COTM5 Turn Log

Going for an Ancient Age Conquest

Inca (Pottery, Masonry)

Goal

Early AD conquest (a first for me)

PreGame Thoughts

Exploration/Contact

Since Conquest level is getting an extra scout as their bonus, I am guessing that there are huts around somewhere, so I will definitely build a scout or two. I am not too concerned about making contact “too early,” as in an Always War game, so I will venture out in search of huts. I will try to meet two or three civs so that I can bring them into a war when I declare on someone. After that, I will not purposefully try to meet anyone until I have eliminated an opponent or two.

Military

I will probably build a few archers and warriors to wage an ultra early war. Hopefully, this will net me a few elite troops and a tech. If I’m lucky, maybe even an army that will DEFINITELY build the Heroic epic. 

I expect 3/4 of my army to be comprised of horsemen. The others will be a mix of cats and swords. I think the cats and swords are going to be necessary at some point. Hilltop cities and capitols can be tough, especially if Hoplites or Numidian Mercs are defending them. 

If ivory is in any way within my reach, I will obviously want the SoZ.

Armies

I will be trying to maximize my leader chances at every opportunity. That means declaring war a few turns before I reach an enemy’s borders, so that his offensive troops leave his cities. Much better to attack in the open. If I find an opponent that is consistently producing regular spears and archers, I may even give him some money to build a few more troops. That way I will get more leader opportunities. I doubt the timeframe of this game will allow for such a strategy though.

Research

I only intend to trade out Masonry if I can get something on the Philosophy path or Monarchy path for it. Preferably, I would like to get both Alphabet and CB. Initial research will probably be TW, but that will depend on our opponents. If my scout sees a hut on his first few moves, I may switch research to CB, to try to net a more expensive tech when popping a hut. 

I really only need eight techs: TW, WC, HR, Math, CB, Myst, Poly and Monarchy and Math. I expect that Ivory is likely very far away. Could going the Republic/MM route pay off? If it was far but within my range, I could claim it with a settler and rush a harbor to connect it. That could get me ancient cavalry. Not too sure about that possibility.

I will definitely be able to trade for alphabet, and that puts me only one tech away from Phil. I think that means I should go for it, because it will be nice to deny the AI that free tech. Hopefully I can pop Myst from a hut and get Poly researched before getting Philosophy, but only time will tell. 

I want to avoid Horseback Riding at all costs until I have some chariots built. There will be little enough to spend money on this game.

It could be a good idea to go the Philosophy route just to keep the AI from getting the free tech. 

Ideal tech route: start research on CB. Pop TW from a hut. Trade Mas for Alph and WC. Research writing. Pop Myst from a hut. Trade Myst for Math. Research or trade for Poly. Research Phil. Get Monarchy for free tech. 

Governments

Monarchy would allow me more units. I also would have no WW, so I think that is the way to go. My wars will likely be long ones. 

QSC Timeline

4000 BC, turn 0


F10:

Romans: Alph, WC

Greeks: BW, Alph

Indians: Alph, CB

Aztecs: WC, Pot

Celts: Pot, CB

Carthaginians: Alph, Mas

Japanese: TW, CB

Well, that is three civs with the worst UU possible for this variant, 2 more civs with AA UUs, and two civs with early knight replacements: very good knight replacements (for the AI). Not good. Not good at all.

I blow up a screen capture of the start, but I can’t see a trace of a cow or anything else. My worker moves NE and spots a wheat where the cow was predicted to be. I guess that is ok too! I found Cuzco on the start and start a Chasqui. I will leave my citizen on the forest for two turns to get the Chasqui on turn 6. That will delay growth by a turn, but will give me 5 extra shields for my next build. Research is on TW at max. My scout moves S, S. He will do a quick ring around Cuzco to see what kind of sites I have for my next few cities, then he will head off to meet some people and hopefully find some huts.

3950 BC, turn 1
Worker starts road. Scout SE, S. 

3900 BC, turn 2
Scout E, E to what appears to be our east coast. Switch citizen to the BG. 

3850 BC, turn 3
Scout N, N.

3800 BC, turn 4
Worker finishes road and moves to the plains fur tile across the river. I choose to clear this one first because I will be clearing 2, and if I clear the grassland fur next that will put me one turn away from reaching the wheat when I am done (rather than 2 turns). Scout N, NE.

