

often mainstays of a well-rounded army in Ca// 1o
ower. Don't forget that, like Samurai, Marines cost

}t)ll [llL‘ fll“ \l \\r;ll‘ﬁ IILIiI‘IIL'Il.Hu.L' COSL, rL';JI'L”LWH ﬂlh

“hL'[IlL‘I IIIL' [CS1 Ht YyOUlI lll]il‘-« A1IC O] H[.Hlkiu"’» Of H(..lﬂd-

in}_; Link\!l. \li”. lllh |mrd 10 I‘L'ﬂh[ if}t.lllli'\ tNnat move al
a apcn_i of 3 and have the .1|1ilil_\ 1O .anl‘nlﬁmial\.

.l\‘uilllL dS W LH

Mobile SAM

Unit Type:

Cost: 2000 ,q
Attack: 4 v
Defense: 4 x)
Movement: 6 }
Ranged Attack: 12 3
Era Available: Modern g
Made Obsolete By: Robotics --

Historical Notes

Originally begun as an attempt to counteract nuclear mis-
siles, surface-to-air missiles eventually moved to the more
practical and achievable use of anti-aircraft defense, where
they have been a fixture on the electronic battefield since
the 1970s. So sophisticated are these weapons today that
:
:
:

even hand-held launchers have claimed several aircraft kills.

Game Notes

[t never hurts to have a few of these to stave off enemy
Bomber attacks. But if you are going to spend a lot of

-
a—

~money on these, you might as well be building Interceptors.

Mounted
Archer

Unit Type:

Cost: 270
Attack: !
Defense: 1
Movement: 3
Ranged Attack: 1

Era Available: Ancient

Made Obsolete By:

Gunpow der

Historical Notes

In most areas of the world. Mounted Archers weren't found

A5 LZII"\ ill Ili\lt‘ll'_\ d5 YOU ai< ..ll"IL’ 10O l"illild lhl.‘ﬂ'l ill (u’// 10

')

Power. The Egypuans did employ Chariots, which featured

1 limuited muissile ...1]1‘1[11 itv. But while Chariots were found |
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in Civilization II, they are conspicuously missing here,
and the Mounted Archers are nowhere near the same
things. These seem to be modeled more along the lines
woum,andassuch there is a general historical con-
btthem but that's it.

4

Game Notes
We mmmmmtfthatyoubmldoneandonlyone -
:d Archer. Use it to explore the countryside at the

;-J ining of the game, where its relatively high move-
mer ntelshelpﬁ:l.Onceyougctarensombleroadnet-

vork set up, you no longer need these weak, expensive
I m,apeaallysmceyoucmbuddtwoPhalanxesfor

same price. The ranged attack of 1 doesn’t make up
theh@cost,mceMountedArcherslackpundl

1

Musketeers

“Unit Type:
Cost: 560

ack: §
fense: 4
ovement: 1
langed Attack: 4

- Era Available: Renaissance

Mass Production

ade Obsolete By:

%

',?-Iistorical Notes

The life of a Musketeer probably wasnt as romantic as
- Dumas portrayed it, but D’ artagnan and his less fic-
_tional mates certainly lived in interesting times.
" Musketeers fought in every corner of Europe for both
religious and secular causes, where they were

. renowned for their courage under fire, their talent
with the newfangled weaponry, and their sense of flair.

Game Notes

This is one unit in, Call to Power that is actually improved
trom Civilization I In particular, Musketeers are some of
the most versatile units in the game due to their ability to
fight equally well from the front or back ranks. This is
due to their good (for the time period, anyway) Ranged
Attack. If you are fighting an offensive war, you'll need at
least half of your army to be Musketeers. Those more

. concerned with defense will want to mix in a few

B — T— e — ———— —— i T ——

Musketeers with the much chcapcr Pikemen.

Unit Type: Air

Cost: ' 4000

Attack: » 100

Dofense' 1

Moveme_nt: 20

Era Available: Modern

Made Obsolete By: Never

Historical Notes

One of the great “what-ifs” of history is what would have

hanxnedhadﬁumannotg'vmdleordumdmpmmi::

Bombs on Japan. Given that he did, and it’s been over a half

century since another nuclear weapon was used in war...

Game Notes

The Nuke's special ability is to destroy both 75-percent of

City Population and all units and Tile Improvements
within a one-tile radius of ground zero (aside from any
Pollution aspects). Any game where you blithely toss
Nukes around tends to bother us, so fortunately, there are
defenses against Nukes in Cal/ to Power, and conse-
quences for using them. Sad to say, but the old Mutual
Destruction Madness, where everybody has The Bomb, is
a lot safer than only one side havingit. If any of the com-
puter players think you won't retaliate, none of them
show much reluctance to use Nukes. Keep in mind that
the Nuke only has fuel for one tum; regardless of whether
it moves one space, or the full twenty, the Nuke will blow
up. So, make sure that you can reach your target before
you launch—Nukes are too expensive to waste.

Paratrooper

Unit Type: Land/Air

Cost: 2500

Attack: 10

Defense: 10

Movement: 3. with the P;lmdmp Jlxilit}
Era Available: Modern

Made Obsolete By: Never
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Historical Notes

Paratroops were used throughout WWII, notably at

Crete and Operation Market Garden. Though lightly
armed, paratroops were often used during invasions to

secure bridges and perform other behind-the-lines duties.

Game Notes .

There are many nasty but effective ways to use Paratroopers.

You should always have at least two or three in your force

mix, even if you don' plan on going to war (see Chapter 3
for more details). Best of all, these units never go obsolete.

Phalanx

Unit Type:

Cost:

Attack: 1
Defense: 2
Movement: 1

Ancient
Agricultural Revolution

Era Available:
Made Obsolete By:

Historical Notes

The Companion Cavalry grabbed all the headlines, but the
backbone of Alexander the Great’s steamroller Macedonian
army was the Phalanx. In combat, each man in the tight for-
mation would thrust forward with his more-than-20-foot
spear, while simultaneously guarding the man to his left with

a large shield. Phalanxes weren't particularly flexible, and they

were vulnerable to attacks from the flank and rear. But used
properly, they were tough do beat, as 600 Spartans proved

against several thousand Persian troops at Thermopylae.

Game Notes

Phalanxes aren’t very mobile in Call to Power, either. But
they are cheap, and quite eftective against Barbarian incur-
sions, provided you fortify them in your cities; build a City
Wall around them for additional city defense as soon as you
can afford it. Never make the mistake of using a Phalanx in
open combat; they almost always get slaughtered.

Phantom

Unit Type: Space
Cost: 6750
Attack: 40
Defense: 10
Movement: " PO
Era Available: Diamond
Made Obsolete By: Never

Historical Notes

Not related to the old Phantom comic (no indigenous
peoples were harmed in the making of this quip).

Game Notes

While they are a bit on the pricey side, these slick “Space
Stealth Interceptors” are a great late-game gambit to try an
slip through your enemy’s defenses, due to their cloaking
ability (especially if he is trying to “wormhole” his way to
victory). Unless you have a lot of gold, though, you'll proba-
bly want to mix these in with a few Swarm for balance.

