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Chapter 1

Introduction

Welcome to FreeCol! If you're interested in development of this program,
please see the FreeCol web site. This is a draft version of the user’s guide.
You can find the latest version at the FreeCol homepage.

1.1 About FreeCol

The FreeCol team aims to create an Open Source version of Colonization
(released under the GPL). However, FreeCol differs from the original game
in two regards: it supports multiplayer games and uses an isometric map.
At some point in the future, we might also add support for rectangular tiles
similar to those used in the original game.

FreeCol 1.0 will implement all features and rules of the original game that
we are aware of. Although we have not reached that goal yet, the game has
been playable for several years now.

At the same time, we are adding features and optional rules not found in
the original game. In particular, units, buildings, terrain types, goods and
other game objects are far more configurable than they were in the original
game. In fact, the game already includes two slightly different rule sets.

1.2 The Original Colonization

The original ColonizationW was released in 1994 by Microprose. Coloniza-
tion is heavily based on Civilization which some consider to be the best
turn-based strategy game for the PC in the history of mankind.

7


http://freecol.sourceforge.net
http://freecol.sourceforge.net
http://www.gnu.org/licenses/gpl.html
http://en.wikipedia.org/wiki/Colonization (computer game)

8 CHAPTER 1. INTRODUCTION

In Civilization the object of the game was to build a nation that could
stand the test of time and that could also do one of the following: conquer
the world or be the first to launch a spaceship. In Colonization things are
bit different...

A Colonization game starts in 1492 and the object of the game is to
colonize America. You begin the game with one vessel and two colonists.

As in Civilization you need to build a powerful nation, but fortunately in
the early part of the game you’ll be able to send ships back to Europe
in order to sell the goods you've produced or to bring back some colonists.
Getting colonists into the new world is a very important aspect of
the game as one game turn takes one year and later on even one season and
as a result colonies don’t grow as rapidly as they do in Civilization. You can
pay colonists to come to the new world or you can show off with the religious
freedom of your people in which case they will hop on your vessels for no
money at all.

Another important aspect is trade: the source of all income (apart
from Inca and Aztec gold). In a land filled with precious resources it is
important to build your colonies at the right location and to place
craftsmen where they belong. This is not only to have an income but also to
be able to live off the land when you can no longer count on the support
of Kurope.

Through all this you'll have to decide whether or not you want to live
next to the native americans peacefully. They can teach your colonists
new skills that cannot be tought anywhere else and they will offer you goods
in case you choose to treat them as your friends. On the other hand, their
villages can be attacked and their valuable goods can be taken from them
and sold in Europe.

Other European forces are also busy occupying their piece of
the new world. Should their borders go too far then take over some of
their colonies by force because they wouldn’t hesitate to do the same thing
to you.

The object of Colonization is to declare your independence and sur-
vive an attack of the King’s forces. Before declaring your independence
you need to have the majority of the people behind you. This can be
done by promoting free speech and by providing a strong governmental
system.
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1.3 About this manual

FreeCol is slowly turning into a game engine that allows the implementation
of many different games based on similar concepts. It is already possible
to define different rule sets and to select one of them when starting a new
game. At the moment, FreeCol ships with two rule sets accessible to the
user: “Classic”, which attempts to emulate the rules of the original game
as far as possible, and “FreeCol”, which mainly conforms to the rules of the
original game, but differs in a few points. The “FreeCol” rule set introduces
four additional European powers with new national advantages, for example.

In this manual, we always talk about the “Classic” rule set unless we
explicitly mention another rule set. Please note that most of the features of
terrain types, unit types, building types, founding fathers and so on could
be changed by another rule set. If the manual states that a Lumberjack
has a movement allowance of three, or that the Prairie produces three units
of Cotton, then this applies to the “Classic” rule set and the “FreeCol” rule
set. Another rule set might change these values, or might not even include a
Lumberjack, the Prairie terrain, or Cotton.

1.3.1 Differences between the rule sets

The following differences between the “Classic” rule set and the “FreeCol”
rule set exist:

e The FreeCol rules introduce four additional nations and four additional
national advantages. These additions correct the omission of the Por-
tuguese from the original game, and make multi-player games with up
to eight players possible.

e Under the Classic rules, the population of a colony with a stockade or
more advanced fortification can not be reduced below three. Therefore,
it is usually impossible to abandon a fortified colony. The FreeCol rule
set deliberately ignores this rule of the original game.

e While the original game awards exploration points only for the discov-
ery of the Pacific Ocean, FreeCol optionally awards exploration points
for the discovery of various map regions. The FreeCol rule set enables
exploration points by default, whereas the Classic rule set disables them
by default.
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In the original game, it is impossible to attack units on land with
ships or units aboard ships. This makes it possible to create invincible
colonies by completely fortifying small islands. FreeCol optionally al-
lows amphibious assaults. The option is on by default in the FreeCol
rule set, and off by default in the Classic rule set.

FreeCol optionally makes missionaries more useful. Settlements with
a mission grant the owner of the mission better prices when trading,
visibility of the tiles surrounding the settlement, and are willing to train
more than one of his units. This feature is turned off by default in the
Classic rule set and turned on by default in the FreeCol rule set.

