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Even all these years after release, a Civilization VI strategy guide is always handy as new players are always discovering this seminal 4X game for the first time. Even if you're a Civilization veteran, it might be time to dust off your internal Civilopedia and reacquaint yourself with the basics of world domination. To help facilitate this, we've put
together a beginner's guide explaining many of the basic concepts of the strategy game, from where to found your first city, to diplomacy, warfare, and the game's victory conditions. Use this primer as a way to get acquainted with the game, before tackling more complex strategies and elements. Please note that certain aspects of Civilization VI
change dramatically depending on what Civ 6 DLC you own. For example, Gathering Storm introduced environmental hazards and pollution, as well as the Diplomatic victory. Barring a few cases, we're sticking to universal concepts that can apply no matter what version of the game you're running, although to be honest vanilla Civ VI pales in
comparison to how the game plays with both of the primary expansions. We've also not mentioned content from the recent New Frontier Pass either, although you should read our thoughts, as well as this overview of the most recent balance patch, to get an idea as to what state the game is in currently. CIVILIZATION VI TUTORIAL FIRST CITY
PLACEMENT - WHERE AND WHEN When you start a game of Civilization VI, your first Settler will already be in a good spot for your capital city. This is largely influenced by the map type you choose, but also which Civ 6 civilisation you pick as various civs have affinities with different types of terrain, even resources. Generally speaking, the location
your Settler starts on will be one of the most, if not the most optimum places to start a city. You generally want to be close to some kind of water source (doesn't have to be the sea), along with a good mix of farmland and hills for production-generating mines. Different civs will require slightly different things in terms of their unique buffs and abilities,
but generally speaking you'll want a balanced start for your capital. If you know what you're doing and are able to read the terrain properly, it can behoove you to move to a different location and found a city elsewhere instead. You only really want to be moving one or two turns' distance away though. The longer it takes you to found your capital the
bigger your disadvantage will be compared to other civs who planted roots on turn one. Resources There are several types of resources in the game - food, production, science, gold, and culture are your basic resources. Food is important for city growth, production determines how quickly you can build things, gold is for upkeep and for rushing
projects, and culture is how you earn civics and project your civilisations soft-power on the rest of the world. There is also faith, which can be safely ignored but if you want to engage in the religious game then you'll need to generate it. On top of that, there are also 'luxury' and 'strategic' resources. Strategic resources are typically needed as an
additional cost to build certain units, but they can also have effects on basic resource yields as well if exploited properly. Luxury resources are more about placating your citizens. They often generate gold or modify gold yields, but they can affect other basic resources as well depending on which one you're exploiting. A citizen can 'work' a tile to
generate resources, and there's a special map mode you can toggle to see what a tile's yield is. Using a Builder unit, you can build improvements on a tile to enhance its basic yield, as well exploiting any luxury or strategic resources found there. The map biome can determine the types of resources you'll find and even inhospitable areas, however, can
be worth expanding into. The desert, for instance, provides little in the way of production or food, but you'll need at least one desert tile if you want to build wonders like the Pyramids or Petra. Certain civilisations can specifically exploit the inhospitable tiles. Related: Six strategy games like Civilization Similarly, a mountain can't be farmed or built
on, but it can often combo with other nearby buildings to generate things like science, or faith, depending on what districts you have. DISTRICTS In Civilization VI, cities can expand out from the central tile by building districts. Some buildings can be built in the 'city centre' tile as in past games, but the more specialised buildings require specific
districts to be built on. You'll need military districts for things like Barracks, science districts for universities, commercial districts for markets, and so on. The further you get into a game, the more options you have in terms of what to build on a district, but each district can only contain one building. These buildings can be upgraded as more advanced
