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Basic Information

Game Title: Civilization: Call to Power (Linux port)

Company and Author: Loki Entertainment Software (originally Activision) Loki Entertainment Software has now closed.

Type: Turn based strategy

Price: $49.95 (original suggested retail price) can only find used copies on amazon.com for $3.99.

ESRB Rating: E (everyone)

Platform: PC (Linux)

Minimum System Requirements:
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Actual System Requirements:
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Game Summary

History:


If you have played previous versions of Civilization then you will notice some very distinct differences between them and this version.  this version was originally released by Activision, while the other versions were released by Microprose and Sid Meier. The release by Activision was so popular that the game was ported to Linux by Loki Entertainment Software.  It is not a straight port of the game, Loki made improvements and made the keyboard shortcuts fall in line with *UNIX standards.  Loki has since gone out of business, but you can see a complete list of the games they ported at www.lokigames.com.

Quick Overview:


In Civilization: Call to Power (CCTP) you assume the role of "leader" of your civilization.  You start at 4000BC with a band or two of settlers (just out of the hunting and gathering stage).  You must build cities, research new technologies, goto war, make peace, and grow.  Then have a couple options to choose from in order to win the game.  You can become the first race to successfully clone an alien or conquer the world by crushing all those who oppose you. You have until the year 3000AD to accomplish one of these goals.  

Installation: 


The install is easy enough.  You simply run install.sh and it brings up a gui install. You choose the location you would like to install the game to, rather you want to install just the game (320MB) or install the game with all the movies (540MB). Hit next and its installed. You then have the option to play the game with or without the CD, an option the windows version does not allow due to security restrictions, using the option "-nocdrom".

Graphical User Interface:


The GUI for the game is smoother in my opinion than the previous versions of Civilization.  For those used to the previous versions of Civilization, the GUI may take some getting used to, but i believe once you get used to it, you will find it to be the superior GUI.  The GUI is point and click, as with all Civilization games.  


You may click where you would like your unit to move many turns in advanced, and the unit will choose the shortest possible route to get there.  The unit will stop auto moving if he encounters any other units.


The city interface is not a separate window as you may be used it, instead the city interface takes place at the bottom of your screen in your control panel. The control panel consists of 6 tabs.  The "CIV" tab allows you to set various setting for your overall civilization.  Such as: How long a work day, wages, and rations a citizen in your civilization will have have; as well as set how much productivity you want to devote to science and public works (used to build tile improvements).  The next five tabs effect the selected city only.  The "MAX" tab will maximize a city for either: food, happiness, productivity, science, or gold.  The "LABOR" tab will let you the best way to manage your workers in the selected city, instead of just using max.  The "PRODUCTION" tab allows you to choose what is being produced in the city.  The "CITY" tab which displays information and statistical data about your city. Finally the "UNIT" tab will show you which units are currently in the city.


In the bottom left corner there in a map of the world, or rather the known world.  In the bottom right there are 5 buttons, a button with a person on it will cycle you through your units, the button with the building on it will cycle through your cities, the end button will end your current turn, the hammer button will bring up the public works panel, and the button with a galaxy on it is the space button and will bring your view above the atmosphere so you can move units and manage cities in space.

Gameplay:


Ok, you start with your settler unit.  First things first, you must build a city somewhere, this first city will automatically have a capitol built in it. This is where it all begins.  CCTP allows you to build three different types of cities, under water cities, space cities, and, of course, cities on the land.  But, at this first stage of the game you do not have the technology to build a city anywhere except on land.


It is usually a good idea to have military units in your cities in case any ambitious other civilizations or barbarians wander by your city.  What to build you might ask? Well you have a selection of 65 units to build.  Next to each unit in the "PRODUCTION" tab, it lists the units assault strength, range strength, defense strength, and movement points to aid you in your decision.  For a unit to guard your city you want a high defense strength.  There are units with special abilities if you highlight a unit in the build list it will tell you want the special abilities are and how they effect the game.  For example, there are units that can set up franchises in other civilization's stealing production from their cities, or you can use a slaver to capture slaves from a foreign city and put them to work in your own.


You must choose something your scientist to research.  Don't worry you have many research options in the research tree.  The research system used in CCTP is more or less the same as in previous versions of civilization, but they have made modifications to the technologies.


Once you have done the above you will want to build some city improvements for your city, such as a granary which will let you store food and allow your city to grow.  There are many different city improvements to choose from.  You can highlight them and see what they do in the "PRODUCTION" tab.  You also have the option of building a wonder of the world, which take more time to build than an improvement, but usually have some drastic game effects toward not only your civilization, but all civilizations. You have 35 different wonders you can build.


When you encounter an foreign civilization, you can enter diplomatic relations with them.  These can vary from demanding things from them (so you don't smite them) to giving them gold, maps, or technologies (so they don't smite you).  Diplomacy is a fragile thing.  The computer AI has no qualms about breaking a treaty if the opportunity arises (like you wouldn't), so always be on your guard.