Pikemen

Unit Type:

Cost:

Attack:

Defense:

Movement: ]

Era Available: Renaissance
Made Obsolete By: Explosives

Historical Notes

Pikemen were traditionally effective against mounted
units such as Knights. The Swiss Pikemen went
undefeated in battle for hundreds of years, and their
battlefield dominance only began to slip as gunpowder
rose into ascendancy.

Game Notes

Not only is the Pikeman an effective and balanced unit,
the cost is a bargain. Pikemen have three times the
Attack and 1.5 umes the defense of a Phalanx, but cost
only twice as much. And by this point in the game, you
should easily be able to afford a lot more Pikeman than
vou could afford Phalanxes at the beginning of the
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" ti-air and anti-sub de

fy nit Type:

ost: .
Attack: 30
Defense: 15
Ranged Attack: 15

- Movement: 8

Era Available:
‘Made Obsolete By:

> iw

istorical Notes

Diamon::l
Never

) This is the quintessential futuristic naval unit.

ame Notes

tmghtthmkthatbydms time mthega.me, the
reason youd need another naval unit is if you

a.rg'dose to conquering the world. Actually, Plasma

Destroyers offer a reasonably priced combination of

- se with enough mobility
o defend the area around your wormhole if needed.

i""
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Plasmatica

.

v

Unit Type: land

. Cost: 4500
Attack: 15
Defense: 15

- Movement: 6
Era Available: Genetic
Made Obsolete By: Never

Historical Notes

Sounds like a band that once opened for the Sex
Pistols.

| Game Notes

}
- All thmgﬁ considered, this is a pretty cheap and solid

. unit on both attack and defense for the remainder of

the game, very mobile.

Samurai

Unit Type: Elite Land

Cost: - 335

Attack: § 3 :
Defense: 1

Movement: 2

Era Available: Ancient

Made Obsolete By: Explosives

Historical Notes

The term covers a lot of ground, but Samurai usually .
refers to professional soldiers of feudal Japan. These war-
riors adhered to a strict moral code, Bushido, where how
you fought and the manner in which you maintained

your honor was as important as the actual combat result.

So, even when early gunpowder weapons, such as the
arquebus, became available, the Samurai refused to use

them, feeling that they were a dishonorable weapon, fitto - -

be used only by the untrained peasants, or ashigaru.

Game Notes

While it’s laudable that Samurai are included in Call to
Power (they weren't in previous versions of Civilization,
save in add-on scenarios), they have caused our favorite
ancient unit, the Legion, to be downgraded. Basically, you
pay a lot more for a Samurai to get essentially the fire-
power that a Legion gave you in the original Civilization.
Then again, if you want to have some offensive punch, °
you are better off purchasing three Samurai than four or
five Legions, simply because the Samurai have the punch
to take out a fortified Phalanx, and the Legions don'.
Keep in mind that Samurai, due to their status as Elite
troops, always cost you the full “At War” maintenance.
Therefore, don't buy a lot of them unless you plan on
going to full wartime status.

Sea Engineer

m

Unit Type: Non-Combat
Cost: 4500
Attack: 0
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Defense: ]
Movement: 5

Era Available: Genetic
Made Obsolete By: Never

Historical Notes

For fans of Vayage to the Bottom of the Sea and a few
Roger Zelazny stories (like us).

Game Notes

The futuristic equivalent of Settlers, these are a must if
you need underwater cities to escape the effects of
worldwide pollution.

Settler

Non-combat

Unit Type:

Cost: 540
Attack: 0
Defense: 1
Movement: 1

Era Available: Ancient
Made Obsolete By: Never

Historical Notes

Whether it’s the early nomadic tribes, or the Pilgrims, who left
for the New World to escape religious oppression, there are

examples throughout history of population movements and

shifts. In Call to Power, these shifts are represented as Settler
units, with the added benefit that you control where they go

to found new cities, a luxury not available to historical leaders.

Game Notes

In earlier versions of Civilization, Settlers performed all sorts
of functions, from mining and irrigation to road building and
terraforming. In Call to Power, all of these functions are per-
formed through Public Works (see Chapter 1), leaving
Settlers with but one reason to be in the game: building
cities. As such, one of the most common Crvilization tactics,
that of building settlers to control runaway population (each
time you build a Settler, the population of that city 1s reduced

1_\ one)l, ia IL'HH t‘”L'Lli'sL‘. BL'LJIIHL' NCeW \L‘II|L‘I'N VOu I‘Fllilt{ ull}‘l

be used to IMprove your empire, thev must either build new
cities (which can cause unluppil‘.uu IN your empire) or you
must disband them. a terrnible waste of resources. | his situa

linn iw L'\.ILL'I'lh”L't! ﬂllu.' \L‘ll|L'l‘\ are now more L‘\|‘PL*HHIH‘ 10

build than ever. For example, in Civilization II, Settlers cost
the same as two Phalanx units. Now; they cost the equivalent
of four Phalanxes. What can you do? Keep tabs on your city -
growth so that the population of your largest cities doesn’t get
out of control; use your Max Gold or Max Science buttons to

keep your workers off the farms. And don’t build a Settler
unless you need to start a new city.

Ship of the Line
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Unit Type: Naval 5
Cost: 855

Attack: 4 -i
Defense: 4

Movement: 4, can transport 3 units
Ranged Attack: 4

Renaissance

Mass Production

Era Available:
Made Obsolete By:

Historical Notes

While Frigates like “Old Ironsides” might capture our
fancy, it was the Ship of the Line that ruled the seas. In
fact, England’s empire was largely based on its capabili-
ty to project naval power throughout the world. In Call
to Power, the Ship of the Line represents the apogee of
sailing ships, armed with lots and lots of cannon.

Game Notes

One of the best combat unit buys in the game, period.
Not only can the Ship of the Line easily take out any
ship from an earlier era, it’s also the first really effective
ship used in a bombardment role. Amazingly, this
versatile vessel doesn’'t become obsolete until the dawn
of the Genetic Era! If you want to keep your strategic
options at sea open, build at least six to eight of these,
and use them to keep your shores free from worry. If |}
you have a largely island empire, build a dozen.

Space Bomber

Unit Type:
Cost:
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::ack: 6 Historical Notes

' ense: 6 : :

e - They may look like a geometry experiment gone

tanged Attack: >0 haywire, but Stealth Fighters are very effective. 2
Movement: 2 rr

Era Available: Diamond - |
Made Obsolete By: Never Game Notes )
- § | This is a reasonably priced and good all-around attack

e storical Notes and defense plane, with the added enticement of space-
'!i“m- capable combat and movement. It’s a good choice for a

ame Notes peaceful player determined to defend his wormhole. -

L tletdlelmvmovementnumberfoolyou,twomove-
~ment points in Space lets a unit move 40 tiles in a turn.

