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Introduction.





This is my second scenario. The first was called “Atolon”. Someone told me that this was the same as “Soapscum”, a scenario from FomaNoMore. Yes, there are similarities, even a leader name is the same name. Before posting it, I made some minor changes and this name was in my mind. Sorry. I created my scenario slightly based in Soapscum, but it wasn’t my intention to plagiarize. This mistake has been fixed in Atolon version 1.01.  OK, let’s go.





First of all, you should backup the following files, currently located in your CIV2 directory: rules.txt, city.txt and units.gif. These files have been modified in order to play this scenario. Unzip the scenario file zeus.zip into the CIV2 directory, and move the files custom*.wav to the sound directory. These three sound files are the customizable sounds for the extra units coming with the scenario.





The game has been set to play at the King level, but if you are man (or woman) enough, try the Deity. This is a God scenario (he he he!)





Races.





The Cholera of Zeus is a world inhabited by seven civilizations:





	 * OLYMPO: It’s the city of Zeus, the God of the Right Men and the Goody-goodies. The malevolent power of HADES avoids these powerful city spreading around the world. Olympian knowledge is vast, including Mythology, Angel and Devil Summoning. The Universal Benediction Wonder allows Zeus to give their “Blessing” to their enemies (or sometimes friends, to see if their Faith is true). You may escape, but it’s a hard work. Play this is something like cheating.





	 * HADES: It’s the home of Mephisto, governor of the Hideous. He’s imprisoned by the almighty magic of Zeus. His servants, The Followers and The Believers, might rescue him…, maybe. His “Blessing” may reached every corner in the world, to support their follower. It’s almost as powerful as Zeus and also may escape, but it’s a even harder task. You were warned.





	* Right Men: This is the chosen civilization for scoring purpose. This and their ally, the Goody-goodies, share the belief in the Almighty Zeus. Both are fundamentalist and will not stop until the followers of Mephisto disappear from this world. Zeus aid them with 15 “angels”.





	* Goody-goodies: Good men, allies of the Right Men. Weaker than them. They have 15 “angels” too.





	* The Believers: A race of warriors, they believe in the Malign Mephisto. The Followers are their allies. Both are also fundamentalist, and strongly hate Zeus and their servants. Mephisto send them 15 devils to destroy their rivals.





	* The Followers: Their faith in Mephisto allows them 15 devils. They are waker than The Believers.





	* Cowards: While the rest of races are fighting, they are greatly afraid to be wiped out. They built The Way Out Wonder, to escape from the massacre. Republican government. You may win…, if you’re suicide enough to play them. If the computer takes them and gets ahead in building the craft, the scenario it’s over, so don’t hesitate and kill them without delay. The Great Wall that these guys built is a stop in order to attack them.





New units,  graphics and sounds.





Zeus : A land unit. As God,  he has these numbers: 20/20/1. Difficult to smash him, but not impossible. Very expensive to build.


Angel : It’s a kind of superfanatic. Numbers are 5/5/2.


Devil : The opposite of the Angel, but the same numbers. It needs the Necronomicon book to be alive.


Blessing: Something special: 99/0/40


4.  New rules and cities names.





I have modified some parameters in the rules.txt file:





The ruler and civilization names


The user defined technologies (Mythology, which allows Angel and Devil Summoning). I have chaged the odd Plumbing tech by the Necronomicon.


I have made the “Blessing” unit reach the range movement of 40, maybe the maximum allowed.


The supermonster cities are created by changing some numbers. The 127 is the max population in the CIV2 (Cheating, of course.. My best score was 34 or 36).





I have also changed the names of the civilization cities to adjust their temperament and mood, in a funny way (at least that was my idea). Of course, none civilization has nothing to do with real ones.





5.  Scenario rules.





The science paradigma is set to 70  (terribly slow), so don’t waste your time researching new techs. Starting year : 1000 AD. Final year : 1745 AD. This is a total war scenario. If any race build the divinecraft, the scenario it’s over. Don’t allow that!





6.  Victory and defeat.





If you get 15 you obtain a major victory. If 14, a minor victory. Between 10 to 13, a minor defeat,  and less than than a major defeat. Objectives are the capitol cities and all the Coward cities at the start (9).





7.  Author.





Visit my web page dedicated to CIV2:                   http://www.ct.es/USERS/ale