In the original game, the Royal Expeditionary Force simply appears out
of the blue, and can not be defeated at sea before unloading most of
its troops. In FreeCol, you can decide whether the REF must obey the
usual sailing rules. By default, the Classic rules emulate the original
game, while the FreeCol rules allow a naval defeat of the REF.

In the original game, the Custom House ignores all boycotts. This is
generally considered a bug rather than a feature. Under the FreeCol
rules, custom houses must obey boycotts by default, whereas they ig-
nore boycotts by default under the Classic rules.

It has been claimed that experts can produce a certain amount of goods
even if not enough raw materials are available in the original game.
Although it is unclear whether this is generally true and is a feature
rather than a bug of the original game, the Classic rule set emulates
this quirk by default. The FreeCol rule set does not.

In the original game, the least skilled unit is always educated first.
FreeCol optionally allows you to select the unit to be trained yourself.
This feature is off by default in the Classic rule set and on by default
in the FreeCol rule set.

In the FreeCol ruleset, Francisco de Coronado grants full ongoing vis-
ibility of foreign colonies and their surroundings. Classic rules do not
grant ongoing or surroundings visibility, and show revealed colonies as
having size of one.
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1.4 Liberty and Immigration

Liberty and Immigration are two very important aspects of the game. The
more liberty you “accumulate”, the more your colonists will support your
policies. In time, they will work harder, thus gaining a production bonus,
and will support independence from the home country. Since you can not
secede from your home country before at least half of the population supports
independence, and since popular support has a large influence on your final
score, the accumulation of liberty must clearly be a priority.

Liberty points are also required to elect new members to the Continental
Congress. Fach of these “founding fathers” can increase your abilities in a
different way:.

Nor should you neglect Immigration, since immigrants from Europe are
likely to be your main source of skilled and unskilled labour early in the
game. As your colonies become more and more self-sufficient and you build
great universities to teach even the most demanding professions, immigrants
from Europe become less important. But since the number of colonists is
one of the most important factors contributing to your final score, you might
wish to attract further immigrants even in the late stages of the game.

In the original game, liberty points were virtually identical to Liberty
Bells, and immigration points were indistinguishable from Crosses. In the
classic rule set and the default rule set, one Liberty Bell produces exactly
one liberty point, and one Cross produces exactly one immigration point.

However, new rule sets can change this ratio, or even introduce new types
of goods that also produce liberty or immigration points. For example, you
could introduce gold as a new type of goods that produces a large number
of immigration points (say five immigration points per unit of gold) in order
to simulate gold rushes.



12

CHAPTER 1. INTRODUCTION



Chapter 2

Installation

You can download a system independent installer, which should install FreeCol
and set up the required shortcuts on your desktop. If everything works as
planned, you will only need to double click the icon in order to start the
game. If this is not the case, then please read the following paragraphs.

FreeCol comes with a multi-lingual desktop entry file for Linux, which is
not installed by default, however. In order to install it, you need to copy the
file “freecol.desktop” from the base install directory to the appropriate folder
(e.g. ““/usr/share/applications” or  /.local/share/applications/”). You also
need to edit the icon path defined in the file to match the location of the
freecol icon.

2.1 System Requirements

FreeCol is written in Java. In order to run, it requires a Java Virtual Ma-
chine. FreeCol should run on any platform on which a Java Virtual Machine
compatible with Sun Java 8 or higher is available.

FreeCol is known to work with Oracle Java and OpenJDK. FreeCol is
known to run on recent versions of Windows, Linux, and Mac OS X. If you
are using FreeCol on a different platform, we would like to hear about it.

FreeCol requires at least 256 MB memory, although some systems slow
down badly and require 512MB. FreeCol works best with a screen resolution
of at least 1024x768 pixels. It should also be possible to play the game with
a screen resolution of 1024x600 pixels, although some panels will look a bit
cramped. You can play the game with an even smaller screen, but we do not
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support that, and some things might not work.

2.1.1 FreeCol on Windows

FreeCol uses context menus in several places. On most platforms, context
menus are opened with a click of the right mouse button. If you have only
one mouse button, holding down the control key while clicking the mouse
button should also work. Some versions of Java on Windows are unable to
display context menus that extend beyond the game window correctly. As
we are unable to fix that, we display the context menu in the top left corner
of the game window in these cases.

2.2 Compiling FreeCol

In order to compile FreeCol you will need Java and the Ant build system.
When these are installed, go to the root directory of FreeCol and type ant
to build a JAR file containing the game. The game is started using the
command java -Xmx512M -jar FreeCol.jar.

If something goes wrong, please open a bug report at the SourceForge
page of FreeCol. Use the command ant -projecthelp to find out about
other kinds of things you can build (this manual, for example). Note that
you will require additional software to build the manual, however.


http://ant.apache.org/
http://sourceforge.net/projects/freecol
http://sourceforge.net/projects/freecol

Chapter 3

Interface

This section will provide information about various interface elements, as
well as the keyboard shortcuts and the different actions that can be used in
the game.

3.1 Starting the game

If you installed FreeCol with the system independent installer, or the Win-
dows installer, there should be a shortcut on your desktop. Double click the
icon in order to start the game. If that does not work, or if you prefer using
the command line, then please read the following paragraphs.

3.1.1 Command line options

If you are in the directory in which FreeCol is installed, you can start the
game with the command java -Xmx512M -jar FreeCol.jar. This will tell
the Virtual Machine to load the game and to set the maximum heap size to
512 MB. Refer to the manual of your Java Virtual Machine for details.