And their ranged attack packs a heck of a punch. If things
re to the point where you're desperately fighting over the
Wormhole, money has less meaning—go for it!

Spacé Plane
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Space
Engineer

Unit Type: Air/Space
Cost: . 2250

Attack: 0

. . Defense: 3

A , Movement: 15, can transport 5 units,
Unit Type: Non-Combat e L ey )
j-ost: 7500 Era Available: Genetic 1
4 ttack: 0 Made Obsolete By: Never ?

efense: F s 3

- Movement: 5 2 )

Era Available: Genetic Historical Notes

 Made Obsolete By: Never Seems to be the next step beyond the real-life space shuttle.

' H!storlcal Notes

A little different from the way Robert Heinlein saw Game Notes ! _
the future, but what the hay? [t can carry a few units, but it also trashes the ozone i

| layer, which is usually already in pretty bad shape by
Game Notes this stage of the game. You'll need these for your

It's highway robbery, but you are going to need this Space Colonies, but use them with discretion.
. to win via the “alien” method.

Space Fighter

Spy

Unit Type: Air/Space Unit Type: Unconventional Wartare
 Cost: 2250 Cost: 1500
~ Attack: 16 Attack: 0
j Defense: 16 Defense: 1
. Movement: 15 Movement: 4
} Ranged Attack: 16 Era Available: Renaissance
. Era Available: (enetic Made Obsolete By: Neural Silicon Intertace

Made Obsolete By: Never




Historical Notes

[t seems appropriate that just as Printing Presses are getting up
and rolling, the Spy should put in an appearance. Information,
especially written records, is the magnet for espionage.

Game Notes

Spies aren' really cha:'lged all that much from Civilization
11, except that they cost more. On the other hand, they
are available a lot earlier in the game, and they stick
around for a long time. Spies can do everything a
Diplomat can do, but better. The Spy’s most terrible
attack is to plant a nuclear device in the city of an enemy.
So, if you're going into Tom Clancy novel withdrawal, by
all means, keep a couple of Spies around—you can always
deny everything later to the.Congressional Committee.

Spy Plane

Unit Type: Unconventional Warfare
Cost: 2815

Attack: 0

Defense: 2

Movement: 10, with 10 turns of fuel
Era Available: Modern

Made Obsolete By: Never

Historical Notes

The U2 spy plane being shot down over the Soviet Union
was one of the defining moments of the Cold War.

Game Notes

Not really worth the cost, unless you're desperately trying
to find your opponent’s wormhole. If it’s info you are look-
ing for, consider the GlobeSat Wonder (see Chapter 8).

Star Cruiser

Unit Type:
Cost: 7500
Attack: 3()

Defense: 20
Movement: 5
Ranged Attack: 30

Era Available: Diamond
Made Obsolete By: Never

:
-#

Historical Notes
This is the stuff of which space operas are made.

Game Notes

Once you find the Wormhole, you'll need at least one i
of these, expenses be damned. o

Stealth Sub

Unit Type: Naval ‘
Cost: 6000 ;
Attack: ' 30 I
Defense: | 10 >

Movement: 3, can carry 4 Nukes
Ranged Attack: 30

Era Available: Genetic

Made Obsolete By: Never :

Historical Notes ?

The logical extension of modern super-quiet nuclear
Subs, but why is it so slow?

Game Notes

Even the peaceful-minded will want to build a few of
these to either take out a potential invasion fleet, or to
have a hidden nuclear deterrent at sea.

Stealth Bomber

Unit Type: Air

Cost: 3375

Attack: 16

Defense: S

Movement: 10, carry 2 Nukes, 5

turns of tuel

Ranged Attack: 22 ,



Era Available: Genetic forms have actually been used in combat as far back as the

Made Obsolete By:  Never American Revolutionary War, but the Call to Power subs
- : represent the sleek underwater killers of WW1II and &
BEctorical Notes beyond, particularly the famous (or infamous) U-Boats. 5

‘Once considered the brainchild of science fiction, the

Stealth Bomber acquitted itself well in Desert Storm. Game Notes

With their special Underwater Artack ability,

1
-
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S
s
o
®
O
S
L

Game Notes i:pm:ll‘rines are ‘Eil worth the molt:e)n Make Stsul'ls to > =

B o ' : em away from Destroyers, however, as

'ThslsdleBomberwerecomm?nd, no strings attached. !1’aveamediocre defense M dbn ave the opportunity, s
¥ S Al sing it’s well worth sacrificing a Sub for an enemy Carrier. O

| Sub-Neural g

Ads O

Jnit Type: Space * _ !
- ' . k- 2200 Unit Type: Unconventional Warfare

Cost: : 2250
Attack: 0 -
Defense: |
Movement: 5

Era Available: Diamond
Made Obsolete By: Never

2nse: 20
ovement: 3

- Era Available: Genetic
- Made Obsolete By: Never

$

!Historical Notes
‘Where did I put my lightsab... Oops! Wrong game.  Historical Notes

J
. Having run movie theatres in an earlier life, Terry can vouch
Game Notes that the old subliminal trick of splicing a shglzrgame of a e
A reasonably priced space unit for once, with well-known beverage product into the movie does actually
~ amphibious assault capability to boot. increase concession sales (just kidding). All we know is that
this unit seems worlds beyond our parlor tricks.
Submarine
| Game Notes ‘
/ A really good way of disrupting your enemies in the
endgame. They work better when you sic them on sev-
eral enemy cities at the same time. Keep in mind, how-
ever, that moving to these units makes your Corporate
Unit Type: Naval Branch units obsolete, and you should only do this if
Cost: 1500 you feel the additional harassment is warranted.
Attack: 20
~ Defense: 8
- Movement: 5
- Ranged Attack: 20
~ Era Available: Modern

Made Obsolete By: Sea Colonies

Historical Notes Unit Type: Space
' Cost: 5250
Attack: 20
Defense: 20

Once Jules Verne introduced us to Captain Nemo and the
| Nautilus in 20,000 Leagues Under the Sea, the waves have

never seemed the same. Submarines in more primitive




Movement: 3
Era Available: Diamond
Made Obsolete By: Never

Historical Notes
Starfighters, basically.

Game Notes
Worth the price to protect your Wormbhole rights.

Tank

Unit Type: Land
Cost: 2000
Attack: 16
Defense: 10
Movement: 6
Ranged Attack: 16

Era Available:
Made Obsolete By:

Fusion

Historical Notes

At the Battle of Cambrai, tracked, armored vehicles armed
with Machine Guns blew through German lines, winning
more ground in a day than either side typically did in a
period of months. The name “Tank” was originally a code
name to confuse the Germans (as in “fuel tank”), but as with
most good monosyllabic nicknames, it stuck.

Game Notes
“The Battleship of land,” as the Tank was once called, is a

tough call. It’s fairly expensive, even given where you are in
the game (just compare it to the costs of Fascists), but it
packs a wallop, and it’s so mobile. If you have any intenton
to fight an aggressive campaign, you really need to have a
core of Tanks, if only to take advantage of their superb
Ranged Arttack ability. On the plus side, Tanks do stay effec-

tive until most of the way through the Genetic Era.

