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From Reddit - user: JordiTKSiege and naval units are always lost at the end of the first age. Youll receive one free cog at the start of the second age once youve spent your legacy points.Naval units can only be kept at the end of the second age if you have fleet commanders. You'll only keep as many naval units as can be assigned to your fleet
commanders.You'll also keep a total of six (end of the antiquity age) or nine (end of the exploration age) of your land units, in addition to the number of units that can be assigned to your army commanders.If you have less than six or nine land units at the end of an age, you will receive up to six or nine free infantry units at the start of the new age so
you'll reach that number of land units. Because you'll always have at least one army commander, you can keep at least ten or thirteen land units into the next age.Should you have more units than can be kept at the end of an age (you warmonger), the excess amount of units will be deleted. All units that remain are upgraded and either assigned to a
commander or one of your most populous settlements. Its unknown what determines which units are prioritised for deletion, or which units are assigned to commanders or settlements.Independent people will always disappear at the end of an age (except for city states fully incorporated as a settlement), and youll lose any bonuses you gained from
them. On the second turn of a new age, a completely new independent people will spawn on the location of each independent settlement that was lost this way.Youll retain up to 3000 gold and 250 influence at the start of a new age, so anything more than that should be spent. Youll also gain one free turn of gold and influence equal to the income you
have at the start of the current turn.Buildings that arent ageless will now grant +2 (from the antiquity age) or +3 (from the exploration age) of its base yields, and lose their adjacency bonus. While this is generally a debuff and you are nudged to build over them, certain yields will actually be slightly increased this way - for instance, the guildhall will
now provide +3 influence per turn instead of its usual +2. Since influence is the scarcest yield, it can be useful to keep all influence buildings from previous ages.Every city except for your capital will become a town. You are given the option to move your capital to one of two different settlements, effectively allowing you to start the age with two
cities.Your settlement limit starts at four in the Antiquity and increases by four at the start of each new age. This is in addition to the increments from researched techs or studied civics, as well as from your leader attributes.I'm currently unsure whether or not the other effects of researched techs and studied civics remain between ages. Please let me
know if you know.All civilian units, except for commanders, are lost upon heading into a new age. This includes civilization-unique civilians.Unique abilities of previous civilizations are also lost. However, all unique improvements and buildings remain intact, including improvements gained from city states.Legacy points not spent at the start of a new
age are lost. Its currently not possible to see which legacies you have chosen.Some civilizations gain bonuses for the use of traditions. These are the policy cards that remain available between ages and have a noticeable feather icon in the policy menu. Traditions are unique to each civilization and are unlocked in their own civic trees.Ideologies are
chosen in the third age, also in their own unique civic trees. You may only unlock a single ideology of the three given options, and this cannot be changed later. Although each ideology has different benefits, its entirely possible to finish the age without ever choosing one, and this may in fact save you from neighbours who wouldve become angry at you
for your ideological differences.Commanders cant outright die - they will recover after several turns when killed. Commanders can have six units assigned to them once they've unlocked the Regiments skill in their Logistics tree.Units unpacked from a commander will have no movement points left unless the commander has the Initiative skill in their
Assault tree. With that skill, land units can even be unpacked in water tiles without their usual movement cost for embarking.Outside of war, commanders can be placed on any city hall or palace to reduce unhappiness in that settlement by 10%, plus another 10% for each promotion.War support does not grant any benefits, but instead penalises the
opponent. They lose -1 strength on all units per negative point, as well as -3/-5/-7 happiness, respectively, in settlements they own that they have founded themselves, those founded by someone else they're not at war with, and those founded by you.You can see how many units you have of each type by tapping the yield icons on the top of the screen
and scrolling all the way down to unit expenses.Moving over flat terrain or any tile with a road will not affect a units movement.Without a road, all rough terrain, non-navigable rivers, and terrain with trees (woodland, rainforest, taiga, or steppe) will deplete all of a units movement, regardless of how many movement points it had left. Not all districts
have a road, which is simply strange and inexplicable, and may cause you to unintentionally waste your units movement. You'll have to hover over a district tile to see if it has a road. At least the district with a city hall will always have a road.Naval and embarked units can move over navigable rivers and coast tiles without their movement being
affected, in addition to ocean tiles once Shipbuilding is researched. Embarking or disembarking will always deplete the units movement.When a unit enters an ocean tile before Shipbuilding is researched, its movement is depleted and it takes any number of damage between 11 and 20. Al takes slightly less damage from this.Moving a unit onto a
bridge built over a navigable river will remove its cost of embarking, although moving off the bridge will still deplete the units movement. Bridges built in previous ages lose this strange benefit.The palace building in the capital gains a +1 science and +1 culture adjacency bonus for each adjacent quarter, which is any district with two
buildings.Generally, food and gold buildings receive an adjacency bonus from navigable rivers and water tiles, production and science buildings from resources, and culture and happiness buildings from mountains and natural wonders. Constructed wonders grant adjacency bonuses to all non-warehouse buildings.Without modifiers, each specialist
costs -2 food and -2 happiness to maintain, and grants +2 science, +2 culture, and +50% to the adjacency bonus of the buildings in the assigned district.Buildings will usually cost -2/-3/-4 happiness and -2/-3/-4 gold to maintain. Happiness and gold cost increases by one for each age, based on when they were built. Happiness buildings do not have a
happiness penalty, and gold buildings have no gold penalty. Warehouse buildings have no maintenance costs at all, but also have no adjacency bonuses.Buildings can be placed next to a finished wonder as if they were a district, as long as the wonder is adjacent to another district in the settlement.Worked tiles not improved by districts are considered
rural tiles. Each rural tile equals one rural population, and each building or specialist equals one urban population. Theres currently no way to know the share of rural or urban population of a settlement other than counting every tile it has.Unique improvements, such as the Great Wall or Terrace Farm, as well as those from city states, can only be
built on rural tiles. These improvements will keep all yields of the worked rural tile, in addition to any other yields and bonuses the improvement itself provides. The tile will also retain its warehouse bonuses (such as the +1 food from a granary) and new warehouse buildings will still add bonuses to the tile. Improving a tile that already has another
improvement will remove the former one.Population lost due to damage will return when an affected tile or building is repaired.There's currently no way to swap tiles between settlements, not even unworked tiles.Its unknown how the natural yields of tiles are determined. For instance, some tiles may have happiness, some dont. Sometimes that
happiness remains when the tile is worked, and sometimes it doesnt.Holy cities cannot be converted to another religion, not even after being conquered, and not even after the founding civilization is completely erased from history.Independent people cannot be converted to a religion until they become a city state.The second and third founder beliefs
of a religion can only be unlocked via very rare random events. Its completely up to chance whether youll ever see these.If a settlement's has at any point been fully converted to a different religion, the rural population icon will appear in red. It means nothing else than that. It's very confusing if you don't know this.You may only trade with foreign
settlements that have at least one worked resource, unlike in Civilization VI.Effects of all resources stack additively. Having five silver, for instance, will grant you a +100% gold bonus to purchasing units, effectively cutting the cost in half.Resources can only be assigned to and from cities in range of your trading network. Building any naval building
in a settlement will usually add the settlement to the trading network. Trading range may also be increased with a town specialised as Trade outpost, or by having a merchant manually connect two of your settlements. It's not clearly indicated at all why a settlement may not be connected, so you just have to try these things.Resources cannot be
reallocated in-between turns until a new resource is obtained, or the amount of resource slots in any of your settlements increased for whatever reason, such as by building a market or by slotting a certain policy card.Towns turn all of their production into gold. Towns that are not set to Growing town will additionally provide all of its food to each city
in its range, causing the town itself to stop growing. This range appears to be shorter than the trading network range, but its not known how short. As of yet, you can only use the town details (the list icon visible when you select a town) to see which of your cities the food is sent to. If there are no cities shown to be in range, the town continues to
support itself.Once youve researched Shipbuilding, settlements in distant lands can produce treasure fleets. These settlements require a fishing quay and must be working on any resource that mentions treasure fleets in its tooltip, such as sugar or tea. You'll also need a fishing quay in your capital or any other settlement on the home continent
connected to the capital.You can see how many turns it takes to produce the next treasure fleet in the resource menu or in the details of a settlement (the list icon).Treasure fleets can be emptied in any of your settlements on your home continent, providing points on the economic legacy path equal to the amount of treasure fleet resources that the