There are many other Java options, but you probably won’t need to
change the default settings. FreeCol is developed in English, but it includes
translations into many other languages, some of which are not very complete,
however. Java will automatically select the translation for your locale, if
available, and English otherwise. If you should wish to select a different
language, or if language selection fails, you can choose a different language
from the preferences menu.
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FreeCol also provides several application-specific command line options:

e --usage Display the help screen.
e --version Display the version number.
e --default-locale LOCALE Specify a locale.

e --freecol-data DIR Specify the directory that contains FreeCol’s data
files. In general, you will only need to use this if you have installed a
modified copy of FreeCol’s data files.

e --advantages ADVANTAGES Set the European nation advantages type,
which must be one of Selected (each nation may choose an advantage),
Fixed (the standard advantage types are fixed) or None (Europeans do
not have national advantages). The names of the advantage types will
be translated to the specified locale, but if you specify the ADVAN-
TAGES wrongly an error message is printed which lists the available
choices.

e --clientOptions FILE Override the client options file (normally options.xml
in the freecol directory).

e —-difficulty DIFFICULTY Set the default difficulty level.

e --europeans EUROPEANS Set the default number of enabled European
colonial nations (normally the classic four: Dutch, English, French,
Spanish).

e —-font FONTSPEC Override the default font with a Java font specifier
(e.g. Arial-BOLD-12).

e —-full-screen Run FreeCol in full screen mode.

e --load-savegame SAVEGAME_FILE Load the given savegame. This is
particularly useful in combination with the client option show savegame
settings.

e --log-file FILE Override the location of the log file.

e --name NAME Specify a player name.
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--no-intro Skip the introductory video.

--no-sound Run FreeCol without sound. Note that the game does not
yet contain background music, so the only sounds you will hear will be
special effects.

--no-splash Skip the splash screen.
--server Start a stand-alone server.
--server-name NAME Specify the server name.
--server-port PORT Specify the server port.

--server-help Display a help screen for the more advanced server
options.

--splash FILE Specify the location of the splash screen file.

--timeout TIMEOUT Specifies the number of seconds the server should
wait for a player to answer a question (e.g. demands from natives).
This is ‘infinite’ by default in single player mode, and 60 seconds in
multiplayer.

--user-cache-directory DIRECTORY Use the given directory instead
of your default FreeCol user cache directory to save temporary files
such as the log file. If the specified directory does not exist this option
will be ignored.

--user-config-directory DIRECTORY Use the given directory instead
of your default FreeCol user configuration directory to load client and
custom options. You can use this in order to run the game from a USB
stick, for example. Please note that specifying a client options file on
the command line will override the options directory. If the specified
directory does not exist this option will be ignored.

--user-data-directory DIRECTORY Use the given directory instead
of your default FreeCol user data directory to load and save games,
and user mods. You can use this in order to run the game from a USB
stick, for example. Please note that specifying a save game file on the
command line will override the save game directory. If the specified
directory does not exist FreeCol will exit.
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e --windowed [[=]WIDTHXHEIGHT] Run FreeCol in windowed mode, and
optionally explicitly set the window width and height. If the size is not
specified FreeCol will attempt to use as much space as possible without
overlapping menu bars et al. Window size determination is not always
correct for all combinations of operating systems and window systems,
hence the ability to explicitly set the size.

There are several other options that you will probably only be interested
in if you are a developer or need detailed debugging information:

e --check-savegame SAVEGAME_FILE Check the integrity of a saved game,
exit with status equal to the result of the check.

e --debug[[=]MODES] Start the game in (non-scoring) debugging mode.
The optional argument is a comma separated list of the debug modes:
‘menus’ (enables the debug menu and extra entries in popups and pan-
els), ‘init’ (generates a starting colony), ‘comms’ (massive client-server
communications tracing), ‘desync’ (check for client-server desynchro-
nization at start and end of the player’s turn) and ‘paths’ (more info-
mation is displayed on goto paths). It defaults to ‘menus’ if null.

e --debug-run[=]TURNS[,SAVENAME] Run in debug ‘menus’ mode for
the specified number of turns, then optionally save the game to the
specified save name and quit.

e —-headless Force headless mode.

e --log-console Log all java messages to the system console as well as
the log file.

e --log-level LOGLEVEL Set the Java log level.
e --no-java-check Skip the java version check.
e --no-memory-check Skip the memory check.

e --seed SEED Seed the random number generator.
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3.1.2 Game setup
Main panel

If you start FreeCol without command line options, the game will first open
a dialog that allows you to continue a game already started, to start a new
game, to open a saved game, to open the map editor, to set various options,
and to quit.

If you decide to start a new game, you will be presented with another
dialog, which enables you to start a single-player game, to retrieve a list of
servers from meta.freecol.org, to join a multi-player game, or to start
a new multi-player game.

New game

If you start a new single-player or multi-player game, you must also decide
whether to use fixed or selectable national advantages, or no national ad-
vantages at all. In the original game, national advantages were always fixed.
The Dutch, for example, always had a trading advantage. You must also
decide which rule set to use. At the moment, FreeCol comes with two rule
sets, namely “FreeCol” (the default) and “Classic”. In the future, we will
probably distribute additional rule sets contributed by players. If you join
another game, then you must accept the settings the game’s owner selected.