The
Televangelist

Unit Type:
Cost:
Attack:
Defense:
Movement:

Era Available:
Made Obsolete By:

Historical Notes

q'.

At

Unconventional Warfare ‘
1000 '
0 -
] | :
3 | :
Modern 4
Never ' .

=

The Televangelist unit in Call to Power is the epitome of :
the stylish television preacher who inspired Ray Stevens’

musical question, “Would Jesus wear a Rolex if he hada

TV show today?” These slick provocateurs have no “

inherent offensive capacity, but they can be most effec-
tive at aiding one’s allies or disrupting one’s enemies,
all for a price. Also, in keeping with the real-life fund-

’
N

3

i

raising capacity of these priests of the broadcast a
cathedral, they are extremely valuable economic units.

>

Game Notes

N

While they cost a lot to spread the Word, these folks

sure know their medium inside out. Televangelists are
much more effective than Clerics at Converting Cities,
Selling Indulgences, and Soothsaying, and they are less
likely to be caught. If you find these units too distaste-
ful to use, you're missing out on a lot of the game’s
satire, and you really reduce your options of messing
with your opponents without having to go to war.



Historical Notes
The unsung workhorses of D-Day, they were also

traps for the men inside once they hit the beach and 2 D

opened the “front door.” If you wonder what being e ferar

in one of these was like, check out some of the recent !

¥ , _ movies dealing with WWIL. &) ©
. . | =

Jnit Type: Naval | l—m

Cost: . 540 - Game Notes €

" 1 TheTroop.Shipcan?rryﬁvcunitsandmoveﬁve . - O
Jetense: ! spaces, so it'’s a must if you plan an amphibious B

iovement: 2 assault. But it’s as fragile as an eggshell, and expen- o9

zra Available: Ancient sive to replace (not counting any transported troops co

Made Obsolete By:  Machine Tools that sink-with it). So, make sure you send it out with [ = I

' ' an escort. If you don’t have any enemie$ overseas, o ke

ilicarion I ¥on dok T ;
Qiiremes in Call to Power represent all kinds of early oared C:Mlm:onﬂyfm. oq_tne‘ed roop Ships to

sailing vessels, from canoes and Biremes to Catamarans,
Quinquiremes, and larger. While recent research by Thor :
Jeyerdahl and others suggest that these types of ships Wa!'rlor.
vere capable, in some rare cases, of oceanic travel, the

ame chooses to limit Triremes to local sea travel.

-

“Game Notes

In earlier versions of Civilization, you were allowed to - ‘ ;

ry to sail your Trireme away from shore, but there Unit Type: Land |
“was a 50 percent chance it would sink if it ended a Cost: 135 i
“turn not adjacent to land. Civilization Il added the Attack: 1 '
“Lighthouse Wonder, which allowed free movement by pefense: 1

Jriremes in seas and oceans, but that’s not an option  povement: 1
~here. So, the compromise the designers made in Cal/ Era Avallablé XN

_to Power is that you only have to be within two

' of the shore, instead of directly adjacent, but
s the limit, always enforced. So, keep moving

‘around your local sea-lanes, and use narrow straits to ~~ HIStorical Notes

‘bridge the water gap between continents. If you're These represent the first halting beginnings of an
~persistent (and a little lucky), you may find an organized fighting force in history. '
untouched continent ripe for the plucking. "™

Made Obsolete By: Bureaucracy

Game Notes

The sooner you can replace Warriors with Phalanxes,

the better.

Troop Ship

|
|
l Unit Type:

- Cost: 1200

! Attack: 0

' Defense: 2

1: Movement: >, transports |1 to 5 units
. Era Available: Modern

Made Obsolete By Never




War Walker Wormhole

Probe

Unit Type: Unit Type: Space
Cost: Cost: 9375
Attack: 12 . Attack: 0
Defense: 12 Defense: 3
Movement: 5 Movement: 5
Ranged Attack: 24 Era Available: Diamond
Era Available: Modern Made Obsolete By: Never

Made Obsolete By: Never

Historical Notes

Historical Notes [t's been speculated that stable Wormbholes exist, but

This is the logical unit for fans of Giant Robots. we're a long way from proving it.
Game Notes Game Notes
This is a fairly versatile unit, with a great Ranged The key to winning the game peacefully.

Attack. It also moves through mountains much faster
than the usual rate. If you can afford a few War Walkers
to go with your Space Marines, the combo makes for a
good endgame defense.




Chapter Three:
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Concerning the Use of Force

How to Move, How Combat Really Works, and

How to Get the Most Out of Your Forces

“War is the continuation of national policy goals no longer attainable by other means.”

Combat in Call to Power is not always desir-
able, not always decisive, and not even always

necessary. But it is inevitable in a game of Ca//
to Power that you will have to fight sometime,
and often not at a time or place of your own

- choosing. If you prefer building to fighting in

Call to Power, you have several options:

1. Play at a lower level of difficulty, where
rival civilizations are less likely to
attack you.

2. Play on a large map, where you will
have less direct contact with other
civilizations until later in the game.

3. Similarly, play with fewer opponents.

4. Finally, build certain Wonders of the
World that help prevent wars, such as
the ESP Center (see Chapter 7).

Concerning Costs vs. Goals

Many of us, however, find combat to be simply
part of the game, and an often-fascinating part,
at that. Its-a challenge to be in a situation
where, for example, your Legions are outnum-
bered by the enemy on the Roman border, and
you think to yourself, “What would Julius
(Caesar have done here?” Call to Power has no
pretense of being tactically realistic. And it’s a

g()()d thing, too, because the game would be

—Carl von Clausewitz

terribly complex, and likely would never end.
However, it does give you the broad picture of

how and why wars are fought.

First, wars cost money, a lot of money. You
have to spend production units and/or gold . -
toward the purchase and support of military
units that could potentially be used to build
theaters, hospitals, Wonders, and the like. You
have to spend for City Walls and other defensive
structures. And when you lose units in battle,
or they become obsolete with the passage of
time, you have to spend all over again: Muskets
cost more than swords, and space-faring units
cost more than prop-driven planes. |

[t Call to Power always fell into the same
predictable pattern every time you played, it
wouldn’t be much of a game. Because the
designers introduce enough randomness to
keep things hopping, you don’t know
whether your neighbor is going to attack
your peaceful cities because he lusts after
your oyster trade, or whether you should
forego your usually peaceful nature to free
your neighbor from the “burden” of growing
all that tobacco.

T heretore. the first qllL“s[i(H] inc\'imH} S,

“What 1s my strategic goal in this particular

——wres
[51]
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game?  The second question that follows from
this is, “Can I afford to undertake my chosen
goal?” What newcomers to Call to Power often

fail to ask is, “Can I afford not to undertake my
chosen goal?” Or worse, they have no goal at all.

becoming so powerful that it threatens to
run away with the game. If you are ill pre-
pared to do these things, it’s often better
to try to resolve the situation through
Trade or Tech concessions than to end up
on the losing side in a protracted war.

