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SUMMARY



� EMBED PaintShopPro  ���



Run up the jolly roger and set sail for a life of infamy!  You are about to become a buccaneer during the golden age of piracy (1665-1730 AD).  A king's ransom awaits you on the high seas, if you're bold enough to claim it.



AGE OF PIRACY is unlike any scenario you have experienced.  Here is just a sampling of the adventures that await you...

	1)  Defeat enemy treasure ships with new naval artillery designed to fire at long range, or opt to close in and carry out a boarding action.

	2)  Search the shoreline for hidden treasure, or comb the sea for the riches of sunken ships.

	3)  Hijack mule trains hauling gold and silver from the mines of the new world.

	4)  Lead shore parties into ancient jungles to loot the wealth of lost cities.

As you embark on these treasure quests, be prepared for the many special events that will suddenly occur.  Some events are random, some historically scheduled, and all are certain to create a dynamic challenge.



If you haven't already guessed, AGE OF PIRACY is about gold.  As a Pirate King, your aim is to become as rich as possible and retire into a life of leisure.  Conquering cities and holding territory is for civilized nations.  Your goal is to loot and pillage!  Your final score is based on the size of your treasure chest, not the size of your population.



The life of the average Buccaneer was harsh and dangerous.  Many perils lurk.  Steer your ships clear of the coral reefs and sandbars.  Avoid naval warships looking to snare you in their patrols.  Beware of sudden hurricanes that will ravish your vessels and cities.  



Don't expect this to be easy.  You are outlawed and outgunned.  Every unit you have is a precious commodity.  Historically, the most successful pirates were the smartest, not the fiercest.  You must be a strategist to excel at this sport.



If your courage still holds, read on!  The following information is critical to your success....�TABLE OF CONTENTS
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�Installation

Installing AGE OF PIRACY:

BEFORE YOU BEGIN THE INSTALL: check to make sure you've got a version of  Civilization II which has scenario support.  To find out your version, start a normal game, then click on "Game" in the top menu and select "Game Options".  Look at the top of this window for the version number of your game.  You need version 2.62 or higher to run AGE OF PIRACY.  If you have an older version, you need to purchase "CIV II SCENARIOS".  It's well worth the price, not for the scenarios, but for the macro interpreter which makes it possible to enjoy special game events.  "CIV II SCENARIOS" can be purchased at your local computer store, or directly from MicroProse.  Call them at (510) 522-1164, or order from their web site at http://www.microprose.com/corporatedesign/store/order.htm (current as of 06/04/97).

You must also be using Windows 3.1 (with a DOS version 6.0+), or Win 95 in order for AGE OF PIRACY to install properly.

You will need at least 13M of free hard disk space in order to run the installer.  The scenario itself will end up taking 7M of space.  Note: you can reduce that 7M down to 3M by deleting !PIR1OF3.EXE, !PIR2OF3, !PIR3OF3, and !PIR after you've completed the full installation (you don't these files to play).  If you fail to remove these files, they will automatically be deleted when you take AGE OF PIRACY off your system (see section 1.3 below).

You don't need to unzip anything, the installer will take care of that.

If you are viewing this readme file, you have already run the self-extracting !PIR1OF3.EXE file.  This has NOT installed AGE OF PIRACY, but it has made the installer program available for your use.  Running !PIR1OF3.EXE extracted !!README.DOC.  It also extracted four very important files: !DIE�PIR.BAT, !IN�PIR.BAT, !PIR, and !UN�PIR.BAT.  You MUST move these 4 files into your main Civ2 directory.

Be sure you have also downloaded parts two and three of AGE OF PIRACY.  These files are named !PIR2OF3 and !PIR3OF3.  Both of these files must be in your main Civ2 directory prior to installation.

To install AGE OF PIRACY, simply run the !IN-PIR.BAT program from inside your Civ2 directory.  A new PIRACY directory will be created which will hold all relevant game files.

Technical Note:  normally, when using "CIV II SCENARIOS" it is not necessary to change any files in your main Civ2 directory in order to play a scenario.  All scenario files are kept in their own directory, and your saved games MUST go there as well.  AGE OF PIRACY is more evolved than a standard scenario, and will need to make some temporary changes to your main Civ2 directory.  But so long as you run the installer and uninstaller properly, you needn't worry about these technical details.  If you follow these instructions, AGE OF PIRACY will in no way interfere with your regular Civ II games or other scenarios.

To begin play, start Civ II and select "ENTER THE AGE OF PIRACY" from the main menu (or you can also check out the scrolling AGE OF PIRACY CREDITS from this menu).  Select the PIRACY.SCN file from your PIRACY directory.  The scenario is large and will take a minute to load.

