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v2.69+v1.23

README 

Rhye’s of Civilization is a modpack that attempts to make a realistic and historically correct Civilization III game based on an Earth map, without pre-placed cities.
This mod quickly gained popularity, getting downloaded by thousands and generating CivFanatics’ Forums’ biggest thread in only few months since its first release.

You can find more info in the Rhye’s of Civilization official site, or downloading the readme document from CivFanatics’ forum thread.
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The “basic” Rhye’s of Civilization 2.0 was released in February 2004, and was developed until that summer by Rhye.

From September to December 2004 its Expansion Pack was made. A whole team worked on it.

This installer contains the “expanded” version.

In brief, it features:

· A 170x170 world map (A separate biq for the random map is included)

· Special rules for speed improvement: loading times are reduced up to 95%

· New terrain graphics and new team colours

· A new resource system that makes the game develop like real history (Earth map only)

· Three new civilizations: Austria, Ethiopia and Israel

· A revised rule system, that corrects any inaccuracy of the original game

· Religions*
· 158 new units (including cultural-based animations and a 2nd unique unit for each civ)*
· 25 new wonders*

· A totally redesigned tech tree*

· Complete civilopedia entries*

This mod needs the English/US version of Conquests, patched to 1.22.  
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BEFORE STARTING A GAME

You can start a game selecting “Rhye’s of Civilization Expansion Pack” from the Civ-Content menu.

Please remember before starting a new game:

· Emperor is the suggested difficulty setting as it is the level used for balancing. This mod is designed to work with Regent, Monarch, Emperor and Demigod levels. Higher levels will cause higher loading times.

· Choosing a Native American or African civ means more a bigger challenge than choosing a European civ. In this mod the choice of the civ is more important than the choice of difficulty level.

· Uncheck "Show food and shields on the map" option if you have checked it, because it shows incorrect food or shields with LM terrains.
· In case you’re starting a game on a random map, be sure to check the differences from the standard mod. Please remember before starting a new game to create a world with:

· Ocean coverage: 60%

· Temperature: cool

· Age: 3 billion years

· Roaming barbarians
You can choose the rest of the options (world size, land form, climate) as you prefer.
In case you are creating a tiny or small world, remember to remove domination victory conditions.

LOADING TIME REDUCED BY 95%: HOW CAN IT BE POSSIBLE?
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Map size is the most important factor. It's obvious that smaller maps require smaller loading times, but it's not obvious that ratio isn't linear.

The picture at right shows how an increase of one side leads to a great increase of area. 

But loading time isn't proportional to the map size squared: there are other factors: for example, barbarian unit stacks, or number of units (a larger world means many more cities which produce many more units).

Below are the results of the "test of loading time": Rhye's of Civilization (map + rules) was put to the test with 3 other Earth maps (with standard rules), one for each size. To be fair, unit animations have been disabled while testing loading times between turns.

	Map
	Rhye's of Civilization
	Kal-El's Earth Map
	TETurkhan's Earth Map

	
	(Rhye's Earth Map)
	
	

	Map size
	170x170
	140x140
	256x256

	
	(14450 tiles)
	(9800 tiles)
	(32767 tiles)

	Test settings
	Rhye's of Civilization rules
	standard rules
	standard rules

	
	31 civs
	31 civs
	31 civs

	After 78 turns (1300BC, 1/8 of the game with the standard timeline)

	Savegame saving time (min.sec)
	0.02
	0.02
	0
	%
	0.03
	33
	%

	Savegame loading time (min.sec)
	0.08
	0.07
	-14
	%
	0.10
	20
	%

	Loading time 78th turn (min.sec)
	0.03
	0.05
	40
	%
	0.16
	81
	%

	After 135 turns (150AD, 1/4 of the game with the standard timeline)