Difficulty level

The next screen allows you to select an appropriate difficulty level. The game
comes with five pre-defined difficulty levels: “Very Easy”, “Easy”, “Normal”
(the default), “Hard” and “Very Hard”. The level is defined by about two
dozen different settings, such as the amount of gold you start the game with.
If you select “Very Easy”, for example, you will start with 1000 gold, if you
select “Easy”, you will start with only 300 gold, and in higher levels you will
start entirely penniless.

You can also create your own custom difficulty level. Just select the
difficulty level that is closest to what you want (i.e. select “Very Hard” if
you want a difficulty level that is even harder) and press the “edit” button to
change the settings. Please note that the range of all settings is limited.
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Select nations

The next screen allows you to select which European and native nations
will be present in the game, which colour will be used to represent them,
and whether they will be played by humans or computer players. At the
moment, human players can only select a European nation. In future, that
might change. If you chose selectable national advantages, then you can also
change the national advantage of the nation you are playing.

The original game only included four European nations, namely the Dutch,
English, French and Spanish. FreeCol includes eight, mainly in order to sup-
port large multi-player games, but also in order to include the Portuguese,
who were sadly absent from the original game. By default, however, only the
original four European nations are selected.

The table headers for the Nation and Advantage columns are buttons
that will take you to the relevant sections of the Colopedia. Also see the
chapter on your Home Country for further information on the national ad-
vantages of various European nations.

This screen also allows you to change various game options.

Joining a game

If you choose to retrieve a list of running games from the metaserver, your
computer will attempt to establish a connection to meta.freecol.org, port
3540. You will be presented with a list of games, from which you can select
one to connect to. Please note that the list will frequently be empty, since
not that many public multi-player games are being run.

If you wish to join a multi-player game, you must enter the IP address
of a server that is running a FreeCol game as well as the port it is running
on. The default port is 3541. If you join a multi-player game, you can also
choose a nation and colour, but another players might already have selected
your preferred nation.

Setting up a multi-player game

If you wish to start a multi-player game, then the IP address of the server will
be that of your computer, but you must still select a port to run the server on.
Again, the default port is 3541. You must also decide whether you want to
run a public server or a private server. By default, you start a private game,
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which means that the game will not be available on the metaserver. Fur-
thermore, you must decide on the number of European players (see above),
and whether to use national advantages. A multi-player game may be more
balanced if you do not use them, so that all players start with the same units
and abilities.

FreeCol is a client-server game. The game server takes care of the game
logic, and the client provides the graphical user interface. One or several
clients can connect to the game server via the network. In the case of a
single-player game, all other players are handled by the game server. At the
moment, however, your client uses a network connection even if the server is
running on the same computer.

This means that you can only run FreeCol if you have the necessary
privileges to bind an unprivileged port. If you use a personal firewall that
blocks the port you wish to use, you will need to configure your firewall
accordingly. If you wish to retrieve a list of games from the metaserver, you
also need to configure your firewall to permit connections to that server, port
3540. In order to connect to a server, your client also needs to bind a port.
Which port depends on the operating system you use.

If you are running a public game server, then your firewall must also
permit the clients to connect to the port of the game server.

3.1.3 Map Generator Options

The map generator options allow you to import a map, and to set several
parameters that influence the size and terrain of a randomly generated map.
FreeCol includes several hand-made maps, which can be selected by clicking
on the map icon.

To import a map, either select one of the maps in the shortcut panel,
enter the name of a file in the import field, or click on the browser button in
order to select a file via a file browser. You have the choice to import terrain,
bonuses, rumors and settlements. At the moment, the map editor does not
provide all these options, however.

The map generator tab allows you to select the size of the map, as well
as the amount and the general shape of the land on the map. The terrain
generator tab allows you to select the number of rivers, mountains, lost city
rumors, native settlements, forests, and bonus tiles on the map, as well as
the humidity and temperature of the map. The latter settings will influence
the terrain.
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3.1.4 Game Options

The game options allow you to select several parameters that influence game
play, such as non-standard rules and victory conditions.

Map Options

The option Turns to Sail allows you to change the number of turns
required to sail between Europe and the New World. By default, the
journey takes three turns.

The Settlement Limit Modifier allows you to relax the settlement
limit, which currently applies only to the number of Wagon Trains that
your colonies can support.

The checkbox Fog of War allows you to toggle whether the areas of
the map your units can not currently see are marked.

The checkbox Exploration Points allows you to award exploration
points for regions discovered by the players. By default, exploration
points are only awarded for the discovery of the Pacific Ocean.

The checkbox Amphibious Moves enables offensive units to attack
colonies from a ship. This is necessary in order to prevent the construc-
tion of unassaillable strongholds on small islands.

The checkbox Empty Trade Units enables empty carriers to trade
with foreign settlements, in other words to buy foreign goods without
selling goods first.

The checkbox Chief Contact toggles whether all interactions with a
settlement, such as sending a unit to learn a skill, automatically contact
its chief.

The checkbox Emhanced Missionaries grants missionaries various
abilities, making them more valuable than in the original game.

The option Mission Influence allows you to change the strength of the
influence of a Mission to the alarm level of the natives in a settlement.