original settlement is working on.Factory resources can only be worked in settlements with a factory. First, both the resources and the settlement must be connected to your capital via a port or railroad, and the capital itself must also have a port or railroad.Factory resources are empire-wide, and you'll receive one economic legacy point per turn for
each factory resource slotted to a settlement. You can only slot one type of factory resource to each settlement, but multiple copies of it.Selecting an explorer will show an overlay of all known artefact spots (the shovel icons). Explorers can be sent to any museum or university (including foreign ones) to discover all yet undiscovered artefact spots on
the same continent as that building. These buildings are highlighted with a vase icon. Note that the university can no longer be built in the Modern age.Initially, only artefact spots from the Exploration age are shown. You must study the Hegemony civic before explorers can also discover artefacts spots from the Antiquity age in a museum or
university.As soon as any player has revealed the artefacts on a continent, they become visible to all players. Even players without the Hegemony civic can dig up Antiquity artefacts once someone has discovered them.Each civilization digging at an artefact spot will receive one artefact when the digging is done. There does not seem to be a use for
sending more than one explorer to the same spot, even though the Al keeps doing so.Artefacts are also randomly found when overbuilding.Force-ending a turn is a PC-only mechanic that has also appeared in the previous games, and can be done with Shift + Enter. There currently is no way to do this on console, and there likely wont be.Its something
thats frowned upon in multiplayer due to its exploitable nature. It allows you to skip everything thats left to do on your turn, while saving up all your unspent research, culture, and production. For instance, if the civic for a wonder takes three more turns to be studied, you could choose to not build anything in a certain city for three turns, thereby
saving three turns on building the wonder there once it becomes available.Force-ending turns can also delay celebrations and several other choice events. However, this wont avert crises, as a crisis policy slot will automatically be slotted in for you if you try to.I haven't yet tried if this works between ages (e.g. keeping science and culture), but I doubt
it.Not settling near fresh water (on a cyan tile) will give the settlement a permanent -5 happiness penalty.Using a settlement to claim a tile that has a "goody hut" on it will not grant you a beneficial narrative event. You must walk onto the tile with any unit to trigger the event, unlike in Civilization VI. You can also trigger the event by raiding the tile
with a naval unit.The number of turns remaining until your next celebration is shown in the overview tab of the social policies menu.You can select the "Show more" button in the pause menu to retire or to quickly exit the game.On PC, the cutscenes at the end of an age can be skipped with the Esc button. Im unsure if there's a way to do this on
consoles.While espionage actions have a strong impact on the game, theyll also negatively affect your influence. If your espionage action is revealed, your influence per turn will drop for a while. If you are spying someone while they are counter-spying against you, your influence per turn will also greatly decrease, as the cost for finishing the
espionage action against them will increase. Exact numbers are unknown.Not being able to claim a tile that was previously owned by a (now-destroyed) city state. This has no fix as of yet, and may prevent you from expanding a settlement.Not being able to generate treasure fleets in a settlement that meets all the requirements. I was told this issue is
related to the fractal or shuffle map, and has no known fix.The Dogo Onsen wonder should not grant every settlement in your empire +1 population on a celebration. Its a fun broken thing, but it also breaks the late game growth.Rural tiles improved by a unique improvement will occasionally lose -1 food (farms) or -1 production (other), while all its
yields shouldve been kept.Army commanders with the Merit commendation (+1 command radius) will still only receive experience from adjacent units.Naval units can attack land units and district tiles at range. However, they're forced to engage in melee combat once they attack another naval unit. A lot of things I did not know, thanks!
civlateintothenights said: Its unknown how the natural yields of tiles are determined. For instance, some tiles may have happiness, some dont. Sometimes that happiness remains when the tile is worked, and sometimes it doesnt. The yield of a tile is determined uniquely depending on its terrain type. I have a table that determines the type of
production. In general, grasslands yield food, plains and deserts yield production, tropics yield food, science, or production (depending on the secondary type), tundra yields food, culture, or production (depending on the secondary type). Swamp always yields food and forest depending on the primary type (note that swamp is called differently in
different base terrains).Happiness is determined completely randomly. River, coast, and navigable river tiles give high chance of happiness and increased chance to the surroundings. Swamp hexes seem to give happiness almost always. The rest of the hexes are determined completely randomly with some chance. civlateintothenights said: Towns that
are not set to Growing town will additionally provide all of its food to each city in its range, causing the town itself to stop growing. This range appears to be shorter than the trading network range, but its not known how short. As I understand, towns supply food to cities that are connected to them by roads or direct sea routes. civlateintothenights
said: From Reddit - user: JordiTKIts unknown how the natural yields of tiles are determined. For instance, some tiles may have happiness, some dont. Sometimes that happiness remains when the tile is worked, and sometimes it doesnt. this is due to Tile-Appeal - yes, it is a thing but it is nowhere visible on the plot tooltip.It it only listed in the city
detail screen when you look at the happiness yields. There you see that the happiness from seemingly random tiles is attributed to "Appeal Bonus" as source. And it seems to be that mountains, vegetated tiles and water (including navigable(!) rivers) tiles each provide 1 appeal, and when a tile is surrounded by at least 3 of them (thus having 3+
appeal), it provides 1 happiness.see also this thread here: civlateintothenights said: Your settlement limit starts at four in the Antiquity and increases by four at the start of each new age. This is in addition to the increments from researched techs or studied civics, as well as from your leader attributes. Settlement limit starts at 3 in Antiquity, barring
leader or memento bonuses. civlateintothenights said: Worked tiles not improved by districts are considered rural tiles. Each rural tile equals one rural population, and each building or specialist equals one urban population. Theres currently no way to know the share of rural or urban population of a settlement other than counting every tile it has.
Sukritact's Simple Ul Adjustments adds a population tooltip when you hover over a settlement's population. Does anyone know if this is a glitch? "Towns that are not set to Growing town will additionally provide all of its food to each city in its range, causing the town itself to stop growing. This range appears to be shorter than the trading network
range, but its not known how short. As of yet, you can only use the town details (the list icon visible when you select a town) to see which of your cities the food is sent to. If there are no cities shown to be in range, the town continues to support itself." I still haven't figured out how food is distributed from towns. It seems that towns will send food to
cities that are far away, but only if there is another city in its radius. It would be cool if you could select which city your town sends food to. civlateintothenights said: As soon as any player has revealed the artefacts on a continent, they become visible to all players. Even players without the Hegemony civic can dig up Antiquity artefacts once someone
has discovered them.Each civilization digging at an artefact spot will receive one artefact when the digging is done. There does not seem to be a use for sending more than one explorer to the same spot, even though the Al keeps doing so. Can these two points be verified, ideally in multiplayer? Especially the second one, because that goes against my
observations of essentially locking out Al from cultural victory. There is, of course, a chance that they got locked out by just me solo-digging quite a few artifacts before they could reach me. Can these two points be verified, ideally in multiplayer? Especially the second one, because that goes against my observations of essentially locking out AI from
cultural victory. There is, of course, a chance that they got locked out by just me solo-digging quite a few artifacts before they could reach me. I've observed the second one today, as long as the digsite is present when you start, you are guaranteed an artefact from that spot. This could actually be unintentional bug.However, once you get there first,
then the dig site is gone, no one else can get there unless they already started digging. Check out my mods at the Steam Workshop for Civilization 6: Click Here! Mods, can we please pin this thread? It's too helpful for people to go without You want some Greece with that? Civ VII WishlistCivs: Philippines (Mod.), Wales (Exp.), Croatia (Exp.),
Byzantines (Exp.), Ottomans (Exp.), Haitians (Mod.), and Safavids (Exp.)Leaders: Margaret I, Zenobia, Stefan Duan, and Alexander . . Can these two points be verified, ideally in multiplayer? Especially the second one, because that goes against my observations of essentially locking out Al from cultural victory. There is, of course, a chance that they
got locked out by just me solo-digging quite a few artifacts before they could reach me. The first bit happened to me earlier today:As soon as any player has revealed the artefacts on a continent, they become visible to all players. I had no idea what was going on, because I suddenly had a hex with a little blue light and something sitting on it, just like
we had back in Antiquity and I had no idea what it was. I tried moving a military unit on top of it and nothing happened. Then when I purchased an Explorer, I discovered that was a dig site. Good call reposting this here, I bookmarked the reddit thread but this is better this is due to Tile-Appeal - yes, it is a thing but it is nowhere visible on the plot
tooltip.It it only listed in the city detail screen when you look at the happiness yields. There you see that the happiness from seemingly random tiles is attributed to "Appeal Bonus" as source. And it seems to be that mountains, vegetated tiles and water (including navigable(!) rivers) tiles each provide 1 appeal, and when a tile is surrounded by at least