3750 BC, turn 5
Scout N, NE. Worker starts chop.

3700 BC, turn 6
Chasqui > Chasqui. He heads NE, N, NE. Scout N, E. Move citizen back to forest for the extra shield (It will not slow growth at this point because I need four food to grow). 

3650 BC, turn 7
Chasqui N, N. Scout NW, N. 

3600 BC, turn 8
Move citizens to BGs because chop will finish Chasqui this turn. I should probably switch to a granary at this point because I haven’t seen any huts, but I figure maybe these chasqui’s will be able to capture a worker or two when I declare war on someone. I am going to waste 3 shields though. Probably could be done a lot better. Chasqui NW, N. Scout NW, N. 

3550 BC, turn 9
Chasqui > granary. Chasqui2 N, W. Chasqui1 N, N. Scout E. Worker finishes chop, moves to Grassland fur.

3500 BC, turn 10
Borders expand. Worker chops. Chasqui2 NW, N. Chasqui1 E, N. Scout E. 

3450 BC, turn 11
Chasqui2 NW, W. Chasqui1 E, N, spots Dyes. Scout E. 

3400 BC, turn 12
Chasqui2 NW, N. Chasqui1 N. Scout N, E. Move citizen to wheat tile for growth in 2. 

3350 BC, turn 13
Chasqui2 N, W, spots a light green border. Oh no, please let Ainwood have modified the AI colors. Chasqui1 N, spots another border, looks dark green. Scout S. 

3300 BC, turn 14
Cuzco grows to 3. Worker chops, starts road. Chasqui2 W, N, and my fears are confirmed: Greeks. Alex has BW, Alph, and lacks both our techs. Chasqui1 N, NW and meets Aztecs. Monty has WC but lacks Masonry. Scout S, E. I am thinking this little bit of land he is on is a dead end. I might be wrong, but I am going to send him back north. 

AAC Analysis: Greek hoplites to the immediate west and legions and Numidian Mercs out there somewhere. Only one other food bonus in our immediate area (although we do have the river to work with). Mountains all around. We live in freakin Mordor for god’s sake. Not too sure about this AAC. 

3250 BC, turn 15
Chasqui1 N, W. Chasqui2 NW, N, sees the Greeks have a cow, flood plains, FP wheat. Sheesh. Scout NE, N.  

3200 BC, turn 16
Chasqui2 W, NW. Chasqui1 NW, N. Scout N. 

3150 BC, turn 17
I get TW and there isn’t a horse in sight, of course. Chasqui2 W, W onto western coast. Worker finishes road and moves to wheat. Chasqui1 N, N. Scout NW. I trade the Greeks Masonry and Pottery for Alph and 10g, trade the Aztecs Mas and Alph for WC, BW and 10g. Start research on writing at max. 

3100 BC, turn 18
Worker starts irrigation. Scout N. Chasqui1 NW and spots a hut!, moves N to mountain, he will come back for the hut if someone else doesn’t get it. Chasqui2 heads back: E, E. 

3050 BC, turn 19
Scout N. Chasqui1 N, N. Chasqui2 still heading back. I am going to try to nab a greek worker with him if I can.  

3000 BC, turn 20
Granary > worker. Chasqui1 W, W, spots another hut and a horse. I was hoping to meet someone else so I could trade them masonry before they get it, but that Chasqui is going to have to bust those huts now. Scout N. Chasqui2 still heading back. MM for shields because I will grow this turn with only 2 food. 

2950 BC, turn 21
Chasqui2 S, SW (along eastern cultural border of Athens). Chasqui1 N, N, pops hut and gets a village (Tiwanaku) in a horrible location. There is a cow just outside its borders that it will never be able to reach (2W), and it is between three sources of fresh water, but isn’t on any of them. Set it to warrior. I will pop rush a settler after that and then wait for it to reach size 2 again. Useless. Scout N. MM Cuzco to make 5f, because the wheat irrigation will finish IBT. Bump lux to 10%. 

2900 BC, turn 22
Cuzco worker > worker. I can be size 5 in 3 turns, the size I need to be for a 4 turn warrior/settler factory, but I need to get four tiles mined. That means one more worker at least. Chasqui2 S, W. Scout N. Chasqui1 NW, N. I probably won’t get that southern hut because now I am too far away. And I couldn’t find another civ. Oh well. Worker2 moves to plains fur. Worker1 moves to BG (didn’t road wheat). 