versions get unlocked. More advanced tips when it comes to districts can involve careful pre-planning in terms of where you place them, as adjacency bonuses can become important. Terrain and adjacency requirements can also be important for things like wonders, certain buildings etc., so if you have your heart set on a specific set-up, make sure
you try to learn all the potential requirements ahead of time. Another thing to note is that districts will often overwrite the natural yields of the terrain, or at least suppress some yields in favour of another. Make sure you're not accidentally placing distracts on tiles you've invested a lot of time into developing for their resource yields. Some buildings
you'll erect in districts also generate points toward great people. These special units can be activated once a simple prerequisite is fulfilled, providing a powerful boost or a special action that's not achievable with normal units. Civ 6 guide - research Each turn, your civ will be generating science - hopefully quite a lot if you've got a campus district
and a few buildings in it - which will affect the rate at which you research technologies. Civ VI's tech tree spans from the basics of wheels and animal husbandry, all the way through to space flight and giant death robots. Some civilizations and Civ 6 leaders are specifically geared towards science, and there's plenty of terrain-based shenanigans you
can deploy to generate outrageous science yields, but otherwise it's just a case of expanding your science output when you can to stay competitive. Trade routes are also a way of generating science, especially if you're trading with someone who is more advanced than you are. A lot of techs also have something called a 'Eureka' moment - essentially a
mini-task or challenge that you can do which will speed up the time it takes to research that specific technology. Civ 6 guide - civics New civics can be researched alongside technology, though they are unlocked through culture, not science. Civics are equally as important, however, and in turn unlock new buildings, wonders and units, just like
technology. What sets civics apart are the two other things they unlock: new forms of government and policies. The first form of government, chiefdom, is useless and should be escaped as quickly as possible. You only need to unlock four other civics to begin working on political philosophy, which unlocks the first three proper governments:
autocracy, oligarchy and classical republic. All of them have an inherent bonus and a legacy bonus that can be enhanced. Along with these bonuses, governments also have different configurations of policy slots, limiting them to a specific number and type of policies. Merchant republic, for example, has one military slot, two economic slots, one
diplomatic slot and two wildcard slots, so it can hold six cards in total. The list of policy cards starts off small, but each new civic researched unlocks multiple cards, so they pile up quickly. They allow you to fine-tune your empire with a broad variety of bonuses, from reducing the maintenance cost of units to getting more resources from trade routes.
You can spend gold to set up new policies, or wait until you've researched a new civic. In the early game, it's best to try to time the unlocking of new civics with when you would want to switch them around. Civ 6 guide - barbarians Once a mere pest, in Civilization VI barbarians have become an intelligent threat. They roam the map, spawning from
camps, and explore the world with Scouts just like a regular civ. However, unlike other civs, they're not looking for resources, new lands or potential allies - they just want to burn and kill and enslave. So when a Scout spots a city or a vulnerable unit - a Builder, say - it will report back to its camp and a more aggressive unit will spawn and attack or,
in the case of a Builder, capture. Barbarians aren't just mindlessly aggressive, however. They choose their battles. A single unit won't just start attacking a city, and is more likely to pick a fight it can win. What inspires their choice of target isn't always entirely clear, however. We've witnessed them killing a trader and thus halting a trade route in one
instance, and ignoring an unprotected trader standing on a tile right next to them in another. Civ 6 guide - city states City states are neutral, single-city nations played exclusively by the Al. Like other civs, they can be traded with and fought, but they aren't competing or working their way down a victory path. Instead, they exist to provide a source of
tension between the larger powers, as well as potential boons if you play your cards right. When you discover a city-state - if you were the first person to discover them you get a free envoy - otherwise you have to earn envoys to send to a city-state. Envoys are earned over time, increased by policies, and for the first, third and sixth envoy sent to a city