3 of them (thus having 3+ appeal), it provides 1 happiness.see also this thread here: Certain improvements will remove this appeal as well, like in Civ 6, causing the predicted happiness on a new rural district to actually yield less. Mines for sure, and I think woodcutters, perhaps more. Dogo Onsen wonder I found on my own, now I can't help myself
from building it. Many others I didn't know about. Although I did notice that commander merit commendation didn't seem to be working. I chose it, and I keep hoping it works, but doesn't seem to. This God of mine relaxes"Human behavior is economic behavior. The particulars may vary, but competition for limited resources remains a constant. Need
as well as greed have followed us to the stars, and the rewards of wealth still await those wise enough to recognize this deep thrumming of our common pulse." Nwabudike Morgan For me personally Civ7 is a strong candidate for the worst player interface in video game history. In the past we had paper manuals, then we had pdf manuals, then we
had a notion of no manuals but good tutorials (or quite extensive ingame/online wiki) and well designed interface. Civ7, a game consciously choosing to be as revolutionary and filled with unintuitive rules and exceptions as possible, decided to innovate in the UI realm by having no manual of any kind, meaningless tutorials, useless civilopedia, no
ingame statistic panels or data of any kind, no hints, no nested tooltips or any recent innovations in the strategy game UI design, and an interface designed to invoke the feeling of lovecraftian horror beyond human comprehension. I would love to see the documentary made on the topic of the UI design of this game, filmed in the style of airplane
disasters, with the significant portion of it being devoted to the character study of the cosmic entity reponsible for it.I thought I have seen every kind of miserable video game release under the sun, but I have never before seen the game with the interface being the main culprit and tanking the game's critical response, hence civ7 is actually incredibly
innovative in this realm as well! Last edited: Feb 16, 2025 Thanks for this! Some things the game actually tells you, but it's really not obvious.To add a thing from other thread - empire resource bonuses to unit strength seem to be capped at 6. For me personally Civ7 is a strong candidate for the worst player interface in video game history. In the past
we had paper manuals, then we had pdf manuals, then we had a notion of no manuals but good tutorials (or quite extensive ingame/online wiki) and well designed interface. Civ7, a game consciously choosing to be as revolutionary and filled with unintuitive rules and exceptions as possible, decided to innovate in the UI realm by having no manual of
any kind, meaningless tutorials, useless civilopedia, no ingame statistic panels or data of any kind, no hints, no nested tooltips or any recent innovations in the strategy game Ul design, and an interface designed to invoke the feeling of lovecraftian horror beyond human comprehension. I would love to see the documentary made on the topic of the UI
design of this game, filmed in the style of airplane disasters, with the significant portion of it being devoted to the character study of the cosmic entity reponsible for it.I thought I have seen every kind of miserable video game release under the sun, but I have never before seen the game with the interface being the main culprit and tanking the game's
critical response, hence civ7 is actually incredibly innovative in this realm as well! When you wonder whether you should invest the time to learn Civilization VII, this kind of feedback and even the more optimistic "It'll be fine once they fix the interface" is incredibly discouraging. Of course, I'm still curious about how the new game works and feels,
but there is no guarantee that it will become my favourite version just because it's the most recent one. Leisure time is limited and there are still six other versions plus similar games like Alpha Centauri and Old World around that I can instead rediscover or explore in more depth. Back in the Civilization II manual they wrote: "It's a truism at
computer game companies that most customers never read the manual... Until a problem rears its head, the average player just bulls through by trial and error; its part of the fun." Back then the rules were simple by comparison, but they still wrote a 180-page-manual to explain them well. It's a really bad look to publish the first Civilization game
without any manual at all, implying that the interface is so brilliant these days that manuals are redundant, and then have the weak interface be the main focus of player feedback. I'm not at all convinced of the fun of learning Civilization VII by trial and error. Also, as I keep reading about interface problems, I can't help remembering this bit: "When
the UI is messy, I'm like: That's not a UI problem. That's a design problem. ... If somebody's like: 'Why, this screen's really complicated.', I'm like: Yeah, that's not really the UI artists' fault. That's them doing a hell of a job, and I should probably find a way to clean this up from a design standpoint.” (Jake Solomon, talking on Soren Johnson's Designer
Notes, Ep. 80 at 2:40:20, see cuc's post from December 2023 under CivRev - General Discussions for a link and overview).Solomon is, of course, not talking about Civilization VII. I just hope that the UI troubles are not the symptom of problems that might be harder to fix. Last edited: Feb 16, 2025 It's a really bad look to publish the first Civilization
game without any manual at all, implying that the interface is so brilliant these days that manuals are redundant, and then have the weak interface be the main focus of player feedback. I'm not at all convinced of the fun of learning Civilization VII by trial and error. I strongly disagree here. Civ7 has civilopedia, which is a manual. And, actually, some
things (like the number of units kept per age) from this thread are actually explained there. Yes, it's far from perfect and needs a lot of work, but it's there.Not only that, but Civ7 has the best tutorial of all civ games. A couple more:Factory resources are empire-wide, not just for the city where they are manufactured.Railroad/Port connections have a
strict 10 tile limit, so to get Factories built in DL make sure to have a chain of settlements with city centers nslookup civmods.comServer: UnKnownAddress: 2001:18c0:ffe0:28::1 Non-authoritative answer:Name: civmods.comAddress: 18.204.152.241Google DNS return "Status": 3 /* NXDOMAIN */, "TC": false, "RD": true, "RA": true, "AD": true, "CD":
false, "Question": [ { "name": ", "type": 1 /* A */ } ], "Authority": [ { "name": ".", "type": 6 /* SOA */, "TTL": 86367, "data": "a.root-servers.net. nstld.verisign-grs.com. 2025032200 1800 900 604800 86400" Ok, seems an issue with your DNS. You could try to change them to google DNS: Many thanks for this awesome mod program. Unfortunately, this
installs 'MS Edge View', which is banned from any of my systems, (gotta luv back-ups ) so no thanks. Well done though, and thanks for the hard work regardless. Last edited: Mar 22, 2025 Hi, excellent work on the mod manager, by the way!YNAMP was working correctly before, but I think it was after the most recent update that it changed into
Civ7Map, for some reason. When I click the Civ7Map link, it goes correctly to that mod page. When I click "Open mod folder", it opens up the YNAMP folder as well. It's all a little weird lol. I have the same issue as @Kevroids. YnAMP is still in the list of mods for me, but Civ7Map appeared as well (I've never used it), with the purple this-version-is-
unknown download button. I noticed that Civ7Map was updated half an hour ago and fully includes a YnAMP version in their zip file (together with another mod, Twice More Beliefs). And since it has no modinfo file of its own (it's an executable), the first modinfo file found (YnAMP) is probably associated with this mod. It's a bit messy this way, but
that's because of how the Civ7Map is distributed.Deleting one of these mods also removes the other from the list (and removes YnAMP from disk). Installing YnAMP works sometimes, but sometimes gives an error. And Civ7Map appears again after installing YnAMP. Last edited: Mar 23, 2025 [ have the same issue as @Kevroids. YnAMP is still in the
list of mods for me, but Civ7Map appeared as well (I've never used it), with the purple this-version-is-unknown download button. I noticed that Civ7Map was updated half an hour ago and fully includes a YnAMP version in their zip file (together with another mod, Twice More Beliefs). And since it has no modinfo file of its own (it's an executable), the
first modinfo file found (YnAMP) is probably associated with this mod. It's a bit messy this way, but that's because of how the Civ7/Map is distributed.Deleting one of these mods also removes the other from the list (and removes YnAMP from disk). Installing YnAMP works sometimes, but sometimes gives an error. And Civ7Map appears again after
installing YnAMP. Oh I didnt think about a mod including another one. Right now I've temporarily patched it disabling its installation, but it could break again on next Civ7 Map update. I need to think about a more solid solution Oh I didnt think about a mod including another one. Right now I've temporarily patched it disabling its installation, but it
could break again on next Civ7 Map update. I need to think about a more solid solution Since Civ7Map is not an in-game mod (similar to CivMods itself), you could hide it in your list maybe for future versions as well? It comes with an explicit warning on the mod page to 'not copy Civ7Map into your Civilization VII "mods" folder.' Hi,Civ7Map is not an
actual Civilization VII mod but an external tool. You do not need to copy it to your Civilization VII "mods" folder Some mods are present in Civ7Map's "mods" output folder in the v0.4 release. Apparently, this creates some issues with the Civilization VII mods manager. To fix the issue, either:Install Civ7Map somewhere other than Civilization VII's
"mods" folder (recommended).Delete the folders in Civ7Map's "mods" folder.Installing somewhere else is the recommended method because Civ7Map's "mods" folder is the output folder for the maps you create using the tool!l don't use mod manager but this would probably also cause issues Thanks. Hi,Civ7Map is not an actual Civilization VII mod
but an external tool. You do not need to copy it to your Civilization VII "mods" folder Some mods are present in Civ7Map's "mods" output folder in the v0.4 release. Apparently, this creates some issues with the Civilization VII mods manager. To fix the issue, either:Install Civ7Map somewhere other than Civilization VII's "mods" folder
(recommended).Delete the folders in Civ7Map's "mods" folder.Installing somewhere else is the recommended method because Civ7Map's "mods" folder is the output folder for the maps you create using the tool!I don't use mod manager but this would probably also cause issues Thanks. Hi @Benualdo thanks for pointing out! I'm updating the
automated job which fetches mods metadata to avoid trying to install Civ7Map Hi Leo, I haven't used your mod manager so I don't know how it works, but maybe you could have a "tools" folder next to Civ VII's mods folder?This way users that are used to it could still use your mod manager to update tools like Civ7Map, but without the mods conflicts.