2850 BC, turn 23
Worker1 mines, Worker2 irrigates. Chasqui2 W, SW. Scout NE. Chasqui1 W, SW and spots the Romans, gems, and two cows. Double sheesh. Plus a Roman worker. Not sure if I should nab him or not this far from home. My popped city would be meat. Caesar has no techs and is behind me by three. 

2800 BC, turn 24
Cuzco worker > settler. Worker3 starts mine on grassland fur. Chasqui2 W, S. Scout N. Chasqui1 N, N to northern coastline. 

2750 BC, turn 25
Chasqui2 S, E. Scout N. Chasqui1 S, S. On every turn for a while I have had to MM Cuzco on the turn of growth to maintain +5f per turn. 

2710 BC, turn 26
Chasqui2 E, SE. Scout N. Chasqui1 S, S and spots Ivory!!! (Not that I could ever get it connected in time to help me…

2670 BC, turn 27
Chasqui2 S, E. Worker2 finishes irrigation and roads the plains fur he is on. Scout N, N. Chasqui1 SW, S. Lux goes to 20%.  

2630 BC, turn 28
Chasqui2 S, S. Chasqui1 S, SE. Scout E. 

2590 BC, turn 29
Cuzco Settler > barracks. Settler moves NE, N where he will found a city on a river/hill. Very close to Cuzco, but I think it is still a good spot. It will allow him to use the irrigated wheat which Cuzco will not be using for a few turns after building the barracks. Chasqui2 NE, NE. Chasqui1 S, SE. Worker1 finishes mine starts road. He is in range of the hut again. Scout NE and spots a border and a hut. 

2550 BC, turn 30
Worker3 finishes mine, moves to roaded BG (NE of Cuzco) and starts mine. Worker2 finishes roading the fur and moves NW to BG. Found Machu Picchu and start a granary. Scout E, N and meets the Celts (passed on the goody hut in order to meet them first). Good choice: Brennus has CB and a worker, which I get for Masonry and 22g (all). Chasqui2 SE, SE, spots a nearly useless wheat ringed by mountains. Scrawled on a cave wall is the message “Ainwood was here.” Chasqui1 goes E, E and pops hut for Mysticism. Slave joins worker mining NE BG, in order to finish in 4 instead of 6. Alex now has IW, but I can only get it for two techs so I pass. 

2510 BC, turn 31
Tiwanaku warrior > settler. Warrior moves E. A barb appears near Machu, but I will probably just let him in if he keeps coming. Worker2 starts roading BG to the NW of Cuzco. Chasqui2 N, N. Chasqui1 S, W. Scout E, S to hut and pops maps. I MM Cuzco for shields (only making +2f per turn), and let Machu have the wheat. This will finish my barracks in two turns, then it will build 1 warrior and begin the 4-turn warrior/settler cycle. 

2470 BC, turn 32
The Romans found Veii in a spot that will claim 2 ivory and 2 cows. :( Worker1 moves to BG SE of Cuzco. Chasqui2 E, NE back toward Cuzco for barb protection. Chasqui1 W, W. Warrior E. Scout E, E. 

2430 BC, turn 33
Cuzco barracks > warrior. The barb pillages Machu and takes away 1 piece of gold, my entire treasury. Chasqui1 SW, W. Warrior E and spots a border. Scout NE, E. Worker1 mines. Chasqui N, NE and spots the barb camp on a mountain. I give the Romans Masonry for a worker and 10g. Slave2 goes to road wheat. 

2390 BC, turn 34
Cuzco warrior > settler. Warrior2 fortifies. Chasqui2 disperses the barb camp. He moves W. Slave2 begins roading wheat. Warrior1 goes E and meets the Indians who have nothing and are way behind in tech. Scout SE, E. Worker 3 and Slave 1 both move into Machu. Worker 2 starts mine. Chasqui1 W, W. This map is absolutely eaten up with Mountains. It might not be a bad strategy to go with ultra-early wars with the Chasqui, but I don’t think I could pull off such a strategy. Besides, I hate a despotic GA. I give the Greeks WC and Mysticism for IW. It is doubtful that they will be able to research Poly for me by the time I would research Philosophy, but it is worth a shot. Plus, it is nice to know where the iron is—and we have it nearby, surprisingly. I also give it to the Celts for 27g and India for 10g. 