4. How much can I afford to lose?

When you go to war, you risk losing not
only units, but also cities, trade, and gold.
[f you are a primarily peaceful nation, you
will likely have to put much of your |
research on hold, or switch it toward more
military-oriented Advances. You may even
have to forego building Wonders that  *
would benefit your civilization. Especially
with more advanced forms of governmen
such as Democracy, it helps to set reason-
able limits on how long you will fight and
how much you can afford to spend, as
~ your citizens will get increasingly unhappy
the longer you are involved in the conflict.
The big exception to this is if you havea
major rival determined on taking you out
(or that you are determined to remove
from the game). If that’s the case, consider
switching your government to something
more efficient for a wartime economy (see
Chapter 4 for more details on various

types of Governments).

One thing we can assure you, however, is that
if you simply go along, letting the game play
you, instead of you playing the game, your civi-
lization will be left in the dustbin of history.
Therefore, whenever you are faced with the
possibility of military conflict, ask yourself:

1. Does the potential enemy pose an immediate
threat to the well being of my empire?

In the early part of the game, for example,
tough-looking Barbarians may be unable
to plunder much of your well-defended
empire. Therefore, it might be better to
wait and let them attack at favorable odds
for you, at least until you build units with
higher attack strengths to drive the

Barbarians off.
2. Will this fight start a long, protracted war?

We've found in testing that most computer-
controlled empires, especially early on in
the game, are amenable to peaceful resolu-
tions to problems, provided that you
honor your agreements. But eventually

e L g WS

another nation will continually encroach
on your territory, and you will have to
decide when to boot them out. Generally,
the Al will move units into your territory
only if it considers you to be weak. So,
dont play into the computer’s hands.
Often, you'll just have to suffer the indig-
nity of having foreign troops on your soil
for a few turns until you are better
prepared to go to war.

3. Why am I going to war?

[f you are ﬁghting to protect your own
borders, fine. But many wars in Cal/l to
Power aren't that clear cut. You have to
sometimes go to war to either help out an
ally, or to prevent another empire from

5. Will this war help me win the game?
At the risk of sounding cynical, we tend to

go to war when it is most practical to do
so. For the Alexander-style player, this
might be 90-percent of the time (yet you
still don’t want a war forced on you before
youre ready). Even if you're a player whose
style is better suited to economics and pro-
duction, youre going to eventually reach a
point w here you are entangled in a “World
War” that will continue over a long num-
ber of turns. In either case, you are going
to have to decide whether: a) crippling
your opponents is enough; b) you should
take an opponent entirely out of the game;
or ¢) you can derive a lasting advantage
without expending as much effort.



~ TIP: With Friends Like You: It’s advanta-

~ geous to work on alliances early in the game.
 Often you can help an ally by going to war
(at the ally’s request) with a distant enemy

- who really can’t do much damage to you. You

b mmﬁghtaooupleofmeanmgless battles
 at sea and sign a cease-fire with your “enemy,”

andyouvesuﬂgmedwhateverTechorgold
mmnsweuwdbyw:raﬂymenuce

in forming alliances early in the game. Not only

can they help against over-aggressive enemies;
illiances can also gain you ﬁ'ade and Tech

“cor s when you help out your ﬁ'}:ﬂds later

tbe game.

‘Now that we've given you some food for
‘thought on how to formulate goals, we're
going to spend the rest of the chapter on
helping you reach those goals. We're going to
discuss in detail how movement and combat
work, with concrete examples. This way,
you'll have a better idea of when to rush that
enemy Phalanx or when to intercept an
enemy Bomber. We'll show you what terrain
| to defend tenaciously, and what terrain you
wouldn’t want your units to be caught dead
in—literally (just keep in mind that it’s only
la game).

|
| Throughout this chapter, we also get down

‘and dirty with specific tactical tips. We'll
|unlock the keys to Submarine attacks, show
you how to keep those pesky Barbarians oft

"D LOVE TO HELP YOU, BUT.. Dontbesby

your back, and much more. Well, what are
you waiting for? There’s a newly generated
world out there, ripe for the plucking!

Concerning Land Movement

Before you can fight an enemy, you have to
move to meet it on the field of battle, or else
it has to meet you. In fact, combat itself can.
even be paruzlly considered a function of
movement in Call to Power, because you
must, in most cases, attempt to move into an
opponent’s space to initiate a battle.

As with most strategy games, the map of
Call to Power is divided by a grid used to -
regulate movement. Just so you know, this
phenomenon is not restricted to turn-based
games like Call to Power. Popular real-time
strategy games also divide the map into a
grid; they just don’t show the grid to you.
While you can turn on the grid in Call to
Power (the default is off), we don’t recom-
mend doing so, because it tends to make the

map look too busy.

[f you've ever played a classic board game like
Monopoly or Parcheesi, the movement of
each piece in those games is determined by
what you roll on a pair of dice; toss a seven,_
and your piece moves seven spaces. While this
method might offer a simple way to deter-
mine movement, it’s very luck-dependent,

and hardly what Julius Caesar had in mind
when he uttered his famous line, “The die is

cast.” So, most sophisticated strategy games
regulate movement by assigning each piece

(or unit) a set movement capability, which is
expressed as “movement points.”
points vary per unit type. Cavalry, for

instance, has more movement points than

Movement

infantry, like Marines or Legions, because
generally speaking, you can go a lot farther
on horseback than you can on foot in the
same amount of time.

g the Use

of Force
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How movement points work in Call to Power is
pretty straightforward once you get used to it.
If you are in “open terrain,” such as grassland,
your movement points tell you how many
spaces you can move. In difficult terrain, like

mountains, it will take longer (more movement
points) to move through.

Every unit can always move at least one space
every turn, no matter its movement points or

the type of terrain its moving through.

Example 1

Let’s say a Mounted A:;;her, which has three

movement points, is moving this turn through
a combination of two grassland and ene plains
space. Since both of these types of terrain cost

one movement point apiece, our Mounted

Archer could move all three spaces.

[f our Mounted Archer were moving through a
desert, on the other hand, it would be able to

move only one space. Our Mounted Archer
would use up two of its three movement points
for this turn moving into the first desert space,
and would have only one movement point left,
not enough to enter the next desert space,
which costs two movement points to enter.

Land Movement Costs

Land Terrain  Movement Build Roads/ -
Point Cost Railroads/Maglevs?