Seems to be the right track, can't reach the site. Error msg attached.View attachment 726338Nslookup C:\Users\User>nslookup civmods.comServer: UnKnownAddress: 2001:18c0:ffe0:28::1 Non-authoritative answer:Name: civmods.comAddress: 18.204.152.241Google DNS return "Status": 3 /* NXDOMAIN */, "TC": false, "RD": true, "RA": true, "AD":
true, "CD": false, "Question": [ { "name": ", "type": 1 /* A*/ } 1, "Authority": [ { "name": ".", "type": 6 /* SOA */, "TTL": 86367, "data": "a.root-servers.net. nstld.verisign-grs.com. 2025032200 1800 900 604800 86400" i had a very similar problem caused by my ISP. they have a service called "SecurityEdge" that tries to proxy/quarantine certain sites,
and in my experience all it does is break SSL for indie sites like civmods. i solved it by turning off the "feature" in my ISP account. you might have something similar in your internet service or router. If possible, Id suggest adding a built-in translation feature to this software, similar to browser translation plugins, to automatically translate mod names
and descriptions. This would greatly help users who dont understand English. For example, as someone who only reads Chinese, even if I see a mods name or description in the software, I cant understand what it is. Every time, I have to click to open the mods webpage in a browser and use a translation plugin there to figure it out.This request might
sound ambitious, but I still want to propose it. Implementation shouldnt be too difficultperhaps by integrating Microsofts translation engine directly. If possible, Id suggest adding a built-in translation feature to this software, similar to browser translation plugins, to automatically translate mod names and descriptions. This would greatly help users
who dont understand English. For example, as someone who only reads Chinese, even if I see a mods name or description in the software, I cant understand what it is. Every time, I have to click to open the mods webpage in a browser and use a translation plugin there to figure it out.This request might sound ambitious, but I still want to propose it.
Implementation shouldnt be too difficultperhaps by integrating Microsofts translation engine directly. Hi thanks for the suggestion! Actually we're working on a feature to support localization from mod files and app localization, this would anyway limit the translations only to mod-provided files. We could work on that, but I've got no ETA right now Hi
thanks for the suggestion! Actually we're working on a feature to support localization from mod files and app localization, this would anyway limit the translations only to mod-provided files. We could work on that, but I've got no ETA right now Its great to see this feature in development. However, Id like to point out that the idea of relying solely on
mod authors to provide localized translation files might not be ideal. While translating many mods recently, I noticed a recurring issue: most authors only focus on translating in-game UI text, completely neglecting multilingual support for mod titles and descriptions in the mod manager interface.In fact, when I translated a mods title and description
and asked the author to integrate it, they responded: Im confusedmy mod doesnt modify any text, so why would it need translations? What am I missing? This highlights a key problemyour planned localization system might not work effectively, as most mod authors either ignore or misunderstand the need for translating metadata like titles and
descriptions.Therefore, I strongly recommend integrating external translation engines (e.g., Microsoft Translator) to automatically translate mod titles and descriptions in real time. This would bypass reliance on author-provided files and ensure accessibility for all users.Here are the multilingual translations Ive created for mod titles and descriptions
over the past few days. From firsthand experience, I can tell you that very few mod authors actually provide multilingual support for their mods title and description. If you dont believe me, just pick a few mods, open their configuration files, and check the code yourselfyoull see its true. Last edited: Mar 24, 2025 thank you for your translations,
©@v480615'i'd like to mention that mod authors are limited to the translations that we receive from volunteers. localization is a specialized professional skill that very few of us have. i can translate some text to some languages, but i cannot provide my own translations for my mod names. titles are difficult to translate, very important to get right, and
very embarrassing to get wrong. i don't trust automatic translation to handle names like "Map Trix" and "Resource Re-sorts" so i'm dependent on the volunteer translators for that. unfortunately, even the folks who translate in-game text mostly leave the mod names untouched, probably for the same reasons that i don't translate them myself. my mods
have about 20 total localizations, and only 6 of those translate the mod name (including the 4 that you provided). we just don't have translations to offer.i'm ok with automatic translation of my mod descriptions, but i've seen what Google Translate does to my mod names, and it's embarrassing. i use a lot of wordplay in my names, and the automatic
translators tend to garble the meaning or just give up. Page 5 I agree with @beezany on this, especially for the mod name/title. I'm really not a fan of translating mod names, even by native speakers. For example, when the mod name is translated to, say, Chinese and later translated back to English, it might become a (totally) different name, causing
a lot of confusion about which mod we're talking about. Even more so with several mods having somewhat similar names.However, I can understand your issue here. If I had to navigate a list of mods that were all only in Chinese or Russian, I would get very lost as well. A translation behind or below the original mod name could be helpful, even if it's
embarrassing. CivMods isn't showing the mod description from the modinfo file, but the short description from the CivFanatics page. And CivFanatics is English only. So for this you'd have to rely on automated translations. The mod creators cannot provide this. I think an auto translation feature would be nice, but please leave the original mod name
there, and have a note somewhere that the translation are automatically generated and may be incorrect (and/or embarrassing).Also, and slightly off topic: We need an easier way to bring willing volunteers and mod creators together for more complete localization of more mods. I've seen people providing translations for others mods in languages my
mod still misses, but I'm not just gonna PM them and ask, because I don't want to beg and bother. Posting a thread about it gave me some localizations, but I'm still missing four and it still feels a bit like begging. So for my two other mods, that don't have any text in-game, I just never bothered with localization for the mod description. But that doesn't
feel good either. Last edited: Mar 24, 2025 Its great to see this feature in development. However, Id like to point out that the idea of relying solely on mod authors to provide localized translation files might not be ideal. While translating many mods recently, I noticed a recurring issue: most authors only focus on translating in-game Ul text, completely
neglecting multilingual support for mod titles and descriptions in the mod manager interface.In fact, when I translated a mods title and description and asked the author to integrate it, they responded: Im confusedmy mod doesnt modify any text, so why would it need translations? What am I missing? This highlights a key problemyour planned
localization system might not work effectively, as most mod authors either ignore or misunderstand the need for translating metadata like titles and descriptions.Therefore, I strongly recommend integrating external translation engines (e.g., Microsoft Translator) to automatically translate mod titles and descriptions in real time. This would bypass
reliance on author-provided files and ensure accessibility for all users.Here are the multilingual translations Ive created for mod titles and descriptions over the past few days. From firsthand experience, I can tell you that very few mod authors actually provide multilingual support for their mods title and description. If you dont believe me, just pick a
few mods, open their configuration files, and check the code yourselfyoull see its true. Thanks for the detailed exposition, I'd like to point anyway some potential pitfalls:1. Mod Authors are still the only one with ownership; even if it sounds trivial, we cannot just translate titles automatically without potential backlashes: think about "Leonardfactory's
Policy Yields Previews" which translated in italian by Google translate is "La politica di Leonardfactory fornisce anteprime" which sounds like: "The policy of Leonardfactory gives previews" which is far apart the original meaning. I'd be furious seeing my mod name translated like this 2. Access to translation API is not free, especially since we're in a
custom desktop application: it's not like using it a public website. We'd need to integrate it with the updater job, and keep it under control to avoid going out of the free plan. It's doable, for sure, but it's another task that requires care. If you've got more specific suggestions on hints on this topic, I'd be happy to hear them anyway!Don't take me wrong:
I fully understand your desire, being a) a non-native english speaker (as it should be clear given my english ) b) a passionate translator which loves to localize mods in italian in every game I've played. I just wanted to highlight the issues around the topic which should be considered before taking actionPS: I wrote this post before @beezany reply,