	Savegame saving time (min.sec)
	0.03
	0.03
	0
	%
	0.04
	25
	%

	Savegame loading time (min.sec)
	0.16
	0.26
	38
	%
	0.28
	43
	%

	Loading time 135th turn (min.sec)
	0.05
	0.40
	88
	%
	1.23
	94
	%

	After 270 turns (1400AD, 1/2 of the game with the standard timeline)

	Savegame saving time (min.sec)
	0.04
	0.06
	33
	%
	0.06
	33
	%

	Savegame loading time (min.sec)
	0.33
	1.17
	57
	%
	3.28
	84
	%

	Loading time 270th turn (min.sec)
	1.16
	2.50
	55
	%
	23.06
	95
	%


The green numbers show the percentages of time saved between Rhye's of Civilization results and the other mod results. 

Tests were done with Monarch level with a Pentium IV 1700 MHz - 512MB RAM DDR.   Probably many of you have a slower PC, which will cause higher loading times but won’t affect percentages (for example you’ll not have to wait 1:16 instead of 23:06, but you’ll wait 2:32 instead of 46:12  - still 95% saved: the 256x256 map is 18 times slower).  With a 256x256 map and a slower PC (like an AMD Duron 700MHz), you may wait more than 40 minutes! Imagine a 312x312 map…

The game setup wasn’t timed, but it’s a matter of seconds - in some other mods it’s a matter of hours!.

As you can see, this mod pays a small price for having a huge map and 31 civs at the same time.

WORLD MAP
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The starting point of this modpack is my 170x170 Earth map.  It is a smaller (and improved) version of my 180x180 map based on Robinson’s projection. (That map can be found in CFC forums: Rhye's Earth map (180x180)).  

Unlike other maps that use Miller’s Projection, this map uses much less tiles to represent continents in an even better level of detail.  In so doing, some accuracy in ocean size has been lost, but it’s surely better to play with accurate landmasses rather than accurate naval distances.  

Miller projection is a derivation of Mercator’s, which is one of the worst sphere-to-plane projections because it introduces a greater distortion.  They both stretch Polar Regions and shrink equatorial regions.  Asian and American civs already have a big advantage over European because of the larger space to colonize - there’s no need to help them by stretching their territory.  

So Europe has been made a bit larger instead.  It isn’t a great distortion, but it allows a better development for many civs in a small area.  Of course, like all good maps, it has accurate resource placement and starting locations.

Here’s a comparison between Marla’s Miller World Map and mine:
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NEW GRAPHICS

This mod includes my version of terrain graphics, based on Sn00py's but highly modified.   It can be found on the CFC forums: Rhye's Terrain Graphics Modpack.  My purpose was to make the graphics more similar to a satellite view of the Earth.  A preview is placed at the bottom of this post.  It features blue sea, darker and unsaturated land, mountain chains instead of single mountains, modified delta rivers, a different "bonus" grassland, and other changes.  It also includes some graphics made by others, probably the best versions available in the forums.

Here’s a comparison of the standard terrain graphics and mine:
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Two new terrain types have been added. The first one is Plateau which behaves like a mountain. The second is Forest hills.  

Both of them were missing in original civ3 concept: just think, what represents a place covered with forests on a hill?

Furthermore, tundra tiles next to polar borders won’t cause an ugly looking effect anymore. The terrain set contains a modified polarICEcaps-final.pcx which simulates a connection (but no units will be able to cross it, it’s only apparent).
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But it’s not over! Are you annoyed by those silly shades of pink?  There are some new team colours – a light blue, a shade of grey, and lime green.  And almost all the other colours have been slightly changed to enhance the differences.  The collection of palettes included here are a bit different from the set you can find at CFC forums: Rhye's New Team Colours.

NEW CIVILIZATIONS

Austria, Ethiopia and Israel are the new civs.  The problem is that there’s a 31 hard-coded limit, so three civs had to be deleted.  They are the Celts, the Hittites and the Sumerians. It was a painful decision, but they were the least important civs in very crowded regions and weakened nearby civs too much. 