When finished playing AGE OF PIRACY:

When you have finished a game of AGE OF PIRACY and wish to play a normal Civ II game or some other scenario, it is CRITICAL that you run the uninstaller first.  Simply run the !UN-PIR.BAT program from inside your Civ2 directory.  Now you will be able to play normal games without seeing any strange AGE OF PIRACY screens.  The uninstaller does NOT remove AGE OF PIRACY from your system, it simply disables it temporarily.  If you later wish to play more AGE OF PIRACY, simply run !IN-PIR.BAT once again.

Completely removing AGE OF PIRACY:

When AGE OF PIRACY ceases to pleasure you, and you wish to remove all traces of it from your system, use the following procedure.  First run the !UN�PIR.BAT program described above.  This will restore normal Civ2 operations.  Then run !DIE�PIR.BAT, which will delete all AGE OF PIRACY files, including your saved games.  When running !DIE�PIR.BAT, you may see a "batch file missing" error message.  Do not be concerned, that's the sound of !DIE-PIR.BAT eating itself once it completes its mission.

Historical background:

The Era:

The Golden Age of Piracy began in 1665 AD, and lasted until around 1730 AD.  Spain was harvesting enormous wealth from the New World, and at the same time restricting the trade and exploration of other European powers.  Pirates were used as mercenaries to harry Spanish shipping and narrow their cash flow.  When Europe finally made peace (1697 AD), officially sponsored pirates, known as Privateers, became unemployed, and freelance piracy picked up considerably.  Eventually, New World gold reserves began to diminish.  At the same time, the sovereign powers beefed up their naval presence, finally bringing the piracy epidemic (which they created) under control.

Pirate philosophy:  Freedom, respect, and riches.  The average mariner of the day had none of these things.  Royal naval officers kept their underpaid crews as virtually slaves, heaping on cruel physical abuse.  Pirate captains, by contrast, were elected by the crew, and could be removed at any time.  Few pirate captains inflicted the kind of abuse on their crews that we have seen in Hollywood movies.  Their job was to keep the men happy and rich.  If they failed, they were voted out.

The Pirate Republic:  The first official pirate organization was the "Brotherhood of the Sea", also known as the "Buccaneers".  They had a strict fraternal order which extolled loyalty and democratic ideals.  They were crack marksmen, and some of the most cunning fighters of their time.  During the era, they managed to build a few cities of their own, but most were decimated by battles and the forces of nature.  However, they were able to successfully control many established cities through raw coercion and bribes to corrupt officials.  Jamaica and Santo Domingo were notorious pirate haunts, as were Charleston, Providence, Nassau (in the Bahamas), and Bermuda.

In this scenario, the Buccaneers have a form of government called the "Pirate Republic".  It is similar to Fundamentalism in that the citizenry is quite happy and scientific progress is quite poor.  For the Buccaneers, new technology is best obtained through conquest.  Under a Pirate Republic, cities support their first 4 units for free.

The Buccaneers (the good guys):

Your Captains (also known as "heroes", or "unique units"):

Francis Lolonois:  Perhaps the cruelest of all pirates.  Hated the Spanish with a vengeance after they left him for dead.  He once cut out a man's beating heart and fed it to him.  Lolonois survived many grave injuries and is one of the hardiest Buccaneers.

Henry Morgan: The most politically savvy pirate.  Managed to get the English to make him Governor of Jamaica.  Had an extensive intelligence network and routinely tortured people for treasure and information.

William Kidd:  Sent out by England to attack pirates and ended up turning into one.  Fast and slippery, but not particularly tough in battle.

Edward Teach:  Known as "Blackbeard".  The toughest pirate of them all, he placed lit fuses in his hair before battle.  Over six feet tall and nearly unstoppable in battle.

Bartholomew Roberts: Also known as "Black Bart", or "The Dread Pirate Roberts".  The most successful pirate of all time.  This well educated, polite, Welsh-born legend captured over 400 ships in a period of only two years!

The civilized nations (the bad guys):

Spain:

Philip V.  Controls the most formidable military force in the world.  Also has the deepest pockets.  You can never be at peace with them if you want to make any money.  They are virtually unbeatable on the ground in Central and South America.

England:

Charles II.  Saddled with a second rate navy, but firmly in control of North America's Atlantic Seaboard.  Has some merchant shipping to pirate, but probably not worth the cost of conflict.

France:

Louis XIV.  Owner of a third-rate navy, but possesses vast ground holdings in Canada and down the Mississippi.  Has little merchant shipping to pirate.

Portugal:

John V.  This once-great power had taken a serious fall by this era.  Fields a third-rate navy.  Weak on the ground.  Some holdings in the Caribbean and NE Atlantic.  Owns very little worth pirating.