which I fully share. Description translation could be an interesting path to takePPS: And even before @Finwickle one , I love the idea of making it easier to contribute on localization. For another game I had the idea of "Central" localization platform for all the mods, but it's not so easy to setup. I'll try to think about it but Iet's keep the discussion open
since I'm very curious about the community point of view. Thanks for the detailed exposition, I'd like to point anyway some potential pitfalls:1. Mod Authors are still the only one with ownership; even if it sounds trivial, we cannot just translate titles automatically without potential backlashes: think about "Leonardfactory's Policy Yields Previews"
which translated in italian by Google translate is "La politica di Leonardfactory fornisce anteprime" which sounds like: "The policy of Leonardfactory gives previews" which is far apart the original meaning. I'd be furious seeing my mod name translated like this 2. Access to translation API is not free, especially since we're in a custom desktop
application: it's not like using it a public website. We'd need to integrate it with the updater job, and keep it under control to avoid going out of the free plan. It's doable, for sure, but it's another task that requires care. If you've got more specific suggestions on hints on this topic, I'd be happy to hear them anyway!Don't take me wrong: I fully
understand your desire, being a) a non-native english speaker (as it should be clear given my english ) b) a passionate translator which loves to localize mods in italian in every game I've played. I just wanted to highlight the issues around the topic which should be considered before taking actionPS: I wrote this post before @beezany reply, which I
fully share. Description translation could be an interesting path to takePPS: And even before @Finwickle one , I love the idea of making it easier to contribute on localization. For another game I had the idea of "Central" localization platform for all the mods, but it's not so easy to setup. I'll try to think about it but Iet's keep the discussion open since
I'm very curious about the community point of view. If implementing real-time automated translation is challenging, perhaps consider creating an open **"Translation Hub"** to enable community-driven localization. Heres the detailed proposal:User Contribution MechanismCreate a dedicated section on mod pages where users can upload translation
files (e.g., translated mod titles/descriptions and in-game UI text).Author AutonomyMod authors can selectively integrate translations from the Translation Hub into their mods.User Freedom of ChoicePlayers can directly download language packs from the Translation Hub to apply translations themselves. This approach avoids risks like
mistranslations or author concerns about metadata modifications through **"optionality"** and **"community-driven"** features: authors retain control over their mods, while users gain access to crowd-sourced translations.Core Advantages Decentralized CollaborationTranslators can work without relying on mod authors. Quality ControlAuthors or
trusted users can curate high-quality translations. ScalabilitySupports multilingual expansion without burdening creators.This system would effectively complement existing localization solutions, addressing the current reality that most mods lack multilingual metadata. (Many mods dont even have a "Discussion" section, making it impossible to
upload localized files for authors to see.) thank you for your translations, @v480615!i'd like to mention that mod authors are limited to the translations that we receive from volunteers. localization is a specialized professional skill that very few of us have. i can translate some text to some languages, but i cannot provide my own translations for my
mod names. titles are difficult to translate, very important to get right, and very embarrassing to get wrong. i don't trust automatic translation to handle names like "Map Trix" and "Resource Re-sorts" so i'm dependent on the volunteer translators for that. unfortunately, even the folks who translate in-game text mostly leave the mod names untouched,
probably for the same reasons that i don't translate them myself. my mods have about 20 total localizations, and only 6 of those translate the mod name (including the 4 that you provided). we just don't have translations to offer.i'm ok with automatic translation of my mod descriptions, but i've seen what Google Translate does to my mod names, and
it's embarrassing. i use a lot of wordplay in my names, and the automatic translators tend to garble the meaning or just give up. When installing mods in the past, I often struggled with foreign-language mod names and descriptions in the mod manager interface. Even if I translated their functions on the webpage before downloading, Id quickly forget
and end up confused in the mod manager later (forgive my poor memory). Localizing mod names and descriptions into multiple languages would solve this issue. For local users, translated names are far more recognizable than incomprehensible foreign text. Even if the translation isnt perfectly accurate, it still captures the essence of the mod, helping
users roughly understand its purpose. Additionally, if a translated name is too brief or unclear, the mods descriptionwhen auto-translatedcan provide context. Minor translation errors wont hinder overall comprehension. However, this might not matter anymore. As "leonardify" mentioned, automated translation APIs arent free, so this feature might be
fundamentally unfeasible. I cant expect a passion-driven project to shoulder extra costs for such a feature.Thus, I proposed an alternative idea: Add a "Translation Hub" to each mods page. For specifics, please refer to my earlier message above. I agree with @beezany on this, especially for the mod name/title. I'm really not a fan of translating mod
names, even by native speakers. For example, when the mod name is translated to, say, Chinese and later translated back to English, it might become a (totally) different name, causing a lot of confusion about which mod we're talking about. Even more so with several mods having somewhat similar names.However, I can understand your issue here.
If T had to navigate a list of mods that were all only in Chinese or Russian, I would get very lost as well. A translation behind or below the original mod name could be helpful, even if it's embarrassing. CivMods isn't showing the mod description from the modinfo file, but the short description from the CivFanatics page. And CivFanatics is English only.
So for this you'd have to rely on automated translations. The mod creators cannot provide this. I think an auto translation feature would be nice, but please leave the original mod name there, and have a note somewhere that the translation are automatically generated and may be incorrect (and/or embarrassing).Also, and slightly off topic: We need an
easier way to bring willing volunteers and mod creators together for more complete localization of more mods. I've seen people providing translations for others mods in languages my mod still misses, but I'm not just gonna PM them and ask, because I don't want to beg and bother. Posting a thread about it gave me some localizations, but I'm still
missing four and it still feels a bit like begging. So for my two other mods, that don't have any text in-game, I just never bothered with localization for the mod description. But that doesn't feel good either. Im glad we share the same frustrations (the confusion when browsing foreign-language mod lists) and agree on the need for multilingual
localization support. Adding a 'Translation Hub' section to mod pages sounds like an excellent idea. For specifics, please refer to my earlier replies to @leonardify in the previous messages above. Im glad we share the same frustrations (the confusion when browsing foreign-language mod lists) and agree on the need for multilingual localization
support. Adding a 'Translation Hub' section to mod pages sounds like an excellent idea. For specifics, please refer to my earlier replies to @leonardify in the previous messages above. yes, i sympathize too. i'm really happy when i can offer a good translation of my mod names. unfortunately, i rarely have access to usable translations for my mod titles,
and there are only a couple of languages where i can reasonably provide my own. Thanks for the program. I tried to review the discussion quickly but couldn't find a request for the portable version. Is it possible to use it without installation? I would also like to request a feature that matches the mods installed locally to their CivFanatics page, so I
know when to update them manually. See "Craimasjien's Mod Pack - Religion Lens, Ul fixes and more to come!" Let me just say (again probably) that I really, really love the profiles! I've been doing a lot of testing with different mods lately, and duplicating the empty profile I made, click the install for a mod and starting the game makes it so much
easier/faster than all the manual copying and downloading and keeping track.I've totally given up my control freakiness (well, on this specific aspect of life ) and use CivMods now as much as possible. I no longer care about folder names and such, CivMods can deal with it. So thanks again for making this! I want to point out how extremely helpful
profiles were after the patch. Other mods were breaking, and I needed a fast way to just get rid of them all to work on the mod work i had to do after the patch.Profiles enabled that with a breeze. Thank you for this. Being able to switch between developing and playing profile is amazing. I'm trying to figure out why one of my mods must be install
