BASED oM TAC - THE AUTHENTIC COLONIZEATION
LEap DEsIoN BY WmTING BULL

"Werewolves" is a mod(ification) for "Sid Meier's Civilization IV: Colonization" and is
published by the project "The Authentic Colonization" (TAC), the team of Colonization-
modders on German-speaking Civforum. "Werewolves" bases upon our Community-
modification TAC 2.03_final.

Werewolves is translated into English, but there are some important gaps at the
English texts at the Encyclopedia, the ingame-library.

Chapter 1: Introduction

"Werewolves" is an eerie thriller starting in the New England states of the late 18.
century. The War of Independence against the English mother country has ended
some years ago. But just as peace and quiet have returned to the ambitious states at
the north-eastern shores, surprisingly a threat from the hinterland appears.
Werewolves are roaming the forests and are terrorizing the settlers. The beasts are of
unheard strength and velocity; they materialize out of a sudden, strike and disappear
again. In their distress, the citizens of New England are recalling a legendary
commander of the War of Independence who shall organize their resistance now.
Who is this person? Of course it is the experienced hero just reading these lines....

The Gaming World

"Werewolves" comes alive on especially created scenario maps with different
difficulty levels. At the beginning, you will start with just some coastal settlements, a
ship and some units. The New England settlers are allied with the Micmac, living in a
small reservate in a single settlement. The king of the colonial time has been
replaced by the US president. At the beginning the fog of war darkens the world. A
scout or another unit can uncover the landscape. But when they move on, the plots
become dark again, if there are no ocean, coast, river, mountain, city or bonus
resource. At the start, not much will be seen from the werewolves as their dwellings
are far in the hinterland. But you should not get lulled by this. When the first
werewolves will appear differs from game to game - and the one who is not prepared
at that moment has dug his own grave.

Harbor of the Capital and Growth of Population

Instead of a European Harbor there is a Harbor of the Capital now, where you may sell
goods to the US president. This is quite lucrative, as prices are dropping only slowly.
On the other hand roughly every second immigrant will be an expert unit. Additionally,
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recruiting experts by spending money has become more difficult, as each additional
unit of the same type will cost a bit more. Building of schools and other educational
institutions is strongly recommended!

Resources, Bonus Resources and Pioneers

In New England there are some different resources than the ones you may be used to.
For instance, for constructing of high-level buildings you have to quarry stones and the
settlers will grow hemp and breed cattle. Moreover, the terrain types, the features and
the improvements available for building by the pioneers will be unfamiliar for you at
the beginning. In "Werewolves" it will be more important than ever before to increase
the meager land yields by improvements. To compensate for this, the partially quite
expensive improvements will deliver drastically increased bonuses. Bonus resources
are rarer, but much more attractive. For instance silver can only be got in noteworthy
quantities from the respective bonus resource. Rivers are providing higher bonuses,
too. To find the right place for new settlements and defending the improvements
against maraudings werewolves will be the key to success.

Brothers Manson

The settlers have already successfully contended for the founding of an independent
state, so founding fathers are no longer needed. But still there is the chance to attract
prominent comrades-in-arms: Brothers Manson, giving decisive support in the struggle
against the werewolves. Some of these Brothers Manson will appear as individual
special unit and will randomly spawn free bonus units. No other party can snatch the
Brothers Manson from under your nose. But as the werewolves quickly will grown in
number, it may be wise to skip an early fellow mason just to attract a later and more
powerful one as soon as possible.

Troops and Combat

The more you equip your units with guns, horses, silver bullets and leather vests the
more powerful they will become. Nevertheless, the werewolves will remain being
dangerous opponents. Cavalry may be used to wear down the foes, as all mounted
units have a good chance to retreat from lost fights. The werewolves are living in the
lost cities of an extinct indian nation. To successfully seize them, artillery may be of
use. Mountains are impassable and it may be helpful to make strategical use of
mountain ranges.

Victory
The goal of the game is cultivating the hinterland and thus, to exile the werewolves. To
achieve this goal you have to extend your cultural area up to a certain percentage of

all terrain fields and additionally, to have much more units in comparison to the
werewolves. The current state will be displayed in the screen "Victory Conditions" (F8)

Chapter 2: FAQ - Frequently Asked Questions

How complicated is the installation?
It's very simple. You get an installer. Please start the exe-file and follow the
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instructions. Werewolves requires the official patch 1.01f. We recommend installing
the patch manually to avoid any issues. You can download the patch here. The Steam
Version patches the game automatically. Please don’t mind that save games from the
vanilla version cannot be played with Werewolves.

Does Werewolves override any data from the vanilla version?
No, it doesn’t. You don’t heed any backup.

What if | don’t like Werewolves?
Just play the vanilla version. You don’t need to uninstall Werewolves.

Must | uninstall older versions of Werewolves after the release of a newer version?
No. Each Werewolves-version has an own name. You can delete the old versions to get
more space, but that isn't necessary.

Can | play Werewolves together with other mods?
No, sorry. The game allows only one mod at time. This is reasonable because two
mods don’t get along with each other.

How can | start Werewolves?
If you use the installer, you get a desktop icon. Double click on it.

Does Werewolves contain bugs?
Werewolves is software, and software has always some bugs. But it contains only few
bugs meantime.

What about the multiplayer-mode?
It is not possible to use the MP-mode because there is only one playable nation.

Can | use the ingame-tutorial?

No, sorry. We haven't adapted it to Werewolves. Therefore it is disabled. That is a
general problem of Colonization-modes, it is too laborous to adapt the tutorial to all
changes which had happened.

The billboards of the settlements have problems to show the right names of the cities.
Can you help me?

That bug isn't specific to Werewolves but to all mods. Mods for Civ4Col which are
installed at MyGames-folder don't work if there is a special sign (like "a", "é", "n", "¢")
at the user name of the MyGames-folder. Create a new folder named "mods" at the
main game installation directory and put the Werewolves-folder there.

After playing Werewolves some hours, the pauses between two rounds are lengthy.
Can you help me?

That's a problem of the Colonization game engine, it isn't specific to Werewolves.
Please save the game, go to the desktop, restart Colonization and load the save
game.

How can | contact you?
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http://forums.civfanatics.com/downloads.php?do=file&id=11915

You can contact us via Civforum or via email to writing.bull@gmx.de .

Chapter 3: Credits

"Werewolves" is a non-commercial mod project. If you use or distribute Werewolves
please pay attention to the copyright. We allow usage and distribution as long as
Werewolves remains non-commercial. As a matter of course it is permitted to use
Werewolves in an own mod project as long as the copyrights are not harmed, and it is
a nhon-commercial project too. If you use Werewolves in an ownh mod project, you have
to make clear that you have done changes to the original Werewolves. If you wish to
use artwork, we could give you more information about the creators so that you could
mention them in the credits of your own modification.

Please read the ingame-credits at the Encyclopedia to get more detailed credits-
informations.

Sid Meier's Civilization IV: Colonization, Civ, Civilization, 2K Games, the 2K logo, Firaxis
Games, the Firaxis Games logo and Take-Two Interactive Software are all trademarks
and/or registered trademarks of Take-Two Interactive Software, Inc. in the USA
and/or foreigh countries. All other trademarks are the property of their respective
owners.
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