[image: image17.png]sy i W s e i v
Ity e s e et e
e e Pt e e S e
ALk e oy wer o o s G e
i T o S e o 1 e





Each new civilization has unique units and a 3D-animated leaderhead, as the original civs.

France has a new leaderhead, too. The original one was featuring Joan of Arc. She is considered a French hero, but she never ruled. It’s time to send Joan where she belongs: to the Great Leaders, and celebrate French new emperor: Napoleon!

NEW TECH TREE
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This sounded initially as a refining of the basic mod tree. In fact, the 400 turns timeline changed the flow of the years and something was no longer corresponding. Just an example: the industrial tree had the highest number of techs and the period from end ‘700 to mid ‘900 was the shortest of the four eras, in term of turns.

Keeping this in mind, the tree was completely redrawn, and as a consequence, some techs were “shifted right”. Now the XVIII Century is entirely in the Industrial Age, while the WWII techs (and units) are in the beginning of Modern Times. Historical accuracy played an important role and resulted in the removal of some useless techs (Theory of Gravity, for example) and the addition of others (Flintlock, for example).

No further explanation is required: you will learn quickly the new tree, as the number of techs was retained to some extent, and there are no crossed or intricate arrows.

Furthermore, some parts of the Ancient and Medieval trees will change from civ to civ. 

Why? Because there are…

RELIGIONS!

This is perhaps the most interesting aspect of the expansion pack. 

As you all know, there are no religions in standard Civ3. This mod instead is the only one that adopts a system of “religious traits”: each civ has 2 new traits, in addition to its standard strengths, taken from the list of world religions.
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You will find this information in the civilopedia, but if you want an anticipation, this is the list:

Civilization
 

Ancient
Medieval
Civilization

Ancient Medieval

· Rome


GRE
CHR

· Egypt


EGY
ISL

· Greece

GRE
CHR

· Babylon

PAG
ISL

· Germany

NOR
CHR

· Russia

NOR
CHR

· China


CON
BUD

· America

PAG
CHR

· Japan


SHI
BUD

· France

NOR
CHR

· India


HIN
ISL

· Persia

ZOR
ISL

· Aztecs

MES
CHR

· Zululand

PAG
CHR

· Iroquois

PAG
CHR

· England

NOR
CHR

· Mongols

PAG
BUD

· Spain


PAG
CHR

· Scandinavia

NOR
CHR

· Ottomans

PAG
ISL

· Austria

NOR
CHR

· Arabia

PAG
ISL

· Carthage

PAG
ISL

· Korea


CON
BUD

· Israel

JUD


· Ethiopia

PAG
CHR

· Netherlands

NOR
CHR

· Portugal

PAG
CHR

· Byzantines

GRE
CHR

· Inca


MES
CHR

· Maya


MES
CHR


Key:

· GRE = Greek Polytheism

· EGY = Egyptian Polytheism

· ZOR = Zoroastrianism

· CON = Confucianism

· SHI = Shinto

· HIN = Hinduism

· JUD = Judaism

· MES = Mesoamerican Cults

· NOR = Nordic Cults

· PAG = Pagan Cults

· CHR = Christianity

· ISL = Islam

· BUD = Buddhism

One “Ancient” religion and one “Medieval” religion are assigned to every civ civilization except Israel, which is restricted to Judaism. Each religious trait allows one optional technology with the same name to be researched (except Judaism, which allows two techs).

NEW WONDERS
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Most of the added wonders are religion-specific. 

This means that the Temple of Zeus is available only to Rome, Greece and Byzantium, while the Holy War can only be built by Muslim civs.

The number of wonders for each religion depends on the number of civs which share the trait.

This adds a strategic decision: what is better, a good choice of wonders, shared by many civs (Christianity) or a limited choice shared by few (Buddhism) or even a single choice available to no other civ (Egyptian Polytheism, for example)?

You will find a complete description of both religion-specific and non-religion-specific in the civilopedia.

One other change was made in the interest of historicity: the Statue of Liberty (Great Library benefits) and the Slave Trade (free workers). As America falls far behind Europe in the tech race, these wonders were added to help it catch up. As a result, they are only can only be built in the American continent.