United Provinces:

William III.  A group of states including Holland and Belgium whose people are collectively known as the Dutch.  Although their navy is comparable to England's, they are weak on the ground.  Their heyday had already passed by this time, and they own little worth pirating.

Barbarians:

Those crafty devils:

The red shield is carried by a collective of indigenous people known to the "civilized" world as Savages.  Beware of them, they fight more strategically than your average barbarian, and they move like the wind through heavy terrain.

Types of Savages:

Carib.  The weakest of the bunch.  No gunpowder.  Found mainly in the Caribbean.

Aztec.  The scattered remains of a once-great power.  No gunpowder, but they can easily destroy weaker units.

Native Americans.  The most dangerous.  Although they don't have gunpowder, they have obtained muskets from the French and English.  They also have their own small settlements.

The civ with no name:

The Wizard of Oz:

In order to make this scenario work, I created a "ghost" civilization to run things from "behind the curtain".  Do not choose to play the "civ with no name".  They are not a civilization in the standard sense.  Playing them is no fun, and you can never "win".

Scoring:

Ignore the normal screens:

When the scenario finishes the game will give you a final score based on your population.  This score is usually low (around 0%).  It will also place you near the bottom of the Hall of Fame.  Ignore these screens.  Eventually the "Judgment Day" screen will appear to show you your real score!

Judgment day:

When 1730 AD. rolls around, count up your gold.

00,000-04,999: Prepare to be keelhauled!

05,000-09,999: 40 lashes with the Captain's daughter.

10,000-14,999: Stay in port next time.

15,000-19,999: Don't spend it all in one place.

20,000-24,999: Well done, you've won a fine booty.

25,000-29,999: Spectacular performance. You're rich!

30,000-35,000: Stunning! You were a pirate in a former life.

Pirate Hall of Fame

This scenario isn't easy.  Getting into the 30,000+ range at "Terror of the High Seas" (Deity) level is a real accomplishment.  If you can do it, I salute you!  You can captain my ship anytime.  Email the .sav file of your greatest game to PirateCiv@aol.com so I can admire your handiwork.  I will include a "Pirate Hall of Fame" section in the next update to this scenario.  I'd like to see YOUR name there!  For your score to qualify, you must have played at the "Terror of the High Seas" level.  [And please don't cheat your way to fame.  Only send me your honestly played games!]

Playing an alternate civ:

Conquering the world:

Playing civs other than the Buccaneers is generally not recommended.  All the message screens are oriented towards the Buccaneers as the protagonists.  If you play another civ, you will be still be informed every time the Buccaneers collect booty (which can become annoying).  Also, you will be unable to capture booty for yourself if you play any other civ.  Hidden treasure, sunken ships, lost cities, and captured vessels can only profit the Buccaneers.

Playing other civs may reveal some geographical secrets that make playing the Buccaneers much less fun.  So hold off until you're bored with playing the Buccaneers.

However, when you're ready for some frequent and bloody battles, pick one of the other civs and try to conquer the whole map.  If you take everyone's cities by the end of the scenario, consider yourself to have "won".  Here are your chances with the various civs:

Spain.  Good chance of total domination.

England.  Difficult, but theoretically possible.

France.  Extremely difficult.

United Provinces.  Get real.

Portugal.  If you can conquer the world, I'll eat a bug.

Pirates were masters of disguising their true strength.  When playing other civs, Buccaneer cities will appear "blacked out", showing only their size.  You will be unable to tell their defenses before attacking.

Politics

Your enemies:

The Spanish, your main source of income.  And of course, the Savages, with whom you can never negotiate.

Your friends:

Everyone else.  In the early days of this era, most of the powers (other than Spain) covertly supported Piracy.  Keep them your friends as long as possible.

In 1697, the major European powers made the Treaty of Ryswick.  Everyone agreed to stop issuing letters of marque (a license to pirate in return for sharing the profits with the motherland).  This was good for the Buccaneers, as their ranks began to swell with unemployed Privateers.  But this is was also bad for the Buccaneers, who suddenly found themselves hunted by ALL the superpowers.

Negotiations:

You have already established contact with all the civilized nations, although you have no embassies.

Diplomats cannot be built.  All diplomacy takes place behind the scenes, on the European mainland.

You cannot establish contact with, or negotiate with the Savages.  They prefer to eat you.

The map

Your stomping ground:

The Buccaneers have mapped most of the Atlantic, the Caribbean, the eastern shorelines of North and Central America, and the northern shores of South America.  The map does not extend into Europe or Africa.  This map does not wrap around.