The Gift Probability influences the amount of gifts your colonies will
receive from the natives.
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The Demand Probability influences the number of demands your
colonies will receive from the natives.

The checkbox Continue Recruiting Founding Fathers allows you
to elect Founding Fathers after independence has been granted.

The checkbox Teleport REF enables the Royal Expeditionary Force
to arrive directly at its destination, as in the original game. If this
option is disabled, the REF must sail to its destination and can be
attacked en route.

The option Starting Positions allows you to determine whether the
various European nations will start at positions similar to those of
the original game, at positions closer to their historical landfalls, or at
random locations.

Colony Options

e The checkbox Custom House Ignores Boycott enables Custom

Houses to ignore boycotts and export boycotted goods regardless. This
does not apply to carriers, however, and does not prevent further boy-
cotts by the Crown. This feature of the original game is considered a
bug by the FreeCol team and is therefore disabled by default in the
FreeCol rule set.

The checkbox Experts Have Connections enables experts working
in factory-level buildings to produce a small amount of goods even if
the necessary raw materials are not generally available. This alleged
feature of the original game is also disabled by default.

The checkbox Save Production Overflow, toggles whether the con-
struction of new units or buildings uses up all available hammers, or
only the exact number required. In the latter case, the remaining ham-
mers will remain available for the next building project.

The checkbox Allow Student Selection enables (and obliges) you to
explicitly assign students to teachers. The original game always selects
a random student from those available.
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The checkbox Buildings Require Upkeep toggles whether you have
to pay for the upkeep of all buildings not present in a newly established
colony. If you fail to pay the upkeep, you will suffer a production
penalty. This feature was apparently considered for the original game,
but was removed during play-testing.

The option Natural Disasters influences the probability of natural
disasters devastating your colonies. If this option is set to zero, no
natural disasters will occur.

Victory Conditions

Victory conditions allow you to choose how a European player may win the
game:

First Player to Gain Independence
All Other European Players Defeated
All Other Human Players Defeated

Please note that if you start a single-player game and select the defeat of
all other human players as a victory condition, your game will end immedi-
ately, since the victory condition already applies.

Year Options

The Starting Year determines the year in which the game starts (de-
faults to 1492).

The Season Year determines the first year with two turns or seasons
per year (defaults to 1600).

The Mandatory Colony Year determines the first year in which it
becomes mandatory for European players to own at least one colony in
order to avoid defeat (defaults to 1600).

The Last Game Year determines the year in which the game ends
(defaults to 1850).

The Last Colonial Game Year determines the year by which Euro-
pean players must have declared independence in order to avoid defeat
(defaults to 1800).
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Initial Prices

The initial price options determine the minimum and maximum initial prices
for all goods traded in Europe, as well as the difference between the buy and
sell prices. Unless the initial prices for a type of goods are set to the same
value, the initial price will be randomized at the beginning of the game. The
price spread, however, remains constant.

You can also set the price of hammers when paying for the completion of
buildings and buildable units.

3.2 Client Options

The client options panel allows you to customize how your client displays the
game objects and how it handles some tasks such as auto-saving.

3.2.1 Display Options

e The language to use. Some languages are spoken in more than one
country. In this case, you might also be able to select a specific country.
See Translations for further details.

e The minimum number of goods to display with a counter. If you accept
the default setting of seven, for example, six hammers will be displayed
without a number, and seven hammers will be displayed with the num-
ber 7 on top. Note that some panels only show a single item with a
number next to it or below it anyway.

e The maximum number of goods to display. If you accept the default
setting of seven, then no more than seven items will be displayed, even
if the corresponding counter tells you that these seven items represent
a far larger amount.

e Whether to center on the selected tile automatically.
e Whether to center on the active unit always.

e Whether to display the Fog of War, which enables you to see which
tiles are currently visible to your units..

e Whether to scroll the map when dragging with the mouse.
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Whether to display the compass rose in the top right hand corner of
the map. The compass rose enables you to direct your units with the
mouse as well as the keypad. This is particularly useful if you play
with a small keyboard, such as a laptop keyboard, which does not have
a keypad.

Whether to display the map controls, which include the minimap, the
info panel and the unit buttons.

Whether to display the map grid.
Whether to display tile names, owners, regions or none of the above.

Whether to sort your colonies by name, age, position, size or Sons of
Liberty membership. Since name, age and position are unique, these
keys impose a total order, whereas size and Sons of Liberty membership
do not. In the case of size, the Sons of Liberty membership is used as
a secondary key, and vice versa.

How to animate the movements of your own units.
How to animate the movements of enemy units.
How to display the minimap:

— Whether to attempt smooth rendering.

— Which background color to use.

— Which zoom level to use as default.

Beware that some Java implementations have bugs that cause high CPU

load and very slow performance if animation is enabled. If this happens, ei-

ther disable animation or experiment with the -Dsun. java2d.pmoffscreen=false

Java command line option.

3.2.2 Translations

The FreeCol user interface has been translated into several languages, but not
all translations are complete. If the translation you choose is not complete,
the missing strings will be taken from another language file. This could be
the default translation for your language or the English language version. If
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you selected Austrian German, for example, missing strings would be taken
from the default German translation if available, and the English language
version otherwise.