A last thing to be mentioned is that all the wonder splashes are top-quality pictures, almost always in 3D, like graphics made by Firaxis.

NEW GOVERNMENTS

The new list of governments is:

· Anarchy

· Despotism

· Theocratic Monarchy

· Oligarchic Republic

· Feudal Monarchy

· Absolute Monarchy

· Constitutional Monarchy

· Democratic Republic

· Communism

· Fascism

You will find all the new settings in the civilopedia.

*IMPORTANT* Anarchy will last no more than 2 turns for any civ, (not only the religious civs), as it was felt that eight turns was too excessive a penalty for a four hundred turn game.  

In fact, the “religious” strength has now a new meaning: it allows a new specialist citizen (the Priest) that produces luxuries and gold, and the Monument, a culture producing improvement.

NEW RESOURCES SYSTEM

The most famous debate between Civ mapmakers is: “Should horses be put in America?”  

We all know that horses began spreading in Americas only a few centuries ago.  So allowing Mayas go around with horsemen is a huge inaccuracy.  On the other hand, cavalry was very important during the  American Civil War.  So, the solution is making horses appear at the right time.  This is possible.  How?

By making a new resource called ‘Mustangs’, with same icon and commerce bonus of the standard horses, which will appear in America around 1700AD and allow American civs to build Lancers and Cavalry.  The same concept has been used with Sugar, Cattle, Wheat and Tobacco - they have been duplicated so they’ll appear later in some areas.  

This mechanism can be used to cripple some civs early in the game and make them awake later. All the modern European civs will be crippled “in steps” until Bronze Working, Currency, Feudalism, Astronomy and Mercantilism. America will reach their full potential even later. This has been done with the help of landmark terrains and the innovative invisible resources. For example, a grassland (+2 food) can be replaced by a LM grassland (+1 food) and an invisible (with no icon) +1 food appearing after a chosen tech.  The combination of all these features leads to an almost perfect historical balance. This will correct the civ inaccuracy of smaller civs necessarily being weaker and lagging behind the larger ones.  

LM terrains won’t show the label “LM”, so users won’t notice any change.

There are two new bonus resources: maize and rice. They simply give +2 food like wheat, and in fact replace wheat in the Americas and China.

There are two more strategic resources resource required to produce mounted units: Elephants (which replaces Ivory) and Camels.

Tobacco was moved to the luxury resources instead.

SPEED-RELATED RULE CHANGES

The world size and the projection play a huge role in reducing loading times, but some rules changes are necessary, too:

	Problem with a generic Earth map

using standard rules
	Solution

	AI builds cities everywhere: in Sahara, in Greenland, in Siberia, etc.
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	No cities on desert, tundra, jungle and forest. This is more realistic (unfertile regions must be empty); and less cities means less loading times.
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	The world is almost completely covered with cities even in the Ancient Age. 
	- Reduce the over-production of settlers:

The Settler unit is split into 3 units: ancient Settler (cost: 3 population & 100 shields); medieval Settler (cost: 4 population & 190 shields; requires Feudalism); and modern Settler (cost: 5 population & 300 shields; requires Enlightenment).  

Expansionist civs get a discount.

This progressively slows civs expansion and drastically cuts loading times.  

- Removed the chance of getting a settler from a goody hut (replaced with a warrior)

- Increased Worker shield cost (24) and Granary cost (8) to slow down the growth of cities.



	Some civs have “very good” starting locations, causing the first city to be a settler factory. For example, the Iroquois start by the lakes, and every lake tile offers 2 food (This setting is hard coded and can’t be changed.).
	- Flood plains will produce 2 food instead of 3.

- Disease strength caused by flood plains increased to 80.

- Enabled plagues.

- LM plains, LM hills (0 shields), LM grassland (1 food), together with invisible resources, close to some starting location will affect the way some civs develop. Over-growing civs will have a problem with shields or food and their expansion will be contained.