The Dead Zone:

A vertical strip along the extreme eastern edge of the map is used by the scenario for "bookkeeping" purposes.  You may occasionally see enemy units prowling the area, but the land is worthless for building cities.  It's best to avoid this area.  Poking around in the Dead Zone can be VERY hazardous to your health.

Natural hazards

Coral reefs:

� EMBED PaintShopPro  ��� Found mainly in warm waters.  Certain death if you steer a ship into one.

Sandbars:

� EMBED PaintShopPro  ��� Found along shorelines throughout the map.  Your vessel is destroyed if you run aground on one.

Hurricanes:

� EMBED PaintShopPro  ��� Tend to strike cities positioned in the path of recurring storm systems.  Will always destroy one unit in or near the city before disappearing.

Units

What's new:

See the UNITDATA.DOC file in your PIRACY directory to find nicely arranged tables (in Word 6.0 format) which show complete statistics for all the new units.

Multinational naval units:

Merchant vessels:  units with a hold for carrying booty.

� EMBED PaintShopPro  ��� Barque.  A small, very poorly armed ship of average speed.  Holds up to 2 units for transport.

� EMBED PaintShopPro  ��� Galleon.  A large, slow-moving vessel which holds up to 4 units for transport.  Low to moderate defenses and poor attack strength.  Has enhanced visibility (2 squares).  Note: this Galleon graphic was formerly used by Frigates.  They have been switched to illustrate that loaded Galleons traveled low in the water.

Armed transports:  units with a hold, attack strength, and no booty.

� EMBED PaintShopPro  ��� Sloop.  A small, fast, inexpensive vessel which holds 1 unit for transport.  Low attack strength and moderate defenses.

Ships of the line:  no holds, but can use fixed artillery.

� EMBED PaintShopPro  ��� Brigantine.  A quick vessel with low to moderate attack strength and moderate defenses.

� EMBED PaintShopPro  ��� Frigate.  A middle-of-the-road vessel with average speed, defenses, and attack strength.  Note: this Frigate graphic was formerly used by Galleons.  They have been switched to illustrate that Frigates travel higher in the water than loaded Galleons.

� EMBED PaintShopPro  ��� Man-of-War.  A high-end, slow moving vessel with powerful attack and defensive capabilities and enhanced visibility.

� EMBED PaintShopPro  ���  Ironclad.  A devastating vessel with superior attack and defensive capabilities.  Makes Man-of-War obsolete.

Multinational ground units:

Defensive Units:

� EMBED PaintShopPro  ��� Infantry.  The equivalent of a Musketeer.

Attack units:

Foot:

� EMBED PaintShopPro  ��� Grenadier.  Heavily armed soldiers specializing in the use of grenades (yes, grenades have been around for a long time).  Picture a Legion on steroids.  Somewhat weak defensively, but pack a big offensive punch.

Mounted:

� EMBED PaintShopPro  ��� Light Dragoon.  Like typical Dragoons, but with a 3 movement instead of 2.

� EMBED PaintShopPro  ��� Dragoon Guard.  A more heavily armed version of a typical Dragoon.  The equivalent of a Cavalry unit.

Mobile Artillery:

� EMBED PaintShopPro  ��� Field Artillery.  A Cannon with a slightly stronger punch.

� EMBED PaintShopPro  ��� Horse Artillery.  Like a typical Artillery unit, but with a 2 movement instead of 1.  Very nasty.

  Non-combatant units:

� EMBED PaintShopPro  ��� Explorers.  Has a new graphic.

� EMBED PaintShopPro  ��� Settlers.  Has a new graphic.

Caravans remain unchanged.

Multinational fixed artillery:

� EMBED PaintShopPro  ��� Iron shot.  The cheapest, most basic fixed cannon round.  Moderate attack capability with a weak punch.  Support for these units is free under Pirate Republic. Range of 1.

� EMBED PaintShopPro  ��� Incendiary shot.  Iron shot that's been superheated to a glowing red.  Capable of starting fires on enemy vessels.  Has a stronger punch than Iron shot.  Range of 1.

� EMBED PaintShopPro  ��� Chain shot.  A chain fired a high velocity, capable of cutting men and masts in two.  Moderate attack capability (due to poor accuracy) with a powerful punch.  Range of 1.

� EMBED PaintShopPro  ��� Precision shot.  A high-tech version of Iron shot.  This well-crafted shot was fired using carefully measured powder and the assistance of tested trajectory tables.  Slightly better attack capability than Iron shot, and a 2 range instead of 1.  

� EMBED PaintShopPro  ��� Patarero.  Essentially a naval mortar.  Range of 2.  A nasty explosive that would drop down from above and clear the deck with shrapnel.  Expensive, but worth using on special occasions.