2350 BC, turn 35
Worker3 and Slave1 both move to sugar tile. Chasqui2 SW, S, just making sure no barbs are near where my next settler will go. Chasqui1 N, N. Warrior1 N, spots a hut. Scout N. 

2310 BC, turn 36
Worker/slave pair begin mine. Chasqui1 W, N. Chasqui2 S, S. Warrior will wait one turn to pop the hut. That way I can block HR, and maybe get Poly! Or Math. After I hit space I realize that was kind of stupid. If I popped it now the worst that could happen would be to get HR. Next turn, I will have to block phil (which would be a disaster) so I could get many different techs. Eh, I guess it would have been ok either way. Scout N. 

2270 BC, turn 37
I get writing. Set research temporarily to phil. My warrior pops hut for 25g. Lots of work for nothing! Start research on Poly, due in 20. Cuzco settler > warrior. Chasqui1 N, W. Warrior1 N. Settler heads to found next city: W, NW, W. Scout E. Chasqui2 N, S. 

2230 BC, turn 38
Cuzco warrior > settler. Warrior3 fortifies. Lux to 0. Chasqui2 S, S. Chasqui1 N, W. Warrior1 E. Scout NE, E. Just a side note: I am MMing Cuzco to be at 8 shields on the turn before it grows. That way it doesn’t waste anything, and Machu can use one or two of the mined BGs. 

2190 BC, turn 39
Chasqui1 S, S (away from a barb camp that has 2 warriors in it. He will go back next turn). Warrior1 E. Scout N, E. Found Ollantaytambo start Granary. Worker 1 roads. Chasqui2 S, S. 

2150 BC, turn 40
Send worker pair SW into forest to chop. Send Slave2 N into forest to chop. Chasqui2 E, NE. Chasqui1 N, N. Warrior1 E. Scout N, NE. Worker2 SW into forest to chop. 

2110 BC, turn 41
Cuzco settler > warrior. Settler heads to found on SE Iron. All workers in forests begin clearing. Scout SE, E. Warrior1 SE. Pop rush a settler in Tiwanaku. 

2070 BC, turn 42
Cuzco warrior > worker. Rushed settler W. Chasqui1 kills one warrior in a camp taking 1hp damage. Scout S, S. Warrior1 N. Worker1 W, S to grassland. Warrior 4 to Machu. 

2030 BC, turn 43
Cuzco worker > warrior. Rushed settler founds Corihuayrachina way up north. On a river and next to a cow this time. But it is close to the Romans. They might take it. Scout S. Warrior1 N. Warrior 4 N. Chasqui2 S, S. Worker1 roads. Worker4 to Machu. 

1990 BC, turn 44
Machu granary (chopped) > barracks. Cuzco warrior > settler. Warrior4 N. Worker pair roads. Found Huamanga on the iron. Start barracks. Chasqui2 W, N. Chasqui1 disperses a camp and promotes. Moves N. Scout S, S. Warrior1 N. Worker4 NW. Warrior5 to Machu. 

1950 BC, turn 45
The Aztecs start the Pyramids and the Greeks start the Oracle, both in their capitols. Worker2 irrigates. Worker4 roads. Warrior4 N. Chasqui2 NW, NW. Chasqui1 NW, N. Warrior1 N. Scout E, E. 

1910 BC, turn 46
My scout meets Japan and they are very backward. He moves S. Chasqui1 N, Warrior1 W. Warrior4 N. Worker pair mines. Lack of luxuries is a real big problem. Worker1 mines. Chasqui2 NW, W. 

1870 BC, turn 47
A barb attacks Chasqui2, redlining and promoting him. Cuzco settler > warrior. Settler begins a long trek north: 5 moves to settle next to wheat and lake. Chasqui2 fortifies to heal. Scout E. Chasqui1 W. Warrior1 W. 

1830 BC, turn 48
Cuzco warrior 6 > settler. Warrior6 heads to site where next settler will go (E, E, E, NE of Cuzco, on the coast with fish and river). Worker4 N. Warrior4 N and spots a Greek conscript. I think I missed a hut somewhere. :( Scout E. Chasqui1 N. Warrior1 N. 

1790 BC, turn 49
Barbs Damage Chasqui 1 and 2. #1 gets promoted to elite. Machu Barracks > Settler. Worker 4 roads. Slave2 roads. Worker2 roads. Warrior4 S. Chasqui 1 and 2 fortify to heal. Scout SE. Warrior E. 