- Reassigned some civ traits. (Iroquois were agricultural, too! That combo should be avoided.)  In-game civilopedia shows the new traits.

	Too many pop-ups appear telling of unlikely wars and alliances.
	The boom of pop-ups comes with communication trading, so it is postponed to Electricity – just in time to make a world war explode!

	In some islands there are stacks of 20+ barbarian units, some others islands have one unit in each tile.
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Every time there’s an uprising, random camps are created in random places, far from the cities. They instantly produce 2 galleys and 8/16/24 advanced barbarians (usually horsemen, which require a double loading time than warriors, especially if animations are enabled, because of their double movement, and aren’t realistic in lands with no horses).

Barbarian camps placed in small islands create units that repeat the same moves every turn (the same happens with galleys created into closed seas).  
	- There are no longer uprisings. They are a nice and realistic feature in random maps, but they have no reason to exist in a world map. In fact most of the camps are destroyed in the Ancient age, leaving some far camps that nobody will ever reach and the randomly created camps to produce the uprisings. That means having additional 300-400 units AI has to move in modern times, even with the minimum level of uprisings (8, hardcoded).

- Camps are placed in regions based on history (Asian and American plains, for example) and in strategic places in order to make some civs expansion more difficult. 

- Static placement of spearmen, dark-skinned spearmen, galleys, horsemen, chariots, swordsmen and warriors, and no production at all. The camps may remain empty. They contain appropriate units (horsemen are only in Asia, dark-skinned spearmen are only in Africa, galleys where there was piracy, etc.)

- Script.txt was changed (the uprisings popup was deleted).

- Barbarians can be useful because they may slow down early expansion. Since number of barbarians has been reduced, bonus versus barbarians has also been reduced.  




OTHER RULE CHANGES

Some rules have been changed to guarantee a balanced and realistic game play. Other rule changes reflect the fact that this mod is based on a world map, specifically an Earth map.  Some of these rules are innovative, but carefully considered, so that they don't distort the original gameplay (no eccentric changes).

All these new rules were calibrated and tested with Emperor level.

Here’s a list of the most important changes (right column) with the reason (left column):

	Any unit may cross mountain chains like Himalaya, no matter how much movement it costs.


	- Every unit is wheeled except worker, scout, explorer, leader, keshik, conquistador, chasqui scout, all naval and air units, paratrooper, modern paratrooper. This will cause mountains to be barriers and protection from enemy attacks. (Before the change, mountains were useful only for the attacker, protected with a 100% defensive bonus.) 

- A consequence of barriers was blocked passages. Some of them are wanted and necessary, but sometimes it may happen that a unit is teleported in a place where it’s stuck. For this reason the map was heavily improved.
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	AI irrigates the whole Sahara, cuts the whole African jungle, covers every tile with roads…this causes very rich cities in that regions. The picture below shows rich cities in desert and jungle.
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	- Increased cost of roads (8), railroads (24), mines (18), irrigation (16), plant forest (32), and clear forest (40). 

- Clear wetlands available with Electricity (cost: 120 turns). 

- No food/shields/commerce from desert, tundra, and jungle. 

- No mining in desert, tundra, jungle, food plains, and marshes. 

- No irrigation in desert, tundra, jungle, and marshes.

	With many civs in a small continent, AI can be easily won with an early rush strategy.


	- In all the difficulty levels the human player begins without worker. 

- The starting tech for each civ is chosen between Masonry, Pottery, Ceremonial Burial and The Wheel.  The absence of Warrior Code makes archers available only after some turns.

- Palace offers a 30% bonus defense.

- Town/city/metropolis bonus defense changed to 20/40/60.

- AI Controlled civs start the game with two palace guards.



	Middle Ages are reached by the first 2 civs by 800BC instead of nearly 480AD.
	This is caused by massive early trade and happens especially in higher difficulty levels.  In fact, additional starting units over two have a bad effect: 2 units will remain in the city while all others head towards the closest barbarian camp.  Because of this, an unrealistic massive trade is established throughout all the continents.  Civs in crowded areas will benefit while Japan and England will suffer isolation and lag behind. 