Unique Buccaneer naval units

� EMBED PaintShopPro  ���All unique Buccaneer naval units are "Ships of the line", meaning they have no holds, but can use fixed artillery.  All units share the same graphic.

Francis Lolonois.  Pilots a modified Frigate.  Strong defense and durability.

Henry Morgan.  Pilots a modified Frigate.  Has 2 visibility instead of 1 (due to an extensive intelligence network).  Strong attack, and moderate defensive capability.

William Kidd.  Pilots a modified Brigantine.  High speed, moderate defense, and low attack capability.

Edward Teach.  Pilots a modified Frigate.  His attacks pack a powerful punch, and his durability is high.

Bartholomew Roberts.  High speed, high attack, and moderate defensive capability.

Special Buccaneer ground units:

� EMBED PaintShopPro  ��� Raiders.  Have a higher attack strength, but are defensively weaker than an Infantry unit.  The only unit in the scenario which is capable of amphibious assault.

� EMBED PaintShopPro  ��� Shore Party.  An Explorer with teeth.  Low defensive capability but moderate attack strength.  Moves as an alpine unit, and can ignore zones of control.

Unique foreign naval units:

These units represent the best their respective countries have to offer.  Built by talented craftsmen, and manned by elite crews, they are generally more powerful than any of the unique Buccaneer naval units.

� EMBED PaintShopPro  ��� Alvaro de Bazan.  Spanish.  Pilots a modified Frigate.  Very strong attack and defense capabilities.  Average speed.

� EMBED PaintShopPro  ��� Jean-Baptiste du Casse.  French.  Pilots a modified Frigate.  Very strong attack and outstanding defensive strength.  Average speed.

� EMBED PaintShopPro  ��� Nicholas van Horn.  Dutch.  Pilots a modified Frigate.  Very strong attack and outstanding defensive strength.  Average speed.

� EMBED PaintShopPro  ��� Woodes Rogers.  English.  The greatest captain of his era.  Pilots a modified Frigate.  Outstanding attack and defensive strength.  High speed.

� EMBED PaintShopPro  ��� Chaloner Ogle.  English.  Pilots a modified Man-of-War.  Phenomenal attack strength, outstanding defensive capability, but only moderate speed.

Special foreign ground units:

Spanish units:

� EMBED PaintShopPro  ��� Castilian Infantry.  The finest footsoldiers of the era.  An attack unit with excellent defensive capability.  The close equivalent of Rifleman.

� EMBED PaintShopPro  ��� Mule Train.  Used to transport treasure from the mines of the New World.  No attack or defensive capability.  Moves as an alpine unit and ignores zones of control.

English units:

� EMBED PaintShopPro  ��� Fusilier.  Elite musketeers commissioned by King James to provide cover for vulnerable field artillery.  Excellent defensive strength.  An offensively weaker version of Alpine Troops (of course, without the alpine movement).

French units:

� EMBED PaintShopPro  ��� Indian Mercenaries.  Unlike the English, the French knew how to deal with the native tribes of North America, and had little trouble securing their cooperation.  Indian Mercenaries are similar to a Musketeer, but with slightly better attack strength.  They move as an alpine unit and ignore zones of control.

Savage units:

� EMBED PaintShopPro  ��� Carib.  A non-gunpowder unit similar in strength to an Archer.  Moves as an alpine unit and ignores zones of control.  These are a dying breed that will not be replaced after they’re killed.

� EMBED PaintShopPro  ��� Aztec.  A fierce, non-gunpowder unit with the power of a Legion.  Moves as an alpine unit and ignores zones of control.  These are a dying breed that will not be replaced after they’re killed.

� EMBED PaintShopPro  ��� Native Americans.  Similar in strength to a Musketeer.  Moves as an alpine unit and ignores zones of control.  These units can be rebuilt at Native American settlements, but are extremely expensive.

Combat

Fixed artillery:

Specifications:  These are essentially cannons that fire from fixed platforms, mounts, or carriages.  Instead of building the cannon, you build the ammunition.  The cannons themselves are already figured into the cost of the ships that employ them.  All cities automatically become equipped with fixed cannons once Metallurgy is achieved.  Fixed artillery rounds can be fired from cities or ships of the line.  They are essentially an aerial attack unit.  Like a missile, they are only good for one use, but their cheapness makes them cost- effective.  Most fixed artillery have a range of 1, but some will go 2 squares.  Fixed artillery is not to be confused with Field Artillery or Horse Artillery, which are mobile cannons that must engage the enemy directly.

Transport:  Fixed artillery rounds cannot be transported over land.  However, like missiles on a submarine, they can be loaded on to ships of the line.  If moved, they must end their turn in a friendly city or on a ship of the line.