Translations for the FreeCol user interface are kindly provided by trans-
latewiki.net. If you want to improve the translation you use, please get an
account at the wiki and contribute. The translation available at the wiki may
well be more complete than the one included in the latest FreeCol package,
which may be several months old.

If you want to install the latest translation available, go to translate-
wiki.net and follow the link Special pages from the navigation bar on
the left. Scroll down to the section Wiki data and tools and follow the
link Translate, which takes you to a list of the projects for which the
wiki provides translations. Choose FreeCol to view a form. Select Export
translations to file from the dropdown box labelled I want to. Select
the language you are interested in and press the Fetch button. Please take
note of the abbreviation used for the language, which you will need during
the next step.

Now, save the result as a file. Find the directory where FreeCol is installed
and open the sub-directory data, then the sub-directory strings, where you
will find a large number of files called

FreeColMessages_abbreviation.properties.

Overwrite the file with the correct abbreviation and you are done. The
next time you start FreeCol, it will use the updated translation.

3.2.3 Message Options

You can choose whether to group messages by type, by source, or not at all.
The source of the message is a game object, typically a colony or unit, and
the type of the message is either the default type, which is always displayed,
or one of the following types, which can be turned off:

e Warning messages. These are important and should generally not be
turned off.

e Messages about the Sons of Liberty membership in your colonies.


http://translatewiki.net
http://translatewiki.net
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Messages about the efficiency of the government in your colonies. The
efficiency of the government influences the production of all types of
goods.

Messages about the number of goods in your colonies’ warehouses.

Messages about units improving through experience, education or pro-
motion after a battle won.

Messages about units being demoted after a battle lost.
Messages about new units, such as colonists born in your colonies.

Messages about units lost in battle, missing in action or dead of star-
vation.

Messages about the completion of buildings in your colonies.

Foreign diplomatic messages about the declaration of wars and signing
of peace treaties.

Messages about the prices of goods in Europe changing.
Messages about reduced production due to missing goods.

Warnings about the suitability of colony sites. These messages are
particularly useful for new players. Turn them on if you are unsure
where to establish your colonies.

Messages about the factors that influence combat. Turn them on to
learn more about things like the terrain bonus, the ambush bonus, or
the “artillery in the open” penalty.

Tutorial messages. These are still a work in progress and thus rather
limited.

3.2.4 Audio Options

FreeCol comes with a limited selection of music and special sound effects.
The audio options enable you to select the output device, which you should
probably leave to be automatically detected, as well as the volume of the
music and special effects.
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3.2.5 Savegame Options

e Whether to show savegame settings always, only when starting multi-
player games, or never. These settings include the name, address and
port of the game server you wish to connect to. If you only play single-
player games, you can choose the option “never”.

e After how many turns you want the client to create an auto-save file.
If you select 0, the client will never create auto-save files. If you select
1, the client will create an auto-save file every turn.

e How many generations of auto-save files you wish to retain.

3.2.6 Warehouse Options

e The number of goods to keep in your warehouse when exporting goods
automatically (which requires a custom house), or by means of a trade
route.

e The minimum number of goods in your warehouse. If you store goods
of a certain type in your warehouse and the level drops below this
number, you will be warned.

e The maximum number of goods in your warehouse. If you store goods
of a certain type in your warehouse and the level rises above this num-
ber, you will be warned.

3.2.7 Keyboard Accelerators

Many but not all of the actions available via the game menu or via orders
buttons are also available as keyboard shortcuts. These shortcuts can be
configured.

3.2.8 Other Options

e Whether to load immigrants waiting in Europe onto your ships auto-
matically.

e Whether to end the turn automatically after all your units have been
moved.
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3.3 The main screen

The figure 3.1 represents the main screen.

Game Wiew Orders Report Colopedia Score: 3200 | Gold 7102 | Tax 63% | Year Autumn 1646
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Figure 3.1: The main screen.

The main screen consists of up to six different areas: the menu bar at
the top, the minimap in the lower left corner, the info panel in the lower
right corner, the order buttons between the minimap and the info panel, the
compass rose in the top right corner, and the main map in the background.
The units, colonies, and so forth can be seen on the main map. They are also
represented as coloured dots on the minimap. The preferences menu allows
you to disable some of these controls if you wish to do so.
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3.3.1 The Menubar

The menubar contains the Game, View, Orders, Report and Colopedia sub-
menus at the left hand of the screen, as well as a status area at the right
hand of the screen. The status area displays your score, the amount of gold
you possess, your current tax rate and the current turn.

The Game Menu allows you to:

start a new game

e open a savegame

e save the current game

e change your preferences
e reconnect to the server

e chat with another player
e declare independence

e end your turn

e return to the main menu
e view high scores

e retire from the game

quit the game entirely
The View Menu allows you to:

e turn the map controls (minimap and info panel) on or off
e turn the map grid on or off

turn borders on or off

switch between the unit view and the terrain view

switch between full-screen mode and windowed mode
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display tile names, owners, regions or none of the above
change the zoom level of the main map

switch to the Europe panel

display trade routes

center the map on a known settlement

The Orders Menu enables you to give orders to the currently selected
unit:

switch to sentry mode

fortify

go to a destination you select

go to a tile you select

execute goto orders

assign trade route

build or join a colony

plow the tile the unit is on (requires 20 tools)
build a road on the tile the unit is on (requires 20 tools)
load a carrier if possible

unload all goods and units on board if possible
wait until other units have moved

skip this turn

switch to a different unit on the same tile
clear current orders

change the unit’s name
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e disband the unit

Note that not all orders are available at all times. The build colony order
is only available if the unit is able to build colonies and the tile it is on will
support a colony, for example. The unload order is only available if the unit
is carrying goods. You can unload the goods anywhere, but if you are not
in Europe or in a colony, the goods will be lost. You can use this feature to
dump unwanted cargo in order to avoid the cargo penalty.