- For this reason, all the supported difficulty levels (Regent to Demigod) have only 2 additional starting units.

- Only one starting tech for each civ: otherwise every civ would have all starting techs in a few turns by trade. (one of the main problems is an early massive trade between civs which cuts many turns in Ancient Age). See civilopedia to check what has been reassigned.

- Scouts now have movement 1 to make globalization slower. They still aren't wheeled, so they can cross mountains, jungles, and marshes.

	America is discovered in Ancient Age instead of 1500 ca.
	- There are at least 5 ocean tiles from old to new world, except in the Bering region. 

- The Great Lighthouse doesn’t allow safe sea travel anymore: only +1 ship movement .



	In most Civ3 Earth maps the Artic sea is a main traveling channel for any kind of ship. This is an inaccuracy, because the “northern passage” was only explored at the beginning of XX Century.  Icebreakers ships are needed for the whole route from Murmansk to Vladivostok. The picture at right shows year-round ice-covered regions.
	This map was made in a way to obstruct the passage of any ship through the northern channels.
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	Ancient technologies are very easy to discover, while Industrial and Modern techs are a difficult task - only 2-3 civs are able to discover them (but very slowly).  This problem gets worse with smaller maps: civs are less powerful and their research gets slower as the game goes on. (the same problems happen with improvements and wonders)
	In this map the civs have a growth limit: they can’t produce so many shields or commerce, even in modern age:

- Every tech cost must be changed: Ancient techs will cost from a minimum of 4 to a maximum of 24 instead of a range of 2-28; Medieval techs cost will have a range of 24-50 instead of 32-68; Industrial techs will have a range of 48-56 instead of 90-200; and Modern techs will have a range of 56-66 instead of 240-360.

- Timeline: 40/50, 50/25, 87/20, 41/10, 45/8, 33/4, 54/2: now 2050 A.D. corresponds with 400 turns.

- Minimum research time set to 5 instead of 4.

- Maximum research time set to 70 instead of 50.

- Reduced some (mostly industrial and modern) improvements, wonders, small wonders, spaceship parts, and units cost.

	It’s impossible to build a British-style empire, with lots of colonies far from the capital.
	Corruption set to 40/41/42/44/46/48/49/50% (depending on the difficulty level)

	Some nations with large spaces to expand (for example China, India, and Iroquois) always build a lot of cities and become very powerful: in a generic world map with standard rules one of these always wins the game.
	- Optimal number of cities set to 10 to put very large empires at a disadvantage. In fact this is a Civilization inaccuracy: the largest is not always the strongest. (just think of small European nations)
- Secret Police HQ causes one unhappy citizen in every city.

- AI governor settings (“build often” and “build never”) were changed to make some civs partially crippled. These settings will not affect the player who wants to use a crippled civ, only the AI.

- Removed "Increases luxury trade" from marketplace to reduce the number of happy faces, which is already too high for some civs, due to the high number of luxuries they own.

- Particular attention was paid in balancing civs starting locations: invisible resources help a smaller civ like Netherlands to keep up with larger neighboring civs.

	Wonders are built always by the same civs.
	To give more variation and historical feeling, now some wonders need a resource. For example, the Colossus requires Iron (it had some parts made in iron, and for this reason is moved to Iron Working).

	Battles are unfair: often the stronger unit loses. For example let’s take a cavalry (attack 6) attacking a musketman (attack 4). It has 63% chance to win, but if defender is veteran, probability reduces to 54%. It is very low.
	- Increased unit hps by 2 (4/5/6/7). This will reduce random effect in battles. In the last example, cavalry would have 73% chance of winning in the first case, 63% in the second.

- This makes artillery units more useless (especially the ancient ones); so bombard strength of all units was raised.