Bunker systems:  When a city has a bunker system, all units inside the city receive a double defensive bonus against fixed artillery.  Historically, bunker systems were rare in this era, but they did exist.  In this scenario, naval bombardment is rare, and shore bombardment more common.  Bunker systems are most useful if you have a friendly city positioned within 2 squares of an enemy city. 

Naval engagements:

Ranged combat:

If your ship of the line carries naval artillery rounds, it is advisable to use them before engaging the enemy directly.  Doing so will pose no threat to your vessel (but it will result in the loss of the naval round).  Depending on the type and number of rounds used, it is very possible to sink a vessel without direct engagement.

Boarding an enemy vessel:

This is a total commitment of your vessel.  Only one ship can sail away after a boarding action.  You may have to resort to this if you're out of fixed artillery rounds.  Boarding an enemy results in a mixed conflict employing deck guns, muskets, and hand-to-hand combat with cutlasses (you will hear all of these sounds when attacking).  To board an enemy vessel, simply steer your ship into them.  In ships of equivalent class, victory favors the aggressor (who will, nonetheless, experience severe damage).  Be warned, boarding is the enemy's favorite mode of attack.

Treasure for the taking

Gold on the high seas:

Booty from merchant vessels:

� EMBED PaintShopPro  ��� Barques.  100 gold.  Must be defeated in combat.

� EMBED PaintShopPro  ��� Galleons.  500 gold.  Must be defeated in combat.

� EMBED PaintShopPro  ��� Sunken ships.  400 gold.  To collect the treasure, simply move your vessel into the square containing the sunken ship (as if you were boarding it).  It is possible to find more than one sunken ship in the same area in the same game.

Treasures of the earth:

Buried treasure.  100 gold.  To collect the gold, simply move your unit into the square containing the buried treasure (this is treated as an attack, although you will never receive damage).  Buried treasure is invisible, you can't see it until you try to move into the square.  Because buried treasure is a "unit", it exerts a zone of control to all other ground units.  If your ground unit is suddenly unable to move in the desired direction, you may be blocked by the invisible treasure's zone of control (a strong hint to look nearby for the booty).  Note: you cannot disembark a unit into a square containing buried treasure (you must first "attack" the square from land or sea).

� EMBED PaintShopPro  ��� Mule trains.  200 gold.  Must be defeated in combat.

� EMBED PaintShopPro  ��� Lost cities.  200 gold.  To collect the treasure, simply move your unit into the square containing the Lost City (as if you were attacking it).

Special events

Reinforcements:

Reinforcements are units that suddenly appear without actually having to be built.  Some appear at random, some at scheduled times.  Both you and your enemies will benefit from these special events.

Entrance of heroes:

Occasionally, a "unique" unit will appear for use by you or your enemies.  These are historical figures that appear at scheduled times.  These one-of-a-kind reinforcements are invaluable because they cannot be built and will never reappear once defeated.

Political:

Scheduled historical events, such as the signing of treaties, can have a major impact on the appearance of reinforcements and the entrance of heroes.

Mother Nature:

� EMBED PaintShopPro  ��� Hurricanes:  These nasty events will occasionally strike some of your cities.  They can't be avoided, but they can be planned for.

� EMBED PaintShopPro  ��� Sunken ships:  Many ships go down on the coral reefs.  Their wreckage will appear at random throughout the game and can be salvaged for treasure.  (Historically, salvage operations were common).

Technological Advances:

New advances:

Naval Warfare.  In conjunction with Construction, allows the building of Brigantines and Frigates.  Leads to Naval Architecture.

Naval Architecture.  In conjunction with Engineering, allows Galleons and Men-of-War.  Also allows the building of Shipyards.

Special Artillery.  Allows Horse Artillery, Incendiary Shot, and Chain Shot.  Leads to Trajectory Tables.

Trajectory Tables.  In conjunction with Physics, allows Precision Shot and Patatero.

Mounted Arms.  Replaces Leadership.  Allows Light Dragoons and Dragoon Guards.

Spanish Warfare.  Allows Castilian Infantry and Mule Trains.  Unique to Spain.

English Warfare.  Allows Fusiliers.  Unique to England.

French Warfare.  Allows Indian Mercenaries.  Unique to France.

Piracy.  Allows Raiders and Shore Parties.  Unique to Buccaneers.

Native Warfare.  Allows Native Americans.  Unique to Savages.

Changes to existing advances:

Navigation.  Allows the building of Barques and Sloops.  Leads to Naval Warfare.

Magnetism.  Replaced by Naval Warfare.

Gunpowder.  Allows Infantry and Grenadiers.

Metallurgy.  Allows Field Artillery and Iron Shot.  Leads to Special Artillery.

Steam Engine.  Now requires Naval Architecture and Explosives.  Allows Ironclads.  Usually unavailable until late or post-scenario.