state, a new bonus is received. City states also like to throw quests your way, which on completion immediately add a new envoy to the city. When you send three envoys and have more than any other civ, you become that city state's suzerain, its sovereign. Envoy's can be considered the measure of your influence within that city-state, and if you
become that city's suzerain, you share their resources, can get them to join you in wars, and finally you'll get a unique city state bonus like Geneva's +15 to the science of every city when the civ isn't at war. You can steal city states from other civs just by sending more envoys, but competing over them will sour your relationship with that civ,
potentially becoming a catalyst for war. Civ 6 guide - diplomacy Interacting with the other major Civs around the world is an important aspect of Civilization VI no matter which victory condition you're going for. Dealing with human opponents is always a wildcard, so we're going to predominantly be talking about Al opponents here. Civ 6 leaders will
have a personality trait and several leader agendas that will both govern their basic predisposition to people and what kind of goals they strive towards. A leader's opinion of you will also depend on what actions you take as well, and these passive and reactive factors will merge in some chaotic mess to determine whether they like you or not. At this
stage of the game's life, nearly everything you do will trigger some sort of response from another Al. You can straight up trade things with the Al, such as gold, territory, technologies, but also access to luxury and strategic resources if either you or the Al has a spare not being used. You can also form pacts, from full-blown alliances to simple
technology sharing deals, and you can conspire with leaders to beat-up on other leaders. Civ 6 strategy - war Kicking off a war is not as simple as just attacking a foreign unit or city; you've got to declare war first, and even then there are choices to make. The first type of declaration is for a surprise war, i.e. a war that you've not got a formal reason
to start beyond your own lust for conquest. Surprise wars have a massive warmonger penalty, potentially making other civs more than a little upset with you. Wait long enough, and you're sure to be given a good reason to go to war. The diplomacy menu has a casus belli option, which reveals all the formal war declarations. The simplest, 'declare
formal war', can be used if you've denounced the civ in the last five turns, which essentially means you've already warned them that you're pissed off with them. Since that's easy to do, the penalties are still quite steep. More specialised, reactive war declarations aren't as severe. If your respective religions are competing, you can start up a holy war
with all penalties halved. Declaring a war of liberation, where you're taking back a city that's been conquered, doesn't have any penalties at all. To be honest, depending on the difficulty, if you wait long enough and act edgy towards your neighbours, they'll probably declare war on you eventually anyway, giving you a legitimate reason to defend
yourself by wiping them from existence. A quick note on combat: units occupy a single hex, much like Civilization V, although later techs allow you to combine units together into small 'armies' that allow you to pack a lot more firepower into a small space. You'll still want to occupy the terrain around you though, with hills especially being very potent
in combat. Keep an eye on the combat prediction that hovers up whenever you hover your cursor above an enemy unit you want to attack, and know that sieging and capturing cities can be quite difficult in the early game - make sure you come prepared. Civilization 6 victory conditions There are several victory conditions each with their own unique
objectives. In cases where none of the civs achieve any of the five main conditions, the winner is instead chosen based on their score, itself based on an amalgam of achievements from the number of civics and techs researched to how many wonders have been built and great people recruited. The Civilization VI victory conditions are: Culture victory -
attract more tourists from every civ than those civs have domestically Science victory - reach the end of the tech tree and complete certain endgame techs, depending on which expansions you down Domination victory - conquer every other civilizations original capital Religious victory - become the predominant religion in every civilization
Diplomatic victory - introduced in Gathering Storm, this requires you to get a certain number of diplomatic points We hope you found this guide useful - there are more things we could expand on and talk about, but hopefully this will be enough to get you started in the wonderful world of Civilization VI! Contributions from Fraser Brown and Joe
Robinson Hey guys, so I love Tips and Tricks and see way to little of them for Civ, so I decided to make this thread. Basically, just give your best Civ Tip/Trick/Lifehack. 1’1l start with a boring one: If you want to choose a (semi) random civ, just number the Civs you want to include and generate a number in that range with google generator. This allows