	Diplomats/spies missions and some worker jobs are almost never used.
	- Reduced missions cost (12/8/6/1/50/6/100/8/60).

- Fortress cost decreased to 10; barricade cost decreased to 12

	Cultural and Domination victories are nearly impossible in very crowded maps
	- Reduced cultural victory limits (15k, 35k) as they were unreachable

- Population and terrain limits for Domination victory reduced to 35 and 25%


ADDITIONAL UNITS

Additional Units (available to all civilizations): Horse Archer, Camel Rider, Elephant Archer, Junk, Urban Militia, Crossbowman, Galleass, Colonial Infantry, Fusilier, Lancer, Ship of The Line, Balloon, Partisan, Dreadnought, Biplane, Machinegunner, Armored Car, U2, Heavy Bomber, Atomic Bomb, Modern Carrier, Modern Destroyer, and Modern Infantry.

There are three new units (Qin Spearmen, Fanatics and African Slaves) available only through the construction of a wonder.

Austrian, Ethiopian and Hebrew first unique units are Hussar, Oromo Horseman and Maccabee. Persian and Iroquois UU were changed to Immortal (with spear) and Tomahawk Warrior.

An additional unit, the Palace Guard is available only to AI-controlled civs, which begin with two of them. These units are designed to prevent human rushes of the AI, and, as a result, it is not possible to build them.

*Important* Most (if not all) old units have new stats, purposes and upgrades; for instance, the archer has become a defensive unit
, and heavy changes were made to naval units
.

As usual, the complete description of what’s changed is inside the civilopedia.

A SECOND UNIQUE UNIT

New strategic depth is added to the game with a second UU available for each civ.
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Civilization

Unique Unit

Unit Replaced



1.  
ROME


Ballista

(Catapult)

2.  
EGYPT


Axeman
 
(Swordsman)

3.  
GREECE

Trireme

(Galley)

4.  
BABYLON

Assyrian Chariot
(Chariot)

5.  
GERMANY 

Zeppelin 

(Bomber)

6.  
RUSSIA 

T-34 


(Tank)

7.  
CHINA


Firelancer

(Musketman)

8.  
AMERICA

USMC


(Marine)

9.  
JAPAN


Kamikaze

(Fighter)

10. FRANCE

Grand
Battery
(Cannon)

11. INDIA


Gallivat

(Frigate)

12. PERSIA

Mobile Tower
(Catapult)

13. AZTECS

Eagle
Warrior
(Spearman)

14. ZULULAND

Ibutho

(Swordsman)

15. IROQUOIS

Mounted Warrior
(Lancer)

16. ENGLAND

Longbowman

(Crossbowman)

17. MONGOLS

Mangudai

(Horse Archer)

18. SPAIN


Tercio

(Pikeman)

19. SCANDINAVIA

Longship

(Galley)

20. OTTOMANS

Janissary

(Fusilier)

21. AUSTRIA

Grenzer

(Rifleman)

22. ARABIA

Saracen Bowman
(Crossbowman)

23. CARTHAGE

Phoenician Bireme
(Curragh)

24. KOREA


Turtle Ship

(Ironclad)

25. ISRAEL

Merkava

(Modern Armor)

26. ETHIOPIA

Shifta

(Partisan)

27. NETHERLANDS

Cog


(Caravel)

28. PORTUGAL

Prazero

(Settler)

29. BYZANTINES

Cataphract

(Knight)

30. INCA


Clubman

(Swordsman)

31. MAYA


Slinger

(Archer)

FLAVOUR ANIMATIONS

158 added units… you've seen 31 UUs and 24 more units in the last sections. Where are the rest of the units? They are here – they are flavour units, no, even better, flavour animations.
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In fact “flavour unit” is a term that means a unit put in the game to add some variety, for fun or for historical accuracy. Those units have different names and may have different settings. For example, you could add the “Redcoat” as an English replacement of the rifleman, without caring if England gets what looks like an added UU.

Instead, unlike other mods, the added units here are animations only: they will have the same name, the same civilopedia entry (including the icon) and the same settings as the standard unit.