Dead Tiles ] No
Deserts 2 Yes
Desert Hill 2 Yes
Forest 2 Yes
Glaciers 3 No
Grasslands | Yes

Hills 2 Yes
Jungles 3 50% Yes
Mountains 4 100% Yes
Plains l Yes

Polar Hill 2 Yes
Swamps 3 50% Yes

Tundra Yes

- tain, instead of the movement point cost being

Roads are different in Call to Power than in earlier
versions of Civilization. Roads now offer no trade
benetits, but they are still critical because they let
units move over them at one-third of one move--
‘ment point per space. This means that if you =
built a connected road over two hills and a moun- |

eight total for the three spaces, it would only be :
cost of one. Thus, a Legion could move over all

three spaces in a single turn, msteadofnttahng
lmnth:eemmsperusual _

Similarly, Railroads allow you to move at one-

fifth movement point per space. Maglevs (which
you can build once you gain the Superconductor
Advance in the Genetic era) are even faster, costing

only one-tenth movement point per space.

TIP: No Free Ride—In Civilization II, your
units had an unlimited movement allowance
along Railroads. In Call to Power, that benefit
is reduced considerably. This difference is
only a problem later in the game, but it’s
something to keep in mind. You can', for
instance, automatically send a ground unit
from one end of your far-flung empire to the

- other over a Railroad in a single tarn.

:
!

Concerning Sea Movement
Naval units, which spend one movement point per

space, undertake movement over the seas. Water in
Call to Power is pretty much the same all over the
world. Certain units, such as Triremes and Troop
Ships, can carry ground troops, and Aircraft
Carriers (true to their name) can carry combat

aircraft, such as fighters.

q

TIP: Escort Those Transports! When you

transport troops on naval vessels, the defen-
sive values of the ground troops are irrele-
vant; only the naval vessels count toward
defense in sea combat. So, make sure to
escort your valuable troop transports by
keeping other naval vessels, such as

Battleships, in the same space with them.



Naval Movément Costs

Naval Terrain - Movement  Undersea
-_ | Point Cost  Tunnels?
3each 1 Yes
>ontinental Shelf 1 ~ Yes
leep Water ¢ Yes
ifts ' g Yes
hallow Water 53 Yes
renches £ b o
Jndersea Volcano ] Yes

ke Sea movement, all Air movement costs are

ne movement point expended per space
ntered. In Space, movement cost 1s 1/20.

at's a ZOC, Dad?

Well, kiddo, back in the prehistoric days
efore computer games, things were different.
Dur strategy games were turn-based, a lot

ke Call to Power, but we played ‘em en
yaper maps with cardboard counters and
plastic pieces. Anyway, one of the things that
rame designers figured out was that nobody
n a battle (nobody in his right mind, any-
way) would let some enemy walk right up to
“him and kill him, you know, like you can do
pretty easily in some computer games today.

Once you saw an enemy and they saw you, it
‘makes sense that you'd both get into fighting
position. So, game designers tried using con-
cepts like “reaction rates” and “field of fire”
to simulate this, which worked okay until
you got to troops that fought hand-to-hand
with swords and spears and whatnot. What
designers eventually came up with was the
I idea of a Zone of Control, or ZOC for short,
| which made a moving unit stop when it got
| next to an enemy unit. The use of ZOCs
assumes that the defending unit would react
| to the moving unit in a manner that stopped
or impeded its continued advance. For strate-
Egic games like Call to Power, this concept,
isome four decades old, still works quite well,
especially in a turn-based environment.

Those veteran gamers among you should
keep in mind that the ZOCs in Call to Power
are “rigid,” in that they prohibit movement
from one enemy ZOC to another. You can't
slip and slide through enemy units. However,
the ZOCs are also “inactive,” meaning that
you can be in an enemy ZOC without being
forced to enter into combat.

- Ld

Exceptions to Zone of Control

1. All stealth units (Clerics, Spies,
Ecoterrorists, and so forth) may freely
ignore ZOCs. -

2. All aircraft ignore ZOCs.
3. Aircraft lack a ZOC of their own.

4. If you are adjacent to one of your own
units or cities, you may move into the

space with it, regardless of the presence .

of enemy ZOCs.

5. If you are adjacent to an unoccupied

city, you may move into it, regardless of
the presence of enemy ZOCs.

TIP: Lack of Control—Because of the ZOC
exception rules, any time you have an empty
city it’s in grave danger. You might think that
moving a unit next to the city would protect
it. You would be wrong. If an enemy moves
next to your wide-open city, it will be able to
move in there and capture the city, and your
forces next door will be on the outside, |
looking in. Luckily, the opposite is also true.
[f an enemy moves next to your city, it doesn’t
automatically prevent you from moving into

that city and reinforcing it.

Concerning the Art
of Combat

When you attempt to enter the space of an
enemy piece, combat occurs. Remember how
movement through open terrain was fairly simple
to figure out? Combat in open terrain is fairly

Simple as well. This 1s because you can make a

g the Use

b
&
e
-
L.
(v
-

Concernin

- L 3

]




-

rough estimate of your chances in a given combat
by comparing the attack value (of the unit moving
into the space) versus the defense value (of the
unit already in the space). |

Combat percentages are always figured from the
attacker’s point of view, as follows:

Attacker value is dmded by (Attacker value
+ Defender value) = Chance of a Hit

If the Attacker misses his Chance to Hit, he loses a
hit point himself. This continues until one of the
units has lost ten hit points and is eliminated.

Example 2
A Phalanx, with a defense strength value of 2,

defends in Plains (whether or not the Plains space

has a road, it’s still considered open terrain).
Assume that a Legion, with an assault strength.
value of 2, attacks the Phalanx. The odds are even,
which you'd expect from two units with the same
value. But let’s go through thé process anyway:

Legion Attack is 2, Phalanx Defense is 2

2 (Legion attack va]ue) divided by (2
[Legion attack value| + 2 [Phalanx defense
value]) = Chance for the Attacking Legion
to Hit the Defending Phalanx

2 divided by 4 = 1/2, or a 50% Chance to
Hit for the Legion against the Phalanx

At this point, the computer program would
generate a random number from 1 to 100,
much like rolling a pair of ten-sided percentile
dice. If the number in this case came up as, say,
43, then the Legion would have made its Hit
Chance, and would inflict a Hit on the
Phalanx. If the random number were a 51, or a
99, for example, then the Legion would have
failed its Hit Chance and would take a hit
i['\('lf. Pl‘hC Pr()L‘L‘S.\ rL'pL'J[H ll“[i' OI1C ()F IhL’ l”]i[S

loses ten Hit Points and 1s eliminated.

have a full allotment of ten Hit Points. Units

Points, making them brittle in combat.

.

If the Attacker makes his Chance to Hit, he scores a
single hit on the Defender, who loses one hit point.

'Obviously, the Phalanx is not very useful to wage

Keep in mind thatallumts on At War status .

that are Standing Down, however, can have no

more than 75-percent of their normal Hit - =

TIP: Unless you are so removed from other civ-
ilizations as to have no danger of conflict, you
should keep your forces on At War status early
in the game, when your cities are at their most
vulnerable. One way to keep Military Readiness
costs down is to build the Sphinx Wonder,a
move we heartily recommend (see Chapter 7).

Example 3

Now, let’s see what would happen if the battle wes
fought the other way around.