Changes to improvements:

Temples:

Replaced by "Red Light Streets".  Becomes available with the advance of Medicine.

SAM Missile Batteries:

Replaced by "Bunker Systems".  Becomes available with the advance of Engineering.  Bunker systems give protection against fixed artillery (considered an aerial assault).

Port Facility:

Replaced by "Shipyard".  Becomes available with the advance of Naval Architecture.  Shipyards allow the creation of veteran naval units, and can repair damaged units in one turn.

Wonders:

Still available:

J.S. Bach's Cathedral, Isaac Newton's College, and Adam Smith's Trading Company are the only new wonders that can be created in this scenario.  Shakespeare's Theater has already been built by the English.  The Portuguese control Magellan's Expedition.

Game Dynamics:

Time Frame:

The scenario runs from 1665-1730 AD.  Playing too far beyond 1730 AD is not recommended because the slots for most of the units and many of the advances you would normally gain by continuing play have already been commandeered by the scenario.

Duration:

The scenario will take from 2-6 hours to complete, depending on your style of play.  It can be saved and reloaded at any point.

Level of Difficulty:

The scenario defaults to Emperor level ("Ship Master").  Playing at lower levels will make the other civs less aggressive, but it will still be just as hard to collect treasure.  Playing at Emperor level should not create a problem with unhappy citizens.  (Most Buccaneers were blissfully intoxicated when they weren't fighting.)  Experienced players going for "Pirate Hall of Fame" scores are encouraged to play at Deity level ("Terror of the High Seas").

Population Growth:

Population grows at half the normal rate due to the harsh, colonial atmosphere.

Science Rate:

Science progresses 50% slower for all civs, and another 50% lower for Buccaneers (due to their form of government).

Tips and Tricks  (ignore this section if you enjoy discovery)

Natural hazards:

Keep an eye on cities frequented by hurricanes, they can quickly find themselves undefended.  ALWAYS keep at least one purely defensive unit (like an Infantry) in these cities, else when the storm hits you may lose one of your heroes in port.

Look before you leap.  When moving a unit off the edge of a screen, you often cannot see your destination hex.  If it contains a coral reef or sandbar, you're screwed.  In these situations, scroll the screen will the mouse so you can clearly see your destination before moving the unit.

Politics:

Check in with your Foreign Minister at the start of play.  Try to improve your standings with the other civs (except Spain).

Work throughout the game to stay on England's good side.  They can make your life very difficult on the Atlantic Seaboard.

Try to keep the Portuguese and Dutch as your allies.  They are of little value as prey.  Even after the Treaty of Ryswick, they can usually be brought back into the fold.

The hunt:

Find the high-traffic sea-lanes and set up regular patrols.

Enemy ships get confused in places that are difficult to navigate.  They tend to mill about in the same area until they escape.  Keep these areas under observation for stacked units offering a gold bonanza for a single combat.

Don't ignore the inland riches.  Use a balanced approach to treasure seeking.

Avoid battles that don't produce wealth.  Don't respond emotionally.

Use Sloops to collect buried treasure, attack enemy Barques, and surprise Mule Trains along the shore.  Sloops are cheap and these types of prey are undefended.  Sloops also make marvelous recon and patrol vessels.

Leave your unique and expensive attack ships in friendly cities or just off the main sea-lanes.  This way they won't be attacked on your off turn.  Move them in for the kill once your cheaper and faster vessels have established a target.

If you can't think of anything good to build in a city, build Iron Shot.  Support for it is free, so it makes a nice unit to stockpile.

Raiders are the only unit in the game capable of amphibious assault.  Think about this before you trade away the advance of Piracy, which makes these units possible.

Defense:

Charleston can be a difficult city to hold.  Shore up your defenses there.

Whatever you do, DON'T let any of the Savages take one of your cities.  They will become very obnoxious if they get gunpowder.

Reinforcements:

New Spanish Mule Trains will appear throughout the game, but Lost Cities will not.

Spanish Galleons will be resupplied over the game, and so will the Men-of-War guarding them.

Spanish Barques are never resupplied.

Due to the presence of dangerous natural obstacles (like coral reefs), sunken ships will tend to reappear in the same areas.  Regularly patrol these spots.

Buried treasure never reappears.  This is a finite resource.

Appearance of Heroes:

Even if one of your main cities, such as Charleston, is taken, it won't affect the appearance of your heroes.  Heroes can appear at ports once owned by you and now controlled by the enemy.  Simply sail away from the enemy port and you're all clear.  Likewise, enemy heroes can suddenly appear in ports once owned by them and now controlled by you.  Don't be surprised if they pop out to attack you.