This means that if China produces an Archer, it will be dressed in an oriental manner, while if you create it, playing as Greece, it will look like the Toxotes, with a helm.

In brief, they add nothing to the game: it’s just an aesthetical thing.

Please note that all these are high quality units, with correct sounds and animations (no disproportions, no wrong offsets).

CIVILOPEDIA
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Each unit, tech, wonder improvement or game concept has its civilopedia icon and description. 

Tech and building icons have been made with graphics programs: there are no photos (like many other user-made icons).

It is just like the original game: this expansion pack could have been made by Firaxis!

RANDOM MAP

You will notice that a random factor will play a significant role from game to game, in spite of the fixed Earth map. But if you want a totally new challenge, you should try the random map, using the alternative BIQ file included.

Of course, historical accuracy won't match the standard world map version: in particular, civilizations with good starting locations will lose their advantage, and tech progress may not fit the timeline.

However this version will keep most of the aspects introduced with Rhye's of Civilization and the Expansion Pack. 

Differences between the standard BIQ and the random map version:

· New world size settings that will fit 4, 8, 16, 24 and 31 civs in the map in the same way as standard Rhye's of Civilization (same number of fertile land squares per civilization)

· Standard player data: the human player will have a worker and 10 gold at the beginning; AI-controlled civilization won't have the palace guards

· Standard barbarian system, with uprisings. The advanced barbarian is the swordsman instead of the horseman

· Settlers can pop up from a goody hut

· No LM terrains (so no plateaus and forest hills)

· Worker shields cost increased to 30; Ancient settler shields cost raised to 160; Medieval settler shields cost raised to 220. This is because there are no longer LM terrains.

· As there are no longer plateaus, horses, sugar and tobacco won't appear in mountains

· As there are no longer forest hills, iron, coal, and aluminum won't appear in forests

· Coal and aluminum no longer available in grassland

· Mining cost increased to 28; irrigation cost raised to 26; roads cost increased to 10

· Re-enabled resources disappearance probability

· Removed all the invisible resources

· Removed all the duplicate resources (including mustangs)

· American flavour mounted units no longer require mustangs

· Removed the resources prerequisite for some wonders

· Eruption period is 5000 years

· Minimum research rate for random maps is 4 turns

· AI bonus starting units are warriors instead of palace guards

· Reassigned Inca and Maya starting techs
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CONTACTS AND ADDITIONAL INFORMATION

· Rhye (ICQ 77282794)

· The Rhye’s of Civilization testing team is composed by Aeon221, Asclepius, Beernuts1987, Blasphemous, Chutchy Husky, EL-OSO, Horton, Jaguar, Lachlan, Ville, Vostos.

· Civilization Fanatics’ Forums thread: http://forums.civfanatics.com/showthread.php?t=77848
· Official site: http://rhyesciv.uw.hu/ 

· Strategy guide: http://rhyesciv.uw.hu/strategy.html
· Any question? Check the FAQ page http://rhyesciv.uw.hu/faq.html






* Added in the Expansion Pack





� One of the silliest things to see in Civ3 was offensive archers (they have always been a defensive unit, throughout all of history). Now the Archer is a defensive unit (1/2/1) and the Spearman is an all-purpose unit (2/2/1), leaving the offensive role to the Swordsman path (leading to marines) and cavalry. It may sound difficult at the beginning, but once you get used to it, you’ll find that this system combines historical accuracy and strategic depth.





� Ship movement rates have been heavily altered in the quest for realism. Now coastal movement differs from sea and ocean movement. This means that modern units are a little faster than ancient near the coasts, but can reach up to 50 movement on the open seas. This means you can now circumnavigate the world in just a few turns!





� The original unique unit may also have been changed, so be sure to check!


� The Unique Unit may appear one or two techs later or earlier than the original unit. Do not be alarmed; this was done in the interest of preserving historical accuracy and a balanced gameplay. 
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