The Phalanx is less effective on Attack, withan
assault strength value of only 1. The Legion, a better-
rounded unit in Cal/ to Power, is a defense st
2. Let’s assume that the combat takes place again in

the open (say, in a Grassland or Desert space), which,
again, has no terrain effect on combat.

(Phalanx Attack of 1) divided by (Phalanx !
Attack of 1 + Legion Defense of 2) |

1 divided by 3 =

cngon o

1/3, or 33%

offensive war, since it is twice as likely to take a Hit
in this example than it is to give one. t

Example 4

Now, let’s return to our earlier example, with the
Legion as attacker. But this time, let’s place the
Phalanx in some decent defensive terrain: a forest,
which gives an additional 50-percent to the basic

detense value.
l_cgion Arttack 1s still 2.

Phalanx Defense i1s 2 + 1. with the addition of
one reflecting the 50-percent boost provided by

the forest terrain. for a total Defense of 3.
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- . =

- (Legion’s Attack of 2) divided by (Legion’s
Am:k of 2 + Phalanx’s Defense of 3)
'ZWﬁdedﬁyS 2/5, or 40% Hit Chance

for the Legion

vel mvedmﬁmld*nebyten-petcem,
rhemghtso.pemdmammcdefen
modlﬁerforibmwouldleadyoutob&eve
ah—pmnﬂmpMentlsnothmgto
e about, especially since these Hits add up. If
meeremFomfy5nthchﬂl it would
mimmdtmdeht

Jnit Combat Modifiers

Init Condition Combat
. . % Effect
tV ar status Normal
n Alert -12%
‘ ng Down . -25%
{ . +50%
has 2/3 of a movement point left -33%
‘Un I'_ns 1/3 of a movement point left -67%
aran unit +50%

~ “TIP: The Temptation Defense—Normally,
- units controlled by a computer player are less
. likely to attack when they have less than a

~ movement point remaining (if they have been
moving down a road, for example). If you
move your unit to where it is at the far end of
the computer unit’s movement range (such as
just alongside, but not on, a road) the com-
puter’s unit is likely to move next to you, but
not attack you at unfavorable odds. This

. allows you to attack the defending computer

I unit on your next turn, or to reinforce with

other units if the odds are unfavorable for you.

Example 5

We a.lready know how just putting a unit in a
|  forest can add to its defense. Let’s take a dif-
| ferent unit, the Machine Gunner (which has a

mdymnomngthcl’]nhmonahllleﬁ'ec

.goodl;aicdefens‘eof&, and see how tough

it can be when defending in the right terrain.

If our Machine Cmer is defending, and it’s
attacked by a Tank unit, the combat would
go as follows:

16 (Tank Attack) divided by (16 [Tank
Am:k] +8 [MG Defense]) -

lGdiudedby24 66.7% Chance to Hit
fortheTank -

Not very good odds for our defending
Machine Gunner, are they? What we should
do here is to build a Fortification, which would

merove our defense strength by 150—perccnt.

s see how the combat would go now:

16 (Tank Attack) divided by (16 [Tank
Attack] + 20 [MG Defense of 8 + 12 for
the Fortification bonus))

16 divided by 36 = 44.4% Chance to Hit

for the Tank

Such an improvement, and all because we

built a Fortification.

Terrain Effects on Corﬁbat

Terrain/Improvement Combat Effect
City Walls +4 defense
Forcefield +12 defense
Forests +50% defense
Fortification* +150% defense
Hills +50% detense
Jungles +50% defense
Mountains +100% defense
Swamps +50% defense
Unit Fortified +50% detense
All Other Normal

* Fortification is a structure you build, different from the

Fortify command you give a unit.

Example 6

Now that you've had a chance to look over

the tables and see all the various defensive
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modifiers, let’s go back to our defending Machine
Gunner unit. Since all combat modifiers in a

space add up, just how tough a defender can we
make 1t?

Let’s assume our unit is a Veteran (because it’s

won a few battles), and that it’s Fortified within

a Fortification:

8 (Basic Defense Value) + 50% (for Véteran -

status) + 50% (for Fortified status) + 150%
(for Fortification)

8 +4 +4 + 12 = 28 Total Defense Value

That’s not bad for a single Machine Gunner unit!
The process works the same, regardless of

whether you are in the Ancient, Modern, or even

the Diamond era. So, don’t consider City Walls a
luxury, consider them a necessity.

Concerning Combat with
Multiple Units

With a Single Defender

If there are multiple attacking units, and only one
defender, the process is similar to that of
Civilization II. Each of the attacking units, start-
ing with the best unit, attacks the defender. If the
initial unit is defeated, the process repeats until
either the defender dies or all of the attacking
units are defeated. The process is much the same

with a single attacker, but it’s even less likely that
the attacker will win.

With Multiple Units on Both Sides,
but No Ranged Units

When multiple units are involved in a battle,
they are matched up, one Attacker to each

Defender, highest value to highest value, and
so on down the line. Units fight in the usual

manner through a series of combat rounds.

If. after each round. there are still survivors on

both sides, units are matched up again, highest

-benetfits by having its freshest units rotated to I

to lowest, and combat continues until one side
is totally eliminated, with no unit on a side
fighting twice until everyone on that side has
fought. Thus, the side with numerical superiori

the front with each new round of combat.

Example 7

There are six units attackmg fivi tebeiiflers
The attackers have two Samurai, two Legions,

and two Phalanx units. The Defenders have
three Plc_lalanxes and two Warriors.

Round One. The units are matched up as follc *w
in the first round of combat:

The best two attackers, the Samurai, versus

two of the three Phalanxes;
The two Legions versus the other Phalanx

and one of the two Warriors:

Finally, one of the two Phalanx units versus
the final Warrior unit.

One attacking Phalanx is held in reserve.

Round one ends with both Samurai winning,
but one of them takes 8 Hits in the process.

Meanwhile, one Legion wins (while taking 7

hits), and the other loses to the defending
Phalanx.

)
»
,

The Phalanx loses a close battle to its Warrior foe
(which takes 9 Hits).

Round Two.

The less-damaged of the two Samurai (the
highest-ranking attacker) versus the last
remaining defending Phalanx;

The “fresh” Phalanx (which didn't fight last

turn) rersus the final Warrior.

[f, after round two, there are any more defenders

left (doubttul in this example), other combat
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~ 1ds muld follow with the best of the

ren .i l'! Mmmedupmmy
', r defenders. |

" m Elite (and Expensive)—Elite troops,

- such nSamuta,wetehmncaﬂyapected
to carry the fight to the enemy and to be
_‘mmmplcfortherestofthcarmy In
 keeping with this tradition in Call to
_Pom ¢eh¢stattackmgumtsm the first
to fight in situations featuring multiple
 units. Therefore,whnnyouareamckmg
units in good defensive terrain or behind
City Walls, your elite troop casualties will

* often be disproportionately high.