you to do things like choosing a random GS leader or picking the best from three random civs. I think this can be a fun variation of the normal "random" button. Looking forward to your Tips! You must log in or register to reply here. [EN] Early game strategy, or how not to get overwhelmed By VolusFM This guide is meant to help out people who
have a hard time getting a good start in a Civ VI game.The goal is to give players a few tips and strategies to ensure they can manage all aspects of the early game, may it be founding new cities, pantheon + religion, choosing governement policies, handling those pesky barbarians, etc.Basically, the guide is tailored to help you out for the first 100-150
turns. It is by no means a guide to a full game. Reddit and its partners use cookies and similar technologies to provide you with a better experience. By accepting all cookies, you agree to our use of cookies to deliver and maintain our services and site, improve the quality of Reddit, personalize Reddit content and advertising, and measure the
effectiveness of advertising. By rejecting non-essential cookies, Reddit may still use certain cookies to ensure the proper functionality of our platform. For more information, please see our Cookie Notice and our Privacy Policy. Civilization 6 is an engrossing strategy game in which the player can easily lose track of time by telling themselves "one more
turn" over and over again. It's easy to spend hours on end playing the game once the player has learned the basics and is ready to follow their own route with the knowledge they have. Related Boasting incredible new gameplay elements and features, Civilization V: Brave New World is a worthy addition to Firaxis Games' addicting turn-based strategy
behemoth. When first starting out, it can be hard to master the game and get to know its concepts and mechanics. This extensive guide's main focus is to help players get a full grasp of the most important aspects of Civilization 6, so they can get the most out of the game. Civilization 6 is divided into two different game sections - players can either play
the main game or play scenarios. Even though this section will focus on the main game, the classic Civilization experience, some of this knowledge can be applied when playing scenarios. While playing the main game, players can either start a random game right away or create a game with their preferred settings and customizations. This section of
the article will make setting up a game much easier as it'll show players what type of settings, mechanics, and game modes they should take into consideration before jumping into a game. Here players can take a look at the selection of How-to guides and the most frequently asked questions, they can also learn about the leaders available in-game and
read some tips. Konge Harald Hardrada Leader Guide Konge Harald Hardrada Leader Guide Best and Worst Wonders To Build Best and Worst Natural Wonders District Priority Tier List Which District to Get First and When to Build It Optimal District Placement Cheat Sheet Best Pantheon For Each Victory Type Best Civilization Abilities Tips on How
to Get a Science Victory Best Leaders for a Science Victory Tips on How to Get a Cultural Victory Best Leaders for a Cultural Victory Tips on How to Get a Religious Victory Tips on How to Get a Domination Victory Best Leaders for a Domination Victory Tips and Tricks to Dominate Tips to Avoid Warmonger Penalties Tips on How to Get a Diplomacy
Victory (Gathering Storm DLC) Best Leaders for a Diplomacy Victory (Gathering Storm DLC) Beginner Tips and Tricks to Improve Your Gaming Experience First Things You Should Do In The Ancient Era First Things You Should Do In The Industrial Era First Things You Should Do In The Ancient Era First Things You Should Do In The Information Era
Best Luxury Resource Industries, Ranked Best Luxury Resource Industries, Ranked Most Optimal Luxury Resources To Improve, Ranked Most Optimal Luxury Resources To Improve, Ranked Best City-States For Science Victory, Ranked Best City-States For Science Victory, Ranked Best City-States For Warmongers, Ranked Best City-States For
Warmongers, Ranked Best City-States To Suzerain Best City-States To Suzerain Best Technologies To Watch Out For Best Technologies To Watch Out For Best Heroes To Rush, Ranked (DLC) Best Heroes To Rush, Ranked (DLC) Best Unique Districts, Ranked Best Unique Districts, Ranked Best Unique Improvements, Ranked Best Unique
Improvements, Ranked Best Unique Leader Abilities Best Unique Leader Abilities Best Civilizations To Counter Warmongers, Ranked Best Civilizations To Counter Warmongers, Ranked Best Unique Land Units, Ranked Best Unique Land Units, Ranked Best Apostle Promotions, Ranked Best Apostle Promotions, Ranked Best Spy Promotions, Ranked