Alternative sources of income:

Conquest:  Don't forget you can plunder cities, hold them long enough to sell off their improvements, and then let them die.  Conquests must be carried out VERY precisely in order to be cost effective.

Taxes:  Keep the tax rate high.  Get your advances through conquest.

Guard your treasury:

Don't let any of your cities be taken.  Because you have so few, it will drain a huge portion of your treasury.  Be especially mindful of this when considering whether to capture cities in enemy territory (you may not be able to hold them).

Resist the urge to buy off improvements.  This scenario is about keeping your wealth.

Your large treasury will make you a target for powerful civs in need of tribute.  It probably goes without saying that you shouldn't cave in to these blackmailers.

SECRETS

   Warning:

Reading this may spoil your fun.  But go ahead if you must.  First you have to decode the text!

Explore the Mississippi and St. Lawrence rivers.  They are navigable, and their shores contain buried treasure.

Beyond the Dead Zone lie the capital cities of the European superpowers.  This area will only be visible to you if you are playing a civ other than the Buccaneers.  From any of these capitals, it is possible to launch attacks against the other capitals.  The Buccaneers, having no cities in this area, will find it nearly impossible to launch attacks on these capitals from across the Dead Zone.

Buried treasure is found only on shorelines, in plains or grassland terrain.  It's easiest to pick up with a sloop.

The computer does an horrible job of using fixed artillery.  You don't often receive shot from a naval unit, but they will take pot shots at you from cities.  When your vessel's movement is nearly expired, be sure to pull out at least 3 hexes from the nearest enemy city.

If you play any civ other than the Buccaneers, you start the game at peace with the "civ with no name".  Consequently, sandbars, coral reefs, and hurricanes are no threat to you.  If you run one of your units into one, it is interpreted as an attack, and you get a message warning you're at peace.  As long as you cancel the attack, you remain at peace and Mother Nature is still your friend.  The "Savages" (the native Indian units) are part of Mother Nature as well.  If you attack a native unit and break the peace, you will lose your immunity to sandbars, coral reefs, and hurricanes.  However, being at peace with Mother Nature has a disadvantage.  Buried treasure and Lost Cities (which are of no use to anyone but the Buccaneers) must be given a wide berth because they exert zones of control which must be heeded.  This can cause you to have to go out of your way to perform a movement.  Note: none of this information applies to the Buccaneers, who are at permanent war with Nature from the start.

Spanish Galleons and Men-of-War are resupplied from two eastern "Ghost Cities" which the Buccaneers are unlikely to encounter.  New Galleons have a 1/5 chance of rolling in each turn, Men-of-War a 1/6.

New Spanish Mule Trains have a 1/8 chance of appearing each turn.  They prefer to pop into Cartagena, but have to ability to spawn in many alternate cities.

Sunken ships have a 1/40 chance each turn of appearing in six specific locations.  When you find a sunken ship, you may want to post a sloop there so you don't forget where it is (there is an even chance that another sunken ship will appear in the same place sometime during the game).

Hurricanes have a 1/15 chance each turn of appearing outside Charleston and Bermuda, and a 1/40 chance outside Nassau.  You don't have to worry about them showing up anywhere else.

Starting locations of enemy heroes:

Alvaro de Bazan.  Spanish.  Present at start of game in Havana.

Jean-Baptiste du Casse.  French.  Appears 1680 in Biloxi.

Nicholas van Horn.  Dutch.  Appears 1683 in Bonaire.

Woodes Rogers.  English.  Appears 1708 in New York.

Chaloner Ogle.  English.  Appears 1721 in Porto Antigua.

The enemy is afraid of your heroes.  Even Men-of-War will tend to avoid you.  Typically, your only natural enemies are opposing heroes.  The only exception to this is wounded heroes or heroes with stacked units.  Heroes loaded with fixed artillery rounds are too tempting a target for your opponents.  Unloaded heroes, however, can often crowd the sea-lanes unmolested.  If your hero becomes wounded, get it to safety quickly, preferably to a city with a Shipyard.

Getting Help

The Civilopedia:

New units and technologies will be listed in the regular help menu.  There you will find unit pictures and statistics, as well as the advances leading to them.

Contact Info

Technical Support:

In short, there is none.  I hope this guide will answer most of your technical questions.  I'd like to be able to personally assist you in setup and play, but there just isn't enough of me to go around!

Feedback:

Feedback:  I'd love to hear your constructive comments.  Please note any glitches or inconsistencies you discover.  Also tell me what you like.  I am always open to examining any alternative .gif or .wav files you feel would enhance AGE OF PIRACY.  E�mail your comments directly to me (Shay), at: PirateCiv@aol.com.  I look forward to hearing from you!
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