Scoring:


The score is based on many categories, so offer positive values toward your overall score while some have negative effects on your overall score. The categories which effect your score in a positive manor include: celebrations, advances, wonders, population, cities, years at peace, year of victory, difficulty bonus, map size, opponents, and victory by wonder.  The categories that have a negative effect on your score include: units lost, riots, revolutions, and pollution.

Artwork:


The artwork of the game is fairly simple.  It is adequate though for a civilization game.  The wonders are accompanied by a mpeg clip that plays a little animation, and tells you what the wonder did again.  The graphics in the game do not seem that dated when compared to newer version of Civilization.

Sound and Music:


The CD has a dozen or so tracks of music to play in the background as you play.  The music sort of progresses as you progress through the game.  It starts as tribal music and works its way up to futuristic sounding music. I personally found the music was nice the first time i played, then i got really old, but you can turn it off.  Each unit has a few different sayings they will say when you move them around.  Nothing too special in the sound and music department.

Special Features:


CCTP has some features i have not seen in previous Civilization games, such as a built in cheat menu.  It also allows for Internet or network play.  The Linux version even allows you to play by email.  Where one player does his move and it sends an email out to the other players that is then put into the client on the receivers end and so on.  This allows you to play a game even if you had a really low amount of bandwidth or if you just don't want to sit down and play the game for hours on end.  It will act like one of those chess game people play for years by sending letters or phone calls.

Manual:


CCTP comes with a decent sized manual, although the manual does not really seem to help much as it does not really go into the complexities of the game.  Its like chess you know how to move the pieces but you still need to know where to move them.  Luckily, the in-game help (library) is very good; it explains things in game terms and gives a historical blurb about the topic.  

Bugs:

I have not found any bugs in the software as of yet.

Game Review

What is fun?


CCTP requires strategy and skill to complete.  I think it is a harder game to beat that the previous versions of Civilization.  The AI is quite challenging.  The military units are excellently balanced.  Just because you have tanks and your opponent does not, does not mean you automatically will just crush their entire civilization with 1 tank.  Now a fleet of tanks is another story.  If you don't keep your people happy they will riot or worse yet revolt and form their own government (taking with them your advancements, and some cities (along with whatever units you had in those cities).  Playing a single player game of CCTP will keep you entertained for hours and the replayablility of the game is endless.  The game only gets more exciting when you play a multiplayer game.  Beating your friends in a multi hour long game is quite a refreshing experience.  While losing to your friends in a multi hour long game is a crushing defeat (but still fun).

What is not fun?


Well, the game could use a city manager.  For example, you just build a new city and now you have about 40 improvements that need to be made to bring the city up to par with your other cities.  You have to manually make the queue of things to produce.  If you had the option to automate this (as is done in other games) it would take out some tedious work.  It may not seem like much but when you start to war and you take over multiple cities all at once it is quite a hassle. This is the only shortcoming i have seen in the game.  I have heard complaints of how the combat works as well, but i don't see why someone would complain about that really.  The story goes like this: You have a diamond age tank and you roll into a city that is defended by 7 phalanx.  You lose.  This is where the complaining comes in.  You see in an effort to be fair the phalanx must be capable of defending against your tank.  They have the city defense bonus and all that stacks with their normal defense, also they outnumber you, you can only shoot at a certain number of phalanx at a time after all.

Audience:


The audience for this game is probably 12 and up.  As the game has some complexities that a younger child may not be able to grasp and would probably get frustrated with. In addition, you must like strategy games.  If you are a action junkie then this game will probably not be for you, its a slower pace turn based strategy game. Also, remember that this review is for the Linux port of CCTP so perhaps the audience would be a little more technically savvy, but that is not a requirement someone else installs the game for the child.

Summary

Pros:


-Runs on Linux.


-Vast amounts of stuff to build, research, attack with, and have happen to you.


-Multiplayer, including being able to play a game via email.


-Hours of entertainment.


-Challenging AI.


-Balanced military units.

Cons:


-Lack of a automated city manager makes maintaining multiple cities at once 

difficult.


-Musical score is a little bit lame.


-It's not open source.

Conclusion:


Civilization: Call to Power is just plain and simply a great turn based strategy game.  If you enjoy playing strategy games such as civilization or master of orion then this would be a great buy for you.  If you want a great turn based strategy game for Linux this is a great choice. If you have little to no patience or are an action junkie then this game is probably not the best choice for you and i would recommend looking elsewhere.

Linux Kernel Linux kernel 2.6 and glibc-2.x 


Processor Intel Celeron 2.4Ghz


CD-ROM 52x speed CD-ROM drive 


RAM 512 MB, 1028 MB swap 


Sound OSS compatible sound card 


Hard Disk 40 GB disk space 


Video X Window System ; 32-bit color 


Misc Internet connection; Network card





Linux Kernel Linux kernel 2.0.x or 2.2.x and glibc-2.x 


Processor Pentium 133 MHz, PowerPC 133MHz or Alpha Processor


CD-ROM 4-speed CD-ROM drive 


RAM 32 MB required; 80 MB swap 


Sound OSS compatible sound card 


Hard disk Minimum 320 MB free disk space 


Video X Window System ; 16-bit color 


Misc Internet connection (for Internet play) ; Network card (for net play)