1750 BC, turn 50
Scout SE, S. Chasqui2 disperses a barb camp. Moves N. Chasqui1 wakes up and kills a barb then moves back. Slave1 SW. Worker3 to square N of Machu to irrigate. Warrior 4 N. Warrior1 E. I give the Aztecs CB for 25g. 

1725 BC, turn 51
Cuzco settler > warrior. Chasqui1 N, N (only has 3hp, getting away from barb. Warrior1 E. Settler heads to coastal fish spot. Slave1 roads. Worker 3 irrigates. Chasqui2 NW, N. Scout S, S. The Aztecs get HR but I’m not interested.  

1700 BC, turn 52
I get Poly, Phil is due in 6. Cuzco warrior7 > worker. Found Vilcas and start barracks. Worker 4 N to complete road to Vilcas. Warrior4 NW to mountain next to barb camp. Chasqui2 N, N. Scout S, SW. Chasqui1 fortifies. Warrior1 E. Worker1 SW. Worker 2 into the mountains to make a road between me and the Greeks. I expect to be sending a few Catapults that way at some point. Warrior7 to Machu. 

1675 BC, turn 53
Corihua warrior8 > temple. Cuzco worker > warrior. Worker moves to start road to coastal city. Warrior1 S, spots a barb camp. Warrior 4 kills one barb in mountain camp. Takes 1hp damage. Worker4 roads. I will stop recording little moves here. Just the important stuff from here out. 

1650 BC, turn 54
Cuzco warrior9 > settler. Machu settler > Found Vilcabamba on the coast and start a curragh. Disperse a barb camp. 

1625 BC, turn 55
Olian granary > warrior. Disperse a camp. The Greeks have Math but I decide to wait until after my anarchy to trade for it. I don’t want it getting traded around yet, so I’ll let them research it themselves for a bit first. 

1600 BC, turn 56
Machu worker > warrior. Found Vitcos. 

1575 BC, turn 57
Cuzco Settler > warrior. 

1550 BC, turn 58
I get Phil and Monarchy as my free tech and use the “Big Picture” to revolt. 7 turn anarchy. Revolt again and get 6, so no change. 

1525 BC, turn 59


1500 BC, turn 60
Disperse a camp. Found Andahuaylas. 

1475 BC, turn 61
Trade the greeks 19g and Writing for Math. Pop a hut and get maps. 

1450 BC, turn 62
Chasqui1 dies attacking a barb camp. It figures he would die right before I need him! 

1425 BC, turn 63
I have explored most of the map but have not found Carthage. I must have missed a tiny land bridge somewhere. 

1400 BC, turn 64
We form our Monarchy. I turn science (MM) down to 10%. Its still due in 27 thanks to scientists during anarchy. Start a few cities on Catapults. 

1375 BC, turn 65
I upgrade 4 warriors for 240g. I am bankrupt. I pillage the road connecting my iron. I lose a warrior trying to kill a barb fortified on top of a goody hut. My scout spots Carthages borders. This is quite a “Pangaea” because it looks like they are not connected to the main continent. This will make it even harder to get an AAC. 

1350 BC, turn 66


1325 BC, turn 67


1300 BC, turn 68


1275 BC, turn 69


1250 BC, turn 70
Build a Curragh. 

1225 BC, turn 71
I demand 19g (all) from the greeks and get it. 

1200 BC, turn 72


1175 BC, turn 73


1150 BC, turn 74


1125 BC, turn 75
I declare war on the Greeks.

1100 BC, turn 76


1075 BC, turn 77
Found Arequipa. I bombard Thermopylae. My catapults go 2/5. I lose two veteran swords but kill the two regular hoplites inside. Capture a worker. Trade Japan Masonry for a worker. 

1050 BC, turn 78


1025 BC, turn 79
Found Atico. Found Juli. Found Chuito. 

1000 BC, turn 80
The Celts start ToA in Alesia. I meet Carthage because a warrior steps out into my scouts view. I get MM, start Currency, due in 16, making 19gpt. 

End of QSC

cities 15

pop 41

3 granaries

2 barracks

1 temple

10 workers

1 scout

5 warriors

7 swordsmen

10 catapults

3 Chasqui Scouts

1 Curragh

4 slaves

Contact with everyone, no embassies

All techs except CoL, Lit, Const, Cur, HR, Republic

Score 209 (Japan is second with 162.) 