The Reports Menu provides access to various reports on the current state
of your colonies. In these reports, icons as well as blue text strings link to
the places they refer to. If you click on the name of a colony, for example,
the Colony Panel will be opened.

e The Religious Advisor tells you how many crosses your colonies pro-
duce, and how many crosses are required in order to recruit the next
emigrant in Europe.

e The Labour Advisor tells you which types of colonists have emigrated
to the New World or are waiting in Europe. If you can not remember
where you sent your only Expert Ore Miner, for example, you can use
this report to locate him.

e The Colony Advisor tells you which units are present in each of your
colonies, what each colony is producing, which buildings have already
been built, and which building is currently being built.

e The Foreign Affairs Advisor tells you about your relations with for-
eign powers, the number of colonies and units they possess, as well as
their relative naval and military strength, and the amount of gold they
possess. As soon as Jan de Witt has joined the Continental Congress,
you are also informed about the number of Founding Fathers, the cur-
rent tax and the current Sons of Liberty membership of your opponents.

e The Indian Advisor tells you about your relations with the various
Indian nations, and the number of settlements they possess.

e The Continental Congress Advisor tells you which Founding Fa-
thers are already present in the Continental Congress and which Found-
ing Father is currently being elected.
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The Military Advisor informs you of the deployment of your military
units, as well as the strength of the Royal Expeditionary Force.

The Naval Advisor informs you of the whereabouts of your naval
units, as well as the strength of the Royal Expeditionary Force.

The Trade Advisor details the current market prices of all goods, the
profits before and after taxes you have made, as well as the amount of
goods present in each of your colonies. Colonies that have already built
the Custom House are highlighted, as are all goods that are currently
being automatically exported from these colonies.

The Turn Report presents a summary of various events that have
occurred during the current turn. If no such events have occurred, the
Turn Report will not open.

The Requirements Report gives an account of how well certain re-
quirements of your colonies are met. It tells you which colonies require
expert units and where these units can be obtained or trained, for ex-
ample. It also tells you which colonies require raw materials in order to
increase their production of manufactured goods, and which colonies
produce a surplus of these materials.

The Exploration Report provides some information about the re-
gions you have discovered and named. If you did not select the explo-
ration option, then the report will only show you when you discovered
the Pacific Ocean, provided you did discover it.

The History Report contains a short overview of important events
that took place during the game, such as the first meeting with na-
tive tribes, the foundation and abandonment of colonies, among other
things.

The Production Report provides you with an overview of the pro-
duction of up to four different kinds of goods in your colonies, as well
as the buildings that produce these goods.

The Education Report shows you the schoolhouses, colleges and uni-
versities in your colonies, as well as a list of potential teachers and
potential students.
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The menu item “Show Difficulty Level” displays the difficulty level of
the current game.

The menu item “Show Game Options” displays the Game Options of
the current game.

The menu item “Show Map Generator Options” displays the options
that produced the map used by the current game.

The Colopedia Menu provides access to the online game help, which is
divided into eight sections:

The terrain section contains information on all the different types of
terrain you may encounter in the New World.

The bonus resources section lists the special resources of the New
World. These resources greatly increase the production of certain
goods. In some cases, tiles can only produce particular goods if a
resource is present.

The goods section gives on overview of all the types of goods in the
game.

The unit section provides details on various types of units, your own as
well native units and units of the Royal Expeditionary Force. Skilled
units are not included.

The skills section lists the various expert units you may recruit or train.

The buildings section provides information on the various constructions
you may build in your colonies.

The Founding Father section can be used to look up information on the
various Founding Fathers you may elect to the Continental Congress.

The nations section tells you which nations are available in the game,
which national advantage they currently have, and which one they have
by default.

The national advantages section tells you which national advantages
are available. Some advantages only apply to European players, others
only to native players.
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3.3.2 The Info Panel

If you are in unit view mode (the default), the info panel in the lower right
corner of the screen either shows information about the currently selected
unit, or contains a button to end the current turn if no unit is selected. If a
unit is selected, then the info panel shows an image of the unit, as well as its
name and the moves it has left. If the unit is a carrier unit, such as a ship
or wagon train, the info panel also shows the units or goods on board of the
carrier. If the unit is a pioneer, the info panel shows the number of tools the
unit carries.

If a unit is displayed, you can click on the info panel in order to centre
the map on this unit.

If you are in terrain view mode, then the info panel displays the name,
owner, defense bonus, movement cost and potential production of the selected
tile. You can switch between view modes by pressing Shift-Ctrl-V, or by
using the view menu.