Best Spy Promotions, Ranked Best Unique District Buildings, Ranked Best Unique District Buildings, Ranked Best Civilizations To Counter Science Civs Best Civilizations To Counter Science Civs Best World Wonders For Warmongers, Ranked Best World Wonders For Warmongers, Ranked Best Heroes To Rush, Ranked (New Frontier DLC) Best
Heroes To Rush, Ranked (New Frontier DLC) Best Civilizations For A Culture Victory Best Civilizations For A Culture Victory Best Civilizations For A Science Victory Best Civilizations For A Science Victory Best Pantheons To Rush In The Early Game, Ranked Best Pantheons To Rush In The Early Game, Ranked Best Civilizations For A Religion Victory
Best Civilizations For A Religion Victory Civilization 6 is a deeply complex game with all sorts of options that allow players to mix it up a bit and diversify how they approach the game. Gamers can try out completely different runs that focus entirely on certain themes and objectives; these are called scenarios. Or, they can change how the main game
plays out by selecting and activating other game modes. Alternatively, players can also try to take on the challenges available on Steam; they're only available for a month and if the player beats them, they'll earn a unique badge. As time went by, more Civilization 6 content has been released, and the number of scenarios and game modes available
grew, which provided a huge amount of new content to explore. This section will guide players through available scenarios and game modes so that they know what to expect from all the different options the game provides. How To Complete The Age Of Abundance Challenge Hard Fan Challenges To Try The Leader Pass is an additional piece of DLC
that added 12 leaders and new takes on Civs that were already in the game. Although it can be purchased while only owning the base game, certain DLC packs are required to revisit these Civs and gain access to some of the new leaders. The Leader Pass includes six packs: the Great Negotiators Pack, the Great Commanders Pack, the Rulers of China
Pack, the Rulers of the Sahara Pack, the Great Builders Pack, and the Rulers of England Pack. In this section, players can learn everything they need to know about these new leaders as well as the new variations to older Civs that were introduced during the early days of Civilization 6. Between Steam and consoles, there are dozens of Civilization

6 achievements for players to unlock as they dive deeper into the game. Including those added with DL.C, on Steam, there are 307 achievements that players can attempt to get. In order to get all of them, gamers will have to meet certain requirements, win under specific conditions, and play through scenarios and game modes. This section will guide
players and help them unlock more complicated achievements, especially those that require them to start a new match with the achievement in mind and demand specific steps to be taken. How to Unlock the Mask of Baphomet Achievement (New Frontier Pass) Although certain players prefer to play vanilla versions of the game, mods can definitely
add a lot to a game - not only in terms of gameplay but also in quality-of-life improvements. And, to add to the joy of trying new things, certain Civilization 6 map seeds can be tons of fun to explore and play through, as they can cause an incredible outcome during a playthrough of the game. Both mods and map seeds can add dozens of hours of
replayability. This section will talk about the best mod and map seeds available in Civilization 6. These additions are great for newer players that want to modify certain aspects of the game and for older players that want to mix it up a little. How to Install Mods on Epic Games Store Best Map Seeds to Try Out How Zany's Comprehensive Civ 6 Guide
to Skilled/Advanced PlayBy How ZanyThis is a guide that will comprehensively re-educate you on the way you look at Civ 6 and will help you reorganize your thoughts on how to play this game. This will be a guide that breaks down the game very specifically in a way that might even seem super obvious at first but will then use that breakdown to show
deeper mechanics, thought processes, and advanced strategies involved in this game. This is a guide that is for all skill levels of players (rookies and veterans alike) and will go into some detail about each individual civ when relevant, but for the most part this guide is to help people get better at this game on a competitive level without spending
thousands of hours. Of course, more time spent playing will help, but you need to think about this game in a way that will help you learn and this is the guide that will do that for you.My goal is to try to help other players who play this game get more enjoyment out of this game by helping them learn to improve. I also want to help players play at a
higher level of play so that potentially there can be a competitive Multiplayer community around this game and through higher skilled players overall, steer the meta of multiplayer away from solely being about Domination Victory, but that's a long term goal... unlikely to happen. In the meantime, I hope you enjoy my guide!