manually. Any recommendations? Maybe it needs the "Civ 7" tag? (I just realized just putting the raw link is best...) Thank you @notque and @Finwickle for the inspiring words! Furthermore you remembered me I need to add a Create empty profile, which I completely forgot!@The goggles do nothing thank you for posting here, I wanted to reach you
but I havent got the time yet. The issue is with one file, a gameffect xml one, which has a character in its name and its breaking the parsing. I should really work on that, but in the meantime if you could just rename it removing the umlaut using an u it should work directlyIf you want you can join the discord where there is a #mods-feed channel with
the detailed errors If you're not actually in dark mode in windows then your title bar shows up as windows standard grey. I generally set individual apps to dark more rather than windows itself. My thoughts on translations is a separate app that makes it easy to do translations. Even as a monolingual modder I would appreciate something that makes
creating the English version easier. It seems a repository for sharing translations is best done by CivFantics. Particularly considering the volume of downloads you could potentially get. The only thing I see this app doing is managing a local store for the users translations and merging/replacing it with the mods translations on install. It seems you
would have there's just no translations in the mod, there's missing translations or there's bad translations. What I mean by no translations is it implemented localization, but there's no translation file for a particular language. With missing translations, particular strings, you can just merge. With bad translations you want to replace. As a monolingual
modder I don't put anything out there but English. With some it seems they put all 10 out there, but they're all in one language. I assume the reason for that is it makes it easy for someone to translate, just type over the string. That would qualify as bad translations. Missing isn't LOC HELLO WORLD, i.e. modder error, is appearing in game, but
rather it's in some languages but not others. So an app that makes doing translations easier. CivFanatics support for user created translations for a mod. This mod handling merge/replace. Considering how localizations apply across a lot of apps perhaps there's already an app for that. The thought is that if CivFantics handles the repository then you
get all the download counts, ratings and such of a regular mod. It seems as a modder you have to consider how much you trust someone providing you a translation. If it has lots of downloads and good ratings then it's either a safe translation or lots of people are having a laugh. It seems CivFantics could put in a disclaimer that by uploading this you
are authorizing it being integrated into the mod. If nothing else it, at least, it gives you someone to contact and ask. I would imagine it would benefit CivFanatics to provide such support since it would seem to greatly expand their user base. City Hall is a great mod and I could see struggling through if it were only in a Romantic or Germanic language I
don't know, but a logographic language just wouldn't be worth it to me. It seems with this app all that's really appropriate is applying it.An editor for ModInfo might be nice. You seem to be in the ModInfo files already. Separately maybe standardize a config file. Like UserOptions.txt but javascript instead. Just stick it in an editor and let the user
modify it, just verify it parses correctly and executes without throwing errors. If it were config.js then a config.html could provide a more user friendly option for configuration if present. Just popping up an editor or HTML viewer doesn't seem like it would take much. It could look really impressive if people create HTML editors for it though. It would
be nice if there was a "create empty profile" option. Not a high priority but would be helpful when moding. I'm wondering why my mod is showing version unknown Is it possible to add "last update" date alongside where "downloaded" and "ratting" are. At the moment it is couple of clicks if you want to see when mod was updated. Page 6 I'm not sure
about this; for now anyway I've fixed it manually so it should show correctly now The only thing I could think of was I put V0.0.1 on the resource it to CivFanatics when I uploaded it while modinfo had 0.0.1 so I changed the resource listing on CivFanatic. That was after I installled CivMods since that's what made me notice the difference. The only
thing I could think of was I put V0.0.1 on the resource it to CivFanatics when I uploaded it while modinfo had 0.0.1 so I changed the resource listing on CivFanatic. That was after I installled CivMods since that's what made me notice the difference. This is the reason so, I dont reprocess resources after the first time, glad we worked it out Hil run on
Linux Mint 22.0 but I'm unable to get the appimage to load/start/install.Perhaps I'm just not skilled enough, but could someone guide me what way I have to go to use this?Be aware my Mint is set up for Danish language, so I might have some issues to enterpid what program/folder/widget to use from English namesThx in advance. Hil run on Linux
Mint 22.0 but I'm unable to get the appimage to load/start/install.Perhaps I'm just not skilled enough, but could someone guide me what way I have to go to use this?Be aware my Mint is set up for Danish language, so I might have some issues to enterpid what program/folder/widget to use from English namesThx in advance. Could you try running it
with: WEBKIT DISABLE DMABUF RENDERER=1 ./CivMods 0.8.1 amd64.ApplmageorWEBKIT DISABLE COMPOSITING MODE=1 ./CivMods 0.8.1 amd64.Applmage Could you try running it with: WEBKIT DISABLE DMABUF RENDERER=1 ./CivMods 0.8.1 amd64.ApplmageorWEBKIT DISABLE COMPOSITING MODE=1
./CivMods 0.8.1 amd64.AppIlmage That you have to specify a bit more.l know about, but is no expert in using Terminal.I believe the biggest issue is where to place the file, and what program to use it with. That you have to specify a bit more.I know about, but is no expert in using Terminal.I believe the biggest issue is where to place the file, and what
program to use it with. You should just:1. Download the linux build (.AppImage file) from the official download page2. Open your terminal in the folder you downloaded the AppImage executable (e.g. cd ~/Downloads)3. Run the command above directly writing it in the terminal You should just:1. Download the linux build (.AppImage file) from the
official download page2. Open your terminal in the folder you downloaded the AppImage executable (e.g. cd ~/Downloads)3. Run the command above directly writing it in the terminal Have tried both codes running them as sudo, but "access denied" (without sudo) or "Command not found" as a result (with sudo)Edit: The solution where due to not
giving the appimage permition to be run as a program (right click, Properties, Permissions, set tick to alow for executing the file) Last edited: Apr 12, 2025 Please add a toggle to activate and deactivate mods easily (e.g. like modrinth) Resource Page: Hi everybody!I've released a new Civ7 Mods Manager, CivMods, here on CivFanatics.I'm driven by
the fact that we don't have Steam Workshop right now, and mods installation is an issue for new players, while mod updates are a pain even for experienced players. Right now the app seems to be solid enough, I've got different reports from Windows installations, macOS, and different Mods folder position.I've had a very nice feedback by
@haruleekim , kudos! As I've said already in the reply, I'd be glad to work with you. I'm setting up a GitHub Project to track all the features I'd like to add and/or have been suggested.The companion website civmods.com, is mainly thought as an entry point for a feature I propose to adopt to modders: an "Install with CivMods" button to simplify
players User Experience.The link, which can be generated starting from your mod page url here: would appear like that: When the user navigate to the url, there two possibilities:1. The user already has CivMods installed; in that case the app will open (through the Deep Link OS mechanism) asking the players directly to install itView attachment
725402 2. The user hasn't CivMods installed; in that case the website "detects" the issue and will act as a gateway to prompt & guide the user to install CivModsView attachment 7254031I'd like some feedback from modders here, while anyway there are a lot of things which can be added and I can't wait to work on them Beautifully done! So seamless
to use and the list of available mods are just a tab away, with a search ability.Bravo! Hi Just wondering if I'm the only one getting this message/error in CIVMOD today: Hi Just wondering if I'm the only one getting this message/error in CIVMOD today:View attachment 734144 Me too, i have the same problem. This error just show up today. Is there
any update that we don't know from Mod Manager? and is this related to today's news? that Civ 7 will have Steam Workshop Support. Just curious though. i am also getting that same error i have uninstalled and reinstalled, as well as removed all mods and still getting the same error Same error showed up on my screen, but only late this afternoon
about 5 hours ago - first session right after 1200 hours (PST) didn't show it. "We have met the enemy, and He is Us" - P. Possum"A weapon is offensive or defensive,depending on which end is pointing at You."- Aristide Brand (attributed) 1930 Page 7 i am also getting that same error I'm getting the "Failed to fetch mods" error too...just sitting tight