- Dontnskyourbestumtstowinanmow

~ victory. Maneuver to attack another city of
‘your enemy that you can beat more easily.

| Whether your enemy counterattacks (as he
~ almost certainly will), or stays within the
* defenses of his cities, you will have more of
- your elite troops remaining to continue the

- campaign. 9

Concerning Ranged Attacks
Ranged combat is new to the Civilization series,

1o other strategy games; just different.
k 1. Basically, all units with a Ranged Attack
- (Archers, Musketeers, and so forth) are

1 placed in the “back row” of each side, as
. long as they have normal land combat

units (Marines, Phalanxes, and the like)

in front of them in the “front row.”

2. When combat begins, the Attacker’s

Ranged Units fire on defending enemy

' units in the front row, and the defenders
do likewise at the attackers in the front

‘ row. T'he combat is resolved similarly

‘ to the usual fashion, except that:

|

|

a) Each back row unit attacks with
its Ranged Attack value.

b) Each Ranged Unit attacks, or
“tires 10 times (with arrows.
musket balls, or whatever).

.1 it’s not terribly complicated when compared

¢) Anything that would normally
count as a Hit to the Ranged

« Artacker has no effect (since they are

firing from a distance too far for

3. Next, the front row troops conduct

. wmbatuntmml.

4 This continues until all front row troops

of one side are eliminated. Then, the
Ranged Units of that side must move

up to the front row and use their normal
(non- Ran@d Attack) values.” Now that

they are in the front row, enemy units

Attack) may fire upon them.

5. Combat continues until all units of one

side are eliminated.
Examblé 8

Two Roman Knights and one Legion attack a '
group of three Greek Phalanxes and one Archer

on a hill.
1. Even though the Greeks are the defenders

overall, the Archer still gets to “Attack” the
Romans by using its Ranged Attack value.

2. The Archer opens fire on one of the two
Knight units, firing 10 times:

(Archer Ranged Attack of 3) dmded by .

(Archer Ranged Attack of 3 + Knight
Defense of 3)

3 divided by (3+3) .
3 divided by 6 = 1/2, or 50%

Let's say that in this example, the Archer does

slightly less than the average damage, scoring 4

Hits on the Knight.

3. The fresh Knight (the one that took no
Hits) defeats the opposing Phalanx, but

loses 8 Hit Points in the process.

4. The other Knight, damaged by the Archer,

loses to its opposing Phalanx.

5. The Legion loses a close battle to its

opposing Phalanx.

units with non-ranged weapons to

“in the second row (using their Ranged
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6. Outnumbered, the Knight takes 5 Hits
from the Archer’s Ranged Combat and
is easily dispatched by the Phalanx.

[t should be noted that without the Archer
unit, the Knights would have probably had
enough firepower to take out the Phalanxes.

TIP: Most units with Ranged Attacks are

much more effective in the second row than
in the first. So, make sure that you have a

balanced force, with plenty of front line
troops to protect your Ranged Attack units.

A good example of this would be to have

only half as many Archers, for example, as

you have Legions, Samurai, and/or
Phalanxes combined in a particular force.

Concerning the

Bombardment of the Enemy

Bombardment is also new to the Civilization
series. In Call to Power, units with

Bombardment capabilities act like “Super
Ranged Attack™ units. Basically, you fire at

units, using your Ranged Attack values, before

entering into standard combat. This allows
you to damage the defensive troops and “soften
up’ tough defensive positions, like hills and

City Walls, increasing your chances of success.

TIP: Call to Power rewards the use of “com-

bined arms.” Therefore, you should note that °
Bombardment alone will not win most battles
for you. Unless you follow up immediately
with ground troops to take the position, most

enemy units, particularly those fortfied
behind City Walls, will “heal” just as fast as

you can Bombard them.

While we offer breakdowns of each of these
units in Chapter 2, heres an at-a-glance view
of all units in Call to Power with

Bombardment capability:

Bombardment Values

Unit Bombardment Value
Artillery 20
Battleship 20
Cannon 6
Destroyer 10
Leviathan 40
Plasma Destroyer 15
“Ship of the Line 4
Space Bomber 50
Star Cruiser 30
Stealth Bomber 22
Stealth Sub 30
Submarine 20
War Walker 24

Concerning the Incursions

of Barbarians --

As a rule, Barbarians are in the game as a sort of
practical application of chaos theory. They vary
from troublesome nuisance to sheer waves of terror

for your civilization, especially early in the game,
before you've had time to erect proper defenses.

In fact, we've found in our testing that
Barbarians gravitate to lightly defended cities.
Barbartans will always attack if they feel they

have anywhere near a 50-percent chance of s
uccess. Moreover, they always seem to magically
find any empty cities, regardless of how far
off the beaten path you might have them
located. Unwary or reckless players will find
themselves losing a city to the Barbarians if
they leave that city open for more than a
handful of turns after building it. It’s hard to
recover from such a loss—it might even
knock you totally out of the game!

TIP: Build for Quality Defense—Early on in
a game, replace your Warriors with Phalanxes
and immediately Fortify them in your cities.
Then, build City Walls as you can aftord
them. As soon as your halanx becomes‘a
Veteran (usually after two or three successtul

battles, on average), the adjusted Phalanx




© Defense of 2+1+1+4 = 8 makes it almost
- impossible for a single Barbarian unit to
capture one of your cities. You can then

- focus on building your empire.

[l
~
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houlc theBa:banansactua]lycaptureaat)g
they won't go around founding a bunch of
other cities and building an empire. They will,

owever, build military units and attempt to
0 quer other cities. As you show the ability
to adequately defend your cities, Barbarians

7ill then plunder your resources, especially
mines, so consider garrisoning them, as well.

~ TIP: Counterattack Barbarian Hordes—

- Once you start to build units with some

- offensive punch, you no longer have to

~ react passively to annoying Barbarian incur-

- sions. Station a Samurai unit in your most

~ critical city (generally, that’s your capitol),

and others around the perimeter of your

~ .empire as you can afford them. If you think

- this is expensive, keep in mind the amount

of gold and production you lose every time

~ a Barbarian plunders your territory.

$

':'When a Barbarian moves adjacent to one of

ur cities, attack and destroy it. You should
'hwe a 60- to 70-percent chance of winning the
‘battle. Just make sure that you have the city gar-
risoned with a Phalanx unit as well, in case your

karma is low that turn, and your Samurai loses!

BARBAR[AN STANDQOEFEF: It’s not worth risking

| our Phalanx unit in a low-odds attack against
I L i # r
. this Fortified Barbarian defender. We should

| build a Samurai as soon as possible.

The frequency of Barbarian incursions varies
according to a number of factors that change
from game to game. Nevertheless, here’s a
good rule of thumb: The more technologically
sophisticated you are, and the more sophisti-
cated 4/l nations are as a whole, the more

Barbarians you will see, and the better armed
they will be

Veteran players w1]l want to include
Barbarians in every game, if only because they
tend to keep things from being predictable.
We suggest that those of you not terribly
familiar with games of this kind should place
the Barbarians on the lowest occurrence
setting while you learn the game. But do this
only for the very first time you play. Once you
have the mechanics of the game down, you
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