3.3.3 The Minimap

The minimap in the lower left corner of the screen shows you a more ab-
stract view of the map than the main map. Different types of terrain are
distinguished by colour, and units and settlements are also represented by
dots in the colour of the nation that owns them. You can use the minimap
to navigate around the map quickly. Either click on the minimap to center
the view on a certain point, or drag the white frame around. Zoom buttons
to the left and to the right of the minimap allow you to zoom into and out
of the view.

3.3.4 The Unit Buttons

The unit buttons displayed between the minimap and the info panel allow
you to give order to your units. Note that not all buttons are always active.
A ship can not plow a tile, for example, so the plow button is never active if
the selected unit is a ship. The eight buttons have the following functions:

e wait

e skip turn
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fortify

clear forest / plow tile (requires 20 tools)

build road (requires 20 tools)

build colony

disband unit

All these actions are also available from the Orders Menu of the menu
bar, and as keyboard shortcuts.

3.3.5 The Compass Rose

The compass rose can be displayed in the top right corner and allows you to
give your units movement orders by clicking on the corresponding direction.
It is primarily intended for users who do not wish to (or are unable to) use
the keyboard shortcuts.

3.3.6 The Main Map

The main map shows you the New World in greater detail. You can see
the different types of terrain, forested and otherwise, hills, mountains, rivers,
and, of course, the various units and settlements of the native and European
players. Sometimes units will be all grey—this shows the position of the unit
when you could last see that tile, but does not guarantee that the unit is
still there. Left click on a tile in order to center the main map, or on a unit
in order to select it (a display option allows you to decide whether the map
should always centre on the selected unit, or not).

Your colonies as well as those of your opponents are displayed on the
map. You can see their names as well as their sizes, which are displayed as
a number and also influence the image used to represent them. The color of
the colony’s name is always the color of its owner, but the color of the colony

size indicates whether any production bonuses or penalties apply (at normal
difficulty):
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Colour Bonus/Penalty Requirements

Red -2 more than eight tories

Orange -1 four to seven tories

White 0 less than four tories and less than 50% SoL
Green +1 50% SoL or more

Blue +2  100% SoL

Left click on a colony in order to open the colony panel. If there is an
active unit outside of the colony on the same tile, then a single left click will
select the unit instead. In this case, a double click will still open the colony
panel.

Right clicking on an empty tile, will either display some information on
that tile if no unit is selected, or open a pop-up menu that additionally allows
you to send the selected unit to this tile. If the tile contains some of your
units, the menu will also enable you to select each of these units. If the tile
contains a native settlement, the menu will also provide you with an item
that will bring up some information on that settlement. If the tile contains
one of your own colonies, the menu will also allow you to open the colony
panel.

You can also activate the map scroll by moving the cursor towards the
edges of the main map. Scrolling with the minimap is faster, however.

If a unit is selected, further information about that unit is displayed in
the info panel, and you can move the unit using the numeric keypad or the
compass rose. If you select a unit with the left mouse button and drag
the mouse, the main map will display the best path from the unit’s current
position to the tile the mouse is hovering over.

The tiles the path consists of will be marked with boots if the unit is
on foot, with horseshoes if the unit is mounted, with wheels if the unit is a
wagon train, or with sextants if the unit is a naval unit. Full-colour symbols
mark tiles that can be reached in the same turn, whereas shaded symbols
mark tiles that can be reached only in subsequent turns. A number indicates
how many turns later the unit will arrive on this tile. You can see this on

the main screen.
AT

Once you release the mouse button, the selected unit will begin to follow
this path. It will awake once it has arrived at its destination or if it can no
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longer follow the path (if a unit belonging to a different player is in the way,
for instance). You can also press the middle mouse button, or both mouse
buttons if your mouse only has two buttons, in order to give the selected unit
a movement order.

In the original Colonization game, a unit always used up all movement
points when entering a colony. In FreeCol, this is not the case—a unit can
enter a colony just like any other tile. If the unit is placed in a building, or
on a colony tile, or if a carrier is loaded or unloaded, however, it will lose all
its movement points.

Units are marked with small coloured shields, which may or may not
display a letter. The background colour indicates the nation this unit belongs
to. The Dutch units, for example, are usually marked with orange shields.
The letter indicates the current state of the unit:

e —: the unit is active (no orders).

e F: the unit is fortified.

e G: the unit is going somewhere.

e P: the unit is plowing a tile.

e R: the unit is building a road.

e S: the unit is a sentry (waiting for transport).
e T: the unit is following a trade route.

e W: the unit is waiting for orders (skipped).

e 0: the unit has no moves left.

e #: the unit’s state is unknown (some enemy units).

If the unit is a foreign naval unit, the shield will display a number instead.
This is the number of holds this unit is using.

Indian Settlements display at least two shields: The colour of the first
shield indicates the nation this settlement belongs to. A x on this shield
indicates that this settlement is the nation’s capital, a — that it is not. The
second shield, which bears an exclamation mark (!) if you have visited the
settlement, and a question mark (?7) if you have not, indicates the current
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relations between the nation and your colonists. Its background may be
green, blue, yellow, orange or red, depending on whether your relations are
good, mediocre or bad.

A Settlement with a European mission displays a third shield bearing
a cross on a black or grey background. The colour of the cross indicates
the European nation that established the mission. The background of the
shield is black if the mission was established by a Jesuit Missionary, and grey
otherwise.

The preferences menu allows you to select “modern” colony labels instead
of these “classic” labels. The mo