and hoping someone addresses it Just download direct from here until it's either fixed or Steam Worshop is added next week, whichever comes first. I'm having the same "Failed to Fetch Mods" error, even after re-installing. Also, at the moment, it seems that the download site civmods.com is down. Hi guys! Sorry for the issue, I forgot to enable auto
renewal for SSL certificates. That said, everything should be working fine now Yep, app is working again, and your website is online. Thanks for a great app!!! As of this this afternoon, the CivMods app says all installed apps are "not available in mod repository", and it will not show any Available Mods exept for the ones already installed. It worked
fine a few hours ago. I tried uninstalling and re-installing, but the behavior did not change. Same here. "Dnya'nn btn hatunlar bir araya gelip haykrrsa, benim fsltm bile bastramazlar! Dnya'y ben yneteceim." -Rahmetli Hrrem Sultan (Muhteem Yzyl) It's giving me the same message in CivMods, but I just started a new game (test) and the Options from
my loaded Mods are still showing and the UI changes from the Mods are also working as usual in the game.Is a puzzlement . . . "We have met the enemy, and He is Us" - P. Possum"A weapon is offensive or defensive,depending on which end is pointing at You."- Aristide Brand (attributed) 1930 Is not working, what happened?? Since it a common
problem, I will assume it will be resolved soon. I tried changing the mods folder, then changing it back, but that made no difference. I think we just have to wait. Glad to see it was not just me. It is not impacting gameplay, but I cannot look at new mods. CivMods makes it easier to keep track of updates. I hope it returns. I know the workshop is
coming, but I suspect it will be a while before it is all up and running smoothly. I don't know how or why, but CivMods is displaying properly again for me this morning. Yep. Last night around 7 pm, last time I checked, wasn't allowing access to any Mods, this morning at approximately 8 am, working fine.It will be interesting to see what happens to all
the Mods when the new Patch/Upgrade drops next week - anybody want to place bets on what we will have access to? "We have met the enemy, and He is Us" - P. Possum"A weapon is offensive or defensive,depending on which end is pointing at You."- Aristide Brand (attributed) 1930 Yep. Last night around 7 pm, last time I checked, wasn't allowing
access to any Mods, this morning at approximately 8 am, working fine.It will be interesting to see what happens to all the Mods when the new Patch/Upgrade drops next week - anybody want to place bets on what we will have access to? I try to stick to using only UI mods and only by a creator that updates within several days of a patch if needed, that
being said out of the 20 or so i currently use i wouldn't be surprised if about 25% of them need to be patched after this next big update. Last edited: Jun 20, 2025 New map sizes, Continents++ script and TSL Greatest Earth Map Playable: Add Massive (128x80) map size (use preferably with the new Continents++ script or the Random Continents
mod)Add Greatest Earth Map by djvandyke with TSL (random elevation and rivers)Add Continents++ Map script (edited version of Continent Plus, less blocky and scale better with map sizes) Experimental: Add Giant (180x94) and Ludicrous (230x116) map sizes (for testing only, graphical glitch)Add Giant Earth Map... Gedemon Updated: Tuesday at
2:39 PM 4.56 star(s) So, in all the games I have played so far, some Civs have felt strong but none have felt totally broken. Now, I am not a min-maxer or very good at Civ in general, so I may very well just be playing multiple Civ/Leader combinations badly. But on games where I am doing well on quick to online speed I normally expect to peak at little
over 100 science or culture per turn.I had a friend send me yesterday a screenshot of Himiko as the Maya. They had nearly 300 science per turn, in the antiquities... Literally than the four other players combined. Maybe there is some equally broken combinations they could have played or they could have just played better. But is there any Civ/Leader
combos that may need tweaking? Is there any that seem super strong to you all? Ive never played Deity before. Lafayette + Rome helped me get 2/4 Legacies on Deity in Antiquity, wipe out KoK Xerxes Persia, and my Legati got to level 6-9.1 saved the game on T1 Exploration and am now scared of what to do next. - Trung Trac + Rome: free first
settelement. Rome naturally leads to Spain, also perfect.- Trung Trac + Persia: free 4 promotions for the first Commander (may lead to a commendation if you want it). Persia leads to Mongolia, great warring civ in Exp.- Lafayette + Rome: Legion can receive a maximum of 12 extra CS.- Confucius + Khmer: Khmer has a really busted civic related to
specialists, wonderful with Confucius.- Hatshepsut + Egypt: wonder building machine if you are lucky with navigable river spawn.- Catherine + Maya/Han: science machine, and if you're lucky with Camels => Abbasid.Just a few obvious ones. I think it impossible to balance with free choice between civs and leaders.Ever played civ IV with free-
leaders? It through balance out of the window, but it was fun nevertheless.Choices create meta. And there will be stronger options and weaker ones. And its fine. You can powerplay as a newcomer and get extra challenge later on when you are experienced.Many games (like fighting games) rate the choices player makes with ratings (stars or such).
That would be cool. If you pick strong combo, game would suggest by rating how easy the game would be. Maybe community rated even or something.Would help the player to fine tune the difficulty ahead. Trung Trac + Maya: both synenergize very well due to having benefits from vegetated terrain and having a double start bias. Mayans with their
scouts should also be at war ideallyConfucius + Hawaii: busted for culture generations and rapidly growing your distant cities on the islands. Confucius probably also doesn't hurt with Mayans although that early on you won't get to use the specialist ability yet. Desired natural wonders for civ 7: Erta Ale, Ha Long Bay, Krakatoa, Pamukkale, Mount
Fuji, Mount Roraima, Lake Titicaca, Lake Baikal, SocotraSuggested volcanic natural wonders: Hekla, Mount Fuji, Sakurajima, Krakatoa, Popocatepetl, Etna, Mount Erebus, Mount Yasur, Erta Ale, Nyirangongo, Taal volcano, Cotopaxi, Mayon, Chimborazo, KilaueaDesired civs for Civ 7: Gauls, Goths, Sassanids, Iceland, Vietnam, Bulgaria, Nepal,
Romania, Ethiopia, Madagascar, Burma, Vietnam, Tlingit, Navajo, Ojibwe, Cherokee, Taino, Muisca, Mapuche, Cuba, Haiti, Argentina, Ireland, Belgium, Netherlands, Portugal, Kilwa, Angola, Benin, Mali, Ghana, Brazil, Aztecs, Tonga, Maori, Phillipines, Vijayanagar, Babylon, Arawak, Inuits, Armenia, Georgia, Poland, Hungary, earlier Japan
civilisations, Korea, Ainu or something SiberianDesired leaders for Civ 7: Che Guevara, Anacoana, Tamerlane, Leonardo Da Vinci, Giuseppe Garibaldi, Ana Nzinga, Hannibal, Leif Erikson, Antiochus III, more east Asian leaders - Trung Trac + Rome: free first settelement. Rome naturally leads to Spain, also perfect.- Trung Trac + Persia: free 4
promotions for the first Commander (may lead to a commendation if you want it). Persia leads to Mongolia, great warring civ in Exp.- Lafayette + Rome: Legion can receive a maximum of 12 extra CS.- Confucius + Khmer: Khmer has a really busted civic related to specialists, wonderful with Confucius.- Hatshepsut + Egypt: wonder building machine if



you are lucky with navigable river spawn.- Catherine + Maya/Han: science machine, and if you're lucky with Camels => Abbasid.Just a few obvious ones. Trung Trac + Maya: both synenergize very well due to having benefits from vegetated terrain and having a double start bias. Mayans with their scouts should also be at war ideallyConfucius +
Hawaii: busted for culture generations and rapidly growing your distant cities on the islands. Confucius probably also doesn't hurt with Mayans although that early on you won't get to use the specialist ability yet. All of them are good, but I don't see anything overpowered. I think it'll take a little bit of playing before we know for sure which ones. I'm
sure some will be though. In my early access, I really liked Aksum + Xerxes (Not Warmongerer). Being able to get additional culture on the Hawilts helps make them competitive, and his trade route bonuses theme really well with them. I feel like hes one of the best starts with the Aksumites if you want to go into an Abbasid run too, since he gets a
desert start bias. Now, Ive shifted to playing caesar with everything. Getting those gold buyouts is so synergistic its really incredible.I dont know if Im a fan of Confucius. His ability is such a generic boon, and it screams wasted potential Tecumseh & Greece gives you a shedload of influence to spend on city states, and you can double (or triple!) dip on
+strength for number of suzerains. The best I've hit is +15: so if you want to stab people with Hoplites this combo is very capable of doing so! All of them are good, but I don't see anything overpowered. I don't know friend, but the TT synergy with Rome and Persia is pretty insane. Considering how wars are built around Commanders, able to have
your first Commander with a Commendation is nuts. With the Order commendation, Persian infantry attacks at +10 (civ ability + commendation + promotion) straight out of the gate, +15 for infantry and cavalry if they are at full health. With Gate of All Nations, war is just too easy.TT with Rome is a bit weaker, but a free Settler is a free Settler.
Especially when you get it before anyone else (people have to wait till Pop 5 to be able to train Settlers). Last edited: Feb 11, 2025 I don't know friend, but the TT synergy with Rome and Persia is pretty insane. Considering how wars are built around Commanders, able to have your first Commander with a Commendation is nuts. With the Order
commendation, Persian infantry attacks at +11 (civ ability + commendation + promotion) straight out of the gate. With Gate of All Nations, war is just too easy.TT with Rome is a bit weaker, but a free Settler is a free Settler. Especially when you get it before anyone else (people have to wait till Pop 5 to be able to train Settlers). Well, military paths
are stronger since Civ5, because in tactical combat Al can't compete with humans. So, piling up military and stomping everyone is probably still the best. But I don't see as some ultimate combo. TT+Rome is one free settler, which is ok, but not something too cool. It's not necessarily OP, but Tubman + Prussia has been really fun for me so far. I spam
espionage activity on the opposing civs, which annoys them to the point that they'll eventually fall into bad relationships with me and declare war on me. So basically the entire rest of the world gets mad at me, but I also get to enjoy a lot of war support and bonus combat strength b/c of that. It's not necessarily OP, but Tubman + Prussia has been
really fun for me so far. I spam espionage activity on the opposing civs, which annoys them to the point that they'll eventually fall into bad relationships with me and declare war on me. So basically the entire rest of the world gets mad at me, but I also get to enjoy a lot of war support and bonus combat strength b/c of that. I think Prussia is naturally
pretty strong. Everyone just hates me for no good reason comes Modern age anyway, I don't even have to do anything to be hated. Another strong combination and again with the MayansMayans + Harriet Tubman Mayans for their scouts that can fightlbn Battuta 5 memento +1 Movement and Sight for Scouts, Merchants, and SettlersFoundation 7
memento +3 Sight instead of +1 for Scout's Search & Lookout abilities.beeline the civic for the general policy scard to give scout more movement & vision (and choose culture from narrative events or goodie huts to get this earlier)Harriet Tubman leader ability - Units ignore movement penalties from Vegetation.Both have a start bias towards
vegetation with Mayans also a tropical one.Lords of Xibalba adds stealth to your scout and adds the bleed policy card: +3 combat strength towards wounded unitsThe discipline civic gives honor policy, granting combat strength to independent powers (so you research the 2 earliest available civics)Harriet Tubman as a military focused leader will give
you a chance towards military attribute points via narrative events which you can spend to get +5 combat strength towards independent states as well Definitely want to try this one out. The combat strength to independent powers is not vital though if you don't feel you need that. EDIT: I do not want balance tweaks, so maybe i shouldn't have posted
it. I also haven't tried it out yet, so it might disappoint. This is just theorycrafting.If you haven't levelled Battuta to 5, Battuta + Mayans do most of this very well too, you just don't have Harriet Tubmans leader ability to ignore movement in vegetated terrain, but it makes combat with these scouts just even better by adding more maneuver. Last edited:
Feb 11, 2025 Desired natural wonders for civ 7: Erta Ale, Ha Long Bay, Krakatoa, Pamukkale, Mount Fuji, Mount Roraima, Lake Titicaca, Lake Baikal, SocotraSuggested volcanic natural wonders: Hekla, Mount Fuji, Sakurajima, Krakatoa, Popocatepetl, Etna, Mount Erebus, Mount Yasur, Erta Ale, Nyirangongo, Taal volcano, Cotopaxi, Mayon,
Chimborazo, KilaueaDesired civs for Civ 7: Gauls, Goths, Sassanids, Iceland, Vietnam, Bulgaria, Nepal, Romania, Ethiopia, Madagascar, Burma, Vietnam, Tlingit, Navajo, Ojibwe, Cherokee, Taino, Muisca, Mapuche, Cuba, Haiti, Argentina, Ireland, Belgium, Netherlands, Portugal, Kilwa, Angola, Benin, Mali, Ghana, Brazil, Aztecs, Tonga, Maori,
Phillipines, Vijayanagar, Babylon, Arawak, Inuits, Armenia, Georgia, Poland, Hungary, earlier Japan civilisations, Korea, Ainu or something SiberianDesired leaders for Civ 7: Che Guevara, Anacoana, Tamerlane, Leonardo Da Vinci, Giuseppe Garibaldi, Ana Nzinga, Hannibal, Leif Erikson, Antiochus III, more east Asian leaders Supposedly they fixed the
Confucius-Khmer +Memento = infinite growth.... but if they only did it by capping, then Confucius-Khmer is still Overpowered for a mega Capital. I don't know that I've seen anything OP/needing tweaking, but Himiko Queen of Wa + Greece gets kinda hilarious in terms of gobbling up suzerainities and spiking up your total yield numbers. At least in
my experience, the Al is constantly proposing endeavors to you, so being able to support them for nothing gets you a lot of free Gold/Science/Culture/Happiness/Combat Strength, leaving your influence open to befriend independents like wild as you meet them and then propose "Friend of Wei" to whomever allies with you. If you keep picking the
Suzerain bonus that gives a +5% to whichever yield (or trade route length, as that's a pain in Antiquity, I've found), your numbers across the board can get pretty bonkers, not just Science (though that will probably be the highest.) For momentos, I like to take the free Diplo Attribute point (to get to the cheaper "Befriend Independent" sooner) and
whichecver one gives you the extra Social Policy to start, but those might not be optimized. Not tried any mementos just yet. But just finished a game going Chola into Meiji, the Chola tradition of lower naval maintenance and UB reducing naval production pairs nicely with Meiji's Supreme War Council and the tradition where you gain science for
building naval units. Beeline the Mikasa and once you build the first one and have it get destroyed to be respawned you get the choice of another 15% production bonus towards it - then you just zerg rush others with never ending streams of Mikasa and go for a military victory by nabbing lots of coastal settlements. Have to say the aircraft mechanics
in civ vii are pretty fun - squadron commanders being able to parachute infantry, drop heals and rebase quickly make modern war quite fun - but one sided as usual. (Public) Forum for Rise of Mankind: A New Dawn midmod. Threads 1.9K Messages 58.8K (Public) Development forum for Civ4 Fall from Heaven modpack. Threads 10.6K Messages 320K
(Public) Development forum for Pie's Ancient Europe mod (Public) Development forum for Rhye's and Fall of Civilization. Threads 6K Messages 267.9K (Public) Development forum for Realism Invictus (was Total Realism) modpack. Threads 653 Messages 7.5K (Public) Development forum for The Ancient Mediterranean MOD (for Civ4). Threads 174
Messages 3.2K (Public) Development forum for CIV Gold modpack for Civ4. Threads 113 Messages 2.8K (Public) Forum for the Better Al project for Civ4. Threads 386 Messages 6.7K (Public) Development forum for the World War II 1939 Mod. (Public) Development forum for the Planetfall mod for Civ4. Threads 213 Messages 6.5K (Public)
Development forum for the Revolution Modpack. Threads 229 Messages 3.3K (Public) Forum for Dale's Road to War scenario that's included in Civ4 BTS. Threads 291 Messages 5.5K (Public) Forum for Civ4 BTS Unaltered Gameplay Project. Threads 839 Messages 20.4K (Public) Development forum for BtS: Rise of Mankind modpack. Threads 1.4K
Messages 32K Forum for the Caveman 2 Cosmos modpack Threads 3.9K Messages 228K (Public) Forum for dacubz145's Travel Through Time mod for Civ4 (Public) Forum for Karadoc's K-Mod Civ4 (Public) Development forum for World of Civilization project for Civ4d BTS. (Public) Development forum for the Total War Mod for Civ4. (Public)
Development forum for Giant Earth Map Mod for Civ4. Threads 138 Messages 2.8K (Public) Project forum for the unofficial Civ4 patches, such as those by Solver and Bhruic. (Public) Development forum for Fury Road modpack for Civ4. (Public) Development forum for the Community Civ V (CCV) project. (Public) Development forum for the Star Trek
Mod for Civ4 BTS. Threads 172 Messages 2.3K (Public) Development forum for the The History of Three Kingdoms mod for Civ4. (Public) Development forum for MOO2Civ. (Public) Development forum for Dune Wars modpack. (Public) Development forum for Legends of Revolution for Civ4. Threads 223 Messages 3.8K (Public) Development forum for
Civ4 Diplomacy II mod. (Public) Development forum for Final Frontier Plus, which is a modmod of Jon Shafer's Final Frontier (included with BTS). (Public) Development forum for MongooseMod. (Public) Development forum for Fairy Tale modpack for Civ4. Forum for the Civ4 History re-written mod for both Windows & Mac versions of Civ4 Threads
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